
In Drops of Evil, the players become witches, competing to brew the most powerful 
poison. Gather Ingredients from the forest by sending out your Familiars, then 
combine them in your Alchilab, an eldritch device used for the synthesis of lethal 
mixtures. Place your Ingredients strategically to improve their toxicity and unlock 
valuable bonuses. Recruit shady Assistants and follow grim Recipes to make your 
draught even more wicked. Can you brew the deadliest poison?

4 Alchilab boards

4 Score markers

4 Turn Order markers

56 Extra Resources

40 Scrolls

24 Toxicity 

tokens

96 Bonus tokens:20 Action pawns:

30 Owl Claws 22 Salamander Eyes26 Bat Wings 18 Scorpion Tails

14 Spiders18 Mushrooms 14 Rats 58 Worms

18 Assistant  

tiles

2 double-sided Forest boards 

(1 large, 1 small)

8 Recipe  

tiles

4 Recipe Ingredient 

tokens 1 score pad 1 cloth bag

Deep in the forest, where branches bend

and moonlit paths twist without end,

familiars creep where good beasts flee

around the thorn and crooked tree,

collecting horrors that wait unseen

beneath the roots and mossy green.

Bat wings, claws, and watchful eyes,

tails and worms in grim disguise;

Then into glass and flame they fall

to make the deadliest drops of all.
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Assistant tiles

General supplyRecipe tiles

Turn Order 
Track

Score Track

Forest Areas:
Gathering spaces

Large Forest board

4-player side 3-player side Side A 
(regular)

Side B 
(variant)

Small Forest board
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 setup 
1) Place one of the Forest boards in the center of the table, using the board 

and side that match the number of players:

 n 4 players: large Forest board, 4-player side

 n 3 players: large Forest board, 3-player side

 n 2 players: small Forest board, either side

The two sides of the small Forest board offer different setups for 2-player 
games. Choose which side to use before setting up the game: side A 
(regular) or side B (variant).

3) ShufÒe the Assistant tiles and reveal:

 n 5 Assistant tiles in a 4- or 3-player game

 n 4 Assistant tiles in a 2-player game

Place the revealed Assistant tiles on the Assistant spaces of the Forest 
board.

4) ShufÒe the Recipe tiles and reveal 2 of 
them. Place them on the Recipe spaces 
of the Forest board. Then, shufÒe the 
Recipe Ingredient tokens and place one 
of them on each revealed Recipe tile. 
(You can return the unused Recipe tiles 
and tokens to the box—you won’t need 
them for this game.)

Place all the Worm tokens next to the 
Forest board to form a general supply.

Put the removed tokens back into the box—you won't need them for this 
game.

Fill the bag with all the remaining Owl Claw, Bat Wing, Salamander Eye, 
Scorpion Tail, Spider, Mushroom, and Rat tokens. Mix the contents 
thoroughly, then fill each Gathering space on the Forest board with  
1 Resource drawn randomly from the bag.

Finally, place the bag next to the Forest board.

Players
Tokens to remove

2 14 12 10 8 8 6 6

3 7 6 5 4 4 3 3

4 Don’t remove any tokens

2) Before starting the game, remove some Resource tokens from the pool 
according to the number of players:

Underbrush 
(dark green)

Clearing 
(light green)
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5) Each player chooses a color from those available and takes all the player 
components of that color:

 n 1 Alchilab board

 n 5 Action pawns

 n 1 Score marker

 n 1 Turn Order marker

 n 6 Toxicity tokens

 n 14 Extra Resource tokens

 n 10 Scroll tokens 

Place your Action pawns on the matching spaces in the upper-right area 
of your Alchilab.

Place your Toxicity tokens on the spaces showing the matching icons 
on the Toxicity Track along the top edge of your Alchilab. These are the 
starting Poison Point values for the corresponding Resources (see End of 
the Game, page 10).

Toxicity Track Action pawn area

6) Take each player’s Turn Order marker and randomly place one in each 
space of the Turn Order Track on the Forest board, from left to right. 
This determines the initial turn order.

Also, place your Score markers on the starting space (with a  icon) of 
the Score Track that runs around the Forest board.

7) The first player sets up their Bonus tokens on their Alchilab as follows:

 n ShufÒe the Extra Resources and place 1 randomly on 
each of the round spaces to the left of their Distiller 
and at the bottom of their Brewer.

1

I II III IV

 n ShufÒe the Distiller Scrolls (those with a 
mushroom icon on the back), randomly discard 1,  
then randomly place the remaining Scrolls on the 
corresponding spaces of their Distiller.

 n ShufÒe the Brewer Scrolls (those with a vial icon 
on the back), randomly discard 1, then randomly 
place the remaining Scrolls on the corresponding 
spaces of their Brewer.

Once the first player has completed this procedure, all the other players 
must then copy the exact placement of every token on their own boards, 
so all Alchilabs have the same starting configuration; then, return all 
unused Scrolls back to the box—you won’t need them for this game.

BREWERBREWERDISTILLERDISTILLER
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 Game overview 
As witches whisper, beasts obey,

and take the moonlit clearing’s way.
By claw, by paw, by wing, by scale,

they seek the things that make you pale.

The game is played over three rounds. Each round is divided into four 
phases: Placement, Gathering, Brewing, and Income.

During the Placement Phase, players take turns placing one of their 
Action pawns on the Forest board to indicate which Resources they want 
to collect or to hire an Assistant for the current round.

Once all players have placed all their Action pawns, the game proceeds to 
the Gathering Phase, when players collect Resources from the Forest board. 
Action pawns that collect Resources from fewer spaces are resolved first, 
possibly stealing Resources from slower pieces that can collect from a greater 
number of spaces.

Then, during the Brewing Phase, the players place the Resources they have 
collected into their Alchilab.

Finally, during the Income Phase, players gain points for their revealed 
Income icons, then the Forest is replenished and prepared for the next 
round.

At the end of the third round, the player with the most Poison Points 
wins the game!

 plaCement phase   
Some hurry low where old roots twist,

some vanish deep in crawling mist.
One takes little and comes back fast,
one looks deeper and comes back last.

For in the woods, as witches know,
the richer the harvest, the slower the road.

In this phase, the players will take turns in the order shown on the Turn 
Order track. During your turn, you must place one of your five Action 
pawns on any empty space of the Forest board. You can place your 
Action pawns in any order you choose. Continue taking turns in this 
way until all players have placed all five of their Action pawns.

 PLACING ACTION PAWNS 
There are two types of Action pawns:

 n Familiars, which gather Resources from the Forest

 n Coin Pouches, which are used to activate Assistants

Each Action pawn can only be placed on a specific type of space, and they 
can never be placed in a space already occupied by another Action pawn.

Crows
Crows can only be placed on 
Gathering spaces in the clearing 
of the Forest board—the light 
green spaces with a solid border. 
They cannot be placed on spaces 
in the underbrush—the spaces 
with a dashed border outside 
of the clearing. Crows collect 
all Resources from a single 
Gathering space and are resolved 
first.

Cats
Cats can only be placed on 
double-arrow spaces. They 
collect Resources from the  
2 Gathering spaces indicated 
by the arrows and are resolved 
second.

Toads
Toads can only be placed 
on four-arrow spaces. They 
collect Resources from the  
4 Gathering spaces indicated 
by the arrows and are 
resolved third.

Snakes
Snakes can only be placed 
on down-arrow spaces. They 
collect from the entire column 
of Gathering spaces indicated 
by the arrow, but they are the 
last Familiars to be resolved.

Coin Pouches
Coin Pouches can only 
be placed on Assistants, 
to secure their services. 
Assistants have a variety 
of effects that can be used 
during specific phases of the 
round; for more details, see 
page 12.
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 UPDATE TURN ORDER 

A Snake that stays near hut and stone
will find the quickest path back home.

A Snake that winds through root and thorn
returns more slowly, tired and worn.

Once all players have placed their Action pawns, before proceeding to the 
Gathering Phase, you must update the Turn Order Track. The new turn 
order is determined by the position of each player's Snake on the Forest 
board.

The player whose Snake is farthest to the left becomes the first player 
for the next round, the player whose Snake is second farthest to the left 
becomes the second player, and so on. Rearrange the Turn Order markers 
accordingly.

Note: This step is still performed during the final round, as turn order is used as 
the tiebreaker.

Crows are retrieved first. 

The blue Crow collects only 1 Spider.  
The gray Crow collects 1 Spider  

and 1 Scorpion Tail.

Cats are retrieved second.

The purple Cat collects 1 Spider, 1 Owl Claw,  
and 1 Bat Wing. The yellow Cat collects  
1 Scorpion Tail and 1 Salamander Eye.

 GatherinG phase 
The forest gives, the forest takes,

and keeps no count of fair mistakes.
The swift come back with prize in claw,
the slow find scraps beneath the straw.

The players now retrieve their Familiars from the Forest board and collect 
Resources. Each step in this phase can be resolved simultaneously by all 
players, but the Familiars must all be retrieved in order from fastest to 
slowest:

1) All players retrieve their Crows, then

2) All players retrieve their Cats, then

3) All players retrieve their Toads, then

4) All players retrieve their Snakes

When you retrive your Familiar, you also take all of the Resources 
contained in the Gathering spaces that Familiar can collect from.
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Since some Familiars are faster than others, it is possible 
that a Gathering space will be empty before your Familiar 
has a chance to collect the Resources they would normally 
get. If this happens, you instead collect exactly 1 Worm 
from the supply, regardless of the number of Resources 
there were in that Gathering space. As a reminder, each 
Gathering space has a Worm icon on it. If your Familiar 
collects from more than one empty space, collect 1 Worm 
for each of those empty spaces.

After retrieving your Familiar, place it on the matching space in the 
upper-right corner of your Alchilab. Place the Resources it collected next 

to your Alchilab to create your pool of available Resources: they will be 

used later, during the Brewing Phase.
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 BrewinG phase 
Back to the Alchilabs they go,

where bitter fumes begin to grow.
There wings and claws and eyes are laid,

and vile arrangements must be made.
For every piece, if placed just right,

may turn the brew as black as night.

The players now place all the Resources they collected into their Alchilab. 
This phase is performed simultaneously by all players.

You may place your Resources in any order you choose, but you must 
place all of them before the end of this phase (if possible).

RESOURCE TYPES
Resources are divided into three categories, which determine where 
they are placed in your Alchilab:

Ingredients are always 
placed in your Brewer.      

Mushrooms are always 
placed in your Distiller.

Rats are placed in 
your Free Rats space 

in the Rats Area.
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Toads are retrieved third.

The gray Toad collects 1 Owl Claw, but the  
other 3 spaces it could collect from have  

already been emptied, so it collects  
3 Worms, 1 for each empty space. 

The purple Toad collects 1 Scorpion Tail,  
1 Mushroom, and 1 Rat. It also collects from  

2 empty spaces, so it collects 2 Worms as well.

Snakes are retrieved last.

The yellow Snake collects 1 Owl Claw and 1 Rat, 
but the other four spaces it collects from have 

already been emptied by faster Familiars, so it 
also collects 4 Worms. The blue Snake’s column, on 
the other hand, has been emptied completely, so it 

collects only 5 Worms, 1 for each empty space.
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 PLACING INGREDIENTS 

Put in a claw, put in a wing,
put in an eye that sees no thing.
Add a tail and a worm below,

let the spider choose where to go.
Set them wrong and the brew may spoil;

so set them well and make it boil.

You must place your Ingredients in the Vials of your Brewer. You 
may place any Ingredient in any available space, but there are a few 
restrictions: Each space can only have 1 Ingredient token; each Vial can 
contain only 1 type of Ingredient in all of its spaces (with the exception 
of Spiders, see below); and you cannot move Ingredients you placed 
in previous rounds . You must place all of your Ingredients if possible. 
Only in the rare case that you have no legal space where you can place an 
Ingredient, you must discard it at the end of the Brewing Phase.

At the end of the game, each completely full Vial will score you Poison 
Points equal to the Toxicity of the Ingredient type it contains (for more 
details, see page 10).

 Spiders 
Spiders are wildcards that count as any type of Ingredient. 

Spiders are the only Ingredient that can share a Vial with 
another type of Ingredient.

Spider-Only Vials
You are not allowed to create Spider-only Vials.  

There always has to be at least one non-Spider Ingredient 
in each Vial, to determine how many Poison Points  

that Vial is worth (see page 10).

 Completing Columns 

Beneath the Brewer, flames appear,
one by one, as columns clear.

Heat climbs up and fumes unfold,
and teach what clever witches hold.

How scraps may serve, how toxins play,
how poison sharpens on its way.

The spaces in your Brewer are arranged in columns that can include parts of 
multiple Vials. Whenever you fill every space in a column, you immediately 
gain all of the Bonus tokens below that column, regardless of whether the 
Vials those spaces belong to are complete or not. For more details, see Bonus 
Tokens, page 8.

When you take a Bonus token, it may reveal one or more Income icons 
(see Income Phase, page 9). To know in advance how many Income icons will 
be revealed when you complete a specific column, look at the flames at its 
base: their number corresponds to the number of Income icons that will be 
revealed.
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 PLACING MUSHROOMS 

Mushrooms feed the glass machine,
with fumes of yellow, brown, and green.

The Vials fill, the vapors climb,
and heat jumps higher every time.

Mushrooms must be placed in the Vials of your Distiller, always starting 
with the lowest available Vial and going up.

When you completely fill a Vial, you immediately 
gain one of the Bonus tokens adjacent to that Vial 
or any Vial below it (for more details, see Bonus 
Tokens, to the right).

The topmost Vial can be filled multiple times. For 
each pair of Mushroom tokens you place in your top 
Vial, you immediately gain any one available Bonus 
tokens from your Distiller. After you complete your 
first pair here, stack any additional Mushroom 
tokens on top of them.

When you take a Bonus token from your Distiller, 
you will reveal one Income icon (see Income Phase, 
page 9).

8 Note: After you have unlocked all the Bonus tokens 
from your Distiller, gaining additional Mushrooms 
gives no advantage.

 BONUS TOKENS 

The sharpest witches watch and learn
from every bubble, twist, and turn.

They test each claw, each wing, each eye,
to see what bitter strengths may rise.
Then step by step, with patient art,

they draw the worst from every part.

There are two types of Bonus tokens:

 n Extra Resources

 n Scrolls

 Extra Resources 

When you gain an Extra Resource, it is immediately added to your pool of 
available Resources. You may use it at any time during the current round. 
Depending on the type of Resource shown, they are used in different ways:

Any unused Extra Resources must be discarded at the end of the 
Brewing Phase.

 PLACING RATS 

Rats run loose where poisons brew,
spoiling the work that witches do.

But once they’re caught and held with care,
their nasty gifts are yours to share.

Rats must be placed in the Free Rats space in the top-left corner of your 
Alchilab. Each Rat in this area will make you lose 1 point during each 
Income Phase. However, they can be captured by using Cheese. For 
each Cheese icon you use, move 1 Rat from your Free Rats space to your 
Captured Rats space.

There is no limit to how many Rat 
tokens you can stack in your Free 
Rats and Captured Rats spaces.

Note: Cheese cannot be collected 
from Gathering spaces. It can only 
be gained through Extra Resource 
tokens or Assistant abilities.

Worms You may spend this token to gain 1 Worm from the general 
supply for each Worm icon shown on the token. If you 
don't spend this token, you must discard it at the end of 
the round.

Any other 
Ingredient

 
You may place the Extra Resource token itself directly 
into your Brewer as if it was a regular Ingredient token.

Mushrooms
You may place the Extra Resource token itself directly 
into your Distiller as if it was a regular Mushroom token.

Cheese

  
You may spend these tokens to move 1 Rat to your 
Captured Rats space for each Cheese icon shown on the 
token. Cheese tokens must be discarded at the end of the 
round, even if no Cheese icons were used or they were 
used only partially.
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 Scrolls 
Scrolls increase the Poison Point values of specific Resources (see End of 
the Game, page 10). When you gain a Scroll, move the matching Toxicity 
marker forward on your Toxicity Track one space for each complete  
icon shown on the Scroll. Keep all Scrolls you gain next to your Alchilab.

Double Bonus for Combining Scrolls

If you gain a second Scroll showing the same Resource, the two Scrolls 
are combined, granting an additional  (i.e., the second Scroll makes 
the matching Toxicity marker move forward two spaces instead of one).

Note: In some games, one or even both Scrolls for a specific Ingredient may be 
unavailable, depending on which Scrolls were discarded.

MOVING RESOURCES
All Resources have a small triangle on one side of the token. When 
placing them, keep the side with the triangle facing up. At the end of 
the Brewing Phase, flip them to the side without the triangle. This 
makes it easy to change your mind when placing your Resources 
for the current round without accidentally moving any placed in 
previous rounds.

If you unlock a Bonus token, flip the Resources that contributed to 
unlocking it to the side without the triangle. From that moment on, 
those Resources can no longer be moved.

This rule helps avoid any mistakes when moving Resources for the 
current round.

 inCome phase 
Fill the Brewer, feed the flame,

and Distiller do the same.
The sooner heat begins to climb,

the stronger brews become with time.

In this phase, you gain 1 Poison Point for each Income icon you have 
revealed on your Alchilab. However, you lose 1 Poison Point for each Rat 
you have in your Free Rats space.

Move your Score marker on the Score Track accordingly (you can’t go 
below 0 points).

 end of the round 
As night goes by, the forest breeds
new little gifts among the weeds.

And in the clearing, damp and thin,
elusive creatures creep back in.

In this phase, you will do a little “clean up” and prepare for the next round:

All players retrieve their Coin Pouches from the Forest board.

Add 1 random Resource from the bag to each Gathering space on the 
Forest board, including those that still contain Resources that were not 
collected in the previous round(s). Note: You can skip this step at the end of the 
third and final round.

Then, start a new round.
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 end of the Game 
The vapors sink, the fires cease,

the trembling glass is granted peace.
From wicked brews, through pipe and sieve,

come drops no gentle soul should give.
And when those Drops of Evil fall,

the strongest poison wins it all.

The game ends at the end of the third round.  
It is now time to calculate your final score!

Mark the Poison Points you 
gained on the Score Track on 
the score pad, then, calculate the 
points you score from the Vials 
you completed, the Rats you 
captured, and the Recipes you 
followed, as described below.

 CAPTURED RATS 
Rats once caught are vile, it’s true,

but vile things have uses too.
Their filth, disease, and sickly stain
can wake the poison’s sleeping bane.

Each Rat in your Captured Rats space is worth points equal 
to their current Toxicity value, as shown on your Toxicity 
Track.

 RECIPES 
The Book of Recipes, grim and old,

holds secrets better left untold.
Its patterns twist, its pages know

where every wicked piece should go.

There are two Recipes in each game. Each Recipe is paired 
with a Recipe Ingredient token, which indicates the type of 
Ingredient required for that Recipe.

It also shows a specific Ingredient pattern that must be 
formed in your Brewer using that Ingredient, and a value 
in Poison Points. You gain that many points once for each 
time that pattern of matching Ingredients appears in 
your Brewer.

Note that a single Ingredient token may be counted only once for the same 
Recipe. This also applies to Spiders, although each Spider may be counted 
once for each Recipe (see below).

You can find a detailed list of all Recipes on page 15.

 COMPLETED VIALS 
Each finished Vial has its say,

in what the final brew will weigh.
Its power comes from what was laid,

and from the knowledge witches made.

A Vial is completed if every space in that Vial has an Ingredient 
token in it. For each completed Vial in your Alchilab, you 
score points equal to the current Toxicity value for the type 
of Ingredient it contains, as shown on your Toxicity Track.

Incomplete Vials score no points.

1 2 3 4 75 86
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RECIPES AND SPIDERS
Spiders may be used as wildcards for the completion of Recipes, 
regardless of which type of Resource is in the Vial where the Spiders 
are placed. 

The same Spider could be counted as three different Ingredients: one 
for completing its Vial and for each of the two Recipes. 

TIPS & TRICKS
Placement

Timing is everything. Choosing the right Action pawn at the right 
moment can make all the difference in getting the most out of 
your Familiars.

 n Whenever possible, deny your opponents valuable Resources 
while collecting them yourself. Every Resource you steal is 
one less they can use, and mastering this balance is the key 
to success.

 n Not all spaces in the Forest are equally valuable. Look 
carefully: some Gathering spaces can only be claimed by a 
Snake or a Toad, making those Resources guaranteed. Keep 
this in mind when placing your Action pawns.

 n Pay attention to the Action pawns your opponents have 
already placed. For example, if all the Crows have already 
been placed, no one can steal Resources from a Cat you place 
later.

 n Turn order is a subtle but important aspect of Drops of 
Evil. Playing first gives you access to the best spaces, but 
leaves you with less control over which Resources you'll get. 
Playing later lets you react to your opponents and better 
predict which Resources your Familiars will ultimately bring 
home, but gives you fewer options to choose from.

Brewing

You have complete freedom when placing Ingredients into your 
Brewer, but not all placements are equally effective. Keep the 
following in mind:

 n Unlocking Bonus tokens by completing columns is essential, 
so try to arrange your Ingredients to unlock the bonuses that 
best suit your strategy. Unlocking columns early also allows 
you to gain more points during the Income Phase.

 n Use your Spiders wisely. Place them in valuable Vials (see page 7)  
and use their flexibility to maximize the points you score 
from Recipes (see page 10).

 n Avoid leaving too many Vials incomplete toward the end of 
the game, as you may find yourself needing more specific 
Ingredients than you can realistically obtain to complete all 
of them.

 n Unlocking both Scrolls of the same type is especially 
rewarding, as it grants an additional step on the Toxicity 
Track for that Ingredient. Plan ahead and prioritize the pairs 
that best fit your strategy early on.

The player with the most Poison Points wins!

In case of a tie, the tied player who 
comes first in turn order wins.

11

In the image above, only the two sets of Bat 
Wing tokens highlighted in yellow count 

toward the Recipe. Although a third pattern 
meeting the Recipe’s requirements can be 
traced (marked in red), each token may be 

counted only once for the same Recipe, and 
all the tokens in this hypothetical third 
pattern would violate this requirement. 

 
Note that the Spider to the top right 
counts both as a Salamander Eye for 
its Vial and as a Bat Wing for the 
Recipe, since Spiders are wildcards.
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 assistants 
Not every witch must brew alone,

when doubtful friends are near her home.
They bring their tricks, their tools, their trade,

and lend them gladly once they’re paid.

Assistants offer a variety of abilities that can be activated during specific 
phases of the round, as indicated in the detailed description of each 
Assistant (see below). Assistants can be activated at any moment during 
the appropriate phase (Placement, Brewing, or Income).

For Assistants that are activated during the Placement Phase, you may 
activate them immediately after you hire them or at any other moment 
during one of your later Placement turns, before or after you place your 
Action pawn. For these effects, it is important to keep turn order in mind: 
as a reminder, they are marked with the  icon in the top-left corner.

When you activate the Assistant you have hired, lay your Coin Pouch 
pawn flat, to indicate that you have used their special ability.

Before the Brewing Phase ends, you may choose not to activate 
the Assistant’s ability and instead gain either 1 Worm or 1 Cheese 
(as indicated by the icons shown here, which are also shown next 
to the Assistant spaces on the Forest board). Lay your Coin Pouch 
pawn flat as a reminder.

 Claimed Gathering Spaces 
Some Assistants refer to "claimed spaces". A Gathering space is "claimed" 
by the Familiar that would be the first to collect Resources from it during 
the Gathering Phase.

11

Brewing Phase

Take 1 Rat from your Alchilab and place 
it into a Vial of your Brewer as if it were a 
Spider. The Rat may be taken from either 
your Free Rats or Captured Rats spaces.

22

Brewing Phase

Swap two Bonus tokens on your Alchilab. 
The swapped tokens may be of different 
types, and they may be swapped between the 
Brewer and the Distiller. If you do this, you 
also gain 1 Worm from the general supply.

33

Brewing Phase

Double the Poison Points you gain from Income 
icons in your Distiller during this Income Phase.

-1

x 2 = 42

+

 1. Apothecary 

 2. Swindler 

 3. Hutkeeper 

12

Claimed by
the Crow

Claimed by
the Toad

Claimed  
by the Cat



44

Placement Phase

When you place your Crow, you may place it 
on a double-arrow space as if it were a Cat. 
If you do, during the Gathering Phase, it 
must also be retrieved as if it were a Cat.

77

Brewing Phase

Choose one incomplete column of your 
Brewer that is missing no more than 
two Ingredients. Immediately gain all 
the Bonus tokens below that column, 
as if the column was complete.

55

Brewing Phase

Gain 2 Worms from the general supply.

66

Placement Phase

You may place your Crow on a Gathering 
space in the underbrush (spaces with a 
dashed border). If you do this, you also 
gain 1 Worm from the general supply.

88

Placement Phase

When you place your Cat, you may place it 
on a four-arrow space as if it were a Toad. If 
you do, during the Gathering Phase, it must 
also be retrieved as if it were a Toad.

99

Brewing Phase
Special: At the start of each round, draw 1 Resource 
from the bag and place it on this tile (even if other 
Resources are already there). If you draw a Rat, 
return it to the bag and draw again. In the unlikely 
case that the bag contains only Rats, the Grim 
Merchant remains empty and provides no benefit.
When you activate this tile, take all 
the Resources it holds and add them to 
your pool of available Resources.

99

+

+

44

45

 4. Raven Master  7. Ash Sweeper 

 8. Cat Lady 

 9. Grim Merchant 

 5. Worm Herder 

 6. Pathfinder 

13



1010

Brewing Phase

Place a Spider from your pool of available 
Resources across two spaces in the same 
Vial in your Brewer. Both spaces separately 
count as occupied by a Spider.

1111

Brewing Phase

Place 1 Rat or 1 Worm from your pool of 
available Resources or from your Rats Area 
in your Distiller as if it were a Mushroom.

1212

Brewing Phase

Move all your Rats from your Free Rats 
space to your Captured Rats space.

1313

Brewing Phase

Choose 1 Gathering space on the Forest board 
(either in the clearing or the underbrush) 
that still contains one or more Resources 
at the end of the Gathering Phase. Take 
all the Resources from that space and add 
them to your pool of available Resources.

1414

Placement Phase

Take back one of your Familiars from the Forest 
board. You may not take back your Coin Pouch. 
Note: This means that you will have six Placement 
turns during this round (instead of the regular five).

1515

Placement Phase

Choose one Gathering space in the column 
where you placed your Snake that is not also 
claimed by an opponent’s Familiar. Take 
all the Resources from that space and add 
them to your pool of available Resources.

 10. Trickster  13. Scavenger 

 15. Snake Charmer 

 11. Butcher 

 14. Sage 

 12. Rat Catcher 

14

-1



 reCipes 
This is a list of the effects of each Recipe. For the purposes of 
these examples, always consider Owl Claws to be the Resource 
associated with each Recipe.

1616

Placement Phase

Choose one Gathering space that is not claimed 
by an opponent’s Familiar. Move all the Resources 
from that space to any orthogonally adjacent 
Gathering space. It does not matter if the 
destination space is claimed or unclaimed.

1717

Income Phase

During the Income Phase, gain 1 Poison Point 
for each Rat in your Captured Rats space.

1818

Placement Phase

Take all the Rats from the four Gathering spaces 
surrounding your Toad (those indicated by 
the arrows), even if those spaces are claimed 
by an opponent’s Familiar, and place them 
directly into your Captured Rats space.

 2. Wicked Sediment 
You gain 2 Poison Points for each group of 3 vertically adjacent Ingredients 
of the required type that includes the bottom space of a column.

 3. Oozing Mass 
You gain 1 Poison Point for every 2 Ingredients in your largest group of 
orthogonally adjacent Ingredients of the required type.

42

43

 16. Beast Tamer 

 17. Surgeon 

 18. Poacher 

 1. Toxic Layers 
You gain 4 Poison Points for each group of 4 horizontally adjacent 
Ingredients of the required type in the same row.

15

1

2

33

x3

In this example, 2 groups of 4 horizontally 
adjacent Ingredients, for a total of 8 .

In this example, 4 groups of 3 vertically adjacent Ingredients 
at the bottom of their columns, for a total of 8 .

In this example, a group of 14 adjacent 
Ingredients, for a total of 7 .



 4. Spreading Blight 
You gain 1 Poison Point for each column of your Brewer that contains at 
least 1 Ingredient of the required type.

 5. Tainted Patina 
You gain 1 Poison Point for each set of 2 Ingredients of the required type 
placed on the edge spaces of your Brewer. These Ingredients do not need to 
be adjacent to each other.

 6. Cursed Clumps 
You gain 3 Poison Points for each group of 4 Ingredients of the required 
type arranged in a 2×2 square.

 7. Corrupted Bonds 
You gain 2 Poison Points for each set of 2 Ingredients of the required type 
placed on opposite sides of a connection between two different Vials.

 8. Winding Venom 
You gain 1 Poison Point for each set of 2 Ingredients of the required 
type placed in L-shaped Vials. These Ingredients do not need to be in 
the same Vial.
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In this example, 9 columns containing at least 1 Ingredient 
of the required type, for a total of 9 .

In this example, 7 pairs of Ingredients placed on opposite sides 
of a connection between two Vials, for a total of 14 .

In this example, 16 Ingredients of the required type 
placed in L-shaped Vials, for a total of 8 .

In this example, 15 Ingredients of the required type 
on the edge spaces, for a total of 7 .

In this example, 3 groups of 4 Ingredients arranged 
in a 2×2 square, for a total of 9 .


