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A NEW YEAR BEGINS..

Within the charming valley of Everdell,
beneath the boughs of towering trees, among
meandering streams and mossy hollows, a
civilization of forest critters is thriving and
expanding. Ever since famed adventurer Corrin
Evertail discovered the hidden realm long ago,
the citizens have prospered under the shelter
of the enduring Ever Tree.

From Everfrost to Bellsong, many a year have
come and gone, but the time has come for
new territories to be settled and new cities
established. You will be the leader of a group
of critters intent on just such a task. There are
buildings to construct, lively characters to
meet, events to host—it will be a busy year!
Will the sun shine brightest on your city
before the winter moon rises?

Prepare to be enchanted by the wondrous
world of Everdell. Once you are here, you
might never, ever, want to leave.

“Everdell”

Wandering the woods
Gathering the stones
Wearing in the path
That leads to our home
Laying down the floors
Raising up the walls
Working through the days
Winter through to fall

And we'll play down
Where the grass is thick
From the river drink
See stars come out to meet us
When all I need to do
Is be near to you
In the evening breeze
By the Ever Tree

Farmer in the field
Miner in the mud
King up in his castle
With berry blue blood
Schoolhiouse in a tree
Chapel in a stream
We are side by side
Building up our dream

And we'll (ay down
Where the grass is thick
From the river drink
See stars come out to meet us
When all I need to do
Is be here with you
‘Neath the changing leaves
Of the Ever Tree
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TIME TO CELEBRATE!
HERE'S TO THE BUILDER OF
THE GREATEST CITY

IN ALL OF EVERDELLl

in yous €it¥:
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PREPARAGAO

1) Coloque o tabuleiro sobre a mesa. Coloque a
Ever Tree no tronco no topo do tabuleiro.

2) Coloque os galhos, resinas, seixos e os frutos
em pilhas ao longo dos bancos do rio. Coloque
os marcadores de ponto e de ocupagio ao lado
do tabuleiro.

3) Embaralhe as cartas da Floresta e coloque-as
nas clareiras nas florestas. Use 3 cartas para
dois jogadores, ou 4 cartas para trés ou quatro
jogadores. Guarde as cartas restantes na caixa.

4) Coloque os 4 Eventos basicos ao longo do
rio e coloque 4 Eventos especiais na
ramificagdo inferior da Ever Tree. Coloque os
Eventos especiais restantes de volta na caixa.

5) Embaralhe o baralho principal e
randomicamente coloque 8 cartas viradas para
cima no no Campo.

6) Cada jogador escolhe uma cor e comega
com 2 jogadores desta cor. O primeiro jogador
puxa 5 cartas do baralho, o segundo jogador
puxa 6 cartas, o terceiro jogador puxa 6 cartas,
e o quarto jogador puxa 8 cartas.

7) Cada jogador coloca seus 4 outro
trabalhadores na ramificagdo superios da Ever
Tree: 1 trabalhor na Primavera, 1 no Verao, e 2
no Outono.

O jogador mais humilde comega primeiro.
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Jogador 2

6 cartas
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Nao ha limite de quantos
recursos um jogador pode ter
durante o jogo. Se qualquer
recurso acabar, use alguma coisa

como substituto.
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. May discard any [ from your hand.

face para baixo) For every 2 you discard, gain1 .

sera formada aqui.

]ogador 4

7 cartas 8 cartas



COMO JOGAR

O jogo segue no sentido horario.
Vocé executara uma das seguintes
acoes durante seu turno. Estas
agoes serdo executadas em qual-
quer ordem, mas somente uma

acdo podera ser feita por turno.

Colocar um trabalhador
ou Jogar uma carta
ou Preparar para a estacio

COLOCAR UM TRABALHADOR

Seus trabalhadores sdo necessarios para a ex-
pansdo e sucesso da sua cidade. Vocé os esta-
belecera em varios locais em Everdell a fim
de obter recursos, puxar mais cartas, organi-
zar eventos ou talvez embarcar em uma jor-
nada.

Existem dois tipos de locais: exclusivos e
compartilhados (desenhados com um circulo
aberto). Somente 1 trabalhador pode visitar
um local exclusivo. Multiplos trabalhadores,
mesmo da mesma cor, podem visitar um local
compartilhado.

-5

COMPATILHADO

ExcLusivo

Para visitar um local, coloque um dos seus
trabalhadores sobre qualquer lugar com o
simbolo g@® e imediatamente pegue os re-
cursos listados ou execute a agdo. Este tra-
balhador é entdo considerado designado
aquele local até que vocé o traga de volta
com a acgao Preparar para a estagao.

Exemplo: Colocando um tra-
balhador no segundo espago de
agdo bdsico o jogador ganha
dois galhos, e uma pega uma
carta do baralho.

LOCAIS PARA VISITAR INCLUEM

ESPACOS OE ACAO BASICOS

£I13°

bl
LOCAIS O€ FLORESTA

Os_locais de colocagdo do quarto jogador
( n ) sdo usados apenas em um jogo de
quatro jogadores. No entanto, vocé nio
pode colocar 2 de seus proprios funcio-
narios em um unico local da floresta.




CARTAS OE DESTINO

Examplo: Se outro
trabalhador coloca seu
trabalhador nos
Correios, 0
proprietario ganha 1
ficha de ponto.

'

" Discard a Critter or Construction from
your city. Gain resources equal to that card's
«cost, then gain 1§ and gain 1) .

Give an opponent 2’,
then discard any number of § and
draw up to your hand limit.
 —

Vocé deve colocar um trabalhador sobre qual-
quer carta de Destino em sua cidade, ou sobre
uma carta de Destino em outra cidade que
tenha o simbolo , neste caso o proprie-
tario do Destino ganha 1 marcador de ponto
do banco.

EVENTOS
: ) Requer que
"5's oy sua cidade
©VGRAND Tour tenha tenha
\ ao menos 1
2 \ Entalhador e
¥/ When achieved, 1 Capela

 each |

deaw 1!5m1 receive [ for

on your Chapel.

Requer que sua cidade
tenha 3 cartas de
Destino.

| for each IO on your Chapel. |

Vocé também deve colocar 1 de seus trabalha-
dores em qualquer Evento basico restante ou
qualquer Evento especial para conquista-lo.
Para conquistar um Evento, vocé deve satis-
fazer todos os requisitos listados no Evento, e
deve paga quaisquer recursos no momento em
que colocar seu trabalhador. Somente um jo-
gador deve conquistar um Evento especifico.
Vocé tem que ter condi¢cdes de conquistar o
Evento para poder colocar um trabalhador
nele.

Eventos conquistados deverdo ser colocados
na sua cidade para pontuar no fim de jogo.

REFUGIO

O Refugio é um lo-
cal compartilhado.
Nao ha limite de tra-
balhadores que po-
dem ser colocados
nele, mesmo da mesma cor. Ao ir 14 vocé
deve descartar qualquer nimero de cartas da
sua mao, e ganhar 1 recurso qualquer para
cada 2 cartas descartadas.

May discard any . from your hand.

For every 2 ¥ you discard, gain1 #

JORNADA

Must discar
equal to points.

Somente no outono, vocé pode mandar um
trabalhador seu para uma jornada. Vocé deve
descartar cartas igual ao numero de pontos
listado no local de Jornada que vocé escolher.
Os locais de 5-pontos, 4-pontos, e 3-pontos
sdo exclusivos, e o lugar de 2-pontos é
compartilhado. O trabalhador

designado para recebe
os pontos no final
da partida.



JOGAR UMA CARTA CRIATURAS

Vocé deve jogar uma carta. Para jogar uma
carta, vocé deve pagar os recursos listados pa-
ra o banco. Cartas podem ser jogadas tanto da
Campina quanto da sua mao.

Requisitos

Vocé jogard estas cartas na sua frente para
formar a sua cidade. Ha dois tipos de cartas
no jogo: Criaturas e Construgdes. Vocé pode : ﬂﬂi
Ibo/Nome
{ 3/

. ’
ter multiplas copias de qualquer carta T ——
Comum em sua cidade, mas vocé sé podera A _

ter uma unica copia das cartas Unicas.

UNIqUE CRITTER

7\

When you play a Critter or -
Construction, you may replace

19 with 16.

A “ After much deliberation, 1 will accept that substitution.”
CONSTRUCGES |

il Texto da Cartals
[ Requisitos »

Vocé deve pagar os requisitos em frutas
para jogar uma carta de Criatura, ou se a
Construgdo listada no topo esquerdo da
carta ja estiver na sua cidade, vocé pode
jogar a carta de Criatura sem pagar o

) I requisito em frutas.

) ¢

{ @ B i

Importante: Quando estiver jogando uma

A Criatura de graga por estar usando a
6 £ Constru¢do relacionada, coloque um

. marcador de "ocupado” % sobre a cons-

trugdo. Vocé pode fazer isso apenas uma

vez por construgao.

COURTHOUSE

Gainl g or18 or1 QP

after you play a Construction.

IDGE

il Texto da Cartalff




CIOADE

Sua cidade tem um maximo de 15 espagos para
vocé jogar cartas. Cada carta ocupa um espago.
O disposi¢dao recomendada é de 3 linhas com 5
cartas cada. Cartas de Eventos ndo contam

para o limite de 15 cartas.
TIPOS € CARTA

Tan Traveler: Ativa imediata-
mente quando jogada. Nao ativa
mais

Green Production: Ativa uma vez
imediatamente quando jogada, e
uma vez durante a a¢do de Prepa-
racao para Esta¢do na primavera e
outono.

Red Destination: Ativa quando

um trabalhador é colocado sobre
ela. Cartas com o simbolo
podem ser visitadas por oponentes.

Blue Governance: Concede bonus
depois de jogar certos tipos de car-
tas, e oferece diferentes formas de
jogar cartas com desconto.

Purple Prosperity: Vale os pontos da
carta e os pontos de bonus listados no
final do jogo.

Disposigdo de Cidade Sugerida

PEGANDO CARTAS

Sempre saque cartas do baralho, exceto se for
especificamente dito para saca-las das cartas
da Campina.

Existe um limite de mao de oito cartas.
Vocé nunca pode ter mais do que oito
cartas na sua mao. Se vocé sacar cartas,
vocé s6 pode fazé-lo até ter oito cartas,
nao mais. Se vocé tiver de dar cartas para
um oponente e todos os oponentes estive-
rem com oito cartas, descarte a carta ao
invés.

Se uma carta da campina for jogada, ime-
diatamente reponha com uma nova carta do
baralho. Se uma habilidade permite aos joga-
dores sacar cartas da Campina, saque todas as
cartas primeiro e entdo reponha.

Se o baralho esgotar, embaralhe as cartas da
pilha de descartes e forme um novo baralho.

Ganhe: pegue o recurso listado ou os marcadores de ponto do banco.
Pague: coloque os recursos listados da sua area de jogo no banco.

O © 8§ 7/

Pontos de
fim de jogo

Marcador
de ponto

Carta Galho

-

g € ¥

Qualquer
recurso

Resina Seixo Fruta

10



PREPARAR PARA ESTACAO

Tematicamente o jogo se inicia no final do
inverno e termina quando o préximo inverno
se aproxima. O Outono ¢ a tultima estacao
para Preparar para Estagdo que vocé pode
realizar no jogo.

A agdo de Prepara para Estacao deve apenas
ser executada depois que vocé colocou todos
os seus trabalhadores disponiveis.

Quando vocé executa a agdo Preparar para
Estacdo, apenas vocé traz de volta todos os
seus trabalhadores alocados.
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Meadow

Na primavera, vocé€ ganha 1
novo trabalhador e ativa
todas as suas cartas verdes
de Produciao na sua cidade.

No verdo, vocé ganha 1 novo
trabalhador. Nao hé produ-
¢do no Verao, mas cartas de
produgdo continuam ativan-
do imediatamente se jogadas
no Verao. Além disso, vocé
pode pegar até 2 cartas da
Campina quando vocé pre-
para para o Verao.

No Outono, vocé ganha 2
trabalhadores e ativa todas
as cartas verdes de Produ-
¢a0 na sua cidade.
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“'1 Quando preparando para a proxima
S estacdo, novos trabalhadores da Ever
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preparacao da estacdo listado.
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12th of Hopewatch, Ever Year 19
A wmonumental day for Evevdell!

Not ove, but two companies of critters have left
the settiement; a group of mice and avotheyr of
turtles. They headed in move or less opposite
divections, echoed by a cavalcade of cheers and
boog. Theiv intentions weve cleav: to establish
new cities elsewhere.

Long has there beew talk that our cuvvent
settiement is vo longey suited to suppovt us all.
The Evertree has no more voom for expansion,
and some say the voots ave becoming dvy, We
may continue to comstruct buildings around the
Gathering, but as we spread out further the
concern of safety is noteworthy.

\ do wonder what the future may hold fov
Evevdell. Supposing these compavies succeed and
establish vew thriving and growing cities, what
will this bode for the coming yeavs? Will we all
continue to get along, as we have for o many
seagomns, or will our neighbors ultimately becowming

our greatest advevsavies?
Time, as always, will tell\

Siv Villminias Stvore

Evevdell Histevian

FIM dE J0GO

Quando vocé ndo puder mais executar
qualquer a¢do (ou nédo quiser), vocé terminou
0 jogo e deve passar. Se um jogador passou,
ele ndo pode mais obter cartas ou recursos. Se
cartas ou recursos precisam ser dados a uma
jogador e todos os jogadores passaram,
descarte ao invés.

Qualquer jogador que nao tenha terminado
continua jogando até que todos os jogadores
tenham passado. Entao calcula-se todos os
pontos para se determinar o vencedor.

Vocé pode achar mais facil contar os pontos
base de cada carta, entdo contar os pontos dos
marcadores, bonus das cartas roxas de
Prosperidade, pontos de Viagens, e Eventos.

Se houver empates, o jogador que conquistou
mais Eventos ganha. Se ainda houver empates,
o0 jogador com mais sobra de recursos é o
vencedor.

EXEMPLO OE PONTUACAO (PAG. 14)

Pontos base das cartas: 22

Pontos das moedas: 14

Pontos das cartas de Prosperidade: 10 (3
pela Esposa, 2 pelo Arquiteto, 5 pelo Rei)
Pontos de Viagem: 4

Eventos: 12 (6 pela carta Performer in
Residence, 3 pela carta Ministering to
Miscreants, 3 pela Grande Viagem)

Total: 62
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Must discard
equal to points.

Gain 2 # for each Farm
in your city.

You may discard up to 5
in 1 Q) each.
if paired with a Husband.

a8 b e H s e I e st 1§ craah.”

“List o o ke f o oo gl b they ver ™

When played, place 3 () here. At the
beginning of Preparing for Season, you
may pay 1 () from here to activate 1 of
the Basic or Forest locations where you ST

have & worker deployed.

@&

@ for each special Event you achieved. b Place 1 (O on this Chapel, then draw
: = - 2 2 f for each () on this Chapel.
“Couse agoin and bring your friends. i yow hate amg. " Pouce for cavry whisher, e, end lal.”

' You may give up o2 @ o
an opponent to gain 2 Q) each.

Unlocks second Monastery Ca=>

I ) for cach of your unused 8
Play a Critcer o Construction e cons by 310 and @@, to a maximum of 6.
from the Meadow for 3 fewer @ . 3 2

F—

INN. BARD MONK! DUNGEON

!

PR

When achieved, you may
place up to 3@ bere.

INISTERING
TO MISCREANTS

®

foc each prisoner
in your Dungeon.

for cach @) on this Event,

14



Depois que vocé executar a agdo Preparar
para a Estacdo, Rugwort imediatamente
executa a sua a¢ao Preparar para Estagao
que consiste nos seguintes passos:

REGRAS SOLO

Quando se joga Everdell solo, vocé competira

15

contra um perverso roedor conhecido como
Rugwort, e seu bando de ratos desordeiros,
indisciplinados e bandidos. Ele retorna a
Everdell a cada 3 anos trazendo um novo
titulo de maldade. Vocé deve encontrar um
jeito de superar seus truques covardes e livrar
Everdell sua sujeito de uma vez por todas!

ANO UM: RUGWORT O PATIFE'

Selecione uma cor de jogador para Rugwort
(ele prefere preto) e prepare o jogo para 2
jogadores. Vocé inicia com uma mao de 5
cartas, e Rugwort ndo tem cartas na mao.

Pegue um dos trabalhadores de Rugwort e

coloque-o sobre a carta de Floresta no topo
esquerdo bloquando-a. Coloque seu outro

trabalhador no espaco de a¢do de 3 varetas
bloqueando-o.

Jogo o jogo normal com essas novas regras:

Toda vez depois que vocé jogar uma carta,
Rugwort tem que jogar uma carta. Se vocé
jogou uma carta da Campina, primeiro
reponha a carta. Para jogar a carta de
Rugwort, role o dados D8; o nimero do dado
ird determinar qual carta Rugwort jogara na
sua cidade. As cartas sio numeradas de 1-8
sendo 1 a superior esquerda e 8 a inferior
direita. Para a cidade de Rugwort vocé pode
colocar as cartas em pilhas de acordo com a
cor da carta. A habilidade da carta e seus
pontos nao importam. Reponha a Campina
depois que ele jogar sua carta.

1) Cheque para ver se ele tem cartas
coloridas suficientes para conquistar um
dos quatro Eventos Basicos. Se tiver,
coloque o(s) Evento(s) na cidade dele.

2) Pegue seu novo trabalhador e coloque-o
no espaco 1 das cartas da Campina (2 para
o Verio, e 3 & 4 para o Outono), assim ao
final do jogo ele terd trabalhadores nas 4
cartas do topo da Campina. Vocé ndo pode
mais jogar essas cartas, mas Rugwort ainda
pode.

3) Movendo sentido horério, mova seu
trabalhador para a préxima carta de
Floresta.

Durante agdo de Preparar para a Estagdo na
Primavera, mova seu trabalhador do espago de
acdo de 3 galhos para 2 resinas. Durante
Verao, mova seu trabalhador para a agdo de 1
seixo. Durante o Outono, mova seu
trabalhador para o espago de 1 fruta e 1 carta.

No Outono, remova seu trabalhador da
terceira Floresta para coloque-o no local de 3
pontos da local de Jornada.

PONTUANDO

Rugwort pontuara: 2 pontos por carta em sua
cidade (3 pontos por cada carta roxa de
Prosperidade), 3 pontos por cada Evento
bésico alcangado, 3 pontos por cada Evento
basico que vocé ndo alcangou, 3 pontos por
trabalhadores na Jornada, e qualquer ponto
que vocé deu a ele.



ANO 00IS: ‘RUGWORT O POOEROSO’

Mesma regra do Ano Um com os seguintes
adicionais:

Coloque seu trabalhador na Jornada no
espago de 4 pontos ao invés de 3.

Rugwort ganha 6 pontos por cada Evento
especial que vocé ndo conquistou, ao invés de
3.

ANO TRES: 'RUGWORT O MALANORO’

Mesmas regras do Ano Dois com estas
modificagoes:

Coloque seu trabalhador no espago de 5
pontos na Jornada.

Durante a agao Preparar para Estacao no
Outono de Rurgort, ele rapta um dos seus
trabalhadores! Nao mova o trabalhador dele
para o espaco de 1 fruta e 1 carta - ao invés
disso remova o trabalhador dele do jogo.
Agora vocé s6 tem 5 trabalhadores para usar
na ultima estagdo do jogo.

Venca-o no ano trés e os bardos de Everdell
cantardo em seu triunfo! Os historiadores
registrardo sua vitoria para que seja preser-
vada e lembrada por todo o tempo! O velho
rato Rugwort se afasta, deixando Everdell em
paz...por hora.
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INOEX
CRITTERS

Architect: At game end, worth 1 point for
each of your leftover resin and pebbles, up to
6 points total.

Bard: Discard up to 5 cards from your hand,
to gain 1 point token for each card.

Barge Toad: When played and during
Production, gain 2 twigs for each Farm in
your city.

Chip Sweep: When played and during
Production, activate any 1 green Production
card in your city. We know what you are
thinking, and we do not recommend it. By
the time the poor thing caught his tail, he’d
burned a hole straight through our table. Do
not ask him to do that.

Doctor: When played and during Production,
you may pay up to 3 berries to gain 1 point
token for each berry.

Fool: The Fool is played into an empty spot
in an opponent’s city. Stinks, don’t it? Solo
Game: Rugwort can play the Fool into your
city. If you play the Fool, discard the Fool
and remove any 1 card from his city.

Historian: Draw 1 card after you play a
Critter or Construction—basically every
time you play a card after you have this
Historian, you get to draw a card.

Husband: Shares a space with a Wife, so
combined they only take up 1 space in your
city. If you have a Farm in your City and this
Husband is paired with a Wife, then this card
gives you 1 of any resource when played and
during Production. May only share a space
with 1 Wife.

Innkeeper: When you play a Critter, you
may discard this Innkeeper from your city to
decrease the cost of the played Critter by

3 berries. You do not gain the 3 berries. This
card cannot be combined with any other
card-playing abilities—including the Inn, any
forest tiles that allow you to play a card, or
cards like the Dungeon.

Judge: When playing a Critter or
Construction, you may replace 1 of any
resource in the cost with 1 of any other
resource you have. Example: If a card costs
2 berries, you may pay 1 berry and 1 twig
instead.

King: At game end, worth 1 point for each
basic Event, and 2 points for each special
Event you have achieved.

Miner Mole: When played and during
Production, you may copy any 1 green
Production card in any opponent’s city.
Basically the Miner Mole becomes that card
for a moment—so if copying a General Store,
you would receive 2 berries if that opponent
also had a Farm in their city. Solo Game:

You may copy any green Production card in
Rugwort’s city with the Miner Mole.

Monk: When played and during Production,
you may give up to 2 berries to an opponent
to gain 2 point tokens for each berry you

give. Also unlocks the 2nd Monastery room.

Peddler: When played and during
Production, you may trade up to 2 of your
resources for 2 of any other resource. Trade
with the general supply, not other players.

Postal Pigeon: When played, reveal 2 cards
from the deck. You may immediately play

1 of these worth up to 3 points, for free.
Discard the other. Solo Game: If you play a
Postal Pigeon and activate its ability to play
another card, that counts as you playing 2
cards, so on Rugwort’s turn he will play 2
cards.



Queen: When you place a worker here, you
may play any card from your hand or the
Meadow cards worth up to 3 points for free.
This refers to the base points of the card, not
bonus points.

Ranger: When played, move any 1 of
your deployed workers to a new location,
following the normal worker placement
rules. Also unlocks the 2nd Dungeon cell.

Shepherd: When played, gain 3 berries. Also
gain 1 point token for each point token on
your Chapel.

Shopkeeper: Gain 1 berry after you play a
Critter into your city. Do not gain a berry for
playing this Shopkeeper.

Teacher: When played and during
Production, draw 2 cards. Keep 1 of them
and give the other to any opponent.

Undertaker: When played, discard 3 of the
Meadow cards, replenish those 3 cards, then
draw 1 card from the Meadow cards into
your hand. Also unlocks the 2nd Cemetery
plot.

Wanderer: When played, draw 3 cards. Does
not take up 1 of the 15 spots in your city.

Wife: Shares a space with a Husband, so
combined they only take up 1 space in your
city. At game end, worth 3 points if paired

with a Husband. May only share space with
1 Husband.

Woodcarver: When played and during
Production, you may pay up to 3 twigs to
gain | point token for each.

1 always rejoice on the first of Bellsong,
for it 1s a most wondrous day of charity
and crtterhood. Yor weelks leading up fo
this day of sharved fortune, the iownspeople
of Fverdell bave been completing their
barvests and stowiitg their crops for the
coming winter. Coday, those who have
found themselves with more than they need
have !aid their bounty amongst the roots of
the Y-ver Cree, so any who are not so lucky
may take as they please. Children bobbed
about the offerings, gleeful with the promise
of full bellies. 2As 1 looked down info their
eager faces, eyes as wide as ripe berries,

1 was reminded of Fables -V:

Seelk not to fill thy belly
Before thy neighbor’s is full;
Give unto them, and vou
Shail feast on the fruit of kindness
All your days.
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CONSTRUCTIONS

Castle: At game end, worth 1 point for each
Common Construction in your city.

Cemetery: When you place a worker here,
reveal 4 cards from the draw pile or discard
pile and play 1 of them for free. Discard

the others. Your worker must stay here
permanently. Cemetery may only have up to
2 workers on it, but the second spot must be
unlocked by having a Undertaker in your city.

Chapel: When you place a worker here, place
1 point token on the Chapel. Draw 2 cards for
every 1 point token on the Chapel.

Clock Tower: When you play the Clock
Tower, place 3 point tokens on it. Before you
bring back your workers during a Prepare
for Season action, remove 1 point token from
the Clock Tower and activate one of the basic
or Forest locations where you have a worker
deployed. Any points left on the Clock Tower
at game’s end will count towards your point
total.

Courthouse: Gain 1 twig, 1 resin, or 1 pebble
every time you play a Construction into your
city. You do not gain resources for playing this
Courthouse.

Crane: When you play a Construction, you
may discard this Crane from your city to
decrease the cost of the played Construction
by 3 of any resource. You do not gain the 3
resources. This card cannot be combined with
any other card-playing abilities—including
the Inn, any forest tiles that allow you to play
a card, or cards like the Dungeon.

Dungeon: When you are playing a
Construction or a Critter, you may place a
Critter from your city beneath this Dungeon
to decrease the cost of the played card by

3 of any resource. You do not gain the 3

resources. The Critter in your Dungeon is

no longer considered part of your city and

is not worth any points. This card cannot

be combined with any other card-playing
abilities—including the Inn, any forest tiles
that allow you to play a card, or cards like the
Crane or Innkeeper. Dungeon can only have
up to 2 prisoners, but the second cell must be
unlocked by having a Ranger in your city.

Ever Tree: At game end, worth 1 point for
each purple Prosperity card in your city,
including this Ever Tree. Ever Tree can grant
1 of any Critter for free.

Fair Grounds: When played and during
Production, draw 2 cards.

Farm: When played and during Production,
gain 1 berry.

General Store: When played and during
Production, gain 1 berry or gain 2 berries if
you have a Farm in your city (not 2 berries
per Farm).

Inn: When you place a worker here, play

a Critter or Construction from the Meadow
cards for 3 less resources of your choice. You
do not gain the 3 resources. You gain 1 point
token if an opponent visits your Inn. Solo
Game: you may visit the Inn in Rugwort’s
City and Rugwort gains 1 point token.

Lookout: When you place a worker here,
copy any 1 basic or Forest location, even if it
is occupied by 1 of your workers.

Mine: When played and during Production,
gain 1 pebble.

Monastery: When you place a worker here,
give 2 of any resources to an opponent

and then gain 4 points. Worker stays here
permanently. Monastery can only have up to
2 workers on it, but the second spot must be
unlocked by having a Monk in your city.



Palace: At game end, worth 1 point for each
Unique Construction in your city, including
this Palace.

Post Office: When you place a worker here,
give an opponent 2 cards from your hand and
then discard any amount of cards from your
hand that you want. Then draw cards from
the draw pile up to your hand limit. You gain
1 point token if an opponent visits your Post
Office. Solo Game: you may visit the Post
Office in Rugwort’s City and and Rugwort
gains 1 point token.

Resin Refinery: When played and during
Production, gain 1 resin.

Ruins: When played, discard a Construction
from your city and place this card in that spot,
then receive back that Construction’s listed
cost in resources. Also draw 2 cards.

School: At game end, worth 1 point for each
Common Critter in your city.

Storehouse: When played and during
Production, take from the supply and place
either 3 twigs, 2 resin, 1 pebble, or 2 berries
on this card. Also works as a location to place
a worker and take all of the resources on the
card.

Theater: At game end is worth 1 point for
each Unique Critter in your city.

Twig Barge: When played and during
Production, gain 2 twigs.

University: When you place a worker here,
discard 1 Construction or Critter from your
city and receive back the listed cost of
resources of the discarded card, plus gain

1 of any resource and gain 1 point. If you
discard a card with a permanent worker

on it, place that worker on the University
permanently instead (you do not get the
worker back).




TALE OF THE STANDING STONES
As told by Poe the Legendary Storyteller

Long ago and far away in the land of Gildin, a
young mouse gazed at distant mountains and
wondered what lay beyond. His was a life of
hardship and turmoil, as was true for many a
critter during those darker times. There was
nary a drop of honey or nibble of blueberry to
be found, as any and every available provision
had been used in the Serpent War, when brave
critters gathered together to fend off the serpents
of the Northern Wilds.

There among the poverty and desolation sat a
mouse driven by dreams of hope. Corrin Evertail
was his name. His father, a brave warrior, had lost
his life to the war. With the news of his father’s
death, Corrin’s mother passed away soon after,
leaving Corrin an orphan on the dark streets of
the port city of Stormwillow.

Many were his adventures and narrow escapes
during those formidable years of his youth, but
quick thinking and iron will—and not a small
amount of providence—saw him through. He
remembered dreams of better lands beyond
distant mountains. He knew that such a journey
could very well be the death of him, but there
was no future for him in Stormwillow.

The time had come.

Of his few friends, he could convince three to
travel with him. Together they set out on a cold
Greensprout morning, wanderers seeking a land
they were not even sure existed.

Many a story has been told of that long
journey through Dunewaste desert and over
the Spirecrest mountains. It was a harrowing



adventure that lasted for nine months and ultimately
claimed the life of Corrin’s dearest friend. But when
the thread of hope that had pulled them through
was at its thinnest, on the 19th day of Hopewatch,
the adventurers crested a final peak and beheld the
wonder that they had been seeking.

The sun was delighted that day as it broke apart the
dark clouds that had frowned for so long, and shone
its light upon the glorious emerald valley below.

It was a land unspoiled by the stains of war and
untouched by the devastation of greed.

After exploring the valley for many weeks, Corrin
and his companions finally settled among the roots
of what would one day be the monument of hope we
know as the Ever Tree. He declared the valley to be
Everdell, and spoke a blessing upon it.

Almost immediately after establishing a place to rest
his head, Corrin set about erecting a monument to
commemorate, and to never forget, the journey that
was made to discover this sacred place.

They raised up nine white stones, each representing
a month of their journey. Into these stones they
carved memories, they carved hopes and dreams,
and finally a challenge for all of us who now enjoy
such peace and comfort in our beloved realm.

These are the words of Corrin Evertail, etched into
that stone and spoken now for us to never forget:

There is no sorrow too black for hope.
Even midnight gives way to the morning.
Seize the day and make it sing.

Let your bell ring forever loud and true.

Now go, go into the world, and let your life be a
standing stone that will encourage and inspire
others for many seasons to come.
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