











The upgrades provide benefits in different aspects of the game. Most of them should be self-

explanatory. For some of them, you’ll find additional clarifications below.

General notes:

¢ |f you have multiple copies of the same upgrade, their benefits add up if applicable.

® “Collect” a resource always means that you must take it from the fields or river and put it in
your storage. If all tokens of a resource type are gone from its field, you cannot collect it any
more. If you do not have enough storage for all your collected tokens, you must offer any

excess to the other player (see the brown box on page 6).

These upgrades pertain to rules regarding the
different types of year and/or the Card phase.

If you want to do

this, wait until the

other player has

their 5 hand cards

for the round.
Then put one of your hand cards face up on the
discard pile and put the top card from the draw
deck in your hand.

This means that

you do not have to

keep all the cards

you played for

harvest during the

previous round.
Just put the ones you do not want face up on
the discard pile before replenishing your hand
to 5 cards.

Do this at the
start of your last
turn in the Action
phase of a fruitful
year. First put the
top card from the
draw deck in your hand. Then play one card
and put the other face up on the discard pile.

Do this on your

first turn in the

Action phase of

a fruitful year.

Thus, when

the first swap
happens, you give the other player 3 normal
cards + the inverted card. That card must
remain inverted until you decide to play it on a
turn in which you have it in your hand.
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These upgrades
pertain to collecting
resources from the
fields and river.

These upgrades are
also available for
wheat, barley and rye.

If both of you have
such upgrades, the
player with the
windmill collects first.

Whenever you collect
this type of resource
and it’s gone from

its field, you collect

it from the common
supply instead (if it is
available there).

These only apply
when the resource
type is collected
during a Harvest
and Store action.
Collect your water
token after the other
player has finished
their Harvest and
Store action.

These upgrades
give you additional
storage units.

In these 2 storage
units, you can only

store water. If a

water storage unit
is vacant, you may
move a water token
to it from any of
your other storage
units at any time.



You may hold
1 additional
beer card

in your brewery.

You may hold
1 additional
bread card

in your bakery.

‘Whenever you brew beer or

bake bread., you may spend
2 ascither 1§ or 1
as often as you like.

‘Whenever you brew beer or

as either 1

hake bread, ?Qu may spend

as often as you like.

‘Whenever you brew beer or
bake bread, you may spend
OR "Ei

en as you like.

. These upgrades pertain
to brewing beer and ]

e

or 1'7

asld ¢

baking bread.

— Usually you can only
have a maximum of
1 card in your brewery
and 1 card in your
bakery. Each of these
upgrades increases that
card limit by 1 for the
corresponding type.

You can use these benefits
multiple times during

the same action and

even combine them: For
example, if you have these
upgrades, you could spend
4 wheat to replace 2 hops,
then use these 2 hops to
replace 1 rye in a recipe.
Be aware, though, that
this is not a trade: You
only substitute needed
resources virtually, never
actually take them from
the fields.

At game end:

For each of your sold

for its type of good.

rds which is worth 4 or
5 coins, gain | extra coin

At game end:
For cach of your sold

" cards which is worth 6 or
7 coins, gain | extra coin

for its type of good.

At game el
For each of sold

for its type of good.

cards which is worth 8 or
9 coins, gain | extra coin

At game end:
For every 2 beer

cards that you sold, gain
1 extra coin for beer.

At game end:

For every 2 bread

oy cards that you sold, gain
1 extra coin for bread.

These upgrades pertain
to the scoring at the
end of the game.

These
upgrades
pertain to

I ‘Whenever you remove any
beer cards from your brewery
while cleaning it, collect 1 ‘ .

Whenever you remove any
bread cards from your bakery
while cleaning it, collect 1 ‘ 5

Whenever you remove only
beer cards while cleaning your

Whenever you remove only
bread cards while cleaning your

brewery/bakery, collect 2‘. J

‘Whenever you remove both beer

and bread cards while cleaning your:
brewery/bakery; collect 2

— " cleaning

your
brewery/
bakery.

—These take
immediate
effect (and
even apply
to sold cards
that you
clean up
during the
same action
as you
placed the
upgrade).
They do not
apply to
cards that
you take
from the
brewery/
bakery at
the end of
the game.

—“Its type of good”
means: If the sold
card is a beer card,
gain 1 coin for beer; if
it is a bread card, gain
1 coin for bread.

If you meet the

mentioned requirement, —
you can choose for

which type of good you

— want to gain the 2 extra

coins (naturally, the one
that increases your final
score). You cannot split
the 2 coins between the
types of good.
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more cards as upgrades than

the other player, gain
2 extra coins for either
beer or bread.
At game end: If you have at least

2 more resource tokens in your storage

units than the other player has
é in theirs, gain 2 extra coins for
cither beer or bread.

b— |

At game end: If you've sold at

least one card of each of the

3 types of bread, gain
2'extra coins for either
beer or bread.

P

At game end: If you've sold at

least one card of each of the

3 types of beer, gain
2 extra coins for either
beer or bread.

A¥mat. T youve placed J_' If both of you

have the same
number of
upgrades, the
requirement
is not met.

The 3 types
of bread:

WS

The 3 types
of beer:

Pew
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Overview of the game

The game is played over six rounds (years), alternating between fruitful and dry years.
Eruitfullyears
a) Seeding phase

I Seed the fields and river with resource tokens
| from the common supply.

d) Windmill phase | The player with fewer stored resource tokens gets the windmill.

». Deal 5 cards from the draw deck to the player with the

b) Card phase
) phas windmill. Then deal 5 cards to the other player.

The player with the windmill takes one turn. Then the other player
c) Action phase takes one turn. Then swap hands with each other.
. Repeat until all hand cards are played.

Dry,yearsi(see pages 7 and 8)

Seed the fields and river with resource tokens from

a) Seeding phase the common supply.

Each player picks up their cards played for harvest, then replenishes their
hand to 5 cards. Place 3 exchange cards from the draw deck on the board.

b) Card phase

The player with the windmill takes one turn, then the other player. Repeat

R CHCRIEREES until all hand cards are played (do not swap hands with each other).

The player with fewer stored resource tokens gets the windmill. Discard

d) Windmill phase
) P the 3 exchange cards from the board and any cards played for harvest.

On your turn in the Action phase, play 1 card to perform one of these actions:

" ¢)|Upgradeland|Cleant

| B)|Produceland|Sell

A) Harvest gnrdétore -
(see pages 5 and 6) (see page 6)

(see pages6and 7)

The game ends when the 6" year has been completed.

Each player reveals their sold cards (including any on their brewery/bakery) and calculates their
total score for beer and their total score for bread - the lower of the two is that player’s final
score. The player with the higher final score wins.

A = water g = wheat ‘ = barley U =rye O = hops
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