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GAME DESIGN: INGE VAN DASSELAAR & SPECTAL THANKS T0:
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% EACH PLAYER RECELVES A POLDER, ONLY USE THE POLDERS THAT HAVE THE RIGHT
PLAYER COUNT ON IT. EACH PLAYER RECETVES A MARKER IN THETR OWN (OLOR
AND TWO CORRESPONDING WOODEN CUBES, THESE CUBES ARE USED TO KEEP
TRACK OF THE SCORE AT THE END OF THE GAME . PLACE THE SCORING CHART ON
THE TABLE, IT IS ONLY USED AT THE END OF THE GAME.

<8 SEPARATE THE CARDS, CREATING A DECK OF ASSIGNMENT CARDS AND A DECK OF
POLDER SHAPE CARDS.

<80 SHUFFLE BOTH DECKS SEPARATELY AND PLACE THEM FACE DOWN ON THE TABLE.
A FOUR-PLAYER SET UP SHOULD LOOK LIKE THIS:

1 POLDERS

1 MARKERS

3 POLDER SHAPE DECK
1 k POLDER SHAPE
(ARD SPCAE
S DISCARD PLLE

b ASSIGNMENTS DECK
| 1 ASSTGNMENT CARD SPACE

} SCORE BOARD
T SCORE MARKERS

<



IN SHORT.

THE GAME IS PLAYED IN FIVE ROUNDS, EACH ROUND CONSISTS OF FLVE TURNS.
EVERY TURN A PLAYER TAKES THE TOP THREE POLDER SHAPE CARDS FROM THE
DECK AND TURNS THEM OPEN.. PLAYERS USE THESE CARDS TO CLAIM SQUARES
IN POLDERS AND THEN PASS ALONG THE POLDER THEY HAD TO THE PLAYER TO
THEIR LEFT. THE POLDER SHAPE CARDS ARE DISCARDED. SQUARES CAN BE FILLED
WITH ONE OF THREE FILLINGS, COMBINING FILLINGS WITH BUILDINGS IN THE
POLDERS RESULT IN POINTS. ASSIGNMENTS WILL ALSO RESULT IN POINTS.

IMPORTANT, THIS GUILDER SYMBOL REPRESENTS POINTS:

GETTING INTO THE FINER DETALLS.

FOR THE FIRST ROUND, YOU PICK A RANDOM PLAYER TO BE THE DEALER. THIS
FIRST ROUND, THE DEALER TAKES THE TOP TWO CARDS FROM THE ASSTGNMENT
DECK AND PLACES THEM FACE UP ON THE TABLE. THESE ARE THE FIRST TWO
ASSIGNMENTS, THEY WILL BE SCORED AT THE END OF THE GAME.

EACH SUBSEQUENT ROUND HAS A NEW DEALER, THIS IS THE PLAYER TO THE

LEFT OF THE CURRENT DEALER. TN ROUNDS TWO, THREE AND FOUR THE TOP
ASSIGNMENT CARD IS TAKEN FROM THE DECK AND PLACED ON THE TABLE FACE
UP, ADDING T0 THE AVATLABLE ASSIGNMENTS. AT THE END OF THE GAME,
THERE ARE THEREFORE FIVE ASSIGNMENTS AVALLABLE. IN ROUND FIVE THERE
15 NO NEW ASSTGNMENT ADDED.




NOW WHAT DOES A TURN LOOK LIKE?
EVERY TURN 15 MADE UP OF THESE STEPS:

% THE DEALER TAKES THE TOP THREE POLDER SHAPE CARDS FROM THE DECK AND
PLACES THEM FACE UP IN ON THE TABLE.

8> SIMULTANEOUSLY, ALL PLAYERS MUST USE ONE OF THESE CARDS TO FILL
SQUARE(S) LN THE POLDER THEY CURRENTLY HAVE IN FRONT OF THEM. THE
POLDER SHAPE CARDS DEPLCT A CERTAIN SHAPE, PLAYERS FILL SQUARES USING
THAT SHAPE. PLAYERS NEED TO ADHERE TO THE “DRAWING RULES” SET OUT
LATER.

% WHEN ALL PLAYERS HAVE COMPLETED THEIR SHAPE, THE DEALER DISCARDS THE
THREE POLDER SHAPE CARDS ONTO THE DISCARD PILE.
ALL PLAYERS NOW HAND THER POLDER TO THE PLAYER TO THEIR LEFT.

‘@ THIS 15 REPEATED UNTIL THE DEALER CANNOT DRAW THREE NEW POLDER SHAPE
CARDS ANYMORE, THIS IS THE END OF THE ROUND. AS THERE ARE SEVENTEEN
CARDS IN THE DECK, THERE ARE FIVE TURNS IN EACH ROUND. THE PLAYER THAT
CURRENTLY HAS THE POLDER “DE SCHERMER" IN FRONT OF THEM CROSSES OFF
THE ROUNDS. THE GAME ENDS AFTER FIVE ROUNDS.

i



THE POLDER SHAPE CARDS DEPTCT THE SHAPE YOU GET TO DRAW ON THE POLDER
IN FRONT OF YOU, THE SHAPE 1S INDICATED BY THE MARKED SQUARES.

THERE ARE A COUPLE OF RULES TO THIS:

% YOU MUST BE ABLE TO DRAW THE ENTIRE SHAPE DEPICTED ON THE CARD, THE
SHAPE MAY NOT OVERLAP SQUARES ALREADY FILLED BY YOURSELF OR OTHER
PLAYERS AND MAY NOT GO BEYOND THE EDGES OF THE POLDER. YOU ARE NOT
ALLOWED TO ONLY DRAW PART OF THE SHAPE AND YOU ARE NOT ALLOWED TO
USE EXTRA SQUARES.

<8 10U MAY ROTATE OR MIRROR THE SHAPE.

@ 10U MUST USE THE SAME TYPE OF FILLING FOR ALL THE SQUARES OF THE SHAPE
YOU DRAW IN ONE TURN.

@ YOU MUST ENSURE THAT AT LEAST ONE SQUARE TN THE SHAPE YOU ARE
DRAWING DIRECTLY BORDERS (1) A ROAD, OR (2) A SQUARE ALREADY FILLED BY
YOU. SQUARES DIRECTLY BORDER EACH OTHER HORIZONTALLY AND VERTICALLY,
NOT DIAGONALLY.

@ 10U MUST DRAW A SHAPE IF YOU CAN. IF YOU CANNOT USE ANY OF THE
SHAPES, YOU HAVE TO FILL A SINGLE SQUARE.

NOTE: THAT ROADS DO NOT DIVIDE AREAS, THEY ONLY PLAY A ROLE IN WHERE
YOU CAN START WITH A SHAPE AND IN ASSIGNMENTS.

<



WHEN DRAWING THE POLDER CARD SHAPES ONTO A POLDER, YOU HAVE THREE
OPTIONS OF FILLINGS TO CHOOSE FROM. EACH TYPE OF FILLING IS ASSOCTATED
WITH A TYPE OF BUILDING THAT CAN BE FOUND IN THE POLDERS.

ATTHE END OF THE GAME, YOU SCORE POINTS BASED ON THE NUMBER OF
BUILDINGS THAT ARE CONNECTED TO FILLED SQUARES WITH THE ASSOCIATED
FILLING.




A BUILDING 1S CORRECTLY FILLED IF IV HAS THE ASSOCIATED MARK DRAWN

ON IT. FOR INSTANCE, A MANOR IS CORRECTLY FILLED WHEN T HAS A CTRCLE
DRAWN ON IT. YOU ARE ALLOWED T0 USE FLLLING ON A BULLDING NOT
ASSOCTATED WITH [T BUT TN THAT CASE THE BUILDING IS IGNORED. S0, FOR
INSTANCE, A MILL THAT HAS A CIRCLE DRAWN ON IT WILL NOT SCORE YOU
POINTS.

WHEN TWO OR MORE SQUARES WITH THE SAME FILLING (DRAWN BY THE SAME
PLAYER) BORDER EACH OTHER, THEY FORM AN AREA. THIS 15 RELEVANT FOR THE
END OF GAME SCORING AND THE ASSIGNMENT CARDS.

ﬂw

ATTHE START OF THE GAME, TWO ASSIGNMENTS ARE REVEALED AND THREE

MORE ARE ADDED OVER THE COURSE OF THE ROUNDS. EACH ASSIGNMENT
HAS A SPECTFIC TASK TO COMPLETE, SITUATION TO CREATE OR SITUATION 10
PREVENT

ATTHE END OF THE GAME, EACH ASSIGNMENT IS SCORED. MULTIPLE PLAYERS
(AN RECETVE OR LOSE POINTS FROM THE SAME ASSTGNMENT. IF THERE IS A
TIE FOR AN ASSLGNMENT, BOTH (OR ALL) PLAYERS DIVIDE THE POINTS.
DETAILS ON EACH SPECTFIC ASSTGNMENT CARD CAN BE FOUND IN THE
APPENDIX.
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THE GAME ENDS AFTER THE FLFTH ROUND. YOU NOW TAKE THE SCORING TABLE
AND THE TWO MARKERS PER PERSON . USING ONE MARKER YOU KEEP SCORE
OF 0-9 AND THE SECOND KEEPS TRACK OF THE 10-150. S0, IF AT SOME POINT
YOU ARE AT 69 POINTS, ONE MARKER WILL BE ON THE “60” SQUARE AND ONE
ON THE “9” SQUARE.

WHAT EARNS YOU POINTS!

& IS

CREATING AN AREA OF MULTIPLE SQUARES WITH THE SAME FILLING, THAT
INCLUDES THETR ASSOCIATED BUILDING RESULTS IN POINTS. COUNT THE
NUMBER OF SQUARES IN AN AREA IF AT LEAST ONE BUILDING WITH THE
CORRECT FILLING IS PART OF IT. THE SQUARE THAT HAS THE CORRECT BUILDING
DEPICTED ON IT DOES NOT COUNT.

- -

THE SCORE FOR THAT AREA 15 DETERMINED BY THE NUMBER OF SQUARES TIMES

THE CORRECTLY FILLED BUILDINGS THAT ARE PART OF IT. HOWEVER, THERE IS A

BUT' LARGER AREAS WILL RESULT IN DIMINISHING SCORES AS THE MULTIPLIER
15 LOWERED. AND THE SCORE IS ROUNDED DOWN.




%’ 1-9 SQUARES — CORRECT BUILDINGS HAVE A MULTIPLIER OF 1
<80 -10 SQUARES — CORRECT BULLDINGS HAVE A MULTIPLIER OF 0.9
e MORE THAN 10 SQUARES — CORRECT BUTLDINGS HAVE A MULTIPLIER OF 0.25

THIS MEANS THAT AN AREA WITH 7 SQUARES FILLED WITH CIRCLES (MANOR
GARDENS) THAT ARE CONNECTED T0 ONE MANOR WLTH A CIRCLE ON T,
SCORES 7 X0,5 = 3,5 POINTS BUT THIS IS ROUNDED DOWN T0 3 POINTS.

SCORE EACH AREA INDIVIDUALLY AND KEEP TRACK OF THE SCORE ON THE
SCORING CHART.

& ASSTGNMENTS e

COMPLETING ASSTGNMENTS WILL EARN YOU POINTS, OR WILL MAKE YOU
LOSE POINTS. CHECK EACH OF THE ASSIGNMENTS AND DETERMINE IF ONE OR
MULTIPLE PLAYERS HAVE COMPLETED THEM . MULTIPLE PLAYERS CAN RECELVE
OR LOSE POINTS FROM THE SAME ASSIGNMENT. IF THERE IS A TIE FOR AN
ASSIGNMENT, BOTH (OR ALL) PLAYERS DIVIDE THE POINTS.

SCORE EACH ASSTGNMENT INDIVIDUALLY AND KEEP TRACK OF THE SCORE ON
THE SCORING TABLE.

<§ END OF THE GAME <0

THE PLAYER WITH THE HIGHEST SCORE WINS. IN CASE OF A TIE, THE PLAYER THAT
COMPLETED THE MOST ASSTGNMENTS WINS. IS THERE STILL A TIE, THE PLAYER
WITH THE MOST CORRECT FILLINGS ON BUILDINGS WINS. IF THERE STILLIS A
TIE, THESE PLAYERS SHARE THE VICTORY.




< S(ORE EAMPLE <@»

THIS 15 A SIMPLLFLED EXAMPLE AS USUALLY MOST SQUARES WELL BE FILLED AT
THE END OF THE GAME.




8> RED HAS THREE DIFFERENT AREAS, TWO WITH STRIPES AND ONE WITH CIRCLES.

- THE LARGE STRIPE AREA CONSISTS OF  CROP FIELDS AND 2 FARMS. THIS
MEANS THAT EACH BUILDING HAS A MULTIPLIER OF 0.5, SINCE THERE ARE TWO
OF THEM THE COMBINED MULTIPLIER 15 1. SCORING X 2% 0.5 = § POINTS.

- THE SMALL STRIPE AREA CONSISTS OF 3 CROP FIELDS, BUT NO FARMS.
SCORING 0 POINTS.

- THE CRCLE AREA HAS 3 MANOR GARDENS AND 2 MANORS. THIS MEANS
THERE 15 A MULTIPLIER PER BUILDING OF 1. MAKING THE SCORE 3 X 2 X1 = 6
POINTS.

c@ BLUE HAS TWO DIFFERENT AREAS AND A SINGLE CTRCLE NOT CONNECTED T0
ANYTHING.

- THE CIRCLE AREA CONSISTS OF 5 MANOR GARDENS AND 2 MANORS. RESULT-
INGIN 5 X2 %1 =10 POINTS.

- THE STRIPE AREA CONSISTS OF 3 CROP FIELDS AND 1 FARM. RESULTING 3 X 1
X1 =3 POINTS.
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THE CORRECT FILLING ACROSS ALL POLDERS. YOU NEED AT
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b [5STGNMENT (ARDS

MANOR MASTER
_"‘“‘ﬂ""‘”*,qw THE GOAL TS T0 HAVE THE MOST MANORS WITH THE CORRECT
1 FILLING ACROSS ALL POLDERS. 10U NEED AT LEAST ONE
MANOR T0 SCORE WITH THIS ASSIGNMENT,

MILL MAKER -
THE GOAL IS TO HAVE THE MOST MILLS WITH == A

o MG
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LEAST ONE MILLTO SCORE WITH THIS ASSTGNMENT.

FARM FRENZY

THE GOAL 15 TO-HAVE THE MOST FARMS WITH THE CORRECT
FILLING ACROSS ALL POLDERS. YOU NEED AT LEAST ONE
FARM TO SCORE WITH THIS ASSIGNMENT.




SET BUILDER
FOR EACH SET OF ONE FARM, ONE MANOR AND ONE MILL
ACROSS ALL POLDERS, YOU SCORE POINTS.

: [EEERENY
HORTZONTAL ROWS

FOR EACH HORTZONTAL ROW IN A POLDER FILLED BY A SIN-
GLE PERSON,, THAT PERSON SCORES POINTS. ROWS SHORTER
THAN FIVE SQUARES ARE EXCLUDED. THE ROW DOESN'T
HAVE TO HAVE THE SAME FILLING.

Ha VERTICAL COLUMNS

- FOR EACH VERTICAL COLUMN IN A POLDER FILLED BY A
SINGLE PERSON, THAT PERSON SCORES POINTS. COLUMNS
SHORTER THAN FIVE SQUARES ARE EXCLUDED. THE COLUMN
DOESN T HAVE TO HAVE THE SAME FILLING.

AREA CONTROL s 1

FOREVERY AR OF A LEASTFOURSQUAKES |G ¥
PATES SCORE POLNTS. THIS GOES ACKOSS ALLOUDEES. it~ 1@
BUTLDINGS WITH THE CORRECTFELLING AE COUNTED o5 !~ 58

PART OF THE AREA.




CORRECT BUILDINGS
FOR EVERY BUILDING WITH THE CORRECT FILLING USED ON

¥ I, THAT PLAYER SCORES POINTS. THIS G0ES ACRDSS ALL
Ly POLDERS
.I (i
i
WRONG BUILDINGS

FOR EVERY BUILDING WITH THE WRONG FILLING USED A8 o gy |
ON T, THAT PLAYER LOSES POINTS. THIS GOES ACROSS AL~ [ *MMertune
POLDERS. :

% ROAD PAIRING

Road Funrg~
1% FOR EVERY TWO OPPOSING SQUARES WITH A ROAD IN
'_Dl\j‘- BETWEEN FILLED BY A PLAYER, THAT PLAYER SCORES POINTS.
= ~ THE SQUARES DO NOT HAVE TO HAVE THE SAME FILLING.
(L S O 01 ONLY HORTZONTAL AND VERTICALLY OPPOSING SQUARES

s | CUNT,NOTBUGONALLY. ONE SQUMECON ¢ T
| b e s,
X
50L0 SQUARE EE]:[
FOR EVERY SINGLE SQUARE THAT S NOT CONNECIEDTO. =~
A SQUAREOF THE SAME FLLING, THAT PAYER SCORES = |
AM NG sy
POINTS CORRECT AND WRONG BULLDINGS LSO COUNT, [ gt
A5 LONG A5 THEY ARE NOT CONNECTED T0 DTHER SQUARES s

WITH THE SAME FILLING.




EMPTY AREAS
W FOR EVERY AREA OF AT LEAST THREE SQUARES WITHOUT A

Lmpy Fruas
BUTLDING WITH THE CORRECT FILLING, THAT PLAYER SCORES
Il
- POINTS.
I CLATM ARERS OF AT LEAS |
TAREE SOUAREL WTROUT A
CORRECT BUILOING
‘@mmn
MINIMAL MILLER
COUNT ALL MILLS WITH THE CORRECT FILLING PER PLAYER
ACROSS ALL POLDERS. EVERY PLAYER THAT HAS FOUR OR LESS o
MILLS WITH THE CORRECT FILLING LOSES POINTS. ”’””5[151?0%

MANOR MINIMALIST
COUNT ALL MANORS WITH THE CORRECT FLLLING PER PLAY-

s i ER ACROSS ALL POLDERS. EVERY PLAYER THAT HAS FOUR OR
LESS MANORS WITH THE CORRECT FILLING LOSES POINTS.

.
e »
1
2
#L FARM FIASCO
- COUNT ALL FARMS WITH THE CORRECT FILLING PER PLAYER
' ACROSS ALL POLDERS. EVERY PLAYER THAT HAS FOUR OR LESS <4ty

FARM VT THE CORRECT FLLING Losts s, L *""'@




