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card. Their lem
m

ings are 
placed at the start.
Take one value-2 card of each 
terrain type and lay them

 out 
in a row

; put the three tiles 
m

atching that card near the 
card. The six pale-green tiles 
form

 a separate pile.
Pick a starting player.
Shuffle rem

aining terrain cards 
and deal initial hands to 
players. Last player gets 6 
cards; previous player gets 5; 
etc. dow

n to 7-(# players) for 
the starting player.

Play
Take turns in order round the 
table.
O

n your turn, either:
(1) D

iscard as m
any cards as 

you like, then fill your hand to 
6. If the draw

 pile becom
es 

em
pty before you reach 6 in 

hand, check the terrain piles; if 
any of them

 has both “0” cards 
visible, discard the entire pile 
except for one “0”. Then 
shuffle all discards to m

ake a 
new

 draw
 pile and continue.

O
r:

(2) Play a card from
 your 

hand.
(2a) If it is less than or equal 
to the low

est-num
bered card 

on the terrain pile of its type, 
add it to that pile leaving all 
cards visible; you gain 
m

ovem
ent points equal to the 

sum
 of all cards in that pile.

(2b) If it is greater than the 
low

est-num
bered card, all 

cards already in the pile are 
discarded and the played card 
form

s the base of a new
 pile. 

You m
ust first place a terrain 

tile of that type; or, if they’re 
exhausted, a pale-green clear 

terrain tile; or, if they’re also 
exhausted, nothing. You m

ay 
place the tile on top of existing 
terrain, on another tile (the 
older tile leaves play), and/or 
under a lem

m
ing. You gain 

m
ovem

ent points equal to the 
value of the card you played.
You m

ay use as m
any of your 

m
ovem

ent points as you like, 
but only on one of your 
lem

m
ings in a turn. You m

ay 
m

ove into clear hexes or hexes 
of the terrain type you played, 
for 1 point each. You m

ay 
push one or m

ore lem
m

ings in 
a line by m

oving into an 
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