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D

iversity board.
- place one O

ffering of each 
type per player in a pile on the 
m

ain board
- stack all C

rop tiles on the m
ain 

board
- close both w

indow
s on the 

W
heel.

- choose a disc and m
ake a 

supply of terrain tiles containing 
exactly the tiles listed.
- place starting terrain tiles and 
crops on the board as indicated.
- insert disc into W

heel.

Player turns
Take turns in rotation. Either 
Explore or D

ivine.
E
xplore: m

ove one m
eeple 

orthogonally on the gam
eboard 

(or bring one from
 supply on at 

the edge, or take one off the 
board to supply). You m

ay not 
enter a space w

ith an opponent’s 
m

eeple.
- if the new

 space has a C
rop 

tile, you m
ay change direction, 

and you m
ay continue to m

ove.
- if it has a m

eeple of your 
colour, you m

ay change 

direction and you m
ust continue 

to m
ove.

- if it has neither of those things, 
your m

ovem
ent ends here.

If the final space has no Terrain 
tile, use the W

heel to find the 
correct Terrain tile and add it to 
that space. A

dvance your 
D

iversity paw
n for that terrain 

by one space, and score points 
equal to the total of your 
D

iversity paw
ns at that row

.
You m

ay now
 m

ake an 
O

ffering.
D
ivine: choose a m

eeple w
ith 

no crop tile on its space, and 

m
ake an assertion about the 

crop. U
se the W

heel to check.
- if you are correct, gain points 
equal to the crop num

ber, place 
the crop tile in the space, and 
gain an O

ffering token of that 
type (unless you already have 
one). You m

ay m
ake another 

divination if you have a m
eeple 

on a space w
ith terrain but 

w
ithout crops.

- if you are incorrect, place the 
correct crop tile in the space and 
lose points equal to its num

ber. 
Your turn is over.
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