























Place the third counter on the starting space of the reputation
track. It gives you something to race against in the competition
for the reputation reward tiles.

Shuffle the solo deck and set it where you can reach it easily.
You're ready to play!

Each round goes like this:

1. You take your turn.

2. Draw the top solo card, do what is depicted, and discard it.
3. Move the round counter.

When the solo deck runs out of cards, reshuffle the discard pile
to make a new deck.
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cards to remove
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Most solo cards depict two action tiles. Move the two tiles in the
order shown, as though two players had chosen those tiles while
you were waiting for your next turn. (But don’t worry about giving
the imaginary players any bonuses for choosing those tiles.)

Then resolve the effect at the bottom of the card, if there is one:

Remove the indicated order cards
from beside the scoreboard; then
refill the row in the usual way.

Remove the indicated helper cards
from beside the scoreboard; then
refill the row in the usual way.

Remove the indicated dice from the
lumber yard. Reroll them and refill
the lumber yard.

%
B

This card moves only the action tile
shown. Also, it causes the nonplayer
counter on the reputation track to
advance one space.

This card moves only one action tile -
the one that was farthest behind. Also,
it causes the nonplayer counter on the
reputation track to advance 2 spaces.

Rare spccial €asce: If the solo card asks you to move a tile
that cannot legally be moved any farther, then ignore that tile
movement and resolve the remainder of the card. (For example,
if the card tells you to remove orders, you remove them, even

if the Choose Orders tile can't be moved.) If resolving the card
did not move any action tiles (either because it depicts only one
tile, or because the other tile also cannot be moved) then draw
anew card and resolve it as well. After your turn, the solo deck
must always move at least one action tile.

You use the two-player game’s reputation reward tiles. If you get
your counter to a space with a reward tile, immediately take the tile
and score the two-player reward. If the nonplayer counter reaches
the tile first, remove the tile from the track - you won't get that
reward.

At the beginning of rounds 10 and 13 - the two rounds you marked
during setup - remove one unclaimed public contract at random.
That contract is no longer available to you. (If there are no
unclaimed contracts, then nothing happens - except you can
congratulate yourself on claiming them before they disappeared.)

We think 110 is a good score in the solo game and 140 is excellent.

Keep in mind that the amount of points that can be scored does
depend, somewhat, on how many helpful bonuses the solo deck
creates for you on the action wheel. To some extent, this is random,
but you may discover events you can plan for.



Rule Reminders

a two-player or solo game.

Setup: Use 5 public contracts in a four-player game, 4 in a three-player game, and 3 in

Starting Resources: Start with 12 blueberries. Start with 2 lanterns in a four-player game,

or 1lanternin all other player counts.

Starting Cards: Draw 3 helpers, 5 early-game orders, 2 hazelnut orders. Pay to put 1helper
in play. Keep 2 early-game orders and both hazelnut orders - put one of these in play.

Actions can be performed in any order. You can even move an action tile, gain the rewards

from choosing it, and then perform a bonus action and free actions before performing

the action depicted on your chosen tile.

Instead of performing your chosen tile's action, you can gain 3 blueberries.

Instead of performing your chosen tile's action, you can pay 1lantern to perform any other

tile’s action. However, the lantern must not be one you just received as a bonus for your

tile.

You can buy only one bonus action per turn. It costs 3 lanterns. Your bonus action moves

no action tile and gains no bonuses from the action wheel.

You are allowed to exceed your dice limit during your turn; you don't have to discard excess

dice until your turn ends.

The Exchange Dice action uses dice in the bank, not the dice on the action wheel board.

When you use both halves of the Exchange Dice action, the die you buy must be a different

color from the die you sold.

Q e The icons with the hands represent an advancement on the depicted income
track (not an immediate gain of points or blueberries).

If a helper gives you a permanent ability, it applies every time you take the depicted
action, whether by choosing its tile, buying it as a bonus action, or by any other means.

When you splice lumber, you use a scrapwood token and a splicing tile. Similarly, when
you glue lumber, you must use a glue token and the gluing tile.

When you saw lumber, you only need to use a sawing tile to cut it once, but you can make
more cuts by spending a sawblade token for each extra cut.

IF " | This rectangular token is a tool token, not a sawblade token nor a sawing tile.
Itis used in the attic; it cannot be used to split a die.

Your income can go over 10, and your score can go over 50.

Game material is unlimited. If any resources or dice run out, replace them with suitable

objects.

If you should claim a tool token that is no longer available in the supply, take some other

tool token of your choice.
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Game icons

Gain 3 blueberries.

A cost of 2 blueberries.

Adiscount of 1blueberry.

Advance 2 spaces on the
blueberry income track.

Score 2 points.

Lose 1point(unless you are at 0).

Advance 2 spaces on the
hazelnut income track.

Advance 1space on the
reputation track.

1sawblade token.

1glue token.

1scrapwood token.

1lantern token.

A die with this particular color
and value.

A die with this value of either
depicted color.

A die of any color with this value.

A die of any color with any value.

Gain a tool token of the indicated
type.

Gain one tool token of any type.
Gain 1tile-reuse token. It can be
spent to reuse a sawing, splicing,

or gluing tile.

Gain the production from up to
4 different helpers.

Immediate effect.

Once-per-turn effect.

An effect that triggers every time
a certain condition is met.



