rgﬁ‘ between the industrions Cromes and laid-back Capybaras. %

by

".

(f/? Will victory be achieved through brute foree, elever resou- ‘\a}
-( ' rce management, or diplomatic finesse? It’s up to you! N

. This guide contains all the rules, mechanics, and
~—, strategies you need to play Gnomes vs.
Capybaras.
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‘Players earn IP by clamm
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" 1. Choose Factions: Each player cheoses ~A\ f’ff
(Gnomes or Capybaras) and takes its 35-card deck \
In a 4-player game, players form two teams of tWO
teams of two (Gnomes vs. Capybaras). Players on

the same team share land, and IP. P ;-;’1

Prepare Shared Deck: Shuffle the 20 Land \ v

cards, 10 Event cards. and 18 Mission cards toge- \/
ther into a a single face-down draw pile. = &

Draw Starting Hands: :
In a 2: player game: The first player draws 4 cards
3 Ve N\ from their faction deck. =40
o), \ The second player draws 5 cards. -
‘Nl In a 4-player game; Each 7 & \| ,/
player draws 5 cards from (& =\ S\
thy faction deck N SR
4. Prace Tokens and Dice: ﬁ e
Place Influence Tokens and i/ '} i\

% i:j:lt

4 ) resource dice within teach } i
=) of all players. Each player/ /%
/8 % team takes a Tally Cardf—;.é--;-lté--‘-if"{}fié
] *"as and tokens/diceto £ - . S
/) track resourcesand §i =\ ANNE
N7 e . ‘5. Determine First
ik ©) Pleyer: Randomly TN,
oy determme the ﬁrst = ' N,

':

i,




Setup continued

3 Draw Starting Hands:

In a 2-player game: The first player
draws 4 cards from their faction deck.
The second player draws 5 cards.

. 4. Place Tokens and Dice:

N\ Place Influence Tokens and resource

:_l_-;-"{_ dice within reach of all players. Each
s player/team takes a Tally Card and <=
tokens/dzce to track resources and IP

= 5. Determine First Player: # '

Randomly determine the first ‘f
player

=~/ fﬂh players, (3 g
¢# Gnome Player 1, {
Capybara Player 1,
Gnome Player 2,

C ap ybara Player 2 )
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i’ Turn S‘h’ ucture &

Each turn consists of the following phases ,
= perfonned by the active player:

~ 1. Draw Card(s); Draw 1 card from your
~ faction deck.

N/~ Optional: Spend Berries for Extra Cards/Actions: =N |
3 At the start of your turn (after drawing your inttial e Y/
L 77 card), you may spend Berry resources to gain addttlonal
effects. For every 10 Berry points you spend (by rolling
your Berry resource dice and totaling the result), you ::.-..

may choose ONE of the following:

~ Draw 1 additional card from your faction deck
and add 1t to your hand.

= Play 1 additional card from your hand onto ({7
{7/ @ the board or for its eﬁec’c (granting an additional ~\\(

You can spend up to 30 Berry 33‘%

points per turn, granting a LY

_maximum of 3 additional options J-*@f-

2 (draws and/or plays). & - N/

_ There additional = 7 A\

7 _ playsgrant @ = NN\

I addttwnal (S

e = , S actwns 2 DL AR

7 = ﬂus turn T I O




urn Structure continued.

2. Reveal Shared Card

Flip the top card of the shared deck and
place it face-up on the board. This card -
must be placed adjacent (horizontally or

vertically) to another revealed shared card. f

. b . e
If it’s a Land or Mission card, it becomes ("1

available for players to interact with. —~

o il

If it’s an Event card, resolve its effects ~ —
immediately (see Event Rules).




Turn Structure continued

3. Choose One Action (or more:):

The player must choose one of the following actions, or
Pass. If the player gained additional “Play 1 card” options v
from spending Berries, they may perform that many \{ ¥
additional actions this turn by playing more cards.

Attack (Combat): Play a Soldier unit card(s)
to fight for control of a Land card or attack
an opponent’s units on a claimed Land card.

Gather Resources: Play a Worker unit card
. to gather resources from a Land card.

// Negotiate (Diplomacy): Play a Dlplomat |
J unit card to attempt to peacefully claim “Z X
a Land/Mission card or use their special abulty. «

Use Special Ability: Play a Unit card (Soldier,

Worker or Diplomat) and use its unique spec1al N\
7> ability printed on the card text 1nstead e\l
(- —>.._ ofits standard Aftack, ' |
. >,  Gather, or
K = 2P%; Negociate
' > bk g L\

' | action.

=;g¢,
\7/
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Actions Explained

Attack (Combat): Choose a Land card to attack (either un-
occupied or occupied by an opponent). Play one or more Sol-
dier unit cards fram your hand as your actions). The defe-
nding player (if any) may play Soldier units and/or Action
cards as defenders. Combat is then resolved (see Combat Rules).

Gather Resources: Choose an unoccupiaed Land card that
has resources mdicated on it that match resources your chosency

. Worker can gather (indicated by die symbols on the Worker

Qo .~ card). Play one Worker unit card as your action. , -

r X ! . ..I.Hr-:- I'\w‘a

L« . Roll the specified die type () for the corresp-

A

“1

o A

.m ponding resources on the Land card. Collect .

the rolled amount(s) of those resources
’g'*f’“ff-f“w (as dice/tokens) onto you Tally Card. ™

}.l‘ .4 -:'.r-‘}..:-i;.:‘gil:r{. ::: :
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A Ctl‘OﬂS fx pZCZ ined continued % .
- Negotiate (Diplomacy): ~a\

Choose a Land or Mission card to target. =2

Play one Diplomat unit card as your action. @
You may choose to:

| Land card (if successful, you claim the card
\ -i and gain +2 random resources).
Qt o Attempt to complete a Mission card via
< Diplomacy (see Mission Rules).
AP o Use the Diplomat’s special ability printed

.' on the card. WY g
7.)J) Engage in a non-binding negotiation with ¢
j <) any player (trading resources, cards, A
\/ -7 promises— Crystals cannot be traded).

N7 Return the Diplomat card to
<\\(/ your faction deck after use.
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Combat Rules continued

5, Roll Courage Dice: Each player/team involved in
the combat makes a single roll using courage dice
(likely D4-D20 trom the general pool, not resource
dice, unless a card specifies). Add +1 to their side’s

combat total for every full 10 points rolled on the
courage dice.

6. Calculate Total Combat Strength:

Attackers Total Strength = (Sum of Attacking Soldiers’

Attack Scores) + (Courage Dice Roll Result /10, rounded down)

N
A +Action Card Modifiers
" VA Defender’s Total Strength = (Sum of Defending Soldiers’

~' Detense Scores) + (Courage Dice Roll Result /10, rounded down)
+ Action Card Modifters
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Combat Rules continued

7. Determine Winner: Compare the totals. The side
with the higher total wins. Ties go to the Defender.

8. Resolve Outcome:

The winner claims (if unoccupied) or retains (if oc-
cupied) control of the Land card. Place winning Soldie-
. ts that claimed/defended the land onto that Land card.

%mThese Soldiers remain on the land until they are re-

¢ smoved by combat, an Event, or the game ends.

Ag=#  All Soldier units used by the lossing side in combat
ke are returned to their faction deck. e
S , ; j &
’%ﬁ, All Action cards used in combat are discarded. |

I, bat bonuses are removed from the
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@ Attack, Negotiate) or their unique Special Ability, Work-. @ ._
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{ .'._;.'(uniess their special ability states otherwise, or they lo se N
. defense). Soldier fate depends on combat outcome &4
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SIS
Land Cards

Drawn from the shared deck.
Claimed via Combat or Diplomacy.

! Provide Resources (when gathered) and
IP (when claimed).

/, Claimed Lands stay in front of you_,
@ Wlth your defending Soldier & =
2, placed on them

N
D

Eve nt Cards
Revealed from the deek

and resolved 1mmed1ately

Then dlscarded e i

= N L’f‘ = ,—ﬁ‘ﬁ *

Mlssmn Cards

Prowde IP when completed. #~
, Stay on the board until fultﬂled @
" or the game ends. -

Completed Missions are moved ' @ |

= =5 to the clalmmg plaver/team.




Card Types contiinued

}g Epic Units (1 per Faction)
;? Cost: Discard 3 cards (including the Eplc)
‘%ff Choose one effect: ‘
_ I; g ~ Instantly claim any unclaimed Land ~ (/
{7 _ — Cancel a revealed Event —

After use: Place Epic on the targeted card -it’s ?\1

4
locked and can’t be interacted with again (no \5‘{{/
gathering, attacking, or reactivating effects). Q:" f

= F

rﬁ Diplomat Dice Icons

l}' Shows the die type used to defend if attacked
P Their Defense Strength = result of rollmg N
J that die (e.g. D4, D10). B T Iw i/
!ﬁ Bonus Courage may be f = o N
used for defenseif 4/ = @
allowed.
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"The game ends once the

‘z > 201h card is fliped from
3\ the shared deck and the

| /. player finishes turn.
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"Winning the

P s

T'he player or team with .« -«
h P R/
the most IP wins! .«

Tiebreaker
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