il It's time for the Annual Coppershell Bay Harvest Festival. The
famous Growing Contest and Great Rootwing Race have

- pulled in the crowds, despite the strange weather. Great
news for the local traders, but now you feel compelled to
show these tourists the joys of Coppershell Bay. The timing
couldn’t be worse, seeing as you still owe the Crows...

i Turnips and Turnstiles is an expansion for The Crows of
Coppershell Bay. It adds 5 new modules which can all be

1 played separately or together: Weather, Tourists, Folklore,
__I the Growing Contest and the Great Rootwing Race. There  ®
are also new characters, Quests, carnival games and Locations. ;":

This expansion was designed by David Simpson
.. +-and illustrated by Paul Stapleton. A PDF

o rulebook and how to play videos can be found at
bedsifgames.go.uk/lurnipi-

——
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14 WEATHER CARDS
At the start of each
day, you draw a
Weather card which
gives you a special
one-off action to take
that day. But beware:
you also place
Weather Warning
tokens which may well
impede you.

5 WEATHER

WARNING TOKENS
When you place a
Weather card, you
also place then reveal
2 Weather Warning
tokens at different
Locations. The unlock
cost on the token must
be paid before you
can visit that Location.

THE WEATHERVANE/
THE GRAVEYARD
The weathervane is

a new Location that
describes the Weather
module rules and
allows you to forecast
the weather. At night,
flip this card to reveal
the graveyard.



'BUY SOME FOOD ot
NA sy Comel

After rolling any die, you may
discard the divining rod o flip
that die to show a value of

ice.

14 TOURIST & GIFT CARDS
You may visit the noticeboard to be a
tour guide for a Tourist, gaining a deposit
item immediately. As you complete their
tasks, you'll gain a choice of rewards
which are shown on the Tourist’s card.
Complete all 3 tasks and you can gain a
Gift: flip and rotate the Tourist card to
reveal it. The Gift side of the card
describes its effect. Gifts are generally
kept for the rest of the game.

THE NOTICEBOARD/
THE TURNSTILE INN
You can gain a Tourist at
this new Location. At
night, flip this card to
reveal the Turnstile inn.
ew

3 TASK CUBES

When you complete a
Tourist’s task, move a
task cube onto a reward
of your choice to gain it.




i PLACEA BET
.

THE ALLOTMENT &

THE GROWTH TRACK

These cards form the Growing
Contest. Each day, you will be
able to place a bet on which

vegetable will grow the largest.

3 VEGETABLE TOKENS
These tokens represent the 3
participants in the Growing
Contest: the pumpkin, the
marrow and the turnip. These

tokens are flipped if you're
playing the Great Rootwing
Race instead.

THE VEGETABLE DIE
The vegetable die is rolled to

see which vegetable or rootwing
is moved along its track.




2: TAX: For every 10
Gems in your purse,

pay 1 Gem.
3: ROT. Discard 2 hozard
cards of your choice

inthe Story discard
pile, then place them
face down on his card.

STORY’'S END CARD 3 BETTING CARDS
When you use the When you place
Growing Contest or  bets on the Growing
Great Rootwing Race Contest, these cards
module, use this Story’s are used. They are
End card instead of the also used in the
usual one.

Great Rootwing Race.

2 DAY & NIGHT

CARDS

You can choose to
play an easier or
a more difficult
game by selecting
either the bodach’s
or the giftbearer’s
day & night card.




|_EXTRA COMPONENTS |

7 SrrcnL g

2, Gain o number of dor equal o your Al Keep
rock of your remoiin dars blaw i A -

® pododmtootis outits e derie

pommiestnbd el
..,wmn....m....mm.m.m

o 1 he st of sep

8 AT SO
2 QUEST CARDS 4 SPECIAL CARDS 2 CARNIVAL

2 new Quests (1 Both Quests have a GAME CARDS

shallow, 1 deep) pair of Special cards. 4 new carnival

are available When you are told games are

when you ATTEMPT  to draw a Special available when

A QUEST at the card, randomly choose  you VISIT THE

Miners’ Guild. 1 card matching the STALLS at Bay
letter shown. Carnival.

These cards are all added to their respective decks. They can all
be played with or without the other elements in this expansion. 7



|_EXTRA COMPONENTS |
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NIGHTTIME TOKEN

2 CHARACTER CARDS
4 new characters are
available for you to
play, each with their
own unique abilities.

Note: Characters with
unlocked Tuck abilities
may Tuck 2 cards if
they select merchant
when they level up.

0000

Use this as a reminder
that hazards have +1

ACHIEVEMENTS, Strength at night.

SCORE & MODULE
TIMINGS CARDS
There are lots of
new achievements to
complete in Turnips
& Turnstiles, and a
new scoring system.
Also, the new
modules and their
phase timings have
a summary card.

EXTRA DIE

This is used when you
resolve fights, or any
other situation where
you're required to
roll a die twice.



|_TURNIPS & TURNSTILES |

Turnips & Turnstiles adds 5 modules to The Crows of
Coppershell Bay. These modules can be played separately or
together, in any combination. The modules are:
The Weather and Tourist modules interact
with both the Growing Contest and the Great
Rootwing Race.When this occurs, the rules
are shown inside green boxes like this one.

Great Rootwing Race
Also, some new concepts and keywords have been introduced:

START OF DAYTIME TRIGGERS

Events and abilities are resolved when % lands on the
space on the daytime track.

2] END OF DAYTIME TRIGGERS
=51 Events and abilities are resolved when % lands on the
or [ space on the daytime track.



END OF NIGHTTIME TRIGGERS

< Events and abilities are resolved when X lands on the
space on the nighttime track.

NEW KEYWORDS
WASTE X: Move X cards from the top of the Story deck to the
Story discard pile. This may trigger the Story's End card.

PEEK X: Look at the top X cards of the Story deck (often to
reorder them). This does not trigger the Story's End card. If
fewer than X cards remain in the Story deck, resolve peeking
with as many cards as possible.

TUCK X: Place the top X cards of the Story deck beneath your
character card. This may trigger the Story's End card.

NOTE: Characters with unlocked Tuck abilities may Tuck 2
cards if they select merchant when they level up.

10
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|_FOLKLOREMODULE |

. % When the crowds gather and the

1£you 01 toun, move & 1o oy Location. Choose |

1 youare ntown, move 4 10 ony

' e * taverns fill, stories of local folklore
colour the air. Are the mischievous
bodachs really just a story, and why
do Brighthelm’s children wake up to
find mysterious wrapped gifts?

This module adds 2 day & night cards. The giftbearer’s card
makes the game easier. The bodach’s card makes it harder.

SETUP

Setup the game as usual, replacing the usual day & night card
with either the giftbearer or bodach one.

(USING THE FOLKLORE MODULE]
Some spaces on the daytime tracks contain a bonus (@) or +4)
or a penalty (PAY GEMS or =4 ). When Xis moved onto a
space containing a bonus or penalty, resolve it immediately.
12, Actions you can take at night also change slightly.
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[ WEATHERMODULE |
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. 5 WEATHER WARNING
1 LOCATION CARD 14 WEATHER CARDS TOKENS

The weather is very unpredictable this weekend. Something’s not right...

This module adds 1 Location card (the weathervane and the
graveyard), 14 Weather cards and 5 Weather Warning tokens.

Each Weather card comprises 2 parts: a setup instruction that
immediately places 2 random Weather Warning tokens

on 2 different locations, and a single-use action. The Location
card is double sided, with the weathervane being accessible
during daytime, and the graveyard during nighttime. 13



SETUP

€3 %
258
EDER

Setup ’rhe game as shown on page 11, placing the
weathervane Location beneath the Crows’ Nest Location.

e Shuffle the Weather deck and place it to the left of the
weathervane, face down.

e Shuffle and place all 5 Weather Warning tokens face
down nearby so that their unlock requirements are hidden.
14 These tokens form the cloud.




| USING THE WEATHER MODULE ]

At the start of each daytime draw the
. > '
top card from the Weather deck, then
place it to the right of the weathervane Location,
face up. This is now the active Weather card.

Each Weather card thematically links to a

Location (as shown by the die number in the top

left hand corner), but is otherwise separate: its
one-use action is not blocked by Weather Warning tokens.

If you are also using the Growing Contest or the Great

Rootwing Race module, you now immediately move the
token shown in the top righthand side of the active Weather
card the number of spaces shown along the track. NOTE: This
happens before ALL rolls of the vegetable die.

15



ANATOMY OF A WEATHER CARD
. T BEAUTIFUL DAY J(:3
= T ] 3

The Location card this Weather
card is thematically linked to.

o The Weather today.

4 :
Wandering around the carnival is a joy.

&5-“3 ; @ &[z] o A picture and flavour text

describing the Weather.

X ond poy 1 Gem. Draw 3 When this Weather card is
Story cards. For each
shown, Loot 2. Discard the drawn, place Weather

Story cards drawn. Then Warning tokens on the 2
discard this Weather card. Location cards shown

)

You can visit the Weather card to resolve this action. Once you
have done so, the Weather card is discarded to the tin.



WEATHER WARNING TOKENS

Take 2 tokens at random from the cloud. Place them face
down on the Location cards shown by the die icons (so if the
Weather card shows E], place the token on Coppersands).

[z] Whenever you see the [2] icon, instead roll the die
and place a Weather Warning token face down on the
matching Location number.

NOTE: A Location can only ever have 1 Weather Warning
token on it. If the result of a die roll instructs you to place

a Weather Warning token on a Location card that already
has one on it, place it face down on the Miners’ Guild

Location instead.

Once both Weather Warning tokens have been placed, flip
them so their unlock requirements are showing.

When a Location has a Weather Warning token on it, no actions
at that location can be used (even actions that do not cost X )
until the Weather Warning token has been unlocked. 17



To unlock a Weather Warning token, pay the cost shown on
the token (either «®, o4y, X , pay 2 gems or, if you're lucky,
Loot 2) then return it face down to the cloud. When a
Weather Warning token is unlocked in this way you MUST
immediately resolve an action at that Location.

ONE-USE ACTIONS

The active Weather Card has a one-use action which may be
used any time you are normally able to visit a Location in town.
You cannot use this one-use action during a Quest.

When a weather card’s one-use ability is used, pay the costs
as directed and follow the instructions shown. The Weather
card is then discarded to the tin. Weather tokens remain in
play even after the active Weather card has been discarded.

END OF DAYTIME 3
At the end of daytime , the active Weather card is

i discarded (if still in play). All Weather Warning tokens
that remain on Locations are returned to the cloud face down,
18 and all 5 are randomised (e.g. jumble them around face



down with your eyes closed). The weathervane Location is then
flipped to show the graveyard side.

THE GRAVEYARD

Unlike the majority of Locations in Coppershell Bay, the
graveyard is available to visit during nighttime (as denoted by
the moon C icon). To visit it you must be in town (not on a
Quest) and may use it's Location action like any other Location
action, resolving the text as described on the card.

o] At the end of nighttime , flip the graveyard Location
to its weathervane side. The next day now starts in the
usual way.

THE BURIED TREASURES OF THE BAY

It's customary in Coppershell Bay to bury the
dead with a few trinkets. Now with the strange
weather, the mud has shifted, the stones have
turned, and some of these freasures have made
it to the surface. If's risky and frowned on, but
maybe you could borrow one? 19



WEATHER MODULE EXAMPLE

20

At the start of daytime ,
the beautiful day card is
drawn from the Weather
deck. It is placed face up
to the right of the
weathervane Location.

0 2 Weather Warning tokens

are placed face down: 1
on Bay Carnival IZ] then
1 on a Location matching a
die roll @ 2 is rolled, so
a token is placed on the
scrapyard.

e Both Weather Warning

tokens are flipped to show
their unlock requirement.



TOURISTMODULE _|

s

CLAIRVOYANT

hoves
ey -
Aftor rolling any die, you may ‘ ‘ ‘

discard the divirng rod o fip
ha die 1o how a valve of
Your choce.

1 LOCATION CARD 14 TOURIST / GIFT CARDS 3 TASK CUBES
The streets are awash with all sorts of chancers looking to discover the
delights of Coppershell Bay. Reluctantly, that's where you come in.
This module adds 1 Location card (the noticeboard and the
Turnstile Inn), 14 Tourist / Gift cards and 3 task cubes.

Each tourist has 3 activities (known as “tasks”) that they hope to
do whilst visiting Coppershell Bay. For each task they complete,
they will give their tour guide (i.e. you) a small bonus. If you
complete all three tasks you may choose to accept a gift from
them to keep for the remainder of the game.




ANATOMY OF A TOURIST CARD

BUY SOME FOOD at |
Bay Carnival M

Gain 23 Gems when
you VISIT THE STALLS
at Bay Carnival

Gain >1 Gems when you
GO BEACHCOMBING |
at Coppersands

ms i I.OOT / ACQUIRE /@ / ‘_é]

@ This Tourist’s profession.

Q Their Deposit. You gain this
item when you choose to
guide this Tourist.

The 3 tasks you need to
complete for this Tourist by

92 the end of the day | ‘

O Each time you complete a
task, place a task cube on a
reward of your choice to
gain that reward. When you
place the 3rd cube, you may
gain the Gift on the card’s
reverse side.



o Setup the game as shown on page 11, placing the
noticeboard Location beneath the Bay Carnival Location.

0 Shuffle the Tourist / Gift deck, then place it so the Tourist
side is showing, to the left of the noticeboard Location.

e Through the course of play, you will draw the top 2 cards
from the Tourist deck and place them to the righthand side
of the noticeboard Location, forming the Tourist Row.




[ USING THE TOURIST MOD ULE

5| At the start of each daytime H, the
“1 noticeboard directs you to draw the top 2
|l cards from the Tourist deck. Place them so the
" Tourist side is showing, to the right of the
st noticeboard Location. This forms the Tourist row.

fi GUIDING TOURISTS
Jee 13 e
Cans o @ YOU may choose to guide a Tourist in the Tourist
row when you visit the noticeboard Location and resolve the
TOURGUIDE action, paying its costs in the usual way.
When you have chosen a Tourist to guide,
place their card by your character card.
Place the 3 task cubes onto the 3 green
tick boxes on the Tourist card, and
. immediately gain the Tourist’s deposit
which will be a brew or a tool.
NOTE: You may only guide 1 Tourist at a time. If you choose a
24) new Tourist to guide, the first Tourist is returned to the tin.

[CREWARDS. Pie 1007 / AcapRE ) G /ﬂ




COMPLETING TASKS

Each Tourist has 3 activities they want to do within a day,
known as tasks. Each task is described on their card. Tasks may
be carried out in any order, and if all 3 are completed you
may receive a Gift from the Tourist.

Tasks with task cubes g covering their green ticks indicate
tasks that are yet to be completed.

When a given task is completed (e.g. catch 3 or more fish

when you GO FISHING at Coppersands), remove the task cube
& from that task. This reveals the green tick to show it is
complete. Place the task cube g on 1 reward of your choice
along the bottom of the Tourist card. You immediately gain
that reward . Each reward may only be selected once.

& n:e I |.0|01 J ACQIUIRE / @ / ﬁ




One of the rewards shows a “ symbol. This reward may

only be chosen once both of the other task cubes have been
placed on rewards (i.e. you have completed all 3 tasks
required by the Tourist). When this reward is chosen, remove
all 3 task cubes §g from the Tourist card and flip it over to its
Gift side. You now own this Gift.

NOTE: You can inspect the Gift side of the Tourist card before
making your choice.




e GIFTS
_U Gifts are items that can be gained from

' Gifts are placed next to your character. The
e o] card describes the Gift's effect. Some gifts

Dicord o e ine 0 9Wo 4. CIT@ discarded after use, others have a
ateendofdors @ | continuous effect. The Gift card will always
“ describe which of these it is.

Note that Gifts are NOT Tourists so are unaffected by
anything that affects Tourist cards.

END OF DAYTIME
. At the end of the dayﬁme' B, all Tourist cards
remaining in the Tourist row and by your character
card are discarded to the tin. Gift cards generally stay in your
possession, although some (such as the fish breadwedge) are
discarded after use as directed. The noticeboard Location is
then flipped to reveal The Turnstile Inn Location.

s fedh bt you'l be waniing fowat it |




THE TURNSTILE INN

Unlike the majority of locations in Coppershell Bay, the Turnstile
Inn is available to visit during nighttime (as denoted by the
moon ( icon). To visit it you must be in town (not on a Quest),
and you can use its Location actions like any other Location’s
actions, resolving the text as described on the Location card.

wo] At the end of nighttime [Bs], flip this Location back to the
noticeboard side. The next day now starts in the usual

)

S

way.

THE HISTORY OF THE TURNSTILE INN
Built to give the fishers and trollers somewhere
to drink, the Turnstile Inn also became a place
to share their shanties. As time passed, it became
even better known for its music than its ale. As a
result, the Turnstile Inn is a popular stop for

£ musicians on their way to the Symphony of

Y Songbirds festival, and getting to play here is

¥ considered a real badge of honour.




TOURIST MODULE EXAMPLE

At the start of the day {2
2 Tourist cards are drawn
and placed in the Tourist
row, Tourist side showing.

T You visit the noticeboard
Location and choose the
TOUR GUIDE action. You
choose to guide the
adventurer, placing all

3 task cubes g on the green
ticks on her card.

) After placing the task
” cubes g, immediately
gain her deposit bonus (in
this case, a battle beer).

You can now spend Todqy uTtemphng to complete any or all of
the adventurer’s 3 tasks. 29



| GROWING CONTEST MODULE

1: TIME PAssEs. X [B5T) Q
2:TAX: For every 10

Gems in your purse,

pay 1 Gem.

3: ROT. Discard 2 hozard

frepintiog VEGETABLE DIE

1 LOCATION CARD 3 BETTING STORY’S 3 VEGETABLE
(PLUS GROWTH TRACK) CARDS END CARD TOKENS

If's the biggest date in the Coppershell calendar. Come and place your
bets on the surprisingly thrilling vegetable growing contest. Cash prizes!
This module adds a new Location (the allotment), the Growth
Track, 3 Betting cards (1 each for days 1, 2 and 3), a new
Story’s End card, the vegetable die and 3 vegetable tokens.

This module introduces Coppershell Bay’s Growing Contest, in
which residents and visitors alike bet on which vegetable will
grow to be the biggest. It can be very profitable if you're able
30) to guess the winning vegetable before the end of day 3.




2: TAX: For every 10
Genms in your purse,

cards of your choice

o Setup the game as normal, replacing the usual Story’s

End card with the one included for this module (placed
so the green bordered side is facing upwards).

Place the allotment Location Growth Track cards as
shown on page 11. Take the vegetable die and the 3
Betting cards and place them near your rucksack, any

side up.
o Stack the three vegetable tokens on the O 2
space of the Growth Track, arranged like so:




THE GROWTH TRACK
Throughout the game, the
vegetables will grow as the
vegetable die is rolled. This is
represented by the vegetable
tokens moving up the Growth Track.

The vegetable that occupies the
highest number on the Growth
Track at the end of day 3 (or the flrsT vegetcble to move onto

the 13+ space at any time) will win the Growing Contest.

In the event of a tie (i.e. if more than one token is on the same
space of the Growth Track in a stack), the token on top of the
stack is considered to be in the lead.

NOTE: both the Weather module AND the Tourist module
interact with the Growing Contest, allowing you to nudge
vegetables’ growth in your favour. How these modules interact
32) with the Growing Contest is described on pages 36-37.




U] At the start of each daytime [S], the allotment Location
Z1 card directs you to roll the vegetable die TWICE. The 6
different faces of the die are as follows:

CRICRIC AN ANL WAL

+1 +1 +1 +2 +2 +2

When the vegetable die is rolled, move the indicated vegetable
token that many spaces up the Growth Track as shown.

* |f the indicated vegetable token is occupying a space of the
Growth Track on its own, it will move up the track alone.

* If the indicated vegetable token is at the top of a stack, it
will move up the track alone.

* If the indicated vegetable token is in the middle or the
bottom of a stack, ALL vegetable tokens stacked ABOVE the
rolled vegetable will move up the track with it.

If a moving vegetable token (or stack of tokens) ends its
movement on another token (or stack of tokens), place it on top
to form a new stack.




EXAMPLE OF VEGETABLE GROWTH

At the start of the game the vegetables
~ are in their starting stack order. The first
2= roll of the vegetable die is © +2 50 ©

" moves 2 spaces up the Growth Track,
4 carrying both and @ above it as it
moves (meaning that the whole stack
J would now be in the same order on
B space 2 of the Growth Track).

The second roll of the vegetable die is
+1, so d moves off of © , leaving
it behind, and moves 1 space up the
Growth Track onto space 3. As is still
stacked above ‘ , it would be carried
by ‘ and so would also move, with
both tokens retaining their stack order.




.A’r the end of day 3 ., the vegetable die is rolled

1 final time (unless the Growing Contest has already
ended by a vegetable moving to the 13 + space, in which
case this roll is skipped). The winner of the Growing Contest is
decided when the contest ends, and bets resolved as
described on page 40.

Throughout the course of the Growing Contest, stacks of
vegetables will form and break apart, making bets uncertain.

USING THE TOURIST & WEATHER MODULES

Both the Weather and Tourist modules can influence the
growth of vegetables when you use them alongside the
Growing Contest module. The following pages describe how
they work, and the icons they use are explained below.

Move marrow 1 space up the Move pumpkin 1-3 spaces up the
Growth Track. Growth Track.

Move turnip 1 space up the % Move the vegetable in last place
5 Growth Track. £ 1-3 space up the Growth Track. 35)




WEATHER MODULE & VEGETABLE GROWTH
At the start of each daytime , the Weathervane Location

card directs you to draw the top card in the Weather deck.
The vegetable depicted in the top right of the this card will
IMMEDIATELY move the amount of spaces shown up the Growth
Track, obeying the movement and
stacking rules described on page
33. In the example to the right, the
marrow will move 1 space up.

J numbered space on the Growth Track moves up the amount
of spaces shown.

If a stack of vegetables occupies the lowest number on the Growth
Track, the token at the BOTTOM of the stack is considered to be in
last place and thus would move, carrying the vegetables above it.

NOTE: Movement caused by Weather Cards happens BEFORE

any dice are rolled by the allotment Location on any given day.
36



TOURIST MODULE & VEGETABLE GROWTH

When tasks are completed on Tourist cards, you may choose to
select vegetable movement as a reward. When you do this, place
the task cube &g on the vegetable icon on the reward track. The
vegetable shown will IMMEDIATELY move the amount of spaces

shown up the Growth Track.
=(nouARAN Je(E)

‘Gain 21 Gems when you
GO BEACHCOMBING at .
Coppersands 5
Find >2 different materials
when you DIG FOR
MATERIALS at the scrapyardfj
Spend 22 Gems when you -
VISIT THE TRADERS at the }
market Al

CREE] <4 o1/ @) 28

In the example shown, choosing
vegetable movement as a reward
will move the marrow 1 space up
the reward track ().

If this icon is chosen, then

21 the vegetable occupying
the lowest numbered space on the
Growth Track moves up the amount of spaces shown, carrying those
above it if it’s inside a stack.

As with all rewards shown on a Tourist card, you can only choose

vegetable movement once.
37



BETTING

Players can place bets on which vegetable they
believe will win the Growing Contest. A single
bet may be placed each day, and once placed
it cannot be changed. You may place a bet on
any, all or none of the 3 days. You will only gain
winnings for the days you placed bets.

You may bet on different vegetables each day as you try to
follow the ebb and flow of the contest, or you may decide to
bet on the same vegetable hoping for a massive payout. The
choice is yours.

You place your bets by visiting the allotment Location and
choosing the PLACE YOUR BETS action (you cannot m
do this whilst on a Quest). To do so, pay the cost

shown, then select that day’s Betting card. The

winnings you can gain are shown on the Betting card. |




Place the Betting card on the allotment

Location, on the current day’s slot with

the card oriented so the vegetable you

chose is face up and the right way round.

Betting cards are double sided, and there 7

is 1 for each of the 3 days. NOTE:

You cannot choose Rootwings. Once

a Betting card has been placed, that bet is fixed.

WINNER OF THE GROWING CONTEST

The winner of the Growing Contest is the vegetable occupying
the highest number of the growth track when the contest ends.
In the event of a tie, the vegetable at the TOP of the leading

stack is the winner.

If a vegetable (or vegetables) lands on the 13+ space of the
Growth Track at any time, the winner is decided immediately.
No further rolls or movement of vegetables will take place.

Otherwise at the end of day 3 . a final roll of the
vegetable die is made, then the winner is determined. (39




WINNING BETS

Only bets on the winning vegetable of the Growing Contest will
payout. When the winner of the contest is determined, you

gain winnings for each Betting card you placed that matches
the winner.

Each day’s Betting card pays out different amounts. Day 1

bets (when the contest is the most uncertain) pay out more than
day 2 bets, which in turn pay out more than day 3 bets (when
the contest is almost complete). Gain the winnings shown on the

winning Betting cards only. All winnings have 2 options: Gems
or the bonus or item shown. For each winning bet, choose 1 of
these options and gain it inmediately.

In the event that the contest ends early and you are on a Quest,
you may still recieve the winnings. If the contest ends at the end
of day 3 -, bets are paid out BEFORE you PAY THE CROWS
at the Crows’ Nest Location.




[ GREAT ROOTWING RACE MODULE |

sPuRNP Q
VEGETABLE DIE

000
1 LOCATION CARD 3 BETTING STORY'SEND 3 ROOTWING
(PLUS SKYLINE) CARDS CARD TOKENS
When the harvest is good, these strange winged creatures are found in
abundance. The chaotic and excitable races they like to engage in have
become a money spinner in themselves. Your boss, Helmnica Navveth,
has his eye on a particular Rootwing to win the race. It's up to you to
make this so, as he happens to be very good friends with the Crows.

This module introduces the Great Rootwing Race. It uses the
aviary Location (the flipped side of the allotment) along with
the Skyline (the flipped side of the Growth Track), 3 Betting
cards (1 for each Rootwing), the vegetable die and 3
vegetable tokens flipped to their Rootwing sides.




=

Read the rules of the Growing Contest, then setup the game as
described by the Growing Contest module, with these exceptions:

o Flip the allotment and Growth track to show the aviary and
Skyline. Flip the vegetable tokens to their Rootwing sides.

e Stack the three vegetable tokens on the O space of the
Skyline, arranged as shown above.

e Deal yourself a single random Betting card. Return the

other 2 Betting cards to the tin. Place the Betting card
onto the slot at the bottom of the aviary, Rootwing side
up. This is now YOUR Rootwing.

Setup both the Tourist and the Weather modules. You will
be using both for the Great Rootwing Race.




( USING THE GREAT ROOTWING RACE MODULE |

THE SKYLINE

The Skyline tracks the movement of the Rootwings.
Lines between certain spaces show Gem values.
These Gems are gained when your Rootwing
passes them in a forwards direction only. The
same Gems can be gained more than once.

Rootwing movement rules are as the same as those described

for the vegetables in the Growing Contest rules. The vegetable
die faces move the Rootwing described below:

Move the Move the % Move the
puffkin. marrowl. spurnip.

THE AVIARY
At the start of each daytime = the aviary Location
directs you to roll the vegetable die TWICE.

The aviary keeps track of YOUR Rootwing and provides 4
ways to STEER A ROOTWING (3 options that move




specific Rootwings backwards 1 space by paying fish/
foragables/materials from your supply, and a once-per-day
action that allows you to move the current leader forwards).

If a moving Rootwing token (or stack) moves backwards onto 1
or more other Rootwings, place it on top of the stationary stack.

The Rootwing currently occupying the highest number on

the Skyline moves one place forwards. In the case of a tie,
the Rootwing highest up the stack is considered in the lead and
will move, leaving the rest of the stack where it is.

.A’r the end of day 3 ., the vegetable die is rolled 2
more times (unless the Great Rootwing Race has already
ended by a Rootwing moving to the 13+ space, in which case
these rolls are skipped), and the winner is determined.

Remember to make use of the vegetable movement abilities in
both the Tourist and Weather modules, you'll need all the help

you can get.
%% Remember:‘ =Puffkin, ‘=Mqrrow| and ‘ =Spurnip.




WINNER OF THE GREAT ROOTWING RACE

If the Great Rootwing Race ends early by 1 or more Rootwings
landing on the 13+ space of the Skyline, the winner is decided
and no further rolls or movement take place. However, the
benefit of winning does not happen until the end of day 3

Otherwise, at the end of day 3 M, the vegetable die is
rolled twice then the winner is determined.

The winner of the Great Rootwing Race is the Rootwing

occupying the highest number of the Skyline. In the case of a
tie, the Rootwing at the TOP of the leading stack is the winner.

As soon as the winner of the Great Rootwing Race is
determined, check your Betting card. If your Rootwing is the
winning Rootwing, leave your Betting card in its slot on the
aviary. If your Rootwing is NOT the winner of the Great
Rootwing Race, then immediately remove your Betting card
from the Avery and return it to the tin.




THE CROWS’ NEST

.Af the end of day 3 ., after all rolls have taken place,
proceed to the Crows Nest location as usual (unless you're

still on a Quest, in which case you automatically lose).

If your betting card is still in place on the aviary (i.e. you won
the Great Rootwing Race), you will roll 1 less die when you PAY
THE CROWS, as denoted by the @-1 icon on the Betting card.
Otherwise, you roll 1 EXTRA die when you PAY THE CROWS,

as denoted by the [i]+'l icon on the aviary Location.

Keep track of the number of rolls remaining by using the second
die included. Resolve all rolls as normal.

A NOTE ON TIMINGS

When using more than 1 module, there will be instances when

you're required to resolve , 188!, IR . triggers. When

this occurs, resolve them as shown on the module timings card,

starting on side A from left to right, then side B (i.e. Weather,
then Tourists, then the Growing Contest / Rootwing Race).




_ EXAMPLE OF ROOTWING RACING

3% The marrowl is the selected Rootwing. Place this
card in the slot on the aviary Location.

The active Weather card shows . The
whole stack of Rootwings moves onto space 2.

{_auroma ] ﬂ
i
3 ' v4

The sy i e vl sl gk

The first roll of the vegetable die shows
@ *1- -g ond move onto space 3.

e The second roll of the vegetable die shows
) +2. /1x moves on its own fo space 4.
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) o Spend 2 materials to STEER A ROOTWING
and move back 1 space, to space 2.

© Choose vegetable movement as a Tourist
reward, moving *ad:’ 1 space on to space 4

6—— on top of A ,collecting the @ shown.
oI

@ Waste 8 to move using STEER A
ROOTWING. x‘r is in the lead so moves
off '."’ and on to space 5.

Pay 2fhto 11
Pay 2 forageables fo_@-1.

S & @ Waste 3 to FORECAST WEATHER. You
jﬂ e T reveala = +2 and ‘+l. You place the
48 = +2 on the bottom and the ‘+'I on top.



