





[nvesting in Buildings

Many Building cards have the word ‘Inuest’ in their text. As mentioned previously, to resolve an
Invest X effect, place up to X Coins from your player area onto the Building card. They are now
Supplies and will score at the end of the game.

Supply tokens are not removed from a Building when its condition is triggered (unlike Gear cards).

Enchanting Buildings

Enchanting a Building is a Free Action that you can do during your turn if you have an
Enchantment token in your player area which is not already on a Building card. To do so, place the
Enchantment token on the enchatment slot of a Building Card (on the bottom Lleft corner). Each
Building can only be enchanted once, and Enchantment tokens can never be remoued once placed.

There are two types of Enchantment effects, indicated by the icon on the Building card.
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Multiple Triggers

If multiple Building cards and/or Gear cards are triggered at the same time, the triggering player
chooses the order in which to resolue them.

For example, you are resolving an Adventure effect and moving along a path which has a cost
of ‘Trash 1 card’ You trash the Chainwhip from your hand, which triggers your enchanted Zero
Waste card, and your opponent’s Recycle Bin card.

You can choose to resolve them in any order. First, you take a Coin from your opponent’s Recycle
Bin, giving you a total of 4 Coins. You then use those Coins to play the Chainwhip using your Zero
Waste card’s ability.

Doing this triggers your Postal Contract card, so you take a Coin from it. You then Invest that Coin
into your Zero Waste, which was triggered at the same time as the Postal Contract.
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__END OF GAME ¢

When the decR is empty, finish the current turn and then each player takes one final turn. After
this, if the player taking the last turn remoues the last Supply from their opponent’s Gear card,
their opponent gets to Tuck that card but does not resoluve the Relic effect.

Players place any cards remaining in their hand onto the Trash pile. Note that this does not trigger
any effects from Trashing cards; the game is over at this point.

Then, determine each players score as follows:

VILLAGER SCORING ais

Sort your tucked Villager cards into three groups, one for | If you have no cards of one of the
each Species (Crow, Frog, Rabbit). Multiply the number groups, your Villager scoring is 0
of cards in your smallest group by the number of cards in { (your smallest group is 0).

your largest group.

BUILDING SCORING hBuilding cards score no points if
Each Building scores 1 point for each Supply on it. they have been tucked, or if they
have no Supplies on them. |

GEAR SCORING

Multiply the number of your tucked Gear cards by the number of your Building cards with
Enchantment tokens on them.

The player with the highest Final Score wins!

In case of a tie, the designer’s preference is that the players share the victory. If you insist on a
tiebreaker, the player with the most leftouer Coins is the winner. If there is still a tie, the player
with the higher Villager score is the winner. If there is still a tie, the players share the victory.

» SCORING EXAMPLE

At the end of the game, you have 14 tucked Villager cards: 5 Rabbits, 3 Frogs, and 6 Crows.
Your Villager Score is 18 (3 x 6).

You have 2 Buildings, with a total of 8 Supplies across those Buildings. Your Building Score is 8.

You have 7 tucked Gear cards, and 2
Enchanted Buildings. You have a third
Enchantment token, but it is not on a
Building and so does not increase your
Gear scoring. Your Gear Score is 14 (7 x 2).

Adding these together gives you a Final
Score of 40 (18 + 8 + 14).
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 There is no hand limit.
« There is no limit to the number of cards of any type that a player may have in play.

+ Players may looR through the Trash pile at any time, but they may not change the order of the
cards in it.

+ The back of each Initiate Villager is unique. Once tucked, it can be used as a reminder of which
Aduenturer figure is yours.

+ The Coin/Supply tokens included with the game are not intended to be limited. If the Reseruve
runs out, use any suitable replacements.

« If a player forgets to trigger a Gear or Building card, use a Gear card’s Relic effect, or use a
Building card’s Enchantment effect on their turn, be nice and let them do it as long as no new
information has been revealed (e.g., you have played a card or they have drawn a card).

No Memory

Some players may find the memory element of A Wild Venture undesirable. If both players agree,
when tucking cards, players may place their cards face up underneath their Score card. Players
may examine their own tucked cards at any time.

An Even Wilden Venture

Combine both Theme decks (Academy and Tidings) with the Core decR, and shujfle all three
together to form the deck. During Setup, draw 8 cards (instead of 5), and after choosing your
Initiate Villager card, Trash 3 cards from your hand. This variant is only recommended for players
who are familiar with every card in the game, and have played a few times.
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h CAME SUMMARY ¢

On your turn, perform two Main Actions and any number of Free Actions, in any order. You may
not use both Main Actions to activate the same card.

Main Actions Play a card (paying the cost).

Activate a card (Starter or Villager).
If you activate a Villager card, remouve 1 Supply.

Free Actions Activate a ‘Free Action’ Villager card.

Enchant a Building.

During your turn Trigger either player’s Gear cards (take 1 Supply as a Coin).

Trigger your Building cards (do not remoue Supply).

End of Turn If your Adventurer reached the end of a path, return Home.

Then, Tuck each of your Villager and Gear cards that have 0 Supplies.
When you Tuck a Gear card this way, perform its Relic effect.

Gain X Take X Coins from the Reserve.

Draw X Add X cards to your hand from the top of the deck (unless specified
otherwise).

Tuck Place the indicated card face down underneath your Score card.

Trash X Add X cards to the Trash pile.

Adventure X Moue up to X spaces on the Aduenture board.

Invest X Place up to X Coins onto the Building card.

Consider X LooR at the top X cards of the decR. Then, resolue the other listed effects

with those cards. Place any remaining back on the deck.

y _ SCORING ¢

Villagers Multiply the number of cards in your smallest group by the number of
cards in your largest group.

Buildings 1 point for each Supply.

Gear Multiply the number of your tucked Gear cards by the number of your
Building cards with Enchantment tokens on them.
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