
Root Update Kit
Root’s 3rd printing contains a few balance adjust-
ments. We will be offering these adjustments in an 
inexpensive and professionally printed update kit 
during our next Kickstarter (Spring 2019). Till then, 
if you’d like to use these adjustments, you can print 
out this document, cut these images out, and affix the 
alterations directly to your player boards. 

In addition to these changes to the player boards, 
there have been two adjustments to the Vagabond: in-
famy points are only scored on your turn and repairing 
no longer refreshes items. The full and updated Law of 
Root can be found in the file section of BGG.

In addition to these two adjustments to the Lizard 
board, the outcast rules have been modified so if there 
is a tie when deciding the outcast suit, the current suit 
will become hated (if it is not already). 
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Lizards

Vagabond

Woodland Alliance
Marquise de Cat

�e Keep
Only you can place 
pieces in the clearing 
with the keep token. 

You have conquered the 
forest. Now you must 
build a kingdom worthy 
of your name.

1 2 3 3 4
Buildings

0
Place one wood
at each sawmill.

Cra� using workshops. 

Take up to 3 actions, plus one per            you spend.

Build
In a clearing you rule, place a building, spending its cost in 
wood connected through any number of clearings you rule.

Recruit
Once per turn, place one warrior at each recruiter.

March
Take two moves.

Battle

Overwork
Spend a card to place one wood at a sawmill in a matching 
clearing.
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Draw 1 card, plus 1 card per          showing. Discard down to 5 cards.

1st
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Crafted Items
Vagabond can give you cards to take these items.

Field Hospitals
Whenever any Marquise warriors are removed, 
you may spend a card matching their clearing to 
place those warriors in the clearing with the 
keep token. W
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Supporters

Sym
pathy

O
utrage

W
hen a player rem

oves sym
pathy or m

oves any w
arriors into a 

sym
pathetic clearing, that player m

ust add a m
atching card from

 
their hand to your supp

orters. If they cannot, they show
 you their 

hand, and you draw
 a card and add it to your supp

orters.

G
uerrilla W

ar
In battle as defender, 
you use the higher 
roll and the attacker 
uses the low

er. 

R
em

oving B
ases. If a base is rem

oved from
 the m

ap, discard all m
atching 

supp
orters (including birds), and rem

ove half of offi
cers (rounded up). 

If no bases rem
ain on the m

ap, discard supp
orters dow

n to 5.

P
lacem

ent L
im

its. E
ach clearing 

m
ay only have one sym

pathy token.
M

artial L
aw. You m

ust sp
end another m

atching supp
orter 

if the target clearing has at least 3 w
arriors of another player.

B
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If you have no bases on the m
ap, discard any 

cards that w
ould be added beyond 5.
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Spen
d 2 supp

orters m
atching a sym

pathetic clearing. 
R

em
o

ve all enem
y pieces there.

P
lace m

atching base and w
arriors there equal to total 

num
ber of m

atching sym
pathetic clearings. 

P
lace a w

arrior in the O
ffi

cers box.

Sp
end num

ber of supp
orters listed on Sym

pathy track to 
place a sym

pathy, adjacent to sym
pathetic clearing if 

p
ossible. Supp

orters m
ust m

atch the target clearing.

Spread Sym
pathy any num

ber of tim
es.

R
evolt any num

ber of tim
es.

You m
ay take these actions any num

ber of tim
es. 
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dd a card from

 hand to your Supp
orters stack.

C
ra�

 using sym
pathy.

Train 
Sp

end a card from
 hand m

atching a built 
base to place a w

arrior in the O
ffi

cers box.
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 up to offi
cers.

O
rganize

R
em

ove w
arrior, place 

sym
pathy there.

P
lace w

arrior at base.
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 1 card, plus 1 card p
er          show

ing. 
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Vagabond can give you cards to take these item
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he Lizard Cult
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Lost Souls
G
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T
he O
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ConspiraciesAcolytes C

onvert
Sp

end 2 acolytes to rem
ove 

an enem
y w

arrior in an 
O

utcast clearing and place a 
w

arrior there. 
C

rusade
Sp

end 2 acolytes to battle in 
any O

utcast clearing o
r m

ay 
m

ove from
 any O

utcast 
clearing and then m

ay battle 
in the destination clearing.

Sanctify
Sp

end 3 acolytes to rem
ove 

an enem
y building in an 

O
utcast clearing and place 

a garden there.

R
eturn

 revealed cards to hand. 

D
iscard

 dow
n to 5 cards.

C
ra�

 using gardens m
atching O

utcast suit.

Perform
 C

onspiracies in O
utcast clearings.

A
djust the O

utcast.

D
iscard L

ost Souls.

R
eveal any num

ber of cards from
 your 

hand, and p
erform

 one ritual for each.

In B
irdsong, m

ost com
m

on suit of L
ost 

Souls, ignoring birds, becom
es O

utcast.
If already O

utcast, flip to H
ated O

utcast.

If O
utcast suit is H

ated, all 
conspiracies cost one less acolyte.

All spent and discarded cards go here.

W
hen a garden is rem

oved from
 the m

ap, discard a random
 card from

 your hand.

H
atred of B

irds
B

ird cards are not 
w

ild for your rituals.

P
ilgrim
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You rule any clearings w

here 
you have any gardens.
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Evening R
evenge

Your rem
oved defending 

w
arriors becom

e acolytes.

Crafted Item
s

Vagabond can give you cards to take these item
s.
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B
uild

P
lace a garden in a m

atching 
clearing you rule.

R
ecruit

P
lace a w

arrior in a m
atching 

clearing.

Score
D

iscard this card to score
       of rightm

ost em
pty,

m
atching G

ardens space. 

Sacrifice
P

lace one w
arrior in

the A
colytes box.
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ing.
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 once per suit per turn
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oved defending 
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Vagabond can give you cards to take these item
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atching 

clearing.

Score
D

iscard this card to score
       of rightm

ost em
pty,

m
atching G

ardens space. 

Sacrifice
P

lace one w
arrior in

the A
colytes box.
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Birdsong

Daylight

Evening

Damaged

You wander the woods, seeking to secure a 
place in the new society that is taking shape. 

Vagabond

Character Card

Slip. May move to a clearing or forest at no cost.

An Evening’s Rest. If in forest, repair all items.

Refresh 3 items 
plus 2 per tea.

Draw 1 card 
plus 1 per coin stack.

Remove items
in Satchel down to 6 
plus 2 per bag.

Relationships
Allied

Must exhaust extra boot to enter Hostile clearings.

Score              per Hostile piece removed 

in battle during your turn.

Hostile 1 2 3

+1
Score 

per Aid. 

+2

Explore
Take item from ruin in your clearing. Score         .

Repair or Cra­

Move

Aid
Give a card matching your clearing to a player 
there. You may take an item from them.

Strike
Remove a piece in your clearing, warriors first. 

Quest
Claim a quest and replace it.

Any

Battle

Req. Satchel

In
di

ffe
re

nt

Discard down to 5 cards.

Gained items go face up. Repaired items stay on current side.
when cra�ing, all hammers match your clearing

Cannot be used until repaired.

Aid a faction        times during one turn 
to shi­ its relationship marker right.

X
May move and 

battle with Allied 
warriors.
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not into forest

+1

1st

2nd

1st

2nd

3rd

4th

Nimble
You can move regardless of 
who rules your clearing.

Lone Wanderer
Your pawn is not a warrior and cannot be 
removed from the map.

max hits equals undamaged swords
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 from
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G
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atching your clearing to a player 
there. You m

ay take an item
 from

 them
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Strike
R
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ove a piece in your clearing, w
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