RULES

Before you play: Visit strawberrysunset.com/rules for
mobile-friendly rules, FAQs, and a how-to video.

CONTENTS
48 Garden cards, 4 Player Guide cards, 1 Rule card, 1
Scoring card, and 1 Appendix card.

OBJECTIVE

Create the most fruitful strawberry patch between Sunrise
and Sunset. Earn points by growing strawberry plants and
adding unique features to your garden, ya dig?

SETUP
Divide all the cards into their 3 decks:

SUNRISE NOON SUNSET
DECK 1 DECK 2 DECK 3

Shuffle each deck independently. Deal 1 card from the
Sunrise deck to each gardener (player), this is the start of
their garden.

For 2 Gardeners: Discard 8 cards from each deck.
For 3 Gardeners: Discard 4 cards from each deck.
For 4 Gardeners: No cards are discarded.




Begin by placing the Sunset deck on the bottom, followed by
Noon on top, and finally the Sunrise deck as the topmost.
This will be the Main Deck you draw from.

GAMEPLAY
The last person who ate a strawberry goes first.

On your turn, you can either draw from the Main Deck or
from a Compost Pile.

Drawing from the Main Deck: If you draw from the Main Deck,
you can draw 2 cards. Choose 1 card to play, and then discard the
other into its appropriate Compost Pile face up.

Drawing from a Compost Pile: Rather than drawing blindly from
the Main Deck, you may see a card you'd like in a Compost Pile.
You may draw 1 card from the top, and play it. Learn more about
how Compost Piles work on the ‘Appendix’ card.

A good gardener takes time to check their options when
playing a card. Each card has 4 quadrants called “Plots”, be
sure to cover up gravel plots, but not water, and plan ahead
to grow complete strawberry plants. See ‘Playing a Card’ and
“Growing Strawberries” on the Appendix card to learn more.

END OF GAME

The game ends at Sunset when the last card is played from
the Main Deck. Gardeners can now score their garden.
Reference your Player Guide and the Scoring card for point
explanations. The gardener with the most points wins.

~




APPENDIX

PLAYING A CARD
You may play a card anywhere, even upside down or by
covering an entire card as long as it follows 2 rules:

A card must always be placed on top of at least a single
plot. And cards cannot be placed horizontally, all cards
must remain vertical.

Each card has four quadrants called
Plots. If placing your card on a quarter (1
plot) or half of a card (2 plots), use the
diamond tile in the center of each card
to line up your card correctly. Your turn
is over once you've played a card.

COMPOST PILES

When a gardener draws from the main deck, their
discarded card is placed in its respective Compost Pile. For
example, all cards from the Sunrise deck are discarded in
the same Compost Pile. As you discover Noon and Sunset
decks, begin a new Compost Pile for each.

The example table layout on the reverse side of this card
shows players just reaching the Sunset section in the Main
Deck, but they haven't started a Compost Pile for it yet.




MAIN DECK SUNRISE NOON SUNSET

EXAMPLE OF A SETUP WITH 2 OUT OF 3 COMPOST PILES

GROWING STRAWBERRIES

Your main objective is to grow as many strawberry plants
as you can. A strawberry plant has 3 sections: root, flower,
and fruit. Connecting all 3 requires planning and strategy.

To complete a plant, you must connect a root to a flower,
and that flower to a fruit. Plants must physically connect in
the right order. You may have additional root and flower
connections in your plant as long as they follow the correct
order. A single root can also support multiple plants.
Below shows the 3 parts of the plant. To see an example
of how they come together, see your Player Guide.

ROOT FLOWER FRUIT




Poker Die

N
SCORING ~ ~ ~ — — — — ~

Lfo calculate how many points you made from your ‘
lgarden, count them in the following order: Strawberry |
Plants, Water Features, your longest Garden Path, and
\finally gravel. [
‘STRAWBERRY PLANTS: +5 POINTS !
Grow as many strawberries as you can! Complete a
Ftrawberry plant by connecting the 3 parts of a plant: roots‘
+ flowers + fruit.

\

WATER FEATURES: +3 POINTS EACH
Mater features keep your garden hydrated as well as ‘
fcreate beautiful scenery, try to leave as many showing as |

[you can. |
‘LONGEST GARDEN PATH: +1 POINT / PLOT LENGTH ‘
Access to your plants is important for maintenance and
\enjoyment! Find your longest, contiguous garden path. For|
every plot your path runs along, you get +1 points. Paths
can be 1 or 2 tiles wide, but cannot connect diagonally. ‘
\ \
GRAVEL: -2 POINTS EACH

Nou don't want to leave any unused plots in your garden. ‘
‘Be sure to cover up any gravel before it's too late. ‘

ou can also view how cards are placed and examples of |
scoring on your Player Guide card.
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Poker Die

~
ADVANCED SCORING ~

After learning the basics of growing a strawberry patch, ‘
take on these additional challenges while creating your |
rgarden. The game plays as normal until the Main Deck and
1 Compost Pile is depelted. [

‘SCULPTURE GARDEN !
Give your art additional space to breathe. When your \
arden has statues adjacent to gravel, you convert Gravel ‘
from -2 points to +1 each.
[
THE BIRDS AND THE BEES
Everyone enjoys a little wildlife in their garden! When you !
|have 2 bird baths and/or beehives, you gain an extra 3 |

points. If you have 3, you receive 6 points, and all 4 gets
g/ou 9 points. ‘

\

REFLECTING POOLS |
Single sections of water score no extra points on their ‘
pown, but if you connect multiple water features without ‘
any barriers (water to water), you get an extra 2 points for
each water section, making each worth 5 points. (EX: 3 \
‘connections would be 15 points. |




PLACING CARDS

Use the diamond tile in the

center to line up your card

STRAWBERRY PLANT

Root + Flower + Fruit

All 3 connected is +5 pts.

B8
WATER FEATURES
+3 pts each

LONGEST PATH
Each plot leagth is +1 pt
EX. 8 shows 2 of 5 total pix

TRAWBERRIES ... 5PTS

WATER (22

GRAVEL |" TS

2 pts each




Poker Die

PLAYER GUIDE
¥ ) +5 STeaweEReypLanT

WATER FEATURE
+3 EVERY PLOT WITH WATER

LONGEST PATH
A POINT FOR EACH PLOT
YOUR PATH RUNS ALONG

EACH CARD INITIALLY HAS 2 PTS WORTH OF PATH, SO TRY CONNECTING
AS MANY AS YOU CAN. PATHS CAN ALSO BE A SINGLE TILE WIDE.

2 GRAVEL

) = EVERY PLOT WITH GRAVEL
>~ D
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