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Components: 98 Cards - 7 Scoreboards - 73D Walls
24 Ribbon tokens - 3 Medal victory tokens - 1 Victory card
7 Scoring Reference Cards - 3 Rulebooks (multiple languages)

Setup

1} Give each player a scoreboard set at 0.

2) Place a Wall piece becween each player.

3) Shuffle the deck and deal 6 cards to each player as their
starting hand. Players look at their hand of cards.

4} Place the deck in the middle of the table,

5) During the game each player will build a garden in the
space in front of them,
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Overview

FHourigh may be played competitively or cooperatively,
using the same rules. Decide which way you will play
before beginning the game.

If playing cooperatively, players may talk about any
cards that have already been played, but they may not
share any information about cards in their hands.

The game is played over 4 rounds. During each rownd,
u will play a total of 3 cards, then score any End of
und abilities played in the current round. At the end

of the game, after the 4th round, you will score all

cards in your garden with End of Game abilities.

Card Details

Each card in the deck has an End of Round scorin
ability (shown at the top of card), and/or an End ﬂgf
Game scoring ability (shown at the bottom of the card).
Maost cards also have 1 or more colored plant symbols
shown on the left side of the card.

Cards are worth Fomt: accun:ling iy huovw many E-hmt

Gameplay

Each turn of the game is played almult.an-:{:—usl}f h}r
all players.

PLAY & PASS
Each turn Yo will bl:gin with & cards in your hand.
Choose 1 card ]:l'.aj-" and 2 cards to pass.

Place the card you are gning o Pla}' facedown in
front I:]f}-‘-l;il.l. Pass 1 card facedown over the Wall to
cach of your neighbors: the players directly on your
right and left.
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and stone symbols are in yours or your neighbor's ;
ﬁan:ll:n. Your neighbors are only t{:;: 2 players £
irectly to your right and left. Onee all players have played and passed, all players
should reveal their played card, Then draw the 2
- l & cﬁ;dj pi't.sscd to you and 1 additional card from the top of
Round 15% Sl 2 3
Scoring -l
Continue to play and pass until you have played 3 cards.
This is the end of the round. Nore: For sawe of scoring,
the cards for each rovnd in their own row, areating u 35 3 grid over the
arve of the firse three vounds,
Plant
Symbols SCORE THE ROUND
_ Check to see if any of the cards you played this
‘j; ] round have an End of Round scoring ability. If so,
.‘_*h score the cards played this round by counting the
& P o - relevant symbols on all appropriate cards, even if
or Planthame o End of those cards were played on a previous round. End of
{The plant names on ﬁ Catie Round scoring abilities that were played in a previ-
mm&ﬁ“':ﬂuﬂj s Seoring ous round do not score again. Keep track of your
ik score on your scoreboard.




THE FOURTH AND FINAL ROUND

After scoring the third round, draw the 2 cards
passed to you, but do not draw an additional card
from the deck.

Each player chooses 3 cards to play facedown and
discards the remaining 2 cards facedown.

When all players have chosen their 3 cards to play,
reveal the cards and then score any End of Round
abilities on those played cards.

END OF GAME
Finally, all players score all cards in their garden
that have an End of Game ability.

Lompetitive

The player with the highest score wins the game.
If tied, the player with the most unique plant
symbaols wins. If still tied, the player with the
most unique stone symbols wins. If still tied, the
player with the most end of round abilities wins.
If still tied, the players share the victory.

Looperative

d all player's scores together, then see which
medal you have won as a team! See page 6 for a
list of medal requirements.

Two-Player Rules

Follow all rules as normal, except that vou will
pass 2 cards to your nn]:,.r ncighl:ﬂ;:r.

Scnr'mg of Path cards is altered to count sj.rm'hn]s
in both your nl:igl‘:l:lnr’s garcll:n and your own
gard:n-

For other cards that n:}rm&]l:,.r compare to either or
both neighbors, compare to your only neighbor.

w B
Phath Tree

In Round One, you play a Path, Tree, and a Feature.

The Bath grves you 2 green symebols, and at the end
off the game #ﬂﬂﬁrﬂﬁrﬁ&ifﬁnﬂﬁrm{é#ﬂm

tire end of this round for each green nymbol you bavr
(5. 2% the end of the pane, it will be wworth 4 points
Jor each green Path you bave (currently 1),

The Feature doer not groe you ary rymbols. It i
worth 9 points af the ond of the pame if your Garden
has at feast 1 Thee in it (which if already does).

Flanr

In Ruund Tewe, you play a Lawn, a Hive, and a Plant.

mmmwwmmwﬁmmmg
ehe roand, if sceres you £0mt  for eiach green symibel you
harve (5). At the end of ihe pame, it will wore 1 point for
cack Stene symbol you have {corvently 5).

The Hive grves you 1 red symbal and will score af ghe
end of this round 2 poinis for each blue symbol in 1 of
your meighbors” pardens, 8o if @ neighbor has 3 blue

symbols, it will seore you 6 points,
The Plant gives you 1 red symibal and will score af the

md this round 1 point for each green and red symébol
(5 green, 2 red, for a total of 7 poines).



Garden Show Variant

Compete in the Garden Show to win ribbons and be
crowned the ultimate champion gardener after three games!
This variant is designed for competitive play only.

SETUP

Shuffle the Ribbons and give each player three. If a player
has a duplicate, deal again until all players have three
unigue Ribbons, Each player should place thess Ribbons
faceup beside their scoreboard for all players to see.

GAMEPLAY

You will play three consecutive games, maintaining your
score for all games. At the end of each game, check to see if
you have won any of your Ribbons. To do so, your garden
must have the most symbols shown on the Ribbon com-
pared to all other players in the game {vou do not win the
Ribbon if you are tied). If so, flip che Ribbon over and
score the 7 points for it. Otherwise, leave it faceup; you
will have a chance to eam it during the next game. You
may win more than one Ribbon in a single game,

The player with the most total points at the end of the
third game is the grand winner.

Solo Rules

In the solo game, you will be competing against an oppo-
nent naned McGregor. Your final score will be your total

score minus McGregor's total score.

SETUP

Place a scoveboard on the table for yourself, and one beside
you for McGregor. Shuffle the deck and draw 6 cands for
yourself. Then deal 12 cards in a facedown deck on the
opposite side of McGregor’s scoreboard from where you
are sitting (if his scoreboard is on your right, place his deck
on the right of his scorchoard).

GAMEPLAY
Om your tum, play 1 cand to your garden, and then pass 2

carnds to MeGregor by placing them in a stack on the side of his
scoreboard closest wo you,

Then play the top cand from MeGregor's deck into his garden
and draw 2 cards from his deck into your hand, plus 1 more cand
from the main deck.

Finally, ake the 2 cards you passed vo MeGregor and shuffle

thern into his deck and then place iv back facedown. You are
never allowed to lock at the cards in MeGregor's deck.

SCORE

Every time vou score at the end of the mound, also score MeGre-
gor’s garden; keep crack of his score on his scoreboard. Also score
his End of Game abilities ax the end of the game.

Submract MeGregor's togal seore from your total score to dever-
mine your overall score. Then see which medal you have won!
See page 6 for a list of medal requirements, You may also find it
enjorvable to keep a record of your highest score ever for all your
solo games,

Compost Variant

This variant offers a way for players o cycle through more
cards in the deck.

In addition to passing cards and playing a card, each tum you
may choose to discard | card facedown from your hand,
allowing you to draw 2 cards instead of 1 at the end of the
turn. Place discarded cards in a messy pile beside the deck.

If you discard at the end of the third round, draw 1 card w
bring your hand back up to 5 cards before choosing the 3 cards
to play on the final round.

If the deck ever runs out, shuffle the discard pile to create a
new deck.

Note: If using this variant in a cooperative or solo game,
increase the required medal scores by 5 points per player.



Scoring Reference
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Solo Medals

Bronze medal score Silver medal soore
40 50

Cooperative Medals
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3 255 EBE 315
4 360 400 440
5 450 500 550
6 510 570 630
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