ERCHANTS
The Guild of &traordhar& Traders

2.- 4 players ages 10 & up » 20 - 40 minutes

It is an ace of ereat discoveries. New and wondeg‘ul items find their ways
into the é%} the sreatest merchants. And, ftﬁere ever]f;n;{/blace tﬁjfe
traders love, it is the town ofDafe.

Theré's an Waorcﬁnary SWH n dea/efoum{a{ éy tfwgrmtejt
merchants. Wtricé% /barti; ] bﬁememéer;/t?o since one must win
the annual uwﬁrgcon?betiabn to Zeinviwv[to tfwgwu

Notable amma.é[o lk merchants from all over the world have ed in the
town to ta/ee/bartm tfteeventhyver&one/w ony one d%— to be
celebrated as tﬁewmnerandtﬁenewaytmeméer#ﬁ%&n@&guﬂ

Players take the roles of animalfolk merchants learning new techniques,
trading goods, and managing their stocks. The player who first manages to
finish their astounding merchant stall by building 8 ascending stacks of cards

in front of them, is the winner of the game and gets access to the guild!
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Adaf:b{rﬁv Veiled Chameleons

110 cards : Value, set icon and possible bonus

6 animalfolk decks with 15 cards in each (Snappy Scarlet Macaws, : action icon (4e)

Dealing Giant Pandas, Thieving Northern Raccoons, Hoarding O and e

Flying Squirrels, Lucky Ocelots, Adapting Veiled Chameleons)
20 junk cards ‘ | g 2 Type

e Market board - = Effect and flavour text

e An ocelot die with sides o, 1, 1, 2, 2, and 3 @ +~ Thiscard’ “of any card in
& therighin Qg kin your stall. 2 6 The Guild of Extraordinary Traders

N nd s o s icon (X)

A w them
aliaﬂ:ﬂ"Sﬂ;'m:S can last for weeks. 8

folks find cals

Game design, illustrations, graphic design, and rules: Sami Laakso
There are three types of cards in the game. Two of them are animalfolk cards
Assisting development: Seppo Kuukasjirvi

and the last one is a rubbish card named junk.

Worldbuilding: Jason Ahokas, Talvikki Eskelinen .
Technique

Playtesting: Eero Kesild, Sami Soisalo, Laura Kesild, Esa Salminen

Téchnique cards can be played as a technigue action. A bonus action icon (4)

Proofreading: Tuomas Tervonen, Topher Wong in the card rewards the active player with a bonus action.

Special thanks to all 749 Kickstarter backers who helped to make this game a " Passive

reality! Kickstarter support provided by LudiBooster (ludibooster.com).

Passive cards have effects which apply when you have the card in your hand

If you have any comments, questions, or suggestions, contact us at: : . y
g Y y oGl 2 88 3 or when using the card for other actions unless stated otherwise on the card

info@snowdaledesign.fi (snowdaledesign.fi)

text. Show the card to other players when using its effect.

Rubbish

© 2015 Snowdale Design
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L, % Usually you can only use junk to purchase new animalfolk cards.
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Players start the game with multiple rubbish cards named junk in their decks. :




" Choose as many animalfolk decks as there are players, plus one deck. Put

. the other animalfolk decks back in the game box. You can change the feel of
the game by choosing animalfolks whose abilities match with your group’s
playing styles. For example, Thieving Northern Raccoons push towards
more player interaction while Lucky Ocelots bring total chaos! There’s a list

describing all the animalfolks on the last page of this rulebook.
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' e Build each player’s deck
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j The player who woke up the earliest today should
L start the game. When playing consecutive
| games, one of the losers should be the

starting player of the next game.

There sure seems to be a connection with
beingfirst at the market and getting
the go&al; [ wonder w/%.

—

by giving each player one
1 valued card from each
of the chosen animalfolk
decks and a number of
junk cards until they have
a total of 10 cards. Shuffle
the decks and place one
next to each player. Place
the remaining junk cards
near the playing area to

form a separate junk pile.

Put the remaining 1 valued

animalfolk cards back

in the game box. Shuffle
the remaining animalfolk
cards. This becomes the

market deck.

.
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Place the market board
next to the market deck.
Draw s cards from the
market deck and place
them on the board to

form the market.

Each player draws 5 cards
from their own deck to

form their starting band.
Player’s discard pile
Player’s merchant stall

Market’s discard pile
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Turn overview

" 1. Action phase - Do one of the following actions
a)Market action - Purchase a card from the market
b) Technique action - Play a technique card
¢)Stall action - Build a stack in your stall
d)Inventory action - Discard any number of cards from your hand
2.. Clean-up phase
1) Fill your hand back to s cards
2)Fill empty market slots

1. Action /b/taje - Do one action

Start your turn by choosing one of the four available actions. You do not get

to do the other actions this turn unless you’re awarded with a bonus action.

When a card tells you to throw away something, it does not go to your own
discard pile. Instead, junk cards are placed in the junk pile and animalfolk

. cards are placed in the market’s discard pile.

NOTE: Cards are placed face up in all discard piles. Players may look

through all discard piles at any time but not reorder them.

a) Market action - Purchase a card from the market

Buy 1 card from the market by paying its price in a combination of any cards
from your hand. Your cards are worth their printed value when used to
purchase new ones. The rightmost card’s price in the market is equal to its

| value. Moving to the left, prices increase one by one: +1, +2, +3, and +4, as

indicated on the market board slot. Place the cards you used to purchase
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in your discard pile and then place the newly purchased animalfolk card in

your hand.

NOTE: You are allowed to pay more than needed for a card if you can’t pay
less with the cards you are making the purchase. In other words the amount
you overpay must be smaller than the value of each card you pay with. For
example you’re allowed to buy a card costing 5 with two fours even with a
five card in hand, but are not allowed to use additional ones when buying

the same card with a five or a three plus a two.

All 5 start the competition with junk and a couple of trad
%.771@ toy;w;ybwénéwwﬁenwaczuirgnew iQuies
and, when to bui zy;tﬁtvmiefy#%our;taﬂ.

b) Technique action - Play a technique card

Play 1 technique card. Every technique card can be played as the trading
technique printed on the card’s bottom half. Show the card and do the
action described on the card. The effects always happen in the order they are
written on the card. Place the card in your discard pile after the card effects

have been resolved unless told otherwise.

NOTE: If you can’t draw, take, or exchange the defined amount of cards
specified in the effect, perfom the action with the maximum amount of cards

possible.

Ever, mvnaé‘o [k has its own way o

tmafg Someanbmé[oléj are ejiec};@ L
Svoo{at ] Snodjtvtfteir;tall g
while others resort to less reslbectaéle

methods.
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If you play a card that has a bonus action icon (4), you may take another
action after resolving this card’s technique. You’re awarded with the bonus
* action only if you use the card’s technique — not if you use the card to
purchase from the market or you play it to your stall, for example. You may
take successive additional bonus actions, as long as you have cards in your

hand. The next action can be any type of action.
You're able to /wr& and, Set more tﬁng
done?iyou/blm%ow; accordingty!
it At/ea;tﬂou;tic/e to less time
< ! con;umbg/méits...
B
NOTE: When you need to discard or throw away multiple cards at the same

time, you choose the order they go to the designated discard pile. The played

technique card goes to the discard pile after its effects have been resolved.

c) Stall action - Build a stack in your stall

Your merchant szall consists of 8 stacks of cards with ascending values. The
total value of your first stack must be exactly 1, the next 2, and so forth. Keep

in mind that you can’t play those cards for any other effects later once they’re

. inyour stall.
Youmi be wondering w u
cant/v”%tmé n &ourugall fafe
We're here to build our reputation e v
e Abhhsome SN

ot z ;

| witha litde bit o rubbish in
“(;» their booth...
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To build a stack, choose any number of cards from one animalfolk set from

your hand and place them in front of you to your stall with all the card

values visible. You can’t build a partial stack and continue to add to it later.
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In some cases certain card effects can modify your stacks’ values. That’s fine.

- When building up your next stack, it should always be valued the same as

F . i B )
. its sequence number in your stall. Once a stack is finished, it doesn’t matter
|

what values and cards it has in it, it’s considered finished.

f Once %au /out an item on dt,?bb&diﬂu

J/IOMMi't using-it. Weari
your ownkzc/la:%}eb a m‘:gqye way :‘3‘
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d) Inventory action - Discard any number of cards
- from your hand

Place any number of cards from your hand into your discard pile.
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2)) Fill empty market slots

3 B e A2 MR I o digeho tnaction and po iR If there are empty slots in the market, move all cards to the next empty slot
to the right if' it’s possible to do so. Draw new cards from the market deck and

. bonus actions.
! fill the slots with them from right to left until the market has s cards in it.

1) Fill your hand back to 5 cards The fresll ;tzﬁ s Suamntew[ to be overlbricea[. Hope pou have some extra
Draw cards from your deck until you have 5 cards in hand. There’s no ‘ aurr to /706”' e. Once the mar ket ers see demand, sn't Qlflﬂ'«”
maximum hand size, in case you had more cards in hand before. Only the ‘ tflere, ljley Ml[ /mméle t/zm;elvej o(i;count tﬁe /bncej A lttde

active player fills their hand. If other players hold less than 5 cards for any }

Ifth ket deck d d ds fi he deck,
reason, they fill up only at the clean-up phase of their own turn. e O L O LR e O P

shuffle the market discard pile and use it to form a new market deck. If the

Teo/b/eneeo{a}netv o;Sam'zedwir

%v‘teragenerowvmt o . [~ §-
%aﬂ . =l

market deck and discard pile run out at the same time, nothing happens.

There's no such tfu'rbva; mﬁmte resources. Once everytning is Sme it's

] * ne. Well, ' u could just wait for the next shipment of eoods
;n;;(;:a;e;nddmzut * » g R ‘SIZat'; 50«116[%%}%1«/, !ut#aune]:;{to ﬁh—i)’/l. yowr stall :f];;(;/

w/:ere';tfwﬂnintfmt? - i | i 9L&ouu/on't,léet50meoneeljew g

9ue5t5 cou/alée" . / . "4-_‘

Any time your deck runs out and you or anyone else needs to draw new

deck and discard piles ever run out at the same time when you need to draw

|
]
cards from it, shuffle your discard pile and use it to form a new deck. If your (
} Once a player places the 8th stack in his merchant

| new cards, draw junk cards from the junk pile to fill your hand to 5 cards. In stall, he is immediately celebrated as the winner

. the rare case the junk pile runs out, use the cards from the decks not in play of the game.

- as substitutes. Junk cards are the only cards considered to be unlimited in

‘e When one stall is finished, the owner is declared
| ; ﬁnd wtaéleﬁ ‘ to be the winner of the corv?betitzbn and rewarded
n case you can't cut&ﬁibgmore; : £ with a membership to the euild. There's only one
5@[&, I bet you Awe/b 1166{170 b }’MééL)’/l /181'6' E. | winner eac/t /’7050 [0561’;5125/6 /blen% #nt%tw to #
and there rtfwrmn&da#. /xone%eir;ﬁflzj] -
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. ”‘?”/”&‘_’;‘;"1; paca

Hand Management - Macaws help you manage your hand of cards. New players like

their opportunistic nature while seasoned players use them to optimize their play.

& Deaﬂrg siant /nanc{aj

Market Proficiency - Pandas are close friends with the market keepers and benefit

from that. They’re great for beginners and players wanting a more peaceful game.

o0 mMgnortfwm raccoons

Direct Conflict - Raccoons are a great addition for players wanting some conflict.

They don’t care about the definiton of “ownership”. You have been warned!

& Hoarcé}g %Jwelf

Stall Manipulation - No one can set up their stall faster than squirrels. Inexperienced

players like these hoarders, while experts can pull off nice combos with them.

"o Lurk%oce/ot;‘

Chaos and Luck - Ocelots can give you an edge if luck is on your side. Add these to

the game when you want to introduce a little havoc to your contest!
9 Ado}ntvg veiled, chameleons

Imitation - Chameleons make you play your cards as if they’re other cards in the

game. They are recommended for more experienced players with long-term plans.

A passive chameleon card in your hand is an identical copy of one valid card for all
purposes of play. If there is a valid card, you must copy it before using the chameleon
card. If there are no valid cards or the copying effect loops back to the original card, :
the chameleon card is considered to have its own set icon and value. The copying effect §
lasts the current turn or as long as the copied card’s effects last, whichever last longer. ‘j
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