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Game overview

In Dale of Merchants, players take the roles of animalfolk merchants 
learning new techniques, trading goods, and managing their stocks. 
The gameplay is customisable to your liking by inviting different 
animalfolks to the trading competition. The first player to finish their 
astounding merchant stall is the winner of the game!

The time of progress and creativity is now! The Greatest Exhibition 
in the World is again showcasing the latest innovations in technology 
and arts from all over the world. Over 50 participating nations are 
looking to awe the world with their feats in engineering and design. 
The popular fair is held every five years, this time returning to its 
roots in Pekhines, the capital of Mitchatan in North America.

During the Exhibition, the Bureau of Wonders, the organisation 
responsible for the fair, is looking for a resourceful visionary to lead 
the search and selection of marvels for the next fair. What better 
way to do so than to host a high-stakes trading competition? The 
winner shall be awarded the position of honour: The Director of the 
Greatest Exhibition in the World.

This uniquely unusual opportunity has attracted the attention of 
many hopefuls far and wide. Numerous eccentric and colourful 
characters from around the world are gathering in Pekhines in 
hopes of proving themselves and their abilities. This competition will 
be one to remember!

Other games in the series

Dale of Merchants Collection is fully compatible with all other 
games in the Dale of Merchants series. You can freely mix and match 
animalfolk decks and other content between the games for increased 
variety. There is enough room in this game’s box to store the content 
of all other games in the series as well.

Sections highlighted in green, such as this one, contain new rules and 
clarifications to existing rules. Make sure to read those before playing 
the game, even if you have played another Dale of Merchants game 
before.

From page 8 onward, this rulebook presents new features in Dale 
of Merchants Collection that enhance the existing gameplay. These 
include team rules for 4 players, trap cards, and character cards!

We hope you have an exciting time exploring Dale of Merchants 
Collection and everything it has to offer!
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Components

The Dale of Merchants Collection game box has room for the contents of all other games in the series. Therefore, this page lists the contents of all 
Dale of Merchants games. Please refer to the list below Dale of Merchants Collection to see which components are included in this box.

Dale of Merchants
The Guild of Extraordinary Traders 

●● 110 cards
○○ 6 animalfolk decks (15 cards in each)

●● Snappy Scarlet Macaws
●● Dealing Giant Pandas
●● Thieving Northern Raccoons
●● Hoarding Flying Squirrels
●● Lucky Ocelots
●● Adapting Veiled Chameleons

○○ 20 junk cards
●● 1 market board
●● 1 ocelot die  (0, 1, 1, 2, 2, 3)
●● 1 rulebook

Dale of Merchants 2
The Era of Trade Masters 

●● 110 cards
○○ 6 animalfolk decks (15 cards in each)

●● Experimenting Platypuses
●● Diligent Pale-throated Sloths
●● Intimidating Dwarf Crocodiles
●● Friendly Fennec Foxes
●● Reckless Marbled Polecats
●● Observant Snowy Owls

○○ 20 junk cards
●● 1 market board
●● 1 polecat die  (1, 1, 2, 2, 3, 3)
●● 1 rulebook

Dale of Merchants 3
The Grand Continental Railway 

●● 110 cards
○○ 6 animalfolk decks (15 cards in each)

●● Archiving Desert Monitors
●● Discontent White-headed Lemurs
●● Scheming Green Magpies
●● Sharing Short-beaked Echidnas
●● Superstitious Snowshoe Hares
●● Prepared Grizzled Tree-kangaroos

○○ 20 junk cards
●● 1 market board
●● 1 hare die  ( , ,  , , , )
●● 1 rulebook

Systematic Eurasian Beavers
Mini Expansion 

●● 25 cards
○○ 1 animalfolk deck (15 cards)

●● Systematic Eurasian Beavers
○○ 8 junk cards
○○ 1 portable market card
○○ 1 rules card

●● 220 cards
○○ 8 animalfolk decks (15 cards in each)

●● Vigorous Emperor Penguins
●● Wealthy Tuataras
●● Enthusiastic Wood Turtles
●● Mischievous Tasmanian Devils
●● Fickle Giant Pangolins
●● Swindling Black-headed Gulls
●● Lively Slender Mongooses
●● Stealthy Long-winged Tomb Bats

○○ 20 junk cards
○○ 27 deck selection cards
○○ 20 trap cards
○○ 33 specialty cards

●● 64 large cards
○○ 55 character cards
○○ 9 specialty cards

●● 1 market board
●● 2 pangolin dice 

( , , , , , )
●● 50 cardboard coins

○○ 40 small coins valued 1
○○ 10 large coins valued 5

●● 42 cardboard tokens
●● 1 cardboard clock
●● 32 card dividers
●● 1 animalfolk compendium
●● 1 rulebook

Dale of Merchants Collection
The Greatest Exhibition in the World 
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Card overview
This section describes the different card types found in the game.

Some card effects allow you to bend the rules of the game. In case 
of such rule conflicts, text on cards overrides this rulebook. Always 
resolve a card’s effects in the order they are written.

Many cards use keywords which are explained on page 10 and on the 
back of the Animalfolk compendium.

Animalfolk cards

Each animalfolk deck contains 15 animalfolk cards. These cards have 
values ranging from 1 to 5 and are the core element of the game.

Value, set icon, and possible bonus 
action icon 

Card and set name

Card type

Effect and flavour text

Game icon (The Greatest 
Exhibition in the World )

There are two types of animalfolk cards: technique and passive cards.

Technique cards can be played as a technique action. A bonus action 
icon  on the card rewards the active player with a bonus action after 
using the technique.

Most passive cards have effects which apply when you have the card in 
your hand. Some passive cards can also provide their effects elsewhere 
if their effect text states so. When you want to use a card for its passive 
effects, show the card to other players and fully resolve its effects.

Junk cards

Players start the game with multiple junk cards 
in their decks. Junk is primarily used to purchase 
new animalfolk cards from the market.

Deck selection cards

Only a few animalfolk decks are used in each 
game. You can use the deck selection cards 
to compare the decks and choose a desired 
combination or randomise the selection.

Character cards

Character cards provide the players with 
unique and powerful abilities. Each player 
receives one at the start of the game if you 
choose to use them. For further information 
see page 9.

Specialty and trap cards

Specialty cards are used alongside their 
respective character cards and their function 
varies wildly from card to card. For further 
information see page 9.

Trap cards are another optional feature 
that may be included in the game if you want to further increase the 
interaction between players. For further information see page 8.

Both specialty and trap cards have specific owners. Furthermore, 
these cards can never be placed into your merchant stall.

1

2
3
4
5

The Wealthy Tuataras animalfolk deck and many character cards 
provide players with gold . Gold  can be used to purchase 
new animalfolk cards from the market and to pay for the costs of the 
spend and finish keywords. A single gold coin is worth 1 (in terms of 
game mechanics, a large coin is five small coins). Gold  is placed 
into the bank after it is used, but gold  you have acquired remains 
in your possession from turn to turn. There is no limit to the amount 

of gold   you may have.

Many character cards use tokens . Tokens  are used to keep 
track of various effects. When an effect adds tokens , take them 
from the supply. Similarly, when an effect removes tokens , place 
them into the supply.

There are considered to be unlimited amounts of both gold  and 
tokens . In the rare case either the bank or supply runs out, use 
something else as substitutes.

Gold  and tokens

Place 2  from the bank on this 
card. At the start of your next 2 
turns, take 1  from this card.

z
Tuataras are deeply ashamed of their violent history 
of piracy and colonialism. They prefer to avoid the 
topic altogether, especially with other animalfolks.

Technique

1 AVID FINANCIER
Wealthy Tuataras

2

1

3

4
5

This card cannot usually be included in a stack.zWorn out belongings can tell stories from the past, nostalgic tales about different times. One just needs to listen.

Rubbish

1 JUNK
Worthless Merchandise

Finishing later
zTurtles like to play new techniques but struggle to finish them. If you’re not careful, everything can come to a standstill. You will have to think around this.

Complexity

  

Interactivity

  

Nastiness

  

Randomness

  

Enthusiastic Wood Turtles

Rummage   1    Your action phase

Emel the

Setup: Shuffle 5 additional junk cards into your deck.

Spend x (1 - 3) to draw x-1 cards from your deck and place them into your hand.
zEmel’s store of second hand goods has become something of a tourist 

attraction, even if that is hard to believe stepping foot into its humble 
interiors. It is a mess, crammed full of merchandise well past its prime that 
Emel has stockpiled for a rainy day, raising the question how anyone could 
ever find anything amidst all of the junk. Even thieves rarely dare to try.But Emel at work is truly a marvel to behold, seeing the way the peculiar 
host navigates his hoard, bouncing and weaving among the piles, nimble 
as a circus performer. His shop may seem like complete and utter chaos, 
but to him it is a finely organised chaos, one that he feels at home in.

Red Squirrel
Hoarder

After another player purchases a card, you may discard this card to search your deck for a card and place it into your hand. Shuffle your deck.
Return.

Passive

2 CAMOUFLAGERozan’s  Spying Card

Place this card on top of another player’s discard pile.
The purple player draws acard from their deck and places it into their hand. Return.

Technique

1 MISDIRECTIONPurple Player’s  Trap Card
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Game setup

Choose as many animalfolk decks as there are players, plus one deck. 
You can change the feel of the game by choosing animalfolks whose 
qualities match your group’s playing styles or mood. The separate 
animalfolk compendium describes all of the animalfolk decks and any 
special rules regarding their card effects.

Deck selection cards have series of icons representing each animalfolk 
deck’s complexity, interactivity, nastiness, and randomness. We 
recommend choosing low complexity decks for your first few games. 
You can also use the deck selection cards to pick the decks at random.

Take the chosen animalfolk decks from the game box.

If you wish to use the trap cards, see page 8.

If you wish to play with the character cards, shuffle them 
together and deal 2 to each player. Each player chooses one card 
to keep, and all players simultaneously place their chosen cards 
face up in front of them. Place the unused character cards back 
into the game box. If any of the chosen cards have setup 
instructions, follow those during the setup when appropriate.

For further instructions about using character cards see page 9.

If any of the chosen animalfolk decks or character cards use 
gold  or tokens , gather them together to form the bank 
and supply respectively.

Form each player’s starting deck by giving everyone one card 
valued 1 from each of the chosen animalfolk decks and a 
number of junk cards until each player has a total of 10 cards. 
Shuffle the decks.

Place the unused animalfolk cards valued 1 back into the game 
box. Shuffle the remaining animalfolk cards valued 2–5 
together to form the market deck.

Place the market board next to the market deck. Draw 5 cards 
from this deck one by one and place them faceup on the slots 
on the board (starting from the right) to form the market.

Place the remaining junk cards faceup near the playing area to 
form a separate junk pile.

Each player draws 5 cards from their own deck to form their 
starting hand.

Player’s discard pile

Player’s merchant stall

Market’s discard pile

The player who woke up the earliest today should start the game by 
taking the first turn. When playing consecutive games, one of the 
losing players should be the starting player of the next game.

1

2

3

4

5

6

7

A
B
C

A

C

B

4 6
5

3 7

1

2

Example of a
2 player setup
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Turn overview

During the game the players take turns in a clockwise order. A 
player’s turn consists of an action phase followed by a clean-up phase.

1. Action phase - Perform one of the following actions

a) Market action - Purchase a card from the market

b) Technique action - Play a technique card

c) Stall action - Build a stack in your stall

d) Inventory action - Discard cards from your hand

2. Clean-up phase

1) Fill your hand back to 5 cards

2) Slide cards and fill empty slots in the market

1. Action phase - Perform one action

Perform one of the four available actions.

IMPORTANT: Cards are placed faceup on all discard piles. Players 
may look through all discard piles at any time, but may 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. A card’s price in the market is 
equal to its value plus the (possible) added cost printed on the market 
board above the card slot. Moving to the left, the added costs increase 
one by one from 0 to +4. Place the cards you used to purchase on 
your discard pile and then place the newly purchased animalfolk card 
into your hand.

IMPORTANT: You may overpay, but all cards you use for the 
purchase must be necessary for reaching the price of the new card. 
If you could withhold one or more cards and still be able to pay the 
price, you must do so. The cards left in your hand do not matter. For 
example, you are allowed to buy a 5 cost card using two cards each 
valued 4 (totalling 8) even if you have a card valued 5 in your hand. 
However, you cannot use the 5 and 4 together, because the 4 would 
be redundant.

You may use acquired gold  to cover some or all of the price. 
Each gold  is worth 1 which means you cannot overpay with it. 
If the price of a card is 0 or less for any reason, you may purchase it 
without using any cards or gold .

b) Technique action - Play a technique card

Play 1 technique card from your hand. Show the card and do the 
action described in its effect text. The effects always happen in the 
order they are written on the card.

Place technique cards in front of you for the duration of their 
effect. These cards are in your schedule. They are unaffected by 
other effects until they are fully resolved. In case multiple effects of 
cards in your schedule resolve at the same time, you choose the order 
those effects resolve in.

After a technique card’s effects have been fully resolved, place it on 
your discard pile unless told otherwise.

IMPORTANT: If you cannot draw, take, or exchange the exact 
amount of cards specified by the effect, perform the action with the 
maximum amount of cards available. However, if any deck runs out 
and you or anyone else needs new cards from it, shuffle its discard pile 
and use it to form a new deck. Searching a deck that has no cards 
in it does not trigger the forming of a new deck.

After resolving a card’s immediate effects, advance the clock hand one 
space  clockwise if the clock  is in play. Then, if the card has 
a bonus action icon , perform another action this turn. The 
bonus action is always awarded on the turn the card is played, 
even if the card remains in your schedule and has delayed effects.
Your bonus action can be any of the four usual actions. If you use 
your bonus action to play another technique card that also has a 
bonus action icon , you then perform another action – and so on.

IMPORTANT: The bonus action is awarded only when a card is 
played using its technique – not if it is used as part of a purchase, 
played into your stall, or for any other reason.

When you need to discard or throw away multiple cards at the same 
time, you choose the order in which they go to their designated 
discard pile.

Whenever an effect lets you guess a card, show the card to 
everyone so they can confirm the result.
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c) Stall action - Build a stack in your stall

Each player’s individual merchant stall has room for 8 stacks of cards 
that have ascending total values. The total value of your first stack 
must be exactly 1, the next exactly 2, and so on. They have to be built 
in ascending order from 1 to 8. The cards you use to build stacks in 
your stall can no longer be used for other actions.

To build a stack, choose any number of animalfolk cards that belong 
to a single animalfolk set from your hand, whose values add up to 
the required amount, and place them in front of you into your stall. 
Stacks are placed faceup in a way that leaves all of the card values 
visible. A stack must be completely built in a single action. You 
cannot build a partial stack and continue to add to it later.

Example of a player’s stall where the first 6 stacks have been built

In some cases certain card effects can modify your stacks’ values or 
manipulate the cards in them. That is fine. After a stack is finished, 
it does not matter what its value is or what cards are in it. The total 
value of your next stack is only determined by the number of stacks 
you have already built, not by what is in them.

d) Inventory action - Discard cards from your hand

Place any amount of cards from your hand into your discard pile. You 
may use this action to discard 0 cards.

2. Clean-up phase

After the active player has performed the chosen action and possible 
bonus actions, their action phase ends immediately and their clean-up 
phase begins. Clean-up is still considered a part of the active player’s 
turn and they may use passive effects of certain cards.

1) Fill your hand back to 5 cards

Draw cards from your deck into your hand one by one until you 
reach your hand size, which is 5 by default. If the number of cards 
in your hand already exceeds your hand size for any reason, do not 
discard the extra cards. You should always reach at least your hand 
size by the end of this part of the clean-up phase, even if cards are 
removed from your hand during it. Only the active player fills their 
hand.

Whenever your deck runs out and you or anyone else needs new cards 
from it, shuffle your discard pile and use it to form your new deck. 
Searching a deck that has no cards in it does not trigger the 
forming of a new deck.

If your deck and discard pile run out at the same time and you need 
to draw new cards during clean-up (and only during clean-up), draw 
junk cards from the junk pile to fill your hand to your hand size. 
Unlike all other card types, there is considered to be an unlimited 
number of junk cards. In the rare case the junk pile runs out, use cards 
from the decks that are not in play as substitutes for junk cards.

2) Slide cards and fill empty slots in the market

Move the cards in the market to the rightmost empty slot one by one 
starting from the right. Then draw new cards from the market deck 
one by one to fill the empty slots, again starting from the right.

If the market deck ever runs out and you need cards from it, shuffle 
the market discard pile to form a new market deck. If the market deck 
and discard pile run out at the same time, the market will be only 
partially filled.

Winning the game

Once you build the 8th stack in your merchant stall, the game ends 
immediately and you are celebrated as the winner.

Certain character card effects may make you ineligible to win the 
game. In such a case you may still build the 8th stack in your stall
but not more after that. If you then manage to get rid of the condition 
that prevents your victory, you immediately win the game.
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In 4 player games the players can join forces to create teams. This 
reduces downtime and also introduces additional depth to the 
gameplay. We recommend trying out the team rules after playing a 
couple of games using the normal rules.

Setup

Form 2 teams of 2 players. Teammates should sit opposite each other 
so that each player has an opponent on both sides and a teammate 
across the table.

Choose 4 animalfolk decks instead of 5 to include in the game.

IMPORTANT: The game comes with 20 junk cards. You need 4 
more for the team rules. If you do not have additional junk cards 
from other Dale of Merchants games, take 4 cards valued 1 from a 
single animalfolk deck not used in the current game and use those as 
substitutes for junk cards.

Changes to the normal rules

Players in the same team share a merchant stall. The number of stacks 
needed to win the game is increased to 10, with the values of stacks 
increasing from 1 to 10 similarly to the normal rules. The team that 
first builds their 10th stack wins the game as long as neither 
player is ineligible to win because of character card effects.

When you build a stack, your teammate can help you build by adding 
one or more cards to the stack. However, the active player must 
contribute at least 1 card to the stack. Remember to fill your hand 
only during the clean-up phase of your own turn.

Some cards refer to opponents . All other players (excluding your 
teammate) are your opponents.

All communication is public.

Trap cards can be included into the game to add more interaction 
between players. They are recommended for more experienced 
players.

Using trap cards

A trap card can be played on another player’s discard pile and will 
trigger an effect when placed into the hand of a player that is not its 
owner. Trap cards also have a value and can be used to purchase cards 
from the market. Trap cards can never be used to build a stack.

Trap cards have painted sections at the bottom, accompanied by a 
warning icon . These are called alerts and their use is explained 

on page 10.

Setup

Each trap card comes in 4 different 
colours, one for each player. The 
player colour cards indicate which 
trap card belongs to which player.

Place a player colour card in front of each player. After choosing the 
animalfolk decks, choose a combination of trap cards to include in 
the game. We recommend choosing a maximum of 2 trap cards per 
game. Give each player the same chosen trap card combination of 
their colour. Place the unused trap cards back into the game box.

Each player shuffles their trap cards into their starting deck.

4 player team rules

Trap cards

Mongooses and bats use the clock . If 
you include either of them in a game, place 
the clock on the table and use it during the 
game to track the time of day. The clock 

hand starts at the first day  space .

Most card effects in these decks depend on the clock. These effects 
have day  and night  parts which are in effect only if the clock 
hand is in the corresponding space the moment you play the card. 
Advance the hand one space  clockwise after any player has played 
a technique card and resolved its immediate effects.

Clock

Place this card on top of 

another player’s discard pile.

The purple player draws a

card from their deck and places 

it into their hand. Return.

Technique

1 MISDIRECTION

Purple Player’s  Trap Card

Place this card on top of 

another player’s discard pile.

The purple player takes 2  

from the bank. Return.

Technique

2 INSURANCE FRAUD
Purple Player’s  Trap Card

Place this card on top of another player’s discard pile.
The purple player exchanges 3 random cards from your hand with the top 3 cards from your discard pile. Return.

Technique

3 STORAGE TRIP
Purple Player’s  Trap Card

Place this card on top of another player’s discard pile.Discard 4 cards from yourdeck one by one. Return.

Technique

4 STRUCTURAL WEAKNESSPurple Player’s  Trap Card
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Character cards are received at the start of the game and provide 
players with unique powers that drastically influence the game. We 
recommend trying out the character cards after playing a couple of 
games without them.

Character card overview

Character cards are divided into 3 colours based on their complexity: 
green are the easiest to play, yellow intermediate, and red the hardest. 
We recommend using only the green ones in your first few games 
with characters. You can add in the yellow ones and finally the red 
ones when you are familiar with how to use characters and ready for 
more complex abilities.

Character name and title

Colour denoting 
complexity

Additional components 
needed

Setup, abilities, passive 
effects, and flavour text

Game icon
(The Greatest Exhibition 
in the World )

A few character cards have a banner on the top right corner which 
says they require a teammate. These characters can only be used when 
you play using the team rules which can be found on page 8.

Specialty cards
Some characters have unique specialty cards. These have different uses 
which are always explained on the character cards or on the specialty 
cards themselves. Each specialty card has a name tag  with the name 
of the character it belongs to.

Some specialty cards are shuffled into players’ decks and function 
similarly to animalfolk technique cards. However, these cards have a 
specific owner and can never be placed into a stack. Such cards also 
have painted sections at the bottom, accompanied by a warning 
icon . These are called alerts and their use is explained on page 10.

Specialty cards that are not in your hand, deck, or discard pile cannot 
be stolen from you by any means.

Using character cards
Character and specialty cards provide different types of effects. 
Passive effects apply while the character card is in play. Abilities have 
a coloured bar at the top which shows the ability name and its usage 
restrictions.

Ability name

Ability usage count

Ability timing

Ability effect

Passive effect

Ability timing tells when you may use the ability. However, abilities 
cannot be used if you are in the middle of resolving another effect 
(including any card effects, actions, and filling your hand or the 
market). The usage count shows how many times you can use the 
ability during a single turn.

Turn:   Start of turn  Action phase  Clean-up phase  End of turn

If a character or specialty card effect activates an action, resolve that 
action as normal. It will count as your action for that turn, and a 
technique action can award you a bonus action as usual.

Some cards refer to opponents . All other players (excluding your 
teammate) are your opponents.

A few character cards utilise the different dice found in the Dale of 
Merchants series. These characters can only be used if you own the 
game that comes with the required die. For more information about 
the different games and their contents see the list of components on 
page 3.

Setup
After everyone has chosen their character cards, see if your character 
requires additional components. These are always listed below the 
name and title on the upper left of the card. Take the necessary 
components from the box.

If your character card has a bolded setup keyword, follow those 
instructions during the setup when appropriate.

If your character card lists specialty cards that are not mentioned in 
its setup instructions, place the cards near you on the table and keep 
them separate from other cards. They are considered to be at your 
disposal and their use is always explained on your character card or 
on the specialty cards themselves. However, large specialty cards are 
placed faceup on the table next to your character card instead.

1
2

3

4

5

1
2
3
4
5

Character cards

Pawn   1    Your action phase

the Northern Raccoon 
Pawnshop Keeper

Walok

1  Pawnshop

3  Guarantee Cards

Setup: Place your 3 guarantee cards on your 
pawnshop on their corresponding slots.

Spend 2 to draw 2 cards from another player’s 
deck. You may swap 1 animalfolk card from those 

with a guarantee card from your pawnshop. 
Place the cards on that player’s discard pile.

If you have no guarantee cards in your 
pawnshop, you cannot pawn .

z
The northern raccoon called Walok is known as a mostly harmless 

and knowledgeable pawnshop keeper. One that often asks to 
take a look at something and seemingly unintentionally walks 
away without returning it. He then decides between selling it 

or keeping it as a curiosity in one of his many pawnshops.

Pawn   1    Your action phase

the Northern Raccoon 
Pawnshop Keeper

Walok

1  Pawnshop

3  Guarantee Cards

Setup: Place your 3 guarantee cards on your 
pawnshop on their corresponding slots.

Spend 2 to draw 2 cards from another player’s 
deck. You may swap 1 animalfolk card from those 

with a guarantee card from your pawnshop. 
Place the cards on that player’s discard pile.

If you have no guarantee cards in your 
pawnshop, you cannot pawn .

z
The northern raccoon called Walok is known as a mostly harmless 

and knowledgeable pawnshop keeper. One that often asks to 
take a look at something and seemingly unintentionally walks 
away without returning it. He then decides between selling it 

or keeping it as a curiosity in one of his many pawnshops.

1

1 2 3

2

4

3
5

4

5
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All keywords, except alert, are bolded words in the card’s effect text. 
These are condensed forms of certain effects which function the same 
way every time. Effects of different keywords are described in detail 
below and at the back of the animalfolk compendium.

Alert  - An instant effect from a card you do not own

Painted sections accompanied by a warning icon  are called alerts. 
Whenever a card with an alert is placed into a hand of a player who is 
not the owner of said card, resolve the alert’s effect immediately. 
Simply seeing the card does not trigger the alert. The owner of the 
card cannot resolve the alert.

Finish - Release cards from your schedule

When you play a technique card that has the keyword finish, place 
the card into your schedule and resolve any effects in the card text 
that precede finish. The card stays in your schedule afterwards.

During your action phase, you may spend the amount listed after 
finish to continue resolving the card. This does not count as an 
action. Resolve any effects that come after finish in the card text and 
place the card into your discard pile.

Each card in your schedule with finish must be finished separately. 
You cannot combine the finish costs of separate cards.

Return - Give a card back to its owner

Cards that have a specific owner usually have the keyword return on 
them. When you resolve return, place the card on top of its owner’s 
deck. The owner of a card is specified in the name tag  below the card 
name.

Return is always within an alert.

Reusable - A specific type of a technique card

A reusable card is a technique card that you always place into your 
discard pile after it has been fully resolved. If there is a chance or an 
option for it to go anywhere else, it is not reusable.

Setup - Adjustments at the start of the game

If a character card has the keyword setup, follow the instructions that 
come after the keyword during the game setup when appropriate.

Spend - Pay for effects

Before you play a technique card, or use an effect, with the keyword 
spend, you must first pay the amount listed after spend in any 
combination of cards from your hand and acquired gold . Paying 
for spend follows the same rules as purchasing cards from the market.

Spend x is a special case of spend. It is always followed by a range 
of values which specifies the amount you can spend. The exact 
amount you pay (up to the maximum) determines the value of x for 
that effect. If there is a maximum value, you may overpay for the 
maximum value similarly to purchasing cards from the market.

Each spend must be paid for separately. You cannot combine the 
spend costs of separate cards or abilities.

Store - Save cards for later

When you play a technique card, or use an effect, with the keyword 
store, place the cards you wish to store facedown on the card with the 
keyword. You may look at your own stored cards at any time. Stored 
cards are untargetable by any effects other than those from the card 
they are stored on.

Throw away - Get rid of cards

When you throw away a card, place it into a location determined by 
its type.

•	 If it is a junk card, place it on the junk pile.

•	 If it is an animalfolk card, place it on the market’s discard pile.

•	 If it is a specialty or trap card, place it on its owner’s discard pile.

Keywords
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Game design: Sami Laakso

Development assistance: Seppo Kuukasjärvi

Illustrations and graphic design: Sami Laakso

Rules and card texts: Sami Laakso, Ville Reinikainen

World building: Talvikki Eskelinen

Card themes and flavour texts: Seppo Kuukasjärvi, 
Sami Laakso, Aro Laaksonen, Ville Reinikainen

Inspiration for trap cards: Jared McComb

Proofreading: Jens Bischoff, Jared McComb
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Special thanks to all 1826 Kickstarter backers who helped to make 
this game a reality. You’re magnificent!

Visit our homepage for the official FAQ, tournament rules, 
leaderboard, and more at (snowdaledesign.fi/dale-of-merchants-series).

If you have any comments, questions, or suggestions, contact us at
info@snowdaledesign.fi

We also read and follow conversations over at BoardGameGeek 
(boardgamegeek.com/boardgame/251551/dale-merchants-collection).
Feel free to post questions there and we will answer them as soon as 
we get a chance.

© 2019 Snowdale Design (snowdaledesign.fi). All rights reserved.
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