
The sun was peeping over the horizon, and Fleming was alre-
ady standing outside the lair. The crisp spring air made his 
long mustache vibrate, and birds chirping enveloped him like 
the blanket he had left on his bed. From the edge of the Forest, 
he observed the Farm beyond the large meadow, imagining 
the�treasures�he� and�his� companions�would��nd�by� sneaking�
inside that day. A shiver of excitement shook him at the very 
thought, and once again he found himself thinking with pride 

about what they were able to create with objects that humans 
considered trivial, if not outright waste.

“Good morning!” greeted Hippocrates as he came out of the 
den at that moment.

“Early riser than usual...” Pasteur commented behind him.
“He�who�sleeps�catches�no��sh,”�Fleming�replied�with�a�welco-
ming smile.
“Or... cheese!” corrected Kuliscioff appearing last.
Under the big oak the day began with the same jokes as every 
other day, but it hadn’t always been like this. There was a time 
when their lives were shut in four white and aseptic walls, and 

their home was a plexiglass cage from which they could only get 
out when humans decided so. It has been the humans who chose 
their names and endowed them with supernatural powers. Over 
time, Fleming and the others had become so intelligent that 
they were able to hide their abilities from the humans themsel-
ves, until one night they managed to escape. An escape planned 
to the smallest detail that had left no trace behind. The scien-
tists,�the�next�morning,�hadn’t�noticed�anything�at�a��rst�glan-
ce. And in fact nothing could have made them suspicious: the 
alarms were on as usual, and everything was in order, exactly 
as it had been left the night before. Only later when, opening the 
cages to catch the rats, they found themselves gripping the air, 
did they realize that what they saw were only holograms. They 
thought about any possibility, except that the architects of that 
disappearance were precisely the rats

Even now, that memory aroused great hilarity in Fleming. He 
and his companions had read about it in the newspapers they 
managed to salvage and from the news they listened to whi-
le sneaking into the Farm. Then, over time, everything faded 
away; the world forgot about them. After all, what could rats 
like them do in the wild…
“They’re not perfect yet,” Pasteur said, taking off his telescopic 
glasses, irritated.
“Don’t talk so loud! Do you want to make me deaf?” protested 

Hippocrates resentfully.
“It’s not him screaming... it’s you who forgot to turn off the acou-
stic�ampli�er”,�Kuliscioff�retorted,�pulling�a�device�as�small�as�
a speck of dust out of his ear.
“What could rats do on the loose?” - Fleming repeated mentally.
She breathed deeply and felt that this was exactly the life she 
wanted to live. When they had escaped from the Laboratory, 
they were just a few dozen specimens, and they had chosen 

that place to settle because it offered immense resources. In a 
short time they had built a lair equipped with all the comforts, 

better than any existing human habitation on the face of the 
earth. However, the colony was constantly growing, and it was 

necessary to create more and more rooms to accommodate 
the new arrivals, not only their children, grandchildren and 
great-grandchildren, but also mice who lived on the Farm and 
which they hosted, happy to share their comforts with who ha-
dn’t had the good fortune of being geniuses like them. The con-
tinuous growth made the four friends proud, they had formed 
their own large and lively family, but at the same time it wor-

ried them. In recent times, in fact, disagreements have arisen 
between them, and this tension risked affecting the harmony 
that had always reigned in the community. They had realized 
that, to avoid future quarrels, or even splits, it was necessary 
to appoint a leader who was a point of reference for everyone 
and who guided the life of the colony in a clear and unambi-
guous way.
But which of them would take on the role of leader? No one at 
the time had been able to answer, so they decided to solve the 
dilemma with a challenge: whoever, together with his family, 
managed� to�achieve�more� businesses� in� the� space� of��ve� days�
would become the head of the colony. And now Fleming, Pa-
steur, Hippocrates and Kuliscioff were there outside the lair 
eager to get started, already imagining how they would explore 
the Farm until they conquered it and found the materials to 

dig new rooms and build more beds. Like every day, they would 
acquire more skills and create amazing and useful inventions.
“Freedom leads to great things,” Fleming murmured, touching 
the stunning gun in his holster.
“And we’ll do them today,” Kuliscioff assured.
“I better than everybody else!” added Hippocrates.
“We’ll see...” Pasteur replied.

And so, the challenge began.
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OVERVIEW

In Rats of Wistar you will play the role of one of 

the four rats who organized the escape from the 

famous Wistar Institute. As such, you must lead 

your family to prove that you are the most worthy 

to guide the entire colony. Thanks to your extraor-

dinary skills, you will be able to explore the Farm 

until you reach the pantry to be able to grab the 

desirable cheese; by exploiting the artifacts aban-

doned by humans at the edge of the Wood, you 

will create new inventions and expand your lair 

under the trees, digging new rooms and building 

new beds. You will meet native mice that you will 

welcome into your family and visit the Alchemist 

mouse to gain some extra advantage.

The game takes place over 5 rounds, and you will 

score Victory Points (VP) as follows:

• building Beds

• digging Rooms

• solving Missions within the Farm

• welcoming Guest Mice

• creating new Inventions

• claiming Objectives

At the end of the game, the player with the most VP 

will be the winner. In the event of a tie, the player 

tied��rst�in�the�turn�order�wins.

GENERAL CONCEPTS

Player’s play area
A player’s play area is represented by all played 

cards, tokens, and tiles on and next to their Play-

er board.

Resources
Whenever you get a Wood, Metal, Movement or 

Joker token, take it from the general supply and 

place it in your play area. Whenever you have to 

pay one of these tokens, take it from your play 

area and put it back in the general supply. If the 

supply runs out of Wood or Metal tokens, you can 

use the corresponding Multiplier tokens.

Victory Points (VP)
Each time you score VP, advance your disc on the 

VP track a number of spaces equal to the VP you 

scored. Each time you lose VP, move your disc 

back on the VP track a number of spaces equal to 

the VP you lost.

Performing Actions
When you perform an action, you can always de-

cide to perform only a part of it (for example, if 

you don’t have enough resources to pay the ac-

tion at its full strength).

THE FARM IN DETAILS

The Farm is divided into three levels (starting from the bottom: Basement and House, formed 
��in�turn�by�the�ground��oor�and�1st��oor).

It also shows 7 rooms separated 
by Doors; in each room you can 
�nd�Guest Mouse tiles and/or 
Mission cards. In the last room of 
the�Basement,�you�can�also��nd�the�
most wanted Cheese.

It is possible to enter the Farm 

through 2 Doors, one on the ground 
�oor�and�the�other�on�the�1st��oor�

(reachable through the ivy that 
covers the facade of the Farm). 
At the start of the game your 

Explorer is placed outside the Farm 
(the entrance).

ROOM
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SETUP

Common setup

1 Put the Wheel and the Board together with 

the� pin� (the� �at� part� of� the� Wheel� touching� the�

board), then place the Board in the center of the 

table.

2 Randomly put the 6 Wheel Sectors  over the 

Wheel. The 3 Sectors showing the icons ( 2  ), ( 2 3  ) 

and ( 3 4  ) must be placed with the side matching 

the players count face-up.

3 Shuf�e�the�Objective cards, draw 3 random-

ly and place them on the Board in the designated 

space. Place the remaining Objective cards to the 

side of the Board (they may be brought into play by 

some game effects).

4 Shuf�e�the�Basement Mission cards and the 

Home Mission cards separately. Without looking 

at them, place them face down on the designated 

Farm spaces on the Board. The space with the icon 

( 3 4  ) is only used in games with 3 or 4 players; the 

space with the icon ( 4  ) is only used in games with 

4 players. Return any unused cards to the box.

5 Stack the 2 Cheese tiles on the correspond-

ing Farm space on the board, placing the tile 

showing 6 VP on top and the one showing 3 VP be-

low. The Cheese tile with the icon ( 3 4  ) is only used 

in games with 3 or 4 players. Put it back in the box 

when playing with 2 players.

6 Shuf�e�the�Basement Guest Mouse tiles and 

the Home Guest Mouse tiles separately. Without 

looking at them, place them face down on the cor-

responding Farm spaces on the board. Spaces 

with the icon ( 3 4  ) are only used in games with 3 

or 4 players; spaces with the icon ( 4  ) are only used 

in games with 4 players.

7 Take randomly, among those left, 3 Home 

Guest Mouse tiles and 2 Basement Guest Mouse 

tiles, then form a face-down Round stack, plac-

ing the 2 Basement Guest Mouse tiles below and 

the 3 Home Guest Mouse tiles on top. Place the 

Round stack in the designated space in the lower 

right�of�the�Board.�Reveal�the��rst�tile�and�place�it,�

face up, in the space just above. Place the remain-

ing Guest Mouse tiles, divided into two separate 

stacks (Home and Basement), in the general sup-

ply to the side of the Board.

8 Shuf�e�the�Door tokens and place them face 

down on the designated Farm spaces on the Board. 

Spaces with the icon ( 3 4  ) are only used in games 

with 3 or 4 players; spaces with the icon ( 4  ) 

are only used in games with 4 players. Return any 

unused tokens to the box.

9 Create a general supply next to the Board with 

the following tokens: Electricity (in a number equal 

to the player count), Wood, Metal, Multiplier, 1x, 

Joker, and Movement tokens. Place the Hero 

cards and Skill tokens next to the Board.
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Players setup

Each player:

10 Takes a Player Board and places it in front of 

them.

11 Chooses a color and takes all components of 

that color: 5 Discs, 3 Chief pawns, 9 Worker pawns, 

10�Cubes�and�2�Tent�pawns.

Then, each player places the following components 

on their Player Board in the designated spaces:

12 10 Cubes,

13 3 Chief pawns,

14 6 Underground tiles (VP-icon covers VP-icon),

15 6 Bed tiles (VP-icon covers VP-icon),

16 1�Worker pawn over each Bed tile and other 

2 above the Bed tiles (on the entrance of the lair),

17 the last Worker pawn on the Board, in the en-

trance area of the Farm. From here on, this Worker 

inside the Farm will be called the Explorer.

18 Each player places 3 Discs and 2 Tent pawns 

in their play area next to their Player Board,

19 1� Disc� on� the� space� “10”� of� the� VP� track�

around the Board.

20 Each player takes 2 Wood tokens, 2 Metal to-

kens�and�1�Movement token and places them in 

their play area next to their Player Board.

21 Each�player�takes�1�Summary tile land plac-

es them in their play area.

Last steps

22 Randomly�de�ne�the�turn�order.�Each�player�

places their last Disc accordingly on the corre-

sponding space on the board above the Alche-

mist’s Hut, from left to right.

23 Shuf�e� the� Basic Invention cards and the 

Advanced Invention cards separately and place 

the 2 decks face down next to the Board. Reveal a 

number of Basic Invention cards equal to the num-

ber of players; then reveal the same number of Ad-

vanced Invention cards and randomly associate 

them�in�order�to�form�pairs�(1�Basic�Invention�card�

+� 1� Advanced� Invention� card).� Then,� in� reverse�

turn order, each player chooses a pair of Invention 

cards. It will be their starting hand.

24 Finally, draw 4 Basic Invention cards and 4 

Advanced Invention cards and place them face up 

to the right of the relative decks to form a display 

of two rows. Leave some space for the discard piles 

to the left of each deck.

. 
GAMEPLAY

The game is divided into 5 rounds (which repre-

sent the 5 days during which the challenge be-

tween the families of Rats takes place).

Each round consists of 2 phases to be carried out 

in the following order:

1.�New�Round�Phase

2. Actions Phase

1. New Round Phase

This� Phase� must� not� be� carried� out� during� the� �rst�

Round.

In� the�New�Round�Phase,�carry�out�the�following�

steps in order:

a. Update the turn order 

based on the position of your 

Chiefs on the Alchemist’s Hut. 

If there are no Chiefs on the 

Alchemist’s Hut, the turn or-

der doesn’t change. If there 

are multiple Chiefs of the 

same color, consider only 

the position of the leftmost Chief to determine 

the turn order change.

b. Take your 3 Chiefs back from the Board and 

put them back on your Player Board.

c. If still present, discard from the game the 

Guest Mouse tile of the previous round (the face-

up tile in the bottom right of the Board) and re-

veal a new one from the top of the Round stack.

d. Turn the Action Wheel 1 Sector clockwise 

(60°).

e. Receive income from the Invention 

cards you have played and the tiles on your 

Player Board with the icon . All players can 

do this step at the same time. In the rare event 

that you need to follow an order, follow the 

turn order.
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f. Remove 1x tokens from your Invention cards 

(put them back in the common supply).

g. Discard the 2 rightmost cards from the dis-

play of Basic Invention cards into the corre-

sponding discard pile; slide the remaining cards 

to the right of the display and restore the row of 

4 face-up cards, drawing two new ones from the 

deck. Do the same with the row of Advanced In-

vention cards. In the rare event that a deck runs 

out,�shuf�e� the�corresponding�discard�pile�and�

form a new deck.

2. Actions Phase

Following the turn order, take your turn by placing 

a Chief on the Action Wheel or on the Alchemist’s 

Hut to perform the corresponding actions.

During your turn, you can also perform one or 

more Quick actions that do not require placement 

of the Chief.

When all players have completed their 3 turns (i.e. 

they have placed their 3 Chiefs), the Actions Phase 

and the current round end.

2.1 Wheel Actions

To perform a Wheel action, you must place your 

Chief in a free space on a Sector of the Wheel. Then 

carry out the corresponding Main and Bonus ac-

tions, in the order you prefer. You must, however, 

complete�all�effects�of�the��rst�chosen�action�be-

fore performing the second.

Important:�you�cannot�place�more�than�1�Chief�of�

your color in the same Sector.

MAIN ACTIONS

There are 6 different Main actions, divided into  
3 Areas:

Forest Area  - Collecting Wood

 - Digging Rooms

Lair Area  - Collecting Metal

 - Building Beds

Farm Area  - Developing Projects

 - Exploring

Remember: the Strength of the Main action is equal 

to the number of your Workers in the related Area. 

THE ACTION WHEEL IN DETAILS

The�Action�Wheel�shows�6�Sectors.�Each�Sector�has�from�1�to�3�exclusive�Action�space,�and�each�

space offers different Bonus Actions.

Each Sector is related to a Main action whose 

icon is shown outside the Action Wheel.

Furthermore, in pairs, the Sectors are related 

to one of the 3 Areas outside the Wheel: Forest 

Area, Lair Area and Farm Area. You will place 

your Workers in these Areas.

The space where you place your Chief 

determines which Bonus action and which 

Main action you will perform.

The number of Workers in the related Area 

determines the Strength of your Main action.

At the start of each round, the Action Wheel 

spins�by�1�Sector�(60°)�clockwise.
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ACTIONS IN THE FOREST AREA

Collecting Wood

Take a number of Wood tokens equal to 

the Strength of your action.

Digging Rooms

You can dig as many Rooms as the Strength 

of your action.

Each Room costs 2 Metal. Each time you dig a 

Room, remove the Underground tile with the low-

est VP value from your Player Board; keep the Un-

derground tile in your play area.

You will use Rooms to host Bed tiles and Guest 

Mouse�tiles.�Each�Room�can�host�only�1�tile.�At�the�

beginning of the game, you have 3 Rooms already 

available. If you want more, you must remove the 

Underground tiles from your Player Board per-

forming the Digging Rooms action.

ACTIONS IN THE LAIR AREA

Collecting Metal

Take a number of Metal tokens equal to the 

Strength of your action.

Building Beds

You can build as many Beds as the Strength 

of your action. 

Each Bed costs 2 Wood. Whenever you build a Bed, 
take�the�Bed�tile�with�the�lowest�VP�value,��ip�it,�and�
place it into a free Room on your Player Board. Place 
the Worker that was over the tile on the space above 

(the entrance of your lair).

You will be able to move this Worker to the Board 
using the corresponding Quick action (see Quick Ac-
tions on�page�15).

If you have no free Rooms, you cannot perform 

this action.

Example: Danilo (red) performs the Main action Digging Rooms with 

a value of 3, so he could dig up to 3 Rooms. Unfortunately, he doesn’t 

have enough Metal; so he decides to 

dig 2 Rooms paying 4 Metal tokens

(2 for each Room).

He removes the 2 Underground tiles 

with the lowest value from his Player 

Board (0 VP and 1 VP).

Example: Danilo (red) performs the Main action 

Building Beds with a Strength of 2, so he could 

build up to 2 Beds. Unfortunately, however, he has 

only 1 free Room on his Player Board; so he pays 2 

Wood tokens to build 1 Bed and moves the lowest 

value Bed tile (2 VP) to the free Room. Then, he 

places the Worker on the entrance space.
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ACTIONS IN THE FARM AREA

Developing Projects

This action allows you to take new Inven-

tion cards and add them to your hand. 

You have as many Project points ( ) 

available as the Strength of your action. 

Taking� 1� Basic� Invention� card� costs� 1� Project�

point;�acquiring�1�Advanced�Invention�card�costs�

2 Project points.

You can choose cards from the display, or you 

can draw them from the top of the decks.

At the end of your turn, restore the rows of Inven-

tion cards by sliding the remaining cards to the 

right�and��lling�the�empty�spaces�with�new�cards�

drawn from the corresponding decks.

In�the�rare�event�that�a�deck�runs�out,�shuf�e�the�

corresponding discard pile and form a new deck.

Important: there is no limit to the number of 

cards you can have in your hand.

Exploring

This action allows you to enter the Farm 

and explore its Rooms with your Explorer. 

You have as many Exploration points ( ) 

available as the Strength of your action

For each Exploration point, you can perform one 

of the following actions, as indicated in the upper 

left corner of the Board:

You can repeat the same action several times, 

provided that you have the necessary Exploration 

points�and�ful�ll�all�the�requirements.

Opening a Door - Open a Door adjacent to 

a Room where your Explorer or one of your 

Tents is located (see Quick Actions on page 

15).�If�your�Explorer�is�on�the�Entrance�of�

the Farm, you can choose whether to open the door 

on�the�ground��oor�or�the�1st��oor.�To�open�a�Door,�

�ip�the�Door�token�and�immediately�get�the�indi-

cated bonus (for the meaning of the bonuses, see 

the Appendix� on�page�18).�Then�remove�the�Door�

token from the Board and place it, face down, in 

your play area. Once a Door token is removed, the 

corresponding passage between two Rooms is 

considered open for the rest of the game, and any 

Explorer will be able to move through it (see Moving 

the Explorer below).

Moving the Explorer - Move your Ex-

plorer from one Room to an adjacent 

one. You can only do this if the passage 

between the two Rooms is free (the Door token 

has already been removed). There is no limit to 

the number of Explorers in the same room. 

Revealing a Mission Card - Reveal a 

face-down Mission card in a Room 

where your Explorer or one of your 

Tents is located (see Quick Actions� on� page� 15).�

You immediately get the bonus indicated on the 

bottom left of the Mission card. The Mission card 

will remain face-up in the Room and may be re-

solved by any eligible player (see Resolving a Mis-

sion on�page�13).

Example: Danilo performs the Main action 

Developing Projects with a Strength of 3. He has 

3 Project points available. He chooses to take the 

Advanced Invention card “Sonic Jet” (2 Project 

points) and the Basic Invention card “Wooden 

Bicycle” (1 Project point). Heputs the cards in 

his hand. Then he slides the remaining cards in 

each row of the display to the right and draws a 

card�from�each�deck�to��ll�the�empty�spaces�on�

the left.
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GUEST MOUSE TILES IN DETAILS

All Guest Mouse tiles have an effect which can 

consist of:

an immediate effect ( ) that you apply 

immediately when you take the tile,

an income ( ) that you get immediately and 

during�each�New�Round�Phase,

a permanent effect ( ) that you apply 

whenever you meet the indicated conditions.

At the end of the game, each Guest Mouse tile on 

your�Player�Board�will�give�you�from�0�to�3�VP.

For the effects of the game, the Cheese tile is 
considered the same as a Basement Guest 

Mouse tile; it has no effect, but it will give the VP 

indicated on it at the end of the game.

Immediately draw 1 Advanced 

Invention card from the deck. At the 

end of the game, it will be worth 3 VP.

Immediately and during each New 

Round Phase, you score 1 VP. At the end 

of the game, it will be worth 0 VP.

Each time you play an Automa 

Invention card, pay 1 Wood token or

1 Metal token less. At the end of the 

game, it will be worth 2 VP.

At the end of the game, this tile will be 

worth you 6 VP. Each player can have 

only 1 Cheese tile.

2.2 Bonus Actions

Bonus actions are distributed in the various Sec-

tors of the Action Wheel in different ways depend-

ing on the number of players. They are described 

in detail below:

Moving Workers

 
/ 

As indicated by the icons, you 

can�move�1� or� 2�Workers� from�

one Area to another. If you move 

more than one Worker, you can move them into 

different Areas.

Taking a Joker token

Take�1�Joker�token�from�the�general�sup-

ply and place it in your play area. When 

you�play�1�Invention�Card�(see�Playing In-

vention Cards�on�page�11)�or�resolve�a�Mission�(see�

Resolving a Mission�on�page�13),�a�Joker�Token�can�

replace one of the following Skill icons:

     

You cannot use a Joker token to claim an Objec-

tive (see Quick Actions - Claiming an Objective on 

page�16).

1 2

Taking a Guest Mouse - Take a face-

down Guest Mouse tile in a Room where 

your Explorer or one of your Tents is lo-

cated (see Quick Actions�on�page�15).�Flip�the�Guest�

Mouse tile over and place it in a free Room on your 

Player Board.

If you have no free Rooms, you cannot perform 

this action. (For an explanation of the icons on the 

Guest�Mouse�tiles,�see�the�Appendix�on�page�18).

If you are in the last room of the Basement, you 

can take the top Cheese tile and, in the same way 

as a Guest Mouse tile, place it in a free Room on 

your� Player� board.� Each� player� can� have� only� 1�

Cheese tile.

For all the effects of the game, the Cheese tile is 

considered a Basement Guest Mouse tile.

Example: Simon (blue) performs the Main action 

Exploring with a Strength of 3 and has

3 Exploration points available.

With�the��rst�Exploration�point,�he�opens�the�

Door next to his Explorer and gains 1 Metal as 

indicated on the Door token (he places the Door 

token face-down in his play area); with the second 

Exploration point, he moves his Explorer to the 

adjacent Room (which has become accessible); 

with the last Exploration point, he reveals the 

Mission card, receiving the indicated bonus (2 

Wood). Simon could have taken the Guest Mouse 

tile in that Room instead.
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Taking a Basic Invention card

Take�1�Basic�Invention�card�from�the�top�of�

the deck and add it to your hand.

Taking Metal

1
Take�1�Metal�token.

Taking Wood

1
Take�1�Wood�token.

One Exploration point

You�have�1�Exploration�point�available�to�

be used immediately.

The Alchemist’s Potion

Obtain the Alchemist’s Potion without 

placing your Chief on the Alchemist’s Hut 

(see 2.3 Alchemist’s Action�on�page�15).

Taking the Guest for the current round

Take the Guest Mouse tile of the current 

round (the face-up tile in the designated 

space at the bottom right of the Board) 

and place it in an empty Room on your Player 

Board. If you have no free Rooms on your Player 

Board, leave the tile on the Board, it will be dis-

carded at the end of the round.

There� is� only� 1� Guest� Mouse� tile� available� each�

round.

Playing an Invention card

If you meet the requirements, you can 

play�1�Invention�card�(Basic�or�Advanced)�

from your hand and place it face up into 

your play area (see Playing Invention cards 

here on the right for details).

Resolving a Mission

If you meet the requirements indicat-

ed by a Mission, you can take a Cube 

from your Player Board and place it on 

that row of a Mission card. You get the 

indicated bonus immediately (see Resolving a Mis-

sion �on�page�13�for�details).

Playing Invention cards

To play an Invention card, you must meet the re-

quirements indicated on the card. The require-

ment may consist of:

• a payment in Wood and/or Metal,

• a payment in Movement tokens,

•� the� possession� of� a� speci�c� type� of� Invention�

cards,

•�the�possession�of�speci�c�icons�(on�cards�in�your�

play area or on your Skill tokens),

• the possession of the Electricity token, Basic or 

Advanced (see Electricity�on�page�13),

• the presence of Guest Mouse tiles on your Play-

er Board,

• having digged a certain number of Rooms.

You have to pay Wood, Metal and Movement to-

kens (discard them back to the general supply, as 

usual); on the other hand, you simply have to own 

all the other items that grant you the requirement 

(cards and tokens with the required icons, cards 

of the indicated type, the Electricity token and the 

Guest Mouse tiles), without discarding them.

Once you have met the indicated requirements, 

place the Invention card face up in your play area. 

INVENTION CARDS IN DETAILS

All Invention cards have the same structure, 

illustrated here below:

1

4

Mechanical Arm

Color (grey for Basic Invention cards, yellow for 

Advanced Invention cards)

Name VP at the 
end of the 

game

Requirements 
to play the 

card

Effect

Type of 
effect

Type of 
Invention

Icons you 
now possess
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Regardless of its effect, each Invention card belongs 

to one of the following 3 Types:

                               

   Structure                        Tool                         Automa

From now on, the card is active and produces its 

effect. There are several types of effect: 

Immediate: Apply the effect as soon as you 

play this card.

Note: The immediate effects won’t be used again for the 

rest of the game; you can stack cards with these type of 

effect on top of each other so that only the icons at the 

bottom of the card are visible. 

1x: You can apply this effect as a Fast action 

(see Fast Actions� on� page� 15)� only� once�

during the round. 

Income: Apply the effect as soon as you play 

this� card� and� during� each� New� Round�

Phase, starting with the next round. 

End Game: Apply the effect at the end of the 

game. 

Permanent: Apply the effect during the 

game, whenever the indicated conditions 

allow it. 

Aggressive: Apply the effect as soon as you 

play this card. This type of effect causes op-

ponents who are in the indicated condition 

to lose VP or damage them.

Next� to� the� Type� icon,� the� Invention� card� can�

show none, one or more of the following 5 Skill 

icons (they relate to the abilities that the Rats acquire 

by creating that invention):

 Strength

 Perception

 Stamina

In addition, a card can also show the Energy 

icon. 

Once you have played an Invention card, all the 

icons shown on its bottom part are in your pos-

session: you can use them to meet the require-

ments that require their possession.

Each Invention card will contribute, positively 

or�negatively,� to�the��nal�score�at� the�end�of�the�

game.

 Agility

 Intelligence

Example: Jade pays

2 Wood to play the “Spy 

Center” Invention card. 

Immediately, all players 

who have more Door 

tokens than her lose 2 VP. 

Jade has 1 Door token 

in her play area, as does 

Danilo, while Simon 

has 2 tokens. Therefore, 

Simon loses 2 VP, while 

Danilo loses nothing.

For the rest of the game, this Invention card will give 

Jade 1 .

At the end of the game, Jade will gain 4 VP from this 

card.

2

133

Spy Center

Example: Danilo has in his play area the 

Electricity token and the Invention card Anti-Cat 

Missile which provides him with the icons required 

to play the Invention card Robot Horse. Therefore, 

by paying 2 Metal, Danilo plays the Robot Horse 

from his hand. As an immediate effect, he takes 

a Movement token and 1 VP for each of his Cubes 

placed on the Mission cards.

Anti-cat Missile

2

2

21 83

2

2

Robot Horse
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ELECTRICITY

Some Advanced Invention cards require the possession of the Electricity 

token to be played. This token can be obtained through a Fast action (see 

Fast Actions�on�page�15),�speci�c�Invention�cards,�or�other�bonuses.�To�meet�

the Basic Electricity requirement, you must have the Electricity token on 

any side. To meet the Advanced Electricity requirement, you must have the 

Electricity token on the corresponding side.

When�you�obtain�the�Electricity�for�the��rst�time,�take�the�Electricity�token�

from the general supply (there is one for each player) and place it in your 

play area, with the Basic side face up (grey). If you obtain the Electricity a 

second�time,��ip�your�token�to�its�Advanced�side�(yellow).�If�you�have�the�

token on the yellow side, any additional Electricity you obtain will give you 

no other advantage.

At the end of the game, you will score 2 VP if you have the Advanced 

Electricity.

Basic
Electricity

Advanced 
Electricity

Resolving a Mission

Mission cards are inside the Rooms of the Farm. 

You can only resolve a Mission if:

• the Mission card has been revealed (it doesn’t 

matter by which player);

• the Mission card is in the same Room as your 

Explorer or one of your Tents (see Fast Actions on 

page�15).

Each Mission card consists of 3 rows represent-

ing 3 different Missions. Each row contains one 

or more requirements, equivalent to those of 

Invention cards (see Playing Invention cards on 

page�11),�which�must�be�met�to�obtain�the�corre-

sponding reward.

When resolving a Mission as a Bonus action or 

as a result of other game effects, choose a row on 

the Mission card not already occupied by a Cube 

(yours or another player’s). You must meet the 

requirements indicated in that row; then, place 

one of your Cubes from your Player Board (see 

Abilities of the Player Board�on�page�14)�in�the�des-

ignated space and immediately obtain the indi-

cated reward. You can only resolve one Mission 

row at a time. Furthermore, there can be only 

one Cube on each row; however, more Cubes of 

the same color can be placed on more than one 

row of the same Mission card.

Example: to resolve 

the Mission “Get to 

the lock” you must 

pay 2 items between 

Wood, Metal, or 

Invention cards (discard it from your hand into the 

corresponding discard pile), in any combination; in 

addition, you must possess 3 Agility icons in your 

play area.

Get to the lock

3

4

2
0

MISSION CARDS IN DETAILS

All Mission cards have the same structure, 

illustrated here below:

Clear the en trance
There’s something in the lair!

Attack the cockroaches

Explore the lair

2

2

1

1

2

Bonus for the 
player who reveal 

this card

Requirements to 
resolve a Mission

Rewards for the 
player who resolve 

this Mission

Name of the

3 Missions
Name of the 

Mission Card
Spaces for 

Cubes
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Abilities of the Player Board

There�are�10�spaces�on�your�Player�board�where�you�

place your Cubes at the beginning of the game. Each 

space shows an ability that you unlock when you 

move the related Cube on a Mission card (see Resolv-

ing a Mission�on�page�13).

The�Cubes�from�the�“brown”�spaces�(6�in�total)�can�

be placed on any Mission card; the Cubes from the 

“grey”�spaces�(4�in�total)�can�be�placed�only on Base-

ment Mission cards.

All abilities are described here in after.

For the rest of the game, you will 
pay�1�Wood�instead�of�2�every�time�
you build a Bed. To remove the 

cube from this space and unlock this ability, how-
ever, you must pay a Wood or a Metal or discard an 
Invention card from your hand.

For the rest of the game, you will 
pay�1�Metal�instead�of�2�every�time�
you dig a Room. To remove the 

cube from this space and unlock this ability, how-
ever, you must pay a Wood or a Metal or discard an 
Invention card from your hand.

For the rest of the game, 
you will have an extra 
Room (the Veranda) avail-

able on your Player Board. At the end 
of the game, you score 2 VP.

For the rest of the game, when 
you use a Movement token (see 
Fast Actions� on� page� 15),� you�

move�2�Workers�instead�of�1.�At�the�end�of�the�
game,�you�score�1�VP.

Choose an Skill to-
ken from the gener-
al supply and place 

it in your play area. For the rest of 
the game, this token will give you 
the indicated additional icon. At the end of the 
game, you score 2 VP.

At the end of the game, you score3 VP.

At the end of the game, you score 6 VP.

If you remove both these Cubes, you score 2 addi-
tional VP at the end of the game.

You may immediately play an In-
vention card from your hand for 
free. You do not have to meet the re-

quirements indicated on the card (See Playing In-
vention cards�on�page�11).�At�the�end�of�the�game,�
you�score�1�VP

You may perform one Main action of 
your choice (see Main Actions on page 
7). In doing so, consider the Strength 

you have at the time. At the end of the game, you 
get 2 VP.

Immediately choose an available 
Hero card from the general supply 
and place it in your play area. For 

A Mission can show a numbered lock ( 1 / 2 ) in 

the space for the Cube; in this case, as an addi-

tional requirement to resolve that Mission, any 

player must have already resolved the row that 

shows the same numbered lock as a reward.

Note: It is not mandatory to resolve the rows in order 

from top to bottom.

Example: Danilo performs the Bonus action 

Resolving�a�Mission.�The��rst�row�of�this�Mission�

card has already been resolved by Simon (blue), 

so Danilo cannot choose it. He then decides to 

resolve the third row in order to get the Basic 

Electricity token that he doesn’t have yet; thus, 

he pays 2 Metal and places a Cube from his 

Player Board on the designated space.

Instead of the third row, Danilo could have 

resolved the second one, because the lock 

requirement is met by that moment (Simon had 

previously�solved�the��rst�row).

1

1 Build a ladder

Open the hatch

Plug into the outlet

2

2

2

0

A room to explore!
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each Skill icon you possess in your play area of the 
same type indicated on the Hero card (including 
the icons on the card itself), you immediately gain 
1�VP.�For�the�rest�of� the�game,�this�card�will�give�
you the 2 indicated additional icons.

Example: Jade chooses 

Gwir the Scientist. Having 
already 3 Intelligence 
icons in her play area, she 
immediately scores 5 VP 
(3+2 on the Hero card).
The Intelligence icons ( )

provided by the Hero card 
will count for all game 
effects.

Gwir the Scientist

2.3 Alchemist’s Action

The Alchemist’s Hut, unlike the Action spaces on 

the Wheel, can host any number of Chiefs, even 

from the same player.

When you choose to perform the Alchemist’s ac-

tion, place your Chief in the Alchemist’s Hut, to the 

right of any Chief already there. Immediately gain 

1 Movement token  and the Alchemist’s Po-

tion .

Important: The position of the Chiefs on the Al-

chemist’s Hut determines the next round’s turn 

order. If you have performed this action multiple 

times, consider only the position of your leftmost 

Chief to determine the turn order change.

The Alchemist’s Potion allows you to perform one 

of the following actions:

Play 1 Invention card from your hand 

(see Playing Invention cards�on�page�11�for�

details)

(see Resolving a Mis-

sion�on�page�13�for�details

1

1

2.4 Fast Actions

During your turn, you can perform a 

Fast action before or after each Main 

or Bonus action. You can perform 

any number of Fast actions on your 

turn and repeat the same action 

multiple times.

All the Fast actions are described in 

detail�below�(you�can�also��nd�a�list�

on your Summary tile).

Buying a Joker token

3
Pay 3 items between Wood, 

Metal, or Invention cards, in 

any�combination.�Take�1�Joker�

token from the general supply and put it in your 

play area. 

Remember: a Joker token can replace a Skill 

icon when you play 

1� Invention� card� (see� Playing Invention cards on 

page�11)�or�resolve�a�Mission�(see�Resolving a Mis-

sion�on�page�13).

Buying the Electtricity token 

4

Pay 4 items between Wood, 

Metal, or Invention cards, in 

any combination. Take the 

Electricity token from the general supply and pla-

ce it in your play area, with its Basic side face up. If 

you already have the Electricity token on its Basic 

side,��ip�it�to�its�Advanced�Electricity�side.�

Remember: if you have the Advanced Electricity, 

any additional Electricity you gain will give you no 

other advantage.

Using a Movement token

Discard� 1� Movement� token�

from your play area to move a 

Worker from one Area on the 

Board to another.

Using a 1x effect

Place�a�1x�token�over�the�  icon of one 

of your Invention cards in your play area. 

Immediately apply the effect of the card. 

You�cannot�do�this�if�there�is�already�a�1x�token�on�

the Invention card.

Remember: during�the�New�Round�Phase,�remove�

all�1x�tokens�over�Invention�cards.

3

4
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Moving Workers on the Board 

Move�1�Worker�from�the�entrance�of�your�

Player Board onto the Board, to one of 3 

Areas (Forest, Lair or Farm).

Pitching a Tent

Place a Tent in the Room where your 

Explorer is located. Having a Tent in a 

Room allows you to interact with that 

Room as if your Explorer were there (see the Main 

action Exploring on page 9). Tents of several players 

can coexist in the same Room.

You can place a maximum of 2 Tents in different 

Rooms. Once placed, a Tent cannot be removed 

or moved for the rest of the game. Once you have 

placed both of your Tents, this Fast action will no 

longer be available to you.

Claiming an Objective

Place one of your Discs from your play 

area on the topmost free space of an 

Objective card and immediately get the 

indicated bonus. To do so, you must meet the re-

quirement indicated in the space you want to oc-

cupy.

Remember: you cannot use Joker tokens to claim 

an Objective.

For the rest of the game, that space will no longer 

be available. To claim that same Objective, other 

players will need to place their Disc on the next 

space. You can place only one Disc of your color on 

each Objective card.

Remember: in less than 4 players, during setup, 

some spaces are covered by Discs of non-playing 

colors (see Setup on page 4).

Example: 

Danilo (red) has 
digged 3 Rooms 
and claim the 
Objective. He 
places his Disc 
on the space 

3
.

He immediately gets the indicated bonus (he 
takes an Advanced Invention card from the top 
of the deck and scores 4 VP).
The next player who wants to claim this 
Objective to get the same bonus, must have 
digged at least 4 Rooms.

END OF THE ROUND

When all players have completed their 3 turns and 

placed their 3 Chiefs, the Action Phase and the 

current Rounds end. If there are still Guest Mouse 

tiles in the Round stack on the space of the Board, 

start a new round; otherwise, the game is over.

END OF THE GAME 
AND FINAL SCORING

The game ends at the end of the 5th round (the 

Round stack on the board is empty).

Update the turn order according to the position of 

your Chiefs on the Alchemist’s Hut, as described 

in�the�New�Round�Phase.

Then,�calculate�your��nal�score�by�adding�the�fol-

lowing VP to the Victory Points scored during the 

game: 

• VP indicated in the Ability spaces on your Player 

Board from which you have removed a Cube;

• VP indicated on the highest-value space on your 

Player board from which you have removed a Bed 

tile; 

• VP indicated in the highest-value Room on your 

Player board from which you have removed an 

Underground tile. You score the VP regardless of 

whether or not the Rooms are occupied by Bed 

and/or Guest Mouse tiles; 

3

4

5

6
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• VP indicated on the Guest Mouse tiles on your 

Player board, including any Cheese tile; 

• VP indicated on Invention cards in your play 

area;

• VP from Invention cards in your play area with 

an End Game effect; 

• 2 VP if you have the Advanced Electricity token; 

•�1�VP�for�every�5�items�between�Wood, Metal, and 

Movement tokens in your play area and Inven-

tion cards still in your hand, in any combination;

•�1�VP�for�every�2�Joker tokens in your play area.

The player with the most Victory Points is the winner.

In� the�event�of�a� tie,� the� tied�player� �rst� in� turn�

order wins.

Danilo scored 22 VP during the game. At the 

end of the game, he adds:
• 14 VP from the Ability spaces (3+6+2+1+2+0);
• 7 VP from the Bed spaces;

• 10 VP from the Rooms; 
• 4 VP from the Guest Mouse tiles; 
• 14 VP from the Invention cards; 
• 12 VP from the End Game effects on his 
Invention cards (3 VP for �  + 4 VP for 

� + 5 VP for � );

• 2 VP from the Advanced Electricity token; 
• 1 VP from the tokens in his play area and the 
cards in his hand (2 Wood + 1 Metal +  
1 Movement token + 4 Invention cards = 8); 
• 0 VP from the Joker tokens in his play 
areaper i segnalini Jolly (he has only 1). 

Danilo scores 86 VP in total.
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APPENDIX

You�can��nd�here�a�recap�of�the�main�icons�used�in�the�game.�

A Main Action of 
your choice

Main Action 
Developing Projects

1�item�between�

Metal, Wood or 
Invention card

Main Action 

Exploring

1�Exploration�point

Main Action 
Digging Rooms

Underground tile you 
have removed from 

your Player Board

Dig�1�Room

Dig�1�Room�for�free

Victory Points in the 

indicated number 
(ex.�1)

Lose the indicated 
number�of�VP�(ex.�-1)

1�Project�point

Main Action 
Collecting Metal

Metal in the indicated 

quantity�(ex.�1)

Discount�of�1�Metal

Discard�1�Metal

Move�1�Worker�from�
the entrance on your 

Player Board to an 
Area on the Board

Move the indicated 

number of Workers 
from an Area to 
another one

Discard�1�Guest�
Mouse tile (grey or 

brown)

Take�1�Guest�Mouse�
tile (grey or brown)

On the Wheel: take 
the Guest Mouse tile 

of the current round

1�House�Guest�
Mouse tile (brown)

1�Basement�Guest�
Mouse tile (grey)

Wood in the indicated 

quantity�(ex.�1)

Discount�of�1�Wood

Discard�1�Wood

Movement token

Discard�1�Movement�

token

Reveal�1�Mission�
card

Cubes of your 

color on Mission 
cards

Resolve a Mission

Invention cards 
(Basic or Advanced)

Invention card of the 
Structure type

Invention card of the 
Automa type

Invention card of the 
Tool type

Invention card with 

an End Game effect

Invention card with 

an Income effect

Invention card with a 

Permanent effect

Invention card with 
an Immediate effect

Invention card with 
an Aggressive effect

Invention card with a 

1x�effect

Basic Invention 
cards

Advanced Invention 

cards

Main Action 

Collecting Wood

Alchemist’s Potion

1

1 1

1

0

-1 -1

1
Main Action 
Building Beds

Discard�1�Bed�tile

Bed tile you have 
built

Play�1�Advanced�

Invention card

Play�1�Basic�
Invention card

Play�1�Invention�
card (Basic or 

Advanced)

Choose an 
available Hero 
card and play it 

immediately

Build�1�Bed

Objective card

Claimed 
Objective

Build�1�Bed�for�free

0

Play�1�Invention�card�

(Basic or Advanced) 
for free. You don’t 
have to meet any 

requirements

0

Play�1�Basic�Invention�
card for free. You 
don’t have to meet 

any requirements

0

Play�1�Advanced�
Invention card for free. 

You don’t have to meet 
any requirements

0
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ICONOGRAPHY OF THE INVENTION CARDS

Ex. (Biomechanical Glove) Every time you reveal a Mission 

card, you get 1 Metal and 1 VP.

Ex. (Electric Torch) if you possess the Electricity token, you get

1 Exploration point to be used immediately.

Ex. (Lantern) Discard 1 item between Metal, Wood or Invention 
card to get 1 Exploration point to be used immediately.

Ex.�(Camou�age�Suit)�If�you�have�more�Joker�tokens�than�the�
player who played the card, then discard 1 Joker token.

Ex. (Wooden Armor) Take as many Advanced Invention cards 

from the top of the deck as the number of Stamina icons you 
possess in your play area.

Every time you 
do what’s on the 

left...

Pay/discard what’s 

on the left...

All players who 
have more item on 

the left than you...

If you meet the 
condition on the 

left...

Take the item on 

the left as many 
times...

...you get what’s 
on he right.

...to get what’s 

on the right.

...discard the 
item on the 

right.

...you get the item 
on the right.

...as you have the 

item on the right.

1

1

>

Draw 3 Basic Invention 
cards from the 
corresponding deck, choose 
1�to�play�for�free;�discard�the�
other 2 in the discard pile.

Draw 3 Advanced 
Invention cards from the 
corresponding deck, choose 
1�to�play�for�free;�discard�the�
other 2 in the discard pile.

Joker token

Discard�1�Joker�
token

Discount�of�1�Skill�
icon

Basic Electricity 

token

Advanced 
Electricity token

Pitch a Tent

Playing an icon of the 
indicated type

Door token

Open�1�Door
Playing an Energy 

icon

Move your Explorer

Discard�1�Basic�

Invention card from 
your hand

Discard�1�Advanced�
Invention card from 
your hand

TYPE OF EFFECTS

(End Game) Apply 
this effect at the 
end of the game

(Income) Apply 
this effect when 
you play the card 

and�every�New�
Round Phase

(Permanent) Apply 
this effect every 
time you meet the 

indicated conditions

(Immediate) Apply 
this effect when you 
play the card

(Aggressive) Apply 
this effect when you 

play the card

(1x)�Apply�this�
effect as a Fast 

action, once per 
round

Play�1�Invention�card�of�
the indicated type for free. 
You don’t have to meet any 

requirements

0 0 0

Perception icon

Stamina icon

Intelligence icon

Strength icon

Agility icon

Energy icon

-1

Reveal�1�Advanced�

Invention card from 
the top of the deck

Reveal�1�Basic�
Invention card from 
the top of the deck

00

Every time you perform a 
Collecting Wood action, you 
get�1�extra�Wood.

Every time you perform a 
Digging Rooms action, you get 
a�discount�of�1�Metal�on�the�
total cost.
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SOME INVENTION CARDS 

EXPLAINED

12 - Universal Key 

64 - Time Bomb

Take a Door token from anywhere on the 

Farm,��ip�it�over,�and�apply�its�effects�as�

if you had opened it with an Exploration 

point.

15 - Electric Drill  

Dig�1�Room�for�free�for�every�Energy�icon�

you possess in your play area.

18 - Energy Sword  

If you have the Electricity token, take

1�Joker�token.�

22 - Jetpack

27 - Sonic Jet 

Move your Explorer to any available Room. 

An available Room is connected to the Room 

where your Explorer is located through 

open passages (there are no Door tokens in 

the way).

25 - Time Travel Machine 

All the players who have more Guest 

Mouse tiles than you must choose between 

discarding one or losing 3 VP.

30 - Positronic Screwdriver

40 - Hammer

116 - Garage 

Play an Invention card. You have a discount 

of�1�Wood�or�1�Metal.

38 - Hot Air Balloon 

Draw 2 Objective cards from the deck next 

to�the�Board�and�choose�1�to�place�in�your�

play area, face up. It will be a new Objective 

that only you can claim. Discard the other. 

44 - Shuriken 

All the players who have more Invention 

cards in their hand than you must discard

1�(they�choose).

50 - Camping Tent  

Pitch a Tent in any available Room. An 

available Room is connected to the Room 

where your Explorer is located through 

open passages (there are no Door tokens in 

the way). If you have already pitched both 

Tents, you can move one following these 

rules.

51 - Encyclopedia  

Every time you take an Advanced Invention 

card from the display or from the deck, take 

1�Movement�token.

53 - Magnetic Compass 

For every Intelligence icon you play, you get 

1�Exploration�point�to�be�used�immediately.�

55 - Sailing Cart 

Discard�1�Cube�from�a�brown�space�of�your�

Player Board.

59 - Electric Torch 

If you have the Electricity token, take

1�Exploration�point�to�be�used�immediately.

61 - Electric Scooter 

If you have the Electricity token, take

1�Movement�token.

69 - Wheel Calculator 

Play�1�Automa�Invention�card�for�free.�You�

don’t have to meet any requirements. 

73 - Robot Snail 

You have an additional Room available on 

this card. You can place here a Bed tile or a 

Guest Mouse tile.

77 - Mechanical Chameleon 

Apply�a�1x�effect�of�another�card;�the�card�

can be yours or of another player’s.

78 - Robot Tiger 

For every Strength icon you play, you can 

play an Invention card that doesn’t give 

Strenght�icons�with�the�discount�of�1�Wood�

and�1�Metal.�

87 - Robot Mole 

All the players who have removed more 

Underground tiles than you must choose 

between discarding 2 Metal or losing 3 VP.

91 - Wooden Porcupine

Score�1�VP�for�every�Undergound�tile�you�

have removed.

94 - Mechanical Cow 

Play an Invention card. You have a discount 

of�1�Wood�and�1�Metal.

95 - Robot Dog 

For the rest of the game, ignore the 

Aggressive effect of cards played by other 

players. 

97 - Robot Cheetah 

If you have the Electricity token, you get the 

Alchemist’s Potion.

110 - Electric Sawmill 

Every time you take any number of Wood 

(from�an�action�or�an�effect),�you�get�1�extra�

Wood�and�1�VP.

112 - Extraction Tower 

Every time you take any number of Metal 

(from�an�action�or�an�effect),�you�get�1�extra�

Metal�and�1�VP.

118 - Industrial Carpentry 

Discard�1�item�between�Metal,�Wood,�or�

Invention�card�to�build�1�Bed�for�free.

124 - Radar Tower 

Immediately�resolve�1�Mission;�you�can�

ignore�the�requirement�of�1�Skill�icon.�

125 - Sky Observatory 

Every time you play an Invention card, you 

can�ignore�the�requirement�of�1�Skill�icon.�

130 - Training Center 

Every�time�you�take�a�Joker�token,�score�1�VP.

131 - Control Tower  

Every time you claim an Objective, you can 

play�1�Invention�card�for�free.

134 - Data Processing Center  

Discard 2 items between Metal, Wood or 

Invention cards in any combination to 

draw 3 Basic Invention cards from the 

corresponding�deck,�choose�1�to�play�for�

free; discard the other 2 in the discard pile.

136- Radio Room  

Score 2 VP for every Cube you removed 

from grey spaces on your Player Board.

137 - Automated Laboratory  

Take�2�Tool�Invention�cards�(1�Basic�and�

1�Advanced).�Take�them�from�the�display,�

if there are any; otherwise, reveal cards 

from�the�deck�until�you��nd�one�(the�cards�

revealed and not taken go in the discard 

pile).

141 - Hostel  

Discard�1�Bed�tile�that�you�have�already�

built to take 2 Wood. 

143 - Cartographer’s Study  

Score�1�VP�for�every�Cube�you�removed�

from brown spaces on your Player Board.

144 - Researcher’s Tower  

Reveal�the��rst�card�from�the�Advanced�

Invention cards deck. If it’s a Tool card, take 

it; otherwise, discard it.

148 - Development Room  

Reveal�the��rst�card�from�the�Basic�

Invention cards deck. If it’s a Structure card, 

take it; otherwise, discard it.

150 - Game Library  

Every time you score any number of VP, 

score�1�extra�VP.

156 - Archive  

Choose an Invention card from the Basic or 

Advanced discard pile and take it.

164 - Construction Crane  

Every time you play a Structure card, you 

have�a�discount�of�1�Wood�or�1�Metal.

176 - Metal Storage  

At�the�end�of�the�game,�score�1VP�for�every�

Metal token in your play area. 


