Earth, the soil that supports and sustains our beautiful planet, Earth.
Over millions of years of evolution and adaptation, the Flora and
Fauna of this unique planet have grown and developed into amazing
life-forms, creating symbiotic ecosystems and habitats. It's time to
jump into these rich environments and create some amazing natural
synergies that replicate and extrapolate on Earth’s amazing versatility
and plethora of natural resources.

Create a self-supporting engine of growth, expansion and supply
where even your unused Flora become compost for future growth.
Earth is an open-world engine builder for 1 to 5 players with simple
rules but many strategic possibilities.

With the enormous number of unique cards and combinations, every
game will allow you to discover new synergies and connections, just
as our vast and fascinating world allows us to do!

OBJECTIVE

The objective in Earth is to score as many Victory Points €%
(VP) as possible. To do so, you will “plant” cards to create
your own island—a 16-card tableau arranged as a grid 4 cards
wide by 4 cards tall.

The game ends at the end of a round after a player plants
their 16th card, which completes their island.

Players will score points for the value of Flora and Event
cards, for Growth and Sprouts placed on their Flora, for cards
in their Compost, and for Ecosystem, Fauna, and Terrain
bonus points.

Balancing these elements and creating an effective engine
is key to maximizing your Victory Points!

Thefirst player to fill their 4x4 tableau with 16 cards
triggersthe game end and earns a bonus of 7 VP.

Throughoutthe rules gray boxes like these will indicate
important details which should not be overlooked!

Beige boxes like these will indicate tips and options to
make the game easier for new players. Like this one!
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COMPONENTS
© Fauna board O Canopies (Growth) @® Climate cards
© Player board @ Earth cards (Flora, Terrain & Event) ® Firstplayer token
© Sprouts © Fauna cards ® Active player token
© Soil tokens © Ecosystem cards @ Leaftokens (in 5 player colours) EEELE.
© Trunks (Growth) @ Island cards ® Scorepad Tii“:@:

. Setup | Island cards | Climatecards [ Ecosystem @
6 cardswith a darker backand a dealtto dealttoeach | cardsdealtto Fauna board

icon are used only in the solo game. GameMode | eachplayer player each player

. > Beginner 1 1 Notused @ No Ecosystem Cards
For information on solo play,

see page 15. Standard 1 1 1 2Ecosystem Cards

Advanced 2 2 2 2 Ecosystem Cards

SHARED SETUP

Place the Fauna board @ in the center of the table
within view of all players. For a simpler game, use the
beginner side of the board, marked with a @ icon in
the center.

=
L

60000 06600

e = 2

Hand out a player board @ to each player.

Make sure all players are using the same side (front) of
their player board. The back of some boards are used
for other game variations, including solo and teams.

Leave space nextto each player board where a 4x4
tableau of cards can be created during game play.
Atableau and player board create the player’s area.

©coo0G ocococo ©

Create the central supply by placing all Sprouts @,
Soil tokens @), and Growth (Trunk ©. Canopy @)
next to the Fauna board.

Shuffle all Earth cards @ and place them in a face-
down draw pile (or piles) within reach of all players.
Leave space for a discard pile next to the draw pile(s).
Shuffle the Fauna cards @ and then placeoneon
each of the 4 @) spaces on the Fauna board, with
either side faceup. The remaining Fauna cards will not
be used for this game and should be returned to the box.

Shuffle the Ecosystem cards @) and then place one
on each of the 2 € spaces on the Fauna board, with
either side faceup. Then deal 1 Ecosystem card to
each player and continue to the INDIVIDUAL SETUP.
The remaining Ecosystem cards will not be used for
this game and should be returned to the box.

6°609995960%% Vo)
vvvvvvvvvvvvvvvvvvvv
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In a beginner game (), Ecosystem cards 5 H
are not used and can remain in the box.
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INDIVIDUAL SETUP

Shuffle the Island cards @), and then deal one to each player.
The remainder will not be used for this game and should be
returned to the box.

Repeat with the Climate cards ().

For advanced players, deal out 2 Island, 2 Climate, and

2 Ecosystem cards for them to choose from.

Once all players are ready, randomly choose a starting
player, and give them the First player token @® and the
Active player token

+ 0 Bz ¢ wze o Ty W
o PR S ﬁ- “ Each player must now select one side of their Island,

Climate, and Ecosystem cards to use by placing it faceup
on its corresponding space on their player board.

Island, Climate, and Ecosystem cards grant different
starting resources, abilities, and Victory Points—
it is recommended to check the Fauna board and
choose cards that will help you achieve these objectives.

Each player takes 5 Leaf tokens of one colour @), placing

4 of them on the central leaf spaces on their player board and
keeping the 5th to the side—it can be used to track their action
selection each turn.

GETTING STARTED

Each player draws [l_ a number of Earth cards as indicated on
their ISLAND card.

12Q o 2@ w

After reviewing these cards, players simultaneously choose
which ones they want to keep in their hand, and whlch they will
Compost. They must Compost from their hand W the number
of cards as indicated on their ISLAND card.

To Compost a card, the player simply removes it from their
hand and places it facedown on the Compost icon {@® on their
player board—this creates their personal Compost.

Each player takes the number of Soil . indicated on their
ISLAND card and places them on the central area of their player
board—this creates their personal reserve.

There are 20 Islands, 20 Climates, and 64 Ecosystems,
which meansthatthereare 25,600 possible starting
setups—welcome to nature’s diversity!
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CARD INFORMATION

@ Soil costtoPlantcard (p.6) © Canopycompletion VP (p.8)
© Basevictory pointvalue @® Sproutspaces (p.7)

_ Q American Sycamore
© Cardtype (pp.8-11) @ Ability colour(s) (p. 5) 3 Platanus occidentalis
@ Habitatelements (p. 1) @ Firstability effect (pp. 5-6)

ard name econ ility effect
Card S d ability eff
O Scientific name @® Flavourtext
© Growth space (p.8) ® Objective direction visual aid (p.9)
(row, column, orthogonal, diagonal)
© Maximum Growth number (p.8) @ Percentage of cards (p. 9)

EVENT

% O (NS
= Shrubland ~;- Cold Front
- Terrain s Event

One of the fastest growing shade trees,
it grows 1-2m (3-6 ft.) per year. @

Every card is unique, so not all
options are present on every card.

There are seven different types of cards in the game:

3@/ :
15 ¢ 11aa e FLORA, , and EVENT cards are found in the Earth deck.
o this Terrain 9,
Some plant life found within shrublands @ They can cause a narrow line of thunderstorms e ISLAND and CLIMATE Cards are on player boards
produce flammable oils, fueling wildfires. along the boundary of cold and warm air. ° ECOSYSTEM CardS are on bOth the Fauna board and player boards
They offer in-game bonuses or end-game Event cards can be played at any time, e FAUNA cards are on the Fauna board.

scoring opportunities (page 11). even on another player's turn (page 11).

ISLAND CLIMATE ECOSYSTEM FAUNA

\Q’ Island y

vAe
O ()

Oceanic
Climate

" 09, Northern Giraffe
Giraffa camelopardalis

#, Great Basin Desert
I
g Ecosystem

= ¥

1 @\ == 4 363 /2 cards, Fill 2+ columns
v each costing 3- 4 .. @ in your island
It was created via volcanic eruption in 2019 An oceanic climate is mostly cloudy Home to bristlecone pine trees, believed to be Often napping for a minute or two at a time,
and is only 0.04km2 (0.015 mi=2) in area year-round, with high levels of rainfall Earth’s oldest trees at around 4,000 years old. they only need 5-30 minutes of sleep per day.
Islands give players their initial resources Climates give players another Score VP at the end of the game for each Earn VP at the end of the game for completing
and a starting ability (page 10). starting ability (page 10). time you complete its objective (page 8). its objective during the game (page 9).
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TURN/ACTION OVERVIEW

On your turn, choose any 1 of the 4 action spaces shown at the top of your player board. To mark your
choice, place the active player token above the corresponding action. Other players may choose to place
their 5th Leaf token on their matching action space as a way to remember their action options.

Players may choose the same action as a previous player, or repeat the same action from their last turn.

Play continues with the Active player token moving clockwise until one player has completed

their 4x4 tableau (see End Game, p.14).

¥

©

Planting (see page 6):
You may plant up to 2 cards,
one at a time, into your tableau
by paying their Soil costs with
Soil from your reserve.
Then draw 4 cards, choosing 1
to keep, and discarding the rest
facedown into the discard pile.
Do not place these 3 cards
in your Compost.

All other players may plant 1
card in their tableau by paying
its Soil cost from their reserve.

They may also draw 1 card.

Players do not need to
have planted a card to be
able to draw a card.

Lastly, all players activate the
green abilities on their cards.

You will score the base VP
value of each planted card
at the end of the game.

Composting (see page 7):
You may gain 5 Soil from

the supply, placing them on
your player board (your

personal reserve).

Then take 2 cards from
the draw pile and place
them onto your Compost
without looking at them.

All other players may
either gain 2 Soil
or
they may Compost 2 cards
from the draw pile.

Lastly, all players activate
the red and multicoloured
abilities on their cards.

You will score 1VP per
cardin your Compost at
the end of the game.

+60F 12

+2$ or +24da ¢

®

Watering (see page 7):
You may gain up to 6 Sprouts
from the supply, immediately
placing them on any of your

Flora with empty Sprout spaces.

Then you may gain 2 Soil from
the supply, placing them on
your player board.

All other players may either
gain up to 2 Sprouts
or
they may gain 2 Soil.

Lastly, all players activate
the blue and multicoloured
abilities on their cards.

You will score 1VP per Sprout
on your tableau at the end of
the game. Sprouts can also
be converted to Soil anytime
during the game (page 7).

+40) +2@
SRR

+2( or 2@
Growing (see page 8):
You may draw 4 cards from
the Earth stack, placing
them in your hand.
Then you may place up to 2

Growth on any of your Flora with
room on their Growth space.

All other players may
either draw 2 cards
or
they may place up to 2
Growth on their Flora.

Lastly, all players activate
the yellow and multicoloured
abilities on their cards.

You will score 1VP per
Growth on your tableau
at the end of the game.
Any Flora that have reached
their maximum growth number
will instead earn their listed
Canopy completion VP.

ACTIVATING ABILITIES ACTIVE
At the end of each action all players may activate any abilities in their tableau and on their player board that match the colour & PLAYER
of the currently selected action (GREEN, RED, BLUE, or ). For multicoloured abilities, see page 6.

Each card’s ability can only be activated one time per turn, and each tableau must be activated in order from the left column PEK(IESS
to the right and from the top row to the bottom. For an example of a turn, including the activation of abilities, see page 12.

You can activate your ISLAND R and then your CLIMATE [ls either before or after your tableau’s activation, but not during.

- . . . . . - . Ex.1 - Discard 1 card

Some abilities require an extra step prior to receiving the beneflt: To activate abilities with a D 3 o eur Germaes;
negative number (-X), it is mandatory to pay the cost in full to get its benefit (Ex.1). then gain 3 Soil.

For any abili'Fies that have a numbered resource bgfore a coloh (), itis mandatory to pay the +1@ 1Ry calsrg.frc;rcri?/r:io;;:d,
resource requirement on the left of the colon to gain the benefit on the right (Ex.2). = Drer i 1 el

THE GOLDEN RULE: If a card ability does something that goes against the rules, the card has priority and its abilities can be applied (if desired).

Earth Rulebook.indd 5
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ACTIVATING ABILITIES - CONTINUED

Abilities are activated after taking their matching action (GREEN activates GREEN, RED
activates RED... etc.). In addition, multicoloured abilities (which are made up of )
, and RED) are also triggered after the I , and RED actions.

Cards with 2 ability colours, or with multicoloured abilities, count as each of those colours
when scoring, so if a player had a card with a RED and a ability, they could choose
to count it as RED for one objective and for another.

BLACK abilities are triggered automatically as soon as they are played. BROWN abilities
give the opportunity for extra end game scoring options or ongoing advantages.

Neither BLACK nor BROWN abilities will trigger during the game due to action
selection or engine abilities, but they do count as ability colours.

You are never forced to activate a card—you may skip the activations of as many cards
as desired.* Only your Island, Climate, and cards planted in your tableau can activate
their abilities—cards in your hand cannot.

To keep the game moving and to keep players engaged, all players may
activate their abilities at the same time.

*If a card is activated, all costs must be paid in full; however,
benefits may be collected as desired (partially or in full).

-1@ 1@ : + +2 A

For example, to activate this multicoloured ability you
must discard the top card from your Compost, and return
1Growth from your tableau to the supply. Then you
may gain 1Sprout and up to 2 Soil from the supply.

For each objective and scoring card, a multicoloured card can
countasa blue, a yellow, and a red card. However, individual
blue, yellow, and red cards do not count as multicoloured cards.

Cards with green abilities may activate their
green ability the same turn they are planted!

PLANTING: PLACE, DRAW, AND DRAFT CARDS

The active player may plant up to 2 cards, one at a time, into
their tableau by paying the Soil # costs. (Only Flora and Terrain
cards may be planted into a tableau.) The required amount of Soil
is returned from their reserve to the central supply.

When planting your first card, you may place it anywhere within
your tableau. Each subsequent card must be placed in one of the
8 spaces adjacent to an existing card.

Players are not limited in which direction they may expand their
tableau, but they are limited to a 4x4 tableau (16 cards).

0 Cards must be planted adjacent to previously
placed cards (either orthogonally or diagonally).

e Your tableau may never have more than 4
columns or more than 4 rows. —

After placing your first card, there are only 2 placement rules:

D gt

5
[T

Card placement could be important for many

reasons, such as the order in which their

The active player then draws 4 cards, chooses 1 to keep, and
discards the rest facedown into the central discard pile.

All other players may plant 1 card in their tableau by paying its
Soil cost from their reserve. They may also draw 1 card.

Lastly, all players activate green abilities on their player board
and in their tableau (see “Activating Abilities” p.5).

Cards on a player board may be activated before or after the
tableau, but the tableau must be activated in order—from left
column to right, then top row to bottom

Earth Rulebook.indd 6

abilities are activated, the way Ecosystems
score atend game (page 8), or if they help
you reach a Fauna objective (page 9).

If the Earth deck runs out, shuffle the discard pile to create a new
draw pile. Do not shuffle in any players’ Compost—those are worth VP
at the end of the game!

Planting is the most important action in the game—it will score
you VP and allow you to activate more abilities.

For a more strategic game, players may plant cards in their

tableau facedown until all players have chosen their card(s)—

atwhich pointall cards are turned faceup.

In the unlikely event that no cards remain in the draw or discard piles,

players may no longer draw or compost cards from the deck.
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COMPOSTING: GAIN SOIL AND COMPOST FROM THE DRAW PILE

WATERING: PLACE SPROUTS AND GAIN SOIL

g The active player may place up to a total of 6 Sprouts on any
number of Flora cards in their tableau as long as they have

empty Sprout spaces ﬂ

Sprouts can only be placed on Sprout spaces, they cannot
be saved in your personal reserve.

There is no limit to the number of Sprouts in the supply; in
the unlikely event that no Sprouts remain, use a substitute,
such as the supplementary Sprouts from the punch board.

If a player is ever in need of more Sail, they can
convert Sprouts from their tableau into Soil @.

If a player does not have room for some Sprouts when they
are gained during the Watering action, those extra Sprouts
are immediately lost—you cannot convert Sprouts that are
not already on your tableau.

The active player then gains 2 Soil from the supply and
places them in their reserve.

All other players may either place up to 2 Sprouts on their

available Sprout spaces or they may gain 2 Soil. Early in the game it can be helpful to convert your

. . . ] Sprouts into Soil for the Planting action.
Lastly, all players activate blue and multicoloured abilities on their However, late in the game it may be unwise to convert
player board and in their tableau €) (see “Activating Abilities” p.5). too much, since each Sprout isworth 1VP!
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GROWING: DRAW CARDS AND PLACE GROWTH

The active player may draw 4 cards from the Earth pile,
placing them in their hand. There is no limit to the number of

cards a player may have in their hand.

If the draw pile is ever depleted, simply shuffle the discard
pile to create a new draw pile. Do not shuffle in any Compost
from player boards; these are VP at the end of the game!

In the unlikely event that no cards remain in the draw or
discard piles, players may no longer draw cards or Compost
cards from the deck.

A Then the active player may place up to 2 Growth total on

=4 any of their Flora with room on their Growth space. Take
Trunks @ from the supply and place them onto any Flora in
your tableau. A Growth space can have as many Growth as
shown by their maximum growth number @).

The last Growth piece on each space is a Canopy,
not a Trunk. To complete Flora, place a Canopy €
on top of any/all Trunks. Although the Canopies
are different colours, they are all treated the
same for gameplay and end game scoring.
Flora with a maximum Growth space of 1
will only have a Canopy, no Trunk pieces.

Growth can only be stored on Growth spaces,
up to their maximum growth number. If a player gains
more pieces than they can immediately place, extras are
returned to the supply. The order in which you gain or
spend Growth can be very important, so be sure to watch N
for these abilities as you plant your cards. 0 : )

All other players may either draw 2 cards or they may
place up to 2 Growth on their Flora with available space.
There is no limit to the number of Growth b *
in the supply; in the unlikely event that
N 5 Y LV Foeniculum vulgare
no Growth remain, use a substitute.
@ " oy
A3er

Lastly, all players activate yellow and
multicoloured abilities e on their
player board and in their tableau (see
“Activating Abilities” p.5).

You will score 1VP per Trunk in your
tableau at the end of the game.
However, any Flora with a Canopy
will instead earn their listed I
Canopy completion VP e .

An herb that was once used to
treat venomous snakebites.

It can be helpful to place cards you do notwant upside down atthe back of your hand.
This makes it easier to see which cards you might want to Compost in the future.

N T N N N N N N N N N O N I NP

N N IO I

ECOSYSTEM CARDS - ECOSYSTEM OBJECTIVES

These two-sided cards give end-game scoring
bonuses—described by the text on each card,

with each side being different.

In a standard game, there will be 3 Ecosystem
cards in play:

e 2 on the Fauna board—available for any and all
players to score

* 1 on each player board—available only for that
player to score

game.

At the beginning of the game, when given your
ISLAND, CLIMATE, and ECOSYSTEM cards, you will
choose which side of each card you want to use. Once
selected, you will keep those sides for the rest of the

Players may score Ecosystem cards multiple times
if they meet the requirements multiple times with
different cards/components.

Once a card or component has been used to score
for an Ecosystem objective, it cannot be used again to

A

PO

Everglades
Ecosystem

score for the same Ecosystem objective. > . . h

First-time players can use the beginner side of the
Fauna board, which does not have Ecosystem cards.
This allows players to focus on learning how to play

Try to optimize the Flora, Terrain, and Event cards

4.¢3/® in one continuous line

through diagonally adjacent cards
(1-7. Line may turn, not backtrack) .,

The Everglades is the only place on Earth

without the extra end-game scoring options.

Ecosystem cards do not have “abilities” and
therefore are never activated by any player.

Earth Rulebook.indd 8

you choose in an effort to reach various Ecosystem
and Fauna objectives.

where alligators and crocodiles coexist.

Some cards like “Everglades” have white lines around the edges of the objective;
these visual aids are reminders for objectives with directional/placement scoring.
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FAUNA CARDS - FAUNA OBJECTIVES

Seven-Spotted
Ladybug
Harmonia axyridis

11t cards, each
(x/ﬂ.) Wlth a @ Of 3-

Feeding mostly on aphids, a single ladybug
can consume 5000 plant pests in its lifetime.

® Thisicon has been
(a/ g.) added tosome
Fauna and Ecosystem cards as
a reminder to check your Island
and Climate cards for that goal!

These two-sided cards give in-game scoring
objectives—described by the text on each card,
with each side being different.

In every game there will be 4 random Fauna cards
placed on the Fauna board. At the end of a turn
in which a player fulfills the listed objective on one
(or more) Fauna cards, they may claim the highest
available VP tier next to that card. They simply
remove one of the Leaf tokens from their player
board and place it next to the VP value of that tier.

If two or more players fulfill an objective on the
same turn, Leaf tokens are placed in a clockwise turn
order, starting with the active player—only players

that fulfilled the objective may place their Leaf token.

The first player to fulfill each Fauna card'’s objective
will score the most points, with each subsequent tier
dropping in value. For this reason it is important to
factor in the needs of Fauna cards when building
your tableau.

First-time players can use the beginner side of the Fauna board, -
where all tiers score 10 VP regardless of when a Leaf token is added.
This allows players to focus on learning the basics of the game
withouttrying to race for these points.

Fauna cards do not have “abilities” and
therefore are never activated by any player.

Once you claim a Fauna card objective, it

cannot be lost, even if you no longer meet the
requirements on a future turn. (For example,

if you needed 20+ Soil in your reserve, and
after claiming that objective you spent Soil and
dropped below 20, you would not lose the VP)

When calculating points at the end of the
game, you will add the points earned by each
Leaf token you've placed on the Fauna board.
Remember to include the 7 VP bonus for the
player who completed their tableau first! (See
End Game p.14.)

If you look at the “Ladybugs” card, you will
notice the + and - symbols after each number;
a player would score the Ladybugs objective
when they had “11 OR MORE cards,
each with a base VP value of 30ORLESS."”

The percentage (xx%) on some cards informs
players what percentage of cards in the game
can meet that card’s listed requirements.

TR FR TR TR TR SRR SR R SR TR SR TR SR R 5 R 5K & SRR FR R R o FK 0K SR TR FE TR FL DR K TR FE TR K ©R SK TR KR KoK
TR FR PR FK TR SRR SR R SR TR SE TR 5K R SR R 5K R FR R 5 R R T FR K TR TR FE TR FL DR K TR FE TR K TR SK TR K TR KK

FROM THIS POINT, YOU ARE90% READY TO PLAY.
Take a look atthe scoring reminder and the iconography index on the bottom of your player board and you'll be 95% ready to play.
The rest of the rules represent the other 5%; they include clarifications, examples and a Solo mode, and cover exceptions and specific details.
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Once called Y de
possibly due to the high number of forest fires.

o

ISLAND CARDS

6 cost -1 A

not less than 0!
‘ 6

Fogo

(NElgle}

47%

Fogo, meaning Isle of Fire,

Oceanic

Climate

-1@ 1 +2 A

An oceanic climate is mostly cloudy
year-round, with high levels of rainfall.

Q

0o

0

o

o

o

0

o

o

Q

o

0

[

Q

These two-sided cards give players their
starting resources (cards, Compost, and Soil)

as well as an ability to help with their strategy—

described by the text on each card, with each
side being different.

Each Island is unique, with different
combinations of base VP 0 Habitats @
number of cards you draw at the beginning (3}
number of cards to Compost from your hand
and Soil @), as well as an ability 0.

At the beginning of the game, choose which
side of the card you would like to use. Once
chosen, this side will be placed faceup on your
player board—it will remain for the entire game
and cannot ever be switched.

These two-sided cards give players another
ability, which they can use to focus or to
diversify their abilities—described by the text
on each card, with each side being different.

Each Climate is unique, with different
combinations of base VP ﬂ Habitats e
and an ability €.

At the beginning of the game, choose which
side of the card you would like to use. Once
chosen, this side will be placed faceup on your
player board—it will remain for the entire game
and cannot ever be switched.

Players will then draw a number of cards as
indicated next to the (3 icon.

From these cards, they will need to Compost a
number of cards, as indicated next to the @ icon.

Compost is an important in-game resource as well as
end-game VP,

Lastly, players collect a number of Soil as indicated
next to the < icon.

Soil is the currency for the game and is needed to
plant Flora and Terrain into your tableau (see p.é).

Island and Climate cards can count
for Ecosystem and Fauna objectives—
depending on what those objectives are.
This can be overlooked by new players,
so please be kind and remind them
throughout the game.

Climate cards give players another ability
that can contribute to their strategy,
sotry to choose one that complements
your Island and helps towards Fauna
and Ecosystem objectives.
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EARTH CARDS FLORA CARDS

D=
Acer palmatum

The majority of the cards in the game are Earth
cards (283/364)—of which 179 are FLORA,
66 are TERRAINS, and 38 are EVENTS.

Collectively, all cards in the game are referred
to as cards, whereas only the Flora cards are
referred to as Flora—this is especially important
for Fauna and Ecosystem objectives.

Objectives that require “Flora” do not involve
Terrain, Event, Island, or Climate cards. Whereas
objectives that require “cards” include all cards
in a player’s tableau as well as their Island and
Climate cards.

M@ Y

The Japanese maple’s scientific name, Acer
palmatum, describes its hand-shaped leaves.

Although cards contain a lot of information,
players won't need to keep track of it all.
Instead, players should check Ecosystem and
Fauna objectives, as well as individual Terrains,
to focus on the details that are important to them.

2
® i

vAe
b ke
v
= Prairie
- Terrain
.

TERRAIN CARDS

Terrain cards, like Flora, are planted into your
tableau during the Plant action. They often
do not gain resources, but instead they offer
in-game passive effects or end-game scoring
bonuses.

3G /% >

in this row 4,

Prairie plants can withstand fires due to most
of their structure being below the surface.

EVENT CARDS

Event cards are unlike other Earth cards in that
they can be played at any time, even on another
player’s turn, or between the activation of two
abilities. They give the player an instant benefit
and they don't directly affect other players.
Event cards are the only cards that can be played
without the Plant action.

Events are not part of your tableau and
therefore do not count towards its 16-card limit.

"
5@ :+6 Q)

The tallest to ever occur was in Lituya Bay,
Alaska, reaching a max height of 524 m (1,719 ft.).

Earth Rulebook.indd 11
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Flora is further classified by type @. of which there
are an equal amount of each:

Tree Herb  Mushroom  Bush

Mushrooms are not technically flora but are classified
here for gameplay and balance. Since lichens are
plural organisms that include algae, mushrooms, and
cianobacterias, we've added them to Herbs.

For this, we apologize to our botanist players.

Habitats @ are used for scoring objectives. Flora,
Terrain, Island, and Climate cards have their Habitats
listed on the top right of the card:

Sunny Wet Rocky Cold

Some Terrain (and Ecosystem) cards have
visual aids (small white lines) around their ability
colours to help players quickly remember
important placement directions for scoring.

For example, the “Prairie” Terrain will score a
player 3VP per Herb it shares a row with.

99999 PpPpP9pPePePePpPpPe®

——~ e~~~ e~~~ /Y~ /Y~

Event cards never count for Terrain,
Ecosystem or Fauna objectives
unless specifically stated on a card.

When you play an Event card, place it faceup
in the Event space (:#7) on your player board.

At the end of the game, Event cards may earn
(or lose) you VP depending on their base VP.

Events, once played, cannot be taken,
exchanged, activated or composted.
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EXAMPLE OF ATURN

For this example, let's say that this is the player board and tableau of
the active player. They are running low on cards in their hand, so they
announce that they will be taking the Grow action (yellow).

As the active player, they will gain the major benefit at the top of the
chosen action & Note these icons are in line with the “active player”

icor. G-

For the Grow action, the player receives 4 cards from the draw pile
© and 2 Growth from the supply ©. The player may choose any
combination of Trunk and/or Canopy pieces, depending on which
Flora they place them on.

Meanwhile, all the other players will gain the minor benefit shown at the
bottom of the chosen action @ —in line with the “other players” icon .

In this case, that means each other player may gain either 2 cards from
the draw pile, or 2 Growth of their choice.

Then all players will simultaneously activate their yellow and
multicoloured abilities on their player board and in
their tableau @. Each player may choose which area
to activate first, their player board or their tableau.

+6 124

+2ﬁ or +24a ¢

= Tasmanian Temperate
Deception 4 Rain Forest
Island ) w osystem

9 /2 Flora, each with a

1Q 4@ * ] . geographic term in their name
LY N ot less tha 4 (terms are in bold) 149

This sea-filled caldera boasts black sandy They cover about a third of the planet and §  The orange-beliied parrot migrates from
beaches and a variety of microclimates. consist of only two seasons, summer and winter. to Tesmania every year to breed in thi

Earth Rulebook.indd 12

In this example, the player does not have any yellow or
multicoloured abilities on their player board, so ‘
they will only activate cards in their tableau. ¥

Remember that tableaus are always activated
from top left to bottom right.

Stiptic Fungus 0 vill activate first, allowing
the player to place the top card from their
Compost into the discard pile, and then gain
3 Soil from the supply.

Hairawn muhly @ activates second, which is good, as the player had

no Soil remaining in their reserve. Fortunately, they just gained 3 Soil,
so they can return one of those to the supply and gain 2 Sprouts.

& &k

| b = Beach
=
a

o Hairawn Muhly

Muhlenbergia capillaris

-~
O 443 /empty orthogonal space
o this Terrain (outside of island co

P A

Also called the bitter oyster, stiptic fungi This plant is listed as endangered

This is the most cultivated species of oyster | Classified by the size of its grain (0.0625-2mm).
growin dense clusters on logs and tree stumps. in several American states.

mushroom in Europe and North America. ‘Any larger and it's gravel, smaller and it's st

-13:-&"— & -1@:+3A

Abioluminescent fungus that releases a strong

Also referred to as cock's-foot due to the
has been found in ancient Egyptian royal tombs. ‘ammonia odor; as it matures its luminescence fades. clusters of flowers that resemble a bird’s foot.

Afragrant lichen often used in perfume that.

@ Qo & X

b b fON (X4

b .:.:.

| g JapaneseAndromeda)
1 Pieis japonica
T

inthisrow o,/

Also known s the “forest flame” due o its
bright red leaves, the shrub is highly poisonous:

The rocks and soil have been carved by water
erosion, forming steep slopes and ravines.

Often nurtured as bonsai, the Japanese
boxwood is an omamental shrub.

Parasol Mushroom
Macrolepiota procera

169 /card with a [B)of 3~
= 72%

Land which hosts few plant and animal species,
generally low in life-sustaining resources.

Similar in appearance to a parasol,this mushroom
has a scaled cap and grows in woodland dlearings
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EXAMPLE OF ATURN - CONTINUED

Oakmoss @ is up next and allows the player to return one Sprout
to the supply to gain 2 Soil.

Mycena Chlorophos @ can then activate—one Growth piece is
returned in exchange for 3 more Soil.

Japanese andromeda @ activates next and gives the player 2 more
Soil, at no cost!

And finally, Yellow sprouts @ activates, allowing the player to copy
any other yellow ability in their tableau. The player decides to copy
Japanese andromeda @) to gain 2 more Soil, again at no cost!

On this turn, when the active player placed both of their Growth
on Oakmoss, they fulfilled the requirement for the Fauna card
“Mountain Gorilla” which means they can immediately place one of
their Leaf tokens on the highest open VP tier—in this case 8 ®.

With all of their yellow abilities activated, their turn is now over, and
play progresses in a clockwise manner.

Earth Rulebook.indd 13

END GAME EXAMPLE

Let's pretend for a moment, that the next
player, who happens to be the last player in
the round, chooses the Plant action (green)
and by planting 2 cards they fill their
tableau (with 16 cards) and end the game.
They would immediately place their final
Leaf token on the 7 VP bonus on the Fauna

board @

The orange player decides to plant
Roman brown mushrooms into their
tableau @ to help them satisfy a number
of Ecosystem and Fauna objectives. They
will also draw 1 card (from the “other
players” green action), and then gain 1 Soil
when their Terrain Badlands activates.

{ #py GreatHungarian Plain
SRR m

After all players have finished activating
their green abilities, the game is over;
since the last player in the round ended
the game, all players have had an equal
number of turns.

We do not recommend players put away
components as they are adding up their
score—in the rare case of a tie, you will
need to check them astie-breakers.

EXAMPLE SCORING - ORANGE PLAYER

To begin, add up the base VP value of all cards in your tableau, and
on your Island and Climate cards. (See image on page 12, opposite.)
* Next add up the base VP value of any Event cards in
your Event stack. This could be a negative number.

e Earn 1VP for each card in your Compost.
e Earn 1VP for each Sprout in your tableau.

e Earn VP for each Trunk in your tableau, or the

Canopy completion VP for any Flora with a Canopy.

e Earn VP for each Terrain in your tableau if it gives end-
game scoring. Beach scores the player 8VP (4 for each
empty orthogonal space), Badlands scores 9VP (Yellow
Sprouts can score as any flora type), and Impoverished
Land scores 13VP (it scores for itself, for the Island and
the Climate cards, but not for any Event cards).

e Earn VP for each Ecosystem card if you meet or exceed
their requirements. Their personal Ecosystem card scores
them 18VP as they have 4 cards with geographic terms.
Everglades scores 20VP as Yellow Sprouts can score as
any flora type. Parasol Mushroom does not count as it is
not connected in a diagonal line. Great Hungarian Plain
scores 13VP as there are 4 Herbs in your tableau.

e Earn VP for your Leaf tokens on the Fauna board—
including the tableau completion bonus if you earned it.
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BN OaME All pl hould h l ber of !
ayers should have an equal number of turns!
Earth is played over a series of rounds, and a round involves each pay 9
player being the active player once. For example, if the first player of the round is the first player to complete

their tableau, then all other playerswill have one final turn asthe active player.
The game will end at the end of a round during which a player
completes their 4x4 tableau (16 cards). That player places one of If the last player in a round is the first one to complete their tableau,
their Leaf tokens on the 7 VP bonus space on the Fauna board, and then the game will end after their turn is complete.
then any remaining turns are taken to end the round—so that all
players have an equal number of turns.

If the active player and another player complete their tableaus on
the same turn, the active player claims the bonus.

If multiple players, not including the active player, complete their
tableau on the same turn, then the player sitting closest to the active
player’s left (going clockwise around the table) claims the bonus.

For end game example, see page 13.

The first player to fill their 4x4 tableau with 16
cardstriggers the end-gameand earns7 VP.

SCORING VICTORY POINTS
After the final round is over, players add up their victory points (VP) 5. Add 1 VP per Trunk in your tableau, unless the Canopy has been
and the player with the most VP is the winner. placed, in which case score the Canopy completion VP instead of
1VP/Trunk.

Players can simultaneously calculate each row on the score pad,
but we recommend you record them one row at a time to avoid 6. Add VP from any Terrain in your tableau with an end-game scoring
confusion. While counting the various components below, be sure bonus. (Terrains with in-game effects do not score bonus points.)
not to mix up any piles or to “clean up” any play areas—in the case
of a tie, these components are needed. For a scoring example, see 7. Add VP from any fulfilled Ecosystem objectives, including your
page 13. personal Ecosystem and the two shared Ecosystems.

1. Add the base VP @ from your Island and Climate cards with 8. Add VP from Leaf tokens placed on the Fauna board. Don't forget
those from all cards in your tableau. Do not include your Event cards, to include the 7VP bonus for the first player to complete their tableau.

cards in your hand or in your Compost.
In the beginner mode, there are no shared Ecosystem cards and Fauna
2. Add the base VP from cards in your Event space—this could be a objectives areworth 10 VP, regardless of the order in which they were claimed.

negative value.
In case of a tie, the victory goes to the tied player who has the most

3. Add 1 VP per card in your Compost. Soil remaining in their reserve.
If the game is still tied, the victory goes to the tied player with the
4. Add 1 VP per Sprout in your tableau. most cards in their hand, then the most Growth on their tableau, then

the most Sprouts and finally the most Composted cards.

SAFETY NOTE

Please note that although we did our best
to keep all the information and photographs
as accurate as possible, we are not botanists,
and the game should not represent any sort
of field manual or identification aid.

Please check with local and national
authorities before interacting with any
natural environments or species. Thank youl!
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SOLO MODE

The solo mode follows most of the same rules as the standard game,
with the most obvious exception being that you are competing against an
Artificial Intelligence (Al) named Gaia.

Begin by setting up the game as you would for a regular (or advanced)
game, but set your player board on its solo side (37 and decide on a
difficulty level Q

Beginner and Medium use the upper action spaces whereas Hard and
Expert use the lower actions. Beginner and Expert are only affected further
by the effects listed at the bottom of Gaia’s Fauna objective cards.

Place Gaia’s board next to your player board—on the opposite side of
where you will build your tableau.

Select a colour of Leaf tokens and place them on Gaia’s board 0

@ Shuffle her deck of 6 cards (€2 ) and place it facedown in this space.
You will go through this deck twice before ending the game.

€ This space is where her active card will go.
@ This space is where her facedown Compost is placed.
e This space is where her faceup scoring cards are placed.

Once you are set up, you begin as the active player.
0 b~ —~ —~ —~ gue
(0] SLLPP.

-104h: +50 b~ o~~~

O 99999.

As Gaia can “react” when you gain Soil and cards, it can be helpful
to place incoming resources next to your player board so she can
countthem before they are added to your hand/supply.

(SOLO MODE - SCORING

Once the game has ended, you will score VP the same way as in the
standard game. Gaia, however, will score points as follows:

* Add the base VP from all cards in her faceup scoring pile @), including
Event cards—negative values are converted to positive values for Gaia!
* Add 1 VP per Sprout e

* Add 1 VP per Trunk or the Canopy completion VP e

® Add 1 VP per card in her Compost e

® Add VP from Leaf tokens placed on the Fauna board.

Gaia does not score points for:
o cards or ECOSYSTEM cards.

\-
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U_S€ these 15 20 a +6Q 24 +4Q 2@
action spaces : =
for Beg]nner and - o] ] w———
Medium difficulty. 2@, 1E/2a 18/ +“@/Q
you gained this turn of yours by you this turn
Use these 154 2@ a 168 124 143 2@
action spaces
for Hard and ( ) - —— — o)
Expert difficulty. 5@, /124 g 3G/ +3@.+16/Q
you gained this turn of yours by you this turn

SOLO MODE - YOUR TURN

Your turns work the same as in the normal game—action selection, resource
gain, ability activation. For each action, you will gain the regular benefits;
however, Gaia will gain the benefits as indicated by the difficulty level you have
chosen.

Always finish your action and card abilities first, then resolve Gaia’s action as
the “other player,” taking the variable benefits:

* For the BLUEACTION , gather her Sprouts here e—she scores 1 VP per
Sprout at the end of the game.

e For the YELLOW ACTION , stack the Growth here e following the arrows
when a Canopy is placed. As normal, the last growth piece on every column will
be a Canopy. She will score 1 VP per Trunk or the Canopy completion VP.

e For thelRED ACTION|, gather Soil here @ until she reaches 10 of them, after
which they are returned to the supply and she will Compost 5 cards from the
draw pile. She will score 1 VP per composted card @) at the end of the game.

If the total number of Soil gained exceeds 10, leave any excess in her reserve—
only converting Soil to Compost in a ratio of 10 Soil to 5 Compost.

* For the [BREENFACTION , place Gaia’s cards faceup in her scoring pile e She
will score each card's base VP at the end of the game.

SOLO MODE - GAIA'S TURN

On Gaia’s turn, draw the top card from her facedown stack @) and place it
faceup €)). You take the upper ability (if any) and then she takes the lower
ability.

It is important that you take the upper ability first because her income can
sometimes be tied directly to the choices you made:
® YELLOW ACTION - Gaia counts the total number of cards you gained from the
upper ability and your yellow abilities, and gains that number of Growth.
She does not count cards earned with Event cards.
* REDACTION- Gaia counts the total Soil you gained from the upper ability and
your red abilities, and gains that number of Soil.
She does not count Soil earned with Event cards.

If you reveal one of Gaia's brown Fauna objective cards g, follow the
directions on the card and place one of Gaia’s Leaf tokens on the highest
available VP tier next to either Fauna card—if both are available, you may
choose the placement.

If playing on Beginner or Expert mode, also apply the effects as indicated in
the “flavour text” area of the card.

Play continues with alternating turns until Gaia activates her last card, at which
point her deck is shuffled and reset for a second, and final, use.

The game will end when Gaia’s deck is exhausted for the second time, or
when you complete your 4x4 tableau. The player who ends the game claims
the 7 VP bonus on the Fauna board, then scores are tallied.
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TEAM MODE (2 VS 2)

The team mode follows the same rules as the regular game, but it
allows players to work together against another team.

A great way for experienced players
to teach the game to new players.

Set up the game as you would for a regular game, with teammates
sitting beside each other ).

Any time a player earns resources (cards, Compost, Soil, Sprouts, or
Growth), instead of placing them directly into their tableau, reserve, or
hand, they may place them onto their side of the shared Team board @).

These resources must be taken by either teammate before the end
of the current turn or they are discarded.

Teammates may discuss strategies and resource needs openly. They
may decide together what action each will take, which resource or card
to take, and so on.

that turn order follows the player number (1, 2, 3, 4, 1, 2...etc.) @

Play the rest of the game like you would in the standard way—except i

At the end of the game, teammates will simply combine their scores, and
the team with the most VP wins!

s
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DESIGNER’'S NOTE

Earth tries to grasp a small glimpse of the immensity of Nature’s
diversity. The best players will be the ones that adapt quickly,
just like plants and animals need to do to thrive.

This game exists thanks to Isabelle Touchette, my love, who kindly
asked me if | could create a game about plants. -Maxime Tardif
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This QR code will bring you
to the BoardGameGeek
website where you can learn
more about the design and
balance of Earth by reading
Maxime’s “Designer Diary.”

Scoring Victory Points............. 14
Setup (Individual)...................... 3
Setup (Shared).........ccccceeiiiies 2
SoloMode........cccccoooil. 15
Turn/Action Overview............... 5
Watering.....oooeeeeeeeiiiiii 7

And if you ever run out of
scoring sheets, you are
welcome to download more
for free using this QR code.
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