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In a quiet valley, several masters of water garden design have gathered to compete in a prestigious contest: 
The Water Beauty Symposium. Their task is to create the perfect water feature - a harmonious lake where 

the surface glistens in the sunlight and koi fish glide gracefully among the water lilies. 

The masters carefully arrange water tiles and connect groups of fish and plants to create a perfect balance 
between order and nature. Whoever manages to best fill their lake with both life and tranquility will emerge 

as the winner of this aesthetic challenge. 



B pon'tfeel like reading  Any components mi§sin§or damagea?n E 
the rules? Watch the Contact us at info@albi.cz, and we will 
video tutoriall send you a replacement free of charge! 

2 4 Lake cards 4 Player boards (representing the lake) 

Front side with decorations (side A) 

\ b~ 64 Water tiles (doubble-sided) 24 Decoration tiles 1 Starting Player token 

M D 
60 Bonus tiles 

4sets of 15 tles for each player - each set contains: 

1 Cloth bag 
5x 

Players take on the roles of master water garden designers, tasked The goal of the game is to fill your lake as efficiently as possible. 
with creating the most beautiful lake. The player who scores the most victory points for their lake wins 

During the game, they gradually fill their lake with water tiles, fish, and the game. 
water lilies. Points are scored for completed columns and rows, as well 

as for groups of ko fish and water lilies.



Before your very first game, punch out all cardboard components 
from the punchboards. 

For the fiirst game or when playing with younger children, we. 
recommend playing without the decorations. Keep the lake cards and 
decoration tiles in the box; you will not need them for this first game. 
Ignore everything marked in pink. 

n Each player takes a player board and places it in front of them, 
with the bridge illustration in the top-right corner. 

n Choose a lake card randomly and insert it into the player 
board with side A facing up. Or play with the default layout printed 
on the player board. 

B Put all the water tiles into the bag and shuffle them by shaking 
the bag. Each player randomly draws 16 water tiles and places them 
one by one around their player board (it doesn't matter which side 

e 71 ™ L 
g ; J “‘75 H 

Ja
ke
yd
 
pu

z 

is facing up) to form a continuous line in an inverted U shape. 
Both ends of this line should be at the bottom corners of the board. 
Leave any remaining tiles in the bag near the play area. 

Each player takes one set of bonus tiles. Bonus tiles are marked 
with a sand frame. The number of L-shaped and square tiles required 
depends on the game variant you will be playing - without a Lake 
card, with the card on side A or with the card on side B. Check the 

centre of the board or the lake card and count the marked L-shaped 
(in this case 4) and square areas (in this case 5). Based on this count, 

take the corresponding number of bonus tiles and place them in the 
designated spaces along the bottom edge of your board m Place all 
the double and triple bonus tiles in the marked spaces on the left and 
top edges of the game board 

E Place the decoration tiles in the centre of the play area. 
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Starting with the starting player, players take turns in clockwise 

order. On your turn, you must take one water tile within your reach 

(see below) and place it on your game board. Tiles must be placed 
within the square grid (must not extend beyond edges of the grid) 

on your board and must not overlap. Each tile can be placed with 

either side facing up and can be rotated freely before placement. The 
tiles do not need to be placed adjacent to another tile. Once a tile 
is placed, it can no longer be moved. After you have placed 
atile and checked if you have met any conditions for bonus tiles (see 
Gaining bonus tiles), the next player in clockwise order takes their turn. 

REACH 
Each player has 4 water tiles within reach: 

* 2 water tiles at the ends of their own U-shaped line 
* 2 water tiles at the nearest ends of both their left and 
right opponent's lines 
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Example: This is Karl’s reach. In his turn he can choose 
from these four tiles. 

B / / & 

If a player has only one tile in front of them at any time, they must 
take one tile from the bag. The player can choose whether to add it 
to the right or left of their existing tile 

Ifthe bag is empty, they must take one tile from the nearest end of the line 
of either their left or right opponent and add it to their own line. However, 

they cannot take a tile from a player who has only two or less tiles left. (2 - 

Example: Later on in the game Karl has only two tiles in front of him. 
He chooses to place one of the tiles into his lake, leaving only one tile 
in his line. Because of this, he must take one tile from the bag. On 
Anna’s turn, she places one of her tiles. Then, Thomas takes a tile from 
Karl. Now, Karlis left with only one tile again. There is no tile left in the 
bag so he must choose which tile from the opponent’s closest ends he 
wants to add to his line. He selects the closest tile from Anna’s line. Karl 

continues playing. 

GAINING BONUS TILES 
After placing a tile, check if you have met the conditions for gaining 
a bonus tile from the edge of your game board. Bonus tiles can be 
gained in two ways: 

A. By completing an entire row or column. In this case, you 
gain the bonus tile from the edge of your game board adjacent 
to the row or column you just completed. These bonuses are 
rectangular in shape and have a size of two or three squares. 

Each bonus tile on the left and top edge of the board is connected 
to four rows or columns. These rows and columns are marked with 
red stones. Once the first of these rows or columns is filled, the 
player receives the corresponding bonus. If a second row or column 
in the same section is filled after the bonus has already been 
claimed, no additional bonus can be claimed. 

B. By filling a marked area on the game board. In this case, 
you gain a tile that matches the shape of the filled area. 

There are L-shaped and square-shaped marked areas on the board. 

If you completely cover them with tiles, you gain the corresponding 
bonus tile that matches the shape of the marked area 
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Any gained bonus tile can be placed immediately on 
your game board or set aside on the right edge of 
your board for use in a later turn. 
Each player may only ever have one set-aside bonus 
tile at the end of their turn. If you gain a bonus tile 
and already have one set aside, you must immediately 
place one of them. If you gain multiple bonus tiles in 
one turn, you can choose which ones to place and, as 

always, keep only one for later. A bonus tile which is set 
aside can be played at any time during a players turn. 

DECORATIONS 
The lake card has pre-printed green decoration spaces. If a player 
completely surrounds such a space with water and bonus tiles 
(only the perimeter needs to be filled, corners can remain empty), 

they gain the corresponding decoration tile and place it on their 
board into the pre-printed decoration space. These decorations are 
crucial for scoring (see section Scoring). If a player covers a pre- 
printed decoration space with water or bonus tiles, they lose the 
opportunity to gain that decoration and the points it would score. 

Example of a fully surrounded decoration. 

Example turn: Karl placed the marked tile in the centre of his 
player board, completing an entire column. This earned him 
a two-square bonus tile from the middle of the top edge of the 
board. He placed this tile in the marked space on the left. 

Karl's placed bonus tile unlocked another bonus tile for 
completing the row, which he placed in the marked space. 

By placing this bonus tile, Karl completed the coverage of a square 
area, unlocking a square bonus tile, which he set aside on the right 
edge of his game board for later use. 
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When a player can no longer place any tile within their reach, they 
pass. Other players may continue playing until they also can't place 
any tile within their reach. Once all players have passed, the game 
ends and players count up their points. 

SCORING 
Players earn victory points for fulfilling the following criteria: 

4. Completed Rows and Columns: 

« 1 point for each completely filled column and row on the 
board (maximum 24 points). 

2. Symhol groups: 

« 2 points for each group of koi fish of 7 or more spaces. 
« 2 points for each group of water lilies of 7 or more spaces. 

All orthogonally adjacent spaces with the same symbol count as 
one group. A diagonally adjacent koi fish/water lily belongs to 
a different group. 

3. Decorations: 

« Scored groups adjacent to a decoration earn +2 points 
per decoration. 

Decorations themselves don't score points; they only increase 
the point value of groups. Decorations must be orthogonally 
adjacent to the group symbol; diagonal placement doesn't count 
as adjacent. It's sufficient for the decoration to be adjacent to just 
one symbol of the group. 

Scoring example: This is how Karl's game board looks 
at the end of the game. Karl first counted points for each 
completed row and column, which is 8 points for rows and 
6 points for columns. Karl has 2 scoring koi fish groups 
and 3 water lily groups on his board. He also has two 
decorations: The first is adjacent to two water lily groups 
and one koi fish group, and the second is adjacent to one 
koi fish group and two water lily groups. In total, he scores 
22 points for groups and decorations. Karl’s final score is 
36 points. 



(WITHOUT PRE-PRINTED DECORATIONS) 

For this variant, use the Lake cards with side B facing up. 
Gameplay follows the normal rules, with this exception: 
Instead of taking a water tile within reach, a player may place 
a decoration tile from the common supply. The decoration can 
be placed on any empty space on the game board, except those 
adjacent to another decoration. A player may not have more than 
three decoration tiles and cannot have two identical decoration 
shapes. Scoring rules remain the same - decorations adjacent to 
groups increase the points for those groups. 

Solo play is possible both with a lake card (side A or B) and without 
alake card. Set up the game according to your chosen variant. 
Gameplay follows the same rules as the multiplayer game, 
with this exception: 

« The player can reach 2 tiles from both ends of their water 
tile line, so they have 4 tiles available. 

The game ends when the player no longer wants to or cannot place 
any tile within their reach. 

SCORING TABLE 
Compare your score with the following table, based on your chosen variant: 

ACHIEVEMENT LEVEL LAKE MASTER CAPABLE LAKE DESIGNER | MASTER'S APPRENTICE 

First game variant 28+ points 20-27 points 20 points and less 

Lake card Aand B 41+ points 25-40 points 25 points and less 

Game Design: Uwe Rosenberg 

Tllustrations: Jindrich Pavlasek 

Graphics & Layout: Anezka Bélohoubkova, Sylvie Stoneova 
Development: findrich Pavldsek, Michal Smid 
Production: Jan Cizner 
Rules Editing: Barbora Sulcovd 
Translation: Branislav Berec 
Proofreading: Corinna Spellerberg (Textguru) 

BE 
Please consider rating 
Garden Lake on 
Boardgamegeek.com. 

The publisher would first like to thank Jindfich Paviasek for his significant 
contribution to the development. We also thank all the playtesters, 
especially Magdaléna Vitéskové and the children at St. Norbert's parish for 
their help during the early stages of testing. Special thanks also go to Marie 
Pavléskova, Vasek Prazak, Michal Langr, Simon Volny, and Jana Safrankova 
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