MOONSHINE

RULES

+—GQOAL OF THE GAME—o

Dive into the secret universe of prohibition! Run a speakeasy and make good use of the
shared illegal resources in order to attract powerful clients. Make the best choices to pros-

per in the shadows and become the best speakeasy of the forest!
When one of the players reaches 12 Prestige points, the game ends and the player with the
most points wins the game.

>—CONTENT—

70 Client cards
(front: Starting @ / back: Regular) (14 x 5 colours)

5 Speakeasy cards

O @@ " & by Y 3 white dice
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30 Moon tokens




>—/JETUP—e

(DEach player receives a random
Speakeasy card and places it in front of
them, Starting-side facing up (marked by a
star @ at the top).

(2) Take the 10 Starting Client cards (marked
by a star @). Shuffle them and deal 2 cards
to each player, who places them, face up,
next to their Speakeasy card.

(3)Add the remaining Starting Client cards
to the rest of the Client cards, shuffle them
all, and put them in a face-down pile in the
centre of the table.

X [EXAMPIET]?

Setup in a 4-player
game. Thomas is the
first player.

(4)The last person to have a drink (or
choose a random player) is the first player.
Give them the Active player card and the 5
dice.

(5)Each player receives 1 Moon token
that they immediately place on a

bonus of their choice (see page 3).

(6) Place the rest of the Moon tokens in
the centre of the table. The game may now
begin.

Isaac

Cecilia

Thomas




+—CARD ANATOMY—e

(1) Victory points that become available once the card is
validated (see page 5).

(2) Bonus that becomes available once the card is validated.
(3) Colour of the card.

Note: Each of the 5 colours has a different sketch in this area.
(4) Resources and tokens that are required to validate the card.
(5) Bonus that is available as long as the Bonus space(s) are
covered by a Moon token.

Note: Some bonuses require several tokens to be activated.

(6) Bonus space on which to place a Moon token.

@ Starting card icon.

>—RESOURCES AND TOKENS/—

There are 3 resources in the game: Food @,
Music &3, and Drink Y. The %% indicates a
resource of your choice. You do not get these
resources as physical tokens.

To validate a card, you must have access to all the
required resources: count the ones from the dice,
on the Active player card, and the ones provided
by the bonuses on your cards.

Moon tokens @ are used to activate the bonuses
on the Client cards (and also for validating cards,
see page 5). You do not need to discard them to
activate a bonus.

When you gain a Moon token, take it from the
supply, and place it on a Bonus space of your
choice (6) (on one of your Client cards or on your
Speakeasy card).

Note: There are two types of bonuses on a
card. The upper one (5) is available as long
as you have enough Moon tokens on it (6).

The lower one is available once the card is
validated (2).

Important: If you no longer have an empty
space to place a Moon token, you cannot take
the token.

Important: Once you place a Moon token, you
cannot move it onto another space.

Note: Moon tokens are unlimited. If you ever
run out of them, use any suitable replacement.

With this dice roll and these
cards, this turn, Thomas has access to 3 'Y
(1from the die, 1on the validated green card, and
1 from the Moon token on the pink card), 14,
and 1 8.




+—GAME ROUND—o

@ Dice roll

When you have the Active player card, roll the
3 white dice, and the blue and/or orange dice
if you have access to the following bonus(es):

‘ and/or ‘

You can reroll one or several dice, as many
times as you have ‘

When you do not want or cannot reroll any-
more, place the dice on the Active player card
(group the white dice, and place the blue and
orange dice next to them if you rolled them).

Thomas has the Active player

card, so he rolls the dice. Thanks to his two
Moon tokens (1), he has access to the blue die.
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After the first roll ), he chooses to reroll the

@ ond Y dice, and gets @ and &8 instead.

He cannot reroll anymore, so he places the dice

on the Active player card 3) and all players

move on to the 2™ phase.
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@ Gaining Moon tokens from the dice
For each die showing a Moon token Q, all the
players who have access to the bonus of the
corresponding die gain a Moon token and
immediately place it.

Note: If you place a Moon token that activates
the ‘ or ‘ bonus, you can now benefit
from it during the Action phase if the die has
been rolled by the Active player in the Dice
roll phase.

Even though it is Thomas who

rolled the dice, Cecilia also has access to the
blue die (thanks to her validated card (4)).

She also gains a Moon token that she places
on her Speakeasy card (5). From now on, she
has access to a resource of her choice.




@) Action

All players must simultaneously® perform one
action of their choice among the following
three options:

<a> Validate a Client card (if possible)
@ Take a Moon token
<©> Draw cards

*Note: During your first turns, players can
perform their actions one after the other so
that everyone gets used to the rules.

@ Validate a Client card (if possible)

Check for resources and discard moon
tokens: To validate a Client card, you need
to have the required resources (@, &3, or
Y) on the dice results and/or on the bonuses
you have access to. Then, you must discard as
many Moon tokens as listed on the Client card
requirements.

Important: You may discard a Moon token
even if it was used to provide one of the
resources to validate the Client card, or even
if the token is on the Client card you are
validating.

Validate the card: Place the validated Client
card under your Speakeasy card so that its
lower part (the black box) is visible. You now
have access to all elements indicated in this
part (victory points and bonuses).

If there are Moon tokens remaining on the
validated card, you must discard them. So try
to use them when validating the card.

Note: You may reorder your validated cards
by type of effect and/or by colour.

Indicate your score: Announce your current
score to all players (see END OF THE GAME).

Redraw cards: You need to draw cards until
you have as many cards as the number of your

. For each missing card: draw as many
cards as the number of your €@, choose 1
card, and discard the others.

Important: You can only validate one Client
card per turn.

Look at the following two examples:

QERGLEENY Even though it is Thomas who

rolled the dice, all players perform an action.
Lewis chooses to validate a Client card.
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Lewis cannot validate the Client on the left
as he does not have enough Y . He also
cannot validate the Client in the middle since
he is missing 2 out of the 5 Moon tokens to
discard.

However, he can validate the Client on the
right because he has a total of 4 @ as
follows: 7 @ on the dice, 1 # on his
Speakeasy card thanks to the 2 Moon tokens
(D, 1 @ from the bonus of his validated
card(2), and another 1 @ from the bonus of
the Client on the right (3). Then, he has to
discard T Moon token of his choice and place
the validated card under his Speakeasy (4).




During phase 2, Thomas gained
1 Moon token because he rolled the blue die
and chose to place it on the Client on the

left (T).

He decides to validate the Client on the left
as he now has enough &@. Then, he must
discard 2 Moon tokens: 1 from the Client card
he validates (2), and 1 from his Speakeasy
card @ (next turn, he will no longer have
access to the blue die from his Speakeasy
card).

He places the card under his Speakeasy ().
He announces his score (3 points).

Because Thomas has 2 and only one
Client card in front of him, he does the Redraw
cards step once: he draws 4 cards (as he has
4 €@), chooses 1 card that he places on the
right of his Speakeasy card, and discards the
other 3.

@ Take a Moon token

Instead of validating a Client card, you can
take 1 Moon token and immediately place it
on the Bonus space of your choice.

Even though it is Thomas who
rolled the dice, all players perform an action.
Cecilia could validate a Client card, but she
chooses to gain 1 Moon token and places it on
the Client on the right to have access to the
orange die next turn.

Instead of validating a Client card or gaining a
Moon token, you can draw as many cards as
the number of your €@, and then you may
choose one of them to replace one of your
Client cards.

If you decide to replace one of your cards:
discard it (and discard all Moon tokens on it,
if any), replace it with the chosen card, and
discard the rest of the drawn cards.

If you are not replacing any Client card, simply
discard all the drawn cards.

@ End of the turn

If no player has won the game (see END OF
THE GRAME), give the Active player card to the
player on your left. A new turn begins.




o—END OF THE GAME—2¢

If one or several players reach 12 points, the game ends after all players finish their phase 9
Action. The player who has the most points wins the game!

If there is a tie, the player who has the most Moon tokens (on their Speakeasy and Client cards)
wins the game. If there is still a tie, the player who has the most validated Client cards wins the
game. If still tied, the tied players share the victory.

>—NREGULAR VARIANT—o

During setup, take the following changes into account:

(1) Each player receives a random Speakeasy card and places it in from of them,
Regular-side facing up (with no star @ at the top).

(2) Shuffle all Client cards. Then, the first player draws 4 cards, the second and
third players draw 5 cards, and the fourth and fifth players draw 6 cards. Then,
each player selects cards up to the number of on their Speakeasy card, and
discards the unused cards.

Proceed to the rest of the setup steps as per the usual rules.

Note: If one or several players choose Client cards that give immediate
bonuses (marked with *): complete setup first, gain Moon tokens, and then
discard Moon tokens as indicated.

The rules of the game stay the same, but the Regular variant ends once a player
has reached 15 points!

o—CREDITS—o

Designer: Thomas Dupont
lllustrator: Maxime Morin

Publishing Direction: Simon Villiot
Artistic Direction: Claude Lucchini
Product Marketing/BtoB Relationship: David Lajarge
Communication: Salomé Lasbroas
Proofreading & translation: B. Sinturel, M. Sétien, A. Poilvé,
David Secretain, Corina Cretu

Localisation Editor: Rheza Louis
(Hachette Boardgames UK)




+—ICON EXPLANATION—o

When you are the Active player,
you can reroll all or some of the
dice, as many times as you have

this icon.

When you Redraw cards, you
can draw as many cards as you
have this icon, choose 1 card, and
discard the others.

You must always have as many
Client cards in front of you (non-
validated) as you have this icon.

Note: When you validate a Client that gives
you a new ? you must take two new
Clients. Start by drawing as many cards as
you have , keep a Client and discard
the other. Then, repeat this process.

“When you are the
Active player, roll the
blue and/or orange dice (depending on
your bonuses), as well as the white dice.

You can reroll them the same way as the
white dice.

When you no longer want to reroll them,
place them on the Active player card, on
their respective spaces. Only the players
with the corresponding bonuses can
benefit from their result.

Note: The blue and orange dice have one
or several sides that give Moon tokens.
When you get such a result, gain and place
the Moon token before performing your
action.

Note: Multiple identical ’ or ‘ do
not provide additional bonuses.

©DDE

You have access to these resources as well
as the ones given by the dice.

When you have to discard Moon
@ tokens to validate a Client, discard
one less than required.

\ Immediately gain 2 Moon tokens.
Important: Apply this effect when you
choose this card, not when you validate it.

Immediately gain 1 Moon token. All
the other players discard 1 Moon
4@ tolen at the end of their Action phase.

Important: Apply this effect when you
choose this card, not when you validate it.

) This icon gives you 1 point per
¢ | validated card of the colour you have
the most.

JIRCIGEp [f you have validated
2 green cards and 3 purple cards, this icon
gives you 3 points.

Important: If you validate a second card
with this icon, count the cards of your
second most colour. If you validate a third
card with this icon, count the cards of your

third most colour, etc.
the Regular side of the

.i§ Speakeasy cards. They

give you 1 point per validated card of the
indicated colour.

These icons are found on

Important: The E] icon does not provide
a wild colour for this purpose.




