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Sandeep Kharkar & Dave Haslam
2-4 P[ayers Ages 8 and up  30-45 Minute P[ay

The King intends to appoint a new Master for his vineyard and wishes to
discover which apprentice has the cleverest way with grapes. The wi[y King
will pay three surprise visits, judging the grapes for color, sweetness and size
of the vine, dispensing giﬁs of gob[ets, bottles and barrels to demonstrate his
appreciation. Aﬁer the ﬁna[ visit, the apprentice with the most valuable giﬁs

will become Master of the King’s Vineyard.

Compongnts:

* Rulebook wl
* 60 Sing[e—\/ariety Grape Cards |’

» 36 Double-Variety Hybrid Grape Cards
« 16 Special Action Cards

* 3 King Cards

« 80 Vine Tiles b' .
« 1 First P[ayer Card

4 P[ayer Reference Cards

« 70 Point Tokens
Goblet =1 Point  Bottle = 5 Points
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‘ ﬁrst p[ayer card, which will rotate clockwise at the end of each round.

Object

P[ayers vie to impress the King who judges each vineyard according to the
number of ripe grapes, adding bonuses for sweetness, ﬁuits of the same
color, and the uniformity of the vines. At the end of each Voya[ visit, p[ayers

tauy their scores and collect the King’s giﬁs as point tokens. At the end of
the game, the p[ayer with the most points wins.

Setup

Two—P[ayer Game:

Before beginning a two p[ayev game, choose one grape color to be comp[ete[y
removed ﬁfom the deck. For examp[e: Should p[ayers choose green, remove ®
alls sing[e color green grape cards and all 18 hyfovid grape cards containing
green grapes. Once one color has been removed, proceed with normal setup

and p(ay.
Three or More P[ayer Game:

Setting aside the 3 king cards, thorough[y shuﬁle the vest of the deck and deal
6 cards to each p[ayer. Once all cards have been dealt, the deck is turned
face—down to become the draw pi[e. Insert the three king cards into the draw
pi[e at rough[y equa[ intervals starting a few cards ﬁom the bottom and

working up no highev than the upper third. Vine tiles are a shaved resource "

and should be in reach of all p[ayers To begin p[ay, the ﬁrst p[ayer takes the : W\
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Plaging the Gamg

The game is p[ayed as a series OfVOI/WIdS, each COWIPVESEO[ OfSGVCVI phases

accomp[is hed in order: Draw, Discard, Wilt, Harvest, Plant, Grow and Ripen.

Draw and discard are comp[eted in order beginning with ﬁvst p[ayer and
moving clockwise around the board. Aﬁer draw and discard, the next phases
may be pevformed simu[taneous[y by all p[ayers. However, each p[ayer must
wi[t, harvest, p[ant, grow and ripen in order. Once all phases are accomp[ished,

the ﬁrst p(ayer token moves clockwise to the next p[ayer.

@T’aw Beginning with ﬁrst p[ayer, p[ayers Veﬁu their hands up to 6 cards
[oy drawing ﬁfom the draw pi[e, the discard pi[e or both. Note: This phase is
skipped for the ﬁrst round since all p[ayers begin with 6 cards.

When the k[ng card is drawn it is p[aced in the
center of the table, ind[cat[ng that the k'mg is on
his way to inspect the vineyard. The p[ayer who
drew the king draws another card to rep lace it
and the round continues. All p[ayers have the

rest of the round to prepare for scoring.

bcthe ast king has been drawn and there are no

more cards in the draw pi[e, comp lete the ﬁna[
round by shvgﬁq ing the discard p[[e and [aying (t face—down as the new draw pi[e.

Piscard P[ayers may discard as many cards as they wish. However, no
new cards may be drawn until the next round, and the rest of the phases must
be comp[e‘[ed with the cards in hand.
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W i ]t Wilt one vine segment of each ripe grape cluster. To wilt the vine,
turn the vine tile to the brown, bare side. One vine segment will wilt each
turn aﬁer the grapes have Vipened.
Do not wilt the vines of vmripened

grapes. Skip this phase gfa p[ayer’s

vineyard contains no ripe grapes.

« Watering Can special fdetion Card
During the wilt phase, a p[ayer may
use one or more watering can cards. (f Watﬁl” in 8
Each watering can prevents one & \Lan
vine segment ﬁ‘om wi[ting. Mu[ﬁp[e
watering cans may be used on one

p[ant or divided among several.

Used watering can cards are

Ong Ving lasts

discarded to the game box.
Ong Tarn lsonger

T

tHarv QSt All grapes with comp[ete[y wilted vines must be harvested.

The vine tiles are returned to common stock and the grape cards are p[aced

in the p[ayer’s persona[ stock, held aside to determine the winner in the event
of a tie.

P[ayers may also elect to harvest grapes which are not wilted or Vipened, but
no [onger desired in the v[neyard. thripened grapes are p[aced on the

discard pi[e, and ripened grapes are added to the p[ayer’s persona[ stock.

P[ayers with nothing to harvest may skip this phase.

- 2

@



e = |

]3 [ant To p[ant p[ace a grape card face—down on the table with the
vmripened grapes showing. Each p[ayer must p[ant 1grape card during each
round up to 3 p[ants. Aﬁer accumu[aﬁng 3 p[ants, a p[ayer may elect to skip
the p[anﬁng phase. No vineyard may grow more than 5 p[ants at any one

time.

* dhovel Speeial detion Card
During the p[ant phase, a p[ayer may p[ay
one or more shovels to p[ant mu[ﬁp le grape
cards. However, vineyards are still limited

tos p[amts. Used shovel cards are discarded

to the game box.

Plant Ong €Xira
Grape This Turn

@Qrow Each player must add one leafy vine tile
to each bmripened grape cluster. R[pened grapes do
not grow. Lhuripened grapes continue to grow one vine tile each round until
the p[ant reaches the maturity range listed on the card, and the p[ayer ripens
it by turning the grape card face—up. No p[emt may exceed or short change

its maturity range.

If aplayer’s entire /—\

vinevard is ripe Maturity _ Number of
Y e Range ~ Vine Tiles

this phase is skipped. / . Pt
> )
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Fertilizer special detion Card
During the grow phase, a p[ayer may use one
or move ferti[izer cards. Each suﬁusion of
ferti[izer grows one additional vine tile.
Mu[ﬁp[e ferti[izer cards may be app[ied to
one p[zmt or divided among several.
However, each p[em‘[ remains limited to its

listed maturity range. Used ferti[izer cards

are discarded to the game box.

Ong Ving Grows
Ong Extra Length

Rl PEN Grapes may be V[pened at their

minimum listed [ength, but must be ripened at their O]
maximum [ength. Grapes are Vipened by turning the grape card face—up at

the end of its vine. Once ripenec{, the vines will begin to wilt c{uring the wilt

phase of the fo“owing round.




dCOring
]f'the k'mg was drawn dur'mg the draw phrase, he will nspect each vineyavd
zycter the ripen phase, dispens'mg giﬁs accoroﬁng to the fo“owing criteria:

-

Grapge Points
Points awarded on[y for ripe U&CG-M}O) grapes
1 Point for each oroﬁnary grape cluster
2 Points for each sweet grape cluster

Matching Color Bonus

Dual color hybrid grape clusters score once for each color

2 Points ﬁ)r the most grapes of the same color (ties don’t score)

1 Point fov 2 grape cards of the same color

Sweet Grape Cluster

2 Points for 3 grape cards of the same color E—
4 Points for 4 grape cards ofthe same color

7 Points for 5 grape cards of the same color

Matehing Vings Bonus
Ripened Grapes Oniy
Wilted Vine Tiles Count

1 Point fov 2 vines ofthe same [ength ' Goblet = 1 Point
2 Points for 3 vines of the same length
4 Points for 4 vines of the same length ‘ Bottle = 5 Points

7 Points for 5 vines of the same length
. Barrel = 10 Points

Aﬁer the k'mg’s ﬁrst and second visits, p[ayers collect their giﬁs, the k'mg card

is discarded to the box and the game continues.

Winnin 8 th < Gam € Following the king’s third and final visit, all
vineyavds are scored and g[ﬁs distributed. The p!ayev with the most points is
declared Master of the King’s Vineyard. n the event Qf a tie, tied p[ayevs score
the number of harvested grape cards in their persona[ stock. Should this also
come out a tie, the two players should shake hands and share their esteemed title.



Play €xamplg

Beforg Wilt Phase:

fter Wilt Phase:

Wfter Harvest
Phasg:




Wfter Plant
Phase:

After Grow
Phase:

Wfter Ripegn
Phasg:

SCOrge:

1 r[pe grape cluster -1 pt

1sweet ripe grape cluster - 2 pts
2 grape clusters qf the same color-1 pt

2 vines of the same length -1 pt
My Total: 5pls
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We would also like to thank all the members of the Board
Game Designers Guild of Utah, who have provided
us support, suggestions, contacts, encouragement,
and consolation through the ups and downs of getting
an idea from concept, through prototype and playtest,
to this ultimate stage of publishing.

Individual shout-outs to Alf Seegert, Mike Compton,
Phil Kilcrease, Steve Poe[zing, Sean MacDonald, and
Dave Bailey for their tireless work to make the Guild a place

where all designe"rs are welcome and given the space to grow.

Specia[ Thanks: Abby, Chase, and Porter
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