IMEEPLE

WA

A war presented by
Max VALEMBOIS

on a battlefield drawn by
Anne HEIDSIECRK

and accurately reconstructed by

Bluve Cocker Games

For 2 to % clan leaders ages 1% and up.
Play time: 15 min. per Player.
On a game board, Meeples may seem small and unassuming, but don't be fooled.
O hey were originally constructs of war for the 4 kingdoms of illiput/

Play as one of the [eaders of those kingdoms and re-enact (in actual size) those tremendous,

historical battles in Meeple War!
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» FOR EACH PLAYER: » FOR ALL THE PLAYERS:

¢ 13 Wooden Meeples of your color # 36 Double-Sided Territories (A Plain on one side, a

' . Territory on the other)
. ‘ YR S

4 10 Double-Sided Buildings in your color (Construction
on one side, the Building on the other)

Nbte: The Il Territories vsed for
setup have a different illustration
on the back

L 2
Loy # 5 Territory Upgrade Tokens

L Decal

¢ | Village Enclosure surrounded by a river

¢ 1 Village Gate

@ | Reputation Mountain: Meeples placed here will show

the victory points you've scored during the game.

# 1 Tree Hiding the Forest

R
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» ‘TERRITORIES

‘Territories are double-side

d.

The back has an empty field.

Note: To sort them quickly, the Il
Territories that are vsed during setup \
have a different illustration on the back g » - . top

Territory

And there are 3 types of Territories:

@ Blank Territories: They are empty Territories. Some

of them are partly surrounded by forest.

@ Structures: These Territories can give you a i
bonus. To get the bonus, you must have at least 2
Meeples on a structure at the beginning of your turn.

Note: Bonuses from Territories are temporary. To benefit
from it youv must take possession of the Territory by
having at least two Meeples on it at the beginning of your
torn. The bonus effects are listed on page 13, with a Quick
Reference located on the back cover.

Shields (Weapons
Forge (1) forge (1) / 7

(ooden
Tower (5)

Workshop (¥ Viflage (3/

Meeples to move

vnderground passages.
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# Special ‘Territories: there are 3 types:

+ The 2 Caverns will allow your

through

Drvid Hut (2)

the

* The 2 Ancient God Altars will allow
you to bring down one of your opponent’s

Meeples by making a sacrificel

* The 3 Mine Tunnels will allow
Meeples to move guickly from one

tunnel to another.

‘ Note: Rules for the Special Territories are explained on
\ pages 8 and 1%

P BO]LD]NGS Defenses of the building

—h l doring construction
s P

(Uorker starting position

Construction path

Constroctions end” space

..-.ﬂ— (flip the Territory to the

Building side)

Under construction side

Building defenses

Starting space

Action path

Duilding side

Action spaces

Note: All Boilding actions are explained on pages ] & I2.
k There’s also a Quick References on the back cover.

Fntrepreneors

Guild

[actory Catapult
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For 2 PLAYERS
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FOR 3 PLAYERS i&)

& 13

Each plager chooses a color and takes the matching
pieces:

¢ 13 Meeples

¢ 10 Buildings

¢ 1 Workers

¢ 1 Village Enclosure

¢ | Village Gate

¢ 1 Reputation Mountain

¢ | Depot

@ 1 Tree Hiding the Forest
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@ Shuffle the Territories and place them in a face
down pile next to the board (G).

Note: Shuffle any ovnvsed Setup Territories into
Ll‘b/ls‘ pile, along with the other Territories.

# Place the 5 Territory Opgrade Tokens (K) and
the Bravery Points Ladder (H) next to the board.

@ Place 1 Meeple of each color on the ® space of
the Bravery Points Ladder.

";4

Sort out the 11 Setup Territories. Then, place the Towers tiles (A), the Plains tiles (B), and the Mine tiles (C)
in the center of the table, using a layout determined by the number of players.

FOR 2 PLAYERS =
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E 3 » 4 PLAYERS SETUP EXAMPLE:

@ W 1 W o

. adn

@ % Note: For a quickstart game setup, see page 6.
Around the Setup Territories, each player places their ® FEach player places their Depot, Reputation
Village Enclosure (J) with their Village Square (D) and Mountain, Meeples, (Jorkers, their ‘Tree Hiding
their Gate (E) on top, as shown. the Forest, and their 9 remaining Buildings close to

their village (F).

@ Each player places 2 of their Meeples on their
Depot, and 1 of their (Workers on the starting
space of the action path of their Village Square.

Gate

Village Sguare

Village Fnclosore

Note: The Village Square Territory has a vnique reverse
side so it can be easily found. It is also the only Building with
6 defense points.

To determine the first player, each player
proclaims their greatest insult to their

opponents. The one whose insult is best is

given the Hammer token (1, showing them as
the Active Plager. They will take the first

|
turn in the game. L
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For a guickstart game, each player starts with 3 of their 3" plager (if needed):

L Note: the rest of the set up remains the same.

The plagers start with the following Buildings:

1* plager:
#® The Village Square, Pilot School, and Factory:

4* plager (if needed):
@ The Village Square, Looters Guild, and University:

2" Player:
@ The Village Square, Catapult, and Entrepreneurs Guild:
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Buildings already built. ¢ The Village Square, Military Academy, and Abbey:
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The game ends as soon as a player gets at
least 6 Victory Points during their turn. The
player with the most Victory Points wins.

There are 3 ways to collect Victory Points:

@ W 1 W o

¢ By
destroying an opponent's Meeple (7 Bravery Points equals
1 Victory Point);

@ By destroying enemy Buildings
(1 Victory Point for each Defense Point);

collecting Bravery Points for

. adn

# By controlling Tower Territories

(1or2 Victory Points, depending on the Touwer).

Each plager completes all of the turn Phases, in order, during
their turn. Then, they give the Hammer token to the next

plager, moving clockwise. That player then becomes the
@ Active Player.

—3&
o

s
/'f”f,/,

» PHASES IN A ‘TORN

1 Territory Bonus

2 Workers Movement

3 Complete Actions on Buildings

%4 Meeple Movement on the Battlefield
5 Resolution
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At the beginning of gour turn, if you have 2 op more Meeples

on a Structure, you receive the structure bonus.

Note: Some Structure Bonuses remain in effect for
the full round. You only need to check once to see if
2 Meeples are on the Structure to gain the bonus.
If the Meeples move off of the Structure during
the turn, the bonus is still active until the end of
the Round.

Note: Strocture Bonvses are explained on page 13 and
L a Quick Reference is on the back cover

In this Phase, each (Uorker on a Construction

L

the game with their Construction Site faceup and with a
Worker on the starting space of the Construction Path ,ﬁ 2
(see page 1.

or Action Path is moved forward one space.

Aside from the Village Square, Buildings will enter

There can only be one (Uorker on each Building.

When a Worker reaches the Construction’s End space .
of a Building’s Construction Path, flip the Building over and
place the (Uorker on the Action Path in the starting position.

Most Action Paths offer branching options at different
points. (Uhen a (Uorker reaches one of these points, the player
must choose one the paths for the (Uorker to follow. When a
Worker is on the last space of an Action Path, their next move
will place them back at the starting space of the Action Path.

Each (Worker has to be moved each turn. ‘They cannot stay
in the same place or move backward.

Note: You need to move your (Uorkers before
doing the Building Actions. Otherwise, it is easy to

forget which (Uorkers have already moved or not.
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