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Essential Edition

Old-world Tuscany awaits your winemaking skill and strategic cunning.  
You’ll plant vines, harvest grapes, age wines, and fill merchant orders to create the greatest winery in Italy!

Object of the Game

Players allocate workers and play visitors to complete various 
tasks throughout the seasons (each worker is placed on one 
action each year). In the spring, players decide the schedule 
their workers will follow. An early rise gives the player the 
chance to act first; however, offering workers a later wake-
up time gives you more valuable bonuses. In the summer, 
players place workers on action spaces to plant vines and 
build structures that help advance that player’s vineyard. In 
the fall, players invite visitors to help their workers. In the 
winter, players place workers on action spaces to harvest 
grapes, make wine, and fill orders.

Goal

The goal is to reach 20 victory points, with victory points 
representing your reputation as a vineyard owner. When 
a player reaches 20 points, the current year will be played 
through the year end, and the player with the most points 
wins. Players may exceed the 20-point goal and there is no 
point limit. In the case of a tie, tiebreakers are (in order):

1.	Most lira

2.	Total value of wine in the cellar

3.	Total value of grapes on the crush pad

1 – 6 players ages 13 & up  • 45 – 90 minutes

Viticulture is a worker-placement strategy game. The Essential Edition includes 

the second edition of Viticulture along with several elements from the 

original Tuscany expansion pack, hand-picked by famed designer Uwe Rosenberg.

Have a question while playing? Tweet it to @stonemaiergames with the hashtag #viticulture and we’ll help. 
Replacement parts are available for free upon request at stonemaiergames.com/replacement-parts.
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Cards (232 total)

42 vine cards  
(green deck)

36 wine order cards  
(purple deck)

38 summer visitor cards  
(yellow deck)

38 winter visitor cards  
blue deck)

18 field cards  
(large size; field on front & back)

24 Automa cards  
(large size; beige back)

36 mama and papa cards  
(large size; pink & blue deck)

Boards

1 game board

6 vineyard mats

Components

Pieces

30 worker meeples in 6 different colors  
and 1 gray temporary worker

6 grande worker meeples

50 grape and wine tokens (glass)

6 wake-up tokens (roosters)

6 victory point tokens (corks)

6 residual payment tracker tokens (wine bottles)

48 wooden structure tokens (8 unique tokens for each color)

72 punch board lira coins  
(52 bronze 1 coins, 12 silver 2 coins, 8 gold 5 coins)

1 first-player token (grapes)

Rule Book & Quick-Reference Guide
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Game Board Setup

Each player places their 
rooster token above the 
wake-up chart and their cork 
token on the start  space on 
the victory point track. Each 
player should also place 
their wine bottle token on 
the middle of the Residual 
Payment Tracker.

Note 1: There are negative 
numbers on the victory 
point track for a few of the 
summer and winter visitor 
cards. A player may not go 
lower than -5 on the victory 
point track. If a player has 
-5 victory points, he may 
not use a visitor card that 
requires losing more points.

Note 2: The following is 
public information and 
cannot be concealed: a 
player’s vineyard mat, 
available workers, amount  
of lira, and number and  
type of cards.
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generic
grape token

Icons

generic
wine token

Terminology: 
Throughout this rulebook, you will 
notice the terms value and price.

Value refers to a grape’s worth 
when being turned into wine and 
the worth of a wine when filling 
an order.

Price refers to the amount of 
money a grape will bring when 
sold. In Viticulture, grapes can 
be sold for immediate payments, 
while wine is “sold” via wine 
orders in exchange for victory 
points and residual payments.

Setup

Vineyard Mat: Each player receives a 
vineyard mat and 3 different field cards: 

,  and . Place them side by 
side (field side up) on the vineyard 
mat. Shuffle the 4 decks of small cards 
(green, yellow, purple, and blue) and 
place them on the board. 

Deck Maintenance: If any of the 
four decks are exhausted during 
play, immediately shuffle the discard 
pile and replace the deck. If the 
deck has been exhausted but no 
cards have been discarded, that 
deck is unavailable until more cards 
are discarded.

First Player: Take all of the rooster 
tokens that have been claimed by 
players, shake them up in your hand, and 
randomly pick one. The player with that 
color is the first player and gets the first 
player token ( ). 

Example 

You are dealt the following mama & papa cards:

Thus you will begin the game with 2 regular workers, 1 vine card, 1 summer 
visitor card, 1 wine order card, , 1 grande worker, and either a windmill or 
an additional 

Mamas and Papas: After randomly 
selecting the first player, shuffle the mama 
and papa cards and deal one face-up 
to each player. Each player's starting 
resources are determined by their mama 
and papa cards.

Advanced Variant: Some groups 
might prefer to let each player draw  
2 mamas and 2 papas, then choose  
1 of each.

Every mama comes with 2 regular 
workers. Draw cards as indicated on 
your mama card to form your opening 
hand. Do this before gaining resources 
from your papa card.

Every papa card comes with 1 grande 
worker, and most come with a certain 
amount of lira. Papa cards also give you 
a choice: start with a specific structure 
or gain a few extra lira. Players make 
this choice in clockwise order starting 
with the first player. Several papas offer 
an extra regular worker or a victory point 
instead of a structure.

After all starting resources are 
accounted for, discard the mama and 
papa cards. They are only used while 
setting up the game.
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Example: Player 1, the player with the 
first-player token, chooses the 6 slot 
and gains a point on the victory point 
track. Player 2 chooses the 4 row and 
gains . So, even though Player 1 
has the first-player token, for the rest 
of the year Player 2 will go first and 
Player 1 will go second based on where 
each player placed their rooster on the 
wake-up chart.

Time 1: No bonus

Time 2: Draw 1 vine card

Time 3: Draw 1 wine order card

Time 4: Gain 

Time 5: Draw either a summer or winter visitor card

Time 6: Gain 1 victory point

Time 7: �Gain the temporary worker for the year  

(acts as any regular worker)

Spring Actions

Wake-up chart: Starting with the player holding the first-player token and moving clockwise, each player places his/her 
rooster on an unoccupied wake-up row. The number represents how early that player wants his/her workers to wake up in 
the coming year. 1 is the earliest time and 7 is the latest. For workers, the later the better; for the vineyard owner, perhaps not.

Helpful Tip: When a player passes during the summer, he will slide his rooster 
from the left to the right on the wake-up chart for a clear visual of the players that 
remain active. Then as players pass during the winter, they will slide their roosters 
back to the left. This will help players see who has yet to pass in the summer 
and winter.

Note: The first player to act in the 
summer, fall, and winter reverts back to 
the wake-up chart order from the spring 
of that year. Thus, in the example, 
above, even if Player 2 (row 4 on the 
wake-up chart) is the last player to 
act in the summer, he will be the first 
player to act in the fall, and then again 
in the winter.
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Spring 
Starting with the player who has the first player token and 
proceeding clockwise, each player will place their rooster on 
an open row of the wake-up chart to determine player order 
for the rest of the year.

Summer 
Starting with the top player on the wake-up chart and proceeding 
down the chart, each player will either place 1 worker on any 
available action space in the summer (yellow action spaces) and 
then immediately take that action, or that player may choose to 
save their remaining workers for the winter by passing. This cycle 
of turns continues until all players have passed.

Fall 
Starting with the top player on the wake-up chart and 
proceeding down the chart, each player will draw either a 
summer or winter visitor card.

Winter 
Starting with the top player on the wake-up chart and 
proceeding down the chart, each player will place 1 worker 
on any available action space in the winter (blue action 
spaces) and then immediately take that action. This cycle 
of turns continues until all players have played all of their 
workers.

Year End 
Players age their grape and wine tokens, return workers to their 
vineyard mats, collect residual payments, remove rooster tokens 
from the wake-up chart, and rotate the first-player token counter-
clockwise. When any player reaches or exceeds 20 victory points, 
the game will finish at the end of the current year.
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Bonuses: Most actions have one 
action space with a special bonus. 
A player may take the bonus when 
placing a worker on an action space 
with an icon—1 lira, 1 card, +1, etc—on 
it. A player may take the action and 
the bonus in any order. The action is 
mandatory and the bonus is optional. 
For example, a player cannot place a 
worker on the “Fill 1 wine order” bonus 
space to gain �  without also filling a 
wine order.

Scaling the Game Based on Number of Players

In the 2-player game, only the left 
action space is available; for the 3 – 4 
player game the left and middle action 
spaces are available; and for the 5 – 6 
player game all three action spaces are 
available. These action spaces may be 
claimed in any order. Each action space 
can be occupied by only one worker.

Bonus

2 players
3 – 4 players

5 – 6 players

Grande Worker Placement

The grande worker follows the rules for 
regular workers but also has a special 
ability: The grande worker may be placed 
on a fully occupied action on the board 
to perform that action. Multiple 
players may place their 
grande workers in this 
way. A grande worker 
placed on a bonus 
action space will give 
you the bonus (just 
like a regular worker); 
otherwise it does not 
give you a bonus.

Worker Placement

*  A player may use each worker only once a year. Thus a worker  
placed in the summer cannot be used in the winter.

*  A player may place 1 worker per turn.

*  In a 3-6 player game, multiple spaces are available for each action. The 
worker you place may go on any unoccupied space, even if there are other 
workers (yours or opponents) on other spaces on the same action.

*  Workers may only be placed on the current season’s action spaces.

*  If a player passes, he may place no more workers that season. 

*  A player must take the action when placing a worker. For example, if a player 
chooses the "Plant " action, that player must plant a vine.

worker on a summer action space

Example: You are playing a 2-player 
game and the other player chooses 
to give a tour with regular worker to 
gain 2 lira. If you really need to give a 
tour, you may then place your grande 

worker on that action (on the 
art for that action, not an 

action space) to gain 2 lira 
as well.

one-way
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