











3. CLAIM (CONTINUED)

The winner is the one with the most Influence in the
restored line. They flip the Castle to its Claimed side, and
must choose one of their own tokens from that line to
station permanently on that Castle, placing it on the tile.

+Once you claim a Castle it is yours for good, even if the
Influence totals in the line change.

Finally, all players except the winner (in turn order after
the winner) choose one of their own Normal tokens in that
line (if there are any), and flip it over to its Energized side.

ENERGIZED TOKENS
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What if there is an Influence tie to
claim a Castle?

« In the event of a tie, the active player wins.
If the active player isn’t part of the tie, the tied
player that is next in turn order wins.

o The tie-winner must permanently station
two of their tokens from the line (instead of
one as normal) in the claimed Castle.

o In the rare case that the tie-winner has only
one token in the line, they must take the
second one from any other place (except one
already stationed on a Castle).

Claim example: Tallying the restored row, we see
that Red has 4 Influence, Blue has 3 Influence, and
Purple has 2 Influence (remember, Energized tokens
count as 2). Red is the winner!

Red flips the Castle tile and chooses one of their tokens
in the row to station on it permanently. Blue chooses
one of their Normal tokens in the row and Energizes
it; note that Purple is entitled to do so also, but since
they don’t have any Normal tokens in the row they
miss out on the benefit.

Tied Claim example: Red and Blue both have 3
Influence. Since Red is the active player, Red wins!

Red must station two tokens in the flipped Castle

(including a valuable Energized one, since they only
have two tokens in the row). Blue Energizes one of
their Normal tokens in the row.




GAME END (LEARNING GAME)

If four or fewer Town cards remain at the end of your turn,
the game immediately ends. Add up the points of your Scoring example: In this mini grid, Red scores 7,
claimed Castles to get your final score... the player with the scores 10, and scores 9... wins!

highest score wins!

o It is irrelevant how many tokens you have on your claimed
Castles, or whether they are Normal or Energized.

For a 4-player game, teammates add their totals together,
and the team with the highest score wins!

If it’s a tie, the tied player (or team) who claimed the Castle
with the earliest Priority letter in alphabetical order wins!

THE FULL GAME

The Full Game introduces the Glades to Treeline; they add
new scoring opportunities beyond claiming Castles to the
game for all players! You can always return to playing the
Learning Game if you prefer a simpler experience.

ADDITIONAL SETUP

@ shuffle the Glade cards (Town side up), then draw three
random ones (without looking at them) and return the
rest to the box unseen.

@ Replace any three value-1 Town cards in the grid with
your three Glade cards, keeping them Town-side up;
return the removed Town cards to the box. You can have
one player decide which Town cards to replace, or discuss
it as a group; it’s up to you.




ADDITIONAL GAMEPLAY

A Glade functions like a normal Land card in most respects;
it has a Town side and Forest side, and you Reforest it and
Deploy to it in the same way as you would any other Land
card. Each Glade has one space for a deployed token on its
Forest side.

Each Glade introduces a unique scoring opportunity,
described on its Forest side. Since they begin Town-side up,
players won’t know which specific Glades are in play until
they are Reforested.

A Glade’s scoring effect only becomes active when the card
is Forest-side up and there are no tokens on the card. This
means that if a token is deployed to it when it is flipped, that
player must deploy (or station) that token to somewhere else
in order to activate the effect.

Who owns an active Glade?

Nobody! Once a Glade becomes active,
no specific player controls it; anybody can
potentially benefit from its scoring effect.

ADDITIONAL SCORING

At game end (in addition to Castle scoring), check each
active Glade and calculate the points you earn from it; add
those points to your final score!

What if there’s a tie for a Glade?

Some Glades award points to the player
with the “most” of something; in the event
of a tie, all tied players earn the points.

Check the back page of the rulebook for a reference
clarifying all of the Glade scoring eftects.

Glade example: This Glade was flipped, and Red
Deployed onto it. Everyone can see the Glade’s effect
now, but it won’t activate until Red moves that token
off of it somehow!
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Glade Scoring example: This active Glade awards
1 point per token you have in cards next to it. Red
scores 2 points, and Blue scores 3 points!




GLADE GLOSSARY

1pt per token of yours on cards 1pt per token of yours on cards &4 pts if you have the most Energized ~ 1pt for every two tokens of yours
next to this Glade. diagonally next to to this Glade. ~ tokens on cards surrounding this Glade. ~ on cards surrounding this Glade.
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LARGEST
TERRITORY

2 pts for every two tokens you 2 pts for every two tokens 2 pts for every two tokens you &4 ptsiif you have the largest connected
have on cards in the same row you have on cards in the same have on cards that are on the group of cards with your tokens on
as this Glade. column as this Glade. edge of the grid. them (diagonal isn't connected).

WITHOUT
NEIGHBORS

1pt per token of yours on cards with 2 pts for every Energized token & ptsiif you have the most Energized 2 pts per Energized token you
zero tokens of any player’s on the you stationed in a Castle. tokens on non-edge cards of the grid. have on cards surrounding any
Forests or Castles they are next to. remaining Town cards.
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