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A puzzly spatial card and token drafting game of houseplant collection and care.

Designed by Molly Johnson, Robert Melvin, Aaron Mesburne, Kevin Russ, and Shawn Stankewich, for 1-5 players, ages 10+.

COMPONENTS

60 Unique Plant Cards 60 Unique Room Cards 10 Player Aid Cards
(12 each of 5 types) (12 each of 5 patterned colors matching
each of the plant types)

5 Storage Cards

Foliage Vining Unusual Vining Unusual




10 Unique Plant 45 Unique Item Tokens
Goal Cards (5 each of 9 Furniture and Pet types to place in your rooms)
(advanced game scoring conditions)

10 Unique Item
Goal Cards

(advanced game scoring conditions)

Fish

36 Pot Tokens 45 Nurture Item Tokens
@ (6 each of 3 bonus types, and 18 terra cotta pots) (15 of each - used to add verdancy to your plants)

’ Concrete - 3 pts Wood - 2 pts
10 Unique Room < b . .
, Fertilizer Hand Trowel Watering Can
Goal Cards

(advanced game scoring conditions)

36 Green Thumb Tokens
Ceramic-1pt  Terra Cotta - 0 pts (used to perform special actions)
o 1 Full Color Scorepad
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llDelwi;a JS lbaly BTaf ] 60 Deluxe Wooden Verdancy Tokens
T (for tracking the verdancy of your plants)
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Large - 3 verdancy Small - 1 verdancy
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SETUP

Place all 45 Item Tokens and 45 Nurture Tokens in the
Cloth Bag and shuffle/shake them well. Place the bag in

Reveal 4 tokens from the bag and place them in a row
adjacent to the bag to begin to form the Market.

Shuffle all Plant Cards into a single deck and place the
deck facedown in the center of the play area, just above
the Cloth Bag. Reveal 4 cards from the facedown deck
and place them faceup in a row adjacent to the deck,
above the item tokens.

Shuffle all Room Cards into a single deck and place the
deck facedown in the center of the play area, just below
the Cloth Bag. Reveal 4 cards from the facedown deck
and place them faceup in a row adjacent to the deck,
below the item tokens.

This completes the setup of the Market.

Place all Verdancy and Green Thumb Tokens in piles
adjacent to the Market within easy reach of all players.

Using the chart below, determine how many Pot Tokens
you need, based on the number of players:

1P: 4 of each bonus type + all terra cotta pots
2P: 3 of each bonus type + all terra cotta pots
3P: 4 of each bonus type + all terra cotta pots
4P: 5 of each bonus type + all terra cotta pots
5P: 6 of each bonus type + all terra cotta pots

Place these tokens in stacks or rows adjacent to the
Market within easy reach of all players. Place any
excluded Pot Tokens back into the box - they will not be
used this game.

the center of the play area within easy reach of all players.

Place 2 Player Aid Cards and 1 Storage Card faceup in
front of each player. Return unused Player Aid and Storage
Cards to the box — they will not be used this game.

Randomly draw 1 Plant Card and 1 Room Card from the
facedown decks, and place them in front of each player.

The player with the highest verdancy requirement on
their plant card is the starting player. (If multiple players
are tied for the highest, then the player with the plant
name that is first, alphabetically, is the starting player).

Deal Green Thumb Tokens to players based on the player
turn order:

The starting player does not receive any Green
Thumb Tokens.

The player to the right of the starting player (last

player) receives 2 Green Thumb Tokens.

All other players receive 1 Green Thumb Token.

ADVANCED SETUP 8

Once you have played Verdant with the standard setup, you
can add more scoring variety to the game by adding end
game scoring Goal Cards!

Shuffle each of the 3 Goal Card decks (Plants, Items, and
Rooms) and draw 1 card from each deck. Return all other
Goal Cards to the box - they will not be used this game.

Place the three drawn cards adjacent to the Market
where all players can see them. These cards represent
public scoring conditions that all players may achieve.
Points for achieving these conditions will be awarded
at the end of the game (see page 17 for Goal Card Rules
Clarifications).



2-PLAYER SETUP EXAMPLE
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GAMEPLAY OVERVIEW

Beginning with the starting player and proceeding clockwise to complete’ them, allowing them to add Pot Tokens to pot their
around the table, players will take turns drafting Plant Cards, Room  prized plants. At the end of each player’s turn, both the card and
Cards, and Item Tokens and adding them into their expanding token selected will be replaced with new ones from the card decks
home. Players will make spatial matches and use Nurture Tokens to  and Cloth Bag, respectively. In addition, a Green Thumb Token will
6 - care for their plant collection as the game progresses. be placed on the other card in the same column as the card that
was chosen.

Each turn, a player will select an adjacent combination of a card
and a token and play them into their home - the personal play area ~ The game ends when all players have completed a 5 X 3 home

\ in front of them. Players will be constructing a 5 X 3 checkerboard consisting of 15 cards (each player will play exactly 13 turns).
i home (must be 5 cards wide, by 3 cards tall) and cards must
be placed adjacent to cards already played. Players will make The game then proceeds to final scoring and the player with the
Y matches and use actions to add verdancy to their plants in order most points wins!
\ 1/
W GAME START
Before the first player takes their first turn, players will Any players that make a lighting condition match between their

simultaneously choose the starting positions of their starting Plant  cards will immediately add 1 verdancy to their Plant Card (see Step
Card and Room Card. These two cards must be placed orthogonally 3 of Turn Summary).
- adjacent to one another in any configuration.
A f g Play then proceeds with the starting player taking their first turn.

/ TURN SUMMARY

1. Select a card and a token.

Market

Column 1 Column 2 Column 3 Column 4

o At the beginning of each turn there will be 4 Plant Cards, 4 Item
A/ Tokens, and 4 Room Cards in the center of the play area. This is
YY)/ referred to as the Market. The cards and tokens will be arranged in 4
A columns, each with 1 Plant Card, 1 Item Token, and 1 Room Card.

You must select 1 Item Token and 1 Card (Plant or Room) from the
same column.

You will also obtain any Green Thumb Tokens that are on any card that
you select.

Note: before making a selection, you may use Green Thumb
Tokens in order to carry out actions to manipulate the market or
alter the selection criteria. These actions are described on page 9.




2. Place the card into your home.

You will be creating a 5 X 3 grid of cards in your personal play area.
This growing tableau of cards is referred to as your home. You must
place cards according to the following placement rules:

«  Cards must be placed orthogonally adjacent to other cards.

«  Plant Cards must be placed next to Room Cards, and vice versa, in
a checkerboard pattern.

«  Cards may not be placed outside of the 5 X 3 grid (the grid must be
5 cards wide, by 3 cards tall).

«  Cards may not be rotated from their upright orientation.
«  Once a card is placed, it may not be moved on a later turn.

«  Cards are not required to match either lighting conditions (see
part 3), or room color (see scoring).

3. Check lighting conditions and collect
verdancy.

As you place Plant Cards and Room Cards, you will be trying to place
plants in locations that have favorable lighting conditions to add
verdancy to complete them (see step 5 for Completing Plants).

Each plant has one to three different lighting conditions that it prefers.
Each edge of each room card has one lighting condition. If a match
between the lighting condition on the room and any of the preferred
lighting conditions on the Plant Card are made, then 1 verdancy is
added to the Plant Card.

Verdancy is tracked with Verdancy Tokens — the small (lighter green)
tokens represent 1 verdancy, while the larger (darker green) tokens
represent 3 verdancy. (At any time, you may swap 3 1-Verdancy Tokens
for 1 3-Verdancy Token, as you wish. In higher player count games,
players should be mindful to exchange tokens so that the supply does
not run out of 1-Verdancy Tokens.)

If multiple card edge connections are created by the placement of a
card, then all edges are checked for matches. You may collect multiple
verdancy per turn in this manner.

Note: It does not matter which order you place Plant Cards and
Room cards, any time a match is made, you collect verdancy.

Finished Home Example

Lighting Conditions

VA4
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Full Sun Semi-Shade Shade

1 Verdancy ’ 3 Verdancy ’




4. Place/Use Items.

You may choose to place Furniture and Pet Item Tokens into your
home, or spend Nurture Item Tokens to carry out nurture actions.
You may place or spend the token you just obtained, a stored
token you saved from a previous turn (see Step 6), or both.

Placing a Furniture or Pet Item Token

You may place a Furniture or Pet Item Token onto any Room Card
that has an open space. Only 1 token may be placed on each room
card. The token color/type does not need to match the room type
(but if it does, it will increase the Room Card’s scoring potential,
see page 11 for Room Bonus scoring.)

5. Completing Plants and adding Pots.

Whenever you complete a plant by adding the total number of
verdancy that it requires, you will immediately remove all Verdancy
Tokens from the card, and pot the plant by adding the highest value
Bonus Pot Token remaining from the supply. If no Bonus Pot Tokens
remain in the supply, you will take a terra cotta Pot Token. Pot
Tokens are placed over the pot depicted on the card to signify plant
completion.

Note: Completed plants no longer receive any verdancy from
either light condition matching or Nurture Item Token actions.

Using a Nurture Item Token

In addition to making Plant and Room Card lighting condition
matches, you may use Nurture Item Tokens to add verdancy
to plants in your home. Nurture Item Tokens are one-time-use
items that are discarded from the game once used.

There are three types of Nurture Item Tokens. Each adds
verdancy to your plants in a unique way:

o  Fertilizer: Add 3 verdancy to any 1 plant. All 3 verdancy
must be added to a single plant. If the plant would be

verdancy is not added, and is lost.

add verdancy to any 3 plants, but you may not add more
than 1 verdancy to any single plant. If a home has fewer
not added, and is lost.

a single room. You must choose which room you wish
to use the watering can from, and add 1 verdancy to any

incomplete plants surrounding that room.

In the rare event that you do not wish to add verdancy to
a plant, you may always choose not to. If you have an Item

use multiple items on your turn.

completed with fewer than 3 verdancy, then the remaining

o Hand Trowel: Add 1 verdancy to up to 3 plants. You may

than 3 incomplete plants, then any remaining verdancy is

o Watering Can: Add 1 verdancy to all plants surrounding

Token in storage from a previous turn, you may always place/

Fertilizer

Hand Trowel

Watering Can

Y




6. Place any unused Item Tokens in Storage
and check Green Thumb Token limit.

You may choose to store a single Item Token ( from this turn or
a previous turn) on your Storage Card for use on a later turn. The
Storage Card only has space for 1 Item Token, so any additional
Item Tokens that you cannot play or choose not to play are
discarded.

You may hold a maximum of 5 Green Thumb Tokens from one
turn to the next. Players store unused Green Thumb Tokens on
their Storage Card. If you have more than 5 Green Thumb Tokens
remaining at the end of your turn, you must discard any excess
back to the supply.

7. Refill the Market.

Once you have completed all of the previous steps, you will refill
the market by adding a card and token from the appropriate deck
and bag, respectively. In addition, you will add the new Green
Thumb Token to the remaining card in the column from which
you selected your card. Your turn is now complete. Play passes
clockwise to the next player.

Note: in the event that you choose a card and token from
different columns (see Green Thumb Token Actions below) be
sure to place the Green Thumb Token on the card in the same
column as the card that you selected, not the item.

7

Green Thumb Token Actions “

You may spend Green Thumb Tokens to carry out the following
actions. Each action costs 2 Green Thumb Tokens:

A. Token Reset: before selecting your card and token from
the Market, reset any number of tokens from the Market.
Choose 1-4 of the tokens from the Market and set them
aside. Then, one-at-a-time, draw new tiles from the bag and
place them in the vacant locations in the market, starting
from the closest to the bag and moving further away from
it. Then, return the tokens you placed aside back to the bag
and shake the bag to shuffle them.

B. Card Reset: Before selecting your card and token from the
Market, reset any number of cards with no Green Thumb
Tokens on them. Follow the same refill rules as the tokens,
but place any wiped cards at the bottom of their respective
decks.

C. Ignore Selection Restriction: Select any card and any
token when you choose your card and token from the
Market. You may ignore the restriction of selecting from a
single column and select any combination of a card and a
token from the Market. (Note: since this replaces your main
selection action, it may only be carried out once per turn)

D. +1 Verdancy: Add 1 verdancy to any one of your plants.

Any Green Thumb Tokens you spend are immediately returned
to the supply. You may carry out as many Green Thumb actions
as you wish on your turn, provided you have enough Green
Thumb Tokens.




END GAME & SCORING

The game ends when all players” homes have 15 cards (a completed 5 X 3 grid). Note: each player will play exactly 13 turns.

Record scores on the Scorepad for the following:
VA

Completed Plants

Each player scores each completed Plant Card in their home. For each completed plant, players score the
number of points indicated below the verdancy requirement on the Plant Card. Completed plants are
those that have their verdancy requirements met and have received a Pot Token.

Extra Verdancy on Incomplete Plants
Each player scores points equal to the total number of verdancy on all of their incomplete plants, divided by 2, rounded
down to the nearest whole number. For example: 7 extra verdancy = 3 points.

Bonus Pot Tokens
Each player scores the total number of points printed on all of their Bonus Pot Tokens. Concrete pots score 3 points, wood
pots score 2 points, and ceramic pots score 1 point.

Note: terra cotta pots do not score any points. @ %ﬁg
' matching item
Room Bonuses = pts x 2

Each player scores each Room Card in their home. For each room, players score 1 point per adjacent
matching plant of the type depicted on the card. However, if a Room Card also contains a Furniture or
Pet Item Token of the same color/pattern as the Room Card, then the number of points per adjacent
matching plant is doubled to 2 points.

Note: it is recommended that players start in the top left corner of their home and count rooms in
each row from left to right, counting up to a total number of points as they go as shown in the example.

Furniture and Pets
Each player scores an increasing number of points based on how many unique Furniture and  {@m
Pet Item Tokens they have in their home. Duplicate tokens of the same type do not score. &

ITEMS: ﬁ» for # of unique items

1 2 3 4 5 6 7 8
1|3]6]9]12|16]20]25

Plant Collector Bonus
Each players scores 3 points if their home contains at least 1 of each of the 5 different plant types.

COLLECTOR & DECORATOR:

ﬁ each

Decorator Bonus "&5 //

Each players scores 3 points if their home contains at least 1 of each of the 5 different room types.

Note: If playing with the Advanced Goal Cards, each player adds the appropriate points to the score
sheet for each Goal Card (see page 17 for Goal Card Rules Clarifications).

Finally, tally up all points, and the player with the most points wins! In the case of a tie, the tied player with
the most Green Thumb Tokens wins. If there is still a tie, the tied players share the victory!
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SCORING EXAMPLE - MJ

Completed Plants 2+2+0+5+7+0+8+3=27pts
Extra Verdancy on Incomplete Plants 5/2=2pts
Bonus Pot Tokens 3+2+1+1=Tpts
Room Bonuses................. 2 (1x2pts) + 2 (2x1pt) + 2 (2x1pt) + 4 (2x2pts) + 2 (2x1pt) + 4 (2x2pts) + 0 = 16 pts
Furniture and Pets 5 unique = 12 pts
Plant Collector Bonus 0 pts
Decorator Bonus 3 pts

AOTAVBS CRRIESZZ A8 SI N AL O S NN /LA G AXNWLITYS 200 BN N 67 pts




S01.0 MODE

Setup

Follow the standard game setup rules, except give yourself 2 Green
Thumb Tokens (note: you may choose whether or not to use the
Advanced Setup in the Solo Mode).

Place 1 of the 4 Concrete (3-point) Pot Tokens in each of the
columns, above the market. Place the remaining Bonus Pot Tokens
in a stack, with the highest value pots at the top of the stack and
the Terra Cotta Pots at the bottom of the stack. Place this stack of
tokens above the Plant Card deck.

4 )

Solo Mode Pot Setup

..

’ ’ " »
N
\ N Ié 1

Turn Summary

In order to play Verdant Solo, follow a turn as usual, however, the
following exceptions to the standard rules apply:

o The Market works like a conveyor belt (see diagram).
Refilling the Market: (1) place a Green Thumb Token as usual,
then (2) discard any remaining cards and tokens from the
rightmost column of the market (column furthest from the
decks). Also, if you did not complete any plants this turn,
remove the Pot Token that is above that column. If any of the
discarded cards contain Green Thumb Tokens, (3) move those
Green Thumb Tokens to the left to the next available card, they
do not get discarded. Finally, (4) check to see if Green Thumb
Tokens need to be wiped. If any card now contains 3 or more
Green Thumb Tokens, remove all of the tokens from that card
and return them to the supply. (5) Shift all remaining cards and
tokens to the right (away from the decks). This will result in the
leftmost column (the one closest to the deck) being completely
empty. (6) Refill any open spaces in the Market with their
corresponding card/token and move the Pot Token on the top
of the stack into the space above the leftmost column.

12

«  Onyour turn, if you complete a plant, take the Pot Token
from above the rightmost column of the Market. If you
complete additional plants on that turn, take the lowest value
Pot Token(s) available in the discard pile (note: do not take
them from other slots above the market or from the draw pile
— take them from the pots discarded on previous turns).
There is a single exception to this rule: on the 13th and final
turn of the game, the Pot Token above the leftmost column of
the market will be a terra cotta Pot Token. On this turn, if you
finish multiple plants, you will pot ALL plants completed with
terra cotta Pot Tokens.

End Game and Scoring
60+ A good start!
The game ends the same way as a

multiplayer game. Go through End 70+ You're getting it!
Game and Scoring as usual. For 80+ Very Good!
single games, use this chart and
compare your score. For the full
Verdant Solo Mode experience, try 100+ Elite!
the Scenarios on pages 14-15.

90+ Excellent!




VARIANTS

Family Variant

The Family Variant of Verdant introduces streamlined rules that
reduce the complexity so that younger and less experienced gamers
can enjoy the game!

Setup

Follow the standard game setup rules, except set aside the
Verdancy Tokens and Green Thumb Tokens - they will not be used.

Turn Summary

The game is played the same as the standard rules, with the
following exceptions:

. Since there are no Green Thumb Tokens used, there are no
Green Thumb Token actions available to players.

«  Follow the same Item Token storage rules as the standard game.

«  Ignore lighting condition and verdancy requirements on
plants - they get completed/potted in a simpler way in this
variant: When you draft a Nurture Action Tile you may use it to
immediately complete one of your plants (The type of Nurture
Action Tile does not matter, they will all complete your plant).
When you complete a plant in this way, choose ANY of the Pot
Tokens and place it on the Plant Card to show that the plant is
completed. (Pots do not score bonuses in the Family Variant,
so it does not matter which one you take or in which order -
choose the one you like the most!)

Scoring

«  Each completed plant is worth 5 points at the end of the game,
disregard the points printed on the Plant Card, and bonuses
printed on the Bonus Pot Tokens.

«  Score the Room Bonuses, Furniture and Pets, Collector Bonus,
and Decorator Bonus the same as the standard game.

+ Inthe case of a tie, the tied player with the most completed
plants wins! If there is still a tie, the tied players share the
victory!

Family Variant Unused Elements
a; ’( -0 @& X
\. J

Family Variant Completing Plants

Family Variant Scoring

] VU [BVIRM KR. 55
FF rach >W[35]50 25 35 40
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TOTAL 3 65_ 7 5_9 blf 65_




VERDANT ACHIEVEMENTS

Grow your own plant by gaining Achievements as you play Verdant! Achievements can be earned and tracked as you play multiplayer

and solo games. Below is the Achievement Plant Track where up to 4 players can keep track of their overall progress. You may begin
gaining Achievements at any time. To do so, write your name below any of the plants below. Each time you play, choose one of the three
Achievement modes: Scenarios (page 14-15), Standard Game (page 16), or Rules Modifications (page 16) and follow the instructions. From
now on, whenever you gain an Achievement (@ Yy ¢ [)from any of the Achievement modes, fill in your shape under the appropriate
mode and then come back to this page and fill in a leaf on your plant. Do you have what it takes to help your plant achieve full verdancy?

SCENARIOS

Scenarios can be played in multiplayer or solo mode. Each of the scenarios will show you which Goal Cards to use and state objectives that
must all be completed to pass the scenario. When playing solo, we suggest starting with Scenario 1 and working your way up to Scenario
15, since they get progressively more difficult. You may only fill in your Achievement shape when you pass the scenario. When playing
multiplayer, choose any scenario. All players who successfully pass the scenario may fill in their Achievement shape. Whenever you fill in a
shape, fill in a leaf on your plant on the Achievement Plant Track above.




Goal Cards Min. Score Objectives Completed
o
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« Complete all plants o ﬁ o

« Cannot use Hand Trowel Items o ﬁ o

. Complete 1 of each of the 5 plant types o : o

« Place 8 unique items in your home o ﬁ o

« All lighting conditions must match o
+ Placed items must match room type o ﬁ

- Same type of plant/room in each column o ﬁ o
+ Score 5+ points from extra verdancy ;

« Have only 3 different plant types o
« Score 10+ points from pots ; o ﬁ u

- Have no pets o
+ End game with 3+ Green Thumb Tokens : o ﬁ u

. Have 4 plants of any plant type o
+ Score 35+ points from plants 3 o ﬁ

« Alllighting conditions must match o ﬁ o
+ All rooms must contain an item

+ Cannot use Watering Can Items o
14 % « Score 20+ points from rooms : o ﬁ u
« Achieve both Collector and Decorator
15 E E @ ©« Score 40+ points from plants o ﬁ o u



ACHIEVEMENTS (STANDARD GAME)

Set up and play a multiplayer game of Verdant using the standard rules. Any player who plays the game will fill in a maximum of one
Achievement shape in their column if they earned an Achievement. Whenever you fill in a shape, fill in a leaf on your plant on the
Achievement Plant Track (page 14).

1. © Yy O Score70+ points. 14. @ Yy O O Score9+ points from Bonus Pots.

2. O Yr © O Score 80+ points. 15. © Yy ¢ O Score 12+ points from Bonus Pots.
3. O Yy & O Score 90+ points. 16. © Yr ¢ O Score 10+ points from Goal Cards.
4. © Yr ¢ O Score 100+ points. 17. © Yy ¢ O Score 15+ points from Goal Cards.
5. © Yy ¢ O Have5 of a single plant type. 18. © Yr 9 O Have 10+ extra Verdancy Tokens.

6. O Yy ¢ O Have5 of a single room type. 19. © Yy © O Score both Collector and Decorator.
7. © Yr € O Complete 8 plants. 20. © ¥ ¢ O Win by 10+ points.

8. O Yy ¢ O Collect 8 unique items. 21. © Yy ¢ O Win by 15+ points.

9. O Yy ¢ O Score 30+ points from completed plants. 22. © Yy ¢ O Collect all 4 pets.

10. © Yy © O Score 40+ points from completed plants. 23. @ Yy © O Collect all 5 pieces of furniture.

11. © Yy 9 B Score 20+ points from rooms. 24. © Yy ¢ O Score 8 points from a single room.
12. © Yy © O Score 25+ points from rooms. 25. © Yy ¢ O End game with 5 Green Thumb Tokens.
13. © Yr ¢ O Have all items match their room.

ACHIEVEMENTS (RULES MODIFICATIONS)

Set up and play a multiplayer game of Verdant following the standard rules with one rules modification from the list below. Any player who
plays the game will fill in their Achievement shape under the rule modification that was used. Whenever you fill in a shape, fill in a leaf on
your plant on the Achievment Plant Track (page 14).

1. O Yr ¢ O Alllighting conditions must match 6. O Yr ¢ O Play with no 5 X 3 grid restriction -
when placing cards. players may create any shape with their 15 cards.

2. O Yr ¢ O Three Green Thumb Tokens required 7. © Yr ¢ O Playwithout Item Storage - tokens must
to take a Green Thumb action. be played on the turn they were drafted, or discarded.

3. O Yr © O Atthestart, each player draws a room 8. O Yy ¢ O Fertilizer Tokens cannot be played.
card - this room type may not be drafted by the player. Instead, discard to gain 3 Green Thumb Tokens.

4. O Yy O O Playwith 2 sets of Goal Cards - players 9. O Yy ¢ O Youmayspend 5 Green Thumb
may choose at the end which of the 2 cards to score. Tokens to do any Nurture action.

5. © Yy ¢ O Play with individual secret goal cards - 10. © Yy © O Play with a market of only 3 columns.

deal one set to each player at the start of the game.

16




GOAL CARD RULES CLARIFICATIONS

The Goal Cards used in the Advanced Setup for Verdant have
specific goals with numbers of points that can be achieved by
completing them. The following are clarification for commonly
asked questions regarding these Goal Cards.

Goal Cards that involve having the ‘most’ of something indicate
‘friendly ties’ - this means that all players who are tied for the most
will score all of the points listed. For most of ‘any’, in the case of
‘Competitive Collections’ and ‘Colorful Competition’, score each of
the 5 plant types separately, and the player with the most of each
scores the indicated points. Note: these cards should be removed
from play in solo games. If you randomly select one in a solo game,
discard the Goal Card and select another one.

Perfectly matching conditions refers to lighting condition matches
between cards (see example to the right). In order to have perfectly
matching conditions, cards must have all sides that are adjacent to
another card be matching,.

Missing types refer to plant or room types that the player does not
have in their home at the end of the game.

There are 4 Pot Token types - terra cotta pots
count as one of the types.

Concrete Wood Ceramic  Terra Cotta

" COMPETITIVE &
COLLECTIONS

COLORFUL
COMPETITION

2

2

for most of any
plant type
(friendly ties)

for most
of any room type
(friendly ties)

‘Perfectly Matching’
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HOUSEPLANT WORLD MAP
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NORTH AMERICA

Maidenhair Fern - Adiantum pedatum
Venus Fly Trap - Dionaea muscipula
Cushion Moss - Leucobryum glaucum
Pincushion Cactus - Mammillaria celsiana

CENTRAL AMERICA

WESTERN AFRICA

Laceleaf - Anthurium andraeanum

Ponytail Palm - Beaucarnea recurvata ,
’ Lucky Bamboo - Dracaena sanderiana

Fiddle Leaf Fig - Ficus lyrata
Snake Plant - Sansevieria trifasciata

Parlor Palm - Chamaedorea elegans

Mexican Snowball - Echeveria elegans

Scarlet Star - Guzmania lingulata e

Prayer Plant - Maranta leuconeura

Sensitive Plant - Mimosa pudica

Swiss Cheese Plant - Monstera deliciosa

Heartleaf Philodendron - Philodendron hederaceum
Burros Tail - Sedum morganianum

Peace Lily - Spathiphyllum wallisii

Arrowhead Vine - Syngonium podophyllum

Inch Plant - Tradescantia zebrina

SOUTH AMERICA

PLANT TYPE KEY

Angel Wing Begonia - Begonia coccinea

Succulent Plants - Magenta Mexican Snowball - Echeveria elegans

A X o Nerve Plant - Fittonia verschaffeltii
Foliage Plants - Dark Blue
Vining Plants - Light Blue

Unusual Plants - Orange

Amaryllis - Hippeastrum

Prayer Plant - Maranta leuconeura
False Shamrock - Oxalis Triangularis
Christmas Cactus - Schlumbergera x buckleyi
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LR . . Florist's Cyclamen - Cyclamen persicum
Florist’s Cyclamen - Cyclamen persicum ) ; -
] f “ ; Coral Cactus - Euphorbia lactea
- Common lvy - Hedera Helix a Wifcess ”

reeping Fig - Ficus pumila
- Hens and Chicks - Sempervivum tectorum |8 ping s P
Hoya - Hoya carnosa

gr R v 3‘ + Jasmine - Jasminum polyanthum

False Shamrock - Oxalis Triangularis

1A 4

Coin Plant - Pilea peperomioides

SOUTHEAST ASIA

“g

Florists Cyclamen - Cyclamen persicum

EASTERN AFRICA

- Elephant Ear - Alocasia calidora

- Corpse Flower - Amorphophallus titanum
«  Ficus Bonsai - Ficus retusa

. PandaPlant - Kalanchoe tomentosa ) ) a
Moth Orchid - Phalaenopsis amabilis
.| - Betel-Piper betle

o - Peace Lily - Spathiphyllum wallisii

African Violet - Saintpaulia ionantha

- Black-Eyed Susan Vine - Thunbergia alata
- 77 Plant - Zamioculcas zamiifolia

f‘

40 - Chestnut Vine - Tetrastigma voinierianum

/

¢

- Rl

SOUTHERN AFRICA

«  Corkscrew Albuca - Albuca spiralis

- Spider Plant - Chlorophytum comosum

OCEANIA

Bush Lily - Clivia Miniata
- Chenille Plant - Acalypha hispida
- Elephant Ear - Alocasia calidora

« Jade- Crassula ovata

*..| - Candelabra Cactus - Euphorbia ingens

. ZebraHaworthia - Haworthia attenuata - NorfolkIsland Pine - Araucaria heterophylla
- Cooper's Haworthia - Haworthia cooperi + Kangaroo Vine - Cissus antarctica
\maryllis - Hippeastrum Rabbit's Foot Fern - Davallia fejeensis
- Living Stone - Lithops otzeniana Devils Ivy - Epipremnum aureum
Common Geranium - Pelargonium x hortorum Hoya - Hoya carnosa

- String of Pearls - Senecio rowleyanus - Common Geranium - Pelargonium x hortorum

Bird of Paradise - Strelitzia reginae « Moth Orchid - Phalaenopsis amabilis
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In early 2019, Flatout Games opened its doors to create the Flatout Games CoLab. The CoLab is

an opportunity for the founding members of Flatout Games to team up with awesome folks in the
board game industry and make cool things together. Our approach is to build the best possible

c O L B B experiences by involving everyone in the entire process. We strive to build passion and excitement
in each of our collaborators through shared efforts and shared profits. This CoLab publication of

Verdant is a passion project for everyone involved, and we are all part of an interconnected team -
we take risks and are rewarded together.

FLATOUT GAMES

CREATING GREAT GAMES, TOGETHER

The Flatout Games CoLab for Verdant is:

Joseph Z. Chen - development, marketing

Molly Johnson - design, development, art direction, administration, marketing

Dylan Mangini - graphic design

Robert Melvin - design, development, logistics

Aaron Mesburne - design, development, art direction, marketing

Kevin Russ - design

Shawn Stankewich - design, development, project management, art direction, graphic design, production, marketing, crowdfunding

Iustration - Beth Sobel
Solo Mode Design - Shawn Stankewich

AEG Credits:

Nicolas Bongiu - director of projects
David Lepore - production
Adelheid Zimmerman - production

We would like to say thank you to people who have helped make Verdant the amazing game that it is today:

Marleen Arenivar, Haley Shae Brown, Victoria Cafa, Brian Chandler, Ross Connell, Jeremy Davis, Chris Domes, Justin Faulkner,

Randy Flynn, Kevin Grote, Spencer Harris, Ashwin Kamath, Anuj Khattar, Carla Kopp, Emma Larkins, Peter McPherson, Gavin McGruddy,
Jessie Mesburne, Tony Miller, Robert Newton, Cody Thompson, Alex Uboldi, Samantha Vellucci, and John Zinser.

Playtest Northwest, Blue Highway Games, Arcane Comics, Seattle Area Tabletop Designers, and Zephyr Workshop.

Flatout Games would also like to express immense gratitude to the Verdant Founders whose early support helped make this game possible:
Collin Alligood, Jean Arrington, James Chapman, Tru North Dermatology, Jennifer J S Domingo, Shelby Edge, Benjamin Guinane,
Sean Gulla, Philip Hamel, Michael & Holly Indence, Chinh Le, Andreas Lind, Aidan McClory, Theresa L. Misenhelter,

Glenn and Beverly Myers, oppcostgames, Rick Osborne, Dave Raynor, Evan Riley, and Mac Vogelsang.

LOVE VERDANT? é
PLEASE #VERDANTGAME WA 77 \( )
ON SOCIAL MEDIA! AE , © 2022 Alderac Entertainment Group.
2505 Anthem Village Dr. Suite E-521
sryne - Feamzs UK Henderson, NV 89052 USA
FOLLOW US @FLATOUTGAMES cA Al rights reserved.

WWW.FLATOUT.GAMES

Questions? https://alderac.com/customer-service www.alderac.com/verdant
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