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During the Tulip Festival in the Netherlands each spring, the tulip
fields wash the countryside in gorgeous colour, dotted by the
iconic windmills. As a tulip farmer, you want to have the best,
most valuable tulip fields. Will you bloom your way to victory?

Components

45 Flower Tiles
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4 Greenhouses
(1 per player colour)

16 Windmills
(4 per player colour)
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1 Scoring Pad 1 Starting Tile 1 Ending Tile



1. Shuffle the flower tiles into a facedown stack. Place it within
reach of all players.

(A) Take the top nine tiles from the flower stack without
looking at them. Shuffle the ending tile into them face
down. Place those ten tiles on the bottom of the stack.

(B) Draw four flower tiles and place them in a two by two
grid in the centre of the table to form the tulip farm.
Orientate each card so that no areas of the same
colour are adjacent.

(‘“, Adjacent in this game means touching on a side.
Touching diagonally doesn’t count.

(Q) Deal two flower tiles to each player. Players should
look at these tiles but not show other players.

2. Shuffle the greenhouse tiles into a facedown stack.

() Deal two greenhouse tiles to each player. Players can
look at these tiles but not show other players.



(B) Draw the top tile of the greenhouse stack and place it
faceup next to the flower stack.

(Q) Return the remaining greenhouse tiles to the box
without looking at them.

3. Each player chooses a colour and takes the wooden
windmills and greenhouse of their chosen colour into a
personal supply.

4. The player who most recently bought flowers takes the
starting tile.

How to Play

In Tulip Season players take turns in clockwise order, beginning
with the person with the starting tile. Play continues until the
ending tile is drawn and all players have taken an equal number of
turns. Then, endgame scoring is calculated and the player with the
most points wins. Players will score points for growing fields and
building windmills in them.

Fields

Fields are connected areas of the same colour flower. The size of
a field is equal to the number of flower tiles that contribute to it.

This example shows an orange field of size four, a purple field of size
two, and a red and yellow field of size one.



Taking Turns

During a turn, a player will either grow, build, or relocate.

Grow

Place a flower tile so that:

(4) ltis adjacent to at least one already placed flower or
greenhouse tile in the tulip farm.

("’ Adjacent in this game means touching on a side.
Touching diagonally doesn’t count.

(B) Itisin the same orientation as all other tiles.

(C) It does not connect two fields of the same colour that
both have windmills on.

(‘) See the build action below to learn about windmills.

(D) Itis not offset from other tiles.

('", This means it cannot partially overlap previously
placed tiles.




Then, optionally, you may place a windmill from your supply onto
one half of the flower tile you just placed. You may not place a
windmill on a field that already has one.

Correct! You must place a You cannot place
windmill on the tile  a windmill on a field
you placed. that already has one.

Then, draw a tile from the flower stack.

Build

Place a greenhouse tile following the same placement rules for a
flower tile.

(") See above.

It is in the same orientation as all other tiles in the tulip farm.
It is not offset from other tiles.

Add your greenhouse to the placed tile. Return your other
greenhouse tile to the box.

(") All players compete to earn the points associated with a
greenhouse tile’s scoring criteria. But connecting fields of
matching colors to greenhouse tiles edges scores points
only for the player whose greenhouse is on the tile.



Relocate

Choose one of your already placed windmills. Return it to your
supply. Draw the top tile of the flower stack and place it face
down in front of you.

(.” Tiles facedown in front of you are worth one point at the
end of the game.

If the tile you drew was one of the last ten, remember to
check if it's the ending tile before placing it face down in
front of you.

End Game Scoring

When a player draws the ending tile they must immediately reveal
it. The game ends once the ending tile is revealed and all players
have taken an equal number of turns.

'8y he player to the right of the person with the starting tile will
()
always take the last turn.

When the game ends, total each player’s score. The person with
the most points wins. Tied players share the victory.

Scoring Greenhouses

(" If you did not place your greenhouse tile, you skip this step
and go straight to Scoring Fields.

For the tile with your greenhouse on, score two points per field
with a colour that matches the edge of the tile that it is adjacent to.

("’ Greenhouses placed next to each other do not score points
for matching edges.

Check each criteria on placed greenhouse tiles and on the
greenhouse tile next to the flower tile stack. Score three points
per criteria you met. In case of a tie, all tied players that met the
criteria score three points.



Scoring Fields

For each field you have a windmill in, score points equal to its size.

This field would
score blue three
points.

Scoring Flower Tiles

For each flower tile you have facedown in front of you, score
one point.

@ Tiles are placed face down by taking the Relocate
action.




Greenhouse Glossary

Have the highest number of fields in this colour.

Have the lowest number of fields in this colour.

Have the least different colours of field.

Have the shortest distance between your two closest
windmills.

(.') To measure distance, count the number of halves
of flower tiles between the two windmills — see
example below.

Have the longest distance between your two furthest
windmills.

®

These two
windmills are
a distance of
four apart.
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Solo mode setup
1. Shuffle the flower tiles into a facedown stack.

(A)  Take the top nine tiles from the flower stack without
looking at them. Shuffle the ending tile into them.
Place those ten tiles on the bottom of the flower tiles
stack.

(B) Draw four flower tiles and place them in a two by two
grid in the centre of the table to form the tulip farm.
Orientate each tile so that no areas of the same colour
are adjacent.

(‘.', Adjacent in this game means touching on a side.
Touching diagonally doesn’t count.

() Draw two flower tiles.
2. Return all greenhouses and greenhouse tiles to the box.

3. Choose a colour and take the windmills of that colour into a
personal supply.

4. You go first.

How to Play

Your turns work as in the multiplayer game with the exception
that you cannot take the build action. You will play against the
robofarmer! Robofarmer turns are outlined below.

Play will continue until the ending tile is drawn. If you draw
the ending tile, the robofarmer will take one final turn. If the
robofarmer draws the tile, the game ends immediately.



Robofarmer Key Terms

) You'll need to know these to understand how to resolve
robofarmer turns.

Growing a field means placing a flower tile such that the size of
an existing field increases.

Blocking a field means placing a flower tile of a different colour
next to it.

Surrounding a field means placing a flower tile of a different
colour next to it such that there are now no spaces where flower
tiles can be placed adjacent to it.

Neutral field means a field that has no windmills in it.
Player field is a field you have a windmill in.
Robofarmer field is a field the robofarmer has a windmill in.

Robofarmer Turns

Resolve the following steps in order:
1.  Draw aflower tile. Place it as follows:

Criteria is in red. Find the first criteria that applies and place the
flower tile to fit that criteria. If there are multiple ways the tile can
be placed that fit that criteria, check the tiebreakers below it in
blue. Keep applying tiebreakers until there is only one place to
put the flower tile. If you get to the end of the tiebreakers below
a criteria and there are still multiple places you could put it, you
choose which of those places to place the flower tile, and you
should pick the way most beneficial to you.



If it can be placed to grow a robofarmer field, do so.

If it can be placed to grow two robofarmer fields, do so.

If it can also surround a player field, do so.

If it can also block a player field, do so.

Do the above while growing as many neutral fields as
you can.

If it can be placed to block a player field, do so.

If it can be placed to block two or more player fields, do so.

If it can surround a player field, do so.

If it can avoid blocking a robofarmer field, do so.

Do the above while growing as many neutral fields as
you can.

If the robofarmer has unplaced windmills, and it can be
placed to grow a neutral field, do so.

Such that it would make the largest possible neutral field.

Do the above while growing as many neutral fields as
you can.

If none of the above criteria apply, return the flower tile to
the box.




Then, if there is a neutral field of 3+ size, place a
windmill on it.

(‘.‘, If multiple options, choose the largest. If multiple fields
are tied for being largest, you choose which field the
robofarmer places the windmill into.

Choose any part of the field to place the windmill. This
choice does not have a gameplay effect in solo play.

Robofarmer is playing as blue. It's the robofarmer’s turn. The robofarmer
draws a flower tile. It cannot be used to grow a robofarmer field, so

the first criteria does not apply. It can be placed to block a player field

in either position A, B, C, or D, so we check the tiebreakers below this
criteria. It cannot block two player fields, or surround a player field, and
no placement would block a robofarmer field, so these tiebreakers are
ignored. Only position A allows it to also grow a neutral field, so the
robofarmer chooses this one, and orientates the card so that the pink
field is on top. This takes the pink field to size 3, so the robofarmer then
places awindmill on it.



End Game

Place the robofarmer’s remaining windmills on the largest
neutral fields.

(.’ If fields are tied for the largest size, you choose which of the
tied fields to place the windmills on. It will not have a
gameplay effect.

Resolve field scoring as in the multiplayer game for both you and
the robofarmer. Subtract the robofarmers score from your score
and check the table below to see how you did!

6+ Excellent!

3-5 Very good.

0-2 Not bad.

Less than O Oh no! (Try again).
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Icon Reference

Have the highest number of
fields in this colour.

Have the lowest number of
fields in this colour.

Have the least different colours
of field.

Have the shortest distance
between your two closest
windmills.

Have the longest distance
between your two furthest
windmills.




