
Prefer to learn by watching?
You can check out our video tutorial at 

snowdaledesign.fi/learn-dom .
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Game overviewGame overview

Dale of Merchants is a deck building card game where you compete in a trading 
competition. As a merchant, your goal is to complete your stall. Once a player builds the 
8th stack in their stall, they immediately win the game!

You need to choose what actions to take and with what cards, as each card can be used in 
multiple ways. Just as important is to balance between purchasing new cards and letting 
go of your old ones to get closer to victory! You can also customise the gameplay by 
choosing different animalfolk decks each time you play.

Clutter cards (junk) 

You will start each game with several junk cards in your deck, used 
primarily to purchase new cards. If you run out of junk, use other 
cards as substitutes.

Mono cards 

The automated opponent in the solo mode is called Mono, and it uses 
its own cards to play against you. Their use is further explained on 
page 12.

Card icons 

The word “card” is replaced by icons and card sources are not usually written. Unless 
otherwise specified, drawing cards happens from your deck and everything else from 
players’ hands.

Card overviewCard overview

Card effects often allow you to bend the rules of the game, overriding this rulebook. 
Resolve a card’s effects in the order they are written.

Many cards use keywordskeywords, explained in the appendix, starting from page 14.

Animalfolk cards

Each animalfolk deck contains 15 animalfolk cards. These cards have values ranging from 
1 to 5 and are the core element of the game. All animalfolk cards have an animal icon on 
their top left corner.
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Clutter

1
Worthless Merchandise

 Junk

Clutter cannot usually be used to build.
Very few are interested in the old stuff in these exciting times. Almost everyone seems to have way too much junk around.

Technique

Lucky Ocelots
Bold Member2

Roll . Swap that many  between the tops of yourand Mono’s decks.
AcquireAcquire.

  Place on Mono’s discard.

Technique

1 Snappy Scarlet Macaws

Discard your hand.

Draw as many .

Spectacular loss of temper can be considered 

an art form among macaws – but not so 

much in the eyes of other folks.

Swift Broker

Passive

Snappy Scarlet Macaws

Cookies2

At the end of your turn, draw 1 .
It’s not uncommon to see a macaw raving mad over a virtually irrelevant matter. Afterwards they’re so calm it’s a bit unsettling.

ValueValue
Card type and setCard type and set

Effect typeEffect type
Bonus action Bonus action EffectsEffects

SetSet

FlavourFlavour

GameGame

NameName

 = 1 card  = 2 cards  = 3+ cards
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Game setupGame setup

11 Form each player’s deck by giving everyone a single 1-value card from each chosen 
animalfolk deck and a number of junk cards until each player has a total of 10 cards. 	
Shuffle the facedown decks.

22 Each player forms their hand by drawing cards from their deck equal to their hand 
size (5 by default).

33 Leave space near each player for their discard, stall, and schedule.

44 Return the unused 1-value animalfolk cards to the game box. Form the market deck, 
called the supply, by shuffling the remaining animalfolk cards (valued 2–5) facedown 
together.

55 Place the market board next to the supply. Form the market by drawing 5 cards from 
the supply one by one and placing them faceup on the slots on the board (starting 
from the right).

66 Leave space near the market for the supply’s discard, called the bin.

77 Form the junkyard by placing the remaining 
junk cards faceup near the playing area.

The player who woke up the earliest today 
should start the game by taking the first 
turn. Alternatively, you can choose the 
starting player randomly.
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Clutter

1 Worthless Merchandise
 Junk

Clutter cannot usually 
be used to build.

Very few are interested in the old stuff in 
these exciting times. Almost everyone seems 

to have way too much junk around.
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1 Worthless Merchandise
 Junk

Clutter cannot usually 
be used to build.

Very few are interested in the old stuff in 
these exciting times. Almost everyone seems 

to have way too much junk around.
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Technique

Mischievous Tasmanian Devils4 Shameless Rummage

Look at the top 3  of any
player’s deck and discard any 

number of them. Shuffle their deck.
Inviting devils and ocelots to the same party means 
trouble. Something will end up broken or missing.

Technique

Enthusiastic Wood Turtles5 Insight

Discard 1–3  from 
your deck one by one.
FinishFinish 3: Take any 1  

of your discard.
Technology liberates the world from work. 

Ideally, work is replaced by creative activity.

Technique

Enthusiastic Wood Turtles3 Groundbreaking Idea

TossToss any 1  from your discard.
FinishFinish 2: Place any 1  from 

your discard on your deck.
Turtles love to talk about irrelevant theoretical issues 

with platypuses. This can seem like a quarrel.

Technique

Mischievous Tasmanian Devils2 Disruptive Speech

Discard 2 random  from any 
player. They draw as many .

Tasmanian devils are anarchistic and see a 
hierarchical society limiting individual freedom. 
No one should hold too much power over others.

Technique

Prepared Grizzled Tree-kangaroos4 Vigilance

Search your deck for 1  to
storestore. Shuffle your deck.

Newcomers are distrusted until proven worthy. 
Gaining the trust of a kangaroo is no small feat.

StallStall33

DiscardDiscard 33

MarketMarket55

BinBin66

HandHand 22DeckDeck11

ScheduleSchedule 33

SupplySupply44 JunkyardJunkyard 77

To begin, choose a number of animalfolk decks based on player
count and take them with their related components from the box.

    **     vsvs **
3 decks 3 decks 4 decks 5 decks 4 decks

*Solo rules are explained on page 12 and team rules on page 11.

Change the feel of the game by choosing different animalfolk decks. 
You can use the included deck cards or our online tool to help you.

Complexity

  

Interactivity

  

Nastiness

  

Randomness

  

Thieving Northern Raccoons

Direct conflictDirect conflict

Raccoons are a great addition 

for players wanting some 

conflict. They don’t care about 

the definition of ‘ownership’. 

You have been warned!

Complexity

  

Interactivity

  

Nastiness

  

Randomness

  

Experimenting Platypuses

Card controlCard control

Platypuses get the right cards 

into their hands at the right time. 

Rookies grasp platypuses quickly, 

and experienced players like to 

try out new things with them.

Complexity

  

Interactivity

  

Nastiness

  

Randomness

  

Sharing Short-beaked Echidnas

BorrowingBorrowing

Echidnas borrow cards from 
everyone, but at least they always 
leave something as a replacement. 
Add them in when you want a lot 

of interaction between players 
without straight-out stealing.

Complexity

  

Interactivity

  

Nastiness

  

Randomness

  

Wealthy Tuataras

Utilising gold Utilising gold 
Tuataras benefit from the riches 
gathered by their ancestors. You 
can save up gold and gain new 
options, including purchasing 
expensive cards more easily.

Complexity

  

Interactivity

  

Nastiness

  

Randomness

  

Systematic Eurasian Beavers

Careful planningCareful planning
Do you have what it takes to 

create a plan and then execute it 
with precision? Master beavers 
to unleash awesome combos! 
They are recommended for a 
bit more experienced players.

Complexity

  

Interactivity
  

Nastiness

  

Randomness

  

Stealthy Long-winged Tomb Bats

Nightly operations Nightly operations 
Bats appear innocent during the day, but just wait for the night to set in! Your possessions will end up either missing or destroyed by the time dawn approaches.

snowdaledesign.fi/dom-decks

Technique

1 Enthusiastic Wood Turtles
Impulsive Visionary

FinishFinish 1: Draw 1 .
Wood turtles act on sudden inspirations – in 

absence of such stimulus, they hardly act at all. 
Easily bored and distracted, they tend to start new 

projects without even finishing the previous ones.

Technique

1 Prepared Grizzled Tree-kangaroos
Clever Guardian

StoreStore 1 .
Calm and righteous, tree-kangaroos have 

an unfaltering sense of justice. No one 
beats their patience and tenacity.

Passive

1 Mischievous Tasmanian Devils
Shrewd Trickster

Look at the top  of any player’s 
deck. You may discard it.

Playing destructive pranks on others and gloating 
about it is second nature to Tasmanian devils.
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Clutter

1 Worthless Merchandise
 Junk

Clutter cannot usually 
be used to build.

Very few are interested in the old stuff in 
these exciting times. Almost everyone seems 

to have way too much junk around.

Player’s play area

Example of a player deck in a 2-player game



Turn overviewTurn overview

During the game, players take turns in a clockwise order until someone wins by building 
their 8th stack in their stall. A player’s turn consists of four phases:

1.	 Start of turn - Effects may trigger

2.	 Action phase - Perform one action	�������������������������������������������������������������������������������������� p.6p.6

•	 Technique - Play a technique card	�������������������������������������������������������������������������������� p.7p.7

•	 Market - Purchase a card from the market	������������������������������������������������������������������ p.8p.8

•	 Stall - Build a stack in your stall	�������������������������������������������������������������������������������������� p.9p.9

•	 Inventory - Discard cards from your hand 	���������������������������������������������������������������� p.9p.9

3.	 Refill phase - Fill your hand back to 5 cards 	������������������������������������������������������������������ p.10p.10

4.	 End of turn - Effects may trigger

Nothing happens during your start or end of turn, unless you have specific cards that 
trigger during them.

Action phaseAction phase

Perform one action of your choice. The 4 available actions are described on the following 
pages, and two key concepts below.

Before each of your actions, you may use 
the passive cards in your hand. Reveal 
the card and resolve its effects without 
discarding it. Each passive card can can be 
used once per turn.

Some passive cards provide their effect 
elsewhere or at a different time as stated on 
their effect text.

When can I use my passive cards?When can I use my passive cards?

Keep cards in all decks facedown and in discards faceup. You may look through the 
cards in discards at any time, but may not reorder them.

How are cards kept in decks and discards?How are cards kept in decks and discards?

Technique action

Play technique cards to resolve powerful card effects 
and create combos.

To play a technique, place a 
technique card from your hand 
faceup in front of you in your 
schedule. Then resolve the effects 
in the order they are written on the 
card. After you have fully resolved the card’s effects, 
discard it.

It is the location played technique cards stay in while you resolve their effects. Cards 
there are unaffected by other effects. In case multiple effects would resolve at the 
same time, at the start of your turn for example, you choose the order to resolve 
them.

What is my schedule?What is my schedule?

If the effect asks for more cards than there are available, 
perform it with the maximum amount of cards available. 
However, if any deck has fewer cards than  you or 
anyone else needs new cards from it, shuffle its discard 
to form a new deck.

If the technique card has a bonus action 
icon , perform another action after 
resolving the card’s immediate 
effects. The bonus action is always 
awarded on the turn the card is played, 
even if the card remains in your schedule 
and has delayed effects.

Continue your action phase by taking any of the four usual actions. If you choose to 
play another technique card which also has a plus , you get to continue your turn 
again!

You are only awarded with the bonus action if you play the card as a technique 
action, not if you use it for any other action.

What can I do after playing a technique with a plus What can I do after playing a technique with a plus ??

Technique p.7p.7 Market p.8p.8 Stall p.9p.9 Inventory p.9p.9
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Passive

Productive Walruses

Oceanic Icon5

While this  is in your rightmost stack, your next stack can be1 smaller or larger than usual.
Flavour.

Passive

Productive Walruses
Oceanic Icon5

While this  is in your rightmost 
stack, your next stack can be

1 smaller or larger than usual.
Flavour.

Technique

Discontent White-headed Lemurs

3 Fortunate Upgrade

TossToss 1 .Draw 1  from the supply.
Lemurfolk’s grand projects attract and employ countless animalfolks – with great wages!

Technique

Discontent White-headed Lemurs3 Fortunate Upgrade

TossToss 1 .
Draw 1  from the supply.

Lemurfolk’s grand projects attract and employ 
countless animalfolks – with great wages!
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Technique

Cluttered Snow Monkeys

Slot Machine4

Draw  until youdraw 1 non-clutter .Discard any clutter  drawn.Snow monkeys have close relationships with tanukis, trusting them in critical business-related decisions. During free time, all bets are off!
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Technique

Cluttered Snow Monkeys
Slot Machine4

Draw  until you
draw 1 non-clutter .

Discard any clutter  drawn.
Snow monkeys have close relationships with 

tanukis, trusting them in critical business-related 
decisions. During free time, all bets are off!

Often awards you with bonus actions Often awards you with bonus actions ..



Market action

Purchase new, useful cards from the market to improve your deck.

A card’s price on the market is equal to its value plus the added cost printed on the board 
above its slot (increasing from +0 to +4).

To purchase, discard cards from your hand with a combined total equalling or exceeding 
your chosen card’s price. All cards used must be necessary to complete the purchase. After 
discarding the cards you used to purchase, place the newly purchased card into your hand.

If you can leave some cards out while still being able to complete the purchase, you 
have to do so. For example, you are allowed to buy a card priced at 5 (4 + 1) with two 
4-valued cards (total of 8) even if you have a 5-value card in your hand. However, 
you cannot use the 5 and a 4 together, as then the 4 would be redundant.

What does it mean that all cards must be necessary?What does it mean that all cards must be necessary?

When do I fill the market?When do I fill the market?

Whenever there is an empty slot in the market and you have resolved the current effect 
(not just after the market action), you need to refill the market.

Slide all cards in the market to the rightmost empty slots. Then draw new cards from the 
supply to fill the empty slots, starting from the right.

If the supply ever runs out and you need cards from it, shuffle the bin to form a new 
facedown supply. If the supply and bin run out at the same time, the market will be only 
partially filled.

In some cases, card effects can modify your stacks’ values or manipulate the cards in them. 
That is fine. After a stack is finished, it does not matter what its value is or what cards are 
in it. The total value of your next stack is only determined by the number of stacks you 
have already built, not by what is in them.

Stall action

Build a stack in your stall to get closer to victory.

Each player’s stall has room for 8 stacks of cards with ascending total values from 1 to 8. 
At the time of building, the total value of your first stack must be exactly 1, the next 
exactly 2, and so on. They have to be built in ascending order from 1 to 8.

To build a stack, choose any number of animalfolk cards from a single set from your 
hand with their values adding up exactly to the required amount. Place them in front 
of you into your stall faceup in a way that leaves all card values visible. A stack must be 
completely built in a single action. You cannot build a partial stack and continue to add to 
it later.

Once a player builds their 8th stack, the game ends immediately and they are 
celebrated as the winner of the game.

Try to balance between purchasing new cards and building stacks. Don’t rush it 
though, as the cards in your stall can no longer be used for other actions, and you 
could run out of steam. Just try to not let your opponents get too far ahead.

How do I win the game?How do I win the game?

Inventory action

Discard any amount of undesired cards from your hand, even zero, to hopefully draw 
better ones from your deck.

It is often best to end your turn by purchasing or building. Still, it might sometimes 
be worth it to end your turn with an inventory action if you got a lot of value from 
playing technique cards, or if you need a particular card to finish a stack.

Why and when should I take the inventory action?Why and when should I take the inventory action?

88 99

Example of a player’s stall with the first 6 stacks built
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Technique

Playful Sun Glassfrogs
Yoyo5

Add +1 to the value of 1 random 
in your hand for this turn.

RepeatRepeat.
Flavour.

Technique

Anxious Green Junglefowls
Feather Duster4

Look at the top 2  +2  
of your deck and take 1 of them. 

You may reorder the rest.
Flavour.
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Technique

Anxious Green Junglefowls
Sewing Essentials3

TossToss 1 .
Draw 2 .

Flavour.

Technique

Playful Sun GlassfrogsStethoscope4

Search your deck for 1 . Shuffle 

your deck and place that  on it.

RepeatRepeat.

Flavour.

Technique

Strong Eastern Gorillas

Blunt Education4

Each  you use this 
turn is valued 4.

Flavour.

Technique

Playful Sun GlassfrogsStethoscope4

Search your deck for 1 . Shuffle 

your deck and place that  on it.

RepeatRepeat.

Flavour.

Technique

Strong Eastern Gorillas

Bar of Soap5

Draw 5 .
Discard 6 .

Flavour.

Technique

Stealthy Long-winged Tomb Bats3 Heroic Deed

Draw 1  from your 
or another player’s  deck.

Some batfolks, who returned from tuataras’ captivity 
to the old state of Keherro, rebel because the 

government refuses to give their original lands back.

Technique

Lucky Ocelots
New Season2

TossToss any 1 animalfolk  
from your discard to draw 

1  from the supply.
Prosperous winners should be generous while they can.

Technique

Intimidating Dwarf Crocodiles4 Ruthless Competition

Draw 1  from another
player’s deck. Place 1  back.

The dwarf crocodiles have a long history of conflict 
with the lionfolk clans coveting their fertile farmlands.

Technique

Lucky Ocelots
Charm4

Look at the top  of the supply 
and build a stack with only that  

if you can. Otherwise, tosstoss it.
A mortal’s fortune and destiny are decided by 

the twin ocelot goddesses Thia and Mhia. 

Technique

Stealthy Long-winged Tomb Bats5 Provocation

Discard 1 random  from 
you or another player .

You may tosstoss it.
When in doubt, take the initiative!

Technique

Stealthy Long-winged Tomb Bats3 Heroic Deed

Draw 1  from your 
or another player’s  deck.

Some batfolks, who returned from tuataras’ captivity 
to the old state of Keherro, rebel because the 

government refuses to give their original lands back.

Technique

Lucky Ocelots
New Season2

TossToss any 1 animalfolk  
from your discard to draw 

1  from the supply.
Prosperous winners should be generous while they can.

Technique

Intimidating Dwarf Crocodiles4 Ruthless Competition

Draw 1  from another
player’s deck. Place 1  back.

The dwarf crocodiles have a long history of conflict 
with the lionfolk clans coveting their fertile farmlands.
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Technique

1 Experimenting Platypuses
Tireless Tinkerer

Move the top  of your 
discard on your deck.

Platypuses are passionate and full of fresh ideas. 
They want to share them with everybody and get 

touchy if others are not interested in them.

Passive

Experimenting Platypuses
Calculations2

Before you purchase with this ,
rearrange any  in the market.

Speculation and problem-solving are valued highly 
among platypuses, more than their practical applications.

Technique

Discontent White-headed Lemurs3 Fortunate Upgrade

TossToss 1 .
Draw 1  from the supply.

Lemurfolk’s grand projects attract and employ 
countless animalfolks – with great wages!

Passive

Wealthy Tuataras
Greed2

SpendSpend 1: Draw 1 .
The federation of tuatara clans prospers with the 

aid of stolen riches. Those were never returned, but 
instead invested, giving tuataras a bad reputation.

Passive

Wealthy Tuataras
Greed2

SpendSpend 1: Draw 1 .
The federation of tuatara clans prospers with the 

aid of stolen riches. Those were never returned, but 
instead invested, giving tuataras a bad reputation.

Technique

Wealthy Tuataras5 Display of Power

SpendSpend 2: Hand size +2 for this turn.
Good manners combined with stylish and formal 

clothing are important to tuataras. Their social and 
diplomatic conflicts are solved behind closed doors.

Technique

Discontent White-headed Lemurs3 Fortunate Upgrade

TossToss 1 .
Draw 1  from the supply.

Lemurfolk’s grand projects attract and employ 
countless animalfolks – with great wages!

Technique

Discontent White-headed Lemurs2 Delightful Surprise

Look at the top 2  of the 
supply and take 1 of them.
TossToss the other and this .

The lack of challenges leaves the lives of many 
lemurs rather empty. Fortunately, this leaves a 

lot of room to be filled with entertainment!

Passive

1 Discontent White-headed Lemurs
Voracious Consumer

When you purchase with this ,
add +1 or +2 to its value.

The laid-back white-headed lemurs have been rich for 
as long as they care to remember. To them, comfort 

comes before effort. Why bother if you don’t have to?



Refill phaseRefill phase

After you have performed your chosen action and possible bonus actions, you 
immediately move to your refill phase.

Draw cards until you reach your hand size (5 by default). If your hand already exceeds 
your hand size, do not discard the extra cards. Only the player whose turn it is fills their 
hand.

Whenever your deck runs out and you or anyone else needs new cards from it, shuffle 
your discard and use it to form your new deck.

If you do not have enough cards to fill your hand during refill phase only, draw junk 
cards from the junkyard until you reach your hand size. If needed, use cards not in play as 
substitutes for junk.

4 player team rules4 player team rules

With 4 players, you can form 2 teams to reduce downtime and introduce additional depth 
to the gameplay.

Game setup

Form 2 teams of 2 players, teammates sitting next to each other. The player who woke up 
the earliest today, or a random one, is the starting player.

Gameplay

On the first turn of the game, only the starting player plays. Afterwards, teams take turns 
where both teammates go through their turn’s four phases together at the same time, one 
phase at a time.

However, you cannot begin an action or use a card effect if your teammate is currently 
resolving one. Wait for them to complete their effect and then collectively choose who 
plays next.

Each team has a single stall. The number of stacks needed to win the game is increased 
to 10, with values 1 to 10. You may build a stack together, with both players contributing 
cards to it. This still counts as a build action for only one of the contributing players.

You may show your cards to your teammate.

1010 1111

The number of stacks needed to win a team game is 10

The default hand size is 5

1098

Technique

1 Optimistic Dodos
Eager Borrower

Gain 2 .
FinishFinish 2.

Flavour.
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Passive

Optimistic Dodos
Promising Invention2

When you build with this ,
spendspend X (1–3): Add +X to its value.

Flavour.

Technique

Systematic Eurasian Beavers
Wind of Change3

Next time you gain a new  
from the market, tosstoss any 
0–1  from your discard.

Before things can be improved, they must be 
disassembled in order to find out how they work.

Passive

Fickle Giant Pangolins2 Coffee Grinder

Discard 1–3  from any 
player’s deck one by one.
When pangolins get a good idea, they 
often execute it without telling anyone. 

Other folks find this unnerving.

Passive

Fickle Giant Pangolins2 Coffee Grinder

Discard 1–3  from any 
player’s deck one by one.
When pangolins get a good idea, they 
often execute it without telling anyone. 

Other folks find this unnerving.

Technique

Fickle Giant Pangolins5 Another Fine Mess

Roll . Swap 2  from any 
player’s sourcesource with as many  

from a different player’s destinationdestination.
Tasmanian devils adore pangolins’ innate comedy.

Technique

Systematic Eurasian Beavers
Wind of Change3

Next time you gain a new  
from the market, tosstoss any 
0–1  from your discard.

Before things can be improved, they must be 
disassembled in order to find out how they work.

Technique

Systematic Eurasian Beavers
Snack2

Before you build your next stack, 
take any 1  from the market.

Beavers’ powerful countries are known for their 
engineering solutions as well as diverse cuisine. 

There’s no shortage of desserts at their celebrations.

Technique

1 Systematic Eurasian Beavers
Master Builder

Next time you gain a new  
from the market, take any 

1  from your discard.
Always stable and happy, beavers are satisfied 
with everything they do. They like being part of 

a large group, following the common trends.

Technique

Fickle Giant Pangolins5 Souvenirs

Draw  from the supply
equal to the number of players.
Give 1 of them to each player.

Frequent visits to relatives are cherished.
Keeping track of changing addresses – less so.

Passive

Fickle Giant Pangolins2 Coffee Grinder

Discard 1–3  from any 
player’s deck one by one.
When pangolins get a good idea, they 
often execute it without telling anyone. 

Other folks find this unnerving.

If you have any comments, 
questions, or suggestions, you can 

join our friendly Discord server at 

snowdaledesign.fi/discord  or email 

us at info@snowdaledesign.fi .

You can find the official FAQ at 
snowdaledesign.fi/dom-faq .

Remember, the game ends immediately Remember, the game ends immediately 
when someone builds their 8th stack!when someone builds their 8th stack!



1 player solo rules1 player solo rules

A multinational trading corporation Members of the Opalescent New Order, also known as 
Mono, is wiping out local trade. Will you resist its overwhelming might or be swept away?

Play against an automated opponent, called Mono. Just like any other player, it has its own 
deck, discard, hand, and stall.

Game setup

Follow the regular 2-player setup rules, but when 
forming Mono’s deck, also shuffle the 3 Mono cards  
matching the chosen animalfolk decks into it.
Mono’s deck will have 13 cards.

Keep Mono’s hand of cards facedown during setup and 
your turns.

You take the first turn.

Gameplay

Follow the regular rules concerning winning, losing, and playing your turn. Mono has 
distinct rules to follow on its turn, seen on the right.

Mono does not use animalfolk card effects.

Mono’s decisions

New cards are placed in random order to the left of Mono’s hand (on top of its facedown 
hand on your turn).

When Mono chooses cards from its hand, the market, any discard, or any stall, prioritise 
cards from left to right and then from top to bottom depending on the source. When 
Mono chooses a card with the lowest value, it prioritises junk before other 1-valued 
cards.

If multiple Mono cards in Mono’s schedule would trigger at the same time, resolve them 
in the order they were originally played.

Acquire

Many Mono cards have the acquireacquire keyword.

When Mono plays a card with acquireacquire and has more stacks than you, it prioritises 
purchasing instead of building this turn. However, at 7 stacks, Mono always prioritises 
building in hopes of winning the game!

Don’t get discouraged! Mono has a different playing 
style with each deck combination, some being 
harder to beat than others. While challenging, 
Mono should still always be winnable.

Try to utilise your cards the best you can before 
committing them to your stall!

What if I keep losing to Mono?What if I keep losing to Mono?
Discard any clutter ( Junk) left in Mono’s hand.

Turn any leftover cards in Mono’s hand facedown.

Fill Mono’s hand to 5 by placing cards 
from its deck facedown on its hand.

Reveal Mono’s hand without 
reordering its cards.

Mono played a card with  or had no Mono cards .

Start of Mono’s turn

End of Mono’s turn

Mono played a 
card without .

Technique

1 Sharing Short-beaked EchidnasCarefree Swapper

Swap this  with the top 

of another player’s discard.

Echidnas place no value on things such as wealth 

and power. Rather, a fulfilling life consists of having 

good friends and enjoying culture in all of its forms.

Technique

Adapting Veiled Chameleons2 Flexible Member

If Mono’s discard has no 

Mono , flip and place its 

deck on its discard. Mono plays 

1 Mono  from its discard.

  Place on Mono’s discard.

Clutter

1 Worthless Merchandise
 Junk

Clutter cannot usually 
be used to build.

Very few are interested in the old stuff in 
these exciting times. Almost everyone seems 

to have way too much junk around.

Clutter

1 Worthless Merchandise
 Junk

Clutter cannot usually 
be used to build.

Very few are interested in the old stuff in these exciting times. Almost everyone seems to have way too much junk around.

Technique

Dealing Giant Pandas
2 Loyal Member

Mono takes the highestvalued  from the market.

  Place on Mono’s discard.

•	 Mono builds stacks in order from 1 to 8, 
but the value of each stack can exceed its 
required value.

•	 Mono uses as few cards as possible to build.

•	 Mono can mix different animalfolk sets in 
stacks.

•	 Mono cannot use Mono cards to build.

Stall actionStall action

•	 If Mono has Mono cards  in hand, it plays its 
leftmost Mono card.

•	 Mono does not play animalfolk cards.

Technique actionTechnique action

•	 Mono 
purchases the 
leftmost card it 
can afford.

•	 Mono uses 
as few cards 
as possible to 
purchase.

Market actionMarket action

RefillRefill

Mono tries to take the stall or market action. If it fails in what it prioritises 
first, it tries the other before continuing to fill its hand.

•	 By default or if Mono has 7 stacks, it prioritises the stall action.

•	 If Mono played a Mono card with the acquireacquire keyword and Mono has 
more stacks than you (but less than 7), it prioritises the market action.

Leftmost Leftmost 
Mono card Mono card 

1212 1313

Technique

Diligent Pale-throated Sloths
2 Steady Member

At the start of Mono’s next turn, it takes the leftmost from the market.

  Place on Mono’s discard.

If, after resolving an effect or filling your If, after resolving an effect or filling your 
hand, you have any Mono cards hand, you have any Mono cards   in your in your 

handhand, place them on Mono’s discard., place them on Mono’s discard.

Technique

Diligent Pale-throated Sloths2 Steady Member

At the start of Mono’s next 
turn, it takes the leftmost 

from the market.

  Place on Mono’s discard.

New cardsNew cards



Only Mono cards  can have the acquireacquire keyword. When Mono plays a card with 
acquireacquire and has more stacks than you, it prioritises purchasing instead of building this 
turn. However, at 7 stacks, Mono always prioritises building in hopes of winning the 
game!

Acquire	Acquire	 keyword   

AppendixAppendix

You can find all keywords and game-specific rules here. The rules are ordered based on 
which game they first appeared in, and there is space after them for rules stickers from 
future games.

When you tosstoss a card, place it onto a location based by its type.

•	 Junk		 	 → Junkyard

•	Animalfolk	 → Bin

•	Mono	 	 → Mono’s discard

Toss	Toss	 keyword

Before you play a card with the spendspend keyword, you must pay the amount next to 
spendspend using the same rules as purchasing cards.

SpendSpend X is always followed by a range of values. The exact amount you pay (up to 
the maximum) determines the value of X. You may overpay for the maximum value 
similarly to purchasing cards from the market.

Resolve each spendspend separately.

Spend	Spend	 keyword       

When an effect asks you to storestore cards, place those facedown in your schedule. You 
may look at your storedstored cards at any time. Place all your storedstored cards into your hand 
at the start of your next turn.

StoreStore 		 keyword     

The ocelot die  has these sides:      0   1   2   2   3   3

Ocelot dieOcelot die 		 game mechanism     

The marbled polecat die  has these sides:  1   1   2   2   3   3

Marbled polecat dieMarbled polecat die 		 game mechanism     

The snowshoe hare die  has these sides:      

Snowshoe hare dieSnowshoe hare die 		 game mechanism     

Cards with the copycopy keyword can imitate other cards. 
When a card copiescopies another one, it copiescopies it in its 
entirety, including its set, value, card type, and effect. 
It does not matter if later the card you copiedcopied is no 
longer where it was when you copiedcopied it originally.

CopyingCopying ends if you discard the card or have it in 
your hand at the end of your turn.

Copy	Copy	 keyword     

If, after resolving an effect or filling your hand, you have any cards 
with an alert  in your hand that belong to someone else, resolve 
their alerts in your chosen order.

All Mono cards  have an alert, which returns the card to 
Mono’s discard.

Alert Alert  	 	 game mechanism

When you play a card with the finishfinish keyword, resolve any effects preceding finishfinish 
and leave it in your schedule. If the card gives a bonus action , gain it now.

During your action phase, you may spendspend the amount next to finishfinish to resolve any 
effects after the keyword and discard the card. This does not count as an action.

Resolve each finishfinish separately.

Finish	Finish	 keyword       

Technique

Diligent Pale-throated Sloths
2 Steady Member

At the start of Mono’s next turn, it takes the leftmost from the market.

  Place on Mono’s discard.AlertAlert

When paying for cards spendspend, or finishfinish, you may use 
your gold  to cover some or all of the price. Each 
gold   is worth 1 and you cannot overpay with it.

When purchasing, Mono  uses gold  before cards.

There is considered to be an unlimited number of coins.

Gold Gold 		 game mechanism         

Both giant pangolin dice  have these sides:      

SourceSource  and destinationdestination  on giant pangolin cards are determined by the result 
on the corresponding pangolin die:

Giant pangolin diceGiant pangolin dice 		 game mechanism     

 Hand (random)  Deck (top)  Discard (top)

A card with repeatrepeat can also be played as a technique action 
from any position in your discard. If played from the 
discard, after fully resolving the technique effect, place 
the card on the bottom of your deck.

RepeatRepeat techniques are played from your hand as normal.

Repeat	Repeat	 keyword     

1414 1515

Treat large coins Treat large coins 
as 5 small ones.as 5 small ones.



Future games will have rules stickers which you can 
apply here and on the following pages.

When you play with any  deck, players need to keep track of time 
with their own clock .

At the start of each of your turns, move the clock  to dawn .

Cards from  decks have parts that are active only during a 
specific time of day when you play such card. After you have 
resolved the immediate effects of any technique card, advance 
your clock  one step: dawn  → day  → night .

Clocks cannot move backwards from dawn  or forwards from night .

Mono’s clock  does not reset to dawn  at the start of Mono’s turn and it can 
move forward from night  to dawn .

ClockClock 		 game mechanism         

1616 1717
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Rules summaryRules summary

After setup p.4p.4 , players take turns in clockwise order.

Start of turn

Effects may trigger.

Action phase	 p.6p.6

Take a single action from the four available ones.

You may also use each passive card’s effect in your hand once during 
your action phase without discarding them.

Refill phase	 p.10p.10

After your chosen action and possible bonus 
actions, draw cards from your deck until you 
reach your hand size (5 by default).

End of turn

Effects may trigger.

Technique action	 p.7p.7

Place a technique card into your 
schedule, resolve its effects, and 
discard it once fully resolved.

If the card has a bonus action 
icon , perform another action 
after this one.

Market action	 p.8p.8

Purchase a new card from the 
market by discarding cards with 
a combined total equal to the 
chosen card’s price. Place the new 
card into your hand.

Stall action	 p.9p.9

Place cards into your stall with 
their total matching the next 
stack to build it.

Each individual stack can 
only have cards from a single 
animalfolk set, and no junk!

Inventory action	 p.9p.9

Discard any amount of cards 
from your hand, even zero.

Once a player builds their 8th stack, the 

game ends immediately and they win!

Whenever there is an empty slot in the market after 

a resolved effect, slide the cards in the market to the 

right and fill any empty slots from the supply!


