1-4 PLAYERS + 30-60 MINUTES + AGES 14+
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OVERVIEW

Compete to grow the healthiest forest
ecosystem by arranging and evolving a
synergistic collection of plant cards.

Each plant has a 4 ¢ point value, a unique
ability and a il cost to play them. Plants can
grow in empty spaces or cover over others.
You'll pay for them by discarding cards from
your hand and/or your forest’s energy supply.
The game is played in 3 rounds. After each, an
animal visitor card is awarded to the player
who best met their habitat preferences.

After the 3rd round, points are tallied from
plants, visitors and various bonuses.
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PLANT VISIT QUICK SCORING MOD
CARDS CARDS REFERENCE CARD (OPTIONAL)

SETUP: PLANTS

© Shuffle all plant cards together and keep
the following amount depending on the
number of players:

4 PLAYERS: 90 Cards
3 PLAYERS: 70 Cards

2 PLAYERS: 50 Cards
SOLITAIRE: 30 Cards

* Place these face down to form the plant
deck. Leave space for a face up discard pile.
* Put away the other unused cards.

@ Deal 5 plants to each player. You may look
at your oun cards but keep them hidden from others.

© Draw 3 plant cards from the deck and
lay them face up to create the nursery.



SETUP: VISITORS
© Shuffle all visitor cards together to form
the face down visitor deck.

© Lay out 3 visitor as round-end visitors.
These will be awarded from left to right.

€ Tuck the listed number of plant cards
from the plant deck face down under
both the 1t and 2™ round-end visitors:

4 PLAYERS: 12 tucked cards
3 PLAYERS: 10 tucked cards

2 PLAYERS: 8 tucked cards
SOLITAIRE: 6 tucked cards

GAME SETUP EXAMPLE

ROUND 1 ROUND 2 ROUND 3 (NO TUCKED PLANTS)

-———w = w ——
ROUND-END
VISITOR DECK . VISITORS
——«4

PLANT i
S | NuRsERY

PLANT DECK

STARTING PLAYER: The player who most
recently took a walk in the woods plays first.



CARD OVERVIEW
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BEFORE GATHERING: Look at the top 2
cads of the deck.
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() PLANT cosT ():

cards that must

be discarded to
play this plant.

You may discard any
combination of plant
cards from your hand
or stored energy cards
from your region.
Costs may be reduced
in various ways. See
PAYING FOR A PLANT ©.

o ——"——" %.2}‘@ The number of

() ELEVATION (4&): The elevation rows this

plant can be played in.

(® SHADE TOLERANCE(-C-/-¥:): Determines if
a plant persists or turns into stored energy
when grown over. See COVERING -O/-(: PLANTS .

() HEIGHT (M): The approximate maximum
growing height of this plant. Only plants of a
greater height may grow over (cover) this card.

(3 PLANT VALUE(s_#): The plant’s point value.



() PLANT EFFECT: A plant’s unique ability.
See PLANT EFFECTS .

@ UNDERSTORY OVERVIEW: Details about
the plant. Traits, icons and other features
are found here. These remain visible and
relevant even after the plant is covered.

REGION OVERVIEW
A player’s play area A PLAYER REGION

is called their region. A

It has 6 spaces ((J) [:] HIGH
distributed into 3 am
elevation rows D [:] MIDDLE

(a=/2= /%) where DOD A
cards can be played. LOW
Multiple cards can be stacked
within a single space. This allows

players to have more than 6 cards
in their region.

You'll want to balance
your stacks to get a

good elevation bonus! See
ELEVATION BONUS ®.



ON YOUR TURN

On your turn, chose one of the following
actions. You can either () GATHER PLANTS to
your hand or (5) PLAY A PLANT to your forest.

Play then proceeds to the player on your left.

If the plant deck is emptied on your turn, stop
your current action immediately and resolve
the end of a round. See ENDING A ROUND (&

() GATHER PLANTS

Draw up to 2 cards from any combination
of the deck and/or the nursery. Replenish the
nursery between player turns.

O PLAY A PLANT
; ‘ Pay a plant’s nutrient cost (ll]) to
»,Q‘ ﬁ% add it to your region.

* The first plant you play must
be played at . low elevation.

* Future plants must be played
\ adjacent to an existing plant
)4 or cover over one. Planis may only
cover others if they are taller than them.




ADJACENCY
« All cards in spaces that share a border
are considered adjacent to each other.
* All cards within the same stack
are also considered adjacent.

In this example, all green spaces are . .
adjacent to space € including other . .

cards in space €.

PAYING FOR A PLANT
The nutrient cost &l of a plant can be paid
in any combination of these two ways:

DISCARDING X CARDS s} for DISCARDING X ADJACENT
FROM YOUR HAND STORED ENERGY*

*Stored energy are face down cards tucked under
stacks in your region. See STORED ENERGY CARDS (.

» BEach discarded card is only worth (1)]
towards the cost EJ to be paid, regardless
of the discarded card’s own nutrient cost.

+ Covering existing plants reduces the cost
you'll pay. See SUCCESSION DISCOUNT (.

+ Plants with )" have WHEN PLAYED _effects
that adjust their cost as they are played.




STACKING CARDS

Plants may be played
immediately on top of others

if they are taller. This is called
covering a plant and grants the
succession discount. Plants of the |
same height cannot cover each other. _

‘When covered, O plants turn into stored
energy () while ®: plants persist (). Covering
either type of plant still grants the succession discount.

The term canopy refers to the topmost plants in stacks.
The understory refers to all lower plants in stacks.

SUCCESSION DISCOUNT
Growing over a plant reduces the amount of
nutrients needed to play the new plant.

* Subtract the cost of the topmost plant in
the stack you are growing over from the
cost of the new plant you are playing. Do not
subtract the cost of other cards lower down in a stack.

EXAMPLE: SALAL is established in the canopy of your
region. Since SALAL has a cost of | B, the next plant
that covers it will have its cost reduced by a




COVERING O PLANTS
After growing over a {0 plant, fhp it over,
turning it into stored energy as in ). I can’t
survive in shade and instead joins the soil as nutrients.
STORED ENERGY CARDS...
* ..do not count as plants.

..are each worth 41, at the end of the game.

..can be discarded to pay for plants gm“nng
in adjacent spaces.

COVERING O PLANTS

If growing over a - plant, leave its understory

overview (bottom section) visible as in (.

+ Covered - plants lose their plant effects
but are otherwise still considered in
play. This means all information in their
understory overview including icons,
traits and 4 ¢ plant value are still relevant.

STACK LIMIT: There is no limit to the number
of cards (plants or stored energy) that can
exist in a single space of a region.

HAND LIMIT: After ending your turn, you must
discard down to a hand of 7 plant cards.



ENDING A ROUND

A round ends immediately when the plant
deck is emptied. This may interrupt a
player’s turn/action. Resolve the following:

> () AWARD ROUND-END VISITOR(S):
Players compare regions to see who
best met the MULTIPLAYER goal of the
leftmost round-end visitor(s).

* The winner takes the visitor card.
Visitors stay face up in front of you and
do not count towards your hand limit.

« If tied, the visitor becomes an
additional goal for the next round.
Discard unresolved visitors in the 3™ round.

@ RESET THE DECK: Shuffle the discard pile
together with any remaining cards in the
nursery and any plants tucked under the
previous round’s visitor: This becomes the
new plant deck. Deal out 3 new nursery cards.

€) RESUME TURN: If a player’s turn or action
was interrupted to end the round, they may
now finish their turn/action.



ENDING THE GAME

After the 8" round-end visitor is resolved,
the game continues until it would be the
starting player’s turn again. Scoring then
commences by adding up the following:

PLANT VALUE: Score the 4 ¢ value on
each face up plant, including those
“*  in the understory.

SCORING EFFECTS: Score 4 ¢ value
" from the visible yellow SCORING
= effects on plants in the canopy.

. STORED ENERGY: Score y1; for each
face down energy card in your region.

2

>

VISITOR VALUE: Score the 4 ¢ value of
all visitors you have earned or drawn.

2 ELEVATION BONUS: Count the number
w0, Ofplant cards in the smallest stack
¥ of each elevation row: Score 42 for
B2 oa0h of those cards. Do not count stored
energy. Empty spaces count as stacks of 0.

' CARDS IN HAND: Score 41, for every 2
cards remaining in your hand.



PLANT EFFECTS
Plant effects are optional. If you choose to
use an effect, you must resolve it entirely.

WHEN PLAYED: Activates when this plant is
being played into your region.
PASSIVE: A plant effect that is always in play.
REACTION: Activates any time the effect’s
specified condition is met.
BEFORE/AFTER GATHERING: Activates any
time you take the GATHER action.
WHEN COVERED: Activates when this plant is
in the canopy and is then covered by another.
SCORING: Earns you bonus points if this
plant is in the canopy at the end of the game.
PLAYING A PLANT (ORDER OF EVENTS)
@ Calculate and pay the plant’s cost. Place
it on the stack. It now counts as played.
@ If you covered a plant, turn it into stored
energy if it is <O+ or leave it alive if it is <P
€) Activate any relevant (WHEN COVERED),
WHEN PLAYED and/or (REACTION
plant effects in any order.



SOLITAIRE MODE
Reforest can be played by a single player at
one of two difficulty levels:

STANDARD: Score HARD: Add the value
higher than the of any unearned
total value of all 30 j§ round-end visitors

plants in your game J to the STANDARD
to win. target score.

SOLITAIRE RULE CHANGES
GATHERING: After gathering, you must
discard a card from the nursery or deck.

VISITOR GOALS: Use the SOLITAIRE goals of
round-end visitors. Usually this means you
must have a certain number of plants with a
specific trait. Be sure to only use the correct
round’s goal amount. The layout is:

Goal Criteria: Round 1 Goal/RmtmiZGoal/RoundSGoal{
If a visitor is not earned at the end of a
round, it is removed from the game.

GAME END: When you empty the deck for the
3 time, play 1 more turn before ending the

game. Compare your score with your chosen
challenge to see if you won! Ties are losses.




GLOSSARY

ADJACENT: All cards in spaces that share a border are
considered adjacent to each other. Cards within the
same stack are also considered adjacent to each other.

CANOPY: The topmost cards of their respective stacks.
CORNER: A space with only 2 adjacent spaces.

DRAW X CARD(S): Taking X amount of cards from the
deck and/or nursery to your hand.

DRAW A VISITOR CARD: Draw a card from the Visitor deck.
You do not need to meet its goal requirements.

ELEVATION: A row in a region: low; middle or high.
GATHER: Spending your turn to draw 2 cards.

MOVE: Move a card to a specified space. Does not count
as growing a plant but can activate (WHENICOVERED) effects.
NURSERY: Three plant cards from the deck laid face up
and available to be drawn. Replenished between turns.
REGION: A players play area. It consists of 6 spaces
distributed into 3 elevation rows.

SPACE: A zone in a region where cards can be played.
Can hold any number of stacked plants and/or energy.
STACK: The collection of cards (plant and/or energy)
placed atop each other within a single space.

STORE X CARD(S): Place X cards face down under the
designated stack(s) as stored energy.

STORED ENERGY: Cards placed face down in your region.
They do not count as plants, have a value of 4 1# and can
be discarded to pay for plants in adjacent spaces.
UNDERSTORY: Any cards below the top card in a stack.



