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! GAME OVERVIEW

| The Meeple War, this eternal fight, has long been over. Meeples are now free and living happily in
4 Meeple-land (the exact location of Meeple-land is strictly confidential for safety reasons that we
| | hope you understand).

| But recently this idyllic world has been disturbed by the disappearance of many of our little wooden
friends: humans have discovered Meeple-land and have been capturing Meeples to force them to
work inside board game boxes!

M To tackle this danger, only two possible ways: either fight against humans, as hard as it may be for
little Meeples, or build rockets to escape to another planet!

| GOALOF THE GAME . CONTENT ASSEMBLY |

BE CAREFUL

Lead your Meeples, take trains to different locations In Save the Meeples, you have to put together and fold some
P which will allow you to recruit more Meeples, heal the items by yourself.

! wounded ones, gain resources, build rockets, launch
1 them and fight Humans.

Kirigamis of the locations:

' But be careful, the Meeples’ gratitude depends on the
‘ game’s outcome. If the Human Invasion occurs before

‘ the Meeples’ escape to space, those who best supported
g the war effort will be rewarded. In the opposite case,

‘ those who contributed more to the escape will be
rewarded.

' Choose your side wisely!

Note

)
‘ Because Gender Equality also
I 4 comes through language, we wrote
1 the rules as to not discriminate To make it easier for you, some set-up sheets and videos are
Fi any gender, so we refer to a player BY ailable
‘ asia “Meepieiiedis Set-up Videos: https://bluecocker.com/jeux/SaveTheMeeples/
k montage/STM_video_montage.mp4

Set-up sheets: https://bluecocker.com/jeux/SaveTheMeeples/
montage/STM_fiche_montage.pdf
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4+ 8 Railway Tracks (4 starts and 4
ends)

4+ 4 Locations: Tavern, Forge, Mine
and Forest
(1 board and 1 kirigami for each location)

4+ 4 Locomotives “

+ 4 Wagons to set up
(6 parts, see set-up sheet)

4+ 6 Rockets to set up
( 2 small, 2 medium and 2 big)
(6 to 8 parts, see set up sheet)

+ 24 Rocket tiles
(6 cockpits, 12 cabins, 6 engines)

©
CONTENT B

4+ 64 Victory tokens

S5 SEL
(VT  with different 1 {»
values : 1, 2,3 and 5) K{ i

4+ 58 Mood tickets
(nhappyn or nunhappyn)

4+ 27 Humans standees
(15 small et 12 big)

4+ 27 Clear plastic Bases

4+ 40 Meeples (10 for each Meeple team)

TRERX

+ 15 Cylindrical wooden ll
as Petroleum Tokens
(10 small ones worth 1, 5 big valued 2)

4+ 30 Round wooden
as Gold Tokens e

(20 small ones worth 1, 10 big valued 2)

4+ 20 Wooden sticks \
as Wood Tokens \
(15 small ones worth 1, 5 big valued 2)
+ 25 Plastic gems Q
as Metal Tokens Q
(15 small ones worth 1, 10 big valued 2)

4+ 4 Vvillage boards (1 for each Meeple

+ 4 Player aid tiles (1 for each team of
Meeples with the game’s turn phases
on the front and the Mood bonuses on
the back)

2

+ 4 Flag Tokens (1 for each Meeple team)

AT

4+ 1 Countdown token

4+ 1 Wounded token %

4+ 1"Mine Resources" tile (front 3 teams
of Meeples, back 2 teams of Meeples)

4+ 1"Forest actions" tile
(front 3 teams of Meeples,
back 2 teams of Meeples)

4+ 1"Setup and end of the game" tile
(front quick game *vr, back regular
game % %)

4+ 8 Luggage tiles (4 small for 3 teams of
Meeples, 4 big for two teams of Meeples)

- ——

Note: as you'’ve read, we will use the
word “resources® to designate either
petroleum, gold, wood or metal.

The big resources (worth 2) count as 2
ohe-resource tokens worth 1.

| Victory points are kept face down.
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; All locations besides the Forest are double-sided: Those actions are just slightly different, there is no difficulty level, they
[

allow you to diversify the different games. Choose the front or the back according to your tastes.

-

Locations (kirigami + action board) F Resources stock (Gold, Wood, L Unbuilt rockets tiles stock (cost
Metal, Petroleum) and victory points visible) 1 stack
B 4 Meeples of each Meeple team on of cockpits, 1 stack of cabins, 1
y the Tavern G Meeples Planet stack of engines
G For each Meeple Team: H Victory points stock Space building site tile

1 Village Board + 1 player aid tile
+ 1flag + 6 Meeples + 1 Wood + 1 | 1big built rocket
Metal + 1 Petroleum + 3 Golds

Countdown token on the forge

Mood tickets stock

<

Railway tracks Built rockets stock

!} l’ K "Set-up and end of the game" tile

£ MR Vs + Wagons Humans stock + Wounded Token

y 4

‘1 4 Humans in the Forest
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Number of Humans in the Forest

SETUP FOR 2 & 3 PLAYERS

For 2 or 3 Meeple teams, you must:

+ adapt the number of small humans
initially present in the forest Q

+ adapt the size of the initially
built rocket |
This is indicated on

the "Set-up and end
of the game" tile.

Moreover, you have to place:
+ a luggage tile on each wagon

4+ the "Mine resources® tile on the mine
side |

4+ the “"Forest actions® tile on the
forest.

SET UP ACCORDINGLY TO THE DESIRED
DURATION OF THE GAME

Those tiles are identified by a symbol A
according to the number of Meeple teams.

We offer a game set-up according to
the duration you want:

+ A quick game *% (about 40’)

recommanded for the first times.

+ Aregular game * x (about 1h) to fully
enjoy the game and all its strategies.

The changes of set-up are indicated on
the "Set-up and End of Game" tile.

Number of Meeple Teams

and size of the built Rocket
Endgame conditions

Endgame points depending
on Fight or Flight

First Meeple team:

The first Meeple team to start is the winner of a game of Meeple-Card-Dice (the
rules of Meeple-Card-Dice are available on demand but they actually look a lot

like the Rock-Paper-Scissors game...).

' END OF THE GAME vﬁ

Save the Meeples is a game that can
end in 2 different ways:

+ BY THE INVASION OF THE
HUMANS IN THE FOREST:

This ending occurs when a certain
number of Humans is reached in the
forest (no matter what size they
are) at the end of a Meeple team’s
turn (once every action is resolved).
The number of Humans needed
is 9 for a quick game and 12 for a
regular game. The game also ends
by Invasion if there is no Human left
in the Human Stock while one needs
to be added in the forest.

+ BY THE MEEPLES ESCAPE
INTO SPACE:

This ending occurs when a certain
number of rockets (full or not, even
empty, no matter what size they
are) have been launched into space
at the end of a Meeple team’s turn
(once every action is resolved). The
number of launched rockets needed
is 2 for a quick game and 3 for a
regular game.

In both cases, the game is ending
immediately after the end of the turn
of the active Meeple team and Victory
Points are counted.

e
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Add the Victory Points gained during
the game to those gained by the end of
the game.

Be careful, depending on the ending
of the game (Invasion or Escape), the
end of the game points will not be the
same:

+ If it is an INVASION, captured
Humans in the village prison of a
Meeple team will earn you 2 Victory
Points each. But Meeples sent on
the Meeple Planet won’t earn you
any point,

+ If it is an ESCAPE, each Meeple
from a Meeple team sent on the
Meeples Planet will earn you 3
Victory Points each. But the captured
Humans in the village prison won’t
earn you any point.

<_O/ks"
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The Meeple team with the most Victory
Points wins the game.

o, 3/ || o

In case of a tie, the Meeple team with
the most recruited Meeples wins, If
there is still a tie, have a game of
Meeple-Card-Dice (the rules of Meeple-
Card-Dice are available on demand but
they actually look a lot like the Rock-
Paper-Scissors game...).

e
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When it is your turn:

1. Repair one of your Meeples if
needed

2. Choose one action amongst the
following:

o Place a group of Meeples on a
train

o Place a group of Meeples on a
built rocket

« Send a train

« Bring back a train

3. Check if you have reached your
10-resources limit and dispose of
the surplus if necessary.

REPAIR A MEEPLE

After some actions on different
locations, your meeples may get
wounded. They will then come back
tipped over to your Infirmary. In your
village, move forward ONE Meeple ONE
square on the repair track that goes
from the infirmary to the village square.
A meeple arriving on the village square
can be used immediately.

PLACE A GROUP OF MEEPLES ON
A TRAIN

Take 1, 2 or 3 Meeples from your village
square and place them on a train.

These Meeples have to be placed on a
train that is departing: it is impossible
to place Meeples on a train that has
already reached any location.

#  GAME TURN

The group of Meeples have to be placed
at the back of the train as much as
possible: each Meeple is placed on the
last available seat from the back of
the train to its front.

Be careful: it is not possible to place
more than 3 consecutive Meeples from
a same team of Meeples.

For example: if there is 3 consecutive
Meeples of the green Meeple team on
a train, one other Meeple team would
have had to place at least 1 of its
Meeples in order for the green Meeple
team to place a new quantity of green
Meeples.

It is however possible to complete a
group of Meeples of 1or 2 Meeples until
3 Meeples during a later action.

PLACE A GROUP OF MEEPLES ON A
BUILT ROCKET

Take 1 or 2 Meeples from your village
square and place them onto 1 built
rocket.

Cockpits and Engines can only contain
1 Meeple and each cabin can contain 2.

Capacity is indicated by Dbunks.
According to its size, a rocket can
contain 4, 6 or 8 Meeples.

You have to keep at least 2 Meeples
in the game! It is forbidden to send
your last 2 Meeples on a rocket.

SEND A TRAIN TO ITS LOCATION:

To the Mine, the Forge, the Tavern or
the Forest.

Place your flag on the locomotive and
bring the train to its destination by
following the railway tracks.

Be careful: you can perform this action
only if you have at least 1 Meeple of
your team on the train you want to
send.

Once the train is sent, whatever
its destination, add 1 Human into
the forest (starting with the small
ones).

Then, starting with the groups from the
front rows until the last ones on the
back rows, every Meeple team assigns
its Meeples to an action. Then, get
your flag back.

Note
The flag may seem useless, but the
Meeples assignements can take
time, it is very useful to remember
whose turn it is afterwards!

It is completely forbidden to divide
the Meeples of a single group on the
train: they will all perform the one
and same action. You can however
perform different actions on one
location if you have several groups

of meeples on the train.

Reminder: if the maximum Human
quota is reached for the Invasion, the
game ends at the end of the turn of the
active Meeple Team,
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BRING BACK A TRAIN

CHECK YOUR WAREHOUSE

Bring back a train from its destination
to its starting point and take a Mood
Ticket of your choosing ("happy" or
“unhappy").

All the Meeples assigned to the
location’s action come back to their
team village.

It they were wounded
during the action, they
come back tipped over to
the infirmary.

Otherwise, they come
back to thevillage square
and thus are immediately
available.

b . - S

PREPRESENTATION OF THE LOCATIONS

There are 2 types of actions,
represented by Meeples either in a
circle or a square:

+ Circled actions @ can

only receive ohe group of Meeples.
Moreover, the group has to have at
least as many Meeples as drawn.

For example an action can
only receive one group of Meeples
composed of 1, 2 or 3 Meeples.

An action can however receive
one group of 3 Meeples.

+ Squared actions |73 can receive
an unlimited number of groups of
Meeples whatever their size.

Those groups of Meeples may come
from different Meeple teams or not.

7
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" ACTIONS OF THE
LOCATIONS

At the end of a Meeple team’s turn,
there must not be more than 10
resources in the concerned village’s
warehouse.

Small resources worth 1 occupy one
space, big resources worth 2 occupy
two spaces.

If there are more than 10, chose the
surplus resources and place them into
the resources stock.

Note: it is absolutely allowed to have
more than 10 resources during the
other Meeple teams’ turn. It is only at
the end of your active turn that you
check your stock.

J

The effect of the actions is indicated by
an eventual condition, one or several
arrows and a result.

if the arrow is unique, the result is
applied once no matter how many
Meeples perform the action.

If there are multiple arrows, the result
is applied for each Meeple performing
the action by fulfiling the condition
each time.

Every location has one common action:

Hanging out.

A group of Meeples, whatever its
size, earns you 1 Mood Ticket of your
choosing ("happy" or "unhappy").

- -

Sipe | AND Il OF THE LOCATIONS

For some locations, the action tile has
a front and a back, both representing
different actions.

Those actions are just slightly different,
there is no difficulty level, they allow
you to diversify the different games.

Choose the front or the back according
to your tastes.
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Place each Meeple performing the
action over 2 available resources
(where there is no Meeple) and take
them from the stock to place them into
your village warehouse. The Meeples
are placed vertically or horizontally
but never diagonally. The Meeples do
not have to be adjacent to one another.
If a Meeple can only be placed on one
resource, the Meeple team in question
only gets this unique resource.

Reminder: At the end of a Meeple team’s
turn, and only at ITS end, this team’s
warehouse must only contain a maximum
of 10 resources.

T
RECRUIT A NEW MEEPLE

Side I:

Pay the amount of Gold needed (1, 2
or 3 according to the action) by taking
it from your warehouse and putting
it back into the stock. Take 1 Meeple
from your team near a Tavern barrel
and place it with your Meeples that are
performing the action.

Earn also 1 victory point.

This new Meeple will only be available
when the train comes back, exactly
like the others.

®  THE TAVERN

| THE MINE

Place the Meeple performing the action
over 2 available resources (where
there is no Meeple) and adjacent
to another Meeple (exept if it is the
first Meeple to be placed: you place it
wherever you want over 2 resources).

Take the resources from the stock and
place theminto your village warehouse,

If a Meeple can only be placed on one
resource, the Meeple team in question
only gets this unique resource.

Reminder: At the end of a Meeple team’s
turn, and only at ITS end, this team’s
warehouse must only contain a maximum
of 10 resources.

ExTrACT PETROLEUM
Sides 1 & l:

For each Meeple performing the action,
pay 1 Gold from your warehouse by
putting it back into the stock and
gain 1 Petroleum from the stock that
you place into your warehouse. You
do not have to buy as manybarrels of
Petroleum as you have Meeples. You
can buy 1 Petroleum,

Reminder: At the end of a Meeple team’s
turn, and only at ITS end, this team’s
warehouse must only contain a maximum

of 10 resources.

Side ll:

For the action that needs a minimum of
one Meeple, pay 3 Golds by taking them
from your warehouse and putting them
back into the stock. Take 1 Meeple
from your team hear a Tavern barrel
and place it with your Meeples that
are performing the action. Earn also
1 victory point.

For the action that needs 3 Meeples,
take 1 Meeple from your team near a
Tavern barrel and place it with your

K
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Meeples that are performing the
action. Earn also 1 victory point.

This Meeple is wounded and will go
to your village’s infirmary once the
| train comes back.

WASH THE DISHES

Sides 1 & ll:

No matter how many Meeples perform
the action, take 1 Gold and either
1 Wood or 1 Metal and place them into
your warehouse. !




LAUNCH A ROCKET

If there is no built rocket, this action
is impossible,

Side I:

Y ~
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Pay the amount of Petroleum needed
(1, 2 or 3 according to the action) by
taking it from your warehouse and
putting it back into the stock.

Move forward the Countdown 1, 2
or 3 steps according to the action.
Earn the indicated number of victory
points.

Side il:

For each Meeple present in the
group performing the action, pay
1 Petroleum by taking it from
your warehouse and putting
it back into the stock, move
forward the countdown 1step and
earn 1 victory point.

If the countdown reaches "GO",
the rest of the steps forward
doesn’t count, but the Petroleum
| must be spent and the victory
i points earned.

.l

THE FORGE ¢

.. !

Launching of a rocket:

If the countdown reaches *GO",
a built rocket of your choosing
takes off. This rocket can be
empty, full or half full of Meeples.

Place the Meeples from the sent
rocket onto the planet and place
the rocket back into the stock.

Place the countdown back on 3.

.

Peminder: If the quota of rockets
needed for the Escape is reached, the
game ends at the end of the active
Meeple team’s turn,

REPAIR A MEEPLE

For each Meeple performing the
action, pay 1 Wood by taking it from
your warehouse and putting it back
into the stock, move forward 1 of
your Meeple 2 squares on the repair
track of your village or 2 Meeples
1 square each.

Moreover, every other Meeple team
can pay you 1 Gold to move forward
once one of their Meeples on their
village repair track.

Side Ii:
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For each Meeple performing the
action, pay the number of Wood
needed (3, 2 or 1 according to
the action) by taking it from your
warehouse and putting it back into
the stock, and move forward one of
your Meeples on the repair track of
your village the number of squares
indicated.

These squares can be distributed
amongst several Meeples to repair.

Woerk

Sides 1 & il:

No matter how many Meeples
perform the action, take
2 Golds and put them
into your warehouse.
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Be careful: the big Humans

At the beginning of the game, only small Humans arrive in the Forest from the stock. When there is no small
Humans left, big Humans start to appear. They do no earn more points and count as only one Human each to
initiate the Invasion, but they are harder to trap: you need 2 Meeples to capture 1 big Human,

If there are big and small Humans in the Forest, trap the ones of your choosing. If a big Human is attacked

by only one Meeple, place the Wounded Token on the Human’s head. Consequently, the next group of
Meeples attacking this Human will only need one Meeple to capture it.

o r_- A
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According to the chosen action, you
can build a part of a new rocket.

You can build the cockpit with
actions that need a minimum of one
Meeple, a cabin with actions that
need a minimum of 2 Meeples and
the engine with actions that need a
minimum of 3 Meeples.

Pay the building cost specified on
the chosen tile from one of the two
building sites by taking it from your
warehouse and putting it back into
the stock. Then flip the tile on its
built side (without the cost or victory
points) and earn the number of
victory points indicated.

THE FOREST
e —— i

flf one or two building sites are
empty, you can start a new one,
To do so, take the first cockpit
and engine tiles from their stack
and take 1, 2 or 3 cabin tiles
to initiate a new building site.
Thus, you choose the size of the
rocket to build. There cannot be
more than 2 building sites on the

same time.

empty building site
n°2:initializing new
building site

building site n°1
in progress

If a rocket is completely built, place
the tiles below their respective
stacks, and place a built rocket of
the corresponding size at the center
of the board.

As there can only be 2 different
building sites, there are only
2 launch sites for the built
' rockets. So, if a launch site is
completed as the 2 launch sites
| are occupied by built rockets, the
building site is left aside as it is.
. As soon as one of the rockets is
. launched, the site is done (tiles
| are discarded and a new rocket
is built).

FIGHT THE HUMANS

For each Meeple performing this
action, take 1Human from the Forest
and place it into your village prison.
Earn also a victory point as well as
1 Gold from the stock and place it
into your warehouse.

(Your Meeples, wounded by

‘ the attack, will thus go to the

| infirmary when the train comes
back. In order to remember, place
them tipped over, on the action.




" MOOD TICKETS

Once during its turn, at any given moment, a Meeple team may spend its Mood Tickets to perform a bonus action in addition
to its turn’s action.

Reminder: you can get Mood Tickets by doing the "hanging out" action at a location or by bringing back a train.
To perform the bonus action, spend the amount of Mood Tickets needed by putting them back into the stock.

LiIST OF BONUS ACTIONS
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For 2 "“Happy" tickets, move forward
the countdown one step without paying
Petroleum but also without getting any
victory points.

X&) — 14 4
X &G-C-Rh

For 3 "Happy" tickets, completely repair one
of your wounded Meeples. Take one of your
Meeples from the infirmary and place it onto
your village square. It is thus immediately
available.
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For 4 "Happy" tickets, take 2 different
resources from the stock and place them in
your warehouse.

sX @ — “’Zj

For 5 "Happy" tickets, take 1 Meeple from
your team in the tavern and place it onto
your village square. It is thus immediately
available.

For 2 "Unhappy" tickets, move a group of Meeples of your team on
a train towards the front rows of this train.
Be careful: those seats must be available and the Meeples have

to stay together.

2xX &2 —

For 2 "Unhappy" tickets, take 1 Human from the stock and place
it into your village prison.

For 3 "Unhappy" tickets, take 1 Human from the stock and place it
into the Forest.

Note: Use a small Human, if there is no more small Humans left,
use a big Human.

Reminder: if the Humans quota for the Invasion is reached, or if
there is no Human left in the stock when one must be added into
the Forest, the game ends at the end of the active Meeple team’s
turn,

For 4 "Unhappy" tickets, you can send a train to another
destination instead of its actual destination. Place the train next
to its new destination and proceed as if it were a normal train
arrival. Remember then to add 1 Human into the Forest.

So, if 2 trains are on the same location, the "bringing back the
train" action brings back both trains, and gives 2 Mood Tickets.

bil




> Get a Meeple LY /f'
{ > or M
" A~ For each Meeple in that grou
Y group =
y «.« The Meeple is wounded during the :é)
. action
L e During the action, pay or N
i“ get resources !
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During an action, get a Mood

Ticket

Move forward a Meeple 1 square on
the village repair track

Move the countdown one step forward

Capture a Human from the Forrest by
placing it into your village prison

CREDITS j
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