AIRCROPS

Players: 2-4 | Ages: 14+ | Time: 40-80min

In the not-too-distant future, breakthrough technologies have
enabled humankind to take to the skies and begin cultivating

vegetables in floating fields up among the clouds.

As a vegetable farmer, these aerial fields represent a unique
opportunity. Climb into your tractor pod and till your plots,
tend your crops, and harvest the vegetables produced to earn

more coins than your rivals.

Of course, the other farmers have their own plots within these
fields as well. While the competition will be fierce, you can take
advantage of your rivals’ actions to more efficiently grow your

own crops.
Harvesting vegetables will lend you the experience you need
to develop new technologies, which in turn can be combined

to optimize your crop yield.

Do you have what it takes to master the art of aerial agriculture?

SUMMARY

Move around a communal grid of field boards as

you till plots, tend crops, and harvest vegetables.
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The tend and harvest actions affect all plot tiles in a row or column,
including those belonging to other players. But don’t worry—you’ll

earn coins whenever you tend or harvest another player’s vegetables.

Harvesting vegetables also allows you to develop new technologies.
Advance along each vegetable’s technology track to play technology
cards and earn a variety of other bonuses.
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Each technology card will give you an edge when growing specific

vegetables, so choose the cards that best fit your strategy.
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COMPONENTS

Field Boards x12

Plot Tiles x48 (12 of each color)

Front Back
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Tractor Pods x4 (1 of each color)

Front Back
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(1 of each color)
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Primary Crop Chips x8
(2 of each type)

Front Back

Technology Cards x438

Front Back
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Secondary Crop Chips x8
(2 of each type)

Front Back
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Innovation Tiles x8
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Vegetable Tokens x64
(16 of each type)

Front ‘

Round Cards x14

Front Back
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Nav Point Tiles x14

(

Round Marker x1

Start Player Marker x1
@

Coins x78
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Summary Cards x4
(1 of each color)
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Rules x1

NOTE:

Unless otherwise specified, “crop chip” refers
to both primary and secondary crop chips.
Similarly, “vegetable token” refers to all four

types of vegetable tokens.

Component Overview

Field Boards

Crop Chip Space

Plot Tile Space

Vegetable Cards
Front Back
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Technology Cards

Type
G Advance along this vegetable’s

technology track to play this card.

Target
The type of vegetable affected

by this card.

ERIEA
Plying seedling

lonce per TURN % 18 (19)
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Timing
Effect

Round Cards

F3 54

weather Forecast

Rainfall Spaces

At the end of each round, tend
all of the plot tiles on the field
boards in the indicated spaces
in the field grid.

Value Rare Crop Icon

The number of coins you
earn by harvesting this vegetable.

Player Boards

Use the back side of the card when only
two crop chips of this type are present in the field grid.

Mobility Track

move . (
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Use your mobility marker to keep track of

0 your mobility, which is indicated by the
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number at the bottom of the space
occupied by your mobility marker.
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Use your technology markers to keep track
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of your technology level for each of the four
vegetables. When you move a technology
marker to a new space on its track,
immediately receive the bonus depicted

in that space.

Blue Lines

Some technology cards reference the number of blue lines to the right of
3 a particular technology track’s marker. They are otherwise the same as the
grey lines separating other squares on the technology tracks.



SETTING UP

General Setup

Arrange the field boards to form a 3x4 grid in the center of the table,

then place a nav point tile at the end of each row and column.

Shuffle the primary crop chips, then place them face down in eight
random field boards’ crop chip spaces. Next, shuffle the secondary
crop chips and place four of them face down in the remaining field
boards’ crop chip spaces. Return the unused secondary crop chips
to the box without looking at them, then turn the fourteen crop chips

in the field grid face up.

Place the vegetable cards face up next to the field grid, then count

how many crop chips there are in the grid for each of the four vegetables.
If a vegetable only has two crop chips in the field grid, turn its card face
down.

Separate the vegetable tokens by type and place them next to the

corresponding vegetable card to form the stock.

Shuffle the round cards, then place the appropriate number of them
face down in a row above the field grid. Return the unused cards to the
box without looking at them, then turn the four leftmost round cards

face up. Place the round marker on top of the leftmost of these cards.

* Any references to the right or left of a card assume the card is being viewed from the proper
orientation.

* Place the round cards so that the text faces the player sitting on the opposite side of the field grid.

Round Cards
2 Players: 12 cards | 3 Players: 10 cards | 4 Players: 8 cards

Shuffle the technology cards, then deal eight to each player. Return the
unused cards to the box without looking at them.

Look at your technology cards and choose two to add to your hand,
then pass the remaining cards to the player to your right. Repeat this

a total of three times, until you have six technology cards in your hand.
Return the remaining cards to the box, taking care not to show them

to the other players.

Individual Setup

Choose a color and take the mobility marker, tractor pod, four
technology markers, twelve plot tiles, two innovation tiles, player
board, and summary card of that color, then place two of your

plot tiles in the stock.

Give each player six coins, then separate the remaining coins

by value and place them in the stock.

Place your mobility marker in the leftmost space of the mobility

track on your player board. Place a technology marker in the leftmost
space of each of the four technology tracks, also on your player board.
Place your two innovation tiles on your player board so that they

cover the four rightmost columns of the technology tracks.

Determine the Start Player

The player who most recently watered a plant becomes the start

player and takes the start player marker.

Beginning with the player to the right of the start player and
proceeding counterclockwise, place your tractor pod on an
unoccupied nav point, then place one of your plot tiles face up in
an unoccupied plot tile space on every field board in the row or

column next to the nav point occupied by your tractor pod.

* You may not place your tractor pod in the same row or column as another tractor pod,

nor may you place it on the same edge of the field grid as another tractor pod.

NOTE:

During the game, each field board will grow the vegetable indicated
by its crop chip. Hereafter, field boards will be referenced using the
type of vegetable they can grow. For example, a field board with a

tomato crop chip will be referred to as a tomato field.



Ex. Setup for a 4 Player Game
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GAME OVERVIEW

The game takes place over a series of rounds. Each round, every player
takes a turn, beginning with the start player and proceeding clockwise.

A round ends once all players have taken a turn.

Rounds
2 Players: 12 rounds | 3 Players: 10 rounds | 4 Players: 8 rounds

Turn Overview

@ Move

Move your tractor pod clockwise around the field grid to a new nav point.
You may move any number of spaces, regardless of your mobility. However,
you must return one coin to the stock for each space you move that exceeds
your mobility.

* You must move your tractor pod at least one space. You may, however, make a full circuit of the
field grid and return to the nav point your tractor pod occupied at the start of your turn.

* |f a nav point is occupied by another player’s tractor pod, move to the next unoccupied space.
Do not count skipped nav points towards the number of spaces you moved.

NOTE:

To make it easier to keep track of the active player, turn your tractor pod face

down at the start of your turn, then turn it face up when you finish your turn.

@ Cultivate

Choose one of the following actions and resolve it for every field board in the
row or column next to the nav point occupied by your tractor pod. Once you
have resolved your chosen action, the turn passes to the player to your left.
« Till - Tend

* You must resolve the same action for every field board in the row or column next to the nav point

- Harvest

occupied by your tractor pod.

Till
Resolve one of the following options for every field board in the row or column

next to the nav point occupied by your tractor pod.

Option A: Place one of your plot tiles face up in an unoccupied plot tile space.

Option B: Turn one of your barren plot tiles face up.

* You may resolve a different option for each individual field board.
*You may have more than one plot tile on any given field board.

* You may choose not to place a plot tile when resolving option A.

* You cannot place a plot tile if you do not have any plot tiles or if all of the plot tile spaces on
a given field board are occupied. 6

Same Column

Ex. Cultivate ¥
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If the red player were to cultivate from their current position, they would
resolve their chosen action for field boards @, @, and @. If the yellow
player were to cultivate from their current position, they would resolve
their chosen action for field boards @, @, @, and ©.

Ex. Till

The red player decides to till the three field boards in the same row
as their tractor pod. They choose to resolve option A for the left
and right field boards, and place one of their plot tiles face up in
an unoccupied plot tile space on each board. They then choose

to resolve option B for the central field board, and turn their

barren plot tile face up.



Tend [ Vegetable Growth ]

Tend all of the plot tiles on the field boards in the row or

column next to the nav point occupied by your tractor pod.

* This action affects other players’ plot tiles as well as your own.
Perform the following steps when resolving this action:

Step 1:

Turn all face down vegetable tokens present in the plot
tiles on the field board face up.

Step 2:

Place a vegetable token face down in every plot tile

that does not already contain a vegetable token.

* A plot tile cannot contain more than one vegetable token at a time.

* The type of vegetable token placed is determined by the crop chip Ready for Harvest

in the center of the field board.
Step 3:
Take one coin from the stock for each plot tile you tended that belongs to

another player.

* Skip these steps for all plot tiles containing a face up vegetable token. Do not take a coin
from the stock for skipped plot tiles.
* Skip these steps for all barren plot tiles. Do not take a coin from the stock for skipped plot tiles.

Harvest

Harvest all of the face up vegetable tokens present in the plot tiles on the field boards
in the row or column next to the nav point occupied by your tractor pod.

* This action affects other players’ plot tiles as well as your own.

Active Player:

Collect the face up vegetable tokens present in your plot tiles along with the
plot tiles in which they are placed. For each vegetable token collected, take
coins equal to the value indicated on the corresponding vegetable card from
the stock.

* Collected plot tiles can be placed when you till a field board on later turns.
* You may perform this action even when your plot tiles do not contain any face up vegetable tokens.

Other Players:

Collect the face up vegetable tokens present in your plot tiles, then turn

those tiles face down, making them barren plot tiles. For each vegetable token
collected, take coins equal to the value indicated on the corresponding
vegetable card from the stock. Finally, pay the active player one coin for every
vegetable token you collected.

* |f you do not have enough coins to pay the active player, pay what you can. The active player
takes the remaining number of coins owed from the stock.
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The red player decides to tend the three field boards in the same row as their
tractor pod. First, they turn the two face down tomato tokens in the yellow
player’s plot tiles on the right field board face up. The red player’s plot tile
on the right field board doesn’t contain a vegetable token, so they place a
tomato token face down in that plot. Then, as the red and green players’ plot
tiles on the left and central field boards don’t contain vegetable tokens,

they place a corn token in the two plot tiles on the left board and a pumpkin
token in the plot tile on the central board. Finally, as they tended three plot

tiles belonging to other players, they take three coins from the stock.

Ex. Harvest
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The yellow player decides to harvest the three field boards in the
same row as their tractor pod. They collect the two face up tomato
tokens from their plot tiles on the right field board, along with the
plot tiles in which they were placed. The red and green players
collect the face up corn tokens from their plot tiles on the left field
board, then turn those tiles face down. They then pay the yellow

player one coin each.



Development

When the active player ends their turn after resolving the harvest action,
all players who collected vegetable tokens perform the following steps

before the next player begins their turn:

Step 1:

Return one of the vegetable tokens you collected to the stock.

Step 2:

Move your technology marker one space along that vegetable's technology track.

* You cannot move a technology marker if it already occupies the rightmost space of
a technology track or if the next space is covered by an innovation tile.

Step 3:

Earn the bonus depicted in the space now occupied by your technology marker.

These bonuses can allow you to play technology cards from your hand, take
additional plot tiles from the stock, remove innovation tiles from your player
board, and more. See page 9 for an explanation of the various technology

track bonuses.

Step 4:

Repeat steps 1-3 until you have returned all of your vegetable tokens to the stock.

* You cannot save vegetable tokens for future turns. All vegetable tokens collected must be
returned to the stock.

Ending the Round

Perform the following steps at the end of each round:

@ Barren Plot Penalty
All players return one coin to the stock for each face down plot tile they
have in the field grid.

@ Weather Forecast
Tend all of the plot tiles on the field boards indicated by the rainfall spaces

on the current round card, following the steps outlined on page 7.

* Players do not earn coins for fields tended in this way.

® Round Upkeep
Move the round marker to the next card to the right, then turn the leftmost
face down round card face up. If the round marker is now on top of the

rightmost round card, proceed to scoring at the end of the next round.
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The red player returns one corn token to the stock (@), moves their technology marker
one space along the corn technology track (@), and earns the bonus depicted in the
space now occupied by their technology marker. This bonus allows them to move

a technology marker one space along the technology track of their choosing, so they
move their technology marker one space along the pumpkin technology track (@).
They earn the bonus depicted, which allows them to remove an innovation tile from
their player board (@). Next, they return a carrot token to the stock (@), move their
technology marker one space along the carrot technology track (@), and earn the

bonus depicted, which allows them to play a carrot technology card from their hand.

Ex. Weather Forecast

8
7,

©
©
2

- —— o ———

weather Forecast

¥

'’
4

@

(
=

@
¢

NZ

..___~,.___-

]

I

I

(]

]

]
-t =

The rainfall spaces on the current round card indicate the four field boards

outlined above. The players place a tomato token face down in the green player’s
plot tile on the tomato field and a corn token face down in the purple player’s plot
tile on the corn field. They skip the barren plot tile in the tomato field and the two

plot tiles in the carrot field that already contain face up vegetable tokens.



SCORING

At the end of the game, perform the following steps:

Step 1:
Take one coin from the stock for each of your face up plot tiles in the field grid.

* Players do not earn coins for face down plot tiles.

Step 2:
Resolve the effects of any SCORING technology cards you played.

Once this is done, add up your coins. The player with the most coins is the winner.

* In the case of a tie, the player who played the most technology cards is the winner. If there is
still a tie, the player with the highest mobility wins the game.

/@ %/® @/@ m/@ /® Tecmo'(’gyc:ard

Play a technology card of the indicated type from
your hand or take one coin from the stock.
ERSEE
CEDI A% 1> R,

4 159 % 16 X573,

Take an additional plot tile of your color from the stock.
Type

move.

+1

Move your mobility marker one space along the mobility track.

+1

Move your technology marker one space along the technology track of

your choosing and earn the bonus depicted.

L7

Remove the leftmost innovation tile from your player board.

®

Take three coins from the stock.

Ex. Scoring
IS ,_ﬁ,,, N

SO B¢ B

The red and green players have five face up plot tiles in the field grid, so
they each take five coins from the stock. The yellow player takes four coins

for their four face up plot tiles, while the purple player takes six.

Resolving Technology Cards

Playing a technology card allows you to take advantage of its effect.
A card’s timing determines when its effect is resolved. These timings

are described below.

ONCE PER TURN $&%1[@ @

This effect may be resolved once every round at any point during your turn.

ONGOING %K & m

This effect may be resolved whenever applicable, as stated in the

effect’s description.

SCORING B4HEE F

This effect may be resolved once during scoring.



Technology Cards

ERIEA
Flying seedling
% ONCE PER TURN F&H 18 0
Till a single [E177:11 field of your
choosing.

EfHI0-2-
maintenance crawler
% onconc zszs QO
Ignore barren plot penalties for face
down plot tiles in [E17719 fields.

Y
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bio Fertilizer

% onconesrzs Q0

Turn all face down BEIZ%1) tokens
present in your plot tiles face up.
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Flying seed! - Flying seed! Flying seedling
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[~ FEEBET VN BE1ORY., CEERIME 1RV,

#7912 16 RIT¥2, [#F)% 1B RT3, #9218 RTT3,
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i o - i ol i crawler
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bio Pertiliz( = bio Pertiliz( bio Pertilizer
‘ ONGOING &% , ONGOING &% " ONGOING 2ERE® m
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[P~ P 5 LIS DUl 7 77 + LISPAZS OERd
REShTLEBA. & EESNATL384 & RESATLIHBE. RASICTS,

NOTE:

This effect may be resolved when you play this card,
as well as any time a vegetable token of the indicated
type is placed face down in one of your plot tiles.
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AR I
seed cannon
% onconczszs QO
Whenever you till a GEZZ1) field,
immediately till that field a second time.
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missile sprinkler
% ONCE PER TURN F&% 18 @
Tend all of the plot tiles in a single
[Z1771 field of your choosing.
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rocket engine
% onconczszs Q0

Move your marker one space along the mobility

track for every blue line to the left of your
marker on the (F177:1] technology track.
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seed cann( a seed canng
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seed cannon

NOTE:

This effect may be resolved when you choose to till as
your cultivate action, as well as when you resolve the
effect of a flying seedling technology card.
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missile sprinl  ~ missile sprin| missile sprinkler
ONCE PER TU , ONCE PER TU I" ONCE PER TURN $&%18 @

CED®% 128U, BE1oRY, ECEEEIAE 1RV,
[6Tal2 1@ RTT? [BToI% 1B KFT: [HTH]% 10 RT3,

NOTE:
After resolving this effect, take one coin from the stock

for each plot tile you tended that belongs to another

player.
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rocket eng = rocket eng rocket engine
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NOTE:
Blue lines are explained on page 3.
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crop catch a crop catch crop catcher ai monito = ai monitori ai monitoring
‘ ONCE PER TU ONCE PER TU ONCE PER TURN &% 18 @ ‘ ONCE PER TU ONCE PER TU I'I ONCE PER TURN $&%18 0
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crop catcher HoDEAI MIcBRET S0 ERET 3oCEEE) - ERET 5. ai monitor ZOH 1AMV ERLY ZOH 1AMV ERFY ZOH 1AMV ER Ly IERT,
% ONCE PER TURN $&#18 0 % ONCE PER TURN &% 10 @
Move one of your plot tiles from one NOTE: Move your technology marker one NOTE:

After resolving this effect, if the bonus earned allowed
you to play a technology card and the card you played

space along the [F177:1] technology track
and earn the bonus depicted.

This effect cannot be resolved if there are no unoccupied
plot tile spaces your plot tile can be moved to.

(1770 field to another [EITT] field,

along with any tokens it contains.

has a timing of ONCE PER TURN, you may resolve its

HPILRGH
vending machine
% onconc zszs QO
Do not pay other players when you

collect vegetable tokens from plot tiles
in [EII1) fields they harvested.

m

garden generator
% SCORING A&HER F

Take one coin from the stock for each

face up plot tile you have in 11709
fields.
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HFPINERE HFPILEK FEPINERGH
vending mac . vending mac vending machine
oneoinG &1 ’ oncoine ## I'l onconezmae QO

7L A —D R0 7L Y —D R0 T LA ¥ —0 [IRHE] ORTTE.
CEI TR 7L1v MTRTLAV  CEEEd TR 7L —~0
AAYOXIWHREL ALY OXIWHAREL ALV OXILARELEL, %
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technical synergy

SCORING BxitHE F

Take two coins from the stock for every
blue line to the left of your technology
marker on the [Z177:1J technology track.
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garden gener

REAREH
garden generator

SCORING ##1 SCORING #AHNK F

EDE-REL: JRICERE L 2 EEER acREL:
BHOXRBEOREAL A BHORAEORKEL A BHHOXRAEOREEZ AV 1KIOE,
14> %2RbyonD] 124X 2RbyohD] 134V ER by DOMBT S, %
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gordengener -

’ SCORING A2i

BPIN)T47-

crop recycler

SCORING A& 1K F

NOTE: Take two coins from the stock for every
The coins earned by resolving this effect should be added (1773 token present in your plot tiles,

to the coins earned for face up plot tiles during scoring. regardless of its facing.

1

effect this turn.

FIZ0NITI-

technical synergy

FIZ0N /T

technicalsyn -
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NOTE:
Blue lines are explained on page 3.
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NOTE: If the current round card doesn’t show any rainfall spaces, skip the weather forecast at the end of the round.

Vegetable Cards

Tomato Carrot Corn Squash
Front Back Front Back Front Back Front Back
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Designer and Artist: Masaki Suga Translation: Samuel Allen In Cooperation With: Saori Shibata, Masao Fukase
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Special thanks to everyone who helped playtest this game.



