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Welcome to Flip Farm! The farmer has left the gate open, and each player must make a mad dash to eat all the crops before the farmer gets back! Race around the farm, collecting crops as you do.
Goal:
The goal of each player is to collect as many crops as possible by the end of the game. The player(s) with the most crops at the end win!
Players: 2-4

Age: 5+

Time: 30 Minutes
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Equipment: 
	· [image: image11.emf]

1 Game Board
	· [image: image12.png]


4 Animal Flip Cards  

	· [image: image13.png]


20 Crop Tokens         
(5 each of Red, Green, Orange, and Yellow)
	· 55 Movement Cards


	· 4 Player Tokens
       
	


Setup:

1.) Shuffle the movement cards, and place the deck face down on the board, in the area labeled "Draw".

2.) Place all 20 crop tokens in the colored semi-circles near the center of the board. Place each color in the matching area. (5 in each circle)

3.) For each player, pick one animal. Place its token on the ORANGE starting space for that animal.
4.) Give each player his or her corresponding Animal Flip card. Place it on the corner of the game board, with the WHITE side face up.
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Rules:

The youngest player goes first. If playing multiple times, consider taking turns going first.

Taking a Turn
On your turn, draw a Movement card, and place it on top of the Discard pile. Follow the instructions on the card to see where to move your Player token, clockwise. Once you move to that space, follow the instructions written on that space. Once you have, the turn is over, and the person to the left goes next.

Movement
Each card will have either a color or number on it. If it is a color, move to the next space that has that color on it. If it is a number, move your Token forward that many spaces.

The Game Board is split into two sections: the outer and inner circles. When moving, players must continue moving along the circle they're currently on, until they reach a space with a gap in the fence. These spaces each have a pair of black and white arrows. [image: image1.emf]

  When reaching one of these arrows, examine your Animal Flip card. If the card is on the BLACK side, move in the direction the black arrow points. If the card is on the white side, follow the white arrows instead. Landing on an arrow does NOT flip your card, and you'll continue along the same path as before on your next turn.
Below is an example of the path when moving 3 spaces:
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Continue moving until the entire deck has been used. When this happens, reshuffle the deck and use it ONE more time. (See the "Winning" section on Page 4 for details.)
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Flipping
Some Movement cards and board spaces will also include a FLIP instruction. When this happens, turn over your Animal Flip card to the side instructed. FLIP instructions on Movement cards always happen before you move, whereas FLIP instructions on board spaces happen after you land on the space.
Some FLIPs will tell you to flip to specifically the black or white side. Others will tell you to turn over the card to the opposite of its current color. Which color you flip to is indicated by the color of the FLIP text, as shown below:
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 Turn the Animal Flip card over to the OPPOSITE side.
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 Turn the Animal Flip card to the WHITE side.
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 Turn the Animal Flip card to the BLACK side.
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Crops
In the center of the board are the Crop tokens. Five of each crop are initially placed on the matching semi-circles. To obtain ONE crop token, simply land on one of the four "Collect" spaces. Pick up a Crop token, and place it next to your Animal Flip card. 
You may only pick up the same crop as the space you landed upon. (Landing on "Tomato" will not let you pick up "Corn".) When all five of a crop are gone, no more of that crop can be collected. When all 20 crops are owned, the game is over. 
(See the "Winning" section on Page 4 for details.)
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Cart
In the direct center of the game board is the Cart. Great fortunes can be won or lost here. On the inner circle are four spaces that instruct you to place any one crop of yours into the Cart. On the outer circle, the Cart spaces instruct you to collect ALL of the crops that are in the Cart. 
When landing on the "Place 1 Crop" space, if you currently have no crops, no action takes place. Similarly, if there are no crops in the Cart when you land on the "Collect all crops" space, you receive no crops.
Other Spaces
Go Again 
When a player lands on "Go Again" they immediately get another turn. 
Move Ahead 
When a player lands on "Move Ahead", they advance their Player Token forward five spaces, and perform the action on that space. (Tip: If their Animal Flip card is currently WHITE, they will go again. If it is BLACK, they will collect a crop!)
  Starting Spaces
After the game begins, the four ORANGE starting spaces are treated like blank spaces. When a player lands on an ORANGE space, their turn is over.

Winning:
The game is over when one of two things happen: 

· All 20 crops have been collected (including crops in the cart).
· The deck of Movement cards has been completely used twice. (That is, the full deck is used, reshuffled, and then used again.)
At this point, each player counts his or her total number of crops. (All four crop types are equal in value.) The player with the most crops wins! In the event of a tie, all tying players win!
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