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GAME OVERVIEW

The Meeple War, this eternal fight, has long been over. Meeples are now free and living happily in
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!

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!
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' GOAL OF THE GAME

Lead your Meeples, take trains to different locations
which will allow you to recruit more Meeples, heal the
wounded ones, gain resources, build rockets, launch
them and fight Humans.

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
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
comes through language, we wrote
the rules as to not discriminate

any gender, so we refer to a player
as a "Meeple team"”,
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BE CAREFUL

In Save the Meeples, you have to put together and fold some
items by yourself,

Kirigamis of the locations:

To make it easier for you, some set-up sheets and videos are
available,

Set-up Videos: https://bluecocker.com/jeux/SaveTheMeeples/
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+ 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 Pocket tiles
(6 cockpits, 12 cabins, 6 engines)
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4+ 27 Clear plastic Bases
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4+ 27 Humans standees
(15 small et 12 big)

+ 64 Victory tokens
(VT  with different
values : 1,2, 3 and 5)

4+ 58 Mood tickets
(Ilhappyll Or Ilunhappyll)

+ 40 Meeples (10 for each Meeple team)
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4+ 20 Cylindrical wooden as Petroleum

Tokens
(12 small ones worth 1, 8 big valued 2)

4+ 20 Round wooden as Gold Tokens
(12 small ones worth 1, 8 big valued 2)

4+ 20 Wooden sticks as Wood Tokens
(12 small ones worth 1, 8 big valued 2)

4+ 20 Plastic gems as Metal Tokens
(12 small ones worth 1, 8 big valued 2)

4+ 4 Village boards (1 for each Meeple
team)

+ 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)
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| Victory points are kept face down.

4+ 4 Flag Tokens (1 for each Meeple team)

ARANS

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 *3¢, 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
onhe-resource tokens worth 1.
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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 PResources stock (Gold, Wood, L Unbuilt rockets tiles stock (cost
Metal, Petroleum) and victory points visible) 1 stack
4 Meeples of each Meeple team on of cockpits, 1 stack of cabins, 1
> the Tavern G Meeples Planet stack of engines
C 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 | 1Dbig built rocket

Countdown token on the forge
Metal + 1 Petroleum + 3 Golds

Mood tickets stock

o

Railway tracks Built rockets stock

v 0O Z2 Z

E Locomotives + wagons “Set-up and end of the game" tile Humans stock + Wounded Token
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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...).

SeTuP For 2 & 3 PLAYERS

For 2 or 3 Meeple teams, you must:

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

+ 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:

4+ a luggage tile on each wagon
according to the number of Meeple
team
4+ the "Mine resources" tile on the mine
side |
4+ the "Forest actions" tile on the
forest,

Those tiles are identified by a symbol

A according to the number of Meeple
teams.

SET UP ACCORDINGLY TO THE DESIRED
DURATION OF THE GAME

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

+ A quick game *v (about 40’
recommanded for the first times.

+ Aregular game * » (about 1h) to fully

'END OF THE GAME »9

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.
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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,

The Meeple team with the most Victory
Points wins the game.

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...).

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

enjoy the game and all its strategies.

The changes of set- Points are counted.
up are indicated on
the "Set-up and End I e -

of Game" tile.

























