
THE GAME

6 stamps: cow , goose , hay bale , hen , pig , sheep 

3 dice (the faces show the symbols of the 5 types of animal and the hay bale)
12 Request tiles (divided into 3 types recognizable by the symbols:  
shears , shovel , pitchfork )
A block of Farm sheets  
(each Farm has a random hedge shape)
This rulebook

CONTENTS

The youngest player starts, then play proceeds clockwise.

On your turn, throw all three dice in the center of the table, then choose one die and take it. Take the corresponding stamp (example: if you choose 
a die that represents a sheep, take the sheep stamp), use it to stamp an empty square of your choice on your farm, then put the stamp back in the 
center of the table (keep the die). Now the next player going clockwise chooses one of the two dice left in the center of the table, without taking it, 
then uses the corresponding stamp, and so on, until everyone has stamped an animal onto their farm. In other words, the first player each round 
chooses and removes one of the three dice; the two remaining dice can then be used by all the other players.
The face of the dice showing the hay bale is a wild card: If you choose a die showing the hay bale, you can use any stamp.

Place the five animal stamps in the center of the table. 
Place the three dice in the center of the table as well.
The hay bale stamp and the Request tiles remain in the box:  
they are only used in the advanced mode of the game (see “ADVANCED MODE”).
Each player receives a Farm sheet from the block, which they keep in front of them. 
The hedge is used only in the advanced mode of the game (see “ADVANCED MODE”).

PREPARATION

To be used only  
in advanced mode

The game is played in a series of rounds: Players take turns rolling the dice, then everyone uses one of the stamps on their farm.  
The game continues until every player has filled all the spaces on their farms, then the points are counted and the player with the most points wins.
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Sally the farmer has asked you to help her build fences for the animals to keep her farm in order.  
 Sally wants to gather the animals so that each type has enough space.

Can you help her arrange the animals so they are all happy?
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Example: In a 3-player game, Lisa rolls the 3 dice. She chooses the one 
showing the hay bale and places it in front of her, so she can stamp any 
animal on her farm: she chooses to stamp a sheep (1).  
Simon chooses the goose shown on one of the two remaining dice,  
but decides to stamp it in his barn (2).  
Matthew also chooses the goose; he waits for Simon to finish stamping, 
then takes the stamp and stamps a goose on his farm (3).  
The third remaining die showing a sheep was not chosen by anyone. 
In this round, Matthew filled the last space on his farm, so he will not play 
in the following rounds.
Simon now begins a new round, taking the dice and rolling them.

Example: At the end of the game, Lisa counts how many points she 
scored. She gets:
       • 4 points for her two groups of two pigs each,
    • 0 points for the geese because she has none,

 • 3 points for her group of three sheep,
    •  0 points for the cows because she has two,  

but they do not form a group,
   • 4 points for her group of four hens,

    • the two animals in the barn are not counted.
Lisa scores 11 points.

After all players have filled all the squares on their farms, the game 
ends. (The two squares in the barn do not count.) 
For each type of animal you have on your farm, count the largest 
group. A group consists of two or more animals of the same type 
adjacent to each other (horizontally or vertically, but not diagonally; 
remember that the hedge is used only in the advanced mode of the 
game). For each animal in your largest group you score one point; 
other smaller groups do not score points.
If you have more than one largest group for a type of animal, equal to 
each other in number of animals, count them all for your score!
A single animal that is not adjacent to any other animal of the  
same type is not considered a group, so it does not count for scoring 
(even if it is the largest group you have).
Add up the scores for each largest group of each type: the player with 
the most points wins! If multiple players tie, victory is shared.

END OF GAME AND SCORING

Then a new round begins, starting with the player to the left of the 
one who rolled the dice in the previous round. That player rolls all  
three dice, then picks one and takes it, and so on. 
The game continues in this way until every player has filled all the 
squares on their farm.  
Once a player has filled all the squares of their farm, that player skips 
the remaining rounds of the game.  
The other players continue to play normally. 
Note: Stamps are always available to everyone. If you need a stamp that 
another player is using, wait until they are finished and then take it.

THE BARN
If you do not want to put any 
animals on your farm, you must 
place them in the barn.  
You may place a maximum  
of two animals in the barn;  
when the barn is full, even if you 
don’t like the animal, you must 
still stamp it in an empty space 
on your farm. Animals placed  
in the barn do not count towards 
the endgame score.



Sally has some new ideas to make the farm of her dreams. Help her by trying to accommodate her bizarre requests!
The advanced mode makes the game more strategic; we recommend introducing it after a few games with the basic rules. 
The game remains the same with the following changes:

THE HAY BALE STAMP 
During preparation, place the stamp with the hay bale in the center  
of the table, along with the others. When a die shows the hay bale, you can:

• use it as a wild card, as in the basic rules; 
OR
•  take the corresponding stamp to stamp a hay bale into  

a square on your farm (you may also stamp a square in the barn, if you wish).
The hay bale doesn’t give you any points, but it allows you to satisfy Request  
tiles (See below).

SALLY’S REQUESTS
During preparation, divide the Request tiles according to the symbols 
on the back, then shuffle the three piles separately, face down. Reveal 
one tile per type and place them face up in the center of the table. Put 
the remaining Request tiles back in the box; they will not be used in 
this game. 

During the game, you can try to fulfill Sally’s requests as shown  
on the tiles to score additional points ( ).  
At the end of the game, check each tile to see if you have fulfilled 
Sally's request on your Farm sheet. If so, you earn the points shown, 
adding them to the rest of your score.

ADVANCED MODE

THE HEDGE
The edges of some squares on your farm represent a hedge.  
Two squares separated by the hedge are not considered adjacent  
(therefore two animals stamped on two squares separated by  
the hedge are not adjacent). 
This rule also applies to Request tiles.



BERRIES:  
Can score a maximum of 5 points 
by having 5 geese adjacent  
to the hedge.
BRAMBLES:
All squares that are not 
orthogonally adjacent to the hedge 
are valid.
GATHERING:
Can score a maximum of 10 points 
by having 5 animals, all different, 
adjacent to the hedge.
HERBIVORES:
Can score a maximum of 5 points 
by having 5 animals counting  
only cows and sheep adjacent  
to the hedge.

COLLECTION:  
You must have at least 2 animals of 
each of the 5 types. The animals do 
not need to be adjacent to each other.
SHY:
If you have 4 matching animals  
in the corners you don’t also get 
points for having 3!
STINKY:
Each pig that complies with the  
rule scores points. If a pig is 
adjacent to at least 1 cow  
or hen, it does not score points.
TWINS:
It doesn't matter if the cows are 
adjacent to each other or not.  
You do not score the points if you 
have more than 2 cows.

GREEDY:  
A pig adjacent to several hay bales 
scores only 1 point anyway.
HERD:
Each hay bale scores points only 
once, as long as it has at least 2 
adjacent sheep. 
PICKY:
Each hay bale that meets the rule 
scores points. If a hay bale  
is adjacent to at least 1 goose  
or pig, it does not score points.
TROUGH:
Each hay bale counts for only  
1 group. For example,  
6 hay bales adjacent to each other 
count as 2 groups of 3.

Unauthorized reproduction, copying,  
distribution or any other use of the whole  
or any part of this product is strictly prohibited.

For any questions, comments or suggestions:

www.dvgames.com 
info@dvgiochi.com
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Adjacent: Only squares that are orthogonally (horizontally or vertically) adjacent to each other are valid. Diagonally adjacent squares  
do not count. Even for the purpose of satisfying a Request tile, squares separated by the hedge are not considered adjacent.

CLARIFICATIONS ON TILES

CAUTION:  
Some stamps may leave 

more color than they 
should when first used. 

Simply do a few test 
stamps before your first 
play to get crisp, clear 

impressions.


