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1 Read your card

The instruction —

do this first,
if it can happen

The mood
how your fills bend:
Settle, Level or Rise

3 The elevation ladder

RISE

2 Play a turn

- a 0 Draw a card from the bottom of the deck.
. BASIN 9 Take the front panel of the stack and lay its map neighbors around it.
," T \\ e Do the instruction, if it can happen, otherwise move to the next step.
The work number o Fill units up to the work number, one unit at a time, with the loop below.
Sgt\?lprgarxﬁglﬁlrn o Put everything back: card to the front of the deck, panel to the back of the stack.
That is one age. Draw again!
every unit digs one step deeper
Grow v:ater alrzady toulcr:(ingtthe THE |NSTRUCT|ON CAN'T HAPPEN?
P alon. ?ﬁinziﬂ%fe; ) Panel still blank: skip the instruction, do the filling work. Failing is normal early on. One
deeper each unit: 2 to 5 (1d4+1).
’ unit is illegal: slide to the nearest unit that works. Panel already full: decorate the units it
{ SO PRy )} would have touched: rivers, roads, collages. No card is ever wasted!

4 The one law: the Step Rule

RISE moves away from plain

v

Side neighbors may differ by at most

one step.

It works across panel borders too. Keep this law and the

map draws itself.

X one step

X four steps
-2
- X apart:NO

mountains hills plain coastal shallow medium deep very deep
:AND ) WATER v v
LEVEL : ) LEVEL moves toward plain v |
X v
5 Fill one unit at a time. For each unit, repeat this loop sides court,

diagonals never do

o Fill the pockets first. Paint the empty unit that touches the
most painted units, across panel borders too. Ties: your pick.
Find the dominant elevation: the most common one among
painted side neighbors. Find
Bend it with the card mood: Settle keeps it, Level moves one
step toward plain, Rise moves one step away. Rise on plain is
your pick: coastal or hills.

Check the Step Rule, then paint. If the wanted step breaks the

law, take the nearest step that does not.

Blank panel? Pick any unit, roll dé for its first terrain (table below),
paint it. From the second unit on, the loop takes over. Colors are yours
to choose.

2h

6 What the cards say

Example
dominant level Apply the card’s mood
hills

SETTLE .
. _> . hI"S
o
LEVEL .
. _> . plaln
RISE .
ills against 1 plain: . . mountains

dominant is HILLS!

THE STROKE (Basin, Ridge, Free Stroke,

Pick a start and a direction, diagonals fine.
Length 1d4+1, or choose. Lay one unit at a
time; before each unit roll the Wobble die.
Two of a kind that meet, merge. Ended
early? Keep walking and decorate filled
units instead. Strokes cross borders but
never create panels.

A card is one age. 25 ages are one era. Mark age

d date on the worked panel's back.

For the full Player’s Handbook
and app www.jerrymapping.app
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# |INSTRUCTION MOOD WORK WHATTODO
7 Calm Level 5-7 No instruction. Just do the filling work. Extend)
xten
4 Settlement  Settle 6-8 No people around? Roll Founding. People? The tallest settlement grows
two steps (roll Growth). Homes stand on plain or coastal only.
3 Basin Settle 6-8 Grow touching water as a stroke, one step deeper each unit. No water?
Seed a lake, starting shallow.
2 Free Stroke Settle 6,8 A stroke of your own: start, heading, elevations, up to 5 units.
1 Extend Settle 7 Continue the longest water or heights run from a bordering panel,
carrying its elevation.
1 Ridge Rise 7 Climbing stroke, 2 to 5 units: hills first, then mountains.
1  GreatRidge Rise 7 Same as Ridge, but 5 to 10 units long. an
1 Anomaly Rise 7 Break the rules once, at placement. Roll on your anomaly table
(Handbook ch. 9).
2 Add Panel Settle 3,5 Sleeps until era two. New panel at the open spot closest to the middle.
7 Roll tables
,
Empty panel Strokes Settlements Growth dé
First terrain dé Wobble dé Founding d6 1-2 Afield
1 Shallow 1-4  Straight 1-3  Farmland 3-4 Ahome
2 Coastal 5 Turnleft 4-5  Village 5-6  Rise astep
3-4  Plain 6 Turn right 6 Small town Farmland d4
5 Hills Length 1d4+1 1-2  Low intensity
6 Mountains 2-5  units, or choose 3-4  High intensity

Rolls are never mandatory, you're always free to choose!




