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T redize that what T am_ about fo Say will make
me Sound ur\hingeo(. Tfufhf?u“a, T was ‘Feeliﬂg a bit
lost once, but RS ure you T am focused and

more af peace than Tve ever been. Mg hoPe IS

that by documenting my ‘Fir\a(ir\gs oNne 0(&3. others
u)i“ come 'fo TLY‘ula See 'H\iﬂgs c'earlg ana( perhaps
witness the wonders of what T have maf’ecﬁonafe,la

ﬂameo( ”C‘»\r\ome, ’H’o”owf‘

T would not have believed it wudSe,l‘F, and Iikelg would
have missed Them all 'fer’H\er, were it not for
the per‘Fecﬂs laid out pa’f"ferns of the Simp'e
button mushrooms. T had fo look up what those
litfle whife mushrooms were called, ar admit. s am
no macologis’(’, ust an amateur bird wafcher with a
penchant for numbers and patferns. Which is why
these per’FecﬂS p'aceﬂ( ‘Fuf\gi caugh'f my a’f’f'eﬂ'fioﬂ,
and brought me back day after day.

==

‘Hor\esﬂg, Bl 'H\ough'f it would giVe me a way fo
make Sense of the world, but it left me with more
questions. At first 1 measured the circles in an
a‘f‘femp‘f to find some pa'f"f’efr\, but in the process
T ran roughshod over the area and Stepped on

a ‘Few 010 the mushr‘ooms. The mofle I a'f’fe,mp'feo(
to o(eciphe,r the pa""t’erns, Tthe more erratic 'H\e,g
grew. T believe my preSence is what threw off the
natural order... ‘H‘\ough, in hiﬂ%sight "magical“ mighf

be a more accurate term. L decided to S‘f’aa back
and watch paﬁer\ﬂa from afar as any birder should
have known from the sfart Yet what 1 saw was
no mefe S’fe,”ar Jas. The creatures that appea(‘e,a(
fo correct my clumss intrusion info their hallowed
9rour\o(s, shook me fo my cofe.

Gnomes exist.

Believe what gou will, but T know what 1 saw. What
you read in tThese pageS s my account

of what T learned and how my world was forever
chaﬂgeo(.




GAME OBJECTIVE

Begin your journey to Gnome Hollow and join the meadow
gnomes in celebrating their Hollow Harvest where they work
together to cultivate Mushrooms and gather the magic
needed to keep their village hidden for another year.

Players take on the roles of a gnome and their partner as
they shape magical mushroom circles, collect wildflowers,
and gather the fungal components needed to maintain the
enchantment that conceals their humble home. The gnomes
that are the most diligent in their duties not only receive the
fanciest trinkets, doo-dads and whotzits, but they also get to
wear the coveted Red Cap until the next year's harvest!

HOW TO SCORE POINTS

In Gnome Hollow, you will score points for:
e Creating a variety of Mushroom rings
e Collecting unique Flower Tokens

e Selling sets of Mushrooms to
acquire Treasures

More details on scoring on page 15.
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COMPONENTS

92 Garden Tiles
In Gnome Hollow, all tiles have the
mirrored image of the tile on the back.

1 Stump Tile

1Sunset Tile 8 Wildflower Tiles &
32 Flower Tokens in 8 Colors
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7 Signposts

57 Treasure Tokens
(15 Bottle caps, 10 Buttons, 12 Feathers,

110 Mushroom Tokens

10 Crystals & 10 Keys) (28 Red, 27 Yellow, 20 Pink, 20 Teal & 15 Purple)

Upgrade your tokens to

Deluxe Wooden Components

Available at TheOpGames.com/GnomeHollow
Includes: Mushroom Tokens, Treasure Tokens, Flower Tokens and First-Player Red Cap Token
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32 Ring Markers

in 4 colors

e

21 Pinwheel Market Tokens
(5 Red, 5 Yellow, 4 Teal, 4 Pink and 3 Purple)

4 Double-Sided Player Boards
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SETUP
0 Stump Tile

Place the Stump Tile in the center of the table.

e Pinwheel Market
Place to the side, with the Pinwheel Market Tokens stacked beside the

corresponding Mushrooms.

0 Garden Tile Board
Place the Garden Tile Board within reach of all players. Put the 92 Garden Tiles

into the drawstring bag. Draw out 8 at random and place them onto the spaces
of the Garden Tile Board.

Randomly draw 2 more tiles per player (e.g 6 tiles in a 3-player game).
Without looking at them, set these tiles aside in a stack with the Sunset
Tile on top.

Treasures and Mushrooms
Create a general supply of Treasure Tokens, and Mushroom Tokens.

Flower Tokens and Tiles

Collect a number of each color of Flower Token equal to the number of
players. Stack each color onto its matching Wildflower Tile. For example, in
a 3-player game each tile will have 3 Flower Tokens of the same color on it.
Place the Wildflower Tiles and Flower Tokens into a supply near the Pinwheel
Market Board. Return any unused Flower Tokens to the box.

Signposts
Place near the Garden Tile Board.

| 'p-
‘ o ."'"" Leave a lot of space
around the Stump Tile.

Player Setup
Each player chooses a color and takes a Player Aid Card, two Gnomes, Player
Board and 8 Ring Markers of that color.

Ring Markers
Place the 8 Ring Markers onto the designated spaces below the score track of
your Player Board.

© ©¢ © 0

First Player Token
Give the Red Cap Token to the player who most recently won a game of Gnome
Hollow, or the player who taught the game.
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SETUP VARIATIONS

The Pinwheel Market Board and Garden Tile Board do not need to be connected. You are free
to move these components around to better fit your playing area.
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MEET THE GNOMES
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The pair of gnhome$S that T have named Gourd and Peanut appearl fo
bicker abou’f’ r\earla eVeY‘g ac’f'iof\ 'H\e oﬂ\er 'rake,s. 110 oNe “\arVeS’fs a
mushroom, The ofher poimLS fo the wild flowers and skips away, and Vvice
versa with little r‘hame or reasas-aioe 2 them 1o be siblings, for no
ma’f"fer ’H\e, argumef\'f, a’f’ 'H\e, end O‘F ’H\e o(as 'H\es heaa( home 'f‘ogef“\e

_ their bond SeemsS unbreakable.
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There are Two gnomes with the rosiest of cheeks that T have grown quite
fond of. HO“S is The younger of the Two and her face remains flush due

to constant gigglir\g. The ofher 4. Very clevalg named DOpps, as he clear|3
pla3$ a pafernal role. Who but a parent could laugh Through allergic reactions
cauSed by al the wild flowers HO“S gafhers?
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DeSpi'fe ) Sour Jaok and Swee'f Jane coulo(n"f'
have more p(iSparaTe, perSor\a“‘ﬁeS. Jack has a Sir\gular focus to comple‘fe
his pef‘Fec’Ha planr\ea( muShroom rings. and Jar\e loves to haggle and chat
at the market Luckila for these love birds, their talents work in comple’f'e

har‘moﬂg, much like the sweet Sme“ir\g Sour apple tarts that ﬂ\e3 bake
_ Jﬂ” |1L i ‘Friena(S f

_ PP (O A ST O A D
De,Spi'fe a“ appedrances ’f‘o 'fhe coru‘rara, 'H\e 'fwo ela(eth gola(er\ gr\ome,s
- Seem To have tThe easiest time fer\o(ir\g fo the garo(ens and c(uickl«d moving

‘H\r‘ough the meadows. |§ar|_3, nomeS must age IN revelSe. T have named

4 them Be Betty affer 'y dear sweet
X }jl{gié%ﬂ':'l‘ﬁfﬁr 0 c {:“\ U?E‘&}v/\ﬁ) ., . ;

‘Few mofle ”(435 ’For me
the longer ‘H\eg remained visible. |
Se‘f it Seemed that each and

fo join ﬂ\em, fo be pav"f of this world where

Eegan fo notice ‘H‘\ea came In
eVer‘g oNne o‘F ﬂ\em was a‘Wa3$ happg fo See ‘fhe oﬂ\erS.

magical {’ung,’,
T found myself longing

‘H\eg rejuvenated the land and worked Togeﬂ\er in hafmoﬂa
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GAMEPLAY OVERVIEW

Beginning with the First Player, players take turns in clockwise order until one of the End Game Conditions is met. (See GAME END CONDITIONS on page 15).
Each turn consists of 3 steps, in order:

1. PLACE TILES 2. RESOLVE 3. MOVE A GNOME
Choose and place 2 Garden Tiles. (+ up to 2 Resolve any gained Mushrooms, Ring Marker bonuses, Move one of your Gnomes to take 1 of 4 actions (optional).
stored tiles) and cascading effects.
Q
OOO %
o
s/ g~y | A bG8
] )
o Q Reserve a Collect a Access a Sell at the
OOO % OOQ - path Flower Signpost Market

1. PLACE TILES

Choose 2 Garden Tiles from the 8 available on the Garden Tile Board and place both into the Garden. Then draw 2 new Tiles from the bag to refill the Garden Tile Board.
When placing tiles, your goal is to form mushroom rings.

When Placing Tiles:
A. They must be adjacent to the Stump or another tile in the Garden.
B. wnite Mushroom paths on Garden Tiles must connect to other paths, and green grass edges must line up to green grass edges.
C.1 your tile placement extends a ring claimed by another player's Gnome, you must obtain that player's permission to place the tile.

Garden Tiles have a mirror image of the same paths on the back side - so if a tile doesn't quite fit how you'd like, try flipping it over!

E‘,.J IA'NTE Two unfinished paths that both have Gnomes on them cannot be combined into one.

During this step you may also place up to 2 additional tiles from your storage. These tiles must be placed following the same placement rules and may be placed before,
between or after the two tiles taken from the Garden Tile Board (see PLAYER STORAGE on page 12 for more information on stored Garden Tiles).

When picking your tiles consider that there are 3 types of paths:

Those with ends that Those with ends that Those that go straight
. _ connect to two adjacent  have one side of the tile across a tile
i : sides of the tile in between

Each tile has 1 or more of these path types. When choosing a tile
consider what your ring(s) need to form the right connection.

erm #05(’%9 fw&( QM@ -9



The magical muShrooms That emerge from a comple,’fed ring are Similar

1. PLACE TILES (CONT.) fo what we would See in a standard market, but also unlike anything

I have evel Seen. Th% almost appearl alive, and bursﬂng with Some
CompletingaRing eNeflgy I can not c{uaﬂ’ﬁ{)g.

Rings can create any shape as long as they eventually reconnect. Rings can include any type of Mushroom and be made of ———
any number of tiles. The most basic rings are formed with 3 or 4 tiles. Larger rings of 5 or more tiles will reward you with bonuses!

After placing 2 tiles, if a ring is formed, yov will immediately do 2 things:

1. 1¢ you have a Gnome on the ring (see CLAIM A MUSHROOM PATH on page 13), collect all Mushrooms in the ring. If an unclaimed ring
is completed, place the Mushroom Tokens into the center of the ring instead. Any player may collect them later using a Gnome
Action.

2. 1If you have a Gnome on the ring or if it is unclaimed, move the leftmost Ring Marker on your Player Board to the column that
matches the number of tiles in your ring. For example, if you created a 6-tile ring, choose one of the 4 rows on the Player Board in
the € column. You immediately claim any bonuses on the space where you placed your Ring Marker. (See: RING MARKER BONUSES
on page 12). If you have already filled all of the spaces for the matching ring size, you may still collect the Mushrooms, but do not
move a Ring Marker or collect a Bonus.

Don’t forget the Stump Tile! It counts as one tile in your
. o~ — ring. If your ring passes through the Stump Tile multiple
IMPORTANT: Al times, it is only counted once.

If you complete a ring reserved by A
another player, you cannot collect s e
Mushrooms or move a Ring Marker. . &
The ring is scored by the reserving ..ﬁ%
player at the beginning of their next

turn. Lay the Gnome on its back as a reminder

to score the ring at the beginning of that player’s

next turn.

10 - @rwm ,L/af/m ﬁe&( Gmk{e




— A
One ﬂ\ir\g T would like to clari‘Fg now ’W& .
that T have had time fo analyze their & 8
behaviors, gnomeS Seem to use the

standard button mushrooms fo craft

their pfe]aerfe,o( pa'f"l"e.fﬂs. Some gnomeS

A path cannot connect
into a grassy edge.

are methodical, makir\g

precise Shapes, while This path connects to
ofhers seem to let the two Wildflower Tiles x
but this is NOT a ring.

fungi find their own
paﬂ\. The end result is
alwags ﬂ‘\e Same ﬂ\ough,
once these muShroomS
connect in a ring, the
]arger‘ and more color‘Ful
fungi spring forth
immea(iafe'g almost

The Stump Tile is where
Gnomes gain access to

m = the Pinwheel Market.
INe magac.

This is a 5-tile ring even
though there are 6 paths
(2 use a single tile).

This is a 3-tile ring,
the most basic ring
formation.

The Wildflower Tile completes
this ring and counts toward
This is a 10-tile ring. ring size. This is a 6-tile ring.
This is a 7-tile ring. There is no The Stump Tile is only

additional benefit for creating counted once.

rings larger than this in the Garden.

Grome Lfollow Fiold Guide - 11



2. RESOLVE

Ring Marker Bonuses

- = @ e
. 3 ® e
o e  "'e. " !

Whenever you move a Ring Marker to any empty space in reward columns

; or ¢4, you will immediately receive the bonus next to the space you
chose. Planning the building of rings to gain specific Rewards is an important
consideration while working in the Garden. There are 5 possible Rewards:

Add and vse a new Signpost OR use a Signpost already in the
Garden without moving your Gnome.

Choose any Signpost that has not been placed. You will place it into
the ring you just created and take the bonus action, OR you may
choose to use any Signpost already placed into the Garden. Once a
Signpost is placed, any player may visit the Signpost as an action.

. Select one of the available Garden Tiles and store it beside your
Player Board for use on a future turn.
You may take 1 Garden Tile from the Garden Tile Board. That tile is
stored for a future turn. If you already have 2 tiles stored, including
Wildflower Tiles, you must discard one of your stored tiles until you
have only 2. Draw a new tile from the bag to refill the Garden Tile
Board.

Take a Flower Token

Take an available Flower Token that you do not have from the top of
the Pinwheel Market Board and add it to the leftmost open space in
your Flower Collection.

&>

Harvest additional Mushrooms from the ring just completed
Gain the additional number of Mushrooms from the ring you just
completed. The bonus Mushrooms taken must match Mushrooms in the
ring, and each Mushroom in the ring may only be duplicated once with
this bonus.

For example, if the ring had one pink Mushroom, then this bonus would
only allow you to harvest a single additional pink. Any additional bonus
Mushrooms would have to match other colors from the completed ring.

B

(\ Move 1 additional Ring Marker (size 7+ tile ring).
When you select a Bonus with this icon, you will move a total of 2 Ring
Markers to the row instead of one.

12 - Q)mme ,L/m%w ﬁe&( Q)w:a{e

@ Wildflower Tiles

When you create your second, fourth and sixth ring and move Ring
Markers beside the Wildflower Tile symbol -3, you will immediately
receive a Wildflower Tile, following these steps:

o Place one of the Flower Tokens on the
tile into your Flower Collection.

0 Stack the remaining tokens in an
available Flower space in the Flower
Market above the Pinwheel Market.

Place the tile into your storage area.

If you already have 2 tiles stored,
including Garden Tiles, yov must discard
one of your stored tiles until yov have
only 2.

If no Wildflower Tiles are available,
instead take one Flower Token from the market.

Wildflower tiles are WILD tiles. You may place them as an additional
tile on your turn. You may even connect them to other players’ rings
without permission. Wildflower Tiles will always close rings using the
shortest path possible and rings may never overlap or cross each
other on a Wildflower Tile. These tiles may border any tile in the
Garden regardless of edges.

The Flower Collection

Each time you gather a unique Flower Token, place the token in the leftmost
empty spot across the top of your Player Board. At the end of the game, you
will receive the point value shown below the rightmost Flower Token.

Player Storage

You may store any number of Mushroom and Treasure Tokens. You
may store up to 2 tiles you gain throughout the game here but at most
only one may be a Wildflower Tile. If you gain a tile, but do not have
storage space available you may discard the new tile or a previously
stored tile, in order to make space. If you discard a Wildflower Tile, the
matching Flower Tokens are not effected - they remain in play.



different location.

To take any action, select one of your two Gnomes and move it to a new location.

There are 4 actions available: grour\o( of their own accord. T decided

© visit a Signpost in the Garden !

3. MOVE AGNOME Cuﬁosifg e,Ver\’lLua“\J go’f the better of me ar\;(
Moving a Gnome is optional, but actions ONLY occur when you move a Gnome to a T approaohm( he Hollow one evening af’rer he
gr\omes haa( 9or\e ’f'o 9rouno( For ‘Hr\e r\lgh’f. As
T go‘f' closer, the musShrooms seemed To shrink

nd Some even ducked under

roach, a
a‘f MS app oac l»f mus“'

be Some alert for the gnomeS ur\o(ergrour\o( and

decided To leave before breakir\g the unwritten
e\lisit the Flower Market e

e Visit a Signpost (once available)
o Visit the Pinwheel Market

0 Claim a Mushroom path

€ Claim a Mushroom Path g@

To claim a Mushroom path, move your Gnome to any unoccupied Mushroom path. § 1

As long as your Gnome remains, no other Gnome is allowed to claim that path. If you !
claim an incomplete ring, no other player is allowed to add tiles to that ring without »ﬁ)
your permission.

As your action you may choose to claim a previously completed, but unclaimed ring, to
collect the Mushrooms that were placed in the center when the ring was completed.

@ Visit the Flower Market @

To collect a Flower Token, you must move your Gnome to the Flower Market at the
top of the Pinwheel Market Board. You may then collect any one available Flower
Token that you do not already have, and place it into the leftmost empty slot of
the Flower Collection track on your Player Board. The Flower Market is a single
space and any number of Gnomes can visit it at any time.

In the example to the right, Holly has collected 2 Flowers and now has 3 points
in Flowers. Each time a new unique Flower Token is docked into the Player Board,
the end game score increases to the number below the rightmost Flower Token.

To visit a Signpost, place your Gnome in the center of a completed ring that
has a Signpost in it. You immediately collect the Reward listed on the sign.

Grome follow Fiold Guide -13
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One bizarre aspec‘f of gnome culture revolve s

around the apparer\“' market Th63 have Set up
on an old Tree Sfump. Th63 a(e“\/er stacks

@ Visit a Signpost in the Garden (Cont.)

Signposts are placed into the Garden when selected as the bonus for the completion of a Mushroom ring.

X

e I or ;AT gy ith buttons,
: V| . L : ] 3 —_ | | ] of mushrooms there and leave Wi
+ 5% L33 +27T & +250 ¢ TS S + LS +1
. sﬁ 43 3 +2 L - ZW}. _ [J. : 1* i 3 bottle caps, crg\‘)STalS and more. Tt seems like
j d i i 1 ] 1
g | o | L 1'"-"—“-1‘-—" 7""“"“-—‘ wr—‘-i‘-; J':-—m nonsense, but they fake greaf pride in their
— g ; e A ' fidy th
+3 red +3 yellow +2 pink +2 teal +1 pink + 1 teal +1 purple +1GardenTile | work and it seems like a way fo_Tidy The
Mushrooms Mushrooms Mushrooms Mushrooms Mushrooms Mushroom Lorest and show their S‘far\o(ir\g within The

vi”age. Tt is clear that the gnome$S value
o Misitthe inmhee! Maruel % some colors of mushrooms ov.e,f others.

The Stump, in the center of the Garden, is where you will move a Gnome to access the Pinwheel Market to sell
Mushrooms for treasure! Each time you move a Gnome to the Pinwheel Market, you may sell up to 2 sets of Mushrooms. If you sell 2 sets they must be different types.

Columns list the number of Mushrooms required to make that sale. Rows show the type of Mushroom. The first column always allows a player to sell Mushrooms in
pairs for the value indicated. When using this column to sell Mushrooms, a Pinwheel Market Token is NOT placed on it.

After any other sale, place a Pinwheel Market Token matching the color of the Mushroom on the space to cover the sale you just completed. This sale space is no
longer available to players. Once all the Pinwheel Market Tokens for a color are used, players may only sell pairs of that Mushroom type using the first column.

REMINDER: At the end of the game, Mushrooms are worth nothing. Players will want to sell them before the end of the game and before all the best spaces

The first column always allows a player to sell Mushrooms.
‘ f / i I _ I

24 ”’m 7% 8% | o

0[}04:»0»00

are covered by Pinwheel Market Tokens!

( .

| W

In the above example, Beatrice moves to the Stump in the center of the Garden. Beatrice sells 3 red Mushrooms ﬁ ﬁ ﬁ and places a red Pinwheel Market
Token on that sale space to block it. She also sells 5 pink Mushrooms 7= 7 7= "7 " and places a pink Pinwheel Market Token to block that sale. At the end
of her action, Beatrice collects treasures equal to 9 Victory Points as noted on the meheel Market Board. She takes 1 Crystal (5), 1 Feather (3), and a Bottle cap

.

Apr‘il f

A’f first I noticed that Some were rare and oﬂlg grew when lar‘ge rings wefle comp'effeo(, but it Seems as if ﬂ\ea
hold grea‘/' value at their market as well Each time The purple capS are delivered there is much fanfare and excitement.
Derhaps the purple magic S used for healir\g. That may eXplair\ my almost uncontrollable draw fo them!

14 - &)MM ,L/&f/w Fw&( Gmﬁa(e
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GAME END CONDITIONS CurrouSIS, T have come fo understand that there is some form

of com_Pe,ﬁ’hon going on befween ’H\e gnome  pairs. ’H\eg Nevel
puTPOSe‘Fung lr\feﬁaefe with each oﬂ\ef 361’ it SeemS asS r‘F Somefhlr\g
drives them fo work harder and deliver more mushrooms than the
others. Perhaps it is merely a sense of pride, or maybe those
e A player moves their 8t Ring Marker trinkets mean more fo Them than 1 originally thought? T shall
leave out a handful of bottle caps and buttons just in case.

Gameplay continues until one of the following game end conditions are met:

e A player gathers their 8* Flower Token

e The bag runs out of tiles.

If any of the above conditions occur, place the Garden Tiles below the Sunset Tile into the bag. Finish the current round so that each player has had an equal
number of turns. Once each player has completed their final turn, tile placement ends. Each player then gets 1 additional final Gnome action in turn order.
Players must still move a Gnome in order to take this final action.

After each player completes their final action, scoring commences. e.g, if you collect 3 flowers, your total

flower score will be 6 points.

1
SCORING

Total your points from the following 3 scores:

e.g, if you have completed 5 rings, your
ring score will be 14 points.

Flower Score: This is the point value shown
below the rightmost Flower Token.

Ring Score: This is the point value shown above
the rightmost empty Ring Marker space.

Treasure Score: Total value of treasures you
have collected by selling Mushrooms in the
Pinwheel Market.

IMPORTANT: Mushrooms are worth zero points at the

end of the game.

...u T

The Gnome with the most points wins and claims the
Mayoral Red Cap Token! If there is a tie, the Gnome with
the most unsold Mushrooms wins.

The treasure you collect will equal your
treasure score.

| ‘H‘o“3 & GOUW{ & %e'ffg g Years la’fe,r, I a)oulo( me,e’f SomeoNne ’H\a’f Seemea( lost
p0pp3 Peanut Beatrice the way T was before Fif\o(ir\g the gnomesS. We Spoke
== ’*'7?. B e i ol O W for a fime about how tThe world had lost its magic.
Fjof[% - ,__1}‘ 1 mzfe ; ._10__ I 'f'o'o( ﬂ\em 010 my eXpefience wiﬂ\ ﬂ\e gr\ome,s. I
Rings 1 1 6 L was not surprised in the least that they did not
Treasures 121 " 20 VAl believe me. That is, until T handed them the red
i - T 1 Gnome cap that T believe to be associated with the
To'fa' 36 | 30 | %5 maaor o‘F ’H\e ‘Ho“ow. U\por\ Seeing i’f’ ’H\e«d ‘Fel’f 'H\e

truth of my wondrous S’f’or‘g, but that is a fale for

another fime..
m
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BREAKDOWN OF A CASCADING TURN

As your ring building skills increase, you will begin to see huge and satisfying turns
coming into reach! Aren't you just a clever little Gnome?

Through careful planning, you can build into larger strategic turns.
Below is an example of a huge cascading turn. Hold on, this can get intense!

Holly is on a roll! It is early in the game, but she just placed 2 tiles

and finished a 7-tile ring €)! Since Holly was reserving the ring, she will

receive ¢ “7° € &€ Mushrooms.

Next, on her Player Board, she will move her leftmost Ring Marker © * to select a bonus
in the 7+ ring bonus column. In this example, she chooses the top

bonus. Since there are 2 Ring Marker spots, she moves 2 Ring Markers = and
immediately places a Signpost (her bonus Reward) into the ring she just created @).
Also, note that her second Ring Marker @ granted her a bonus Wildflower Tile

and matching Flower Token. The token is added to her collection @, and the

tile is added to her Storage ).

As you know, Signposts offer instant Rewards. Holly chose to place the +2 teal
Mushroom Signpost @ so she collects her 2 bonus §& & Mushrooms ) and then
uses the Mushroom Trade Board €) (VARIANT PLAY) to select an available trade.

She chooses to trade a teal & Mushroom for a purple #; Mushroom.

Holly now takes her single movement action (See: MOVE A GNOME on page 13).
She chooses to move to the Flower Market €X) (at the top of the Pinwheel
Market Board) to collect her second Flower Token €£) to her board.

At the end of Holly's turn, she has collected:

Mushroom Ring Reward o Sign Post Reward o

s freeo(l
el

Wildflower Tile Reward o & o Flower Reward @ 2827
(underneath ring marker) (Collecting the white Flower Token) 28 28
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VARIANT PLAY OPTIONS

As your skill working in the Hollow grows, yov may want to add additional
difficulty. Try out these VARIANT PLAY options to enhance your gameplay.

The Mushroom Trade Board

This Variant allows a Gnome to make one Mushroom trade each time they visit a
Signpost. After collecting the Reward on the Signpost, you may make one of the
two trades shown below that Signpost on the Mushroom Trade Board. Using the
Mushroom Trade Board is advanced play and recommended only after learning
the basic gameplay.

+ Mushroom
Trade Board }/J

(VARIANT PLAY)

+1:U|A|':. ;1 5
= A

W all - -t
=T == By - At -

In the example above, Peanut visits the +2 Teal Mushroom Signpost. After collecting the
Mushrooms, Peanut chooses to trade 1 of his teal Mushrooms for 1 purple Mushroom.

The Advanced Player Board

Flip over the Player Board and you will find a more limited set of options for
players. In this variant, players will only be able to score random shaped rings
once for each of the following ring sizes; 3-tile, 4-tile, 5-tile, 6-tile & 7+ tile
rings. All other rings must match the ring shapes shown to qualify for scoring
them and obtaining bonuses.

Grome [follow Field (uide -17



MUSHROOM GUIDE

BEARDED RED CAP LEMON SCENTED PUFFER BLUE SNAIL SHELLS

(Tricholoma russula) Helvella cifrina (Leotia aeruginosa cochleatus)

PINK PIXIE PARASOLS SPOTTED TROLL THUMBS

Cortinarius rosea (Glomphia(ius maculata)

o\(ouT

When T look at the red' mushrooms, . F T approac\'\eo( "y uSua\ \Z \aid out
I ge’f the Sense ’H‘\a‘f 'H‘\e,\d Sefve asS /O(\e, moff\“\@ aS a\\ Sa’fc\’\e\ Ol@ muShrCi;_MTh h«[—,
wonderful distractions for anyone Seeking out SPOT» T SPO'HM( a_>rt ot as clever as oug{z '
the gnomesS. I‘F a gnome stood vely still near a for me. Q\ear\g, /X_ was , et me know it. The uf
group of Them, you could hardly fell the difference 1 the gnomeS wanfed To lose, but they had oS
other than a few spofs! Tt isadid strange for an r\i«(zioe(\‘l' fo See UP .c /,X:f lid allow me to
a fungus fo grow a beard, but T imagine the wele 143 ] lor and wel9 . th appedl

g 9 mag £ their colo + them as ey Aapp
gnomeS are fickled 53 the ﬂ\ough'f and MOST oﬂ\ T close and pat 1h the bookS 0\6‘1(\“5
named Them %eara(ea( Red CapS. %:uﬁ'%he he;)\\ou)- /X_ Aa(ezo( f\O‘l' e’a‘i*ra:;: ’Fuﬂgi- A\ﬂ\ough..‘ /
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FLOWER GUIDE

Lo

WILD CLOVER CAMAS LILY LARK SPUR
(Trifolium pf‘a’f’er\Se) (Camassia) (Delphlmum)

Considering their obsession

T tried collecti -ﬂ\e
/ with mushrooms, it was ri ng m

m_gSel‘F and discovered 'H\a'l" I

53 the Time T go’f home
I ‘For‘go'f' where I fook 'H\em_
From. I‘F not ‘For my jourr\al,

T imagine their Secrets
would have been lost fo me!

T will not make that

misTake again.

inferesﬁng o See how
much affention the gnomeS
gaVe 'fo ﬂ\e Flowers ‘H\a'f'
grow wild in this forest T
began fo wonder if 'H\e,g
collected ﬂ\em merelg 100r‘
their Eeau‘fa, Qi ]

 WILD YARROW

if there vas Same ofher Achilea millfolium)

: magical aSpec‘lL fo them.

el g

ol

WILD GERANIUM INDIAN PAINTBRUSH

(Gleranlum maoula'fum) (C/as‘fi“eja coccir\ea)

Rosa)




TILE REFERENCE

On tiles you will find 8 unique Wildflower Tiles, 25 red Mushrooms, 25 yellow Mushrooms, 18 teal Mushrooms,
18 pink Mushrooms and 14 purple Mushrooms.

Every tile is hand-painted and unique. Tiles above represent how many of each path type are in the game.

Mushroom type on individual tiles vary.

TURN SEQUENCE
1. PLACE TILES

Choose and place 2 Garden Tiles.
(+ up to 2 stored tiles)

Credits:

Game Design: Ammon Anderson

Cover lllustration: Patrick Spaziante, Ammon Anderson
lllustrations: Ammon Anderson

Story Text: Manny Vega

The Op Hobby Games Team: Pat Marino,

Carol Johnston, Adam Sblendorio, Arlo Hitzemann,
Andrew Esposito, Erica Mufioz, Jayne Kurtz, Paul May,
Molly Varela, Emily Sim

2. RESOLVE

Special Thanks: Melanie Anderson, my family,
Nathanael Mortensen, Brandt Brinkerhoff, Sean
Wanderer, Benjamin Botor, Bree Goldman, Dan
Goldman, Corey Thompson, Dina Ramse, Danny
O'Neill, West Todd, Tony Serebriany, Pat Marino, Chuck
Burgess, Emily Willix, Joe Watkins, the Board Game
Designer’s Guild of Utah, countless playtesters around
the world, the Board Game Design Lab Facebook
community, and so many more people | don’t have
room to list. Thank you! Your constructive feedback and
cheering me on made this game what it is. — Ammon

Resolve any gained Mushrooms, Ring Marker bonuses,
and cascading effects.

op

GAMES

<

Qo
O
@ Oe

z
#

Gnome Hollow, The Op and USAopoly are trademarks
of USAopoly, Inc. © 2024 USAOPOLY, Inc. All Rights
Reserved. Designed & manufactured by USAopoly, Inc.,

®
&
e o
o

+

C
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MADE IN CHINA.

WARNING: Choking Hazard - contains small parts.
Not suitable for children under 36 months.

Colors and parts may vary from those pictured.

SYMBOL GUIDE

Treasure Points. Total Treasure value listed in
the center of the symbol.

On the Player Board: the number in the middle
of this symbol indicates the number of tiles

in a completed ring needed to move a Ring
Marker into the column below the symbol.

Harvest 2 or 3 additional Mushrooms visible on
the Mushroom path from the completed ring.

Player takes any tile from the Garden Tile Board
and stores it beside their Player Board for use in
a future turn.

Player adds any one Flower Token they do not
have from the Flower Market to their
Player Board.

Player adds a new Signpost to the ring just
completed and uses the action immediately,
OR immediately uses the action of a Signpost
already in the Garden without moving

their Gnome.

Player receives a Wildflower Tile to store for a
future turn and earns one Flower token from it.
The remaining Flower Tokens go to the

Flower Market.

3. MOVE A GNOME

Move one of your Gnomes to take 1 of 4 actions (optional).

G35

Reserve a

Sell at the
Market

Access a
Signpost

Collect a

path Flower
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