
Stonemaier Games presents

GOAL
The goal is to have the greatest fortune at the end of the game; 
a typical winning fortune is around $75. You can accumulate 
coins during the game, but you will earn most of them during 
end-game scoring in the following three categories:

 Every star token placed

 Every territory controlled

 Every 2 resources controlled

The amount of coins you earn depends on your level on the 
Popularity Track. The higher your popularity, the more coins 
you will earn. You can also get a few bonus coins based on 
where you built structures.

D E S I G N E D  B Y  J A M E Y  S T E G M A I E R
A R T  A N D  W O R L D B U I L D I N G  B Y  J A K U B  R O Z A L S K I

1-5 PLAYERS • 115 MINUTES

Scythe is a board game set in an alternate-history 1920s.  
It is a time of farming and war, broken hearts and rusted gears, innovation and valor.

BACKSTORY
The ashes from the first Great War still darken the snow in 1920s Europa. The capitalistic city-state known simply as “The Factory,” 
which fueled the war with heavily armored mechs, has closed its doors, drawing the attention of several nearby countries. 

With characters from five factions converging onto a small but highly desired swath of land, who will gain fame and 
fortune by establishing their empire as the leader of Eastern Europa?

OBJECT OF THE GAME
In Scythe, each player represents a character attempting to 
make their faction the richest and most powerful in Eastern 
Europa. Players explore and conquer territory, enlist new 
recruits, produce resources and workers, build structures, 
and deploy monstrous mechs. A game of Scythe typically 
begins with players building up their infrastructure, 
exploring the world, then engaging each other in combat. 

The game progresses as players place stars (achievements) 
on the board, and it ends when a player places their 6th star 
on the Triumph Track. You can earn a star for accomplishing 
any of the following:

 Complete all 6 upgrades

 Deploy all 4 mechs

 Build all 4 structures

 Enlist all 4 recruits

  Have all 8 workers on  
the board

  Reveal 1 completed 
objective card

 Win combat (up to 2 times)

 Have 18 popularity

 Have 16 power



QUICK REFERENCE GUIDEGAME BOARD1. Shuffle and place the encounter, combat, and objective cards on 

their board spaces.2. Shuffle factory cards and place as many as the number of players 

+1 on the board face-down. Remove the rest from the game.

3. Randomly draw and place face-up one structure bonus tile at the 

bottom of the Popularity Track.
4. Place an encounter token on each encounter space ( ).

5. Separate the resource tokens and coins into the supply.

6. Randomly deal a Faction Mat and a Player Mat to each player.

FACTION MATS7. Start with the power position ( ) and number of combat cards  

( ) shown on your mat.8. Place your faction character on your faction home base.

9. Place 1 worker on each of the two land-adjoined territories 

adjacent to the home base.
10. Place 4 mechs on the mech spaces.

11. Place your 6 star tokens on your Faction Mat.
PLAYER MATS12. Start with the popularity position ( ) and gain the number of  

objective cards ( ) and coins ( ) shown on your mat.

13. Place the 6 technology cubes on the green boxes with black 

squares ( ).14. Place the 4 structures on their corresponding boxes.

15. Place the 4 recruit tokens on the circle bonus spaces.

16. Place the 6 workers on the red Produce action rectangles.

17. Place your action token next to your Player Mat.

18. The start player is the one with the lowest numbered Player Mat. 

Play then proceeds clockwise.TURN ORDEREach player takes a turn by placing the action token on the 

corresponding section of the Player Mat. You may take the 

top and/or bottom action (in that order). You must choose a 

different section of your Player Mat from your previous turn.

TRIUMPH TRACKPlace a star on the Triumph Track as soon as you complete one 

of the requirements. Each achievement may only be awarded 

once (note: there are two combat victory achievements). Once 

you place a star, it cannot be lost. When a player places a sixth 

star, the game immediately ends.

END GAME SCORINGGain coins for each star on the Triumph Track, each territory 

controlled, and every two resources. The amount of coins for 

each is based on your position on the popularity track. The 

Factory counts as three territories.
Then gain coins based on the structure bonus tile (even if you 

do not control the territory). For adjacent territory bonuses, 

only count each adjacent territory once.
The player with the most coins wins. Break ties (in order) by: 

number of units and structures, power, popularity, resources 

owned, territories controlled, and stars placed.

TURN ORDER, TRIUMPH TRACK, AND END OF GAME

CONTROLA territory is controlled by a player if it has only that player’s 

units on it or if it has its structure but no enemy units. 

A territory with a structure and enemy units is controlled by 

the enemy units’ player. The enemy units’ player does not 

gain the structure’s abilities.Resources on a territory are controlled by the player who 

controls that territory.FACTORY ACTION SPACESFactory card action spaces do not give bonuses (Recruit, 

Structure, etc.) that Player Mat spaces do. The factory Move 

action allows one unit to move twice.

OBJECTIVESAt any time, if you complete an objective on one of your cards, 

place a star on the objective space of the Triumph Track and 

discard the other objective(s).CLARIFICATIONSRESOURCE: Food, wood, metal, or oil (not workers). You may only 

use resources on territories you control to pay costs.

TERRITORY: A non-Home Base hex. The Home Base does not cont 

as a territory for any game effects.UNIT: A character, mech, or worker.

IMPORTANT CONCEPTS

SETUP

Quick reference guide created by Nersi Nikakhtar
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GLOBAL COMPONENTS
1 quick-reference guide

5 player mats

1 game board

80 resource tokens  
(20 each of food, metal, wood, and 
oil, either as wooden tokens—regular 
Scythe—or realistic tokens—Collector’s 
and Art Connoisseur Editions)

80 cardboard coins

12 multiplier tokens

12 encounter tokens

6 structure bonus tiles 

42 combat cards (yellow)

23 objective cards (beige)

28 encounter cards (green)

12 Factory cards (purple)

2 Power Dials

5 Riverwalk cards

5 quick-start cards

Promo Items 
 see note on page 32

DESIGNER’S NOTE: Why the name “Scythe”? A scythe is 
both an instrument of farming and a weapon of 
war, which perfectly encapsulates the combination 
of those two elements in the game. Your workers rely 
on the protection of your military just as much as 
your empire depends on the resources they produce. 
“Scythe” is pronounced like “sigh” and the soft “th” 
in“smooth”. +3 +7

+7 +3



B L A C K W H I T E Y E L L O W R E DB L U E
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F A C T I O N  C O M P O N E N T S
FACTION NORDIC SAXONY POLANIA CRIMEA RUSVIET

PRIMARY COLOR

1 Faction Mat  

1 action token

1 popularity token

1 power token

6 star tokens

4 structure tokens

4 recruit tokens

4 mech miniatures 

1 character miniature

8 workers

6 technology cubes

8 x

6 x

4 x

4 x

6 x 6 x 6 x 6 x 6 x

4 x 4 x 4 x 4 x

4 x 4 x 4 x 4 x

6 x 6 x 6 x 6 x

8 x 8 x 8 x 8 x



4

I M P O R T A N T  C O N C E P T S

HOME BASE
You have a home base that serves as a starting point and as a place to retreat after losing 
combat. 

IT’S NOT A TERRITORY: A home base is not a territory, so by default you cannot move units, build 
structures, or deploy mechs onto any home base, including your own.

EXPANSION FACTIONS: There are two home bases on the game board without corresponding 
pieces. These are placeholders for expansion factions. 

CONTROL
You control a territory if you have at least one unit there (a character, worker, or mech) OR 
if you have a structure there with no enemy characters, workers, or mechs. Only one player 
at a time can control a territory.

RESOURCES
Resource tokens (wood, food, metal, and oil) remain on the board once produced. You may only spend resources from 
territories you currently control.

SPEND RESOURCES FROM ANY TERRITORIES YOU CONTROL: You can spend resources on territories you control for actions related to 
territories anywhere on the board. For example, you can spend 3 metal tokens you control on one or more territories to 
deploy a mech on the same or a different territory (if you have a worker on that territory).

SUPPLY: When you spend a resource, remove it from the board and place it in the general supply at the side of the board. 
When you produce or trade for a resource (details in the Top-Row Actions section, pages 12-13), move it from the supply 
to the territory where it was produced. There are no limits to the number of resource tokens in the game—use multiplier 
tokens as needed.

WORKERS AREN’T RESOURCES. Resources are wood, food, metal, and oil. Workers are not resources.

TERRITORY
A territory is a hex on the 
board labeled with one of 
the following terrain types:

FARM FOREST

PRIMARY TERRAIN TYPES

LAKEMOUNTAIN TUNDRA VILLAGE FACTORY

EXAMPLE OF RESOURCE CONTROL: In this image, the Nordic 
faction controls each of the territories on which 
it has one of its units or structures (blue pieces, 
including the character miniature with the blue 
base). It can spend any of the resources on those 
territories. It cannot spend the metal tokens on the 
territory on the bottom left because it does not have a 
unit or structure there.
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Each type of unit also has some unique traits that aren’t 
shared by the other unit types. These concepts will be 
explained in detail later in the rules. 

PLASTIC WOOD

A visual cue in Scythe is that tokens that take part in combat are made out of plastic 
(characters and mechs). All other tokens are made out of wood to show that they do not 
take part in combat (workers, resources, and structures).

Characters can engage 
in combat, can have 
encounters, and (once per 
game) gain a Factory card 
if they end their movement 
on the Factory. You are 
represented on the board by 
your character. You have been 
sent on a mission by your 
faction’s leader to claim the 
uncharted lands surrounding 
the defunct Factory.

Mechs can engage in 
combat and, when moving, 
can transport any number 
of workers. Mechs cannot 
transport your character. 
Mechs are built for war (and 
for discouraging other factions 
from engaging in war with 
them), and they’re big enough 
that they can carry workers 
within their iron shells.

Workers can produce 
resources and more 
workers, deploy mechs, and 
build structures. These are 
the people of the land who 
have joined your cause to 
build an empire for you.

Each of the three unit types in the game—characters, 
mechs, and workers—share two key similarities:

  They can move around the board (not over rivers or onto 
lakes, by default).

  They can transport any number of resource tokens.

T Y P E S  O F  U N I T S
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BOARD SETUP

S E T U P

OBJECTIVE CARDS (BEIGE): Shuffle 
the objective cards and put 
them on the board.

ENCOUNTER CARDS (GREEN): 
Shuffle the encounter 
cards and put them on 
the board.

COMBAT CARDS (YELLOW): Shuffle 
the combat cards and put 
them on the board. If a 
combat card would need to 
be drawn from an empty 
deck, first shuffle the 
discard pile to create a new 
deck. If both the deck and 
discard pile are empty, no 
cards are drawn.

FACTORY CARDS (PURPLE): Shuffle 
the Factory cards and 
randomly select X cards 
face-down, where X is the 
number of players plus 1. 
Place those cards on the 
board face-down and return 
the rest of the Factory cards 
to the box without looking 
at them.

STRUCTURE BONUS TILE: Randomly select one of the structure 
bonus tiles and place it face-up at the bottom of the 
Popularity Track.

ENCOUNTER TOKENS (GREEN COMPASS): Place 
1 encounter token on each territory 
marked with an encounter symbol on 
the board (11 total tokens).

RESOURCES AND COINS: Place the resource tokens (wood, oil, food, 
and metal), coins, and multiplier tokens in a  supply area 
next to the board.

FACTION SELECTION:
Randomly shuffle the Faction Mats and Player Mats, then 
deal 1 of each to each player. Each player should sit near 
the home base for their faction with their Faction Mat 
and Player Mat positioned in front of them; the seating 
order should be Nordic, Rusviet, Crimea, Saxony, Polania 
(Clockwise from top).

TRIUMPH TRACK

POPULARITY TRACK

POWER TRACK
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STARTING CARDS AND TRACK POSITIONS: 
Both the Faction Mat and Player Mat indicate your starting cards and track positions in the 
boxes on the far right of each mat.

POWER TOKEN: Place your 
power token ( ) on the 
indicated level of the Power 
Track (on the game board). 
Power is the commodity you 
will spend in combat.

COINS: Gain the indicated 
amount of coins and place 
them on your Faction Mat. 
While the number of coins 
you have during the game 
is not hidden information, 
you are never required 
to reveal their total value 
to other  players. The 
decisions you make in 
Scythe are not impacted 
by each of your opponent’s 
coin totals.

CHARACTER
Place your character (miniature with the person & animal) 
on your faction’s home base.

WORKERS
Place 1 worker on each of the territories connected to your 
home base by land (a total of 2 workers).

FACTION MAT

PLAYER MAT

COMBAT CARDS: Draw the 
indicated number of 
combat cards. The number 
of combat cards you have 
is public information, 
but the content of those 
cards is kept secret from 
opponents.

OBJECTIVE CARDS: Draw the 
indicated number of 
objective cards. The 
content of those cards 
is kept secret from 
opponents. After all 
players have drawn their 
objective cards, return the 
objective deck to the board.

POPULARITY TOKEN: Place your popularity token (heart) on the 
indicated level of the Popularity Track on the game board.
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S E T U P
continued

ACTION TOKEN: Place your 
action token next to 
the Player Mat.

DESIGNER’S NOTE: The higher-numbered Player Mats offer 
slightly more lucrative starting track positions than the 
others, as those players are more likely to have 1 fewer 
turn by the end of the game than the player who goes first.

STARTING PLAYER: 
The player with the lowest number in the label on their 
Player Mat will go first. Play proceeds clockwise from there.

PLAYER MAT 
Your Player Mat is where you’ll be choosing actions during the game.

TECHNOLOGY CUBES: Put 6 technology cubes on your 
Player Mat on the green boxes that have a black 
square in the bottom right corner.

EXAMPLE

STRUCTURE TOKENS: Your 4 
structure tokens (wooden 
buildings: Armory, 
Monument, Mine, and 
Mill) go on top of the 
corresponding boxes. 
Each player has the same 4 
structures.

RECRUIT TOKENS: Your 4 
recruit tokens (cylinders) 
go on the circular spaces 
on the bottom row of the 
Player Mat.

WORKERS: Your remaining 6 
workers (meeples) go on 
the rectangles above the 
Produce action.
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FACTION MAT 
Your Faction Mat is where you keep your mechs, stars, and coins. Each Faction Mat also shows a special ability in the 
upper right corner.

STARS: Place your 6 star tokens at the upper 
left near the faction emblem.

MECHS: Place your 4 mech 
miniatures on top of the 4 
mech/character abilities.

Do not put tokens on top 
of the Recruit One-Time 
Bonuses (bottom left 
corner)—you’ll gain these 
benefits when enlisting 
recruits during the game.

QUICK-START CARD
We recommend that you don’t try to teach every little 
rule to new players. Instead, give each player a quick-
start card. This card contains key information about 
units on one side, and the other side covers broad 
concepts and gives players something specific to do for 
their first five turns.

Your first game of Scythe isn’t about devising a 
masterful plan or understanding every little rule. Just 
jump in and start pushing buttons to see how things 
work, referring to the rules when necessary. 

RIVERWALK CARD
The riverwalk cards—one per player—are a reminder 
as to which factions have the ability to cross into each 
home territory if they unlock the Riverwalk mech 
ability, as each Riverwalk ability is slightly different. 
This ability is explained for each faction on  
pages 15 – 17.
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G A M E P L AY
Scythe uses an ongoing action-selection mechanism (no rounds or phases). Players take 
turns one after another until a player places their 6th star on the board, immediately 
ending the game.

Thus, you may take a single action, both actions (from top 
to bottom), or neither action (but you must still move your 
action token). You may use resources gained from the top-
row action to pay for the bottom-row action. Also, you may 
complete an objective card during your turn (see Objective 
section, page 26).

The costs (red boxes) and benefits (green boxes) on your 
Player Mat are shown by the number of empty spaces before 
the action is taken. When taking an action, first pay the 
cost, then gain as much or as little of the benefit as you 
wish. You may only take an action once on your turn, not 
multiple times.

After you’ve completed your turn (or as you’re finalizing 
your decision on a bottom-row action—it is crucial for 
turns to overlap in this manner to keep the game moving 
at a steady pace), the next person in clockwise order takes 
their turn.

On your turn, do the following in sequential order:

1.  Place your action token on a different section of your  
Player Mat than where it was on your previous turn.

2. Take the top-row action on that section once (optional).

3. Take the bottom-row action on that section once (optional).

TOP-ROW ACTIONS

BOTTOM-ROW ACTIONS

BOLSTER ACTION PRODUCE ACTION MOVE ACTION TRADE ACTION

BOLSTER ACTION
(with structure below it)

UPGRADE ACTION
(with recruit bonus on 
the right)

UPGRADE ACTION DEPLOY ACTION BUILD ACTION ENLIST ACTION
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T O P - R O W  A C T I O N S
The top-row actions appear in a different order on each Player Mat, though each action is identical. The Player Mat visuals 
and the default costs and benefits explained in this section are based on the starting position of each Player Mat.

MOVE
Do one of the following (“/” means 
“or”):

MOVE: Move up to 2 different units 
you control (character, worker, or 
mech) from one territory (or home 
base) to one adjacent territory. 
Move one, then move the other. 

GAIN COIN(S): Gain $1.

Here are some important notes about how movement works:

RESOURCES AND WORKERS: Units may pick up and drop off any 
number of resource tokens during a Move action. 
  MECHS: In addition to resources, your mechs can pick up 

and drop off any number of your workers during a Move 
action. If they do, this does not count as movement for 
the workers, just the mech. So you could transport some 
workers on a mech, and then one of those workers could 
move on its own. You could also use part of your Move 
action to move a worker onto a territory with a mech, 
then move the mech while carrying the worker.

RIVERS AND LAKES: By default, units may not move across rivers 
or onto lakes. This rule is broken by some mech abilities 
(see Mech abilities for Polania and Nordic, pages 16-17).

  RIVER: A river is a body of water on the border between two 
land territories.

  LAKE: A lake is a body of water comprised of an entire 
territory hex. It extends from the hex to any adjacent 
shoreline. Thus, in the example shown here, if a player 
has a special lake-movement ability, they could move 
from any of the surrounding territories onto the lake. 

TUNNELS: For the purposes of the Move action for any unit, all 
territories with the tunnel icon ( ) are considered to be 
adjacent to each other.

RIVER

LAKETUNNEL

MOVING INTO OPPONENT-CONTROLLED TERRITORIES: 
 CONTROLLED BY WORKERS
 »  If your character or mech move into a territory 

controlled by an opponent’s workers (and no other 
units), its movement ends (even if you have a mech 
ability that would allow it to move further). Each of 
the opponent’s workers on that territory immediately 
retreats to their faction’s home base, leaving behind 
any resource tokens. You lose 1 popularity for each of 
their workers you forced to retreat—they’re not happy 
with you for forcing them off their land (in the case 
that you cannot reduce your popularity any further, 
the workers are still forced to retreat). 

 »  Your workers cannot move by themselves into 
territories controlled by opponent workers.

  CONTROLLED BY A STRUCTURE
 »  Any unit can move into a territory controlled only by 

a structure. The player who controls the unit now also 
controls the territory. 

 CONTROLLED BY CHARACTER AND/OR MECHS
 »  If your character or mech move into a territory 

controlled by an opponent’s character and/or mechs, 
its movement ends (even if you have a mech ability 
that would allow it to move further). The opponent 
still temporarily controls that territory. After you’ve 
completed all Move actions, if any of your mechs or 
your character share a territory with an opponent’s 
character or mechs, combat happens (see Combat 
section, pages 22-23).

 »  Your workers cannot move by themselves into or out 
of territories controlled by opponent characters and/
or mechs.

HOME BASE: By default, you may not use the Move action 
to move any unit from the board into any home base 
(including yours).

ENCOUNTERS: If you move your character into a territory 
with an encounter token, their movement ends and they 
cannot move again this turn. After resolving all combats 
for this turn, if your character is still in such a territory, 
discard the encounter token and resolve the encounter (see 
Encounters, page 24).

NO LIMIT: There is no limit to the number of same-faction 
units that can be on a territory.



12

 STRATEGY TIP: While producing with workers will provide the bulk of most players’ resources, trading has some 
benefits over producing that should not be underestimated. For example, trading for a desired resource 
is sometimes preferable to moving a worker to a territory that provides that resource. The action that you 
would have spent on movement can now be used for something more productive. Trading also allows players 
to access resources that aren’t available in their homeland. 

T O P - R O W  A C T I O N S
continued

BOLSTER
Pay the cost ($1) and gain one of the following:

POWER: Increase your power by 2 on the Power Track. Power is the commodity you will spend 
in combat. 

COMBAT CARD(S): Draw 1 combat card. Combat cards are used to augment the power you spend 
in combat (you may spend up to 1 combat card per character/mech in combat). If a combat 
card would need to be drawn from an empty deck, first shuffle the discard pile to create a 
new deck. If there is no discard pile, no cards are drawn.

TRADE
 Pay the cost ($1) and gain one of the following:

RESOURCES: Gain any 2 resource tokens (any combination of oil, metal, food, and/or wood) 
and place them on any territory you control with at least one worker on it. You may not take 
the trade action to pay for resources if all of your workers are on your home base.

POPULARITY: Increase your popularity by 1 on the Popularity Track. Popularity is a commodity 
used in Encounters, and it determines your scoring multiplier at the end of the game. 
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PRODUCE 
Pay the cost (depending on what is shown on all exposed red rectangles before taking the 
Produce action), choose up to 2 different territories you control, and all workers on those 
territories may produce.

On the territories you selected for production, each worker may produce 1 token. The 
resource token is placed on the territory where it was produced. If a worker produces 
another worker (by producing on a village), after paying the Produce cost, pick up the 
leftmost worker of the Produce action on your Player Mat and place it on the village. 

It is possible—albeit very rare—that players may find themselves in a position where they cannot take any actions (if they 
last took a Move action and have no coins, resources, power, or popularity). If that happens, the player must take a “dead 
turn” where they choose another section of the Player Mat without taking any of the actions there. We recommend being 
thrifty with coins early in the game to prevent this from happening.

EXAMPLE: If you 
choose to produce 
on two territories 
(a farm with 1 
worker and a 
mountain with 
2 workers), you 
would produce 1 
food on the farm 
and 1 or 2 metal 
on the mountain. 

TERRAIN TYPE WHAT IT PRODUCES

MOUNTAIN METAL

TUNDRA OIL

FARM FOOD

FOREST WOOD

LAKE

VILLAGE WORKER

FACTORY

 PAYMENT IS REQUIRED: As is the case with any action, you must be able to pay the full cost to take 
the Produce action. If you don’t have the coins, popularity, and/or power, you must take 
other actions instead.

 NO LIMIT: Any number of resource tokens or workers can be on a territory. There are no 
limits to the number of resource tokens in the game. If necessary, place a multiplier token 
next to resource tokens on the board.

 WORKERS ARE PERMANENT: Once you have a worker on the board, you cannot return it to your 
Player Mat.

PRIMARY TERRAIN TYPES


