Cut out your players and construct your dice!

GreenBuddies ®

Develop - Build - Operate
A game for 2 - 4 players that takes 10 - 20 minutes to play.

Goal
Be the first to reach COD/Finish at the end of the Operate lane!

Setup

Print the board on A3 paper and the cards on A4 (double sided). Cut out the board
and the cards. Divide the cards for each phase. Cut out circles for each player and
assemble the dice. Enjoy! : ‘ :
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Roll & Move: Roll the dice and move forward
that many spaces. Resolve Space — If you
land on a Draw space, draw the top card of
your current phase and resolve it immediately,
then discard it face-up next to that deck. If
you land on a special board space, follow its
printed instruction. Extra Turn? — If a card
says “Take another turn”, immediately roll
again; otherwise play passes left.

If your move carries you into the next phase,
finish your movement in that phase.
You only ever draw from the phase where
your token ends its move.

You do not need an exact roll to finish.
If your movement would pass Finish, place
your token on Finish and win immediately.
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Develop - Build — Operate

Be the first to reach COD/Finish
at the end of the Operate lane.

Shuffle each phase’s 10 cards into its
own face-down deck beside that lane.

All players place their token
on Start (beginning of Develop).

Youngest player goes first;
play proceeds clockwise.






