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A clever tile laying game for 2 to 5 players, ages 8 and up. 

Take a hiking trip through the magnificent scenery of the countryside, and find yourself surrounded by 
fruit trees, wheat fields, and sunflowers! No one can resist a juicy apple straight from the tree or a fresh, sweet 
strawberry! This new version of Carcassonne has a peaceful, rural setting – but still provides strategic gameplay.
The player who has the best harvest, hiking skills, and collection of farm animals has the best chance of winning.

 

  

GAME COMPONENTS AND SETUP
Welcome to Carcassonne: Over Hill and Dale! In this rule book we will quickly guide you through the simple rules 
of this latest version of the classic Carcassonne game. After reading over the rules, it will be easy to teach others how
to play and enjoy the game. of course, you first must setup the components for the game, but this is quickly done. 
In the following setup section, we will also explain the various game components.

Lastly, let’s take a look at the WOODEN PIECES. There are Player
Figures (referred to as “Meeples”), of which you will find 25 total, 
5 each in the 5 player colors Yellow, Red, Green, Blue and Black.
In addition, there are also 2 Stables in each of the 5 player colors. 

Give each player (including yourself) 4 Meeples and 2 Stables in a
chosen color. These form each player’s supply. Finally, place the 5th
Meeple for each player on the “0” space of the Scoring Track. All unused
Meeples and Stables are returned to the game box. 

Then we have the SCORING TRACK, which is placed to one side of
the table. Place the 5 50/100-Point Tiles near the Scoring Track, to 
be used later in the game to display scores of more than 50 points.

 

Player Figures (”Meeples”)

First, let’s have a look at the LANDSCAPE TILES. On the 73 Land-
scape Tiles, you can see Hiking Trails and Farmlands, which are
surrounded by lush Meadows. Animals and/or Harvest icons can 
also be seen on many of the tiles.

Tile with a
Hiking Trail

Tile with a
Hiking Trail
and Animals

One of the 73 Landscape Tiles has a blue
back. This is the Starting Tile, which is
placed on the table at the start of a
new game.

Next, here are the HARVEST TOKENS. There are 5 tokens
each of Apples, Strawberries, Pumpkins, Sunflowers, and
Wheat. In addition, there are 8 Scarecrow tokens.

Normal Tile with
yellow back

Starting Tile with
blue back

To begin the setup for a game, first place
the Starting Tile in the center of the
table. Thoroughly mix the Landscape
Tiles and place them face down in
several stacks on the table, within easy
reach of all players.
Sort the Harvest Tokens by type and
place them in individual stacks on 
the table.

 

Several stacks of face-down
Landscape Tiles

 
Starting Tile

Stables

Front side Back side

Back sideFront side

Tile with a
Farmland and
a Harvest icon
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GAME PLAY

GOAL OF THE GAME

 The youngest player is the start player, and play proceeds clockwise from there. On his turn, each player performs
the following actions in the order shown below, and then the next player takes his turn, etc. First, we will describe
the actions taken on a player’s turn, and then we will explain the landscape tiles in more detail, based on the features
depicted on them (Hiking Trails, Farmlands, and Animals in Meadows), and what actions can be taken with each.

Before we begin with the rules, what is the goal in Carcassonne: Over Hill and Dale? Turn after turn, you and the
other players will play tiles to the table in order to form the landscape of the countryside. You will create paths on
which you can take long hikes, and farmlands that contain fields of fruits and vegetables. You can use your Meeples
as Hikers or Farmers, or you may build one or both of your Stables in the Meadows. These actions earn points for
the players, not only during the game, but at the end of the game as well. The winner, determined after the final 
scoring, is the player with the most points. Here we go...!

On the newly-placed 
tile, the player may
either:
2a) Place a
Meeple, 
         OR:
2b) Build a 
Stable.

The Hiking Trails

Draw and place a landscape 
tile: The player must draw one 
tile from the face down stacks, and
then places it on the table,
connecting it on one
or more of its four 
sides to those of 
previously placed tiles.

Possibly trigger a scoring:
3a) The player must perform all
scorings that are triggered by placement
of his landscape tile.
3b) Optionally, the player may Hike
with one of his Meeples on a Hiking
Trail, in order to earn additional
points.

 

 

In this example, the tile you have drawn (bordered in red)
shows 3 Hiking Trails emanating from a crossroads. When 
placing new tiles, they must always continue pre-existing
features (Hiking Trails, Farmlands) on adjacent tiles.
 

 

1. Placing a tile containing a Hiking Trail

You place the red-bordered
tile so that the Hiking Trail and
Meadows continue correctly to 
the adjacent tile – good job!

 

After placing a tile containing a Hiking Trail, you may
place a Meeple as a Hiker on the Trail, as long as there
are no other Hikers already on any part of the same Trail.
At this point, the Hiking Trail is not yet complete, so for
the time being, no points will be scored (see Action 3
below). The next player now takes his turn.
As seen in the example at right, the next player draws a
tile and places it. However, he may not place a Meeple as a 
Hiker on the Trail section, because your Hiker already
occupies this Trail. Instead he places a Meeple as a Farmer
on the Farmland setion of the newly-placed tile.
In most cases, it is a good strategy to place a Meeple on a 
newly- placed tile, but it is not mandatory to do so. You may 
decide to skip this action.  

2a. Placing a Meeple as a Hiker 

On the newly-placed tile,
you (Red) place a Meeple 
as a Hiker. Since there are 
currently no other Hikers 
on this Trail, this action
is allowed.

Since the Hiking Trail is already occupied, Blue
decides to place a Meeple as a Farmer on the Farmland.

Whenever a Hiking Trail ends at a crossroads or a Farmland on both sides,
or when the Hiking Trail forms a closed loop, it is considered to be
complete, and a scoring occurs. In our continuing example, we can
see that there will be a scoring, since the Hiking Trail is terminated
at both ends.
Although the other player has placed the tile that completed the
Hiking Trail, you will score for it since you have a Hiker on it. You 
score 1 point for each tile comprising the completed Hiking Trail.

3a. Triggering a Scoring with a completed Hiking Trail 

Because this completed Hiking Trail is made up
of 3 tiles, you (Red) score 3 points.
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By taking the following optional action, a Hiker can earn additional points:

The Farmlands

Now, we turn our attention to the Scoring
Track. Whenever a player earns points with
a scoring, that player’s scoring Meeple is
moved forward the appropriate number
of spaces on the Scoring Track. In our
example, you (Red) move your Meeple
forward 3 spaces. After a Meeple has
scored for a completed Hiking Trail, the 
Meeple is returned to that player’s supply.

As each player scores more and more points,
it is possible that one or more of them may exceed 49 points. if this happens, that 
player takes a 50/100-Point Tile, places it in front of himself with the “50” side 
facing up, and simply continues on the Scoring Track past the 0-space. If a player 
earns more than 100 points, he flips the tile over to the “100” side.

After scoring 3 points for the completed 
Hiking Trail, you (Red) return your Meeple
to your supply. The Blue Meeple remains
on its tile, since the Farmland has not
scored yet.

As usual, you draw
a tile and place it on
the table, extending
the landscape on at
least one side by
continuing pre-existing 
features on adjacent tiles. Of course,
any side of a tile with a Farmland may 
only be placed next to other Farmlands.

 

1. Placing a Farmland tile

Before placing a Meeple as a
Farmer, first determine if
there is already another
Meeple on any section of
the extended
Farmland. If
there is not,
you may place
your Meeple.

2a. Placing a Meeple as a Farmer 

By skillfully placing the
red-bordered tile here, you 
have extended the lower
center Farmland. Since
this Farmland is still
 unoccupied, you
 may now place a
 Meeple here as
 a Farmer.

Under certain conditions, it is now possible to move,
or “Hike”, your Meeple across landscape tiles:

First, you need to have already placed a Meeple as a 
Hiker on a Hiking Trail during a previous turn. Next,
in Step 1 on a new turn, you must place a tile that
extends the Hiking Trail. Then, as long as you do not
place a new Meeple or Stable on this turn, you may
Hike with your Meeple on the Trail.

To Hike, decide which way you would like to move
your Meeple, and move it along the Hiking Trail in
that direction. You earn 1 point for each tile that
your Hiker enters. You may move your Hiker past
any other Meeples your Hiker encounters along the
way, but you may not end the Hiker’s movement on a 
Trail section containing another Meeple. Finally, advance your scoring Meeple on the Scoring Track accordingly.

 

 

Additional Hiking rules:
• Your Hiker may not pass through a crossroads.
•  If a Hiking Trail containing one of your Hikers is completed, the scoring triggers immediately; your Hiker may

not move again before the Trail scoring occurs (in order to try and earn additional Hiking points). 
•  Your Hikers may only Hike on your own turn. If another player extends a Trail containing one of your Hikers,

that Hiker may not move.
• You may only Hike with one Hiker, and in one direction, on your turn (even if you could Hike in several ways).

3b. Earning additional points by Hiking

On your turn you place the red-bordered tile, and the Hiking 
Trail is extended. You may now move your Hiker.

 

Your (Red) Hiker Meeple moves two tiles to the left (skipping
past the Blue Meeple), and you score 2 points for it.
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And that’s all there is to it! Now that you know the most important rules, you are ready to play
Carcassonne: Over Hill and Dale!

1.) Points for a completed Farmland
At a later point in our sample game, you draw the red-bordered tile shown here.
Fortunately, placement of this tile allows you to expand your Farmland.
In this case, this tile also completes the Farmland. When a Farmland
area is completely surrounded by Meadows and has no empty
spaces (”holes”) in it, it is considered to be complete. Since you (Red)
have previoulsy placed a Meeple in the Farmland as a Farmer, you
are now able to score it and earn points for it.

 

Each tile comprising a completed Farmland scores 2 points.

3. Triggering a Scoring with a completed Farmland 

As previously mentioned, Stables will not score during the game; only at the end of the game. At that time, each
Animal adjacent to a Stable scores 1 point for the Stable’s owner. See Final Scoring on page 7. 

3. Triggering a Scoring with Stables 

2.) Earning Harvest Tokens for a completed Farmland
When completing a Farmland, you earn Harvest Tokens in addition to the points
earned for the Farmland tiles themselves.

For each Harvest icon present on all tiles in the completed Farmland, you, as 
the owning Farmer, take 1 corresponding Harvest Token from the stacks.

Keep all collected Harvest Tokens face down in your supply in order to
keep them secret. You may, of course, look at them at any time. You
will score additional points for your collection of Harvest Tokens
at the end of the game.

As usual, after a Meeple has scored for a completed Farmland (and
collected any Harvest Tokens), it is returned to your supply.

To determine the distribution of Harvest Tokens in a Farmland
containing more than one Farmer, see page 7.

For the Pumpkin and Wheat
icons present in the completed

Farmland, you receive 1 Pumpkin
token and 1 Wheat token.

 

The Stables

As usual, you draw a tile and place it on the table. Again, any adjacent sides must continue pre-existing features.

1. Placing a tile containing a Meadow

At the start of the game, each player has 2 Stables in their supply. After
placing a tile, you may place one of your Stables in a Meadow area of
that tile. (It does not matter in which particular Meadow area the
Stable is placed.) Remember, on a turn, you have 3 placement options: 
1) a Meeple as a Hiker; 2) a Meeple as a Farmer; 3) a Stable in a
Meadow. You may only perform one of these actions on a turn.

If a Stable is placed on a tile, all players must observe the following
distance rule: No Stables may be placed on any of the 8 tiles
surrounding a tile that already contains a Stable. This distance 
rule only applies to Stables, not to Meeples.

Once placed, a Stable remains on the tile until the end of the game, and 
may not be moved. Stables will score at the end of the game.

When placing a Stable, it is recommended to place it adjacent to tiles 
with as many Animals on them as possible. At the end of the game, each 
Animal scores 1 point for any Stable it is adjacent to. 

2b. Placing a Stable

No further Stables may be placed on any of 
the 8 tiles surrounding the Red Stable.

 
Because this completed Farmland is made up
of 3 tiles, you (Red) score 6 points.
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Hoping to eventually
snatch Yellow’s
Farmland, you place
the newly-drawn tile
as shown, and place
one of your Meeples
on it as a Farmer. This
is allowed, since the
Farmland on this tile
is not (yet) connected to any other Farmland segments containing
a Farmer. If you happen to draw the right tile on a later turn,
you can connect the three separate Farmlands, combining them
into one large Farmland containing 2 of your Farmers and only
1 of Yellow’s Farmers.

Success! You
manage to draw
an appropriate
tile, and combine
the separate 
Farmlands into
one, completing
it as well. Since
you now have the
majority of Farmers in this Farmland, you alone will score
10 points for the completed Farmland. In addition, you
take 5 Harvest Tokens matching the 5 Harvest Icons shown
on the Farmland tiles. All Meeples are then returned to
their owners’ supplies. 

Several Meeples in the same area...

The tile you have drawn, shown here,
could be placed to extend the pre-
existing Hiking Trail. However, you
would not be able to place a Meeple
on it, since Yellow already has one
of his there. Therefore,
you decide to place
the tile as shown, so 
the Hiking Trails are
separate. You then
place a Meeple on it.

On a future turn, you draw the
tile shown here and place it as
shown. This placement combines
the 2 separate Hiking Trails into
1 Trail contains 2 Hikers.
Since the Trail is now complete,
a scoring is triggered. Both you
and Yellow score 4 points.

 

...on a Hikng Trail:

...in a Farmland:

 • A Hiking Trail is always completed when both ends meet a crossroads or a Farmland, or the Trail forms a
closed loop. Each tile comprsing the completed Hiking Trail scores 1 point for a Meeple on it. 

 • When extending a Hiking Trail containing one of your previously-placed Meeples, you may Hike with it,
instead of placing a new Meeple or Stable this turn. For each tile the Hiker enters as you move it, you
score 1 point. 

 • A Farmland is completed when it is fully surrounded by Meadows and has no empty spaces (”holes”) in it. A 
Farmer in a completed Farmland scores 2 points per Farmland tile, plus 1 Harvest Token for each Harvest icon.

 • A scoring is always triggered at the end of a turn. At that time, all players having Meeples in the completed
feature will score points.

 • After each scoring, all Meeples in the scored area are returned to the respective player’s supply.
 • If several players participate in a scoring, only the player with the majority of Meeples on a Hiking Trail or in 
a Farmland will score the points. If several players have the same number of Meeples in a scored area, all
tied players will receove the full score for the area.

 

 
(Note: How can there be more than one Meeple in an area? See the two detailed examples below.)

3. Triggering a Scoring or Hike with a Meeple 

Rules Summary

 • When placing a drawn tile, any adjacent sides of that tile must continue pre-existing features.  
In the very rare case that a drawn tile cannot be legally placed anywhere, return that tile to the game box
and draw a new one.

 •  

1. Placing a Landscape Tile

 • A Meeple or Stable may only be placed on the newly drawn and placed tile.
 • A Meeple may not be placed in an area (possibly expanded by the new tile) that already contains another Meeple.
 • Remember the distance rule for Stables: No further Stables may be placed on a Stable’s 8 surrounding tiles.

2. Placing a Meeple or a Stable 

For your reference, here is a quick summary of the important rules, with some additional small details:
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3.
5.

1. 2.
4.

1 3
2 4

5 6 7

8
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GAME END AND FINAL SCORING

A game of Carcassonne: Over Hill and Dale ends when there are no landscape tiles left to draw. (It’s a pity that
the game is over, but now we get to determine the winner!) There is now a final scoring to be performed. 

At the end of the game, players receive additional points for:

HIKING TRAILS 
Incomplete Hiking Trails score 1 point per Trail tile, for each player 
having Hikers on the Trail.

  

 FARMLANDS
Incomplete Farmlands score 1 point per Farmland tile, for 
each player having Farmers in the Farmland. Harvest Tokens 
are not awarded at the end of the game!
  

 STABLES
On a tile containing a Stable, as well as the 8 tiles that
surround that Stable, the Stable’s owner scores 1 point
per Animal (Rooster, Cow, Horse, Sheep, or Pig) present on
those tiles. 
 

 HARVEST TOKENS
Each Harvest Token scores 1 point (including the Scarecrow). In addition, each full set of 5 different Harvest 
Tokens showing crops (Apple, Strawberry, Pumpkin, Sunflower and Wheat) scores another 5 points. When
assembling sets, the Scarecrow can be used as a wild Token, and can replace any missing Token in a set.

 

 

During the game, you have 
placed a Stable in the Meadow,

as shown. Even though tiles were 
not placed on all surrounding 

spaces, you will still score 1 point 
for each Animal on these 7 tiles

at the end of the game,
for a total of 9 points.

 

 
 

You have collected 12 Harvest Tokens during the
game, and score 12 points for these.

 

From these 12 Tokens, you can assemble
2 full sets of crops. For the second set, you
use 2 Scarecrows for the missing Tokens.

These sets score an additional 5 x 2 = 10 points.

 
 

In total, you score 22 points for your
Harvest Tokens.

2.) Distribution of Harvest Tokens with multiple Farmers in a Farmland 

As previously explained, the majority Farmer in a completed Farmland receives a Harvest Token for each Harvest
icon present in the Farmland. If several players are tied for majority of Farmers, the Harvest Tokens are then
distributed as follows:

1.)  Gather all appropriate Harvest Tokens and 
place them on display.

2.)  Starting with the player who completed
the Farmland, or, if that player is not involved
in the tied majority, the next player in turn
order who is, each tied player selects one of 
the Tokens, one at a time, and places it in
his supply. 

3.) 

 

This continues until all Tokens have been
distributed. It is possible for some players
to receive more Tokens than others.

5 Punkte 

5 Punkte 

You (Red) place the red-
bordered tile, completing

the Farmland. You then
display the 5 Harvest Tokens

shown on the Farmland
tiles. Since you completed

the Farmland, you are the first
to select 1 Harvest Token.

Yellow then takes a Token,
then you again, etc. In total,

you are able to take 3 Tokens,
and Yellow receives 2. 

As the final scoring is performed, players advance their Meeples on the scoring track accordingly. 

When the final scoring is completed, the player with the most points is the winner.   
In case of a tie, all tied players share in the victory. Congratulations!



11x 8x 5x 1x 2x 7x 

2x 1x 1x 3x 2x 1x

4x 3x 2x 4x 1x 1x

2x 2x 2x 1x 4x3x *

5x 5x 5x 5x 5x 8x
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We want to play with you!
Every year we tour through Germany and 
set up our gaming tents, where you are 
welcome to come and play! Learn more at

 

www.carcassonne-on-tour.de

Author: Klaus-Jürgen Wrede 
Illustrations: Doris Matthäus
Graphic Design: Christof Tisch
3D Images:  Andreas Resch

© 2015
Hans im Glück Verlags-GmbH
Birnauer Str. 15
80809 München
info@hans-im-glueck.de
www.hans-im-glueck.de
www.carcassonne.de
www.carcassonne-forum.de

OVERVIEW OF LANDSCAPE TILES (73 Tiles) AND HARVEST TOKENS (33 Tokens) 

In cooperation with the
Bavarian State Ministry of Health

and Care Services
Everything is healthy.

I. 
Will. 
Join.

* This landscape tile layout also appears on the Starting Tile.
Some landscape tiles contain different assortments of Animals and Harvest Icons than those shown above.

For a detailed list of the landscape tiles, go to www.carcassonne.de.

Great merchandise, mini-expansions,
our spare parts service, and much 
more can be found at:
www.cundco.de

 
 


