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Hedge Mage
Welcome

Components

You and your neigbouring Hedge Mages have got a bit of a gnome problem.  Gnomes 
started popping up in your garden, so to try and get rid of them you’ve decided to send 
your Assistants over to your Rival’s garden to cause some mischief and attract the 
Gnomes their way.  However your other neighbour has the same Gnome problem and 
has gotten the exact same idea as you! Now you’re all raising hedge mazes in your 
gardens to try and stop your neigbour all while trying to send as many Gnomes their way 
before they can stop you.  

Hedge Mage is a polyomino fueled, pick up and deliver game where you place polyomino 
hedges to build your own hedge maze while racing around your opponent’s maze trying 
to complete goals that will attract gnomes to their garden instead of yours.  The player 
whose garden has the fewest gnomes at the end of the game wins!

4 Maze Boards

16 Player Markers40 Gnome 
Tokens

48 Plant Tokens

15 Hedge Cards Gnome Goal Deck

8 Assistant Meeples 
(2 per player)

4 Wheelbarrow Boards 4 Mage Towers

60 Hedge Tiles 
(15 per player)

x 16

x 16

x 16
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Game Setup
1. Give each player a tower, assistant meeples and wheelbarrow board in their chosen 

color. Also give each player a maze board, 4 flower tokens, 4 mushroom tokens,4 
pumpkin tokens, 2 hedge portals and 10 Gnome Tokens. 

2. Sort all of the hedge tiles by shape and give every player a set of one of each of the 15 
different tile shapes. Discard the rest to the box.

3. The backs of each card in the Gnome Goal Deck have one of four symbols on them 
(pumpkins, flowers, mushrooms and the tower).  Randomly pick one goal card of each 
type and place them face up in view of all players. Discard the rest to the box.

4. Players now set up their maze board. Each quadrant of the board has three token 
starting spaces.  Place your plant tokens (pumpkin, flower, mushroom) on these 
starting spaces such that each quadrant has exactly one of each of the token types. 
Place your tower on its marked space.

5. Shuffle the hedge cards together. Take the top 3 cards and return them to the box 
without revealing them. Place the remaining cards face down in a stack within view of 
everyone.  This is the Hedge Deck.

6. The player to your right is your Rival and the player to your left is your Neighbor. (In 
a two player game, your opponent is both your Neigbour and Rival). Take your two 
assistant meeples and place one of them on each of the spaces marked with a meeple 
on your Rival’s board.  Take your wheelbarrow board and place it next to your Rival’s 
maze board so that you can comfortably reach it.  Your Neighbor will be doing the 
same with your board. Make sure you can comfortably reach both you and your Rival’s 
maze boards.

Gray Player

Blue Player

Red Player
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Game Overview
Hedge Mage is played over 12 rounds. In each round you will simultaneously place a 
randomly chosen hedge tile on your board in order to build your maze and hinder your 
Neighbor.  Then, after all players have placed their hedge tile, you will simultaneously 
move your Assistant Meeples on your Rival’s board in order to complete goals and lure 
Gnomes from your garden to theirs. After 12 rounds, whoever has the fewest gnomes 
wins!

By completing goals, you will be able to send your Gnomes over to your Rival.
There are 4 Gnome Goals each game and each player starts with 10 Gnomes.  Three of 
these goals have to do with the picking up and moving around your Rival’s Plant Tokens 
and the other can be anything to do with the state of the board. 
Each Goal Card has a set of requirements and a number of Gnomes you send over to 
your opponent when you meet them.  

Goals either have tracks that you progress through or one time conditions that you need 
to meet.  As you move up the track or meet the conditions you will mark your progress 
towards them and send Gnomes over to your Rival depending on the Goal.

If you ever run out of Gnomes to send to your Rival, wait till the end of the round to see if 
your Neighbor sends you any and send the remaining amount to your Rival from those.  
In the rare case that you still do not have enough Gnomes to send to your Rival, you 
automatically win the game!

Specific rules for the different Goal Cards can be found on page 7.

The Goal and the Gnomes

Gray Player Blue Player

Red Player

In the example to the left, 
the Blue Player is the Gray 
Player’s Rival.  The Gray 
Player has just completed 
a goal that lets them send 
over 2 Gnomes.  They take 
2 Gnomes from in front 
of them and give them to 
the Blue Player.  The Blue 
player is also sending 1 
gnome to ttheir Rival and 
the Red player is sending 
3 Gnomes to theirs from 
goals they have also 
completed.
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Round Overview

You will be placing the same shape hedge tile as all the other players on your own maze 
board to block your opponent and gain movement for your assistants

There are 3 phases in each round.  For each of the following steps, everyone takes their 
actions simultaneously.  Once everyone has finished with a phase, move onto the next.

1. Reveal a Tile: Have one player flip over the top card of the hedge deck. Everyone then 
takes the matching hedge tile from their supply.

2. Place the tile: Place that tile on your board according to the following rules:

3. Discard the hedge card: Once everyone has placed the tile, discard the hedge card 
to the box.

Exception: If you cannot legally place the tile, you may place it such 
that part of the tile hangs off the edge of the board.  For the purposes of 
all other rules, the part of the tile that is not on the board does not exist.

1. Place a Hedge

The tile must line up with the grid 
and not hang off the edge of the 
board. You may rotate and flip 

the tile.

You cannot place the tile such 
that it makes a 2x2 hedge 

anywhere 

The tile may not be placed on 
top of a token or meeple

You cannot place a tile such that 
two open spaces on your board 

are no longer connected
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2. Gain Movement

3. Move Assistants

The amount both of your assistants will move is 
based on where you placed your hedge tile this 
round in relation to the sigils on the board.

Each hedge tile has a space with a sigil on it. 

Once you have calculated your movement value for this round, both assistant meeples 
can move up to that many spaces on your Rival’s board. 
They can only move orthogonally and cannot move off of the board or into the same 
space as a hedge tile.  Tokens and other assistants do not block movement.

At any time during an assistant’s movement, they can:
• Pick up tokens from the space they are currently in and put them in their bag. Each 

assistant has their own separate bag and there must be a spot in their bag for the 
token. Each Assistant can hold up to two tokens at a time.

• Remove tokens from their bag and place them in the space they are currently in. Any 
number of tokens can share the same space. 

In the above example, the 4x1 highlighted 
tile was just placed.  There is one sigil in 
the same row, 2 in the same columns and 
1 on the tile itself for a total of 4.

In the example to the left, the blue 
player has 5 movement. The Wand 
Assistant starts with a mushroom in their 
wheelbarrow.  They then move 2 spaces 
and drop off the mushroom, move one 
more space and pick up the pumpkin.  The 
Hat Assistant has two flowers and simply 
moves 5 spaces without picking up or 
dropping off anything.

The number of sigils on your board in the same 
rows and columns as the hedge tile you just 
placed is your movement value for this round. 
This includes the sigil on the tile you just placed. Do 
not count a sigil more than once

If you placed the hedge tile with part of it hanging 
off the board, only count the sigils in the same row 
and column as the part of the tile that is on the 
board.

Sigil
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Hedge Portals
Hedge Portals allow your assistants to make shortcuts through your Rival’s maze. Each 
player starts the game with two Hedge Portals and during the Move Assistants step, you 
can place a Hedge Portal on a hedge tile space on your Rival’s board.
Your Assistants can now move onto this space from any adjacent empty space. When 
they do, they immediately move as far as possible in the direction the Hedge Portal is 
pointing until they reach a non-hedge space. (If this would send the Assistant off of the 
board, they cannot use the Hedge Portal).  These Hedge Portals stay on the board until 
the end of the game.  

In the example to the left, the yellow 
meeple uses one movement point to 
move onto the hedge space with the 
portal and then is immediately moved 
in a straight line through two hedge 
tiles to the next open space.  
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In this example, the 
gray player has just 
gone from 2 pumpkins 
in a line to 4 pumpkins 
in a line so they send 
a total of 5 Gnomes to 
Rival.  The red player 
has just gone from 
2 to 3 pumpkins in a 
row so they send 2 
Gnomes to their Rival.

Goal Card Details

Plant Goals
Plant Goals have a Gnome track and a description of what the numbers on left side of the 
Gnome track correspond to.
 As soon as any number of the tokens meet the condition, check how many tokens meet 
the condition and then move/place one of your player markers to that spot on the Goal 
Card. Plant Tokens on a starting space do not count towards a Goal Card.
  
Every time you move your player marker up the track, take the number of gnomes 
depicted on the space on the track you landed on from in front of you and give them to 
your Rival.  If you would move up more than one spot on the track at a time, give your 
Rival the amount of gnomes depicted on the spots you pass over as well as the one you 
end on.
Your marker can never go down on the Gnome track.  This means that if you undo your 
progress towards a goal you have to reach the level you previously were at in order to 
send more Gnomes to your Rival

Line O’ Pumpkins

4

3

2
The number of 

pumpkins in the same 
row or column

Gnome Track

Condition Player Markers

There are two types of Goals: Plant Goals and tTower Goals.  Plant goals have to do with 
the specific plant tokens while Tower goals have conditions to do with the general state of 
the board and have a bonus for the player who completes it first. You can complete goals 
at any time during the Move Assistants phase.

This symbol represents the action of sending one Gnome token from in 
front of you to your Rival. Each of the Goal Cards has a number of these 
symbols which tell you hown many Gnomes to send to your Rival when 
you meet their requirements.
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In the rare case where you have no Gnomes at the end of a round, then the game ends 
and you automatically win the game!
Otherwise, when there are no more hedge cards to draw the game ends.  Whoever has 
the fewest Gnomes wins the game! If players are tied, then the player whose Rival has 
the most Gnomes wins the game.  

End of the Game

In this example, the 
players whose Assistant 
reaches their Rival’s Tower 
first will send 2 Gnomes to 
their Rival while eveyone 
who reaches The Tower 
after them will send 1.

Tower Goals

First Player Bonus

The Tower Goals have a condition that can relate to anything in the game and is either 
completed or not.  Whenever you meet the condition on the Goal Card, place one of 
your player markers on the card (if you already have a player token on the Goal Card, do 
not place a new one.  You can only complete this goal once.)  Then, send the depicted 
number of Gnomes to your Rival.

Some Goal Cards have a number of Gnomes in parenteses and labeled 
“1st”.  If you are the first player to reach this condition, then you also get to 
send the number of gnomes in parenteses as a bonus. If multiple players 
complete this goal first in the same round, all such players count as 
having been first. 

Gnome Delivery

As soon as an Assistant 
enters one of the 8 

adjacent spaces to the 
Tower

1st

Condition

1st player bonus

Gnomes to send

1st


