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Contents
54 playing
      cards:

25 Prizes:
5 Red Ribbons

1 Migrant 
Worker tile

4 Specialty markers

1 Rulebook (you’re reading it),
   and 5 Rule Summary cards

Pick fruit to win prizes at the fair!
Send your pickers and gardeners to the orchard. But watch out for the raccoon, he’ll steal 
your fruit!  Apples, cherries, plums and lemons - hold on to your fruit to compete for special 
rewards, or send it to the fair to win medals and ribbons.  Whoever makes the best showing 
at the Fruit Fair wins fi rst prize!

10 Picker 
cards

10 Gardener 
cards

10 Extra
Worker cards

24 Fruit tree cards

5 Green Ribbons 5 Blue Ribbons

5 Silver Medals 5 Gold Medals

1 Raccoon
 tile

1 Truck tile

5 Turn Order tiles

80 Fruits:
            20 Cherries     20 Apples     20 Plums    20 Lemons
                  (red)                  (green)          (blue)           (yellow)

3 Special tiles:

9 12 15
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Before the fi rst game:
Punch out the prizes, specialty markers, special tiles, and turn order tiles.

Place Extra 
Worker cards 
here

Players will place fruit in the 
wheelbarrow

Place fruit in the fruit trees

Place prizes 
face-down on 
these spaces

Raccoon
Space: Place 
the fruit the 
raccoon eats 
here

Gameboard

Specialty 
Markers go 
here
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Lay out the gameboard. Place fi ve pieces of each fruit in 
the corresponding trees. (In a fi ve player game, place six 
fruits in each tree.) Place the remaining fruit beside the 
board; this fruit forms the Stock pile. Place the Raccoon, 
Truck, and Migrant Worker tiles beside the board.

Separate the Prizes by type (gold, silver, blue, green, 
red). For each type, shuffl e the fi ve Prize disks face-
down and place three (still face-down) on the matching 
colored spaces on the gameboard. Place the remaining 
Prizes in the box out of play without looking at them.

Place Extra Worker cards (Picker/Gardener) on their 
spaces on the board according to the number of players:

Game Setup
Shuffl e the Specialty markers and place one face-up on 
the trunk of each tree.

Give each player a set of four fruit tree cards (one of 
each fruit), two Picker cards, two Gardener cards, and 
two randomly chosen pieces of fruit, taken from stock. 
Players will keep their cards for the entire game. Place 
one set of four fruit tree cards next to the board for the 
Raccoon.

Take Turn Order tiles equal to the number of players, 
shuffl e them, then randomly place one face-up in front 
of each player.

Lay out the fi ve Game Summary cards in order, where 
all players can see them.

Now the game is set up and ready to play.

[See EXAMPLE 1 on page 4 for a sample set-up of a 
four player game.]

3 space
    2
    2
    3

4 space
    2
    3
    3

5 space
    2
    3
    4

3 player game
4 player game
5 player game

Playing the Game
Fruit Fair is played in rounds, with fi ve phases in each 
round.

Each round, you use your cards to assign Pickers and 
Gardeners to the four fruit trees in order to pick and 
plant fruit for next round. Spend your fruit to score 
Prizes (worth victory points) at the fair. At the end of the 
game, the player with the most points wins.
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EXAMPLE 1:
A four player game of Fruit Fair is set up and ready to play.
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EXAMPLE 2: You send no one to the apple tree, two 
pickers and one gardener to the lemon tree, no one to 
the cherry tree, and one gardener to the plum tree. (Re-
member to keep the piles face down and squared up so 
no one can see how many cards are in each pile.)

Phase 1: Assign Workers

All players simultaneously (and secretly) assign Pickers 
and Gardeners to the four trees using one of the follow-
ing two methods:

1. Place one fruit tree card face-down on the table, then 
place any number of workers (zero, one, or more than 
one) face-down on top of it. Repeat this process for each 
of the four fruit tree cards, creating four face-down piles 
in front of you. [See EXAMPLE 2.]

2. Alternatively, assign a worker to a tree by placing 
its card immediately after the fruit card in your fanned 
hand. You may assign zero, one, or more than one 
worker to each tree. When you’re fi nished assigning the 
workers, place the cards in a face-down stack in front of 
you. [See EXAMPLE 3.]

Be sure not to let any of the other players see which 
workers are assigned to which trees. Phase One ends 
once all players have fi nished assigning their workers.

Phase 2: Raccoon Eats

If a player holds the Raccoon tile (see Phase 5 for how 
to get it), that player gives the Raccoon one piece of fruit 
from two different trees. Place these two fruits onto the 
raccoon space on the board. (Note: The raccoon must eat 
two different fruits, and you may not feed the raccoon 
from an empty tree.)

If no player holds the Raccoon tile, shuffl e the extra set 
of fruit tree cards face-down, then draw two to deter-
mine which fruits the Raccoon eats. Place these fruits on 
the Raccoon space. (If one of the chosen trees is empty, 
draw another card.) [See EXAMPLE 4.] EXAMPLE 4: The raccoon eats one apple and one 

lemon from the trees.

EXAMPLE 3: You send one picker to the cherry tree, 
two gardeners to the apple tree, no one to the plum tree, 
and one picker to the lemon tree.
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Phase 3: Pick and Plant

In turn order, each player sends their pickers and garden-
ers to the orchard.

On your turn, turn over your cards, revealing each fruit 
tree and the workers you sent there. If you hold the 
Truck tile (see Phase 5 for how to get it), you can choose 
to rearrange your workers at this time. You then do the 
following three steps:

1. Pick
Each Picker and Extra Worker picks one fruit from the 
tree where he was assigned. Place the fruit on the table 
in front of you. For each Picker (not Extra Worker) that 
can’t pick a fruit from a tree (because the tree is empty), 
you may immediately make a fruit swap. To do this, 
exchange one fruit in front of you with a fruit owned by 
another player, or held in stock. The other player may 
not refuse this fruit swap. (If you have no fruit, then 
you may not swap.) [See EXAMPLE 5.]

Note: You must pick fruit if it is available in the tree 
where you sent your Picker. You can’t choose to make a 
fruit swap instead.

2. Plant
Each Gardener and Extra Worker takes one fruit of the 
correct type from stock and puts it into the wheelbar-
row under the trees. This fruit may not be picked by 
any player this round. If no fruit of the correct type is 
in stock, the gardener does not plant. An Extra Worker 
(Picker/Gardener) will pick and plant at the tree he is 
assigned to. 

3. Pick Again (Migrant Worker)
If you have the Migrant Worker tile (see Phase 5 for how 
to get it), pick one fruit from the tree of your choice. If 
all the trees are empty, he picks a fruit from stock.

EXAMPLE 5: Player 4 makes two fruit swaps, swapping 
player 1 and player 2 for two cherries.

Once player 1 has fi nished picking and planting, he 
picks up his cards to use next round. Player 2 then sends 
his workers to the orchard to pick and plant. Play contin-
ues in the order given by the Turn Order tiles until each 
player has taken a turn. [See EXAMPLE 6 on page 7 for 
an example of a player’s turn.]

At the end of Phase 3, move all fruit in the wheelbarrow 
to the corresponding trees. Note that the board shows 
fi ve fruit in each tree. This does not mean that each tree 
is limited to fi ve fruit. Each tree can hold an unlimited 
number of fruit.

Result of two fruit swaps:
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 Phase 4: Go to the Fair

In turn order, players now decide whether they want to 
trade in fruit to hire Extra Workers or win prizes at the 
Fruit Fair. 

On your turn, you can acquire one or more Extra Work-
ers or Prizes (Medals or Ribblons) by returning some 
of your fruit to stock. The number of fruit you turn in is 
equal to the amount shown on the board next to the item 
(or items) that you want. The fruit returned to stock can 
be any combination of colors. When you buy an Extra 

EXAMPLE 6: A player’s turn. You have two Pickers, 
two Gardeners, one Extra Worker, and the Migrant 
Worker tile. You send one Picker and the Extra Worker 
to the cherry tree, two Gardeners to the apple tree, no 
one to the plum tree, and one Picker to the lemon tree. 
One Picker picks a lemon, and the Extra Worker picks 
a cherry. Since the other Picker gets nothing (there are 
now no cherries left), you can make a fruit swap with 
another player. (You swap an apple for a cherry from the 
other player.) You plant one cherry and two apples (into 
the wheelbarrow). Finally the Migrant Worker picks a 
lemon.

Worker, the card becomes part of your hand for the rest 
of the game. Each player may acquire a maximum of 
two Extra Workers during the game. When you claim a 
Prize, look at the value but don’t reveal it to the other 
players. [See EXAMPLE 7 on page 8.]

If you have the Raccoon tile, you receive a discount on 
the number of fruits you must spend for Extra Workers 
and Prizes. Each Extra Worker costs one less fruit, and 
each Prize costs two less.

IMPORTANT NOTE: As soon as the Fair is over 
(at the end of Phase 4), if any player has more than eight 
fruits, they must discard fruits to stock until they are 
down to eight.

fruit sw
ap
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EXAMPLE 7: You have seven assorted fruits.  You may 
take the lowest priced green ribbon for fi ve, or the low-
est priced blue ribbon for six fruits. You may not take 
a silver medal, since the lowest priced silver medal is 
gone, and you do not have eight fruits for the next one. 
You may take a red ribbon for fi ve fruits, but a green rib-

bon would be a better value. If you had the raccoon tile, 
you could take a gold medal for six fruits, or else take a 
green ribbon for three and a blue ribbon for four.
Since you don’t have the raccoon discount, you decide to 
take the green ribbon for fi ve fruits, and save two of your 
cherries for use in Phase 5.

You have:
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 Phase 5: Assign Special Tiles

Players now compare their fruit holdings to determine 
the player order for next round, as well as who will hold 
the Raccoon tile, the Truck tile, and the Migrant Worker 
tile. Determine this by looking at the positions of the 
markers on the trunks of the four fruit trees.

Note: When assigning Special tiles, be sure not to 
remove the Specialty markers from the board. Specialty 
markers (smaller, printed on the diagonal, brown border) 
stay on the board, on the trunks of the four trees. Special 
tiles (larger, printed square, no border) are handed to the 
players during Phase 5. Turn Order tiles are considered 
Special tiles.

Turn Order:
The player with the most fruit from the tree where 
this marker is located will be player 1 next round, and 
takes the number 1 Turn Order tile. The player with the 
second most of this fruit will be player 2, and so on. If 
two or more players are tied, break the tie in favor of the 
player who had the later position (higher numbered tile) 
this turn. [See EXAMPLE 8]

The Migrant Worker:
The player with the most fruit from the tree where this 
marker is located takes the Migrant Worker tile. If two 
or more players are tied for the most of this fruit, place 
the Migrant Worker tile aside until Phase 5 of next 
round. The player with the Migrant Worker tile may pick 
one extra fruit of his choice during his turn. 

Turn order is determined by having the 
most fruit from the tree marked by the 
Turn Order Marker.

The Migrant Worker will pick one 
fruit of your choice from any tree 
that still has fruit. He does this at 
the end of your turn in the orchard. 
(In Phase 3.)

EXAMPLE 8: This turn cherries will determine turn 
order for next round. (The Turn Order marker is on 
the trunk of the cherry tree.) Anna and Carl have two 
cherries, Doris has four, Ed has one, and Bob has none. 
Doris will go fi rst. Anna and Carl are tied, but Anna 
went before Carl this round, so Carl will go second, and 
Anna third. Ed will be fourth, and Bob last.

ANNA           BOB           CARL          DORIS           ED

ANNA           BOB           CARL          DORIS           ED

Assigned Turn Order:
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EXAMPLE 9: During Phase 2, the raccoon ate a cherry 
and a lemon.  Swap the Truck and Turn Order markers, 
so that the Truck is now determined by cherries and 
Turn Order is now determined by lemons. Put the eaten 
cherry and lemon into the stock pile.

The Raccoon:
The player with the most fruit from the tree where this 
marker is located takes the Raccoon tile. If two or more 
players are tied for the most of this fruit, place the Rac-
coon tile aside until Phase 5 of next round. The player 
holding the Raccoon tile chooses which two fruits the 
raccoon eats, and receives a discount when buying Extra 
Workers and Prizes at the Fair. See Phase 2 and Phase 4 
for details on the effects of the Raccoon tile.

The Truck:
The player with the most fruit from the tree where this 
marker is located takes the Truck tile. If two or more 
players are tied for the most of this fruit, place the Truck 
tile aside until Phase 5 of next round. The player holding 
the Truck tile may rearrange his workers during Phase 3, 
just before he picks and plants.

The Special tiles will stay with the players who receive 
them until Phase 5 of the next round, even if they lose 
their majority during the round. The tiles only change 
hands during Phase 5.

After all the Special tiles have been assigned for the next 
round, two of the Specialty markers change locations.  
Swap the two markers on the trees that match the fruits 
the Raccoon ate. (These are the two fruits sitting on the 
Raccoon space.) Then return these fruits to stock. [See 
EXAMPLE 9.]

The player holding the Raccoon tile 
chooses which two fruits are eaten in 
Phase 2.

The player holding the Truck tile may 
change the arrangement of his
workers during his turn in the
orchard (in Phase 3), sending them 
to different trees if he wishes. 

The player holding the Raccoon tile pays one fruit less 
for an Extra Worker, and two fruits less when turning in 
fruits for a Prize at the Fair. (Phase 4.)

Raccoon ate:
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When fi ve or fewer Prizes remain unclaimed on the 
board, play one more complete round. At the end of that 
round, the game is over.

After the last round, all players reveal their prizes and 
total their scores. A player’s total score is the sum of the 
points on all their prizes, plus one point for each fruit 
they hold. The player with the highest score wins the 
game.

Ties are broken in favor of the tied player with the high-
est valued gold medal. If none of the tied players has a 
gold medal, then the highest silver medal. (Then blue 
ribbon, then green ribbon, then red ribbon.)

See EXAMPLE 10 for an example of scoring.

End of the Game

EXAMPLE 10: End of game scoring. Anna has 20 + 9 + 16 + 1 = 46 points. Bob has 10 + 15 + 18 = 43 points. 
Carl has 14 + 16 + 12 + 2 = 44 points. Doris has 23 + 19 + 4 = 46 points. Ed has 11 + 8 + 19 + 1 = 39 points. 
Anna and Doris are tied, but Anna’s gold medal is 20 points and Doris’s gold medal is 23 points. Doris wins!

DORIS                                                                     ED

ANNA                                                                BOB                                                                CARL

11

10
15 12

14
9

8

16
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Rule Variant
In a four or fi ve player game, you may feel the need to 
mitigate the disadvantage of going last in the fi rst round. 
If so, then include either or both of the following rule 
changes:

Instead of taking two random fruits, the fourth and 
fi fth players choose their two starting fruits.
The fi fth player may choose either the Raccoon 
tile or the Truck tile to use for the fi rst round of the 
game.

•

•

Michael Adcock
Donna Balkan
Nathan Beeler
Camilla Franklin
Jonathan Franklin
Noah Franklin
Chuck Ledger
Carl Olson
Christopher Rao
Dan Roberts
Paula Shoudy-Roberts
Steven Roberts

Adam Romney
Dale Romney
Grant Romney
Richard Rowan
Greg Schlosser
Elsa Schultz
Melody Schultz
Nikki Schultz
Mik Svellov
Keith Van Kirk
T. Brian Wagner
Doug Walker
Mimi Walker
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