Fruit Bandits — a 3 to 5 player game by lan Vincent

The people of Fruitopia have such sweet teeththieative counties, named after the fruits
they grow, compete each year to see who can prdadleamost jam. The fact that the
winning jam always tastes rather strange suggleatsome of the fruit is being obtained
by foul means, but this is overlooked as tryingvtirk out the exact mix has become a
national past-time.

Each player is responsible for organising the fraltection for their county. During each
of the nine weeks of the harvest season, they amagise to organise their workers as
either farmers to gather their own crop or banwitsteal half the harvest from another
county. The player who collects the most fruitl wécure victory for their county and may
make a victory speech, whilst the other playersmadzout how jammy (lucky) they were.

Setup

Each player is given all the cards for one coumgti¢ated with different card backs).
These consist of:

Nine Yield cards for their fruit (numbered 2 to 10)

One Harvest Card matching the fruit icon for théeld cards.

Four Bandit Cards with fruit icons matching theestfour counties.

Each player should remove their bandit cards ferfthits not taken by other players and
place them back in the box with the other unusedsca

Each player shuffles their Yield cards and plabestin a face down stack. The Harvest
and Bandit cards form their hand.

Playing a Round

Each player turns over their top Yield card. Téwgé number on the card represents the
amount of fruit ready for harvesting and the pasdrsicore from doing so.

The players simultaneously choose whether to hatlies own fruit (by placing their
harvester face down on the table) or to try andl $talf of someone else’s (by placing the
appropriate bandit card face down instead).

Once each player has placed a card face downatieegll revealed and the round is
scored.

Scoring a Round Number of Bandits
matching Fruit Ico Harvester's Share (c)

Fruit Icon\ /

Yield (a) /

Bandit/’s Share (b)

Each fruit should be scored in turn.



If the harvester matching the Fruit Icon was platyezh the yield will be divided up
between the harvester and any bandits as follows:
0 bandits the harvester scores the whole yield (a)
1-2 bandits  each bandit steals half the yield radman (b) and the
harvester scores what'’s left (c).
3 bandits the fruit is squashed and nobody scores.
If the harvester matching the Fruit Icon was nalypt then nobody scores for that fruit.

There are two special cards that score slightligihtly. Scoring examples can be found
at the end of the rules document.

3* Helping hand

Other players are invited to help gather the fruit
from this rather large field. If one or two
bandits turn up then the bandits and the
harvester will each score 3.

If more than two bandits turn up, the fruit will
still get squashed.

7+2 Easy pickings

The owner of this Yield card will score two
bonus points if they play a bandit card,
regardless of whether they steal any fruit.

Alternatively, they may ignore the bonus points
and attempt to harvest the 7 as normal.

Ending a Round

Each player returns their bandit or harvester talha

Players may wish to check the scores as this dantafiay on the next round.
Ending the Game

Once all 9 yield cards have been scored, the gatie €lhe player with the most fruit is
declared the victor and rosettes for lesser placesianded out (if available).

Draws are possible and are generally resolved dyin paper-scissors-stones.



Tournament Play

Scores should be awarded for position in each gather than adding the scores up from
all the games. This encourages players to plapdsition in the last few rounds of a
game, rather than trying to maximise their score.

Reference materials, calculators and random nugdiegrators are all banned. Players
may shuffle their hand in order to produce a seandom play.

Pairs Variant (for 6, 8 or 10 experienced players wh 2 copies of Fruit Bandits)

Players sit opposite their partners, who play astime county from the other set of cards.
Bandit cards will target the first opponent in aaglwise direction who is playing that fruit.
Signalling to your partner is as frowned upon as ftuitless!

Scoring Examples

Below are scoring examples from five rounds of pl&ach column contains the cards and
scores for one of four counties. Pumpkin Countyasrepresented, its cards were returned
to the box along with the four Pumpkin Bandits.

Grapes 4pts 4pts - -
Blueberry - - - -
Strawberry - - 3pts 2pts
Lemon - - - -

Grapes

Blueberry 4pts
Strawberry -
Lemon -



Grapes 3pts
Blueberry -
Strawberry -
Lemon -

Grapes -
Blueberry 4pts
Strawberry -
Lemon -

Grapes 2pts
Blueberry -
Strawberry  Opts
Lemon -

3pts

Opts

7pts

4pts
2pts

p&

Opts

2pts

3pts



