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A NEW YEAR BEGINS.
Within the charming valley of Everdell,

beneath the boughs of towering trees,

among meandering streams and mossy

hollows, a eivilization of forest critters,

is thriving and expanding, Ever since

famed adventurer Corrin Evertail

discovered the hidden realm long ago,

the citizens have prospered under the

shelter of the enduring Ever Tree.

From Everfrost to Bellsong, many a year

have come and gone, but the time has

come for new territories to be settled

and new cities established. You will be

the leader of a group of critters intent

‘on just stch a task. There are buildings

to construct, lively characters to meet,

events to host-itwill be a busy year!

Will the sun shine brighteston your city

before the winter moon rises?

Prepare to be enchanted by the wondrous

world of Everdell. Once you are here, you

might never, ever, want to leave.
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OVERVIEW

In Everdell you willbe deploying

workersto various locations on the

boardin order to gather resources,

‘which you will use to play eards faceup

infront ofyou, forming your own

woodland city.

Each turn you will perform only one of

three possible actions

+ Place a Worker

+ Play a Card

+ Prepare for Season

‘You may place one of your workers

‘on any location, so long as itis not

blocked by another player (unless the

location allows for multiple workers).

Immediately claim the listed resources

or perform the action.

‘To play a card, you must pay the listed cost

of resources. Cards may be playes either

from your hand, or from the area of faceup

cards on the board called the Meadow.

Ifall of your workers are deployed,

you may prepare for the next

season by bringing back all of your

‘workers, gaining a new worker(s), and

performing the action describedfor the

following season.

[A playeriis finished when they have

played through the last season and

cannot perform any more actions. After

all players have finished, the player with

the most points is the winner.



CONTENTS

UGAME BoARd

Bw Gr
4 BASIC EVENT Tiles

~\

« Oe

24 workers (6 per PLAYER)

2@
20 OCCUPIED — 1 8-5IDED dIE

TOKENS opSlo Gums



we
W FOREST CARDS a e

. Cvtidll

I victory CARD

agg:
16 SPECIAL

128 CRITTER & CONSTRUCTION CARDS EVENT CARDS
30 Berries

30 Twigs 25 RESIN 20 PEBBLES

TEveR TREE

‘Guin: take listed resource or pot tens rom tha general supply.

GENO Fay place listedrecoureesmom: tothe general spy.
ss Debt takes cardio the op ote deck an ad your ban

‘Reveal reveal candefromthedeck for llplayersto se”

(jiean a)

4



SETUP

1) Place the board on the table. Place the

Ever Tree on the stump at the top of the

board.

2) Place the twigs, resin, pebbles, and

berries in piles along the bank of

the river. Place the point tokens and

‘occupied takens beside the board,

8) Shuffle the Forest cards and place

them on the forest clearings. Use 3

cards for two players, or 4 cards for

three or four players. Put the remaining

cards back in the box.

4) Place the 4 basic Event tiles along

the river, then shuffle the special Event

cards and place 4 special Events on the

lower branches of the Ever Tree. Put the

remaining special Events back in the

box

5) Shuffle the main deck and randomly

place 8 cards faceup in the Meadow.

Place the deck inside the Ever Tree.

6) Each player chooses a color and.

starts with 2 workers of that color. The

first player will draw 5 cards from the

deck, the second player 6 cards, the

third player 7 cards, and the fourth

player 8 cards.

7) Each player places their4 other

workers on the upper branches of the

Ever Tree: 1 worker on spring, 1 on

summer, and 2 on autumn,

‘The most humble player goes first.
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resources or perform the action. That

PLACE A WORKER workeris then considered deployed to
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Your workers arenecessary forthe _ with the Prepare for Season action.
expansion and success of your ety.
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LOCATIONS TO VISIT INCLUDE

Forest LOCATIONS

These are varied and generally more powerful locations that

you can visit. In a two or three-player game, there is room for only

A worker on each Forest location. The location spots with the M&
symbol are only available in a four-player game. However, you

‘may not place 2 of your own workers on a single Forest location.



You may place a workeron any

Destination eard in your city, or on a
Destination card in another ety that

has an BEDE symbol, in which case the

owner ofthe Destination gains 1 point

token from the supply.

EVENTS

‘You may also place 1 of

your workers on any

remaining basic Event or

special Event to achieve

It. To achieve the Event,

‘ou must meet all the

listed requirements on

the Event, and must pay

any required resources

at the time you place

your worker there, Only

‘neplayer may achieve

‘each Event. You have to

be able to achieve the

Event to place a worker

on the Event. You get the

‘worker back like normal
Recerca next season
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Achieved Events should be placed beside

your city for scoring at the end of the

‘game. Note: You do not have to retum your

achieved Events ifthe required cards are

later removed from your city.

HAVEN

‘The Haven location

isa shared space.

There is no limit to

the amount of

workers that may

be placed onit,

even of the same color. By going here,

you may discard any number of cards

from your hand, and gain | of any

resource for every 2 cards you discard.

Note: The discard pile is facedown.

JourNey

In autumn only, you may send a worker

on a Journey. You must diseard cards

equal to the listed points of the Journey

location you choose. The 5-point,

4-point, and 3-point locations are

exclusive, and the 2-point location is

shared. The deployed

worker is worth the

listed points at the

end of the game.

‘Youmay send

more than one

worker ona

Journey.



PLAY A CARD
‘You may play one card. To play a card,

‘you must pay the listed requirements

into the general supply. Cards may be

played from either the Meadow cards

or from your hand,

You will be playing these cards in front

of youto form your city. There are two

types of cards in the game: Critters

and Constructions. You may have

‘multiple copies of any Common card in

your city,but you may only have one

specific copy of any Unique card.

CONSTRUCTIONS

7

ie
26

fiif

i=)=,
Se

Gain 7 011819
ser yo ay 2 Constrection,

CRITTERS

‘You may pay the required cost in

berries to play the Critter card, or if the

Construction listed in the top left of,

the Critter card is already in your city,

you may play the Critter card without

paying the cost in berries.

Important:When playing a Critter for

freeby using the elated Construction,

placean “Occupied? tokenon the
Construction. You may only do this

once per Construction

—
‘Note: The occupied token is not removed

from the Construction card ifthe free

Critteris later removed from your city.



cny

Your city has a maximum of 15 spaces,

to play cards into. Each card takes up 1

space, Recommended layout is 3 rows

with 5 cards in each. Event cards do not

count against this 15 card limit.

Suggested City Layout

CARO TYPES

‘Tan Traveler: Activates once

immediately when played. It

never activates again.

Green Production: Activates

once immediately when

played, and once during the

Prepare for Season actions in

spring and autumn,

Red Destination: Activates

‘whena workers placed on

Cards with the BBM symbol
may be Vitedby opporants.

Blue Governance: Grants you

bonuses after playing certain

card types, and offers

different ways to play cards

fora discount.

Purple Prosperity: Worth the

base points and thelisted bonus

ppoints at the endof the game.©
 O
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DRAWING CARDS

Always draw cards from the deck,

unless specifically told to draw them

from the Meadow cards.

‘There isa strict hand limit of8 cards,

You cannot ever have more than§

cards in your hand. Ifyou get to draw

ards, youtcan only draw up to'8, no
more Ifyou are required to give cards

{oan opponent, you must choose an

pponct whohas oom in ther band,

itpossible: give as many cards 43

possible, then discard any remaining

todraty cards from the Meadow cards,

Ifthe deck ever runs out, shuffle the

discard pile to form a new deck,

TIMING

When a card is played, follow this

sequence of actions, when applicable:

1. Use “card playing ability”

(Dungeon, Judge, Innkeeper, et).

2. Pay resources or use occupied token,

3. Ifthe card comes from the

Meadow, replenish the Meadow.

4. Place the newly played card

in your city. (Ifthe played card

effect removes another card from

your city, that card is removed

immediately before the new card.

placement)

5. Resolve newly played card effect.

6. Resolve triggered effects

(Courthouse, Shopkeeper, ete)



PREPARE FOR SEASON

Ifyou have placedall of your workers

and you cannot play a card ordo not

wish to, then you must prepare for the

next season. On your turn, bring back

all of your deployed workers, then gain

the listed bonuses for the next season,

as shown atop the Ever Tree. After

doing so, your turn is finished, and play

continues with the next player,

‘Thematically the game begins in late

winter and ends as the next winter

approaches. Autumn isthe last Prepare

for Season action you may perform in

the game.

Important: Players do not have to

perform the Prepare for Season action

at the same time,
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Example: On yourfirsttum, youplacea worker

‘on the Stwig space and ake the resources

‘On thefollowing turn you placea workeron

Forest ocationto gain! twig Iresin, and 1

‘bem. On the next turn yeu play a Farm from

‘yourhandby paying the listed castof wigs

‘andI resin, yourimrnediatelygain!berry from

the Farm. On your next turn yeu play a Barge

‘Toad from the Meadowbypaying 2 berries, and.

then immediatelygain 2 tvigsfiom the Barge

Toad because you havea Farmin youreity

‘On yournext tum, you donothave enough

resources to play anymorecards andallof

‘your workersare deployed, so you prepare for

thenext season. Youbring back your deployed

‘workers, and then gainthe bonus listed for

spring: gaining one new workerfromatopthe

Ever Tee, and activating all green Prodtiction

cards in your city which are your Farm and

Barge Toad, immediately gaining youa berry

‘and 2ewigs.



When preparingfor the next season,

new workers from the Ever Tree

join your growing city. Gain the Inspring, you gain 1 new

corresponding worker(s) and activate ‘worker and activateall green

the next season's listed bonus, Production cards in your city
| in any order you choose.

In summer, you gain1 new worker.

‘There is no Production in summer, but

green cards still activate immediately

if played during summer. Also, you

‘must draw up to 2 Meadow cards

‘when you prepare for summer, if able.

In autumn,you gain 2

workers and activate all,

‘green Production cards

inyour ity.
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ENd GAME

When you have reached the end of

autumn and cannot perform any more

actions (or do not wish to), you have

finished the game and must pass. If

player has passed, they cannotbe

given any cards or resources. If cards

or resources have to be given toa

player and all other players have

passed, discard instead.

Any unfinished players continue

playing until all players have passed,

‘Then add up all points to determine

the winner:

You may find it easiest to add up the

base value of each card, then come

back and add up point tokens, purple

Prosperity card bonuses, Journey

points, and Events.

Ifthere is a tie, the player who achieved

the most Events wins. If thereis still a

tie, the player with the most leftover

resources is the winner:

SCORING EXAMPLE [PAGE 14)

Base points for cards: 22

Point tokens: 14

Prosperity card bonus points: 10 (3

for Gatherer, 2 for Architect, 5 for

King)

Journey points: 4

Events: 12 (6 for Performerin

Residence, 3 for Ministering to

Miscreants,3 for Grand Tour)

Total: 62
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SOLO RULES
When playing Everdel! solo, you will be

competing against a cantankerous old

rodent known as Rugwort and his pack

of rovdy, rambunctious, rat ruffians. He

willbe returning to Everdell for three

‘yearsin a rox, each time bearing anew

title of nastiness. You must find away

to overcome his dastardly tricks and rid

Everdell of his lth once and for all!

The three years represent three levels of

dificulty, and are not meant tobe played

back to back as one full game (though an

adventurous critter might attempt such

feat),

YEAR k “RUGWORT THE RASCAL
Select a player color for Rugwort (he

prefers black) and set up the game

According to the two-player setup. You

have a starting hand ofS cards,and

Rugwort does not have a handof cards.

‘Take one of Rugwort’s workers and place

it on the top-left Forest card, blocking it

Place his other worker on the 3twig Basic

location, blocking it.

Play the game as normal with these new rules:

‘Any time after you play a card, Rugwort

gets to play a card. Ifyou played a Meadow

ard, first replenish the card

‘To play Rugwort’s card, roll the 8-sided die;

the number rolled will determine which of

the 8 Meadow cards Rugwort gets to play

into his city. The cards are numbered 1-8,

with the top-left being! and the bottom

right being8. For Rugivort’s city, place his

cards in stacks accordingto color types

‘soyou can clearly see how many he has

of each color. The card's ability and point

‘value do not matter. Replenish the Meadow

card after he has played his card, After you.

hhave performed the Prepare for Season

action, Rugwort immediately performs his

Prepare for Season action, which consists,

of these steps:

4) Checkto seeif he has enough ofthe

colored cards in his city to achieveany

of the four basic Events. Ifs0, place that

Event(s) in is city.

2) Take his new worker and place it on

the #1 Meadow card (#2 for summer,

and #3 & #4 or autumn), so by the end

‘of the game he will have a worker on.

the top 4 Meadow cards. You cannot

play these cards anymore, but Rugwort

still can,

'3) Moving counter-clockwise, move his

‘worker to the next Forest card.

During the spring Prepare for Season.

action, move his worker from the 3 twigs

locationto the2 resin location, During

summer, move his worker to the 1 pebble

location, During autumn, move his worker

totheI berry and I card location.

In autumn, remove his worker fromthe

3rd Forest location and place it instead on

the 3-point Journey space.

SCORING
Rugwort will score: 2 points per card in his

city (@ points for each purple Prosperity

card), 3 points for each basic Event he

achieved,3 points for each special Event

thatyou did not achieve,3 points for his

‘worker on Journey, and any point tokens

thatyou gave him,



YEAR 2: “RUGWORT THE ROTTEN”
Same rules as YearOne with these

additional rules:

Place his worker on the 4-point Journey

space instead of the 3.

Rugwort gains 6 points for every special

Event that you did not achieve, instead of3.

YEAR 3: RUGWORT THE RAPSCALLIONTM
Same rules as Year Two with these

additional rules:

Place his workeron the 5-point Journey

space instead of the 4.

During Rugwort’s autumn Prepare for

Season action, he kidnaps one ofyour

‘workers! Do not move his worker to the 1

berry and1 card space-instead remove his

‘worker and one of your workers from the

game. Now youwill only have 5 workers to

use for the last season of the game.

Beat him in Year Three and the bards of

Everdell sing ofyour triumph! The historian

records your victory to be preserved

and remembered for all time! The old rat

Rugwort skulks away, leaving Everdell in

peace... for nov.

NOTES

+ Rugwort may have morethan 15 cards in

his city.

+ Any Meadow card that one of Rugwort’s

‘workers ison is totally blocked and cannot

be played, drawn, or discarded byyou.

+ Ifyou arerequiredto give an opponent

cardsor resources, discard them instead.



INDEX

CRITTERS

Architect: At game end, worth | point for

each of your leftover resin and pebbles, up to

6 points total

Bard Discard up to§ cards from your hand,

‘to gainI point token for each card,

Barge Toad: When played and during

Production, gain2 twigs for each Farm in

your city.

Chip Sweep: When played and during

Production, activate any1 green Production

card in your city. We know what you are

‘thinking, and we donot recommendit. By

‘the time the poor thing caught his tai, het

‘burneda hole straight through our table. Do

not ask him to do that.

Doctor: When played and during Production,

‘you may pay up to 3 berries to gain | point

token for each berry.

Fool: The Fools played into an empty spot in

an opponent’ city. Stinks, don’t it? The foot

‘may even be playedinto an opponents cityif

‘that opponent has already finished the game!

Solo Game: Rugwort can play the Fool into

‘your city. Ifyou play the Fool, discard the

Fool and remove any1 card from his city.

Gatherer: Sharesa space with a Harvester, 9,

combined they only take up {space in your

city. Atgame end, worth 3 points if paired

witha Harvester. May only share space with1

Harvester.

Harvester: Shares a space with a Gatherer, so

combined they only take up 1 space inyour

city. Ifyou have a Farm in your City and this

Harvester is pairedwith a Gatherer, then this

ceard gives you I of any resource when played

and during Production. May only share a

space with I Gatherer,

Historian: Draw {card afteryou playa

Critter or Construction-basically every time

you playa card after you have this Historian,

‘you getto draw a card (while observing the

hand limi.

Innkeeper: When you playa Criter, you

‘may diseard this Innkeeper from your city to

decrease the cost ofthe played Critter by

Serres. You donot gain the 3 berries. This

card cannotbe combined with any other card-

playing abilities including the Inn, any Forest

locations that allow you to play card, or

cards like the Dungeon.

Judge: When playinga Critter or Construction,

‘youmay replace fof any resource from the

listedcost with {of any other resource you

have. Example: Ifa card costs? berries, you

‘may pay {erry and | twig instead.

King: At game end, worth1 point for each,

basic Event, and2 pointsfor each special

Event youave achieved,

Miner Mole: When played and during

Production,you may copy any 1 green

Production card in any opponent's ety.

Basicallythe Miner Mole becomes that card.

for amoment-so if copying a GeneralStore,

‘you would receive 2 berries i that opponent

alsohada Farm in ther city. You cannotuse

‘Miner Mole to copy a Storehouse in another

city. However,ou can use a Miner Mole in

‘your city to copy a Miner Mole in another city,

then activate a Storehouse in your avn city,
placing the resources on your storehouse,not

fn the Miner Mole. Solo Game: You may copy

‘any green Production card in Rugwort’s city

‘with the Miner Mole.

Monk: When played and during Production,

‘youmay give up to 2 berries to an opponent

to gain2 point tokens for each berry you give.

‘Also unlocks the 2nd Monasteryroom,



Peddler: When played and during Production, you

‘may trade up to 2 of yourresources for Zof any,

ther resource. Trace with the general supply, not

other players

Postal Pigeon: When played, reveal 2 cards from

‘the deck. You may immediately play 1of these

‘worth up to 3 points for free, Discard the other.

Solo Game: Ityou play a Postal Pigeon andactivate

its abilityto play ahother card, that counts as you

playing2 cards, so on Rugwort’s turnhe will pay

2eards,

‘Queen: When you place a worker here, you may

Play any card from your hand or the Meadow

ards worth up to 3 points for re. This refers to

‘the base points of the card, not bonus points

Ranger: When played, move any 1 of your

deployed workers to anew location, following the

normal worker placement rules. Also unlocks the

2nd Dungeon cell. Youmay not place the Ranger in

‘the second cell of the Dungeon,

‘Shepherd: When played, gain berries. Also gain1

‘point token for each point token on your Chapel.

‘Shopkeeper: Gain { berry after you playa Critter

{into your eity. Do notgain a berry for playing this

Shopkeeper.

Teacher:When played and during Production,

draw 2cards, Keep 1 ofthem and give the other

to any opponentthat hasroom in their hand (see

‘page 10, Drawing Cards) q

‘Undertaker: When played, discard 3 of the

‘Meadow cards, replenish those3 cards, then draw

{card from the Meadow. Also unlocks the 2nd.

Cemetery plot.

‘Wanderer: When played, draw 3 cards. The

Wanderer does not take up Lofthe 15 spots in

your city,

‘Woodearver: When played and during

Production,you may pay up to 3 twigs to

gain I point token for each.
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CONSTRUCTIONS,

Castle: At game end, worth{point foreach,

Common Construction in your city.

‘Cemetery:When you placea workerhere,

reveal 4 cards from the draw pile ordiscard pile

‘and play lof them for free. Discard the others.

Yourworkermust stay here permanently.

Cemetery may only have up to 2 workers on it,
but the second spot must be unlockedby having,

fan Undertaker in your city.

Chapel: When you place a worker here, place

{point tokenon the Chapel from the supply
Draw 2eards or every 1 point token on the

Chapel

‘Clock Tower: Whenyou play the Clock Tower,

place 3 point tokens on it rom the supply.
Before you bring back your workers during

‘Prepare for Seaton action, you may return,

{point token from the Clock Towerto the

supply and activate one of the Basic or Forest
locations where you have a worker deployed.

‘Any points leton the Clock Tower at game's

{end will count towards your point total

Courthouse: Gain I twig, 1resin,or pebble

exery time you play a Construction into your

tity. You do not gain resourcesfor playing this

Courthouse.

Crane: When you play @ Construction, you may,
discard this Crane from your ity to decrease

the cost ofthe played Construction by 3of any

combination of resources.You do not gain the

3 resources, This card cannot be combined

with any other card-playing abiltiesincluding

the Inn, any Forest locations that allow you to

play a card, or cards like the Dungeon.

Dungeon: When you are playinga

Construction ora Critter, you may placea

Critter from your city beneath this Dungeon

todecrease the cost ofthe played cardby 3of

‘any combination of resources. Youdo not gain

the3 resources.he Critter in your Dungeon

{sno longer considered partof your city and.

isnot worth any points. This eardcannotbe

combined with any other eardeplaying abilities

Includingthe Inn, any Forestlocationsthat

allow you to play acard, orcardslikethe

Craneor Innkeeper. Dungeon can only have

upto 2prisoners, ut the second cell must be

tunlocked by having a Rangerinyour city.

Ever Tree: Atgame end, worthI point foreach,

purple Prosperity eard in yourety, including

this Ever Tree. Ever Tree ean grant of any

Critter fr free

Falr Grounds: When played and during

Production, draw 2 cards.

Farm: When played and during Production,

gain Iherry.

Goneral Store: When played and during

Production, gain {berry or gain berriesi

youhave atleast one Farm inyour ety (not 2

bberties per Farm)

Inn: Whenyou place aworker here, play a

Critter or Construction from the Meadow cards

for3 fewer resourcesof your choice. You do not

gain the 3resources. You gain Lpointtoken if

ln opponentvisits your Inn. Solo Game: You

‘may visit the Inn in Rugwort’s City and Rugwort

gains point token,

Lookout: When you place a worker here, copy

anyI Basic or Forest location, even if itis

‘ccupied by lof your workers.

Mine: When played and during Production,

gain I pebble

Monastery: When you place a worker here,

{give of any resourcesto an opponent and

then gain 4points. The worker stays here

permanently. Monastery can only haveup to

2 workers onit, but the second spot must be

unlocked by having « Monkin your ety



Palace: At game end, worth I point for each Unique

Construction in your eiy, including this Palace.

Post Office: When you place a worker here, give an.

‘opponent 2 cards from your hand and then diseard
any amount of cards fromyourhand that youwant You

imustbe abe to ghe the cards in order to place aworker

here. Then drave cards from the deck up to your hand
limit. ou gain I point token fan opponentvisitsyour

Post Office, Solo Game: You may visit the Post Officein

Rugwort’scity and Rugwort gains !point token,

Resin Refinery: When played and during Production,

again resi,

Ruins When played, discard a Construction from your

city and placethis cardi that spot, then receiveback that

‘Constructions listed costin resources. Also draw 2 cards.
yours Ruins (or any other ability) toremove a card

swith pointtokenson it youlose those point tokens. Ifyou

remove a card with a worker deployed ontoit thats not

there permanently, placethat worker on the Ruins. If they
‘were there permanently, dhe are lostwiththe ruined card.

‘School At game end, worth { point for each Common
Critter in your ety

Storehouse: When played and during Production,
fake from the supp and place either3 trig 2rein,
pebble or berries onthis ard, Alsoworks asa

locationto place a worker and take all ofthe resources

on thecard

“Theater: Atgameend is worth [point for each Unique

Critter in your city.

‘Twig Barge: When played and during Production,

2ewigs.

University: When you place aworker here, dizcard

| Gonstrietionor Critter from your elty and

receive back the listed cost of resources ofthe

‘iscarded card, plus gan lof any resource and

gain point. tyoudiseard a card with pint tokens

“nit, You Tove those point tokens you discard
S card with aworker deployed ontoit hat isnot
therepermanenty place that worker also on the

University you cannot use i again untilyou Prepare
for Season). If they were there permanently,they are

Tort with the discarded card,



TALE OF THE STANDING STONES
As toldby Poe the Legendary Storyteller

Long ago and far away inthe land of Gildin, a

‘Young mouse gazed at distant mountains and

‘wondered what lay beyond. His was alife of

hardship and turmoil, as was true for many a

critter during those darker times. There was

nary a drop of honey or nibble of blueberryto

be found, as any and every available provision

hhad been used in the Serpent War, when brave

critters gathered together to fendoff the serpents

ofthe Northern Wilds.

“There among the poverty and desolation sata

‘mouse driven by dreams of hope. Corrin Evertall

‘was his name. His father, a brave warrior, had

lost is life to the war. With the news of his

fathers death, Corrin's mother passed away soon

aftr, leaving Corrin an orphan on the dark

streets ofthe port city of Stormwillov.

‘Many were his adventures and narrow escapes

luring those formidable years of his youth, but

quick thinkingand iron will—and nota small

amount of providence—saw him through. He

remembered dreams of better lands beyond

distant mountains. He knew that such ajourney

could very well be the death of him, but there

‘was no future for him in Stormwillow.

“The time had come.

(Ofhis few friends, he could convince three to

travel with him, Together they set out on a cold

Greensprout morning, wanderers seeking a and

they were not even sure existed.

‘Many a story has been told of that lang

journey through Dunewaste desert and over

the Spirecrest mountains. It was a harrowing



‘adventure that lasted for nine months and.

ultimately claimed the life of Corrin’s dearest friend.

But when the thread ofhope that had pulled them

through was tits thinnest, on the 19th day of

Hopewatch, the adventurers crested a final peak and

‘beheld the wonder that they had been seeking.

“The sun was delighted that day a it broke apart the

‘dark clouds that had frowned for so long, and shone

its light upon the glorious emerald valley belove.

It was a land unspoiledby the stains of war and

untouchedby the devastation of greed.

After exploring the valley for many weeks, Corrin

and his companions finally settled among the roots

cof what would one day be the monument ofhope we

know as the Ever Tree. He declared the valle to be

[Bverdell, and spoke a blessing upon it.

Almost immediately after establishing a place to rest

his head, Corrin set about erectinga monument to

commemorate, and to never forget, the journey that

‘was made to discover this sacred place.

“They raisedup nine white stones, each representing,

‘a month of their journey. Into these stones they

carved memories, they carved hopes and dreams,

and finally, a challenge forall of us who now enjoy

such peace and comfort in our beloved realm.

“These are the words of Corrin Evertail, etched into

that stone and spoken now for us to never forget:

There is no sorrow too black for hope.

Even midnight gives way to the morning

Selze the day and make ising.

Let your bell ring forever loud and true,

[Now go, go into the world, and let your life bea

standing stone that will encourage and inspire

‘others for many seasons to come.
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