Watch how to play at
PARKS LIS GRS PARKSMEMORIES.COM

PA R KS Memories celebrates America’s national parks and features art from
the Flifty-Nine Parks Print Series. This Plains Walker set highlights US
national parks with majestic plains features. Share your memories and create
new ones together.

g%.ﬂwpm @KEYMASTERGAMES x @FIFTYNINEPARKS




OVERVIEW & GOAL

In PARKS Memories, you will explore a grid of tiles, on your turn revealing
two tiles and gaining one. Along the way, you will reveal tiles with matching
resources which will unlock powerful player abilities. To win the game, you’ll
need to collect 3 SETS of matching Park Art before your opponents.

GAME COMPONENTS o

48 Park Tiles (80 X 100 MM ) e
12 Ability Tokens ( 4 PER PLAYER )
1 Hiker Token

SETUP
THE FIELD - Shuffle all 48 Park I
tiles face down. Randomly place nine
tiles face down in a 3 x 3 grid. 9
THE STACKS - Take the remaining o
Park tiles and place them face down PARK TILES
in 3 Stacks of 13 tiles, one at the top of
each of the 3 columns of the Field. 1. PARK TYPE - Used to
ABILITY TOKENS * Give each wetiEln e
player an ability token of each type: 2. PARK ART * Collect
Sun, Water, Forest, and Mountain. matches to win the game I

Flip them to their inactive side.
3. NATIONAL PARK NAME

HIKER TOKEN - Give the Hiker
Token to the player who most
recently visited a park.

4. PARK STATE +
MEMORIES SET



ABILITY TOKENS

I The active side of an ability
token displays the full color
art and set symbol [

PLAYING WITH 4 OR MORE

Players should form into 2-3 teams. Each team is given one ability token for each
Park Type: Sun, Water, Forest, and Mountain. Players on each team can take turns
individually or together as a group, combining their Park tiles together as a team.



TAKING TURNS

The player with the Hiker takes the first turn with play proceeding clockwise
until the game ends. On their turn, players perform all of the following steps in

the listed order:
The two flipped tiles had a matching
1. FLIP TWO TILES ‘ Park Type, so the player refreshed

. their water ablity.
Choose any two Park tiles in the

Field. Flip both face up and check for
matching Park Types.

ABILITY TOKENS

If the Park Type matches on the flipped
tiles, the player immediately refreshes
their corresponding Ability—flipping

it to the active side. Once a Park tile
has been used to refresh an ability,

it cannot be used to later refresh an
ability during the same turn.

2. TAKE A TILE

Take one available face-up Park tile from
the Field and place it face up in front of you.

AREA - Tiles collected in front of a
player form the player’s area of Park tiles.

Park tiles in a player’s area always remain
face up for all players to see unless an ability
allows them to be placed face down.



3. DRAW A NEW TILE

Take the top tile from a Stack of your
choosing and place it face-up in the empty

space in the field.

4. MOVE THE HIKER

Move the Hiker from its current location to another face-up Park tile. If there are

Players may choose from
any of the three Stacks
when they draw a tile.

LOCKED TILES

Any Park tile under-
neath or affected by the
Hiker token’s ability

is considered Locked.
Locked tiles are not
available to take and
are not used toward
refreshing abilities.

no face-up tiles, the Hiker remains in place. A player’s turn ends when the Hiker
moves or an ability keeps the Hiker in its current position.

FLIP ALL UNLOCKED TILES FACE DOWN - The next player’s turn
starts when all Park tiles that are not occupied by the Hiker or are not affected

by the Hiker’s ability are face down.

o



ABILITY DETAILS Maximize your turn with Abilities!

Abilities can only be used when/as specified on the token. When used, the Ability
should flip to its inactive side and resolve completely. Abilities can even be used on the
same turn they were refreshed.

Important: If a Park Type match is revealed and the player’s m

ability token is already active, the ability does not refresh |:l Face-Up
and the matching Park tiles can no longer be used for other
refreshes on this turn. . Face-Down

SUN allows a player to gain more info and an instant
Ability refresh. The use of Sun may give a player more
Sun which will not be usable until the next time the
player flips two tiles.

WATER allows a player to turn a tile in their area face
down. The player may look at the tile at any time, but ifa
matching pair is made, both tiles are flipped face up.

The FOREST gives a player hidden information. The
player may have swapped the tile location or returned
the tiles to their original place. Only they will know:.

The MOUNTAIN gives a player the option to lock other
tiles in the Field. Instead of moving the Hiker token to
another face-up tile, a player can use this ability to keep
the Hiker on the same Park tile or a face-down tile in the
Field. Using this ability is the end of the player’s turn.

When a player takes a tile into their area,
they can use their water ability to turn
that tile or any tile not part of a pair face
down. This adds even more for opponents
to remember.




Each set of Parks Mem- WILDLIFE TILES

ories contains 4 Wildlife

tiles. When flipped, the Wildlife type automatically matches
with the other flipped Tile’s type to refresh that ability. If
more than one tile is flipped—such as with the Sun ability—
the player may choose from them which to refresh. If two
Wildlife are revealed, a player may refresh any ability.

WILDLIFE SIGHTING - Wildlife are unique in that they
are not taken into a player’s area. If a player chooses to take a
Wildlife tile during Step 2, they may immediately refresh any

m Ability, and the Wildlife tile is then discarded from the game.

When a player or team has 3 PAIRS of Park tiles with matching art in their area.
They immediately win! The game also ends immediately when two of the three
Stacks are empty. If that happens, the player or team who has the most matching
pairs wins. In case of a tie, the tied player with the most active abilities is the win-
ner. In the rare case of another tie, both share the memory of a victory.

MORE WAYS TO PLAY

Parks Memories is built on a core rule set that can be adjusted, mixed, and
combined with other sets to provide players the ability to play in new ways.
Here are a few options to get your creative juices flowing:

CLASSIC MEMORY - Playwithout = ADJUST THE SIZE * Add more
the Stacks and Hiker token to play a rows, columns, or tiles from another
classic memory matching game. set to make an even bigger game.

MIX AND MATCH * Combine or draft Abilities from other Parks Memories
sets to create a unique game experience you love.

Have questions about mixing sets and other situational rules?
Find more information and share how you play at PARKSMEMORIES.COM



ARTISTS IN THE GAME

PARKS ILLUSTRATED

Brave the Woods BRAVETHEWOODS.COM BIG BEND + YELLOWSTONE
Claire Hummel CLAIREHUMMEL.COM CAPITOL REEF + MESA VERDE
Cristian Eres CRISTIANERES.COM DEATH VALLEY

Dan McCarthy DANMCCARTHY.ORG ZION

DKNG DKNGSTUDIOS.COM GRAND CANYON

Elle Michalka ELLEMICHALKA.TUMBLR.COM THEODORE ROOSEVELT

Glenn Thomas GLENNTHOMAS.STUDIO SEQUOIA

John Vogl JOHNVOGL.COM YOSEMITE

Jonathan Bartlett BARTLETTSTUDIO.COM WIND CAVE

Kevin Hong KEVINHONG.COM PETRIFIED FOREST

Kilian Eng DWDESIGN.TUMBLR.COM CARLSBAD CAVERNS

Kim Smith KIMILLUSTRATION.COM CUYHOGA VALLEY + GRAND TETON
Igglreuﬂifﬁ{‘iig THELITTLEFRIENDSOFPRINTMAKING.COM  JOSHUA TREE

Marc Aspinall THETREEHOUSEPRESS.CO.UK ARCHES

Nick Slater NICHOLASSLATER.CO SAGUARO

Nicolas Delort NICOLASDELORT.COM GREAT SAND DUNES + MAMMOTH CAVE
Steve Scott STEVESCOTT.COM.AU GATEWAY ARCH

Telegramme Paper Co TELEGRAMME.CO.UK HOT SPRINGS

CREDITS & THANKS

GAME DESIGN - KyleKey / GAME DEVELOPMENT - Kyle Key, Mattox Shuler, Matt Aiken, and Jennifer Graham-Macht
RULE EDITING - Travis D. Hill and Donny Behne / THANKS TO -« Our Kickstarter Backers’ love of national parks and
making this project areality. / LAYOUT DESIGN, HIKER DESIGN, & ART DIRECTION  Mattox Shuler, Kyle Key, and J.P.

Boneyard (Art Director for the Fifty-Nine Parks Print Series illustrations)

KEYM ASTER G AM ESTM Keymaster Games publishes board games with captivating
experiences and elegant designs. Check out more of our
games at KEYMASTER.GAMES

g 9 o ‘P The Fifty-Nine Parks Print Series is a celebration of our Nation-

W ‘ﬂm& av EA‘ al Parks. The strength of the series comes from an eclectic mix

of artists and the unique beauty of each park. See their prints at
S59PARKS.NET or follow along on instagram @FIFTYNINEPARKS



