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The conveyors keep sending completed
candy along and you have orders to fill!

Adjust the conveyors and align the candy to
make the best of a bad situation as candy
collides all over the Sugarworks.

You and the other Sugarworkers manage
the Sugarworks factory floor to get
ahead of the candy!
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5 Candy Outpul Tiles
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1 Candy
Die

GAME COMPONENTS ——

==,

5 Candy Activation
Sequence Tokens

———

1 Game Board

30 Conveyor Tiles 3 Shipping Crales
i Red 5 Yellow 5 Green & Blue 5 Purple
Candy Candy Candy Candy Candy
Tokens Tokens Tokens Tokens Tokens

5 Sugarworker
Cards

4 Bonk Helper
Cardzs

6 Blanket Order Cards
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GAME SETUP

The first player is the player @ Shuffle and deal 3 blanket

who most recently ate candy. orders gray 'SIDE A' to an
Set the candy die in front of area all players can see clearly.
this player.

Roll the candy die.

Flip the corresponding blanket

Place the board onto the table.

| Note: “A” side up for your first game! | orders to the colorful candy
'SIDE B' if they are one of the

Place the candy output tiles three in play.

on their starting locations,

indicated by the small

matching candy icon on the Note: You may use a modified set of compo-

nents, especially foryour first games, so adjust

starting side of the conveyors. ; )
the steps here according to your scenario.

Place one corresponding
candy on each of these output
CONVEYOrs.

Place the 3 shipping crates on
their starting locations.

Shuffle the stack of conveyor
tiles. Deal 3 conveyor
tiles to each player.

Shuffle the
order cards:

Deal 3 to each player.
Place the order cards
next to the board in the

designated spot.

Reveal 4 order cards to
create an order market.
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— GETTING STARTED —————

SEQUENCE OF PLAY
1. Player Actions

A. Order Actions

B. Factory Actions
2. Candy Movement

PLAYER ACTIONS
Each player must take one Order
Action and then one Factory Action.

ORDER ACTIONS

First, take an Order Action.
Choose one of the following:

- Pickup a face up order card

- Draw one from the top of the order
card deck

 Discard one face up order card

Then discard down to five order
cards in hand. Immediately replace
any face up orders taken during
this step. Then take a factory action.
Order cards in the order market are
incomplete.

FACTORY ACTIONS

Take one of the following factory
actions:

- Adjust an output to a new position

» Conveyors can be played from
your hand

» Make a candy on an empty con-

veyor
ADJUST

Candy output tiles can be moved
from their current space to an open
space. Any candy on these tiles will
move with them. There are only two
spaces for candy output tiles in each
row, so space will be tight!

CONVEYORS

When you take this action, you will
play one of the three conveyor tiles in
your hand. Then draw a conveyor tile.

You may place a conveyor tile in a
space with an existing conveyor tile.
Discard any conveyor tile in play and
then play in that space.

You may place a conveyor tile in a
space with candy. The candy will
remain on the new conveyor tile.

MAKE A CANDY

There is at least one candy icon on
every order card. You can discard an
incomplete order card to put a sin-

gle depicted candy onto a matching
single empty output conveyor.




—— CANDY MOVEMENT ————

After all players have completed their actions, the conveyors will activate,
sending the candies toward their final destinations (hopefully!).
Candy will be resolved in the following order of Candy Types:

1. Red Circle C‘“’ Disclaimer: Sugarworks is aware that
asquare s also technically a rectangle.
2. Yellow Hexagon We’ve included the color to ensure that
£ there is no confusion.
3. Green Triangle aq
4. Blue Square c@:,
5. Purple Rectangle g

All candy of that shape will always be
resolved completely before moving
onto the next shape. The top-right-
most space is checked first, then
resolve that column. The column
to the left is resolved next starting

at the top. One column at a time top
to bottom, before moving on to the top of
the column to the left.




During candy movement, the
conveyor tiles cause the movement
and follow the conveyor tile icons.
The candy will activate twice,
moving one space in the direction of
the center icon on the conveyor tile
that it is currently on each time.

LOST

Anytime a candy leaves a board edge
that doesn't exactly place it into a
shipping crate, the candy becomes
lost. Move this candy to the ¥ lost
gutter on the game board. A candy
tile with an # will cause candy or a
specific candy to become lost.

LEFT ICON

If an icon appears in the upper left
corner of the conveyor tile, this icon
is resolved as soon as candy enters
the tile, before a Bonk! is resolved.

MOVEMENT

Movement Icon Chart

Move the candy one space
o to the right.

Move the candy one space
to the left.

Move the candy one
space down.

Move the candy one
space up.

=17  Move the candy
| diagonally one space up
and right.

Move the candy
diagonally one space
down and right.

Move the candy to
?@ the right two spaces,
= * skipping over the space

immediately to the right.

Move the candy to the left
two spaces, skipping over
the space immediately to
the left.

2 .. The candy shape
™ shown becomes lost.




3% BONK!

When a collision happens you can Once all Bonks! have been resolved,
reference the diagram on the helper  the initially moving candy will con-
card described below here for each tinue to move with any activations it
candy shape. had left, along the conveyor track.

Note: Bonks! can result in a chain reaction of Bonks!

Bonk! Chart

Candy Struck Bonk Movement Bonk! Symbol
a Red The Red Circle that was hit S
: ~ Circle moves one space to the right. ﬁ‘w #
T Yellow The Yellow Hexagon moves A
W diagonally up and to the right S

— Hexagon

one space.

Green
Triangle

The Striking Candy moves
diagonally up and to the right
one space.

cﬂa Blue
= Square

down one space.

¥ =
Bl ﬁ
ik
The Striking Candy moves &m
4

G’-_-. Purple

Rectangle the right one space.

The Striking Candy moves to




— PLAYERS ACTION EXAMPLE —

ALEX’S TURN: c Draw e Replace e Play

Alex begins their turn by taking a face and play an Up spring in the middle
up card from the order market and conveyor line. They draw a replace-
replenishing that order market space ment conveyor tile and the turn passes
from the deck. Then, for their factory to the next player.

action, they take the conveyor action

BLAKE’S TURN: @ Draw @ Adjust

N ae—

Blake doesn’t like the available orders For their factory action, Blake decides

and for their order action, draws the to adjust and move the red circle
top card of the order deck, taking a output conveyor to the empty space in
chance at something better! the top row.
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CASEY’S TURN: @ Discard @) Replace @) Discard

Casey has great orders in hand and an order from their hand with a purple
might score well on the blanket orders, rectangle on it to make a candy. Casey

so they decide to discard a card fromthe  places a purple rectangle candy on the
order market row for their order action. empty purple rectangle output conveyor
For their factory action, they discard and is now scoring on the blanket order!

DALLAS’ TURN: o Draw e Replace ePlay oLost GScore

Dallas selects a face up card from the triangle candy on the board. The green
order market for their order action, triangle candy is Lost right away, and
they have a conveyor tile in hand Dallas can play their special order face
and can score it right away! For their up in front of them as soon as that
factory action, they take the convey- candy is eaten. The face up numbers
or action and place the green candy near the star in the top right corner
eater alien tile underneath the green are points at the end of the game!




" S
— CANDY MOVEMENT EXAMPLE —

Q: The red circle candy in the rightmost-topmost position activates twice
before moving on to the next red circle candy Q X

©: The rightmost-topmost yellow hexagon activates twice, and is loaded into the
heart shipping crate.

(D) : Then, the next rightmost in the middle row activates and Bonks!
into the blue square candy. When the blue square is Bonked! the candy that
moved into it goes down one space. The yellow hexagon activates again and is
loaded into the pumpkin shipping crate.

© IUTEE): Then, the last yellow hexagon activates and Bonks! into the
blue square sending the yellow hexagon down one space. The yellow hexagon
activates a second time, Bonking! into the red circle. When the red circle is hit,
the red circle moves one space to the right. Notice, the red circle ignores the
conveyor direction! Bonks! always happen exactly as pictured in the helper!




© @B : Green triangle will activate and immediately become lost as soon as it
lands on the green candy eater.

@ : Blue square activates and goes into the bunny crate.

@: The second blue square goes right one space and then up one space.

c: The third blue square goes right one space and leaves the board looking like
this before it activates a second time.

@ : The second activation for the blue square candy Bonks! into the
other blue, sending the moving blue square candy down one space.
m : Then the purple rectangle activates the first time setting the board like this:

@ : Lastly, the purple rectangle activates a second time, Bonks! into the
blue square sending the purple rectangle down one space. There, it Bonks! a second
time into the yellow hexagon, which sends the yellow hexagon diagonally up and to
the right one space.




— SPECIAL ORDERS —————

Special orders are played from
your hand immediately once the
triggering event occurs. Play these
face up in front of you - they score
the points on the top of the card at
the end of the game. This is a great
way to get cards out of your hand to
make room for additional orders.

3% BONK!

In this example, two red circles ;
into each

must bonk into one another. This
also counts as two red circle icons.
Special Order cards in hand are
incomplete until scored.

SALES ORDERS

Sales orders score at the end of the game as
indicated on the top scoring band of the card.
Play these cards face up at the end of the game to
3 ETTET score them if the condition on the card is true.

T o oOF
) e % 5

-« (e the

most In this example, if the purple rectangle has the
present in; most deposited in the bunny crate. Sales Order
cards in hand are incomplete until scored.

—BLANKET ORDERS ————

All players can score on these shared
orders.

SIDED BLANKTT AinT e Blanket orders with two scores shown
will award the highest value to the play-
W 5 Most Soored: er(s) that have the most cards matching
e that scoring condition. Second place
*3 is awarded to the player(s) who tie for

second place with the given criteria.

14



CANDY DIE

After all candy has com- For each shape rolled, place one candy

g %' . pleted their movements, of that type on the corresponding output
] pass the candy die to the tile. If “ALL” is rolled, all candy outputs
next clockwise player, will have a new candy placed on them.

- who becomes the first player After new candies have been added to
for the next round. the appropriate output tile, the next
round begins with the new first player’s
The new first player rolls the candy die. player actions.

GAME END

The game will continue until one type of candy has been completely sent through
the factory with no more available in the supply. Finish all candy movement for the
round and proceed to final scoring.

FINAL SCORING

Each player scores the points
listed on any scored orders that
they have. Any time there is a tie,
all tied conditions are true. These
cards will all score.

Loading. /g
Zone:1

Players will also score any blanket
orders that they achieve.

The player with the most points is
the winner!

If the game ends in a tie, all tied
players share in the victory!




SIMPLE GAME

This can be a way to slowly introduce the complexity of the Sugarworks factory.

FIRST SHIFT

This is my first day!
Setup: Create an order deck using the 0 1st
shift Order cards. Skip creating an order market,
deal 3 sales orders to each player and discard the
rest.
Candies: Circle, Triangle, and Rectangle

Special: Discard and redraw any tile that calls ' SALES ORDER
for excluded shapes. Spawn all three candy -

at the end of the candy phase. Do not roll the are rhe
candy die. Skip taking order actions. most

present in:

SECOND SHIFT
Ithink I know what is going on!
Setup: Normal, Use only Sales orders and create an order
market. Use the yellow hexagon blanket order gray side
up. Do not roll the die to flip this blanket order.
Candies: All
Special: Take order actions normally. New candy will

now start on the candy output tile when rolled at the end
of the candy movement.

—— THIRD SHIFT ———
I'mready to be promoted, Boss!

Setup: Normal

Candies: All

Special: You're playing the game now!

16



When does a tile “Eat” their
favorite candy?

As soon as candy comes in contact
with the “Eat” tile, the candy

is removed before any other
interaction. This can happen as
candy moves, Bonks, or when a tile
is placed underneath it.

Can candy be pushed back onto
the candy output Tiles?

No. Candy output tiles can only hold
candy that has been produced by
the candy die. Candy moving onto

a candy output tile in any other way
is Lost.

How do ties with Fewest and

Most work? Sugarworks believes

in happy ties. In the event that the
same quantity of candy is in a crate
for each color represented, they all
tie for both fewest and most.

What about Zero? Is zero “fewest”
or “most”?

No. Only candy that is present
counts as “fewest” or “most.” The
keyword that will reward candy
missing from a location is “No.”

FAQ

What is the Tile/Bonk/Movement
priority?

Eating tiles happen immediately,
Bonks interrupt movement and
must be fully resolved for all candy
before finishing the movement of
the current candy. Bonk direction
overrides the conveyor direction.
Normal candy movement follows the
conveyor.

When does candy move in the
direction of the conveyor?

The arrow shows where the next
space of normal movement will
place the candy.

What if we find an infinite loop?
In the rare event that you have
created an infinite loop that has
been overlooked, stop when the
initiating candy tries to move again.
The candy blinks out of existence
and is placed in the Lost pile.

What if the game ends in a tie?
‘When you tie, share the victory!




—— ADVANCED RULES —————

The following additions can be made to increase complexity as desired.
For Advanced Play include any of the following and alter the appropriate step above:

Flayer ]
Flip the game board to the “B” Shuffle the candy activation tiles.
side of the board Cover the Bonk! spaces with the
shuffled candy activation tiles
@ Roll the candy die face up.
Place a random conveyor tile @ Shuffle the candy output tiles.
face up on the spaces with icons
matching the candy die roll. Note: This replaces the candy
output step above.
Deal one Sugarworker to each
player.
Randomly arrange them face down
Players choose the ability on in any of the six eligible spots.
either side of the card to use for
this game. @ Revel the randomized candy

outputs and place one candy on
each of these.

— ALTERNATE BOARD ——

Place the board “B” side up. The “B” onto the spaces corresponding to the
side has conveyor tiles other than the candy die. It’s best to do this in candy
straightforward tiles and it has candy  activation order. This variable board
icons on some of the spaces. Roll the is also a good addition to one or 2
candy die. Place a random conveyor player games.

tile from the top of the conveyor deck

I8



SUGARWORKERS ———

Sugarworkers give players a unique r
ability that can either be used once v OPERATIONS DIRECTOR

Hﬂ [l

per game or once each turn. To
Prispard thes ol ar the et

incorporate Sugarworkers into the

of FoUr e m nesTrnge of
game, deal out one Sugarworker of i AT DU

card to each player randomly.

The player may then choose either side
of the card to use for this game. That
player now has the ability listed on the
Sugarworker card for this game.

— CANDY ACTIVATION ORDER —

Shuffle the candy activation candy Bonk icons. Candy activation
sequence tokens. In the Bonk! sequence for this game will now
reference on the game board, deal follow that order when resolving
one candy activation sequence candy activations.

token face up to each of the five

—— CANDY OUTPUT STARTING —
POSITION

During setup, shuftfle the candy
output tiles and deal them face
down to any of the six valid candy
output locations. Once the starting
output locations have been
selected, turn these tiles face up
and place a candy on each of the
corresponding spaces.

19



SCENARIOS

Scenarios are alternate ways to play from the standard game.

COOPERATIVE OR SOLO
Setup: Deal eight order cards face up to be shared between players.
Candies: All

Special: Players score together. For each completed order, score the face value.
You will lose points for any orders that are not complete. There will always be
a hand limit of 8 orders in the shared player hand. Two players can’t adjust

a candy output out of and then back into place. Don't skip actions. If playing
solo, take two sets of player actions before candy movement.

‘Win: Play for the high score! Write your scores in the rulebook!

|:| 9 or fewer: I:l 25-49: I:l 70 or more:

Bitter Start Tasty Effort! SWEETNESS
|:| 10-24: |:| 50-69: OVERLOAD!
Pleasant Shift Sugary Satisfaction!
LUCY MODE

Setup: Normal

Candies: All

Special:Candy spawns in each output every turn. Players may now choose
one of the following two actions as a factory action.

Eat a Candy: Players can also choose to “Eat” a candy on their turn and
place it in lost.

5-second Rule: Players can “Eat” a candy from “Lost” and remove it from
the game. We highly recommend that they also declare “5-second rule!”
when they do this.

‘Win: Score orders as normal and don't get sick eating all of the candy!

IRRITATING COWORKERS

Setup: Normal. All players must agree to use any rule listed in the Special
section below.

Candies: All

Special: In addition to the standard order actions, players may choose to
include any of the following irritating order actions:

Order Pawning: Players have no hand size limit. They can’'t choose to draw
a card as an order action if they have 6 or more cards.

Players may place a card from the market or the top of the deck into another
player’s hand as an order action.

20



Order Swapping: Players may take an incomplete order from an opponent
while giving the opponent one of their incomplete orders as an order action.
Hidden Orders: Players may select an order in any opponent’s hand

and turn it to face the other direction. The player holding the order can

still score on this card if they remember what it was, or during end game
scoring. For special orders, they must specifically state that the event on the
indicated card occurred. If they are correct, their opponent truthfully says
“yes” and they score the card. If not, their opponent flips another card to
face away from them.

To reveal their cards again, one of the cards facing away must be used to
create a candy. They indicate a card and ask their opponent if this card can
create a candy. If it can the opponent truthfully replies “yes”, they discard
the order card and create the candy as normal. In addition, they can turn
all cards to face them again. If they can't create a candy, their opponent
truthfully says “no” and their opponent flips another card to face away.
‘Win: Score orders as normally and try to keep your friends.

CLASSIC SUGARWORKS
Setup: Use Only Sales Orders, Place the yellow hexagon blanket order gray
side up next to the game, do not create an order market.
Candies: All

Special: No order actions.

For your factory action, you may draw
2 and keep 1 sales order.

‘Win: Score orders as normally.

2l
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— SOLO/COOPERATIVE SCORES —

TEAM

SCORED | LOST

TOTAL

STARS

piaaas

b= -La

LA BB B ¢

aiataat

LB B B8 ¢

aia ot

LA BB A ¢

et

LA BB A ¢

e tadas

LA BB B ¢

LA B BB ¢

AR GRRAGN

LA A A A1

o S

= I e B e B

LA BB ¢

9 or fewer:
Bitter Start

*
10-24:
Pleasant Shift

*k

25-49:

Tasty Effort!
ik

50-69:

Sugary Satisfaction!

*hkk

70 or more:
SWEETNESS
OVERLOAD!

ik
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— QUICK REFERENCE ————

SEQUENCE OF PLAY
1. Player Actions

A. Order Actions

B. Factory Actions
2. Candy Movement

PLAYER ACTIONS
Each player must take one Order
Action and then one Factory Action.

ORDER ACTIONS

- Pickup a face up order card

- Draw one from the top of the order
card deck

- Discard one face up order card

Then discard down to five order
cards in hand.

Red Circle Candy:
Goes 1 space forward

Bonking Candy: Goes
diagonally 1 space up &
forward

Bonking Candy:
Goes 1 space down

FACTORY ACTIONS

- Adjust an output to a new position

- Conveyors can be played from
your hand

» Make a candy on a matching empty

conveyor

CANDY MOVEMENT

Candy activates twice in order:

&

1. Red Circle

2. Yellow Hexagon

bt

3. Green Triangle

4

&

4. Blue Square

5. Purple Rectangle -l

Yellow Hexagon
Candy: Goes diagonally
1space up & forward

Bonking Candy:
Goes 1 space forward
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