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The shepherds tread peacefully in the meadows of Carcassonne as they gather 
their flock, sheep by sheep. However, they must keep a keen watch for wolves 

until their flock have been led to the stable. Atop the rolling hills is a calm 
that invigorates those who stand upon them, lending them an unseen inner 
strength. And many a monk drink in the breathtaking view of the vineyards 

that surround their monastery.

Hills & Sheep

Game components

• 18 new Land tiles(identified with )

• �18 Sheep and Wolf tokens  (4x 1 sheep, 5x 2 sheep, 5x 3 sheep,  
2x 4 sheep, 2x wolf)

• 1 cloth bag

• �6 shepherds  
in 6 colors

Game setup

The Sheep and Wolf tokens are placed in the cloth bag. Each player adds the shepherd 
of her color to her supply of followers. Add the new Land tiles to the tile supply and 
shuffle well. Except for the changes described in the following pages, the basic rules 
of Carcassonne remain the same.

Shepherds and Sheep
Placing Shepherds: When a player places a tile featuring a field, she may decide 
to place a shepherd on that field instead of placing a follower. When a player places 
a shepherd, she must draw a token from the cloth bag. If it is a Sheep token, it is 
placed next to her shepherd in the field. However, if it is a wolf: tough luck! The 
player must retrieve her shepherd and return the Wolf token to the bag. A player 
is allowed to place a shepherd in a field that is already occupied by a farmer, but 
not in a field already occupied by another shepherd, and vice versa.
Tending the flock: Whenever a player places a tile that expands the field occupied 
by her own shepherd, she must choose one of two different actions (after placing 
a follower, or not, according to the normal rules):
• �Grow the flock (draw another token from the bag) OR
• Gather the flock (score points)
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Example: The red and blue Shepherds 
share the same field. That field is home 
to 4 Sheep tokens depicting a total of 
8 sheep. It is Red’s turn, and she 
chooses to gather the flock. Red and 
Blue each score 8 points. The sheep are 
returned to the bag, and the shepherds 
are returned to their player’s supply.

Had Red chosen to grow the flock by 
drawing another token from the bag, 
she may have drawn a Wolf token. In 
this case, Red and Blue would both 
score no points, and the field would be 
emptied of shepherds, sheep 
and wolves.

• Grow the flock
The player draws a token from the bag. There are two possibilities:
1. �It is a Sheep token – the flock grows. The player places the Sheep token 

with the other Sheep token(s) next to her placed shepherd.
2. �It is a Wolf token – the wolf chases the sheep away! The Wolf token and all 

Sheep tokens next to the player’s shepherd are returned to the bag. The 
shepherd, with no flock to tend, is returned to the player’s supply.

• Gather the flock
The player does not draw a token from the bag, and scores her flock instead. She 
scores 1 point for each sheep in the shepherd’s field (each token depicts 1 to 
4 sheep). All Sheep tokens in the same field as the player’s shepherd are returned 
to the bag. After a hard day’s work, the shepherd is returned to the player’s supply.

Several shepherds in one field: Through clever tile placement, fields that were 
once separate may be joined, resulting in a field occupied by two or more 
shepherds. All sheep present in a field are shared by all shepherds present in the 
same field, regardless of which player added them. When one player decides to 
gather the flock, all shepherds present in the field score full points as described 
above, before being returned to their player’s supplies.
Likewise, should any player add a wolf to a field, all Sheep tokens in that field are 
returned to the bag (along with the Wolf token), and all shepherds in that field 
are returned to their player’s supply.
The shepherd is not a follower. A player who wishes to score their shepherd 
must use the Gather the flock action. The shepherd may not influence any 
other scoring, nor does it count towards other scoring methods.
Important: Shepherds in play at the end of the game score no points.
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Example: Red and Blue each have 
1 knight in the city at the time of its 
completion. The red knight rests on a 
Hill tile. This causes Red to win the tie 
and she alone gains 10 points for the 
city. Blue scores no points. 

Hills	�  (Idea: Manfred Keller)  

Place and occupy: If a player draws a Hill tile 
(as pictured to the left), she immediately draws 
another tile (without looking at it) and places it 
underneath the Hill tile (as pictured to the 
right). Then, the player may place a follower onto the tile according 

to the normal rules. The hill is not itself a feature, but affects all features on its tile 
(city, road and field).
Hills during scoring: Any follower placed on a Hill tile breaks ties in favor of its 
owner. That is: when a feature (city, road or field) is scored, and two or more 
players are tied for most followers, a follower that occupies a Hill tile will break the 
tie in favor of the player who owns it. This player alone will score points for the 
feature.
If there is no tie when a feature is scored, the hill offers no other bonus. A follower 
on a hill is returned to a player’s supply after a feature is scored just like a normal 
follower.

A follower occupying a hill is also eligible to break ties during end game scoring 
(for fields and incomplete features).

Vineyards
Placement: A Vineyard tile is placed according to the normal rules. 
When a monastery is completed and scored, it is worth an 
additional 3 points for each vineyard on one of its 8 surrounding tiles. 
A single vineyard can add points to multiple adjacent monasteries.

At game end, an incomplete 
monastery does not receive any additional 
points from its neighboring vineyards.

Example: Red occupies a monastery, which is 
now being scored. There are 2 vineyards on the 
surrounding tiles. Red gains 9 + 3 + 3 = 15 points. 
Should Blue succeed in completing his monastery 
later in the game, he will also receive 3 additional 
points for the adjacent vineyard. 
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New Land tiles� (*Idea: Jan König)

The right side of the tile features 
two separate cities. A single tile 
can be placed to connect these 
two cities.

The right side of the tile 
features two separate fields. 
A single tile can placed to 
connect these two fields.

Special case: If these two tiles are placed like so, all 
shown city segments are connected.
(These tiles were intentionally created asymmetrical.)

Special case: If these two tiles are placed like so, the 
two cities are not connected. The top and bottom 
fields are not connected either.

Example: The tile on the right connects the 
two previously separate city segments of the 
tile on the left (resulting in a 2-tile city).

Example: The tile on the right  
connects the two previously separate 
field segments of the tile on the left.

Expansion 3: The Princess & the Dragon: When the dragon enters a Field tile 
occupied by a shepherd (and her sheep), it eats the shepherd and all of her sheep. The 
shepherd is returned to the player’s supply and the Sheep tokens are returned to the 
bag. This is an exception to the rule that states that the dragon only eats followers. 
The sheep simply look so delicious that the dragon gets… a little carried away.

The little houses split 
the road into two  
separate roads.

The fields between 
these two cities are 
not connected.


