
IntroductIon Booklet

Welcome to WInter tales
The falling snow, once beautiful, is now oppressive and brings 
no comfort in these dark days. Dorothy wraps her coat tighter, 
but the wind cuts deep into her old bones. Her destination is 
now in sight, its barred windows dark and uninviting. Though 
the enormous brick building is unpleasant to look at, it stirs 
something deep within her heart—hope. Locked inside these 
walls waits Alice, one of the few remaining allies who would dare 
stand against Winter’s oppression.

A shadow stirs near the entrance, its breath a heavy growl. A 
crude knife in the creature’s hand catches the dim light, and for 
a split second it reflects hateful red eyes. Dorothy takes a deep 
breath and walks steadily toward her fate.

In Winter Tales, players take on the roles of improvisational 
narrators in a rich fantasy world. Each player must tell his part 
of the story using unique characters stuck in a world swallowed 
by eternal winter. These familiar characters come straight from 
popular fairy tales, and much has transpired since their last 
journeys were penned. From Alice, who was locked away for 
telling unbelievable tales, to Snow White, who has become 
obsessed with her beauty, each character has a role to play in the 
coming struggle between spring and winter.

read thIs FIrst!
This booklet introduces players to the world of Winter 
Tales and provides players with the basic concepts of 
gameplay. Before reading the rulebook, players should 
read this booklet to understand how the game works and 
how the included components inspire the storytelling 
aspect of the game.

TM



2

How elaborate, lengthy, or in-depth they want to go when 
interpreting story cards is the players’ choice. Sometimes, a player 
may feel like a spontaneous 30-second monologue describing this 
part of the story in exacting detail is the appropriate way to add to 
the tale. At other times, a single sentence relating the story card’s 
image to the current situation is sufficient.

Players must play story cards to make their characters do 
anything in the game, whether it be moving around the map, 
attacking an enemy character, or reviving a friendly character. 
The number of cards and the manner in which the cards are 
played will vary, depending on what action the player chooses to 
perform. However, regardless of the action performed, the player 
must tell a story with each card he plays.

the epIc struggle
The struggle between spring and winter is nearing its climax. 
The rebel forces are hopeful that their fight for freedom will 
bring about the return of spring, while the soldiers of winter are 
pressing to guarantee their frozen season will remain for  
all eternity.

Each character is part of either the spring or winter faction. To 
influence this struggle, players use their characters to participate 
in legendary quests that can tip the odds in their favor. For 
example, the rebels may be searching for the sun-crown, a 
powerful artifact that can melt both snow and frozen hearts alike. 

By telling their parts of the story and completing quests, players 
create memories that help achieve victory for their faction. Win 
or lose, the ultimate goal is for players to use their imaginations 
to create a memorable experience.

example oF play
The rest of this booklet includes an example of how a quest may 
be resolved during the game. It is not important for players to 
understand specific steps and rules at this point. Instead, this 
example expresses the main action in the game—telling stories.

Andrew, Clara, Edward, and Daniel have gathered together to 
play Winter Tales. Andrew and Clara belong to the spring faction, 
and each has three spring characters. Edward and Daniel belong to 
the winter faction, and each has three winter characters. Andrew is 
playing the Little Match Girl, Cranky, and Alice. Clara is playing 
Pinocchio, Grandma Dorothy, and the Tin Man. Edward is playing 
the White Rabbit, the Fox & the Cat, and the Mad Hatter. Daniel 
is playing Candlewick, Snow White, and Wolf.

The four friends are seated around Andrew’s table. Each player 
has his characters’ cards in front of himself. The game board is in 
the center of the table within easy reach of everyone, and all other 
components are in separate piles along the edges of the game board.

We join the group in mid-game, with Edward starting his turn.

tellIng storIes
The core of Winter Tales revolves around players playing story 
cards to make characters travel about Wintertown and participate 
in pivotal quests. Each time a player plays a story card, he must 
use his imagination to interpret the card and how it relates to 
the current situation. There is no right or wrong way to interpret 
story cards, and players are not judged on the stories they create. 
Instead, everyone is encouraged to have fun and become involved 
in the ever-evolving story.

Two children, ages 5 and 9, provided the illustrations for the 
story cards. The images are deliberately abstract so that players 
may interpret what the image represents when they play the 
card. Essentially, story cards give players inspiration on how to 
continue the growing narrative.

The examples below provide some possible interpretations of both 
sides of a single story card (spring uses the orange side; winter uses 
the white side).

sprIng
• A gentle song being played on the piano.

• A cart in which to hide from the soldiers’ patrols.

• Setting the table for a dinner with guests.

WInter
• The funeral of a rebel at the cemetery.

• A lonely supper, remembering long gone friends.

• Nightmares that make it hard to sleep at night.



3

Clara had previously generated the A Glimmer of Hope quest 
in Nightmare Factory, telling how Pinocchio looked out of the 
highest window of the Puppets’ Theater and saw a pile of rubbish 
at the back of the factory that seemed to emanate a warm and 
comforting light.

It is now Andrew’s turn as acting player: He activates Cranky (who 
is in the Fair of Wonders location), draws three story cards, and 
decides to resolve the A Glimmer of Hope quest. He starts his story:

Andrew: After the death of his brothers, Cranky started 
wandering and drowning his woe in booze. He could often 
be seen stumbling along the narrow streets at the Fair of 
Wonders, looking at the novelties and rare objects on display. 
Gazing at the sky through an archaic telescope, Cranky’s 
attention was caught by a floating red rose petal, falling 
like a lonely snowflake. The sight was odd in itself, but what 
was even more strange was that the petal did not seem to 
be falling so much as floating around. After observing it for 
a while, Cranky realized it was meandering in a specific 
direction. Even more startling, it started glowing more and 
more the farther it got from him. Cranky decided to follow the 
floating petal, pushing his way through the crowd of the fair.

Andrew discards a story card, moves Cranky’s character token 
to the central plaza, and then to the Mad Hatter’s Asylum. He 
discards a second story card and moves Cranky into the plaza to 
the left and then to the Nightmare Factory.

Andrew: Still drunk from a bottle of alcohol 
(while saying “bottle of alcohol” Andrew plays 
his first story card with its spring side faceup) he 
drank that morning and with his head to the sky, 
Cranky did not pay attention to what was in front 
of him. When he did take a second to look around 
himself, he was in Wintertown’s central plaza.

Even in his drunken stupor he knew it was a 
dangerous place, and he quickly ran to the nearest 
alley. When Cranky exited the other end of the alley, 
he found the red rose petal almost over Nightmare 
Factory. He hurried along smaller streets, making 
his way to the factory as quickly as possible.

Finally, Andrew takes the ongoing quest token, places it on the A 
Glimmer of Hope quest token, and begins his quest.

Andrew: Cranky was dumbstruck when he noticed that an 
even greater glow was coming from something at the top of a 
big pile of rubbish at the back of the factory.

Edward sits on the left of Andrew, and his characters are the 
White Rabbit, the Fox & the Cat, and the Mad Hatter. All three 
characters have already been activated, and he cannot activate 
them again. However, the White Rabbit is already in the 
Nightmare Factory location, so he can have the White Rabbit take 
part in the quest without activating it.

Play passes to Clara, and she decides to activate the Tin Man, 
who is in the Winter Prison location. Clara draws three story 
cards and tells of the Tin Man’s part:

Clara: The Tin Man lay abandoned close to a destroyed 
tank. He had just recently opened his eyes after his long 
sleep when he noticed his arms and legs were frozen stiff.

Clara discards one card to move the Tin Man to the Nightmare 
Factory location.

Clara: With horror, he watched helplessly as 
soldiers of the regime took him and dumped 
him in a cart full of trash. He could do nothing 
to avoid being taken, but the soldiers seemed 
unaware that he had awoken.

cranky movement example

Mad Hatter’s Asylum

Nightmare Factory

Winter Prison

Puppets’ Theater

Fair Of Wonders

Dorothy’s Mansion

Memory Lane Cemetery

Oaks PArk

tIn man movement example

Mad Hatter’s Asylum

Nightmare Factory

Winter Prison

Puppets’ Theater

Fair Of Wonders

Dorothy’s Mansion

Memory Lane Cemetery

Oaks PArk
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Clara goes on:

Clara: The Tin Man felt fear grip him when he saw the soldiers 
were taking him to the Nightmare Factory, and he imagined 
horrible experiments being performed on his frozen body. Then, 
with great relief, he was tossed into a huge pile of rubbish. At 
least I’m in no danger, he thought. And then, suddenly, he felt 
warmth spread through his body. Something was alive here.

Daniel is next. Although Daniel could activate Wolf, he would 
have to discard two cards to move Wolf to the Nightmare Factory 
location from his current position, so he decides to keep Wolf 
ready for another time. Play goes back to Andrew, who then 
begins the quest itself.

Andrew: Curious, Cranky 
walked closer to see what was 
creating the reassuring glow 
and noticed that it came from a 
small flower growing at the top 
of the pile of rubbish. Moreover, 
although all the trees and plants 
throughout Wintertown were frozen and 
withered, a few green blades of grass 
were poking through the ground around 
the edge of the pile. On the bushes and 
plants around the pile, new shoots were sprouting. Hope 
surged through Cranky’s soul, and he approached the pile of 
rubbish, intending to examine the source of the glow.

Andrew ends his part, leaving it open-ended to allow other 
players to join in. Edward decides to join in with his White Rabbit, 
which has previously been activated this chapter, but is already in 
the Nightmare Factory. Edward tells his part:

Edward: While Cranky 
walked closer to the rubbish 
pile, he did not see the shadow spying 
on him from a high window behind him. 
The White Rabbit was looking down, and 
he had already alerted the factory’s 
guards. He left the window, walked 
slowly down the steps, and opened 
the door, stepping out into the 
courtyard. “Well, well. Look who 
we have here. Did you really think I 
wouldn’t hear your noisy footsteps? Look around you, dwarf! 
You have nowhere to go.” Meanwhile, the guards were 
surrounding Cranky.

“I see you like that flower. How cute. It’s a pity 
that my guards are about to take that pile of 
rubbish and throw it, flower and all, into the 
furnace of my factory! Who knows, maybe 
melting those down will help me create some 
new weapon I can use to crush your pitiful 
rebellion. And as for you, I won’t even get my 
own hands dirty. Guards, give him a lesson and 
throw him off my property!” Poor old Cranky 
shook in fear while the guards approached him.

Next, it is Clara’s turn. She tells the part her Tin Man plays.

Clara: The guards were about to grab poor old 
Cranky, when suddenly the sun stopped shining. A 
solar eclipse blotted out the light, and the White 
Rabbit laughed at this sign, one he considered 
favorable for the regime. His laughter was 
short-lived, however, and soon transformed into 
a strangled cry. Something was emerging from 
the pile of rubbish, something with a metal face 
shining with the same warm glow as the flower. 
After the face came a colossal body, shining like 
spring, its arms and legs rejuvenated, its heart 
beating like a tremendous drum. The Tin Man was 
back, and now the rebels had a powerful knight on their side, 
ready for war. The Tin Man jumped to the aid of Cranky, and 
the stricken guards turned and ran.

Because Daniel cannot join in (he does not have a character at the 
Nightmare Factory location), play returns to Andrew, who may 
play one more card. He decides to play a card:

Andrew: Cranky saw the Tin Man emerge from 
the pile of rubbish like a long-lost hero come to 
bring justice and punishment upon the wicked 
soldiers of winter. He saw the savior that the 
rebels had been waiting for.

The spring players used six cards, while the winter players 
used five cards. Spring wins the A Glimmer of Hope quest, and 
Andrew must now end the quest.

Andrew: The Tin Man trampled the guards, freeing poor 
old Cranky. The White Rabbit turned on his heels and fled 
for his life, hiding in the factory while a gleaming light of 
hope emanated from the colossal hero. Spring now had a 
champion on its side, a liberator, a new hope.

The quest has ended, and Andrew chooses the story card that 
best represents the outcome. He chooses the glow surrounding 
the Tin Man and places it in an open space on the memory track. 
Then, he places the bookmark token on this story card and the 
quest token in the space above it.

What noW?
Now that you’ve read this introduction to Winter Tales, 
you have a basic understanding of the game’s core 
concepts and how they work.

At this point, you are ready to proceed to the rulebook 
and learn the complete rules to the game, such as the 
turn structure, how to interrupt enemy players with 
battles and traps, and how to resolve the epilogue—the 
final round that brings the epic narrative created by you 
and your friends to a close.


