WildLife

Millions of years before our time, species fought for dominance of the Earth.

An evolutionary game for 2-6 players aged 10 or over; game length 60 - 120 minutes.

GAME COMPONENTS

· 1 gameboard: This shows a success track around the boundary, scoring and region tracks at the bottom, and a map in the middle, made up of 6 types of region.  Each region type is featured twice, once as a large and once as a small region.  Altogether there are 12 regions.


The 6 region types:
[See illustration in the rules booklet]

· 6 success markers
[See illustration in the rules booklet]
· 6 creature mats
[See illustration in the rules booklet]
· 180 creatures
[See illustration in the rules booklet]
(30 of each type)

· 72 improvement tiles
[See illustration in the rules booklet]
(3x movement, 4x expansion, 5x attacking for each region)

· 15 special ability cards
[See illustration in the rules booklet]
- Nahrung [food]
5x,

- Intelligenz [intelligence]
4x,

- Mobilität {mobility]
3x,

- Verteidigung [defence]
2x,

- Angriff [ferocity]
1x.

· 1 scoring marker
· 11 region markers
· 4 rules summaries
· 48 food chips (30 marked 1 point, 18 marked 5 points)

[See illustrations in the rules booklets, labelled: scoring marker, region marker, food chips]

· 110 Wildlife cards (60 region cards, 18 arrow cards for acquiring special ability cards, 15 wheel cards for acquiring improvement chits, 10 jokers (lightning), 7 text cards (3 food source, 2 epidemic, 2 famine).

IDEA OF THE GAME

The wheel of history is wound back some 2.5 million years.  The first men battle for survival and for dominance of the Earth against mammoths, bears, crocodiles, eagles and snakes.  Which species will assert itself most successfully, will form the largest collective, and evolve the best survival strategy?  Will it be Man or another species, that proves itself best suited for life in the wilderness?

Each player represents a species, that multiplies and spreads across the earth.  For particularly successful survival strategies you get success points, that are recorded on the success track.  Whoever has the most success points at the end of the game is the winner.

PREPARATION

· The gameboard is placed in the middle of the table.

· The 6 creature mats are shuffled.  Each player takes one mat face down and places it face up on the table in front of him.  In this way all of the players know which creatures they are representing and which colour they are.  If there are fewer than 6 players, the unused mats are returned to the box.

· The creatures: Each player takes his creatures and puts them in a stockpile on the table in front of him.

- With 2-3 players all 30 creatures are used,

- with 4 players use 25,

- with 5 players use 21 and

- with 6 players use 18 creatures.

The unused creatures are returned to the box.

· The start player is the one who has the oldest creatures.  Then comes the player on his left and so on.

· The success markers: Each player gets a success marker in his colour.

The start player puts his marker on the 1 space on the success track, his lefthand neighbour places his on the 2 space, the third player on the 3 space and so on.

· The food chips: Each player gets 8 points, the rest being placed in two piles on the game board.

· The improvement chits are sorted by colour and type and placed next to the game board.

· The special ability cards are sorted by type and placed next to the game board.

· The 11 region markers are placed on the 11 fields of the region track.

· The scoring marker is placed on the round lilac space of the scoring track.

· The Wildlife cards are shuffled.  Each player gets 10 cards as his hand.  The rest of the cards are placed ready in a face down draw pile.

· The rules summary cards are placed within easy reach.

After these preparations the game board will appear as shown in the following detail:

[See illustration at top of page 4.  There appears to be a mistake, however, in that there is no success marker on the 3 space of the success track.]

ESTABLISHING THE STARTING POSITIONS

First the players transfer some of their creatures onto the gameboard.

The number depends on how many players there are: see the table adjacent. [See rules page 4] Each player picks up the number shown from his stock of creatures.

The start player begins and places one of these creatures on the board.  After him, the player on his left places one of his creatures on the board, and so on.  The placement proceeds in clockwise order.  When each player has placed one creature, a second is placed in the same way, then a third and fourth creature is placed.  This placement phase continues until each player has placed all of the creatures he picked up.  The creatures can be placed on any free field of a player's choice in a region for which he has the ability "Move", "Expand" or "Attack" on his creature mat.

When establishing the starting positions, note the following:

· No creature may be placed in a region for which the player's creature mat shows "No action" [=Keine Aktion].

· Only 1 creature may be placed on each field.

· A maximum of 2 creatures may be placed in the small regions (4-5 fields in size), and a maximum of 4 in the large regions (8-9 fields in size).

The adjacent illustration shows a completed starting setup. [See rules page 5]
4 players have taken part: snakes (yellow, the start player), mammoths (green), Man (orange) and eagles (brown).

Once the starting positions have been established, the game proper begins.

CREATURE MAT

The mat shows the creature, its age and the six region types (desert, steppe, savannah, forest, mountain, water).  A player can perform actions only in those regions where he has the ability to do so.

Example: The "Man" player can

· move in forests and mountains
· expand in steppes and

· attack in savannah
He cannot perform any actions in water or desert.

Movement is the weakest action, expansion is stronger and the most powerful action is attacking.

Example for movement, expansion and attacking ("Mammoth" player - light green).

MOVEMENT

A player can move one of his own creatures 1 space - horizontally or vertically.  In the process he may jump over his own neighbouring creatures.  He can move only in regions where he has the ability "Move", "Expand" or "Attack".  The indicated creature (a mammoth) jumps into the forest.

EXPANSION

A player takes a creature from his off board stock and places it on a field in a region where he has the ability "Expand" or "Attack".

In the example above, the creature (a mammoth) has been placed on a savannah space (indicated by the arrow).

ATTACKING

A player can attack only in a region where he has the ability "Attack" and in which all of the spaces are occupied.

Ejected creatures are removed from the game.  The orange creature (Man) on the right above is ejected and one of the mammoth player's own creatures is put in its place.

COURSE OF THE GAME

Play proceeds clockwise.  The start player begins, followed by the player on his left.  Whoever's turn it is plays 3 cards in succession and performs the following actions in any order:

1. Actions based on the Wildlife cards

2. Movement

3. Actions based on the ability cards

4. Exchange food points

5. Restock with Wildlife cards (back to 10) [must be done at the end of your turn only - see later]
The Wildlife cards that are played remain in front of the player until the end of his turn.  At this point they are placed on the discard pile.

WILDLIFE CARDS

Each card represents an action. Since a player can [=must, but he can choose not to do the action - see later] play 3 cards, he has 3 actions available to him.  Of these he must sell at least one action (in other words, one card) to the other players.  However, one is also allowed to sell more than one action.  The Wildlife cards show one of the following symbols:

[See illustrations at bottom of page 6.]

Terrain type or wheel or arrow or lightning or text

If a card shows a terrain type (desert, steppe, savannah, forest, mountain, water), the player performs an action in one of these regions corresponding to his ability on his creature mat.

· If the player has no capability, he can put the card up for sale to the other players (see "Selling a card") or put it down without taking any action.

· If the player has the ability "Movement", he can move one of his creatures in these regions on the board according to the movement rules or he can put the card up for auction. [It is clear from the example turn later that it is the space where the creature ends up that is restricted by the card - it can start from any of the terrain types.]
· If the player has the ability "Expansion", he can take a creature from his stock and place it in a free field in one of the two regions on the board with the terrain type shown on the card [or he can put the card up for auction].

· If the player has the ability "Attacking", he can take a creature from his stock and place it in a free field in one of the two regions (as for expansion) or, if all of the fields in one of the regions are occupied, he can remove an opponent's creature from the region and replace it with one from his stock [or he can put the card up for auction].

Note: Ejected creatures are removed from the game!

Note: The regions must first experience growth.  The displacement phase begins only when a region is fully occupied, and it is only then that one can eject other creatures.

If the card shows a wheel, the player acquires an improvement chit and can use it to increase his ability in a region type of his choice.

· If the player still has no capability (= no action) in a region, he gets a "Movement" improvement chit and places it over the words "Keine Aktion" on his creature mat.  From now on the player can move in this region.  However, he still cannot place creatures there from his stock (= expand).

· If the player has the ability "Movement" in a region, he acquires the improvement chit for "Expansion" and places it over the word "Movement" on his creature mat, or over a "Movement" tile.  From now on the player can take creatures from his stock and place them on free spaces in this region type.

· If the player has the ability "Expansion" in a region, he acquires the improvement chit for "Attacking" and places it over the word "Expansion" on his creature mat, or over an "Expansion" tile.  From now on the player can take creatures from his stock and place them on free spaces in this region type, and if all of the spaces in the region are occupied, he can eject an opponent's creature and replace it with one of his own.

· If the player already has the ability "Attack" in a region, he cannot inprove his capability in this region type.

You are also allowed to acquire two improvement chits for a single region in a turn [by playing two wheel cards].  For example, if you still have no capability in a region, you get the "Movement" chit first and then immediately the "Expansion" chit.  [If you have the Intelligence special ability card then you can presumably acquire three chits in a turn.]
If the card shows an arrow, you get a special ability card of your choice and place it face up in front of you.  The special ability card is taken from the stock.  If there are no more cards there of the type you want, you take it from one of the other players.  If more than one player has such a card, you must take it from the player who is furthest ahead on the success track - in the event of a tie, you may choose which of these players you take the card from.  The position of your own success marker has no relevance when stealing a card.

Note: The action of the special ability card can be used immediately - even in the same turn.

Note: You can only have one card of each type!

If the card shows a lightning bolt, it acts as a joker.  The player can decide for himself what he wants it to be, for example, he can choose a region (for expansion or attacking), a wheel or an arrow, and can perform the corresponding action.

If there is text on the card, the player performs the action described on the card.

SELLING A CARD

During his turn, a player must put at least one card up for auction to the other players.  If he wants to sell more than one card, he must sell them individually.

The player places the card to be auctioned on the "Sale space" on the board and asks whether anyone wants to buy it.  The player on his left makes the first bid or passes.  In turn each player must then increase the bid or pass.  Food points are used for bidding [but you can bid more food points than you currently have - see later].

The lowest bid is always 3 food points.  Bidding continues until all but one player has passed.  Whoever made the highest bid pays the corresponding number of food points to the auctioneer and immediately performs the action allowed by the purchased card [and then puts it on the discard pile] or else he puts it on the discard pile without performing the action, if he can't (or doesn't want to) perform it.

If no-one is interested in the card, the action is lost.  The card is put on the discard pile [but the player whose turn it is doesn't have to offer another].

MOVEMENT

Regardless of the actions taken using the Wildlife cards, the player whose turn it is can (but need not) make an additional movement with one of his creatures.  He moves one of his creatures one space to an empty space.  In the process he can jump over his own neighbouring creatures.

He must have the ability "Movement", "Expansion" or "Attacking" for the destination space.

You can take this action before, during or after the taking of actions using the Wildlife cards.

EXCHANGING FOOD POINTS

· By moving back 1 space on the success track one acquires 3 food points from the stock.  However, you can make this exchange only if you have [just] acquired a Wildlife card from another player for which you cannot pay with your food points.  You must move back - including behind the start space - as many points as necessary to pay for the Wildlife card.

· By giving up 3 food points to the common stock you can move forward 1 space on the success track.  You can only do this when it is your turn, using as many food points as you like.

ACTIONS USING THE SPECIAL ABILITY CARDS

If a player possesses one or more special ability cards, he can optionally carry out its action when it is his turn, unless the card is "Defence" [Verteidigung] - this can only be used during another player's turn.  A player who acquires a special ability card through a Wildlife card obtained at auction cannot use it until it is his turn (except "Defence").

REPLENISHING WILDLIFE CARDS

All expended Wildlife cards are put in a discard pile.  At the end of his turn, a player increases his hand of cards back to 10.  If the draw pile is exhausted, the discard pile is well shuffled and becomes a new draw pile.

SCORING

6. All spaces in a region filled (minor scoring)

Whenever the last space in a region is filled, the player whose turn it is gets 3-5 success points and moves his success marker forwards.  The number [of points] is marked in the space from which the region marker was taken.  To show that the region has been scored, a region marker is placed in the region.  The region markers are taken from the region track from left to right.  A region is only scored once.  If creatures move out of a fully occupied region, the region marker remains (to show that the region has already been scored).

7. Major scoring

Whenever a region marker is taken from a scoring space on the region track (these are the 4th, 8th and 11th spaces), then, after the player whose turn it is has completed all of his actions, a major scoring occurs, in which all regions, the largest herds, the improvement of regions, the special abilities and the food chips are valued.

The scoring track shows the order in which the different scorings take place.  First the savannahs, mountains, steppes, deserts, water regions and forests are scored.  Then one scores the herds, the improvements, the special abilities and finally the food chips.  For this purpose the lilac coloured scoring marker is moved from space to space, being returned to its starting point after all scoring has been completed.

Note: In each coloured space the large and the small region are both scored.

Scoring of regions

-
If a player is the only one present in a region, and all of the spaces in the region are occupied (= large monopoly), he gets
5 success points
-
If a player is the only one present in a region, but not all of the spaces in the region are occupied (= small monopoly), he gets
4 success points
-
If a player has the most creatures in a region, but no monopoly (1st place), he gets
3 success points
-
If a player has the second most creatures in a region (2nd place), he gets
2 success points
-
If a player has the third most creatures in a region (3rd place), he gets
1 success point

If several players have the same number of creatures in a region, they get the points for the next position down.  Examples: If several players are in 1st position, they get the points for the 2nd position, if several players are in 2nd position, they get the points for 3rd position and if several players share 3rd position, they don't get any points.
Scoring the herds

Creatures that are adjacent horizontally or vertically (not diagonally) constitute a herd.  A herd herd can extend across several regions.  In the example, orange has a 4 strong herd, green a 3 strong herd and brown two single strength herds.

Whoever has the largest herd gets
10 success points
Whoever has the second largest herd gets
7 success points
Whoever has the third largest herd gets
5 success points
Whoever has the fourth largest herd gets
3 success points
Whoever has the fifth largest herd gets
1 success point
If several players have equally large herds, they get the points for the next size down.  Examples: If several players have the largest herd, they get the points for the second largest (=7), if several players have the second largest herd, they get the points for the third largest (=5), and so on. [The scoring example at the end shows how to work out the positions of players who are behind tied herds - the position of a herd is one plus the number of larger herds, whoever those herds belong to.]
A player can count several herds in the scoring.  If a player has two equally large herds, he doesn't count as sharing.  Both herds get the full points.  Only if another player's herd is included do they get the points for the next position down.

See the scoring example at the end of these rules.
Scoring the improvements

Whoever owns the most improvement tiles - counting all of the tiles including those covered over - gets 4 success points, the second most gets 2 points.
In a tie for first place each participant gets 2 success points, whilst a tie for 2nd place earns 0 points.
Scoring the special abilities

Whoever has the most special ability cards gets 4 success points, the second most gets 2 points.
In a tie for first place each participant gets 2 success points, whilst a tie for 2nd place earns 0 points.
Scoring the food chips

Whoever has the most food chips gets 4 success points, the second most gets 2 points.
In a tie for first place each participant gets 2 success points, whilst a tie for 2nd place earns 0 points.
END OF THE GAME

The game ends when one of the following two events occurs.

· The 11th (and last) region marker is taken from the region track and placed in a fully occupied region.

· A player puts the last creature from his stock into a space on the board.

In either event, after the last action of the player who was taking his turn, a closing "major scoring" takes place. After that the game is over.  Whoever is now leading on the success track has won the game.  Unconverted food chips play no part.

SPECIAL RULES FOR 2 PLAYERS

· One each of the special ability cards "Nahrung", "Intelligenz", "Mobilität" and "Verteidigung" is removed from the game.  You can have more than one card of the same type!

· With two players, a Wildlife card must still be put up for auction.

The players need never pay more than the minimum bid of 3 food points!  [Or pass, of course.]
· End of the game: When one player has placed all of his creatures on the board, the game ends with a major scoring.  It doesn't matter how many major scorings have occurred up to that point.  [This appears to mean that the game doesn't end after the last region is scored, if both players still have creatures in their stock at that point.]
VARIANTS

· Special ability cards:You can have more than one card of the same type!  At the beginning of the game each player gets 9 Wildlife cards of his choice and 1 Wildlife card with an arrow, so that each has the same opportunity to acquire a special ability card in the first round. [I suspect there's a misprint here - or perhaps 'beliebig' doesn't always imply a free choice - and that each player should get 9 random cards plus an arrow card.]
· Auction: With a region card acquired at auction you can also place a creature from your stock if you only have a "Movement" capability there.  (This should help to make the auction more lively). [It isn't clear whether this is instead of or in addition to the normal movement, but the former seems more likely, ie. a movement only region counts as an expansion region when playing a card acquired at auction.]
· Creature mats / Start player: At the beginning of the game, the players first get 12 food points.  The creature mats are then auctioned.  Whoever bids the most food points chooses a mat.  After that the remaining players bid to determine who can choose the second mat, and so on.  Once each player has a mat, the players seat themselves around the table in order of the ages of their creatures.  The player with the oldest creature is the start player, followed by the player with the second oldest, and so on.

· Changing the start player: After each round (when all of the players have had a turn) the start player can change.  He is always the player who is in last place on the success track.  If there is more than one of these, the start player is the one of them who is closest to the previous start player in turn order.  The scoring marker is used to show who is currently the start player.  Place it in front of the start player.  It is used only briefly on the scoring track during a scoring.

After the start player it is the turn of his neighbour on the left.  Play continues clockwise.

Example of a turn for player Orange (Men)

He has 1 special ability card, "Intelligence", and can therefore play 4 Wildlife cards.

[See illustrations in the rules booklet, which have the following titles:]


Before the turn
Cards played
After the turn

Orange performs the following actions

1.
Increase ability in forests - raise from movement to expansion.

2. Add two creatures in the forest region.

3. Movement: The creature at the bottom on the right moves into the forest.

4. Orange has occupied the last space in the forest.  He places a region marker in the forest and advances his success marker 3-5 spaces.

5. Action: Sell a "wheel card".

Example of a major scoring

	Region/herd
	Points per player

	
	orange
	green
	blue
	brown

	Large water
	-
	-
	4
	-

	Small water
	-
	-
	-
	-

	Large steppe
	2
	3
	-
	-

	Small steppe
	3
	1
	-
	1

	Large savannah
	3
	2
	-
	-

	Small savannah
	3
	1
	-
	1

	Large forest
	2
	2
	2
	-

	Small forest
	1
	3
	1
	-

	Large mountains
	-
	2
	-
	3

	Small mountains
	-
	-
	-
	4

	Large desert
	-
	-
	4
	-

	Small desert
	-
	-
	2
	3

	Largest herd
	-
	7
	7
	-

	Second largest herd
	-
	-
	-
	-

	Third largest herd
	-
	-
	-
	5

	Fourth largest herd
	3+3
	-
	-
	-

	Fifth largest herd
	-
	-
	-
	-

	Totals
	20
	21
	20
	17


[See illustration in rules booklet.]

	Points
	Monopoly
	1st place
	2nd place
	3rd place
	4th place
	5th place

	Region
	5/4
	3
	2
	1
	-
	-

	Herd
	-
	10
	7
	5
	3
	1


Clarifications

· Large water: Blue is alone and therefore has a small monopoly (= 4 success points).

· Small steppe: Green and Brown are both in 2nd place, so they move back one place and get the points for 3rd place.

· Large savannah: Brown and Blue both occupy the 3rd place, so they move back one place to 4th place, for which no points are awarded.

· Large forest: Orange, Green and Blue all occupy 1st place, so they move back one place and get the points for 2nd place.

· Largest herd: With 11 creatures each, Blue and Green have the largest herd, so they drop back one place and get the points for the second largest herd.  Brown, with 9 creatures, has the third largest herd.  Orange takes 4th place by himself with two herds.  He gets 3 points for each herd.  As a result, the fifth largest herd doesn't count.  If another player had shared fourth place with one herd, however, all 3 herds would have scored 1 point each.

 [Translated by Steve Cox,  July 2002]

[The following is the text on the text Wildlife cards:]

[Hungersnot] Famine: A long period of drought leads to famine.  All players - except you - must return 5 food points to the stock.  Those who cannot do this must move back one space on the success track for each food point not given back.

[Nahrungsquelle] Food source: You get 7 food points (FP), and the player in last place gets 3 FP.  If you are in last place yourself, you get 10 FP.

If only two are playing, you alone get the 7 FP. [Neither player gets the 3 FP.]
[Seuche] Epidemic: A virus breaks out.

All players - except you - must take back one creature from the gameboard.  Your neighbour on the left begins, then the others in turn order.  The creatures are removed from the game.

[The following is the text on the special ability cards:]

[Angriff] Ferocity: Place 1 of your own creatures [presumably from your stock] on a space in a region where you can attack.  If the space is occupied by an opponent's creature, eject it - it is removed from the game.  The region need not be fully occupied.  "Defence" cancels the attack [which cannot then be carried out elsewhere instead].

[Mobilität] Mobility: You are very agile.  Move 1 of your own creatures (LW) to another space on the gameboard.  If the space is occiupied by an opponent's LW, swap places with it [ie. it goes to the space where you came from].  Only your LW must be capable of actions in the new space ("Movement" or better). [So your opponent could end up in a space where he can't usually exist.]
[Nahrung] Food: You have a very good aptitude for finding food.

Each time it is your turn, move two spaces forwards on the success track.

[Intelligenz] Intelligence: You have increased your intelligence.

Each time when it is your turn, you can play 1 additional card from your hand.

[Verteidigung] Defence: You have very good reactions and can evade attacks.  Once in each turn of your opponents you can prohibit 1 attack using the normal attacking action or 1 attack using the Angriff special ability card or 1 exchange of places using the Mobilität special ability card.  The attacker forfeits his action.  [It is not clear whether you can only prohibit attacks on yourself, but my guess is that this is the case.]
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