PLAYER

SETUP: Proceed with all setup steps as normal, except for selecting birds and food USE THIS GUIDE AND THESE CARDS TO HELP A NEW PLAYER

tokens. Instead, this player starts with the following: LEARN WINGSPAN. THESE INSTRUCTIONS DESCRIBE THE FIRST o
e Americop Redstart % TURNS OF THE FIRST ROUND. THESE CARDS EHNBE§HUFFLEQ :
g doedt INTO THE DECK IN FUTURE GANES. |

o 3 food tokens: invertebrate, rodent, and fruit

TURN 1. PLAY THE BRoAD-WINGED HAWK IN YOUR FOREST

a.Place your action cube in the “play a bird” row at the top of your player
mat, above the first column where cards can go.

b.Play your Broad-winged Hawk in the first space in your forest. Discard your SA
rodent foken to pay for it.
® The bird'’s power is not activated now. You'll do it when you use the forest.

c. Move your action cube to the left part of your player mat, where it says “play a bird.” This
marks that your turn is over.
® While your furns are simple, moving the action cubes may seem unnecessary. They can

be very helpful later in the game, so it's good to get used fo using them now.

O

TURN 2. LAY EGGS

a.Place your action cube in the first space of your “lay eggs” row (the grassland).
b.lay 2 eggs: Toke 2 eggs from the supply and place them on your hawk.

* When you lay eggs, they can go on any combination of birds (or any one bird), as long
as the birds have space for them. A bird's egg capacity is shown by the egg symbols
beneath its score. If you attempt to lay more eggs than your birds have space for, the
extra eggs are lost.

c. Move your action cube o the left part of your player mat.




TURN 3. PLAY THE AMERICAN REDSTART IN YOUR FOREST

a.Place your action cube in the “play a bird” row, above the second column.
b.You must pay the egg cost shown on that space: discard 1 egg from your .
hawk. ©
* As you play more birds in each habitat, you'll need to discard more eggs for them. You
always discord the number of eggs that is directly over the space where you play the bird.
You do not need to pay this cost when you're taking other actions, only when
you play a bird.
c. Play your American Redstart in the second space of your forest. Discard your %A
invertebrate and fruit tokens fo pay for it.
d.Move your action cube to the left part of your player mat.

TURN 4. GAIN FOOD

a.Place your action cube in the space tfo the right of your Redstart.
b.Toke the action shown where your cube is: Choose two dice that are in the birdfeeder tray.

Remove them from the birdfeeder, and take the matching food tokens. (If you can, choose some

food that can be used by the cards that are face-up in the bird tray.)

® Dice will stay outside the tray until all the dice get rerolled.

o |f the birdfeeder is ever emply, reroll all 5 dice immediately.

* At any time you are about to gain food, if all the dice that remain in the birdfeeder are
showing the same face, you can choose fo reroll all 5 dice. This is true even in the middle of
your turn: if you're gaining more than one food, you could pick one die, reroll because the
rest are showing the same face, and then continue gaining food.

c. Move your action cube onfo the Redstart, and activate its power: Gain 1 more food from the birdfeeder.
L _41___- e ud d.Move your action cube onto the Hawk, and activate its power: Take all of the dice that are
currently outside the birdfeeder tray, and roll them. If at least 1 is a rodent, take a rodent foken
from the supply and put it on the Hawk.

® Placing a food token on a bird card is called caching. The food token is worth a point af the

end of the game. You cannot use it to feed a bird or for any other bird powers, unless that
option is written on the bird card.

e.Move your action cube to the left part of your player mat.

TURN 3 AND BEYOND

You don't have any cards, so you'll need to use your wetland to draw one. Is there a bird that
maiches the food you just gained? Using a combination of your wetland and the actions you've
taken in Turns 1 through 4, you're ready to run this bird sanctuary on your own. Good luck!

e If you need o, you can always use any 2 food tokens as 1 wild.
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PLAYER 2

SETUP: Proceed with all sefup steps as normal, except for selecting birds and food USE THIS GUIDE AND THESE CARDS TO HELP A NEW PLAYER
LEARN WINGSPAN. THESE INSTRUCTIONS DESCRIBE. THE FIRST. . e

tokens. Instead, this player starts with the following:

e Canvasback
® Vaux's Swift

.....

4 TURNS OF THE FIRST ROUND. THESE CARDS GAN BE SHUFFLED._

e 3 food tokens: invertebrate, seed, and fruit : INTO THE DECK IN FUTURE GRMES.

TURN 1. PLAY THE CANVASBACK IN YOUR WETLAND

a.Place your action cube in the “play a bird" row, above the first column where
cards can go.

b.Play your Canvasback in the first space in your wetland. Discard your seed %
token and your fruit token to pay for it.
e The bird’s power is not activated now. You'll do it when you use the wetland.

c.Move your action cube fo the left part of your player mat, where it says “play a bird.” This
marks that your furn is over.

e \While your turns are simple, moving the action cubes may seem unnecessary. They can
be very helpful loter in the game, so it's good to get used to using them now.

BE EEE

TURN 2. DRAW CARDS

a.Place your action cube in the space fo the right of your Canvasback, and do the action
shown on that space: Draw a card. If there is a bird that eats invertebrates, that might be
a good pick.
@ You can always draw from the face-up cards in the tray or from the top of the deck. Do
not refill the empty spaces on the tray at this time.
® You also have the option to discard an egg to draw an extra card, but you don't have
any eggs yet.
b.Move your action cube to your Canvasback, and choose whether to activate the

Canvasback and allow all players to draw another card. We recommend you do it this
time.

c.Move your action cube fo the left part of your player mat.
d.Refill any empty spaces on the bird tray with cards from the deck.




TURN 3. PLAY THE VAUX'S SWIFT IN YOUR FOREST

a.Place your action cube in the “play a bird” row, above the first column where cards can go.
b.Play your Vaux's Swift in the first space in your forest. Discard your invertebrate token to pay
for it.

c.Move your action cube to the left part of your player mat, where it says “play a bird.”

TURN 4. GAIN FOOD

a.Place your action cube to the right of your Vaux's Swift in the first uncovered space of your
forest, and do the action shown there: gain 1 food from the birdfeeder. Remove 1 die from
the tray and take a matching food token. If you can, pick something that matches one of
the cards in your hand.

* Dice will stay outside the tray until all the dice get rerolled.

e [f the birdfeeder is ever empty, reroll all 5 dice immediately.

e At any time you are about to gain food, if all the dice that remain in the birdfeeder are
showing the same face, you can choose fo reroll all 5 dice. This is true even in the middle
of your turn: if you're gaining more than one food, you could pick one die, reroll because
the rest are showing the same face, and then continue gaining food.

® You also have the option to discard a bird card to gain 1 additional food from the
birdfeeder. Skip this for now.

b.Move your cube to the Vaux's Swift. Activate its power: Choose 1 of the cards in your
hand, and place it behind the swift. Then gain an invertebrate token from the supply. The
card you tucked is worth 1 point.

c.Move your action cube to the left part of your player mat.

TURN & AND BEYOND

You'll need to pay an egg to play another bird in your forest or wetland, so you may want fo
lay eggs soon.
® If you need to, you can always use any 2 food tokens as 1 wild.
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PLAYER 3

SETUP: Proceed with all setup steps as normal, except for selecting birds and

USE THIS GUIDE AND THESE CARDS TO HELP A NEW PLAYER

food tokens. Instead, this player starts with the following: LEARN WINGSPAN. THESE INSTRUCTIONS DESCRIBE THE FIRST -
° ‘S’V“;'Z‘h(’;""jd S % TURNS OF THE FIRST ROUND. THESE CARDS CAN BE'SHUFFLED
B INTO THE DECK IN FUTURE GAMES.
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TURN 1. PLAY THE WHITE-THROATED SWIFT IN YOUR GRASSLAND

a.Place your action cube in the “play a bird” row, above the first column where
cards can go. i
b.Play your Whitethroated Swift in the first space in your grassland. Discard your @
invertebrate token to pay for it.
e The bird's power is not activated now. You'll do it when you use the grassland.
c. Move your action cube to the left part of your player mat, where it says “play a bird.” This
marks that your turn is over.
e While your turns are simple, moving the action cubes may seem unnecessary. They can
be very helpful later in the game, so it's good to get used to using them now.

e 2 food fokens: invertebrate and seed

TURN 2. GAIN FOOD
a.Place your action cube in the first space in the “gain food" row, and do the acfion shown
there: Gain 1 food from the birdfeeder. Remove any 1 die from the tray and take a
matching food token.
e Dice will stay outside the tray until all the dice get rerolled.
o the birdfeeder is ever empty, reroll all 5 dice immediately.
e At any fime you are about to gain food, if all the dice that remain in the birdfeeder
are showing the same face, you can choose to reroll all 5 dice. This is true even in the
: middle of your turn: if you're gaining more than one food, you could pick one die, reroll
DR O bt O U because the rest are showing the same face, and then continue gaining food.

b.Move your action cube to the left part of your player mat.
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P B d.Move your action cube to the left part of your player mat.

TURN 3. PLAY THE BRANT IN YOUR WETLAND

a.Place your action cube in the “play a bird" row, above the first column where cards can go.

b.Play your Brant in the first space in your wefland. Discard your seed token A
and one other food token to pay for it. %)

c. The Brant has @ “when played” power, so activate it now: Take the 3 face-

up cards from the bird tray and add them to your hand.

* "When played” birds are different from other birds. You will use their power just once,
immediately when you play the bird. On future turns, when you activate your wetland,
you will not re-activate this bird.

d.Move your action cube fo the left part of your player mat, where it says “play a bird.”
e.Refill the bird tray with cards from the deck.

TURN 4. LAY EGGS

a.Place your action cube in the space to the right of your White-throated Swift.
b.lay 2 eggs.
®When you lay eggs, they can go on any combination of birds (or any one bird), as long
as the birds have space for them. A bird’s egg capacity is shown by the egg symbols
beneath its score. Each egg on your mat at the end of the game is worth 1 point.You also
have the option to discard any 1 food to gain 1 additional egg. Skip this for now.
c.Move your action cube onto the swift and activate its power. Tuck one of the cards you
drew on your last turn behind the swift, then place 1 egg on any bird that isn't at capacity.
e This tucked card represents part of a flock of birds. (In some cases, they represent birds
eaten by a predator.) Each tucked card is worth 1 point.
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TURN 3 AND BEYOND

You still have several cards in hand. Can you get the food you need to play one of the cards
that has a brown power? For example, if you can gain a seed from the birdfeeder, you would
be able to play the Scaled Quail that you started with.

® If you need to, when playing a bird, you can always use any 2 food tokens as 1 wild.




PLAYER 4

SETUP: Proceed with all setup steps as normal, except for selecting birds and
food tokens. Instead, this player starts with the following: LEARN WINGSPAN. THESE INSTRUCTIONS DESCRIBE THE FIRST e
® Red-breasted Merganser & TURNS OF THE FIRST ROUND. T CAN BESHUFFLED

® Black-chinned Hummingbird g O THE EIRSTARDUND ke cﬂRDsmﬂjmquL;Q
INTO THE DECK IN FUTURE GAMES.

USE THIS GUIDE AND THESE CARDS TO HELP A NEW PLAYER

® Painted Whitestart
e 2 food tokens: fish and invertebrate

Y Aol

TURN 1. PLAY THE PAINTED WHITESTART IN YOUR FOREST
a.Place your action cube in the “play a bird" row, above the first column where cards can go.
b.Play your Painted Whitestart in the first space in your forest. Discard your o

invertebrate token to pay for it. ©
e The bird's power is not activated now. You'll do it when you use the forest.
c.Move your action cube to the left part of your player mat, where it says “play a bird.” This

marks that your turn is over.
® While your turns are simple, moving the action cubes may seem unnecessary. They can

be very helpful loter in the game, so its good to get used fo using them now.
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TURN 2. GAIN FOOD

a.Place your acfion cube in the first space in the “gain food" row, and do the action shown
there: Gain 1 food from the birdfeeder. Remove 1 die from the tray and take a matching
food token. If you had a spare bird card in hand, you could then discard it to gain another
food token.
e Dice will stay outside the tray until all the dice get rerolled.
o |f the birdfeeder is ever emply, reroll all 5 dice immediately.
* At any time you are about to gain food, if all the dice that remain in the birdfeeder
are showing the same face, you can choose to reroll all 5 dice. This is true even in the
middle of your turn: if you're gaining more than one food, you could pick one die, reroll
because the rest are showing the same face, and then continue gaining food.
b. Move your action cube to your Painted Whitestart and activate its power: Take an
invertebrate foken from the supply.
c. Move your action cube fo the left part of your player mat.




TURN 3. PLAY THE RED-BREASTED MERGANSER IN YOUR WETLAND
a.Place your action cube in the “play a bird" row, above the first column where cards can go.
b.Play your Red-breasted Merganser in the first space in your wetland. Discard A
an invertebrate token and a fish token to pay for it.
c.Move your action cube to the left part of your player mat, where it says “play

a bird.”
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TURN 4. PLAY THE BLACK-CHINNED HUMMINGBIRD IN YOUR GRASSLAND

a.Place your action cube in the “play a bird” row, above the first column where cards can go.

b.Play your Black-chinned Hummingbird in the first space in your grassland. A
Discard your last remaining food token to pay for it.

c.Move your action cube to the left part of your player mat, where it says “play

a bird.”

TURN 5 AND BEYOND
Can you draw a bird card that needs invertebrates? Your whitestart will give you one the next
fime you gain food. Also, playing a second bird in any habitat requires you to pay an added
egg cost, as shown in the “play a bird” row, so you'll need fo lay eggs soon. The birds you've
already played give each of your habitats a boost. Using a combination of the different rows,
you're ready fo run this bird sanctuary on your own. Good luck!

® If you need to, when playing a bird, you can always use any 2 food tokens as 1 wild.




