WINGSPAN POCKET

DESIGNED BY ELIZABETH HARGRAVE
ILLUSTRATED BY NATALIA ROJAS & ANA MARIA MARTINEZ JARAMILLO

Welcome to the world of Wingspan, HHTEH FI RULES VIDED
where you'll compete to gather the best it
flock of birds from around the world.

For your first game, you'll need

all double-sided 1 Nest/scoring card 1 player aid per player
f L ey
l.JII'Id/Ia{-JlDd cards F:er ployer m”?; ke

the first ployer caord  oll egg tokens 1 player token per

.l n j : player

For ADVANCED players: the goal dzsp|ay F
and double-sided godl cards '

Fer S0L0 players: components listed
in the 8 Autema ruleback

Replacement parts can be requested on the form ot
stonemalergames.com /replacement-parts.
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SETULP

1. Shuffle the double-sided bird /food cards (shuffle them food-
side up). Deal 6 cards to each player in o pile; sel them aside
until step

2. Form the Supply:

Divide the rest of the bird /foad cards into 4 roughly
equal decks (food-side up) and place them within reach
of all players.

@ Flip over the top card of each food deck and place them
bird-side up next ta their decks.

e Leave room for a single discard pile.

o Place the eggs where all players can reach them.

SuppLY
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3. ADVANCED: Place the goal display where
all players can see il. Randomly select
2 goal cards and place them, either
side up, on the goal display. Return the
rest of the goal cards to the box.

O l
[ war
4. Each player:
G gains a Nest card to begin their Flock (the single row of
cards that will later include bird cards you play);
o gains 1 player token;
@ gains 1 egg and adds it 1o their Nest;
@ flips the top 2 of their 6 food cards to the bird side, then
arranges them beneath their Flock io form iheir Reserve.

The card order in the Reserve doesn't matter—you may
sart them as you like.

ADVANCED: Each player may choose which 4 cards are
food and which 2 cards are hirds.

FLock

RESERVE

5. Randomly select the first player. They gain the
first player card and may now lake the first turn.
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OVERVIEW

On your turn:

1. Take one Nest action [play a bird / draw 2 cards / lay 3 eggs).
2. Activate brown powers on birds in your Flock, left to right.
3. Refill birds in the supply, if needed.

Play confinues clackwise until a player has & birds in their Flock.
When all players have taken an equal number of turns, count
your points. The player with the most points wins.

That's most of what you need to start playing; the rest of this
1lebook describes each step in more detail.

NEST ACTION *: PLAY A BIRD D44

Play a bird from your Reserve, paying its cost. Add the bird 1o
the right ef vour Flock. The cost of a bird is the egg and/or food
shown in the upper left of the card.

Your Flock is your Nest card and all played bird cards to the right
of it

« FO0D COST: Pay by discarding food cards CosT
from your Reserve to the discard pile, ;
food-side up. If o cost includes the ¥
icon, you may use 1 card of any type of
food for that cost.

« F00D CONVERSION: \When playing a bird, you may
use any 2 food cards as 1 food (in case you
don't have the exact lype of food needed).

T

s EGE LOST: Pay by discarding an egg from your Nest or from
o bird in your Fock. (Eggs are not food, so the 2-for-1
conversion doas not apply to egg costs )
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STRRTING HERE, ACTMATE BROWM POWERS —+

READING BIRD CARDS

Each bird has the following information:

COST: Discard the listed foad ond .[ ®% | SCISSOR-TRILED
egg when you play this bird. \__"égl 'u'fmmﬁlé

POINTS: Score at game end if this —

bird is in your F|oi -."» V
EGG LIMIT: The maximum number /#

of eggs that can be on this bird af

one fime.

The mting dbusdony of these Ainds bsuedves

u'NGSPHH: O‘1her birds may hUm oerinf aerobotics thar show off their feng fnls
tor birds of @ certain size. The-y're :
referring fo this number.

POWER: You may iake this action every turn; including the furn you
play this bird (see Bird Powers Reference on page 10].

hY Yy e ¢ e

INVERTEBRATE  SEED FISH FRUIT RODENT

|
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NEST ACTION 2: DRAW 2 CARDS (4.4

Gain 2 cards from the Supply and add them to your Reserve.
You may gain 2 birds from the face-up birds, 2 food from the
top of the food decks, or 1 of each. When you gain a card, you
must keep it face-up in the way you gained it {don’t change it
from foed to bird, or vice versa).

* Food refills as you gain it, because the cards are in decks.
You may draw from the same deck more than ance.

* At the end of your turn, refill the bird Supply by flipping over
the top card from the adjacent food deck.

¢ There is no limit to the number of cards in your Reserve.

OPTIONAL: At any time while drawing
cards, it 3 or more food cards in
the Supply are exactly the same,
you may discard all matching
cards af once.

e ‘
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Any time you gain cards, place them in your Reserve. You
must keep cards face-up in the way that you gain them: you
can't flip cards from food o bird or from bird to food. Keeping
them on the table will prevent canfusion over which way is up!
However, you may orrange the cards in your Reserve in any
order you like (e.g., all food cards together).

READING FooD CARDS
Each food card is worth 1 food.

* Bird powers with “gain o specific food” o
"gain any foad (@)" benefits allow you
to choose any food card from the Supply
showing that food.

* Regardless of how you gained it, if a card
shows 2 types of food, you may spend it as

either of those types [e.g., the card on the right
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NesT Action 3: Lay 3 eses OO0

Lay up to 3 eggs, placing each on a different card (bird or
Nest) that has not reached its egg limit. A bird can hold, af
mosl, the number of eggs shown on its card. Likewise, your Nest
card can hold up to 3 eggs.

If you do not have 3 different cards with space for eggs, you
mary still choose this option, placing fewer eggs. Once you
place an egg, you can pay it as a cost, bul you cannot move il
to a different card.

In the rare case there are no available eqg lokens, please use

o suitable replacement
w
{1 o 0
LIMIT _/ 0

¢
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ACTIVATING BIRD POWERS

Alfter you have completed a Nest action, mave through your
Flock fram left to right. activating each bird with o brown
power {see Bird Powers Reference on the next page).

* You may activate all birds with brown powers in your
Flock, including the bird you played an this turn.

+ All powers are optional: You may choose to skip any bird
you do not wish to activate this turn. For birds that affect other
players, skipping also means the bird does not benefit other
players.

* Player tokens: Place your player foken on the bird you are
currently activaiing as you move through your Flock.

Green bird powers are permanent powers that are aclive
during your whole turn. They are effective immediately after you
play the bird. They can include cost reductions when playing a
bird or allow you to use o specific food as any food type.

When maoving through your Flock to activate birds with brown
powers, simply skip any birds with green powers.

END OF TURN

When you reach the rightmost card of your Flock, your turn ends.
Return your player token to your Nest. If needed, refill the bird
supply from the adjacent food decks. Play confinues clockwise
with the next player.
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| the arow.

BIRD POWERS REFERENCE

| IF 2 icons are connected by an arrow, you must fulfil the
requirement before the arow o gain the benefit shown afier

| Ifa card shows 2 actions with no arrow, they ars not
connecied. You may do either or both actians in any order.

Pawers that draw specific food: You may draw

. any iop-card showing that food (including one
any card  any er| nlm%ﬂ Wil Fod options) g
fo your Powers that draw birds with specific food: The
Reserve | bird needs to have that focd (the @ icon does
not count].
TUCK A | Ifyou have the depicted type of card in your
CARD Reserve [e.g., a Rodent fc:-\'::‘:d card), you may tuck
from your | it behind this bird. You may only tuck one card at
Peserve | a fime, but there is no imit-on how many tucked
(1 point) | cards you can accumulate.
Loak at the top cord from ony food deck. IF the
HUNT FOR | bird on the back has o wingspan less than what's
ABIRD | shown in this power, tuck it Behind this bird:
otherwise, discard it.
LAY AN EGE | Add 1 egg o your a card (Nest or bird] that has
| |1 peint) | notyet reached its egg limit.
Bar—t | e -['}-is-car_d_-]:gg_f::m ;’GL}I’ I-\iesr arany c;[‘}-«'our
DISCARD birds or discard o card (note whetherit's a

specific type) from your Reserve. Flace all

Ji]scc:rded cards feod-side up in the discard pile.

| of your choic

All players gain the benefit (including youl:
If it srys “From 1 deck,” all players draw 1 card from the deck

&, in turn arder. You choose who goes first,

Carry out the action as if this card is the copied
card, for this turn.

10
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If o bird has this bype offood in its food cost, you
may pay 1 fewer of that food than it specifies. Far
exampie, for a 3-rodent bird you would now sperd
2 rodents. You may not use this power io ignore @
in tood costs.

You may spend this type of food as though it is any
type of tood in a bird's cost. For example, far a
-radent bird you could spend 2 fish and T rodent.

Bird powers that refer o this specific food now
equate fo any rood. For example, a power thot
draws a fruit wDu|c| nowy draw any food.

When using this bird power, choase the Flack of any
other player. Copy 1 green bird power in that Flock.

et

g

i, Kown Wes ot ey ;.
Sy it i it T 0 Wk oy
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END OF GAME AND SCORING

Play continues until a player reaches 6 birds in their Floek.

When refilling an empty food deck, in the rare instance
that there is no discard pile and the other foad decks
each have only 1 or 2 cards remaining, trigger the end
of the game ard follow the steps below.

From that point:
* The player finishes their turn,

« [Fthat player was not the last player in furm order, players
confinue taking turns until each player has had the same
number of turns.

Flip your Nest card to count your points [)]

* Bird cards in your Flock each have a printed point value.
* Egg tokens are warth 1 point each.

* Tucked cards are worth 1 poinl each.

* ADVANCED: Goal cards are worth 1 paint per egg on specific
types of birds. The same egg can potentially count towards
both goal cards.

The player with the most points wins. In a tie, the player with the
mos! cards remaining in their Reserve wins. In a further tie, players
share the victory.
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