


GAME CONTENT

4 Dodo Cards 47 Action Cards
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INTRO, SET-UP & GAME OBJECTIVE

“Hello and welcome to Dodoresque. My name is Maureen and yes, I’'m indeed
a Dodo wearing a flower. Why? Well, that can be explained quite easily, it’s spring.
I’'m sorry, this answer raises even more questions?
Well | gues we need to start from scratch then...”

Set-Up

1. Separate the playing cards according to the image on the back of the cards and shuffle them. From
now on, these stacks of cards will be called: Adventure Stacks

2. Each player chooses a Dodo Card and places it, face down, infront of him/her.

3. Determine the starting player. It should be the person who ate eggs most recently.

4. In clockwise order, the players now draw 2 cards from this
stack.

5. The players now choose one of these cards to discard. Put the chosen cards, face down, in the
middle. From now on this stack of cards will be called: Exchange Stack

“Now that we have cleared things up, | would like to come back to the flower again. I’'m
wearing it, because I’m already late for my date. At this time of the year, it is common for a
Dodo, to be on the search for a mate. And my nest is already nice and cosy... pardon me?

How does the cosy nest relate to dating? | see... You’re a bit slow on the uptake.”

Game Objective

The objective of Dodoresque is to build the most beautiful nest of all nests. To determine who has the
best nest you simply add the values on the Material Cards. The higher the sum, the more beautiful
the nest. You can increase the result by collecting cards of the same Theme (Beach, Savanna, Jungle




HOW TO PLAY

Number of players: The following rules are not dependent on a certain number of players
except for one.

Possible Actions

Every player can carry out two of the following actions in his/her turn. The player is not allowed to
carry out the same action twice. You can choose which of the two actions you want to perform first.
You don’t have to carry out the second action, you can pass and the player to your left continues.

1. Adventure
Draw one card from one of the Adventure Decks. Reveal the card to the other players. Now, there
are two possibilities:

Action Cards
If an Action Card is revealed you can simply add the card to your hand and perform another
action.

There are 4 different normal Action Cards (Flight Attempt, FUGHT A

Dodolotl, U-Doad and Primal Instinct) as well as 11 special Action
Cards. All Action Cards have the same layout but different i%g
Action Symbols.

You need normal Action Cards to gain high-quality Material Cards and to defend yourself
against the dangers caused by these Material Cards. The special Action Cards give you different
advantages in the game and will be explained later.

Material Cards

If a Material Card is revealed, you have to check the Action
Symbol in the upper right corner.

If you have an Action Card with the same symbol, you have to discard this card
to gain the Material Card.

If the Action Symbol is empty you can simply take the Material Card.




If you don’t have the Action Card that matches the Action Symbol, the other symbol on the
Material Card takes effect.

The player will not get the card. Discard the Material Card immediately.

The player will not get the card. Discard the Material Card immediately and the
Dodo takes damage.

Damage
You can see the current health on the Dodo Card. When the Dodo takes damage, you rotate

the card 90° counterclockwise.

Note: If you have the Action Card that matches the Action Symbol on the Material Card, you have to
play it, no matter what! The limit for the cards in your hand is five. If a player has more than five
Cards in his/her hand at the end of his/her turn, s/he has to discard cards until s/he only has 5 left.

2. Nest building
To build your nest, you take a Material Card from your hand and place it in front of you for everyone

to see.

“Wait! Having a faint clue what the materials are for doesn’t make you a
professional nest builder! You can’t just put together a few random sticks and straws! 3
It has to be nice looking and professionally placed sticks and straws! %
Here, let me show you how it’s done.” -
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The Nest
A nest is made of up to 6 Material Cards which are arranged in two rows. Both rows include

one Basic one Padding and one Decoration material.
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The cards don’t have to be placed in a particular order.
The Material Type is indicated in the upper left corner and the
number shows the value of the card

This is what a finished nest would look like:

If one building space in the Nest is already occupied you can simply exchange the card with a
new one. The old Material Card must be discarded.

3. Exchanging Cards
The Dodos are quite a sociable crowd and exchange materials which they do not need with others.
The players can exchange a card from their hand with one of the Exchange Cards from the Exchange

Stack.

Exchange Stack Set-Up

The Exchange Cards are the cards that were placed in the middle of the table by each player

at the beginning of the game. Shuffle these cards and place them face up on the table except

for one. (The number of Exchange Cards depends on the number of players. If there are 2 players
you have 2 Exchange Cards and one of these cards is placed face down and one face up in the
middle of the table.

The Exchange Deck may contain Action aswell as Material Cards.




If you want to exchange a card, follow these steps:

1. Draw one of the Exchange Cards. You can also choose the face-down card.

2. If you choose a Material Card, you don’t have to have the matching Action Card. You
can just take it.

3. Now, you choose one of the cards in your hand and put it face down on the left side of
the other Exchange Cards. If you have chosen one of the face-down cards, you don’t have
to do anything anymore. However, if you have chosen one of the face-up cards, you now
have to reveal the other face-down card so that there is always only one Exchange Card
lying face down in the middle of the table.

Example with 4 players:

You choose the Card “Philandod”
and place one of your cards in your
, hand face down on the left side of
mcrrarameyd the other Exchange Cards.

MUCH MQRE cngEru_E_N'l.'.

This new card will not be revealed
to the other players. Now, you
reveal the other hidden card.

It turns out to be the “Log” card.
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“Well, if you made it this far then you’ve learned enough to embark in your
own Dodo adventure. However, | still have a tiny piece of advice for you. The

darker it looks, the more dangerous it is to go there to search for materials.
You should keep that in mind. Well, alright then, there is nothing left to say but
good luck! | watched you for some time. You will need it.”




HOwW TO WIN THE GAME

The player with the most beautiful nest wins the game. To determine who has won the game, all
players count their points and compare the result with each other.
The points for each row are calculated separately.

The highest valued card counts
If a player has no combination (more about that later), only the Material Card with the highest value
in each row counts regardless of how many cards are in this row.

5) MR This player has only built his nest with

3 Material Cards. There are no card
combinations and this is why only the
highest value in each row counts.
Therefore, the result is 4.

Joker Cards
Special rules apply to the Joker Cards. You can identify them by the sunset in the background.
The value on the Joker Cards is always added to the result of each row.

v

Let’s look at the example from

e —— above with an additional Material
S R Card. The card on the left now has

h A S the highest value (3). However, we

| same row. This is why we can add '1‘&%72’75“‘;7'
the value of 2. Together with the
second row, we now have 7 points.

A single Joker Card counts like a normal Material Card (see example 1).
If you have several Joker Cards in one row, these are also added to the other value/s in the row.
The Joker Cards alone can not form a Theme Combination.




Combinations

You can achieve a higher result when you combine cards. If you have a card combination, the usual
rules for determining the result do not apply anymore. Instead, you use the rules for combinations.
However, you still calculate the result for each row seperately.

There are two possible combinations:

Material Combination

You have a Material Combination when you have each of the 3 Material Types in one row.

In this case, the values on all 3 cards are added to one another, regardless of the theme of the
card (Ice, Desert etc.).

Theme Combination

Every card has a theme (Ice, Desert etc.). The background on the front of the card

shows you what theme it is. The values on the cards with the same theme are always added to
one another.

However, if all 3 cards in one row have the same theme, you first add the values of all 3

cards and then multiply the result by 2.

Should you have both possible combinations in one row, you have to decide which one you want to
use to determine the result.
Example:

In the first row, the player has
both, Material and Theme
Combination.

She decides to use the Material
combination and gains 4 points.
If she had used the Theme
Combination "lce", she would
only have gained 3 points.
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In the second row, she has 3 cards

of the same theme.

She first adds all the values on the
cards.

The result is 7 and we multiply it by 2
to get 14.

kY v Y. \ That means that altogether, she
= ‘ % i, gains 18 points.

L "TO NEST, OR NOT TO NEST,
#_ THAT IS THE QUESTION"
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Note: Some cards with the same theme have a slightly different background such as the "Water Vine"
card in the example above.

However, these cards are not very different so that you can still see which of the themes it is.

They also have the same border.

Determining the Winner
To determine the winner of Dodoresque, you add the final results of both rows and after that, you add
the remaining hit points of your Dodo.

The player with the most points wins the game. Starting Position

"";

End of the Game

The game ends when one of the following two cases occurs:

1. One of the Adventure Stacks is empty. The game ends after the player
who drew the last card of this Adventure Stacks ends his/her turn.

Unable to blzl‘ild

2. A Dodo cannot continue to build its nest because it has lost all hit points.
If this is the case, the turn of this player ends immediately and also
the game. Every Dodo has 3 hit points.
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AUTHOR [LLUSTRATION TRANSLATOR

Martin Otzmann Nele Diel Susanne Glasel | English
Mario Arthur www.nhelediel.com

Of course, we would also like to thank our playtesters and our backers, who have supported the
game on Kickstarter and have made its production possible.

"Did you know, we were originally named ‘Walghvogel’ by the Dutch? This
could be translated as disgusting bird! In German-speaking regions, we were Q
also called Dronte, which is an ancient Dutch word that is said to have meant

swollen.
Terrible, right?! And the Portuguese even described us as penguins... but we,
in the Dodo Community, prefer the simple term ‘Dodo’, which derives from
our pigeon-like call: Doo-doo!”

MORE ABOUT DODORESQUE AND TETRAHEDRON GAMES

Explanatory Videos and FAQ - If you have any questions about Dodoresque, you can just check out
the follwing link on our website: www.tetrahedron-games.com/dodoresque-help

New products and events - You can find all news and announcements in the "News" section on our
website www.tetrahedron-games.com

Join our community - You don't want to miss out on anything? You want to take part in events and to
influence future projects? Just join our Facebook Community: www.facebook.com/tetrahedrongames

Become one of our Backers - Be the first to receive our new games and have the unique opportunity
to get special collectors items on www.kickstarter.com/profile/964263266

Quality and Replacements - Tetrahedron Games stands for quality! However, should you find that any
components are missing or damaged, please contact us at: contact@tetrahedron-games.com
We will immediately take care of the matter and will provide a replacement.




SPECIAL ACTION CARDS

Surfin’ Bird: This card is played like a normal Action Card but it enables you to carry out one
of the two actions displayed (U-Doat or Flight Attempt) depending on which one you need.

Dojo-Dodo: This card is played like a normal Action Card but it enables you to carry out one of
the two actions displayed (Dodolotl or Primal Instinct), depending on which one you need.

Safety First: This card can be played after a player has drawn a Material Card and does not
have the matching Action Card and would lose a hit point. Discard the Material Card and the
Safety First Card. No hit points are lost.

Philodod: This card can be used during a turn and counts as one of the two actions which can
be carried out during one turn. You can force another player to discard one of their hand cards.

Twaddler: This card can be used during a turn and counts as one of the two actions which can
be carried out during one turn. One other player has to show you his/her hand cards. You can
pick one of these cards but you have to give the player one of your hand cards in return.

Zen-Sei: This card can be used during a turn and counts as one of the two actions which can be
carried out during one turn. You can force another player to skip his/her turn.

Little Thief: This card has to be placed next to a player's nest immediately after it was drawn.
At the end of the game, the player has to subtract one point for his/her nest. The card does not
count as a Material Card.




