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QUICK REFERENCE

SETUP

GLOBAL SETUP PLAYER SETUP
1. BIRD CARDS: Shuffle the deck of bird cards and populate the bird 1. Give each player a player mat, 8 action cubes of one color,

fray with 3 face-up cards. 2 random bonus cards, 5 bird cards, and 1 of each food
2. SUPPLY: Place food and egg tokens in the supply. foken type.
3. BIRDFEEDER: Toss food dice into birdfeeder. 2. Discard 1 food token per bird card you wish to keep. Discard
4. GOAL BOARD: Lay out the goal board, desired side up. the remaining bird cards.
5. GOAL TILES: Lay 4 random goal tiles on the goal board. 3. Choose and discard 1 bonus card.

6. BONUS CARDS: Shuffle the bonus cards. Place the deck on the fable. 4. Choose a first player and give them the first-player token.

ROUND OVERVIEW

Starting with the first player and proceeding clockwise, chooses a habitat on their player mat (all habitats are always available) and
places an action cube on the leffmost exposed slot in that row to take 1 of the following 4 actions:

1. PLAY ONE BIRD 3. LAY EGGS
A. Select 1 bird card from your hand to play. A. Gain a number of eggs equal to the number of O shown
B. Discard the number of eggs from bird cards equal to the number on your leftmost exposed grassland slot. Place them on bird
of O shown in the column where you want to,/will place the bird. cards (up to the birds" egg limits; any excess is lost).
C.Discard the shown food fokens (if @, then there is no food B. If the leftmost exposed grassland slot shows @ = (), you may
cosf). Wild (@) means you may use any food. You may pay 1 food foken to gain one additional egg.
spend any 2 food tokens to use them as any 1 food foken. C. Activate any brown grassland bird powers you wish, right fo left.

D. Place the bird card on your player mat on the leftmost exposed 4 DRAW CARDS

: ;'T: mb'o(geh of itsumifchin|g hodk?lifofs o oy B A. Draw a number of bird cards equal to the number of £ shown on
g lolig lagargl e el e e g il lieilgiele il your leftmost exposed wetland slot. Draw from the face-up cards or

2. GAIN FOOD the top of the bird deck. Do not replace the face-up cards ye.
A. Gain a number of food tokens equal to the number of &# B. If the leftmost exposed wetland slot shows O = i, you may
shown on your leftmost exposed forest slot by removing the discard 1 egg fo gain one additional card.

food dice from the birdfeeder and gaining the matching food ~ C.Activate any brown wetland bird powers you wish, right to left.
tokens (& means you may take either one). '
B. If the lefimost exposed forest slot shows & 2>, you may
discard 1 bird card from your hand to remove one additional
die and take its corresponding food.
C. Activate any brown forest bird powers you wish, right to left.

&l‘\‘\
END OF THE ROUND END GAME SCORING
1. Remove all action cubes from your player mat. After round 4, score as follows:
2. Place 1 action cube to mark your score on the endofround goal: 1. Points listed on each bird card

* |f playing with majority goals and players fie, add the Points listed on each completed bonus card

2
values of the fied and next places and divide by number of 3. Points for end-ofround goals
4.

players, rounded down. 4th place scores O. 1 point per:
* |f playing with pointsperitem goals, 5 is the maximum, O is ® egg on bird cards
the minimum (you must sfill place a cube there, even if on O). * food foken cached on a bird card
3. Discard all face-up bird cards on the bird tray and replenish ® card tucked under a bird card
them from the deck. The player with the most points wins. If tied, whoever has the
4. Rotate the first player foken clockwise. most food tokens wins. If sfill tied, victory is shared.
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END-OF-ROUND GOALS

Count the total number of
V) : i3
birds you currently have in this

specific habitat row.
IN

Count the fotal number of birds
with this specific nest type that
have at least 1 egg. Each bird
counfs just once, regardless of
how many eggs it has. Star nests
count toward this goal.

There is one copy of this goal for
each nest fype.

Count the total number of eggs
your birds have laid in this
specific habitat row. Multiple

There is one copy of this goal
for each habitat.

Count the tofal number of eggs on
birds with this specific nest type.
Multiple eggs on one bird each

IN eggs on one bird each count. count. Star nests count foward this
goal.
There is one copy of this goal
for each habitat. There is one copy of this goal for
each nest fype.
SETS OF

One set of eggs consisfs of 1
egg in the wetland row, 1 egg
in the grassland row, and 1

IN

egg in the forest row. Count the

% g E number of sets.

TOTAL

Count the total number of birds
you have played.




BONUS CARDS

NAME-RELATED BONUSES

Count the birds you have played that have one of the following
words in their name. Each bird counfs just once, even if it has
multiple colors in its name. Colors include:

ash chestnut lazuli ruddy
PHOTOGRAPHER Birds with colors in their names black feruginous  purple s
blue gold red snowy
bronze gray rose white
brown green roseate yellow
cerulean indigo ruby
Count the birds you have played that have one of the following
anatomical ferms in their names. Different versions of these words
(such as "bellied”) all count.
ANATOMIST Birds with body parts in their names o5 iy 255 sh9u|der
belly collar head fail
bill crest neck throat
breast crown rump wing
cap eye
Count the birds you have played that have one of the following
geographical terms in their names:
American  Chihuchua ~ Mountain
CARTOGRAPHER Birds with geography ferms in their Aﬂo.nﬁc Eastern Norfhgrn
names Baltimore  Inca Sandhill
California  Kentucky Savannah
Canada  Mississippi ~ Western
Carolina
Count the birds you have played that have a ’s in their name.
Names include:
Anna's Cassin’s Say's
HISTORIAN Birds named after a person Sl : s , Sprog,ues
Barrow's Cooper's Steller's
Bell's Forster’s Swainson’s
Bewick's Franklin's Wilson's
Brewer's Lincoln’s



NEST/EGG-RELATED BONUSES

WILDLIFE GARDENER
PLATFORM BUILDER
ENCLOSURE BUILDER
NEST BOX BUILDER

Birds that have a specific type of
nest symbol

SO

Count the number of birds you played that have the specific nest
symbol shown on the card.

Star nests €9 are wild. Birds with star nests count toward all four of
these bonuses.

BREEDING MANAGER

Birds with at least 4 eggs laid on
them

Count only bird cards that have 4 egg tokens sitting on them at game
end.

0oLoGIST

Birds that have at least 1 egg laid
on them

HABITAT-RELATED BONUSES

Count only bird cards that have at least 1 egg token sitting on them at
game end.

FORESTER Birds that can only live in one Count the number of birds you played that only have the habitat
PRAIRIE MANAGER specific habitat symbol shown on this bonus card. If a bird has the option fo live in
WETLAND SCIENTIST Q/O/& more than one type of habifat, it cannot count toward this bonus.
Count the number of birds you played, in the habitat where you
ECOLOGIST Birds in your habitat with the played the fewest birds. If you have two habitats tied for fewest birds,
fewest birds you may still score this bonus. For example, if all of your habitats have
3 birds in them, your habitat with the fewest birds has 3 birds in it.

OTHER BONUSES

BIRD COUNTER
FALCONER

Birds with a certain type of power

<y

Count the birds you played that have the specific symbol shown on
this bonus card. The symbol should be on the lefthand side of the
bird's brown power.

LARGE BIRD SPECIALIST

Birds with wingspans over 65¢cm

Count the birds you played that have wingspans over 65cm.
Wingspans of exactly 65cm do not count toward this bonus.

PASSERINE SPECIALIST

Birds with wingspans 30cm or less

Count the birds you played that have wingspans 30cm or less.
Wingspans of exactly 30cm count toward this bonus.

BACKYARD BIRDER

Birds worth less than 4 points

Count the birds you played that have a face value of O, 1, 2, or 3
pointfs.

VISIONARY LEADER

Birds in your hand at end of game

Count the bird cards sfill in your hand at the end of the game.



BIRD POWERS

F00D-GAINING POWERS

IN GENERAL: Gain food as described on the card. Each card specifies whether you can take a food directly from the supply, or if you

must use a die from the birdfeeder (remove the die from the birdfeeder).

F0OD FROM THE BIRDFEEDER

In general: If a power says to gain a \ey. from the birdfeeder, you can use a die showing either the \ay_side, or the dual (&) side.

The same applies to seeds.

GREAT CRESTED FLYCATCHER
INDIGO BUNTING
ROSE-BREASTED GROSBERK
WESTERN TANAGER

WHEN ACTIVATED: Gain 1 [food type]

from the birdfeeder, if there is one.

BALD EAGLE
NORTHERN FLICKER

WHEN PLAYED: Gain dll [food type]
that are in the birdfeeder.

ANNA'S HUMMINGBIRD
RUBY-THROATED HUMMINGBIRD

WHEN ACTIVATED: Each player gains
1 food from the birdfeeder, starting
with the player of your choice.

The hummingbird’s owner decides which person gains the
first food, and then players gain food in turn order. Players
may reset the birdfeeder if it is empty or if all dice are
showing the same face.

HERMIT THRUSH

WHEN ACTIVATED: Player(s) with
fewest QY birds gain 1 food from
birdfeeder.

If multiple players are tied for fewest birds in the forest,
they all use this power. You choose who goes first, and
players proceed in turn order.

BLACK-BILLED MAGPIE
BLACK VULTURE
TURKEY VULTURE

ONCE BETWEEEN TURNS: When
another player's B8 succeeds, gain |
food from the birdfeeder.

If multiple players trigger this power at the same time, they
gain food in turn order, starting to the left of the active
player (the one whose predator succeeded).



F0OD FROM THE SUPPLY

These powers allow players to take food directly from the supply, without relying on the dice in the birdfeeder.

The supply of food tokens is not intended to be limited. If you ever run out, see the rules on gaining food for instructions on how to

replenish the supply.

BLUE-GRAY GNATCATCHER
NORTHERN CARDINAL

WHEN ACTIVATED: Gain 1 [specific food]

SPOTTED TOWHEE from the supply.

YELLOW-BELLIED SAPSUCKER

AMERICAN GOLDFINCH WHEN PLAYED: Gain 3 [specific food] from
BROWN PELICAN the supply.

EASTERN PHOEBE

SCISSOR-TRILED FLYCATCHER
OSPREY, BALTIMORE ORIOLE
RED CROSSBILL

WHEN ACTIVATED: All players gain 1[specific
food] from the supply.

GREEN HERON

WHEN ACTIVATED: Trade 1 of any food for
any other food from the supply.

AMERICAN CRoW
BLACK-CROWNED NIGHT-HERON
CHIHURHUAN RAVEN

COMMON RAVEN

WHEN ACTIVATED: Discard 1 () from any of
your other birds to gain [1,/2] food from the

supply.

These birds are all known for eating eggs from other
birds’ nests. You must have laid an egg on another
bird before you can use these powers. Discard the

egg fo the supply.

FisH CROW

. Activate these powers when a player uses the “Play
BELTED KINGFISHER O|NCE BE|TWEEEELURNS' \/\/he‘]r; OEOTS'TFT a bird” action to play a bird info the specific habitat.
EASTERN KINGBIRD RevclugAaeiclin g phediicinabici) A bird that uses its power to move info the habitat

CACHING FOOD
CAROLINA CHICKRDEE
JUNIPER TITMOUSE
MOUNTRIN CHICKADEE
RED-BREASTED NUTHATCH
WHITE-BREASTED NUTHATCH

gain 2 [specific food] from the supply.

WHEN ACTIVATED: Gain 1 R\ from the

supply and cache it on this card.

ACORN WOODPECKER

BLUE JAY

CLARK'S NUTCRACKER
RED-BELLIED WOODPECKER
RED-HEADED WOODPECKER
STELLER'S JAY

WHEN ACTIVATED: Gain 1 =\ from the
birdfeeder (if available). You may cache it
on this card.

LOGGERHEAD SHRIKE

ONCE BETWEEEN TURNS: When another
player takes the “gain food” action, if they
gain any number of 4@, also gain 1 @
from the supply and cache it on this card.

does not frigger this power.

The birds with these powers are known for caching
extra food and saving it for later. As nofed on these
cards, you can cache exactly 1 food foken when
their power is activated by placing it on a bird card.
Once a food foken is cached on a bird card, you
cannot spend it. Each token on the card at the end
of the game is worth 1 point. If the same dice are
showing in the birdfeeder, you may reroll o see if
you meet the condition of the bird. If you run out of
food tokens, you can cache cards instead.



EGG-LAYING POWERS

BIRD POWERS

IN GENERAL: Remember that each bird has an egg limit (see Action Option 3 in the rulebook]. No power allows you to lay more eggs

on a bird than its limit allows.

€ nest symbols are wild and can be used as all of the nest types. If you have different powers that are looking for specific nests, @

bird with a €9 can be used with all of them, even within one turn.

AMERICAN AVOCET
BARROW'S GOLDENEYE
BRONZED COWBIRD
BROWN-HERDED COWBIRD
YELLOW-BILLED CUCK00

ONCE BETWEEEN TURNS: When
another player takes the “lay eggs”
action, this bird lays 1 () on another
bird with a [specific type of] nest.

These birds are all nest parasites in the wild: they lay eggs
in other birds’ nests. Cowbirds don't even build their own
nests.

When another player uses the € action to lay eggs, you
may lay 1 egg. You may do this only once between your
furns, no matter how many other players lay eggs. The

cowbird can lay eggs on sfar nests.

ASH-THROATED FLYCATCHER
BOBOLINK

WHEN PLAYED: Lay 1 () on each of

This power allows you to lay eggs on all of your birds that
have a specific nest symbol (and all birds with a star nest

LN;YF!SDSI‘:EEBE el AT Te D esibRel e symbol), including the newly played bird.
PILERTED WOODPECKER WHEN ACTIVATED: All players lay 1 ()| This power allows you to lay an egg on 1 or 2 birds with

LAZULI BUNTING
WESTERN MEADOWLARK

on any 1 bird [with a specific nest].
You may lay 1 () on 1 additional bird
[of the same nest type].

a specific nest symbol (or a star). All other players can lay
an egg on 1 bird with that nest symbol (or a sfar), if they
have one.

GRASSHOPPER SPARROW
BAIRD'S SPARROW
CASSIN'S SPARROW
CHIPPING SPARROW

WHEN ACTIVATED: lay 1 () on any
bird.

CALIFORNIA QuAIL
MOURNING DOVE
NORTHERN BOBWHITE

WHEN ACTIVATED: Lay 1 () on this
bird.




CARD-DRAWING POWERS

IN GENERAL: Draw cards into your hand as described on the card. Just as with the Draw Cards action (Option 4 in the rulebook), you
may draw from the deck or the face-up cards. There is never any hand limit. Hands may be private or public.

MALLARD

WHEN ACTIVATED: Draw 1 £,

BLACK-NECKED STILT
CAROLINA WREN

WHEN PLAYED: Draw 2 C;ﬁ.

This power adds cards to the wetland’s draw card(s)
action. You may draw from the deck or the face-up
cards. Faceup cards are refilled only atf the end of
your turn.

BLACK TERN WHEN ACTIVATED: Draw 1 (. If you do,
CLARK'S GREBE discard 1 -4 from your hand at the end of
FORSTER'S TERN et i, This povk\)/er oﬁds cards Toﬂ:he weﬂolnd's draw card(s)
COMMON YELLOWTHRORT ocf.ion, ut H, as a cost. ? r.wexf pgyer may start
SO 1T Ched WHEN ACTIVATED: Draw 2 [. If you do, Th'e|r turn while you are deciding which card(s) to
RUDDY DUCK discard 1 C;ﬁ from your hand af the end of discard.
00D Duck your furn.

This power adds cards to the wetland’s draw card(s)
FRANKLIN'S GULL WHEN ACTIVATED: Discard 1 () to draw action, but it has a cost. Discard an egg fo the
KILLDEER 2. supply. You cannot use this power if you have not

laid any eggs yet.

NORTHERN SHOVELER
PURPLE GALLINULE
SPOTTED SANDPIPER
WILSON'S SNIPE

WHEN ACTIVATED: All players draw 1 (-4
from the deck.

Draw clockwise, starting with the current player.

AMERICAN BITTERN

WHEN ACTIVATED: Player(s) with the fewest

If players are tied for the fewest birds currently in the
wetland habitat, all draw a card, starting with you

COMMON LOON & birds: draw | (). and proceeding clockwise. All may draw from the
deck or the face-up cards.
WHEN PLAYED: Draw [ equal to the number | Draw the cards from the deck so that you have a
of players +1. Starting with you and set with one more card than there are players. Each
AMERICAN OYSTERCATCHER proceeding clockwise, each player selects | player chooses one card from this set, starting with

1 of those cards and places it in their hand.
You keep the extra card.

you and passing fo the left. When everyone has
chosen a card, you keep the exira card.



3 FLOCKING POWERS

BIRD POWERS

IN GENERAL: The birds with this power are known for gathering in large single-species flocks. As described on these cards, you can

build a flock of a certain species by tucking cards face-down under that bird card. Each tucked card is worth 1 point af end of game.

HORNED LARK

ONCE BETWEEEN TURNS: When
another player plays a € bird, tuck
a f-4 from your hand behind this bird.

This is specifically referring to birds played info the
grassland habitat.

RED-WINGED BLACKBIRD

COMMON GRACKLE

BREWER'S BLACKBIRD WHEN ACTIVATED: Tuck o C;? from
YELLOW-HEADED BLACKBIRD your hand behind this bird. If you do,
BUsT also lay 1 () on this bird..

DICKCISSEL

AMERICAN Co0T

AMERICAN ROBIN

BARN SwALLOW

House FINCH WHEN ACTIVATED: Tuck o C;ﬁ from
PURPLE MARTIN your hand behind this bird. If you do,

RING-BILLED GULL

TREE SWALLOW
VIOLET-GREEN SWALLOW
YELLOW-RUMPED WARBLER

draw 1 c;?.

CEDAR WAXWING
DARK-EYED JUNCO
PINE SISKIN
PYGMY NUTHATCH

WHEN ACTIVATED: Tuck a f-4.from
your hand behind this bird. If you do,
gain a [specific food] from the supply.

These birds all allow you to tuck a card from your hand
for a point, then gain some additional benéfit (lay an
egg, draw a card, or gain a food). You can only gain the
benefit if you first tuck a card from your hand.

AMERICAN WHITE PELICAN
BLACK-BELLIED WHISTLING-
Duck

CANADA GOoSE
DOUBLE-CRESTED CORMORANT
SANDHILL CRANE

10

WHEN ACTIVATED: Discard 1 [specific
food] to tuck 2 (;3 from the deck
behind this bird.

These powers allow you to discard a specific type of food
fo take 2 cards from the deck and tuck them behind the
bird. You must have the food in your personal supply; you
cannot take it from a bird card.



HUNTING AND FISHING POWERS

IN GENERAL: With these powers, birds go hunting for a smaller bird, a rodent, or a fish. If they find one, they keep it, and it counts as a

point at the end of the game.

BARRED OWL

COOPER'S HAWK
GOLDEN EAGLE

GREAT HORNED OWL
GREATER ROADRUNNER
NORTHERN HARRIER
PEREGRINE FALCON
RED-SHOULDERED HAWK
RED-TRILED HAWK

WHEN ACTIVATED: Look at @ (;3 from the

deck. If < [a certain wingspan], tuck it under
this card.

These birds eat other birds. Look at the wingspan
of the top card of the deck and compare it to their
hunting power.

If the wingspan of the top card in the deck is less
than the bird’s hunting power, tuck that card to
signify that your predator hunted successfully. Each
tucked card is worth 1 point af the end of the game.

If the wingspan of the top card is equal to or
larger than your predator’s power, discard the card

SWAINSON'S HAWK o

ANHINGA

BLACK SKIMMER ] '

COMMON MERGANSER WHEN ACTIVATED: Roll cl o||c.e e Birds that eat rodents or fish roll all dice that are not
SNOWY EGRET el e L o el LTl R DiEle in the birdfeeder. (Nofe that you will never roll more

WHITE-FACED 11§
WILLET

cache it on this card.

AMERICAN KESTREL
BARN OwWL

BURROWING OwL
EASTERN SCREECH OWL
FERRUGINOUS HAWK
MiISSISSIPPI KITE

WHEN ACTIVATED: Roll all dice not in
birdfeeder. If any are “®, gain 1 “® and
cache it on this card.

than 4 dice, because when all 5 dice are out of the
birdfeeder it must reset immediately.) Roll dice on the
fable; they do not go back info the birdfeeder.

If one or more dice show the specified type, take at
most 1 token of that type from the supply and cache
it on your card (see “Caching food"). Each token on
a bird card is worth 1 point at the end of the game.

11



BIRD POWERS

OTHER POWERS

BEWICK'S WREN

BLUE GROSBEAK

CHIMNEY SWIFT

COMMON NIGHTHAWK
LINCOLN'S SPARROW

SONG SPARROW
WHITE-CROWNED SPARROW
YELLOW-BREASTED CHAT

WHEN ACTIVATED: If this bird is to the
right of all other birds in ifs habitat,
you may move it fo another habitat.

These birds are all able to live in a variety of habitats,
and their power is to move from habitat fo habitat—but
only if they're the last bird in that row. (They can be in any
column.) This can be powerful for increasing your abilities
in multiple habitats, and for scoring on end-ofround goals.
Be careful not to play another bird fo the right of one of
these cards, or you won't be able to use its power!

GRAY CATBIRD
NORTHERN MOCKINGBIRD

WHEN ACTIVATED: Repeat a brown

power on one other bird in this habitat.

WHEN ACTIVATED: Repeat one B2

A few birds have the power fo repeat another bird’s
brown power. The repeated bird must be in the same

Ho0DED MERGANSER i habitat.
power in this habitat.
ATLANTIC PUFFIN
BELL'S VIREO
CALIFORNIA CONDOR
CASSIN'S FINCH Draw two goal cards, pick the one you want to keep,
CERULEAN WARBLER and discard the other. If the deck of goal cards is ever

CHESTNUT-COLLARED LONGSPUR
GREATER PRAIRIE-CHICKEN
KING RAIL

PRINTED BUNTING
RED-COCKADED WOODPECKER
ROSEATE SPOONBILL

SPOTTED OWL

SPRAGUE'S PIPIT

WHOOPING CRANE

W00D STORK

WHEN PLAYED: Draw 2 new bonus

cards and keep 1.

exhausted, shuffle the discards to form a new face-down

deck.

The birds with this power are all threatened or
endangered, or conservationists are concerned that
they soon will be because of a declining frend in their
population.

DOWNY WOODPECKER
EASTERN BLUEBIRD
GREAT BLUE HERON
GREAT EGRET

HousE WREN

MOUNTRIN BLUEBIRD
RED-EYED VIREO
RUBY-CROWNED KINGLET
SAVANNAH SPARROW
TUFTED TITMOUSE
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WHEN PLAYED: Play o second bird in

your [specific habitat]. Pay its normal
cost.

Play another bird into the same habitat. You must follow all
other rules about how to play birds: it must be a bird that
can live in that habitat, and you must discard the food and
egg cost for that bird.

The birds with this power all are known for spending time
in mixed flocks with multiple bird species. Research has
shown this can have benefits such as help finding food
and being alerfed about predators.



