EUROPEAN EXPANSION

Designed by Slizaseth Hargrave
Sllusthated by Tlatolia V?W
Ana Meria Martinez Jaramille, and Beth Sobel

In this first expansion to Wingspan, we increase the scope of the world

fo include the regal, beaufiful, and varied birds of Europe. These birds
feature a variety of new powers, including “round end” powers, powers
that increase inferaction between players, birds that can cover multiple
spaces to make future actions more profitable, and birds that benefit from
excess cards/food. The European birds are designed to be shuffled info the
original deck of cards (and cards from future expansions).

The European Expansion also includes an additional tray for sforing the
growing collection of birds (past, present, and future, as well as 15 purple
eggs, extra food tokens, new end-of-round goals and bonus cards, and a
colorful new scorepad designed for both multiplayer and solo scoring.

COMPONENTS

I rulebook 1 scorepad [multiplayer on one side,

81 bird cards solo on the other)

15 egg miniatures

5 bonus cards 38 food tokens

1 reference file

1 custom fray with lid




INITIAL-SETUP

Shuffle the expansion bird cards in with all other bird cards. Do the same for
the bonus cards (they're designed so the percentages sfill apply). Mix in the
additional eggs, food, and end-of-round goals with their respective tokens.

SETUP CHANGES

The only change to the setup for a game of Wingspan is to place the
reference tile near the goal mat. VWe recommend using the green side of the
goal mat with this expansion, as some of the new goals do not work well
with the blue side.

As a reminder, all action cubes should stay in the row used until the end-of-
round scoring. They play a part in some round end powers present in this
expansion.

BIRD POWERS

This expansion infroduces a new set of powers that frigger at the end of each

round.

ROUND END (TEAL): These powers are resolved when
all turns in the round have been completed, but before
scoring the goal for that round.

® Resolve them in player order, starting with the
player who went first for the round.

e |f you have more than one bird with round end
powers, you may resolve your birds" powers in
any order.

® Round end powers do NOT activate "once

between tumns" pink] powers.

* in the cost; this is to

Some birds have an
indicate that they have an alternative cost

noted in fext on the card (see Hunting and

Fishing Powers). *

Several bonus cards from the original game now include these terms from
new birds:

o GARTOGRAPHER (birds with geography ferms in their names): Eurasian,
European, Corsican, Moor

o ANATOMIST (birds with body parts in their names): back, leg, toe
o PHOTOGRAPHER (birds with colors in their names): coal, grey, honey



APPENDIX
END-OF-ROUND GOALS

F00D IN SuppLY

The number of food tokens in your personal
supply

BIRDS CARDS IN HAND

The number of bird cards in your hand

The number of your played birds with a

BIRDS WORTH OVER 4 POINTS _ :
printed value over 4 points

BIRDS WITH NO EGES The number of your p|oyed birds Athot have
no eggs on them when this goal is scored
The number of your played birds in the

BIRDS N 1 RoW habitat that has the most birds in it

FILLED COLUMNS Tbe number of co'|umns in which all three
bird spaces are filled

BROWN POVERS The number of your played birds that have

brown "when activated' powers on them

WHITE & NO POWERS

The number of your played birds that have
either no power, or a "when played” power

The number of your played birds that have at

BIRDS WITH TUCKED CARDS least 1 card tucked behind them
Count the food cost on your birds,
F00D COST OF PLAYED BIRDS remembering to count only 1 food for birds

that have a choice in their food cost



—BIRD-POWERS
F00D-RELATED

PARROT CROSSBILL

WHEN ACTIVATED:

Remove any 1 from
the birdfeeder, then gain

1 % from the supply.

You gain a ¥ no
matter what food die
you removed from the

birdfeeder.

EUROPEAN HONEY
BuzzArD

ROUND END: Reset the
birdfeeder. If you do,

gain all Sy in the

birdfeeder affer resetting.

HAWFINCH
BULLFINCH
EUROPEAN BEE-EATER

WHEN ACTIVATED: Reset
the birdfeeder. If you
do, gain 1 @ from the
birdfeeder.

If the specified food type
is not in the birdfeeder
after the reset, you gain
nothing.

BLACK-HEADED

WHEN ACTIVATED:
Steal 1 @ from another
player's supply and add

GULL it to your own supply.
They gain 1 from the
birdfeeder.

CoMMoN WHEN ACTIVATED:

KINGFISHER Steal 1 @ from another

EURASIAN JAY player’s supply and
cache it on this bird.

RED-BACKED SHRIKE They gain 1 from the

LITTLE OWL birdfeeder.

The food that the other
player gains does not
have to be the same type
stolen.

EUROPEAN ROBIN

WHEN ACTIVATED: From

the supply, gain 1 food
of a type you already
gained this turn.

This may be a food that
was gained from the
birdfeeder as a result

of the base "gain food”
action, or a food that
was gained by activating
another bird in this row.

EURASIAN TREE
SPARROW

EURASIAN GOLDEN
ORIOLE

ONCE BETWEEN TURNS:

When another player
takes the "gain food"
action, gain 1 @ from
the birdfeeder at the end
of their turn.

If all dice in the
birdfeeder show the
same face, you may
reset it before gaining
the [specific food type].

If the birdfeeder contains
none of the [specific food

type], you gain nothing.

WHITE-BACKED
WOODPECKER

WHEN ACTIVATED: Gain

1 from the birdfeeder.

If there is only one

face showing in the
birdfeeder, you may reset
it before gaining the




BLACK WOODPECKER

WHEN ACTIVATED: Gain
all &y that are in the
birdfeeder.

If there is only one die face
showing at the beginning
of this acfion, you may reset

the birdfeeder and then

take all the invertebrates.

This action is completed
once you have gained all
of this type of food that are
showing. If the birdfeeder
becomes empty and resets
as a result of this action,
you do not gain additional
food after the reset. If
there is only one die face
showing after taking all the
invertebrates, you may not
reset the birdfeeder fo look
for more.

GREAT TIT

WHEN ACTIVATED: Reset
the birdfeeder. If you
do, gain 1

from the
birdfeeder affer resefting.

GRIFFON VULTURE
CARRION CROW

ROUND END: Choose

any 1 player (including
yourself]. Cache 1 «®-
from the supply on this

coAL TiT
EURASIAN NUTHATCH

bird for each &3 that
player has.
WHEN ACTIVATED: 2 cached on these

Gain 1 % from the
supply and cache it on
this card. At any time,
you may spend
cached on this card.

birds do not count as
being in your supply for
the purposes of end-of-
round goals, even though
they can be used to play
more birds.

EURASIAN MAGPIE

ROUND END: Choose 1
other player. For each
cube on their
1 @ from the supply on

. cache

any of your birds.

WHEN ACTIVATED:

These powers can be
used to cache food on
birds that otherwise
do not have caching

EURASIAN Choose 1-5 birds in your | powers.
NUTCRACKER - Cache 1 % from
your supply on each.
WHEN ACTIVATED:
BLUETHRORT Choose a food type. All
CoMMON NIGHTINGALE | Plavers gain T of tha

food from the supply.




EGG-LAYING POWERS

ROUND END: Choose 1

other player. For each

DUNNOCK | :
action cube on their
lay 1 () on this bird.
WHEN ACTIVATED:
THekLA's Lagk | D/scod 1 from your

supply. If you do, lay 2
() on this bird.

COMMON GOLDENEYE

ROUND END: Lay 1 ()on
this bird for each other

(*) bird that you have.

o nests count as (‘) for

this bird.

CoMMoN Cuckoo

ONCE BETWEEN TURNS:

When another player

takes the “lay eggs”

action, this bird lays 1 ()

on another bird with a
or @ nest.

0 nests count as e

and @ for this bird.

LESSER
WHITETHROAT

BLACK REDSTART

ROUND END: Choose a
habitat with no (). Lay

1 () on each bird in that
habitat.

RED-LEGGED
PARTRIDGE

WHEN ACTIVATED: Lay
1 () on each bird in this

column, including this one.

ELEONORA'S FALCON

WHEN ACTIVATED: Roll all
dice not in birdfeeder. If
any are “®, lay 1 () on
this card.




CARD-DRAWING POWERS

BLACK-THROATED
DIVER

WHITE-THROATED
DIPPER

WHITE STORK

WHEN ACTIVATED:

Discard all remaining
foceup  and refill the
fray. If you do, drow 1 of
the new face-up

SQuAcco HERON

COMMON LITTLE
BITTERN

WHEN ACTIVATED: Drow

1 faceup  that can

live in [specific habitat].

Ifno  with that habitat
is available, do not gain
anything.

SAVI'S WARBLER

WHEN ACTIVATED: Drow

2 . All other players

draw 1 from the

deck.

You may choose to draw
foce-up cards or from the
deck as normal, but each
other player may only
draw their card from the

deck.

GREAT CRESTED
GREBE

WILSON'S STORM-
PETREL

WHEN ACTIVATED: Draw

1 for each empty card
slot in this row. At the end
of your tum, keep 1 and
discard the rest.

These cards should be
kept separate from the
other cards you draw
and your bird cards in
hand. They cannot be
spent during this turn.
But o keep the game
moving, you can sort
through them at the end
of your turn and let the
next player start their
furn.



FLOCKING POWERS

COMMON CHAFFINCH
COMMON CHIFFCHRFF

WHEN ACTIVATED: Choose
1-5 birds in this habitat.

Tuck 1 from your

hand behind each.

This power can be used
fo tuck cards behind
birds that do not usually
tuck cards.

WHEN ACTIVATED: Choose
1-3 birds in your -3

This power can be used
fo tuck cards behind
birds that do not usually

MUTE SWAN Tuck T fromyourhand | tuck cards. You only
behind each. If you do, draw 1 regardless
draw 1 of how many cards you

tuck.
ROUND END: Tuck up to
RUFF 3 from your hand behind

this bird. Draw 1 for

each card you tucked.

Hoopep CRow

ROUND END: Choose

1 other player. For each
action cube on their
[specific habitat], tuck 1

You may tuck cards up
fo the number of action

GREATER FLAMINGO from your hand behind | cubes.
this bird, then draw an
equal number of .
WHEN ACTIVATED: Draw

AUDOUIN'S GULL 2 from the deck. Tuck

1 behind this bird and
keep the other.

COMMON SWIFT
HousE SPARROW
COMMON STARLING

ROUND END: Discard up
to 5 [any food type] from

your supply. For each,

: tuck 1 from the deck
URASIAN COLLARED" | et this bird.
DoVE

ONCE BETWEEN TURNS:

EUROPEAN GOLDFINCH

When another player
tucks @ for any

reason, tuck from

the deck behind this bird.

SNOW BUNTING

ONCE BETWEEN TURNS:

When another player
tucks o for any
reason, tuck 1 from
your hand behind this
bird, then draw 1 at

the end of their turn.




HUNTING AND FISHING POWERS

EURASIAN
SPARROWHAWK

NORTHERN GOSHAWK

ERSTERN IMPERIAL
EAGLE

BONELLI'S ERGLE

WHEN PLAYED: For each

“®: in this bird's cost, you
may pay 1
hand instead. If you do,

tuck the paid ~ behind
this card.

from your

If these birds use their
power fo fuck cards
instead of paying some
or all of the bird’s food
cost, this counts as both
a) tucking a card and b)
a predator succeeding,
and friggers birds with
pink powers accordingly.

COMMON BuzzARD

WHEN PLAYED: Instead
of paying this bird’s cost,

If you use this power, you
pay neither the food cost
nor the egg cost for these
birds. This counts as both
a) tucking a card and b)

RED KITE you may play it on fop a predator succeeding,
EURASIAN HoBBY of another bird on your and friggers birds with
. clayer mat. Discard any pink powers accordingly.

MONTAGU'S eggs from that bird. It Any cards that were

HARRIER becomes a tucked card. tucked behind the
original bird remain
tucked, but you must
discard any eggs.

WHEN ACTIVATED: Roll all
not in the birdfeeder.
NORTHERN GaNNgT || oY cre o @, gain

that many >@ from the

supply and cache them
on this bird.




(OTHER POWERS

LONG-TAILED TIT
EUROPEAN ROLLER
COMMON BLACKBIRD
GREY HERON

WHEN PLACED: Place
this bird sideways, so
that it covers 2 [habitat]
spaces. Pay the lower
egg cost.

These birds sill count as just
1 bird for roundend goals that
count birds. But both spaces
are filled, so they can count
twice toward the “completed
columns” round-end goal.

These birds can sl be played
like any other bird in the 5th

column, forgoing their power.

The next bird you play in
this habitat is placed to
the right of this bird.

EURASIAN GREEN
WOODPECKER

GREYLAG GOOSE
CETTI'S WARBLER

ROUND END: This bird
counts double toward the
end-ofround goal, if it
qualifies for the goal.

These birds are doubled
only for end-ofround goals,
not bonus cards or points
at the end of the game.

Eggs on these cards are
not doubled, if the goal is
counting the number of eggs.

COMMON MOORHEN

WHEN ACTIVATED: Discard
110/ /@) Fyoudo,

If the additional bird has

GOLDCREST J ”
play another bird in your _C: , \A:beﬂ plgdyedh pot\éver’
SHORT-TOED [habitat], paying its normal Iblsd f'99|ere dW en the
TREECREEPER cost in food and eggs. ird is played.
If the additional bird has @
Yerowhammer | ROUND END: if you used | “when played” power, itis

MOLTONI'S WARBLER

all 4 actions this round,
play another bird. Pay
its normal food and egg

friggered when the bird is
played.

If the extra bird has a “round

WHITE WRGTAIL cost. end” power, it is triggered
when the bird is played.
RED KNOT WHEN PLAYED: Draw 1 new
bonus card. Then draw
BLACK-TAILED GODWIT | 3 ond keep 1.
WHEN PLAYED: Drow
CORSICAN 1 new bonus card. Then
NUTHATCH gain 1 from the
birdfeeder. You may look at the bonus
WHEN PLAYED: Draw card you drew before
SNowY OwL

LITTLE BUSTARD

1 new bonus card. Then

gain 1 orlay 1()on
this bird or any bird.

EUROPEAN
TURTLE DoVE
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WHEN PLAYED: Draw 1 new
bonus card. Then gain

1 from the birdfeeder,
lay 1() on any bird, or
draw 1

doing the second part of
these actions.



AUTOMA EXPANSION RULES
DESIGNED BY DAVID STUDLEY

All rules from the Wingspan Automa rulebook still apply, except where
explicitly changed here.

AUTOMA-ONLY BONUS CARDS — This expansion contains two Automa-only bonus
cards. During setup, instead of randomly drawing a bonus card for the
Automa from the bonus card deck, you can select one of these for the
Automa to use.

Note: The Automubon Society card has a more pronounced effect on scoring
when using these Automa-only bonus cards. VWe recommend you avoid using
the Automubon Society with these until you are ready for a greater challenge.

NEW END-OF-ROUND GOAL SCORING CARDS —The two new end-ofround goal
scoring cards provide base values for the Automa when scoring the new
goal tiles included in this expansion.

STEAL POWERS — Some of the bird powers allow you to “steal” from another
player. When you activate this type of power, you can only “steal” from the
Automa if it has any cubes on this round’s godl tile ([do not remove any of the
cubes). Otherwise, you gain nothing from activating it. Anything you gain
comes from the supply and as usual, the Automa gains nothing.

TEAL POWERS —For any round end power that asks you fo choose “1 other
player” or “any 1 player (including yourself)”, the Automa has the number
of items being checked equal to the number of Automa cubes on the current

round goal tile.
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- GREDITS

e Bird information comes from Handbook of Birds of the VWorld Alive
(www.hbw.com) and the Collins Bird Guide (HarperCollins.co.uk).

® Photographic sources for the birds come from Levent Akduman, Glenn
Bartley, Jordi Bas, Rob Belterman, Roman T. Brewka, Mika Bruun,
Clive Brown, Paul Cools, Joost De Smet, Patrick Donini, Jests Giraldo,
Stanislav Harvaneik, Mattias Hofstede, Howard Kearley, Rubén
Domingo Martinez, Rob Van Mourick, Alan Murphy, Gary Spicer,
Anders Svensson, Jonathan Tollin, Stefano Unterthiner, Rob Van Mourick,
Morten Winness

e Prints of the birds and other illustrations can be found at
nataliarojasart.com and anammartinez.com.

* Typefoce Cardenio Modem is designed by Nils Cordes, nilscordes.com.

STONEMAIER
Automa

GAMES Factory

©2019 Stonemaier LLC. Wingspan is a trademark of Stonemaier LLC. All Rights Reserved.
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