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1 Spent Nectar Collection card

Adjust Spent Nectar card

OCEANIA EXPANSION

AUTOMA RULES

Designed by Dewia Studley

1 new Automa card—

RAOUtoma

2 End-ofround

goal scoring cards

AUTOMA RULES CHANGES

All rules from the Wingspan Automa rulebook still apply, except

where explicifly changed here.

DIFFICULTY LEVELS

The Automa difficulty levels infroduced in the base game also
adjust the impact of various new elements of the Oceania

1 Automa’s Hoard | e
summary card S

1 Automarazzi

summary card

expansion:
EAGLE-EYED
ERGLET EAGLE (NORMAL) EAGLE
SETUP: STARTING SPENT | 3 nectar 4 nectar 5 nectar
NECTAR PER HABITAT tokens tokens tokens
GAME-END: AuToMA's | | €99/ I egg/ 1 egg/
" 5 hoard 4 hoard 3 hoard
0ARD TOKENS tokens tokens tokens
GAME-END: FACE-DOWN
BIRD CARDS (SAME AS 3 VP 4 VP 5 VP
BASE GAME RULES)

SETULP
Add the RAOUtoma card fo the Aufoma deck. You may also add
the Automubon card if you wish.

Place the Spent Nectar Collection card in the area you sef up for
Automa and place 3/4/5 {:} in each habitat box based upon
the difficulty level you choose.

BIRDS WITH GAME END POWERS

Automa treats this new type of card as any other bird card. If she
tokes a card with a Game End power, she doesn't gain anything
exira from it at the end of the game.

AUTOMA RULES FOR OCEANIA POWERS

® When you need to ‘check if another player has something in
their supply’, if Automa has any cubes on this round’s goal
file, she has the necessary ifem [do nof remove any of the
cubes).

® When you may ‘copy a brown power of another player’,
you may copy a brown power of any card on the bird tray,
it possible.

* When players may ‘discard something fo gain something’,
Automa discards nothing and gains nothing.

AUTOMA RULES FOR OCEANIA END-OF-ROUND GOALS
N0 GOAL-At the end of a round containing the “No goal” End-of-
round goal, Automa gains t:::' in each habitat box on her Spent

Nectar Collection card.



NECTAR AND THE NEW DICE

Automa does not gain or use nectar. Nectar tokens will be placed on and removed from her Spent

Nectar Collection card over the course of the game, but they are only used at the end of the game to

compete for nectar scoring.

SPENT NECTAR COLLECTION CARD

The Spent Nectar Collection card has 3 “spent” boxes to collect nectar tokens for each of the habitafs.

SELECTING DicE

Selecting dice from the birdfeeder works the same as in the base game with the following substitution

on the key.

* When the key shows %@ she takes %/,
* When the key shows % she takes p %53

END OF THE ROUND

ADJUST AUTOMA'S SPENT NECTAR—Adjust her collection of spent nectar at the end of each round. Do the

following twice:

1. Draw an Automa card and place it on top of the Adjust Spent Nectar card so the blue cube
icons on the Automa card |if any) align with the habitat icons.
2. Adjust Automa'’s spent nectar collection by resolving each cube icon:

W —Take {:} from the supply and place it on the Spent Nectar Collection card in the box for the

habitat indicated above the blue cube icon.

SPENT NECTAR COLLECTION
At the start of the game, place 3/4/5 nectar in each box.
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‘—Toke {3}, it available, from box on the Spent Nectar Collection card for the habitat indicated

above the “red Xed” blue cube icon and refurn it to the supply.

VARIANT-AuTOMA'S HOARD

Automa’s Hoard can be played with any combination of expansions.
However, its impact is smaller when playing with fewer birds that
involve opponents gaining things on your tum. We do nof recommend
using Automa’s Hoard with the base game alone.

Automa will gain Hoard tokens during the game when a brown power
is iggered that should give her something. Food tokens are used fo
represent these for her; the type of food token has no significance.

YOUR TURN

BROWN POWERS-Automa only participates in brown powers as

described here:
* For each @ Automa would gain, give her 1 hoard token

from the supply.

e Foreach  Automa would gain, give her 1 hoard token
from the supply.

* For each £ Automa would gain, give her 2 hoard tokens
from the supply.

® Foreach  Automa would gain, give her 2 hoard tokens
from the supply.

e For each () Automa would gain, give her 3 hoard tokens

from the supply.

When you give something fo Automa, it is returned to the supply
and she gets hoard tokens instead.
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END OF THE GAME SCORING

Before calculating her final score, Automa gains 1 egg for every
5/4/3 hoard tokens she returns fo the supply, based upon the
difficulty level you played (Eaglet/Eagle/Eagle-eyed Eagle).

In the event of a tie, Automa wins if she has more remaining hoard

fokens than you have remaining food tokens.




VARIANT-AUTOMARAZZI
(2-% PLAYERS AGAINST AUTOMA)

Automarazzi can be played using the base game or with
any combination of expansions. You may also play using the
Automa’s Hoard variant. Automarazzi is played open-handed.

SETUP

There are no changes when setting up the game.
® Follow the normal setup rules for the human players.
e Follow the normal Automa rules for Automarazzi.
You may include the Automubon Society card for a more
challenging gome.

PLAYER TURN ORDER—Human players adjust turn order each round

as in the multiplayer game. Automarazzi still always goes last.

AUTOMARAZZI'S POSITION AT THE TABLE-Some bird powers refer
to a player to your left or right. Before the game begins, if it isn't
clear from where you locate Automarazzi's area, assign her a
seat at the fable so you will be able to resolve these powers.

RULE CHANGES

ACTIVATE PINK POWERS—-Pink powers may only be triggered once
between your turns. When the Automa card shows ‘Activate all pink
powers’ it doesn't activate any that have friggered since your last
turn.

YOUR TURN

GIVE BIRD CARDS T0 OTHER PLAYERS-At any point during your turn,

you can give bird cards from your hand to other players. There is

no limit to how many bird cards you can give away and you may
give them to any combination of other players. However, for each
card you give you must first discard one @, (), or

If you have nothing to discard, you cannot give a bird card.

If you discard £%%, it is returned to the supply.

TAKE EGGS FROM OTHER PLAYERS—At any point during your turn,
assuming the other player agrees, you may take 2 eggs from their
player mat. Give 1 to Automarazzi and place 1 on any bird on
your player mat (egg limit rule applies). There is no limit to how
many fimes you can do this.

GIVE FooD TO OTHER PLAYERS (ONLY WITH AUTOMA'S HOARD)-At any
point during your turn, you can give @ to other players. There is
no limit fo how many you can give away and you may give them
fo any combination of other players. Give Automarazzi 3 hoard
tokens for each £ given and 2 hoard tokens for each other @
given.

END OF THE ROUND

Immediately following end-of-round goal scoring, if ALl players
tied or beat Automarazzi for the end-of-round goal, each player
gains O from the supp|y o p|oce on any bird on their p|oyer mat
legg limit rule applies).

END OF THE GAME SCORING

Players calculate their scores normally. Compare the average score
of you and your feammates against Aufomarazzi's score.

If it is higher than Automarazzi's score, you win! Your uploaded
images gef liked and shared all over the Internet.

Otherwise, Automarazzi sells her photos to the highest bidder and
refurns tomorrow to do it all over again.




CREDITS

The RAOUtoma card is named as a fribute fo the conservation organizations across Oceania.
Formed in 1901, the Royal Australasian Ornithologists Union became part of what is now
Birdlife Australia (birdlife.org.au/who-we-are/our-organisation/history).
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