A GAME BY
BRUND MACIEL




AME OVERVIEW AND GOALS

In Zoo Ink, you play the role of a Zoo owner. Bring in animals and put them in the right enclosures. Hire staff
and build infrastructures. Attract visitors by having the most exciting zoo and fulfilling people's desires.
In this game, you can score points in several different ways. The player with the most Victory Points will be

declared the winner!
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Player Board Sheets 4x Multicolor Pens 175x Zoo Cards




0 Give each player: e Shuffle all the Zoo cards 9 Shuffle the Objective cards
- a player board sheet; and create 3 +/- evenly and put 4 of them face up
- @ pen. decks. in the middle of the table.
Then, each player draws Then, deal 2 to each player,
5 cards from any pile. ' who must discard one and
keep the other.

Discard Pile

| :
3 foo Cards decks Face up Objective cards
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Zoo Ink is divided in 2 different phases: the Week Phase and the
Weekend Phase.

The game starts with the Week Phase and it will end with the Weekend
Phase.

| WEEK PHASE

Each player draws 5 Zo0 cards. Them, simultaneously, each player picks
one card to play, fills their player board sheet and gives the rest of the
cards to the player to their left.

Players will repeat this process, until they get the last 2 cards. When this
happens, pick one to play and one to discard (instead of passing it to
the player to their left). This will mark the end of the week and, thus,
move on to the next phase.

WEEK PHASE OVERVEW

At the beginning of the
week, each player recejves 5

M Zoo cards. Each card repre-

sents an action taken each
day of the week,.

On the eve of the weekend,
Zoo owners take a day off,
so acard will be discarded.
During the Week Phase, the
sequence of play Is simple.
From the cards in your hand,
pick one and give the rest to
the opponent to your left,
unless you have 2 cards. In
this situation, pick one and
discard the other.




VEED PSE

' Players will check if they have achieved any of the Objective cards {face up and/or

pIEE RN SRl More than one objective can be claimed in this phase and an
objective can be claimed by multiple players.

Ezch clalmed Objective card is scored in the players' personal board sheet and
then discarded.

Then, if a player has completed his/her persaonal Objective card, scores and
discards it.

If the endgame condition has not been triggered, slide the unclaimed face up
Cbjective cards to the left and refill, from the Objective cards deck, until there are
4 on the table. If a player completed hisfher personal Objective card, then he/she
draws another one from the Objective cards deck. Then, players proceed to the
next Week Phase.

But, if a player completes hisfher 6th Objective card, the game will end

immediately at the end of this phase.

(ORI DObjective cards must be checked In this order:
1) Face up cards, from left to right;
2) Personal card.

WEEKEND PHASE OVERVIEW

The Weekend Phase begins

when players have discarded

B 1 of the 2 |last cards, or when

the end of the game has

been triggered.

In this phase, players check
if they have completed any
goals, whether they are face
up on the table or their per-
sonal goal.

If the end of the game has
not been triggered, play
proceeds as normal back to
the Week Phase.




100 CARDS

Zoo cards can only be played during the Week phase and there are 4 different types of Zoo cards in the
deck.
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WAL CARDS T

Species' name

Type

Characteristics

Victory Points

ANATOMY OF AN ANINAL CARD
-n— Invertebrates

Reptiles
Fishes

Mammals

Medium

ANMAL CARDS

These cards represent the
animals that you'll put in the
Zoo's exhibits.

They are classified by their
type and size and each one
will have a different combi-
nation of characteristics (re-
presented by symbols
orfand colors).

There are 6 types of animals
and 3 different slzes.

Their size will determine in
which enclosures they can
be placed.

All ot them will earn you Vic-
tory Points.

L ——.



PLATING AN ANIAL CARD

When you play one of these cards, go to you Player Sheet and fill one of the valid spaces, according to
the animal's size and its matching enclosure. Be sure there is an empty and unlocked enclosure.

oWrite his value (1 te 5) in a valid

space. 00 010 000 0o OO
Ay IR OO0 0000 0000 000 oxog

A valid space is an empty enclosure that
matches ts animal size and doesn't have
a Lock symbol. @

Enclosures A are valid. They are
empty, unlocked and are placed in the
row of the its ma‘tch[ng size,

—— S — = —

Enclosures B are runt valid. ThE:,f have
a Lock symbol. Later in the game, you'll
be able to unlock them.




PLATING AN ANIAL CARD

Fill the animal's characteristics | |lpmt sl | £ & [#)
eSymbGES. - e EEN EEN WES ESE  EEE
b I BEI00 OO00 Ooo0 0000 OO0 oo
OOOO0 OO O OO0 00000 00000 Ooooc
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Fill the data tracker (type of animal | |
and its size).

Filling this track is important! In the 3 Y,
Weekend Phase, some Objective cards — A
 EOn

T E5 i
will earm you Victory Points, like "Have, at | ﬁ} M{)ﬁ--{
H 1"".- 4 F,

least, 3 Birds" or "Have, at leagst, 1 Large { Vi

"1.
5 #

Reptile". Keeping track of this > v i e
information will help you and will speed [ F—{)i - ):i - )i et
L —
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up this phase,
In this example, you'd cross a Medium

Sized Invertebrate.




PLAYING A FACILTY CARD

When you play one of these cards, go to you Player Sheet and cross a
square matching the symbolfcolor of the card you have played.

This card is related to this
section in your Player Sheet.
This icon indicates the
corresponding section.

Cross an empty square
matching the symbol [ coler.

You can only cross spaces that match the symbaols/colors of the card
you've played. You do not have to follow any sequenceforder. Gain the
bonus when you complete a row (horizentally/diagonally) or a column.

PACILITY” CARDS

Facility cards represent
infrastructures you can build
in your Zoo.

There are 4 different type of
Facility cards in the deck,
Restaurants, Cable Cars,
Photo Booths and Infor-
mation Kiosks.

These are common facilities
that you'd easily find in
Z00,

Thematicaly, you'll be
rewarded by having more
and a diversified range of
facilities.




_ FEEDBACK CARDS

Feedback cards represent
how Zoo visitors evaluate
the experience of visiting

When you play one of these cards, go to you Player Sheet and cross a
square in the corresponding section.

k

your park.

n@w@}{mw E)| Bl e

l‘ﬂl.[ﬂ]q a a0 )o{ @ {22 ) 20 )>(50) Feedback cards: Positive
Feedback and Negative
Feedback cards and its section in the Player Feedback.

Board Sheet are identified by a matching icon.

Positive Feedback cards will
earn you Victory Points at

o Cross an empty square, corresponding

to the Thumbs shown in the card. the end of the game.
Negative Feedback cards

will make you lose Victory
Points at the end of the

in this section, you must cross the leftmost empty space of the corresponding row. In
this example, Player has crossed the "o" space. The next one, must be the "4" space.
MNote: you'll never cross the last space of each row. You can either lose a maximum of
20VPs and win a maximum of 54VPs. EE!THE.




NG ASIF CARD [

When you play one of these cards, go to you Player Sheet and cross a square in the

corresponding section.

Staff cards and its
section in the Player
Board Sheet are
identified by a
matching icon.

Cross an empty
°5quare, COrrespon-

ding to the color
shown in the card.

There are some specific rules related to this section. The top row (highlighted in red) is
the only unlocked row at the start of the game. It means the first space to be crossed
must be in that row.

STAFF CARDS

Staff cards represent the
people you hire as Zoo
employees.

There are 5 types of workers
that you can find in the Zoo
cards deck: Veterinarians,
Zoockeepers, Janitors,
Security Guards and
Handymen.

You'll have 15 job slots and
you can hire as much 3 of a
kind.

Staff is essential to keep
your business running!




PLATING A STAFF CARD

Once you crass a space, all adjacent spaces become unlocked and can be crossed ina
later turn.

The top row is always unlocked, so the next space
you cross doesn't need Lo be adjacent to the one
you have just crossed.

LRV oLl can only cross unlocked spaces.

In this example, Player X chose a Staff card

(lanitor/Blue). There's only one unlocked janitor . D' Q‘.‘D‘@ .‘.

space (top row). So, Player X can only cross the =
space in the top row. It will uniock one more 5 ﬁ
space (Security Guard/Red).

In this section, players will get bonuses whenever 2 or more | RV aal=F g al=ls Be (o] gI 1= =tR s Foyel s - UL1=Ts Rls st =Rl gy
o rdjacent spaces are crossed. you've got them.

In this case, this player got a Facility Section Bonus. It means, | JUEREEIEREEREE Ry TR sl WS R0 R G SRl IS Tailelas

hefshe can go that section and cross a space of hisfher choice, | RUSEREIIElEER R el g RV =S pIRTEER G Sy B




VWEEK PHASE: Each player draws 5
/00 cards from the deck.

WEEK PHASE: Select one of the
cards. Play it.

SEUUENCE OF PLAY

WEEK PHASE: Pass the rest of the cards

to the player to your left (face down).
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WEEK PHASE: Put the card you have just
played next to your Player Board Sheet.




WEEK PHASE: Receive from the
player to your right 4 Zoo cards.

WEEK PHASE: Select one of the
cards. Play it.

SEUUENCE OF PLAY

WEEK PHASE: a bonus was unlocked, so it should
be marked in the corresponding section.

=+
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WEEK PHASE: Pass the rest of the cards
to the player to your left (face down).
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WEEK PHASE: Put the card you have just
played next to your Player Board Sheet.




SEUUENCE OF PLAY

@ WEEK PHASE: Receive from the
player to your right 3 Zoo cards.

m WEEK PHASE: Select one of the —

cards. Play it. |7 1ny Wl el
2 5!%5_ ﬁﬂ:’:—:‘a‘:ﬂf
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éWEEE{ PHASE: Pass the rest of the cards WEEK PHASE: Put the card you have just

to the player to your left (face down). played next to your Player Board Sheet.
Y




@ WEEK PHASE: Receive from the
player to your right 2 Zoo cards.

@ WEEK PHASE: Select one of the
cards. Play it.

WEEK PHASE: Discard the card to the
discard pile. (The Week Phase is over)

SEUUENCE OF PLAY

WEEK PHASE: 2 bonuses were unlocked, so they should be

marked In the corresponding section.
Mote: ofher bonues will ke activated (seethe exampla)

WWEEK PHASE: Put the card you have just
played next to your Player Board Sheet.
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WEEKEND PHASE: Check each face up
@' Objective card. From left to right.
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Not achieved - this player does not meet the criteria.

| OBJECTIVE CARDS DISCARD PILE]

Achieved - this player does have an animal whose
symbols are all the same (4 trangles/blue). PY-——  WEEKEND PHASE: Mark the points the

Objective card has awarded you in corres-
Mot achieved - this player does not meet the criteria. o | ponding section.

9 EEKEND PHASE: Activate the bonus the J,x"
Objective card has given you.

Not achieved - this player does not meet the criteria.




SEIIIIHI[I (F PLAY

WEEKEND PHASE: Completed Objective o (CEE Y ] =fo oy §- e
cards go to the Objective cards pile. : ' :
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WEEKEND PHASE: Remaining Objetive cards

slide to left, if possible. New Objective cards can only be completed in
the next Weekend Phase.

WEEKEND PHASE: After sliding cards to
the left, refill the row until there 4 face up
Objective cards.




SEI]HHIEE (F PLAY

@ WEEKEND PHASE: Check your personal oA -0 UBlTUeUB U C
Objective card. ' '
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3. Not achieved - this player does not B0 D Oirn Do o -;m':
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meet the critera.

X

Wrur 200 most reach Al hast,

l=uel & of Income E : .
If a personal Objective card is

completed, proceed asif it was a face
up Objective card. Mark the VPs in

Objectives section on your Player . =y
NSy s s i WEEKEND PHASE: If a player comple

bonuses (if any). tes their 6th Objective card, the game
@ ends immediately.

If a personal Objective card is If not, game proceeds to the next
completed, take another one from the Week Phase.

Objective cards deck. Keep it face

down near your Player Board Sheet. Through steps 1-26 around has been played.




SECTIONS

: This row will subtract ¥Ps from you, at the end of the game. There's a
"'\l n i H@ '{:@]'{d’ {nﬂ '{EJ @ maximum of 20 negative points in this section.

zt = This row wi-i] earn you VFs, at the end of the game. There's a maximum of
B (D=0 |8 ., pontsinthis section

There are 3 situations, in which players are forced to cross a square in the Negative Feedback row:

A) By not filling all of your enclosures, at the end of the game;

B) By selecting 2 Negative Feedback card (sometimes you don't have a choice);

C) By being unable to play a card (sometimes the cards that are given to you cannot be played, because you
already filled every possible spots).

SPONSORS SECTION
O O O O O O O O Ihis row represents your Zoo's income due to sponsorship cantracts with
entities or companies.
O O O O O O O O This row represents people that wants to sponsor an animal. Those
pecple become this animal's patron.

These 2 rows can only be activated when you gain a bonus elsewhere. At the end of the game, you'll multiply the
"X's" from one row with the "X's" of the other one.

FEEDBACK SECTION
E




AT

[ This section represents the different facilities you can build in your Zoo. You'll be rewarded for having
%)) E ] a wide variety of services to offer to your Zoo's visitors.

J——— — i_

@ _ PR : Og Cach columnfrow you complete gives you a bonus, that will be activated in other sections.
= mn Each column(row is formed by 1 facility of each type.

MNone of these columns/rows will eam you Victory Points. But, if you fill all the 16 squares within this
section, you'll be granted 15VPs, et the end of the game.

OBJECTIVES SECTION

-4 This section represents what visitors desire. Those expectations are
U UUUUU - e, youl s evarded
translated, here, as Objectives. If you meet them, you'll be rewarded.

You are entitled to complete 6 Objectives during the game. If, for ary reason, you find it advantageous, you may choose not to
claim an Objective card that you've completed. You can save an Objective spot for a future more valuable card.

Rememberthat Objective cards are checked in a certain order, so you'll have to walt for the Weekend Phase to claim themand in
the order the rules specify.




SECTIONS

This section represents your Zoo's human resources. You'll hire some personnel to
perform some tasks, in order to keep your Zoo working smoothly.

()
i L_.-'I B
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] 63
I;I T-D % EE E~. - EI-. = [ﬂ\ f Hiring staff will not earn you Victory Points. but multiple bonuses. Respect the "Lock
(J £} {':?f;' £ @ﬁ) B (D ) (_) & Adiancency rules" and bear in mind that you can only activate a bonus once,
O O0OHOOOG
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\ =) e This section will eward you with 15VPs if , at the end of the game, you have crossed
“ all the staff spaces (15).

SYNERGIES SECTION

Suggestion: cross the bonus immediately. It will help you reminding that it has been already used.

Ihis section represents the fit between animal enclosures, regarding their proximity.
Visitors appreciate good planning and a logical Itinerary.

some sections will give you the opportunity to activate a Synergy bonus. In those
situations, you can choose what to cross.
When you cross & space with a symbol, you activate that bonus, as well.

You do not have to respect any spedific order, when it comes to cross a space in this
section.
Each completed column/row will give you VPs, at the end of the game.




SECTIONS

SYNERGIES SECTION

[ Most of the synergies will be triggered via animal
enclosures' placement.

Synergies can occur if the same symbolfcolor
rmatches in 2 linked enclosures by the dotted lines. \

S

" You get to choose which space you cross, as long it
respects the symbol/color of the synergy created.
In this example, the player activates an Unlock
Bonus and a Staff Bonus.

.

This is the Zoo! You have 7 unlocked enclosures, at the start
of the game. They are distributed by size and you must
respect it when you place an animal there.

fo uniock enclosures, you must activate a bonus that allows it
Cross anicon @ toshow it has been unlocked. Once it's unlocked,
you can place an animal there, like any other enclosure.
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SECTIONS

These are called Boost effects. Thematically it's like
DEFfDT'I'I‘"I'*ﬂI_:I_ scme Wﬂrkﬂtlﬂg actions 1o prﬂm[}teﬂﬂcrease arn

animal popularity.

First you have to unlock a Boost effect, that you can get in
other sections.

RED KANGAR

]
¥ "
-
e

Fill the small circle next to the corresponding Boost effect, to
mark it as available to be used.

You can only spend Boost effects when you play an animal card.

Mote: this Is a deTinitive declsion. Once you spent a Boost effect on an animal, it will remain until the end of
the garme.

Each animal can only be "boosted" once, so Boost effects are not cumulative.

In this example, this Red Kangaroo will get a 4x Boost effect. It means its popularity will
rise, and s0 its value. Instead of 4, it became worth 16YPs.
Then, cross the 4x Boost effect space, just to mark it as been used.




ENDGANE: CONDITIONS

There are 3 ways to trigger the end of the game. All of them are depicted in 3 sections
of the Player Board Sheet, marked with this icon .

N~ [a}-{a}-{ﬂ}-{a}

=)

A player can trigger the end of the garme in this section
by crossing the 5th square in the red row (Negative
Feedback section),

If a player triggers the end of the game by this criteria, players don't pass cards to their
opponents. Instead, discard them and move on to the next Weekend Phase.

A player can trigger the end of the game in this section
by filling all enclosures in hisfher zog.

If a player triggers the end of the game by this criteria,
players don't pass cards to their opponents, Instead,
discard them and move on to the next Weekend Phase,




ENDGANE: CONDITIONS

A player can trigger the end of the game in this section
by completing the 6th Objective card.

If a player triggers the end of the game by this criteria, finish the current Weekend Phase and then
the games ends. Proceed to Final Scoring!

k@ _.,jﬁjs n) Before Final Scoring, each players checks how many
enclosures were left empty.

@ ¥ g © 0RO @

BTQ )-C W X Y 8000ee®®

T Each vacant enclosure will get you negative Victory Points. For each
. | . ' |4 empty exhlbit, cross a square In the Negative Feedback row.




HNAL SCORNG

o You'll only score if you have crossed @

all squares in the Facilities section.
When the game ends, you'll go through each section and

HO ﬁ ce this player mark the VPs you've eamn during the game in this section.

b i,
e failed to meet th 3 :
EI [i— lx ")T criteria :;t I‘|1f The player with the most VPs is declared the winner. In the rare case of 3
D A l_ [she

3 tie, the winner is the player with the most valuable animal in hisfher zoo.
R[5 56 ﬂ won't get any If, there's still 2 tie, the winner is the one who got more VPs from the
— points for this Positive Feedback section. If, there's still a tie, players share the victory.

000 | P

. 5] ) Here's an example of how a final scoring would be like.
e :

| - - ey
e You'll only score if you have crossed ; ; ; (¥ Bear In mind, that the scoring
all squares in the Facilities section. criteria for both of the past 2
IE{R}I\‘ ﬂ II_FL_ sections can only be met if you

b

PR OO O OO E_:: Cross every square in thcaf-e

Since this player failed to meet the criteria,

he/she won't get any points for this 4 A
g Yy P Knu(@ (:y ol

cection. i1, -.,_H_fi; sections.
.




HNAL SCORNG

9 You'll score for each completed
row/column in this section.

W & &
Clalol

9 You'll score the leftmost empty space of each row in this section.

D EXEEEE )|

[ :

The Negative Feedback row will subtract points from you, while
the Positive Feedback row will give you VPs.

The player earns 30VPs from this section.
2 columns worth 15Vps (10+5] and 1 row
worth 15pts.

In this section, you'll multiply spaces crossed from one row with the
spaces crossed in the otherrow. That's how you score in this section.

A E®ROOO00 | EERGEREE

granted to the

IO OOO player. (3 x 4 =12)




HNAL SCORNG

OB W &

You'll sum up the ¥Ps granted by @ Lij D -
@ each completed goal during the game @*E} Y +[@ ) ' E}@ 'E}
and the total will be your score in this

section. o You'll sum up the VPs granted by each enclosed animal In your
£00. The total will be your score in this section,

@[H] [5] {11] [a [‘I_’J] @@ @ Iﬁz@ E ﬁ 2 [ Following the same

criteria in Step §, you

; will sum up the VPs
The sum of all of these values is 49, so M %L ﬁ Lﬁ ﬁ] o i

the player marks it in the Final Scoring

) mals.
section. . ﬁ jﬁ( ):( M = N It totals 41 VPs.
L ] - £ :
B++ +E++ @ Once you sum up all your VPs from each section and subtract VPs

from the Negative Feedback section, you'll get your final score.

NOTE: there is no penalty for not com-
pleting personal Objective cards. This player got a final score of 145VPs!!!
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| u?lﬁl m "This is the best Zoo in the warld™
'L }
_able Cars
L _ "Wow! ['m so impressed!!!"
1] Fhoto Booths
L= m AT Information Kiosks

"Can't wait to go there again!”

L]

Fositive Feedback WETT LCS "Had a good time!"

Negative Feedback

O

"It's ok, but..."

P ovke, it should be dosed!™
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