Group of 2:1vp
Group of 3:3vp
Group of 4:5vp
Group of 5: 7 vp
Group of 6: 8 vp
Group of 7: 9 vp
Group of 8: 10 vp

Each group of one type of animal brings
victory points (vp). A separate animal
brings no points.

A group consists of identical animals in ortho-
gonally (not diagonally) adjacent spaces.

In this picture you see a situation
at the end of a game.

Player 1 plays with the animals
marked with A, Band C.

Player 2 has animals X, Y and Z.

Ahasagroupof4(svp)anda
group of 3 (3 vp). The single A
brings no points. The 2 B-groups
bring 7 and 1 vp. C brings 3 vp.
The total of player 1 is 19 points.

The score for player 2: X brings 7vp, Y9 vp and Z 1 vp.
So, the total of player 2 is 17 points.

The player with the most victory points wins. In case of a tie, the
player who placed the most animals wins.

Variant ‘Without Luck’

Differences to the main rules:

© Use only 6 of the g tiles. The marker’s start tile must be one of these.
© Both players only have 2 different animals, 8 and 6 of these.
© Place the 2 farm animal types (A and B) and the 2 wild animal types

(XandY)ina"bidding-row" as in this picture:

this animal has
the lowest value
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o The start player rolls the D8 for the first turn, the
other player rolls for the second turn, start player
for the third turn, and so on, just alternating!

© The player who rolled the die, must point at one
of their own animals in the row (or pass). Then the
other player can choose an animal of their own
with a higher value in the bidding-row, or pass.
Now the chosen animal with the highest value
gets placed at the steps-marker. If both players
pass, then an empty-space-marker gets placed.

these animals have the
second highest value

BEASTY BORDERS
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Preparation

(A ¢ .
© Give one player all farm animals, the other player all wild animals.

© Shuffle the 9 tiles and place them face-up in a 3x3 tiles grid.

© Place the steps-marker
at the signpost space.

©Place the 5 empty-
space-markers

g at aside.

© Determine the start player, who gets the D8 to start the first turn.

ROLL THE DIE
In your turn you roll the D8.

The die determines the number of steps to move the steps-marker in
the signpost’s direction through empty landscape spaces (skip lakes,
and spaces filled by an animal or an empty-space-marker).

If you reach the side of the landscape, count further at the next row.
The ‘first next’ row is the one below the signpost (see picture).
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PLACE OR PASS

Now place one of your animals at the space with the steps-marker,
or pass.

If you pass, then the other player can choose to place one of their
animals there, or pass too.

When both players passed, place an empty-space-marker at that
space to mark that it stays empty forever.

If you run out of discs (unlikely), use something else as
empty-space-marker.

If you placed an animal, the next turn is the other player’s turn.

If you passed in your own turn, the next turn is your turn again!!

End of the game

Once all (42) green spaces are filled by an animal or an
empty-space-marker, the game ends.
It can happen that a player has no animals remaining before

the game ends, so that the other player can fill remaining empty
spaces by their remaining animal(s).



