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Shuffl
e the anim

al cards. D
raw

 3 and
place each under its habitat; low

er
diffi

culty (large num
ber on the left) is

closer to the habitat.

Shuffl
e the assignm

ents and deal one to
each player. K

eep it secret. O
thers w

ill
not be used.

First player gets the red panda First
Player m

aker and tw
o tokens. O

ne m
ore

token to each succeeding player (3, 4, 5)

Take turns in rotation..

Tu
rn

R
esearch

 p
h

ase
D

raw
 as m

any cards as you like
(including zero), one at a tim

e. For each

card, other players m
ay (in turn order)

offer you 1 token for it; if you accept,
they take the card into their reserve
(m

axim
um

 2 cards).

If there are no offers or you do not
accept them

, choose one option:

•
if the card is of higher diffi

culty than
any other anim

al in its habitat, you
m

ay place it there. Put it above the
highest anim

al in that habitat, leaving
both card tops visible. If you turned
dow

n an offer for this card, place it
sidew

ays, because you m
ust attem

pt to
photograph it this turn. Th

e R
accoon

can go into any habitat but never
counts for aw

ards.

•
take the card into your reserve.

•
if the card is of diffi

culty no higher
than another anim

al in its habitat and
you do not reserve it, the anim

als are
spooked: discard this card and all
cards in the habitat, and end your
turn.
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If you have anim
als in your reserve, you

m
ay add them

 to their habitats. Th
is

does not cause spooking. Place them
sidew

ays, because you m
ust attem

pt to
photograph them

 this turn.

Take the six dice and allocate them
am

ong anim
als and habitat cards. You

m
ust place at least one die on each

habitat in w
hich you propose to place

dice on one or m
ore anim

als, and you

m
ust place at least one die on any

turned-sidew
ays anim

al.

Place zero or m
ore tracking tokens on

anim
als w

ith dice on them
. Each one

adds one to the die roll value.
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For each habitat w

ith dice on it: roll the
dice. If at least one die is equal to or
higher than the habitat’s num

ber,
proceed.

O
therw

ise, as m
any tim

es as you like,
you m

ay spend tw
o tokens (from

 your
supply or from

 anim
al cards) to reroll

one die. Place tokens on the habitat.

If you decide to give up, reclaim
 all

tokens on the habitat, but tokens on

an
im
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s i
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at
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ab
ita
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, ③
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, ④
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