GAME OVERVIEW

PLAYERS

2-6 pe0p|e can p|ay individua"y.
6, 8, or 10 people can play as teams of two.

PLAYING CARDS

There are 130 cards in the game pack.
84 Animal Cards: All animal card groups have 8 herd

members (except Chameleons, of which there are 4). Collect
herds of animals in your field to accumulate points. See
the list below for point values. You can also try to achieve
Herdvana and get bonus points.

Chomeleons are 5pecia| animal cards. They cannot be
paired toPether to create a Chameleon herd. Use their
powers of camouflage to match with any other animal
card (think of them as wild cards). Chameleon cards do
not count toward achieving Herdvana.

20 Farmer Cards: Farmer cards are worth |0 points each.
You can use Farmer cards to protect the herds in your field.

6 Alien Cards: Alien cards have no point value. Use Alien
cards to Abduct Farmers that are protecting herds in other
player's fields.

IO "On Your Turn" Cards: "On Your Turn" cards are not

vsed in gamep|ay, and have no point value. They are a quick
reference of possib|e actions a player can take in their turn.
Use is 0p1iona|.

Card point values:

Turtles (| pt each) Horses (3 pts each)
Goldfish  ( pt each) Cows (3 pts each)
Bees ( pt eqch) Bison (4 pts each)
Chickens ( pt each) Chameleons (5 pts each)
Peacocks (2 pts each) Farmers (10 pts each)
Digs (¥ pts each) Aliens (O pts each)

_lamas (2 pts eqch)
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OBJECTIVE

Amass points by building "herds" in your "field." Stack, steal,
and secure your herds until all cards have been played. Then,
add up your scores and see who winsl

SETUP

To DETERMINE WHO GOES FIRST, each player draws
a card from the deck. The player that draws the highest
scoring card goes first. If there is a tie, those players draw

again. After the draw round, shuffle the deck and DEAL six

cards to each player. Place the remaining cards face down in
the center of the players 1o CREATE THE DRAW PILE. Flip

The top card of the draw pile face up and place it next to

the drow pile 1o CREATE THE DISCARD PLE.
TEAM SETUP: In addition to the above, teammates should sit

directly opposite each other (there should be an equal number of
players between pqr’fners).

Here are some helpful little doodles to show you how your

table and hand should be set upI

PLAYER | PLAYER 2 PLAYER 3

PLAYER 6 PLAYER 5 PLAYER 4
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INDIVIDUAL PLAY

When it is your turn, play cards from Igour hand first, then
draw card(s) at the end of your turn. Play rotates clockwise
around the playir\ table. There are 7 possible actions, but

you can only EXECUTE ONE ACTION PER TURN.

Io Begin Q Hel"d 2 YOU must hQVe twO Or more mGTChing
animal cards (not Farmers or Aliens) in your hand to start
a herd. Place the cards face up, stacked on top of one
another, in your field. Herds cannot contain mixed animals
(Chamdeons are anh excepfion). 2+

2. Build Or\ @ Herd - If yOou alreqdy have a herd in

your field, add one or more matching animal card(s) on top
of your existing herd stack.

|+

3. Take 1he Discard - | 'rhe t0 card of 'rhe discard

pile is an animal card, take it and EITHER create o new herd
in your field using that card paired with a mqtching animal
card from your hand, OR add that card to an existing herd
in your field.

Ll'. Protect o Herd - Play one Farmer card over top of
any herd stack in your field to protect it. This prevents an
opponent from taking your herd, BUT it also prevents you
from addir\g any cards to that herd. You can stack Farmer
cards one turn at a tfime on 'roEEof each other to increase

the protection of your herd. (S NOTE )

© 2024 Odd Family Games LLC. All rights reserved.



5. Steal a Herd - If another player has an unprotected
herd in their field and you have a matching animal card in
your hand, you can steal it. Reveal your challen ing animal
card, and declare your attempt to steal Two things can
happenf EITHER the player gives up their herd to you (add
your animal card to it and put it In your field), OR the
player defends their herd by revealing a matching animal card
from their hand (ﬁ')ey take it with the cha"engir\g animal
card(s), oand add them to the existing herd in their field). If
you have another ma’rching animal card in your hand, you can
keep trying to steal. The defending player then gets another
chance to defend, and this continues until someone is unable
or unwilling to p|ay any more cards. \Winner places the existing
herd and all cards involved in the challenge into their field.

6. AdeC'l' a qumer - Use an Alien card to remove

a Farmer card from another players herd. Both Alien and
Farmer cards are then placed face up oOn the discard pile. £
there are multiple Farmers protecting a herd, only remove one
Farmer per turn, in reverse order o? how they were played.
You cannot abduct a Farmer from your own field.

7. Discard - | you cannot, or choose not to take any of
the other 6 actions, you MUST discard a card from your
hand and place it face up on the discard pi|e.

END OF TURN

After KOU have completed one of these actions, draw cards
€

from the draw pile until you hold six cards in hand again. If
your actions have caused another player to play cards, they
also draw back to a full hand.
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TEAM PLAY

All the rules of individual p|ay still app|y. Gamep|ay is largely

the same, except you now work with a partner. Each player
still takes their turn individually, and maintains their own
field and herd(s). However, you can choose to play on either
your own or your partner's field In the event of an attempt W&{:
to steal, you can defend your partner's herd in any turn
in which it is threatened. You can also come to the aid of

your partner in their attempt to steal a herd by playing the
appropriate animal card from your hand. At no point may

you divulge the contents of your hand to your partner.

(SEE NOTE 2)

ACHIEVING HERDVANA

I you collect all eight matching animal cards in one herd in
your field, it has achieved Herdvana!l This earns you |0
bonus points at the end of the game and permanently secures
that herd. Indicate this by turning the herd sideways in your
field; it is now immune to all other player actions during the
ame. After Herdvana is achieved, you cannot protect that
Eerd with a Farmer, or add any more cards to it. Chameleons
do not count towards the eigl‘n‘ matching animal cards

required to achieve Herdvana.
(SEE NOTE 3)

END OF GAME

After all cards have been taken from the draw pile, and each
player has played aoll cards in their hand, the game Is over.
As the end of the game approaches, some players will still
have cards that They can p|qy, while others will be out of
cards and have to pass their turn, suffering any consequences

i‘ of cards p|ayeo| agqir\st them.
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SCORING

When all cards have been played, each player adds up the
oint value of every card in their field. Eemember to add the
E) point bonus for each Herdvana achieved. The player with

the highest poin'r score is the winner.

TEAM SCORING: Individval scores are added to their

partner's Score, Highest team Score wins The game.
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NOTES

NOTE || While Farmers prevent you from building on a

herd, you may still begin a new herd of the same animal
type. However, once mul'riple herds of the same animal type
exist they can never be combined, making them incapable of
acl’»ieving Herdvana.

NOTE 2: You may only Begin a Herd in your own field.

You may Build on and Protect Herds in your own or your
partner’s field.

NOTE 3: Herdvana is not achieved until the end of a turn.

This means that in the back-and-forth process of stealing
and defer\ding, a Chameleon can still win the herd, even if all
eight of the choser\ ahimal cqrd have been p|ayed. A'ffer The
turn is finished, the player who wins the battle can then take
the herd into their field and indicate that it has achieved
Herdvana.

NOTE 4: You are never required to show or disclose the
number of animals in any of your herds. It is recommend
that you stack animals in the same herd one card on top of
another in order to keep that information secret. Chameleons
should be buried in your herd (not be the top card) as well
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