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TABLE SET UP - »

TABLE COMPONENTS

Place the ®Main board in reach of | (& 1 Main board
1. all players and the ®Rainbow Pool | ® 1 Rainbow Pool
in the center of the board. Then © 1 Ti-me token ; @
place the ©€Time token on the first @ 40x Food tokens &
hour of the Time track. @ 4x Food trays
(F) 36x Rainbow cards

(G 60x Hatchling cards

Shuffle the (FRainbow cards. Give 2 to each f
3. player, face up. Place the rest face down in
the Rainbow Pool in the center of the board.



PLAYER SET UP

Distribute the following components to
each player in the color of their choice;

a. 1x Nest board (generic)

b. 1x Happiness tracker

c. 2x Happiness tokens (generic)
d. 2x Sibling tokens

e. 1x Rainbow token

Place each player's Rainbow token on
the & space of the Rainbow track.

Starting with the oldest player and proceeding clockwise, |
take 2 face-down Hatchling cards from any two Hatchling
decks and place them face up anywhere in your nest. You
do not gain ©Happiness for any matches made with your

starting 2 hatchlings.

PLAYER COMPONENTS

‘a)5x Nest boards
b 5x Happiness tracker
- (€)10x Happiness tokens

(d 10x Sibling tokens
(@ 5x Rainbow tokens
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GAME TURN

Starting with the oldest player and proceeding clockwise,
each player performs the following 3 steps:

1. MOVE YOUR SIBLING
2. BUMP OPPONENT'’S SIBLING
3. PERFORM LOCATION ACTION

1. MOVE YOUR SIBLING

LOCATIONS

Start your turn by moving exactly 1 of your
Sibling tokens to a new location, indicated

) v e
Sibling tokens start the'ga'me at your nest

and return there whenever they are bumped
from a location. ;

You must choose to move a sibling at your
nest if any are there. Otherwise, you can
choose to move either sibling each turn,

~ even the same sibling you moved the
previous turn. e

You can choose to move to any location,
even one occupied by another player's
sibling, but you cannot choose one
occupied by your own sibling (the only

~ exception is the Rainbow Pool).




2. BUMP OPPONENT'’S SIBLING

“‘ RAINBOW POOL

Y 'E)%CEPTION

} on S|bL|ngs that can be placed hereand
" no snbhngs are ever bumped from i

Th|s location has no l|m|t to the number

: | You can even have both your snbhngs here
; at the same tlme =

[
2




@ HATCHLING LOCATIONS

ACTIVITY ICONS

Hatchlings love playing with each other. They like
Napping, Singing, Running, and Dancing with friends!

Hatchlings have one activity on each side of their

Each hatchling has different activity preferences, but card. Matching up activities with neighboring
every hatchling from the same habitat shares a common hatchlings gains OHappiness, so pay close attention
favorite. For example, the forest hatchlings love to Nap, to activity icons when selecting which hatchling to

and the ocean ones can't stop Dancing! take and where to place them in your nest. 1




@ PLAYING TOGETHER

Example: \X/e are taking a pink quetzalcoatlus for our turn
and placing it next our triceratops and tyranosaurus. We have
2 matching activities, Dancing and Running, which means
we gain 5O Happiness. Then, all three hatchlings Share Food
(see page 8). <

 Nice, 2 matches!
That gains S O Happiness!




@ FOOD LOCATIONS

() ﬁsh- (. oné-

There are 4 food locations, one for each habitat. Moving
to each location allows you to take a Food token from
that habitat's Food tray.

o plant

Whenever you take a Food token, you must immediately
use it to Feed or Bribe a hatchling. If you ever run out of
Food tokens, find any suitable replacement.

-

BRIBING HATCHLINGS

—

~ Using a bribe to move a hatchling or swap two
hatchlings can cause one or both of them to Play
Together with their new neighbors (see page 6).




FEEDING HATCHLINGS SHARE FOOD

Happiness from shaving
| swacks adds up quickly!




/2 RAINBOW POOL

COMPLETING RAINBOW CARDS




PLAYING TOGETHER EXAMPLE




Avt by Joel Bodkin -
Design by Maxwell Freud
Development by Justin Fovest
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DINO FACTS!

Tyrannosaurus Velociraptor

Dllophosaurus Dinosaur - 73-66 mya Dinosaur - 75-71 mya
: Dinosaur - '195'_184 mya With 60 eight-inch long teeth and the Velociraptor are only 2 feet tall and
Dilophosaurus don't spit poison or have strongest bite force of any land animal, feathered like a turkey. They run on two
neck frills, like many expect. But they are Tyrannosaurus grow up to be fearsome legs and hunt with super large talons on
20 feet long and chase down their food, so predators. e

they're still pretty ferocious!

Elasmosaurus Mosasaurus Spinosaurus

Marine Reptile - 81-80 mya Marine Reptile - 83-66 mya Dinosaur - 100-94 mya
With 71 vertebrae, Elasmosaurus' neck is Little Mosasaurus are fast swimmers who Spinosaurus, with their crocodile-like face,
half the length of its body. They keep their catch a lot of fish. They eat so much that are bigger even than a T. rex! Their huge
neck straight when swimming, but bend they grow over 50 feet long! spiny sail is perfect for showing off to their
and twist to catch fish. friends.

®



duetzalcdétlus ;

Pteranodon

= A>rchaeopteryx

Flying Reptile - 68-66 mya Dinosaur - 151-149 mya Flying Reptile - 86-85 mya
Quetzalcoatlus are the largest flying Archaeopteryx is only 20 inches long and Pteranodon soar above the water hunting
ammal to ever exist, with a 35 foot weighs about 2 pounds. Despite being for food. Their crest probably counter-
wingspan. They have hair instead of covered in feathers, they probably glide balances the weight of their extra-long

feathers, like a bat, and probably soar from tree to tree instead of flying outright. beak when they dive down.

thousands of feet in the air.

Diplodocus ‘Stegosaurus  Triceratops

Dinosaur - 154-152 mya Dinosaur - 155-145 mya Dinosaur - 68-66 mya
Diplodocus eats enough leaves to grow to Even though they grow to 14,000 lbs, Triceratops uses a beak and hundreds
90 feet long in just 10 years! Their tail is thin their brains are only the size of limes. of teeth to grind down tough plants.
enough to make cracking whip sounds, Those sails and spikes are for protection Their massive bony frill regulates
probably to ward off predators or attract while they munch on tasty ferns. temperature and signals to the other

a mate. members of their herd. :



1. Each turn, move 1 sibling to gain a
hatchling, food, or 2 Rainbow cards.

2. Bumped siblings get a Food token. 9

_ 3. Keep the hatchlings right-side-up!

4. Food must be used immediately. © ,

5. Return shared food to the Food trays. A

6. If you swap 2 hatchlings, they both
Play Together with their new neighbors.

7. Bribed hatchlings cannot move again. {}

8. Be nice and don't bump your sibling!

This game is dedicated to eve'ryone whose egg took some extra time to hatch.
Know that you are loved and the world is more beautiful because you're here.

QO Maxwell



