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Design and build your own dinosaur theme park!
Attract the best visitors by filling your parks with awe-inspiring
creatures from a forgotten time!

In Welcome to DinoWorld, you will build pens to house a variety of types of dinosaur, recreation, and
welfare facilities around your park, use your research labs to improve your work, and try to satisfy some
especially choosy, but potentially very lucrative, visitors.

During the game you will earn stars (7). The player who builds the DinoWorld worth the most stars wins.

LITE MODE VS DANGER MODE /

Welcome to DinoWorld can be played in two modes. If this is your first game, or if you are introducing the l
game to new players, we recommend you play in Lite Mode. Danger Mode is for more experienced players.

Most rules are the same in Lite Mode and Danger Mode.
Other rules are highlighted in orange or grey.

These are rules for Lite Mode that will change if you play
in Danger Mode.

These are rules that only apply in Danger Mode. Ignore
these rules when playing in Lite Mode.
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o Choose whether you are playing in Lite Mode or Danger Mode. Give each player a player sheet for
the chosen mode of play and a pencil.

9 Place the 3 dice in the middle of the play area.

9 Sort the Facilities cards into two stacks according to their type (Recreation A & Welfare Q ).
Shuffle each stack separately and deal 1 Facility from each stack face up into the middle of the play
area. Put any unused Facilities back in the box.

0 Sort the Visitor cards into three stacks according to their value (4, 6, & 10 7). Shuffle each stack
separately and deal 1 Visitor from each stack face up between two neighboring players. Repeat this
process until each player has 3 Visitors to their left (between them and their left-hand neighbour),
and 3 to their right (between them and their right-hand neighbour). In a 2-player game, this means
there will be 6 Visitor cards between the two players. Put any unused Visitors back in the box. I

random in the middle of the play area withthe 12 /7  face up. If both of the shape-related

0 After your first few games, if you have the Public Objective cards*, shuffle them and deal 2 at I
objectives are dealt, or both path-related objectives are dealt, reshuffle and deal again.

* These cards were available as part of the Kickstarter edition or separately as promo cards.

It is highly recommended at this point that players discuss with their neighbours their shared
Visitor cards to ensure that their requirements are understood. All players should also check that
they understand the Public Objectives.

0 Danger Mode only! I

Sort the 9 Research Lab cards into three stacks according to their type (X, Y, & Z). Shuffle each
stack separately and deal 1 Research Lab from each stack face up into the middle of the play
area. Put any unused Research Labs back in the box.

Note: For your first game playing Danger Mode, it is highly recommended to play with the
“Docile Gene Editing” Z lab card.

o Choose a difficulty level for each player (Easy, Normal, Hard, Fiendish). Different players can
play at different difficulty levels to make the game easier for new players and harder for more
experienced players.

Depending on the difficulty level you are playing at, cross out boxes on your Threat (#) and
Security () tracks on your Threat Tracker as per the images below.

Note: For your first game playing Danger Mode it is highly recommended to play on “Easy” difficulty.
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HOWTO PLAY ~ /

The game is played over 8 rounds. Each round consists of the following phases:
0 CONSTRUCTION: One player rolls the dice, and all players simultaneously use the dice values
to take actions.

9 MALFUNCTION: In Danger Mode, everyone must check whether they experience a Generator
malfunction in their park. A malfunction can cause damage to Dino Pens and may eventually lead
to a dinosaur break out!

0 CLAIM VISITORS: Everyone checks whether they can claim one or more of the Visitors on their
left and/or right.

At the end of the 8th round, the game ends and everyone works out their final scores.

CONSTRUCTION PHASE ~ /

-

ROLL THE DICE <

One player rolls the 3 dice into the middle of the play area. It doesn’t matter who rolls the dice; you
may want players to take it in turns rolling the dice, or perhaps the player who does the best T. Rex
impression is the dice roller for the game.

Each player writes the values of the dice into the Dice Tracker on their Player Sheet. The Dice Tracker
also keeps track of the total number of rounds.

TAKE ACTIONS - |

All players now use the values rolled to take actions simultaneously.

Note: When you are learning the game, it is recommended for the first couple of rounds that players
take it in turns, explaining what actions they are taking, while the other players watch to ensure that
everyone understands the rules.

You can use each die value for that round exactly once. When you use a value to take an action, cross it
off. This way, you can keep track of the values you use in each round.
There are three primary actions that you can take that use dice values. These actions may be taken in
any order.

Important: In a round, you can only take each of the following actions once.

+ BUILD DINO PEN: Add one new Dino Pen to your park.
» LAY PATHS: Add new pathways to your park.
* CONSTRUCT FACILITY: Add one new Facility to your park.

You don't have to use all the values, but any values not used cannot be saved for future turns.

In addition, you may take one or more Research actions. Research actions are free actions that do not
use a dice value, although you are limited to how many you can take in total during the game (see page 9).

Danger Mode only!

There are two additional Security actions available to you: IMPROVE and BOOST. Full details of
these can be found on page 10.




As mentioned earlier, you can use each dice value once, but you may add values together and instead
use the combined value to take an action. For example, if the three values rolled are 1, 2, and 5:

+ You could use the 1, 2, and 5 separately to take three different actions.

+ You could add any two of the values together. For example, you could add the 1 and 2 together to make
3, and then use the 3 to take one action and 5 to take another.

+ You could even add all three numbers together to make 8 and use that value to take a single action.

IMPORTANT. CONCEPTS - |

» ADJACENT: The word ‘adjacent’ means orthogonally adjacent — directly above, below, left, or right —
and does not refer to diagonal adjacency unless the text of a card explicitly states that it does.

* LAKE: There is a lake in the middle of your park. You cannot build paths, Dino Pens, or Facilities on any
of these 4 squares.

+ CONNECTED: A feature (a Dino Pen, Facility, or the Lake) is ‘connected’ to a nearby path only if there is
a path in an adjacent square that touches the edge of the feature. A path that runs alongside a feature
but does not directly touch its edge is not connected to it.

* EMPTY: An empty square is any square in the park in which you have not yet drawn anything.

« ENTRANCE: Your park has two entrances. Each entrance has a path coming in through the perimeter
wall which is connected to an adjacent crossroads.

Itis strongly recommended to think about what you will do with your actions before drawing anything.
This will help prevent mistakes being made (e.g. Building a Pen and then realising you are out of
Generators, not having enough pips to build all the Paths you wanted to, Constructing a Facility
illegally). You can erase the mistake and redo your action as long as it is within the same round.

If you notice after the round the mistake was drawn, you cannot change it. Any mistakes are not
eligible for claiming Visitors or end of game scoring, but they are treated as if they are correct for
the purposes of dealing damage when playing in Danger Mode.




BUILD DINO PEN -

To take this action, choose a value that matches one of the numbers beside one of the dinosaur species
on your player sheet. Then draw a Dino Pen of that type anywhere in your park following these rules:

Reminder that the Dino Pen Dinosaur .Q. Carnivore or
must be connected to a path. Species Q\ Herbivore

VELOCIRAPTOR <. Suggested way

> | of drawing the

Fg // \\ﬁ e species in
K the pen.

Value: Size Requirement: Power Requirement:
Possible dice values ~ Number of squares that the Dino Each bolt is 1 Megawatt.
that you can use to  Pen occupies. A velociraptor pen A velociraptor requires 2 Megawatts
build this Dino Pen. must be 4 squares in size. of power from adjacent Generators.

* SIZE: You must draw a Dino Pen that is made up of a number of adjacent empty squares equal to the
number shown in the green square beside the corresponding dinosaur.

» SHAPE: The shape of the Dino Pen is up to you. The shape can be anything you like as long as all the
squares form a single contiguous area in your park.

« POWER: Each Dino Pen has a Power requirement (between 0 and 3 Megawatts) which you must
satisfy by building Generators adjacent to the Dino Pen (see below).

» CONNECTION: Each Dino Pen must be directly connected to the network of paths in your park, so that
a path runs directly up to at least one edge of the Pen.

» SPECIES: Always indicate the dinosaur species by either drawing a sketch of the dinosaur or writing
the initial letter of the species in one of the squares of the Dino Pen.

If you cannot fit a specific Dino Pen on your map, cannot meet its power requirement or cannot
immediately connect it to your path network, you cannot build the Pen.

SUPPLYING POWER (Building Generators) -

Each Dino Pen, except for those containing Protoceratops, requires 1, 2, or 3 Megawatts of electricity to
power its electric fence. You must either build Generators adjacent to your Dino Pens to supply power,
or build Dino Pens adjacent to existing Generators. You can build any number of Generators, up to the
maximum number available, in a round. Building a Generator is a free action that can only be taken when
you take the Dino Pen action.

When you build a Generator, draw a box around a single empty square
in your park and draw an electric bolt [f] symbol in the middle of the
square. Then, cross out one of the boxes in the ‘Generators’ section on
your player sheet. You can build a Generator in any empty square in your
park adjacent to a Dino Pen; the Generator does not need to be connected
to a path.

Each Generator that you do not use is worth 2 7 at the end of the game.




In Lite Mode, you can add a maximum of 12 Generators to your park. Each Generator you build
supplies 1 Megawatt of power to each adjacent Pen. :

A single Generator can be adjacent to up to four different Dino
Pens and simultaneously supply 1 Megawatt to each of them. If
multiple squares of a single Dino Pen are adjacent to the same
Generator, that Generator still only supplies 1 Megawatt to the
Pen.

In this example, the Stegosaurus Pen is adjacent to 1 Generator
and the Velociraptor Pen is adjacent to 2 Generators. The
T. Rex Pen is adjacent to 3 Generators. Note that each of the
3 Generators in this part of the park supplies power to two
different Pens.

In Danger Mode, you can add a maximum of 8 Generators to your park. Each Generator you build can
supply up to 4 Megawatts of power to one or more adjacent Dino Pens, in any combination.

To supply 1 Megawatt to an adjacent Pen, draw a small curved ) \

‘power link' from the Generator into the Dino Pen. You may . g | )
draw multiple links between a single Generator and an adjacent
Pen. However, each Generator can only supply a maximum of
4 Megawatts, so you cannot add more than 4 power links to a
single Generator.

You can add links to a Generator that you already built in a
previous round (up to the maximum of 4 links).

In this example, the Stegosaurus Pen requires 1 Megawatt and
so has 1 link drawn to an adjacent Generator. The Velociraptor
Pen requires 2 Megawatts and has 2 links, both drawn to the
same Generator. The T. Rex Pen requires 3 Megawatts: 1 link
drawn to one Generator, and 2 links drawn to another Generator.

INCREASE THREAT LEVEL -

In Danger Mode, every time you build a new Pen, the Threat level in your park increases.

To note the increase in Threat, cross off boxes on your Threat (#) track, from left-to-right. If you
build a Pen containing a Herbivore species, cross off 1 box. If you build a Pen containing a Carnivore
species, cross off 2 boxes. If your Threat level is already at the maximum level, ignore any further
increase.

For example:

Your Threat Level is currently 5.
You draw a new Tyrannosaurus
Rex pen in your park (a Carnivore).
You must therefore add 2 Threat,
bringing your Threat Level up to 7.




To take this action, choose a dice value and then use it to draw one or more path shapes in empty
squares in your park.

Each path shape has a cost (in dice ‘pips’) shown by a number of dots below the picture of the shape on
your Player Sheet. You can draw as many paths as you wish, up to the total number of pips on the dice
value used to take this action.

- A straight or corner costs 1 pip. l =
+ A T-junction costs 2 pips. ~
L] LR

+ A crossroads costs 3 pips.

- eoe

Every new path shape you draw must be drawn in an empty square, and must connect either to one of
the pre-printed crossroads at an entrance to your park, or to any path drawn earlier.

* You can draw a straight, corner, or T-junction path shape in any orientation.

- You cannot draw a path shape in any of the 4 lake squares.

- A path leading up to the edge of a Dino Pen or Facility stops at the edge of the feature. A path never
passes through a feature.

In addition to drawing new paths, you can choose to convert a previously drawn ' £
path shape into a crossroads. This costs 4 pips, regardless of the path shape you L »
are converting. '_

CONSTRUCT FACILITY ACTION -

To take this action, choose a dice value, and then draw the corresponding Facility symbol in one empty
square in your park.

A Recreation facilities require a value of 1, 2 or 3.
Q Welfare facilities require a value of 4, 5 or 6.
Each Facility takes up only one square. Each Facility has specific restrictions on where it can be built

which are described on the Facility card. Facilities do not need to be built connected to a path unless the
card indicates otherwise. Unless otherwise noted, you can have more than one of each Facility.

The Facilities section on page 14 has a detailed explanation of all the Recreation and Welfare facilities.

During a round, you may take any number of free Research actions.

You can take a maximum of 6 Research actions over the course of the game. Each time you do, cross out
one of the 6 boxes in the ‘Research’ section of your player sheet. Unused Research actions are not worth
any 7 at the end of the game, so there is no benefit to not using all of them.

In Lite Mode, you may take a Research action to add 1 or subtract 1 from one
of your dice values. There is no need to actually change the written value on
your player sheet, just adjust the value up or down immediately before you
use it to take an action.

You can use more than one Research action in a round, and may use multiple
Research actions to change the same dice value multiple times. You can adjust
a value to be greater than 6, but you cannot adjust a value to be less than 1.




In Danger Mode, there are three Research Labs available in each
game: X, Y, and Z. Each Lab gives you a different action that you
can take. You can use the X Lab 3 times during the game, the Y Lab
2 times, and the Z Lab only once.

You can use more than one Research action in a round (including
using the same Lab more than once) and may use the different
actions in any combination.

The Research Labs section on page 15 has a detailed explanation
of all the Research Labs.

~ SECURITY ACTIONS -

In Danger Mode, two additional Security (OJ actions are available to you: Frad
Improve or Boost. However, you may take at most only one Security action HC[iD;I
in a round: either Improve or Boost. These actions reduce the chance of

Malfunction (see below). or

Note: The Boost action is only available when playing at Easy or Normal Easy / Normal {??
difficulty. At Hard and Fiendish difficulty, you cannot use the Boost action. =

* IMPROVE: This is a free action. Cross off 1 box on your Security track. ‘ -

« BOOST: This action uses a dice value (any value). Cross off 2 boxes on
your Security track.

When you cross off boxes on your Security track always go left-to-right.

MALFUNCTION PHASE =/,

Danger Mode adds an additional ‘Malfunction’ phase. In Lite Mode, skip this phase entirely.

" ROLL THE DANGER DIE! -

A player rolls 1 die: this is the ‘Danger die’.
All players calculate their park’s Danger level as follows:

+ Add the value of the Danger die to your park’s Threat level (the number of boxes crossed out on
your Threat track) and then subtract your park's Security level (the number of boxes crossed out
on your Security track). This gives you your park’s Danger level.

For example:

The value of the Danger die is 5. Your park’s current
Threat level is 4 and the current Security level is 2.
Your park’s Danger level is therefore:5 + & = 2 = 7.




" GENERATOR MALFUNCTION! -

Check your park’s Danger level against the Malfunction chart on your player sheet. The chart shows
which Generators will malfunction. If the Danger level is 5 or less, no Generators malfunction.

For example: If your Danger level is 7, all Generators in your park that have either 3 or 4 live power
links will malfunction.

Note: Count the total number of links going from a Generator. For example: A Generator that has
2 power links to one Pen and two links to another has 4 total links, and will malfunction on a
Danger level of 6 or more.

When a Generator malfunctions, it damages all Dino Pens to which it is has power links. Each link
between a malfunctioning Generator and an adjacent Pen does 1 damage to the Pen.

Record any damage taken by a Pen by crossing out one of the squares inside it. When all of the
squares in a Pen have been crossed-out, any excess damage is ignored.

For example:

This Velociraptor pen is being supplied with 2 Megawatts
of power via 2 links to a single adjacent Generator. Your
park’s Danger level this round is 8.

According to the Malfunction chart, at Danger level 8,
Generators with 2, 3, and 4 power links malfunction.
Therefore, the Velociraptor Pen takes 2 damage, 1 for
each link from the malfunctioning Generator.

BREAKOUT! -

If all squares in a Dino Pen become damaged, the electric fence around the Pen fails and the dinosaur
breaks out, destroying the Pen and escaping the park! A destroyed Dino Pen is worth 0 at the end
of the game.

Also, when a Pen suffers a breakout, the escaping dinosaurs cause 1 damage to each Pen adjacent to

the destroyed Pen. A breakout could therefore cause additional breakouts in adjacent Pens.

- If a Pen has already been destroyed by a breakout, there is no additional damage or further penalty
if a linked Generator malfunctions in a later round.

+ You cannot change or ‘re-route’ power links, even if the linked Pen is destroyed. However, a link from
a Generator to a destroyed Pen is no longer ‘live’ and does not count towards future malfunctions.

For example:

This generator is providing 4 power links in total.
However, 2 of those links are not live, as they are
linked to a destroyed Pen. For future malfunctions,
this Generator counts as providing 2 power, but no
new links can be added.




CLAIM VISITORS PHASE .

After everyone has completed all of their actions, all players check to see if they can claim 1 or more of the
Visitors immediately to their left and/or right. To claim a Visitor, your park must meet the requirements
on the card. Each Visitor sits between two adjacent players and can only be claimed by these players.

If your park satisfies the requirements of a Visitor card, take itand keep itin front of you; it will be worth ™ at
the end of the game. If two neighbouring players meet the Visitor requirements in the same round, turn
the card by 90 degrees and leave it between the players; it will be worth © for both players at the end
of the game.

It is highly recommended that you get a neighbour to check your park to confirm your claim is valid.

CLARIFICATIONS - |

Some Visitors include the following requirements:

“A path that traverses [X] squares”: To meet this requirement
you must be able to trace a route of paths through at least
the stated number of squares, without ever doubling back
and/or revisiting a square. The pre-printed crossroads by
the entrance counts as one path on the route.

For example: Here, you can trace a single route starting
at the entrance (numbered ‘1') that goes through 10
different squares.

“A [Dino species] within [X] paths of an entrance”: To meet
this requirement you must be able to trace a route, starting
at and including one of the crossroads by an entrance,
through (at most) the stated number of squares, that leads
directly up to the edge of a Dino Pen containing the stated
dinosaur species.

For example: This Velociraptor Pen is 1 path from the
entrance.

Note: The requirements of a Visitor card only need to be
met at the time it is claimed. If a player subsequently
changes their park so that the requirement is no longer
met, they do not lose the card.

PUBLIC OBJECTIVES -

If playing with these, during this Phase, each player checks
to see if they meet the requirements as depicted on the
Public Objective cards. The first player or players to meet
the requirements of a Public Objective in the same round
score 12 (write 12 in the MISCELLANEOUS section on
your player sheet). Then, flip over the Public Objective to the
other side. Any player who meets the requirements in a later
round will score 7 * (again, write it in the MISCELLANEOUS
section). A player can only score each Public Objective once.

v T il 5
6+ RECTANGULAR PENS
(ONE DIMENSION MUST BE
(INCLUBING OR EXCLUDING P&P:’gﬁiﬂsfgmfsj

It is highly recommended that you get another player to
mcheck your park to confirm your claim is valid.
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END OF THEGAME /

The game ends at the end of the 8th round. Use the section on the right-hand side of your player sheet
to work out your final score:

* DINOSAURS: Each Dino Pen is worth the number of 7 indicated on the player sheet.
In Danger Mode, a destroyed Dino Pen is worth 0

» FACILITIES: Add the * you have earned from all the Facilities in your park, based on the Facility cards
in play. Note that a destroyed Dino Pen does not contribute to the scoring of any Facility.

* VISITORS: Each Visitor that you claimed is worth the number of printed on it. Remember: If you
and your neighbour claimed a Visitor in the same round, both of you score the full * for that Visitor.

* GENERATORS: Each unused Generator is worth 2
* MISCELLANEOUS: This includes points from Public Objectives if you are playing with them.

* SECURITY: In Danger Mode, each box in your Security track that you have not crossed out is worth
the indicated ~ in the box.

74
P DXL XX 6| 7

For example: If your Security track is like this at the end of the game, you score 12

NOTE: If you made any mistakes: If this is a player’s first game, they score half the * for illegal pens
and facilities (round down), otherwise the player scores nothing for these illegal features.

Either way, if you incorrectly claimed a Visitor, that Visitor scores nothing for you; if your neighbor
could have claimed that Visitor, they may take it and score it. If you incorrectly claimed a Public
Objective, you score nothing for it. Other players score the 7 = as normal if they achieved it.

The player who built the DinoWorld worth the most " wins.

If two or more players are tied, the tied player who built the most Dino
Pens wins. If players are still tied, the tied player with the most
claimed Visitors wins. If these tie-breaks are not sufficient to

divide the players, throw all of the tied players into a
pen with a hungry T. Rex, and award the victory

to whoever survives the longest! S




RECREATION FACILITIES -
GIFT SHoP

» RESTRICTION: Must connect to a path.

» ABILITY: How many paths from an entrance:
1 square away = 3
2 square away = 2
3 or more square away = 1

HOTEL
» RESTRICTION: Must be built adjacent to existing
hotel (1st placed must connect to a path).

* ABILITY: 1 per hotel per visitor card a
player has.

ROLLER COASTER
* RESTRICTION: Must be built connected to a path,
or adjacent to an existing Roller Coaster.
* Ability: Each group of 1, 2, or 3 adjacent Roller
Coasters are worth the following:
1 Roller Coaster =1
2 Roller Coasters = 3
3 or more Roller Coasters = 6

. WELFARE FACILITIES -
CONTAINMENT UNIT

* RESTRICTION: USE IN DANGER MODE ONLY. Max
1 Unit per pen.

* ABILITY: If adjacent to a pen when pen is
destroyed, it captures a dino from that pen
(mark building with a tick). 5 7 if a Carnivore is

captured; 3 7 if a Herbivore is captured; 1 if
nothing captured.
DANGER ZONE

+ RESTRICTION: Must be built next to a path.
« ABILITY: " 's = half threat level (rounded down).

HATCHERY

* RESTRICTION: Must be built adjacent to a Dino
Pen.

 ABILITY: Each Hatchery is worth 27 for every
adjacent Dino Pen containing a herbivore species,
and 1 for every adjacent Dino Pen containing a
carnivore species.

FACILITIES o LK

PICNIC AREA

* RESTRICTION: Must be built directly connected
to a path.

» ABILITY: Each Picnic Area adjacent to the lake is
worth 3 7. Any other Picnic Area is worth 1

VIEWING PLATFORM

* RESTRICTION: Must be built directly connected
to a path.

« ABILITY: Each Viewing Platform is worth a
number of equal to the number of squares in
the largest adjacent undestroyed Dino Pen.

LIPWIRE

* RESTRICTION: Must connect to a path.

* ABILITY: Two zipwires in straight-line view of
each other are considered connected. 2 per
pen a zipwire pair traverses.

RANGER LOOKOUT

* RESTRICTION: None. May be built anywhere in
your park.

» ABILITY: Each Ranger Lookout is worth a number
of ©= equal to the number of different Dino Pens
that are ‘overlooked’ by the Ranger Lookout.
Consider the horizontal and vertical lines of
squares that extend from the Ranger Lookout to
the edges of your park, and count the number of
different Dino Pens that intersect with these two
lines of squares.

PETTING Z00

* RESTRICTION: Must be built next to a pen and
a path.

* ABILITY: © minus number of squares* in ONE

adjacent pen (*in danger mode: includes damaged
squares, but worth 0 if pen is destroyed).



WOODLAND

* RESTRICTION: Your first Woodland may be built
anywhere in your park. Every subsequent Woodland
must be built adjacent to an existing Woodland.

 ABILITY: Provided your final Woodland area is at
least 3 squares in size, your Woodland is worth a
number of ©* equal to the combined * value of all
undestroyed herbivore Dino Pens adjacent to your
Woodland, up to a maximum of 15

RESEARCH LABS 7/

A detailed description of the different Research Labs is shown below. Remember that using a Lab is a
free Research action and you can take any number of these in a round (including using the same Lab
more than once). Mark off each use on your player sheet.

You can use the action of the X Lab three times during a game.

* CALCULATED RISK: Use this action when you draw a Dino Pen containing a Carnivore species.
Increase your park’s Threat level by 1 instead of 2, but also immediately add 1 damage to the Dino Pen.

* RELAXED BUILDING REGULATIONS: Use this action when you build any Dino Pen. Draw the Dino Pen
so that it is either 1 square smaller or 1 square larger than required for the species.

* RE-PAVING WORK: Convert any existing path in your park into a crossroads.
» SIDE ENTRANCE: Add a new entrance to your park.

You can use the action of the Y Lab two times during a game.

When you change a dice value, there is no need to actually change the written value on your player

sheet, just adjust the value up or down immediately before you use it to take an action. You can increase

a value to greater than 6 but dice values do NOT wrap around from 1 to 6.

+ ALTERNATE FUNDING: Change one of your dice values to any value from 1 to 6.

* GENETIC MODIFICATION: Add or subtract exactly 2 from one of your dice values, or add or subtract 1
from up to two of your dice values (you can add 1 to one and subtract 1 from another).

* QUESTIONABLE ACCOUNTING: Add exactly 3 to one of your dice values.

* URBANISATION: Build two special buildings this round.

You can use the action of the Z Lab only once during a game.

 DOCILE GENE EDITING: Use this action when you build a Dino Pen. Do not increase your park’s Threat level.

* INTENSE DEVELOPMENT: Use this action in any round in which you have already built a Dino Pen. Use
another of your dice values to take the Build a Dino Pen action a second time.

» MAD SCIENTIST: Immediately score points equal to double the difference between your threat and
your security tracks.

* POWER REGULATOR: Ignore any damage to your park from the Malfunction Phase this round. This
must be activated during the Construction Phase (i.e. before the Malfunction Phase).




DINOBOT SOLO RULES

A rival development company, the Dinosaur Biotech Offshore Trade company, or “DinoBOT", is building
a Dino park to compete with yours, but they are cutting corners to do so at incredible speed. You must
build your park to be the best you can, as quick as you can, before DinoBOT beats you to it. Unfortunately
for you, DinoBOT has some sneaky tricks up its sleeve to avoid certain rules & regulations when it comes
to attracting visitors!

~ COMPONENTS |

+ 12 DinoBOT cards for base-game play; 4 DinoBOT cards for use with Aquatic & Aviary dinos.
+ 1 additional die

~ SETUP CHANGES -

Shuffle DinoBOT's 12 base-game cards into a face-down draw pile.

- If playing with the expansion, randomly remove 4 of the shuffled cards back to the box, then shuffle the
4 expansion DinoBOT cards in with the remaining 8 base-game cards.

VISITORS SETUP

- Remove all of the 4 7 visitors, and also the 10 * visitor relating to surrounding the lake with features.
+ Deal out 3 random 6 * and 3 random 10 * Visitors face up nearby. These are the visitors you and
DinoBOT will be competing over.

- Choose a difficulty setting as normal, but also choose a secondary difficulty level: Tame, Beastly, or
Savage. This only affects the final scoring.

 GAMEPLAY CHANGES -/

- At the start of the Construction phase, flip the top DinoBOT card from the draw pile face up and place
it next to the draw pile.

+ Roll 4 dice: you choose 3 of them, writing their values onto your player sheet and then performing
your actions with them. DinoBOT gets whichever die you did not choose. (Note: Labs affecting dice pip
values cannot be used to alter DinoBOT's die value)

- The value of the die DinoBOT uses determines which half of the DinoBOT card is used: 1-3 = top-half,
4-6 = bottom-half.

- Place DinoBOT's card, with the half being used oriented to the top, to the side of the play area, along
with any DinoBOT cards from previous rounds. You may look at these cards at any time.

MALFUNCTION PHASE

DinoBOT is not affected by malfunctions (they still affect your park as normal).

CLAIM VISITORS PHASE

DinoBOT claims any visitors it can, just as a player would. When checking if it meets the requirements,
only numerical value and type requirements apply; DinoBOT automatically complies with any position-
or placement-related conditions (i.e. assume all its features are touching each other, are within and also
away from the required number of squares of an entrance, and are all touching the park’s perimeter).

For example:
« For the visitor wanting a looping path traversing 8+ squares, DinoBOT simply requires 8 paths.

- For the visitor wanting a path that traverses é+ perimeter squares and 1+ lake squares, DinoBOT

m simply requires 7 paths.



- For the visitor wanting 2 Protoceratops pens 4+ paths away from all entrances, the DinoBOT simply
requires 2 Protoceratops pens. These Protoceratops can also be used towards complying with the
visitor wanting 1+ Protoceratops pen, 1+ Compsognathus pen, and 1+ Stegosaurus pen, within 3 paths
of any entrances.

DinoBOT shares visitors with you if you both claim them in the same round, as in a normal game.

FINAL SCORING -

DinoBOT will end with 8 cards (1 gained per round). It scores as follows, based on the top-halves of the
cards it collected:

TAME DIFFICULTY

- DinoBOT's Dino Pens score as normal.

- For Facilities, it gets bonus points for how many of each type it has:
-scores 37/ 6/ 9/ 12/ 184 for1/2/3/4/5+ A ;

-scores 47/ 94/ 154/ 204/ 25+ for1/2/3/4/5+Q;
- Add © from any visitors it claimed or shared with you.

BEASTLY DIFFICULTY

In addition to the above, DinoBOT also scores:

-37:/57v:/87v:/ 127 for1/2/3/4Dino Pens of the same type*. Count each type separately (e.g.
a set of 4 Stegosaurus pens and 2 Protoceratops pens scores 127+ 57r=17 7).

- 3 for every path icon it has.

(* Aviaries and Aquatic Dinos each count as one type for this scoring, regardless of size /shape /
sub-type. So, e.g. 3 different sub-types of aquatic dinos count as “3 of a type”, thus scoring 8 1 ).

SAVAGE DIFFICULTY

In addition to the above, DinoBOT also scores:
- 2+ for each Power Generator icon it has.
- 3 1 for every Security icon it has.

If you beat DinoBOT's score, you win! If you tie, or DinoBOT scores more than you, you lose.




MINI EXPANSION PACK (tinctuded with the detuxe edition) |

Designer’s note: The Aquatic and Aviary mini expansions are intended to played separately. However,
you may choose to play with both at the same time, if they so wish.

AQUATIC DINOSAURS -/

If playing with these, randomly choose 1 of the Aquatic cards during setup and place it face up in the
middle of the table. When taking the Build Dino Pen action, you may choose to build an Aquatic Dino Pen
instead of a regular Dino Pen.

Aquatic Dino Pens are built on lake squares. Each “Pen” takes up 1 square. They are not really Pens, as
the Dinos swim all around the lake, but for game purposes, each is marked on one square.

Aquatic Dinos need no power connections (water and electricity are a bad combination!).

Aquatic Dinos are always carnivores. However, when adding Threat for adding a new Aquatic Dino, do
not add the normal 2 Threat for a carnivore. Instead, add 1 Threat when you add the first and second
Aquatic Dinos and then 2 Threat for each Dino you add after that.

There are three different types of Aquatic Dinos: Plesiosaurus (marked P), Ichthyosaurs (marked I}, and
Mosasaurs (marked M), requiring die values based on the specific requirements on the cards.

ADDITIONAL CONSTRUCTION ACTION: EXPAND LAKE

When playing with Aquatic Dinosaurs, a new action is available
to you. The Expand Lake action is a free action (requires no
die), that can be taken once per round. It allows you to draw
an additional lake square adjacent to an existing lake square.
The square where you are extending the lake must be empty.
You do not need to place an Aguatic Dino in the square on the

same round (or ever), but that square now cannot be used to
build any other structure on.

SCORING

Aquatic Dinos score in a different way than normal. Consult
the card you are using to determine how they score.

The card to the right means you score as follows:

« 170 /37: /77 /127 for1/2/3/4 Aquatic Dinos of
the same type.

- 10 7 for each set of 3 unique types.

For example:

Thisscores 12 < forthe four Plesiosaurus,
31 for the two Ichthyosaurus, 1+ for the
one Mosasaurus, andanextra 10 = for one
complete set of all three.




AVIARY DINOSAURS - |

You can now add Pterosaurs to your park by constructing Aviaries. There r_ Ca. - =
. . ; " o “"M’rn.vl'q
are two types of Aviary available: Small and Large. If playing with Aviaries, e i
during setup, shuffle the Aviary cards and deal 3 Small Aviaries and 2 ol
Large Aviaries face up in the middle of the table. These are the Aviaries |
= #]

that can be built in this game, return the rest to the box.
When taking the Build Dino Pen action, you may choose to build an Aviary T e——

Pen instead of a regular Dino Pen. ‘ ADD 1 <& PER TURN |
Aviary Pens are restricted to very specific shapes, as shown on the \J |
information cards. You may only use each of the available shapes once <

in your park. However you may put these shapes in your park in any
orientation or even flip the shape horizontally or vertically.

For example:
These are legal placements for
a Geosternbergia Pen.

SMALL AVIRRY PENS:

- Take up 4 squares per pen.
- Require 2 dice of equal value to build.
- Require 1 Megawatt of power.
- Are home to herbivores.
Designer’s note: Almost all Pterosaurs were carnivorous, but the smaller ones would often eat

insects or fish, and some supplemented their diet with plants and fruit. They are therefore not very
threatening, and we have classified them here as ‘herbivores’ for simplicity of calculating threat.

LARGE AVIARY PENS:

- Take up 9 squares per pen.

+ Require 3 dice of equal value, or 3 consecutively numbered dice, to build.
- Require 3 Megawatts of power.

- Are home to carnivores.

When adding a new Aviary Pen, you gain 2 Pterosaurs (a breeding pair). To mark this, inside the Aviary,
add either a bird picture or the marker ‘A’ inside two of the squares.

At the start of each round, all Aviaries that are not full gain 1 new Pterosaur automatically (thanks to
the breeding pair you started with). Add a new bird picture/‘A’ inside one of the empty squares inside
the Aviary.

When an Aviary is first built, no Threat is added. However, when the Pen is full (when you add the final
Pterosaur into the Pen), you gain 1 Threat for a Small Aviary and 2 Threat for a Large Aviary.

SCORING

At the end of the game, each Aviary scores 2 *= per undamaged square with a Pterosaur inside.




10+ PLAYERS VARIANT

If you wish to play with 10 or more players, make the following changes to the Visitors:
When setting up the Visitor cards, deal 2 Visitors from each stack face up into the middle of the play
area. Do not deal Visitors between the players.

In each round, there is no Claim Visitors phase. Instead, at the end of the game, look at each of the 6
Visitor cards in turn. Every player whose park meets the requirements of a Visitor scores the full stars
for that Visitor.
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