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A GAME FROM BRUNO CATHALA FOR Z PLAYERS OF 8 YEARS OLD OR MORE
APPROXIMATIVELY 30 MINUTES

1-BACK GROUND STORY:

.

KIWARA - THE SAVANNA IN SWAHILU. A seemingly quiet, charming

landscape, but in which two rival groups of wild animals are engaged in
a merciless battle to conquer the most desirable territories.
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A two-sided board with 30 spaces \

representing the savanna with:

One side to play in “classic” mode

On this side of the board, you can distinguish six
territories (2 of three spaces, 2 of five spaces,
and 2 of seven spaces), separated by rivers.
The savanna is surrounded by a round path.

One side to play in “free” mode Al
On this side of the board, there are no defined
territories. They will be defined by the wood
sticks before each game (see ‘free game”
version at the end of the rules book).

30 blue wood sticks for the “free” mode
games

30 animal tokens, in 2 colors (one per
player) In each color, animals are allocated
as follow:

6 Gazelles with a value of 2

5 Zebras with a value of 6

2 Crocodiles with a value of 0
1 Elephant with the value of 5
1 Lion with the value of 1

61totem A

G 10 Reinforcement cards

O 1 rule book



ETHER BY TAKING CONTROL OF THE MOST DESIRABLE
TERRITORIES:

When the board is completely full, control is
determined by the player who owns the most animals
of his color in the territory.

This is this player who will have all the victory points
of ALL the animals from this territory.

Y- SET-UP:

3-GOAL OF THE GAME: TO RULE KIWARA UNCHALLENGED:-,

OR BY BEING THE FASTEST:

When the first savanna territory is completely full, a
reinforcement joins the player’s side who played the
last animal on this territory. An advantage not to be
underestimate, because the reinforcement can give
you bonus points or some mighty powers that could
change the outcome of the gamel!

This paragraph describes the set-up of the game in “classic” mode. We recommend that you start this way for

the first game. Then, when you become more familiar with the game, check the versions proposed at the end

of this book.

Take the OKAPI reinforcement
card and place it face up on the
side of the board.

Place the board “classic” face up in
the center of the table.

Each player takes the
15 animal tokens of his
color and places them
face-up on the reserved
space of the board.

00\ Choose the first player.
W7\ This player receives the totem.

Place the blue sticks
in the box.

They are not used

in this “classic” mode.

The other reinforcement cards
will not be used during this
game.

THE GAME CAN STARTI
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5- HOW TO PLAY:

Durlng h|s first turn the first player places the totem on the round path in front of the row (line or column) of
his choice.

Then, each player, starting with the opponent of the first player, will do two actions during his turn
in the order shown:

1- PLACE AN ANIMAL ON THE BOARD:

During this phase, the player who is playing MUST place one of his remaining animal tokens on the empty
space of his choice along with the ones represented on the row facing the totem.

The particular effects tied to the Crocodiles and Lions are explained below.

1- MOVE THE TOTEM:

During this phase, the player who is playing MUST move the totem 1, 2 or 3 spaces clockwise.
By doing that, he partially chooses which of the open territories his opponent can play during his turn!
Once the totem is moved, we move to the next player and so on until the board is completely full.

Important : We must always offer the possibility of placement to the following player:

- If among the following 3 rows, there is at least one allowing placement by opponent, then the totem is placed
as showed above (if there is only one solution, this one is mandatory).

- In the case where the following 3 rows are already completely occupied, then the totem is moved to the 1st
row (line or column) allowing the opponent to place one of his animals.

RECEIVE REENFORCEMENT:

Once the first savanna territory is completely full, the OKAPI goes to the player’s camp who placed the last
animal in this territory. The OKAPI give 5 bonus points at the end of the game.

Be careful this can make the difference!
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6- DIFFERENT ANIMALS - PARTICULAR EFFECTS:

~N

THIS IS THE MOST INFLUENTIAL ANIMAL OF THE SAVANNA. THEREFORE, YOU MUST BE VERY CAREFUL TO AVOID YOUR OPPONENT TAKING
CONTROL OF IT.

AS SOON AS A LION APPEARS ON AN ADJACENT SPACE (VERTICALLY OR HORIZONTALLY, EVEN ON THE OTHER SIDE OF A RIVER), THE ZEBRA
HIDES (ITS TOKEN IS FUPPED TO THE HIDDEN SIDE). IT DOESN'T SCORE ANY POINTS.

LIKEWISE, IF YOU ARE FORCED TO PLACE A ZEBRA ON A SPACE NEXT TO A LION (VERTICALLY OR HORIZONTALLY, EVEN ON THE OTHER SIDE
OF A RIVER), YOU MUST PLACE IT ON ITS HIDDEN SIDE. ~

~N

THIS ANIMAL IS AS FRIENDLY AS IT IS AGILE, EVEN IF HE IS LESS INFLUENTIAL THAN THE ZEBRA.

AS SOON AS A LION APPEARS ON AN ADJACENT SPACE (VERTICALLY OR HORIZONTALLY, EVEN ON THE OTHER SIDE OF A RIVER), THE GAZELLE
FLEES: THE PLAYER WHO PLACED IT TAKES BACK THE TOKEN IN FRONT OF HIM TO PLAY IT LATER, DURING ONE OF HIS NEXT TURNS.
LIKEWISE, IF YOU ARE FORCED TO PLACE A GAZELLE ON SPACE NEXT TO A LION (VERTICALLY OR HORIZONTALLY, EVEN ON THE OTHER SIDE
OF A RIVER), YOU MUST PLACE IT ON ITS HIDDEN SIDE.

J
~
THIS VAIN ANIMAL IS CONVINCED HE IS THE KING OF THE ANIMALS. HE IS FEARED. BY ALL OF THEM... ALMOSTI

WHEN A LION IS PLACED ON THE BOARD, WE VERIFY THAT THERE ARE NO ZEBRAS AND/OR GAZELLES ON THE 4 ADJACENT SPACES
(VERTICALLY OR HORIZONTALLY, EVEN ON THE OVER SIDE OF A RIVER).

ZEBRAS WHO ARE PRESENT, ARE FLIPPED ON THE HIDDEN SIDE.

GAZELLES WHO ARE PRESENT, ARE RETURNED TO THERE OWNERS.
THE OTHER ANIMALS (CROCODILES AND ELEPHANTS ARE NOT AFFECTED BY THE LION).

~

THE ELEPHANT IS OF GUARANTEED VALUE. HE KNOWS THAT HE IS THE TRUE KING OF THE ANIMALS AND DOESN'T FEAR THE LION OR HIDE

WHEN HE IS NEAR ONE.

USE IT CAREFULLY: YOU ONLY HAVE ONE OF THEMI )
™

THIS ANIMAL IS AS VORACIOUS AS HE IS DESPISED BY HIS COUNTERPARTS.

HE IS IRRESISTIBLY ATTRACTED TO GAZELLES, WHICH HE WILL TURN INTO A NICE SNACK:

WHEN YOU PLACE IT ON THE BOARD, IF A GAZELLE IS PRESENT ON THE OTHER SIDE OF A RIVER, ALONG THE SIDE OF THE CROCODILE'S
SPACE, YOU CAN CHOOSE TO EXCHANGE THE POSITION OF THE GAZELLE AND CROCODILE TOKENS (THE CROCODILE LUNGES VORACIOUSLY
TOWARDS THE GAZELLE BUT, BEING AGILE, THE GAZELLE JUMPS TO ESCAPE).

IF SEVERAL GAZELLES ARE PRESENT, THE PLAYER PLACING THE CROCODILE CAN CHOOSE WHICH GAZELLE TO ATTACK.

IF THE GAZELLE ON THE OTHER SIDE OF THE RIVER IS ON THE HIDDEN SIDE, NOTHING HAPPENS, BECAUSE THE CROCODILE CAN'T SEE HERJ
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7- END OF GAME - SCORING:

The game ends when all the spaces on the board are occupied.
In each of all 6 territories:

We look who has the most tokens of his color (Tokens on the hidden side are counted to see who has
the majority).

9 The dominant player scores the TOTALITY of the territory points (Animals of his color + opponent
animals - Hidden side tokens who score no points).

Each player totals all the scores from the territories under his control.
The player who has the OKAPI scores 5 bonus points.

THE PLAYER WHO HAS THE HIGHEST SCORE WINS THE GAMEI

On the territory shown
here, the yellow player
has the majority (4
tokens of his color
against 3 red tokens).

He scores all the points
from this territory, that is
20 points (6+1+5+0+2+6).
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8- EXAMPLES

CROCODILE PLACEMENT EXAMPLE

The red player must place a
token. He chooses to place a
Crocodile on the space shown
with an arrow.

Then, he has two choices:

Either leave his Crocodile where it is.

Or change places with

one of the two Gazelles present in the spaces along the river. This f§
exchange is not possible with the gazelle located just above him [
because they are not separated by a river. .

The red player chooses to exchange
places with the yellow Gazelle on his left,
to definitively assure the majority of this
5-space territory.
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The red player must place a
token. In the row in front of
the Totem, only one space is
available: he must then place
one of his tokens. He chooses
his Lion.

On the vertical and horizontal spaces adjacent of the
Lion spaces:

The Elephant was not effected, both Gazelles fled: The
players took back there tokens.

The Zebra is hidden (the token is on the hidden side). It
doesn’t score any points but it also counts as a yellow
animal for the final count. If, until the end of the game,
a player wishes to place a Gazelle or a Zebra on one of
those two spaces marked with a star, he must place them
on the hidden side.
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9- VERSIONS:

VERSION “MYSTERIOUS REINFORCEMENT":

At the beginning of the game, instead of placing the OKAPI card at the edge of the board face-up, mix the 10
reinforcement cards and create a draw-pile face-down. When the first savanna territory is completely full, the
player who placed the last animal in this territory draws the first card from this reinforcement draw-pile and
places it faceup in front of him. Now he has a special power that he can use at the proper time.

The different reinforcements are:

NO EFFECT - GIVES 5 BONUS

POINTS AT THE END OF THE GAME.

The effects of the following animals are applicable ONLY ONCE during the game. It is your choice to decide
the best time to use it. Once used, place the card face-down in front of you.

AFTER MOVING
THE TOTEM, FORCE YOUR OPPONENT INTO
THE SPACE TO PLAY IN THE ROW SHOWN BY
THE TOTEM. HE CAN CHOOSE WHICH ANIMAL
TO PLAY.

J

\

THE TOTEM.

DURING YOUR TURN

|| ON > \

PREVIOUS ROW OR THE NEXT ROW AHEAD OF

., YOU

~

-

WWW.0Z-EDITIONS.COM

9



o

N

DURING YOUR TURN,
YOU CAN SEND A HIDDEN ANIMAL (ON
ITS HIDDEN SIDE) BACK TO HIS OWNER.
THIS ANIMAL CAN BE REPLAYED BY HIS
OWNER DURING A FOLLOWING TURN.

DURING YOUR TURN, YOU
CAN SEND AN ANIMAL ON A SURROUNDING SPACE
(FACE-UP) BACK TO HIS OWNER. THIS ANIMAL
CAN BE REPLAYED BY HIS OWNER DURING
A FOLLOWING TURN.

y
>
AFTER MOVING THE TOTEM, SHOW
YOUR OPPONENT THE SPACE ON THE ROW FACING THE WHEN [T IS
- TOTEM WHERE HE CAN'T PLAY DURING THIS TURN. BE YOUR TURN TO MOVE THE TOTEM,
CAREFUL: THIS EFFECT IS NOT APPLICABLE FOR A ROW USE THE WILDEBEEST TO MOVE IT
WHERE ONLY ONE SPACE IS AVAILABLE. COUNTERCLOCKWISE.
h =
DURING YOUR TURN, YOU CAN AFTER MOVING THE TOTEM,

MOVE TWO OF YOUR ANIMALS IN THE ROW
INDICATED BY THE TGTEM (YOU CAN LAUGH
WHEN DOING THIS ACTION).

YOUR OPPONENT CAN NOT PLACE ANY
ANIMALS THIS TURNII

DURING HIS TURN, HE ONLY DOES THE ZND
PHASE, MOVING THE TOTEM 1T0 3 SPACES.

,

DISCARD THE GIRAFFE AND
DRAW 3 REINFORCEMENT CARDS. KEEP ONE
AND DISCARD THE OTHER ONES.
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VERSION “A VICTORY WITHOUT RISK...":
Kiwara is a game of comprehensive knowledge. A tactical game, in which an experienced player will have a
big advantage over a beginner, such as parent vs. child.

In this case, it is possible to level the odds:

the weakest/less experienced player starts the game with a reinforcement card drawn randomly (if the level
difference between players is big, he can draw two cards).

( )

VERSION “FREE BOARD™:

Thanks to this version, you can create your own starting board, for endless replay options.

When you set up the game:
e Place the board in the center of the table with the “free” side up. You can see there is no visible river.

Use the wooden sticks to create 6 territories with the size of 3, 5, 7 or 9 spaces. The extra sticks are
placed back in the box.

This way you can create an infinite number of different boards. To guide you, we propose two examples below:

To finish : it is completely possible to combine these different versions, for example by playing on a free board
with hidden reinforcements...
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10- FAQ:

(AN | MAKE SEVERAL SUCCESSIVE (ROCODILE-GAZELLE EXCHANGES?:
YES! After your first Crocodile-Gazelle exchange, you can make the same kind of exchange, with the same
crocodile, if a new Gazelle is there on the other side of the river, etc...

WHO WINS THE REINFORCEMENT CARD WHEN THE LAST ANIMAL ON A TERRITORY IS A LION WHO SCARES A GAZELLE FROM
THIS TERRITORY?:

NOBODY! When you place a Lion, Gazelles flee. The reinforcement card is then not granted to anyone since
the territory is not full.

WHO WINS THE REINFORCEMENT CARD WHEN THE PLAYER WHO PLACES THE LAST TOKEN IN A ZONE, PLACES A CROCODILE
AND EXCHANGES IT WITH AN OPPONENT'S GAZELLE?

In this case, the player who places the Crocodile wins the reinforcement card because, it is really him who
started to fill the territory.
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