BRIAN LEWIS DAVID McGREGOR MARISSA MISURA

Now that the scientific triumph of Dinosaur cloning is public knowledge,
competition is hot, and new Parks spring up regularly. Though many of these
amateurs are opening their gates before everything has been safety-tested,

theres no shortage of patrons eager to be entertained by extinct behemoths!

As with any form of entertainment, triumph is often accompanied by tragedy
- which is why your investors demand that you take every precaution (and
ensure every visitor signs the safety waiver) before you show them the
wonders of Dinosaur World!
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SETUP: CENTRAL AREA

@ Workers (5 colors) @ Boredom tokens

v1) General Supply Piles: @103 Dino Meeples (3 types) @) CExcess Security, Threat,
Create public supply piles for each @ Coin (3 diombsatass] and VP tokens

@ Danger dice

Death tokens (3 denominations)

)

Central Area Setup

" | ) Central Islands:
Place the 3 Central Island boards in the middle of the table.

Attraction Island: Divide the 16 Attraction tiles into
L stacks by type (® / > | ® / ).
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Note: All supply piles are effectively unlimited. If you run out of a

Place each stack faceup on the appropriate space resource or meeple type, you may use a suitable substitute.

of the Attraction Island.

Special Building Island:

Q Divide the 30 Special Building tiles into
3 stacks by letter on the back (A, B, or C).

<AL Draw & roll s s
[ Gain the indicated DNA.

O Shuffle each stack facedown, _ é
then layer them together with A7 =7 B =S
the C tiles on the bottom, B ?‘ : J’

bors anlockad. )
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on top. Place the stack in the
slot at the top of the Special
Building Island.

0 Reveal & tiles from the top of the stack “No RS
and place them faceup in the empty * i
spaces on the Island.

Dino Paddock Island:

@ Sshuffle all 17 Dino Paddock tiles together. Place
the stack facedown in the slot at the bottom of
the Dino Paddock Island.

O Reveal 3 tiles from the stack and place them
faceup in the empty spaces on the Island.




SETUP: CENTRAL AREA

Worker Database Cards:
Shuffle the Worker Database cards
and place them in a facedown stack.

Public Notice board:
Place the Public Notice board near the Central

Islands. Place the Round marker on the “I" space
of the Round Track.
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Place all 9 DNA dice in the dice bag.

@ Divide the Objective cards into 3 stacks by letter on
the back (A, B, or C). Shuffle each stack separately.

Reveal 10bjective from each stack, and place all
3 faceup where everyone can see them. Return all

other Objectives to the game box (they will not be
used this game).




SETUP: PLAYER AREA

Turn Order:

The first player is the

PI A s t player who most recently trained

ayer rea e u p a raptor to respond to hand signals! If no

player has accomplished this task, choose

a first player at random and give them the .

first player marker. Place their remaining = [

Resource marker on the first space of the

Turn Order track, followed by each other

player in clockwise order.

Player Pieces:
Each player chooses a color and takes the following components:

@ 1 Lab board @ 5 Jeeple Bonus tokens (1of each type)

@ 1 Park board @ 5 Route tokens (numbered 1-5) Objective Markers:

@ 1 Welcome Center @ 3 Objective markers Place your 3 Objective markers near the
Objective cards.

@ 1 Jeeple @ 12 Resource markers

Welcome Center:

Place your Welcome Center tile

(with the “Welcome Center” side faceup)
in the middle slot of your Park board.

© seepe:

@ Place your Jeeple on your Welcome Center.

@ Place 2 Route tokens next to your board. Place the remaining 3 tokens on your
Jeeple Upgrade track on the zones marked “3,” “4," and "5".
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Player Boards:

Place your Lab board in front
of you. Place your Park board
to the right, with enough
space to add Park tiles to it.
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Choose one of your Jeeple Bonus tokens and place it in the first slot on your

@ Jeeple Upgrade track. Gain this Bonus immediately (see pg. 13 for bonuses).
Place the remaining Jeeple Bonus tokens to the side of your play area.
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@ Resource Markers:
@ Place the following on your Lab board:

» 1marker at “2" on each basic DNA track ‘¥ ¥ &

» 1marker at “1” on each advanced DNA track &2 [{ €.
» 1marker at “0” on Security track
» 1marker at “0” on Threat track @

» 1 marker at bottom of Jeeple Upgrade track
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2D Place the following on the Public Notice board:

Starting Coins:
Take Coins from the supply:

» 1 marker at "0” on the VP track ﬂ
» 1marker at “0” on the Excitement track A

4th player




SETUP: PLAYER AREA + BEGINNER VARIANT

Park Tile Draft

[ Note: If any player in your group has net played before, use the Beginner Variant on the right. )

Instead of drafting randomly drawn tiles, search the
Special Building “A” tiles and Dino Paddock tiles and lay
out the following tile pairs:

(%) PROCERATOSAURUS ¢

@ Deal Starting Tiles:

Starting with the first player and proceeding in Turn Order, each player drafts 1tile of
their choice from the pool.

Then, starting with the last player and proceeding in reverse Turn Order, each player
drafts a 2nd tile of the opposite type. (For example, if your first tile was a Dino Paddock,
you must pick a Special Building.)

@ Each player adds the tiles they drafted to their Park at no cost, touching any side of the 4
available edges of their Welcome Center tile. (Note: If you drafted a Special Building with
¢ @& printed next to its name, immediately score that many VP.)

16.0) Place the leftover Paddock and Special Building in separate discard piles near the S e
; (&)  RAPTORPEN
appropriate stacks. S L LU,
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Raptor Pen + Hadrosaurus

Deal a random pair to each player. Each player adds both tiles to
their Park (at no cost), touching any of the 4 available edges of
their Welcome Center tile.

If playing with fewer than 4 players, place the leftover Paddocks
and Special Buildings in separate discard piles near the
appropriate stacks.



GAME OBJECTIVE + ROUNDOVERVIEW gl \—/

Game Objective

In Dinosaur World, your goal is to build the most exciting, innovative,
and lucrative Park you can! (Oh, and also the safest.)

Each round, you'll draft a group of Workers from the Worker Database to run your Park for

a full season. Then you'll divide up those Workers to take on the various tasks of building
and running your Park - gathering ancient DNA, cloning new Dinos, buying new Attractions,
and keeping your patrons safe from a toothy demise. The better you run your Park, the more
Victory Points €% you'll score!

You might face some visitor deaths along the way, but don't worry - as long as your Park is
“safer” than your competitors, it won't hurt your score!

Round Overview

The game is played over 5 Rounds. When the Round marker
reaches the end of the Round track, the game ends immediately.

Each Round is made up of 5 phases:

=

Hire Workers: In Turn Order, players draft Worker
Database cards and -take t_ en ;;:-.ers _s,f'nwn on them_...,.

Private Actions: All players simultaneously place
Workers on thew Park buards to take prwate actions.

4@ Jeeple Tour: All players simultaneously move
= their Jeeple to activate tiles in their Park.

Income & Cleanup: Players check their Threat level, gain
income, adjust Turn Order, and advance the Round marker to =
start a new Round.

All players must complete each phase before

any player moves on to the next phase.
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Objective cards can be scored at any time during a Round. When you
complete an objective, place one of your Objective markers on the card,
in the first empty slot. Immediately score the VP ¥ printed there.

If multiple players score the same Objective in the same phase of a Round,
the player who is first in Turn Order earns the higher spot.
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PHASE 1: HIRE WORKERS + PHASE 2: PUBLIC ACTIONS'

Reveal Worker Database cards from the deck equal to the
number of players plus 1.

In Turn Order, each player selects one of the available Worker Database cards and
takes the Workers shown on the card from the general supply.

Once everyone has selected a card and taken their Workers, place all Worker
Database cards that were dealt in a discard pile next to the deck. If the deck is
ever empty, immediately shuffle the discards to create a new deck.

Don't spend all your Workers on public actions! You'll need at least a few left over
to take private actions and activate tiles in the coming phases.
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First, draw a number of random DNA dice from the dice bag equal to the number of players
plus 2. Roll the dice and place them on the Gather DNA spaces on the Central Islands.

In Turn Order, players take turns performing 1 public action from the list below. Any Workers or Coins spent to take
public actions are returned directly to the general supply.

If a player does not want to take a public action, they may instead pass. Once a player has passed, Turn Order skips them
for the rest of this phase. (Note: If you are unable to take a public action, you must pass.)

Players continue taking turns until everyone has passed. Once everyone has passed, return all DNA dice to the bag
(including leftover dice on the Central Islands, and dice gathered by players).
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Select a single DNA die from the pool and spend 1-3 Workers of any color(s)to
the supply. Gain all DNA icons on the selected die, multiplied by the number of
Workers you spend. (For example, if you spend 2 Workers, you gain all DNA on the

die twice.)Mark each DNA you gather by advancing the marker on the matching
DNA track on your Lab board.
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A ‘@ means you may choose any basic DNA, while a § means you may choose

any advanced DNA. If you gain multiple @ or EZ in one action, you may choose
each DNA individually.

Once you've finished gathering a die, return it to the bag. (Note that you may only
ever gather 1die per action, no matter how many Workers you spend.)

For each Scientist you use
to Gather DNA, you may
gather +1 DNA of any type
(basic or advanced).
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