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STORY
You are a team of researchers working for the
Institute for Wildlife Conservation (IWC), and you
are ready to go the ends of the earth to halt the
extinction of various species. As representatives of
the IWC, you will go on missions to research and
protect endangered fauna. Each mission revolves
around a specific animal, including the collection of
data on related animals, in order to gain a better
understanding of the behavior, habitat, and other
important features of the animal being studied.

GOAL
Animalia: Preventing Extinction is a cooperative card
game in which you will attempt, on behalf of the IWC,
to conduct research on endangered animals. As you
do so, you will also raise funds that the IWC can use
to protect animals and create global awareness of
the animals’ plight. These goals can only be achieved
if you communicate well and work together as a
team.
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COMPONENTS
1 IWC card

3 Continent cards
This section describes this
continent’s unique rules.
A-side of the Continent card. This
is the side that should be face-up
after setup.
EUROPE

Special: A player
may take this
action when they
play an Animal
card that has a
).
symbol (cost: 1

A

Once per continent: This action may be taken once
per continent, for free, at any time and by any
player. Once this action has been taken, the card
must be flipped to its other side.
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18 Mission cards
Required animal: This depicts the specific animal of
the current continent that will be the subject of your
research.
COLOMBIA

Additional Animal card(s)
required.

Central Andes

2/6

Mission order indicator:

Continent
(color)
2/6

24 Animal cards
Animal type
(number)

Animal type
(icon)

Depicts which 2
Animal cards are
missing from this
continent.

Continent (color)
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Many Animal cards have an additional symbol. These
symbols provide optional actions that may be taken
when the card is played:

Money Cards: Raise
Funds (see “Money
Cards” on page 16)

Exchange Cards (see
“Action Cards” on
page 15)

Take Card from Trick
Pile (see “Action Cards”
on page 15)

Take Special Continent
Action (see “Action
Cards” on page 15)
-5-

2 Reference cards
Any animal from a continent other than the
current continent
A specific type of animal from any other continent
(here: a Doglike from any other continent)
Any animal from a specific continent
(here: any animal from South America)
A specific animal from a specific continent
(here: the Coyote, i.e. Doglike from North America)
Once-per-continent action: when used, flip the
continent card over
Pay $1m to exchange a card from your hand with
a card from another player's hand
Pay $1m to take 1 card from another player's
trick pile
Pay $1m to take the special action shown on the
continent card
$1m in raised funds
IF won by the IWC, this provides spendable funds
IF won by a player, this meets a potential mission goal

10 Coin cards

8x

2x
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SETUP
Animalia can be played by 1, 2, or 3 players. Here,
we’ll explain setup and gameplay for 2 players. Rules
for 1- and 3-player games are slightly different and
can be found on page 18 & 19.

1 Shuffle the 24 Animal cards.
2 Place the IWC card to the side, between the two
human players.

The Institute for Wildlife Conservation will take part
in each trick by playing a card as if it were a real
player.

3 Place one Continent card next to the IWC card,

making sure that the Continent’s difficulty (A, B, or
C) and one-time action symbol
are visible.
Each continent consists of 8 Animal cards and 6
Mission cards, and players may choose to play 1, 2,
or even 3 continents in a row. When first playing
campaign mode (2 or 3 continents), we recommend
playing in order of difficulty (Europe g North
America g South America).
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4 If the IWC card has no

next to it yet, place
next to the IWC. Place the remaining Coin
1
cards aside – they will come into play during the
game.

5 Deal 8 face-down Animal cards to each player,
including the IWC.

Players: all three players, including the IWC
Human players: the two human players, excluding
the IWC

6 Turn the IWC’s Animal cards face-up. For ease of
play, sort these cards by color (continent) and
rank (number).

Players may not show their cards to each other, but
may freely discuss their cards at any time. Cards
in the IWC’s hand are kept face-up and are public
information for all. Players decide together which
card the IWC will play.
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7 Find all Mission cards belonging to your starting

continent (for your first game, begin with Europe).
Then, depending on your chosen difficulty (see
below), deal 1, 2, or 3 Mission cards to the human
players in order (one by one, starting with Mission
1/6, then 2/6, etc.), starting with the player of your
choice:
• EASY: 1 Mission card per round (six rounds per
continent)
• NORMAL: 2 Mission cards per round (three
rounds per continent)
• HARD: 3 Mission cards per round (two rounds
per continent)
Example: Lily and Jamar are playing Europe, on Hard
difficulty. In the first round, Lily will get Mission cards
1/6 and 3/6, while Jamar will get 2/6. In the second
and final round, Jamar will get Mission cards 4/6 and
6/6, while Lily will get Mission card 5/6.
Important: The order of the Mission cards is key.
Make sure you always follow the correct order!

8 ONLY WHEN PLAYING IN CAMPAIGN MODE (SEE

PAGE 19): Set the other selected Continent cards
(with its Missions) aside.

9 Return the remaining Mission and Continent cards
to the box.
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Setup for a two-player game,
using the Europe continent
card, on Normal difficulty.

3

A
NORTH
EUROPEAMERICA

B

6
5

1

2

3

4

Kiskunsag N.P.

HUNGARY

PLAY
2/6

7
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5

6
7
8

Nuuksio N,P,

FINLAND

7
4/6

2
4

9

AREA

5
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GAMEPLAY
Each round consists of a series of 8 turns for each
player, called tricks. With every trick, each player
(including the IWC) will play 1 card from their hand
face-up in front of them. One player will lead (play
the first card of the trick), and the other players will
then follow in clockwise order. The IWC always
starts the first trick, unless the continent card
states differently.
The first Animal card played in a trick determines that
trick’s color. The other players must follow suit by
playing an Animal card of the same color, if possible.
If a player does not have an Animal card of that color,
they must still play a card, freely choosing from the
Animal cards in their hand.
A trick always consists of three played Animal cards.
Whoever plays the highest-valued card in a trick’s
color wins that trick. That player moves the trick’s
cards to their personal trick pile, which is kept facedown beside them. That player must then lead the
next trick.
The round will continue in this manner, one trick at a
time, until all players’ Animal cards have been played.
Important! Gentle Giant cards
have a value
of 10. Additionally, Gentle Giants are considered to
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be dominant (with the exception of when you play
Europe, when this rule is not used).
Dominant: If a player is unable to play an Animal
card of the color led, a trick may also be won by
playing a Gentle Giant of another color. In the event
that several Gentle Giant cards are played in a
single trick, the last player to play a Gentle Giant
will win that trick.
When the IWC wins a trick, check to see if any of the
Animal cards played in that trick have coin symbols.
If they do, immediately collect that many coins and
place them next to the IWC card.
Important! A player’s trick pile is always kept
face-down, but players may freely look through
their own trick pile at any time. They may also slide
any cards they require for their mission(s) face-up
underneath their Mission card(s) as a way to help
visualize their progress.
When a player plays an Animal card with a special
action symbol, they may immediately take that
Special action (see “Action Cards” on page 15).
Each player with one or more Mission cards must
fulfill their mission(s) by collecting (in their trick pile)
all of the Animal cards listed on their Mission card(s).
Important! Each Animal card may only contribute
to one requirement of a single mission.
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At the end of a round, check all Missions. If even
one of them has not been successfully completed,
the players immediately lose the game. However,
if all players’ Mission cards have been successfully
completed, those Mission cards are set aside and the
players continue on to the next round.

ANIMAL CARDS EXPLAINED
Animal Types
There are 10 different types of animals, each of which has a different
trick value. Note that each continent
only has 8 types of animals - 2 types
of animals are missing from each
continent, as indicated on the Animal
cards.
Cards with values of 1-3 are Action
cards, while cards with values of
4-6 are Money cards. Cards with values 7-9 have no
special abilities.
Gentle Giants
have a value of 10, making them
the highest-valued Animal cards. A player who cannot play an Animal card in a trick’s color may still win
that trick by playing a Gentle Giant of another color.
If more than one Gentle Giant card is played in a trick,
whoever played the last Gentle Giant wins the trick.
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Action Cards
Animal cards valued 1-3 provide special actions.
These actions are optional, and may only be taken
immediately after the corresponding card is played
(and before the next player plays a card). These
actions apply to all cards valued 1-3, and not just
those that match the current continent. The cost to
, which must be paid from
take a special action is 1
the pool of money next to the IWC card. The IWC
itself may also take these actions.
Important: If the IWC’s money pool is empty, players cannot take any special actions.
Exchange an Animal card from your hand
with an Animal card from someone else’s
hand. Both players (this may include the IWC)
choose the card they wish to exchange.
Take an Animal card from another player’s
trick pile (including the IWC) and add it to your
own. You may look at all of the cards in that
player’s trick pile.
Take the Special action listed on the current
Continent card.
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Money Cards
Animal cards valued 4-6 have a
symbol, which
symbolizes fundraising. Whenever the IWC wins a
trick, place $1m next to the IWC card for each coin
symbol on cards played as part of that trick. The
players may use this money to pay for special actions
(see page 15).
Important: Players never receive money directly.
Although some Missions require players to collect
Animal cards with coins on them, Coin cards can
only be gained by the IWC. Place any gained Coin
cards next to the IWC card.

MISSION CARDS EXPLAINED
Each mission consists of one or more requirements:
A specific animal from a specific continent.
Here: the Wolf (Doglike from Europe).
Please refer to the Reference Card for
more details.
$1m in raised funds. When listed on a
Mission card, this indicates that the
player must collect an Animal card with
this symbol in their trick pile. The player
will not gain a Money card or be able to
spend it.
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STARTING A NEW ROUND
To start a new round:
1. Leave any money gained in previous rounds next
to the IWC; these funds may continue to be used
for actions.
2. Shuffle all of the Animal cards and then deal 8
Animal cards to each player (including the IWC).
3. Deal new Mission cards (according to your selected difficulty), starting to the left of the player who
received the final Mission card in the previous
round.
The IWC will now lead the first trick of the new round.
ONLY WHEN PLAYING IN CAMPAIGN MODE (SEE PAGE 19):

STARTING A NEW CONTINENT
To start a new continent:
1. Place the next Continent card beside the IWC card,
making sure that the Continent’s difficulty (A, B, or
C) and one-time action symbol are visible.
2. Leave any money gained in previous continent(s)
next to the IWC; these funds may continue to be
used for actions.
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3. If the IWC card has no Money cards next to it,
next to the IWC card.
place 1
4. Shuffle all of the Animal cards together and then deal
8 Animal cards to each player (including the IWC).
5. Deal new Mission cards (according to your selected difficulty), starting to the left of the player who
received the final Mission card in the previous
round.

END OF THE GAME
All players win the game if they have successfully fulfilled every mission from their selected continent(s),
depending on whether they played a single continent
or a campaign (multiple continents). Players may also
claim achievements for how much money they have
collected on behalf of the IWC, which will gauge their
progress and determine if they are ready to move on
to the next level of difficulty (see page 20).

SOLO MODE
The solo game is set up and played like the 2-player
game, but you will keep the “other” human player’s
card face-up. You will decide which cards the “other”
human player and the IWC will play. Missions are
dealt out as usual, and all of them must be completed
successfully each round.
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THREE-PLAYER MODE
The 3-player game is set up and played exactly like
the 2-player game, with the exception being that
one player will play the IWC. This player must be
given the IWC card – their goal is to raise funds.
The IWC’s cards will no longer be public, so good
communication will be critical. At the end of each
round, pass the IWC card to the player to the left.
Now the other two players will divide the missions
among themselves, with the new IWC player taking
responsibility for collecting funds during that round.
Example: Justin, Zhenya, and Jurriaan are playing on
Hard difficulty. Justin will receive Mission cards 1/6 and
3/6, while Zhenya will receive Mission 2/6 and Jurriaan
will play as the IWC. In the next round, Justin will play as
the IWC and Zhenya will receive Mission cards 4/6 and
6/6, while Jurriaan will receive Mission 5/6.

CAMPAIGN MODE
The campaign game can be played in solo,
two-player, and three-player mode. For setup, select
how many and which continents you will play in a
row. Any money earned will continue to the next
continent. If the players fail at any moment during
the campaign, they will not have succeeded in
completing the campaign.
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ACHIEVED DIFFICULTY LEVEL
In addition to completing all of their missions without
fail, players may also evaluate their success through
achievements. Achievements are measured by the
amount of funding the players have gathered for the
IWC, and may be claimed at the end of a continent (or
a campaign) by crossing off the appropriate section
of the scoresheet, taking into account the continent,
level of difficulty, and amount of funding collected
by the IWC.
Each player or team may use a single scoresheet for
the rest of their animal-saving career.
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Single-Continent Games

Player/Team Name:
Europe

EASY

NORMAL

HARD

0-7

0-3

0-1

0-7

8-13

4-6

2-3

8-13

14-19

7-9

4-6

14-20

20+

10+

7+

21+

Campaign Games

EASY

Player/Team Name:
Europe – North America

EASY

NORMAL

HARD

North Am
EASY

0-9

0-7

0-4

0-9

10-21

8-13

5-7

10-21

22-35

14-19

8-10

22-35

36+

20+

11+

36+

If you wish to download a printable version of this scoresheet
https://www.quined.nl/featured_item/animalia/
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North America

South America

NORMAL

HARD

EASY

NORMAL

HARD

0-4

0-2

0-5

0-2

0

5-7

3-4

6-11

3-5

1

8-11

5-7

12-16

6-7

2

12+

8+

17+

8+

3+

merica – South America
NORMAL

HARD

Europe - North America South America
EASY

NORMAL

HARD
0-8

0-5

0-3

0-33

0-13

6-10

4-6

34-47

14-21

9-11

11-16

7-8

48-61

22-29

12-14

17+

9+

62+

30+

15+

t, please go to
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