


A LONG TIME AGO, OUR PLANET LOOKED VERY DIFFERENT...

The surface consisted of one massive supercontinent called Pangaea. During the
Jurassic period, a transformation was set in motion that would last no fewer than 50
million years. The enormous land mass slowly split up into the continents we know
today. During the Jurassic, the flora and fauna on our planet varied from dense forests
with deciduous trees and conifers, to wide open plains, home to the grazing titans
that lived there at the time. Because of this, biodiversity was high, and carnivores
and herbivores evolved into formidable creatures to be able to survive in this harsh
environment.

Herbivores became bigger, more agile or stronger so they could compete with their
rivals. By successfully adapting to their environment, their food and their enemies,
herbivores managed to evolve into true masters of the art of survival during the
Jurassic. Take on the role of one of these herbivores and find out if you will become
the greatest survivor of your time!



CAMARASAURUS

Camarasaurus supremus

Length: 13-20 m

Weight: up to 23.000 kg
Speed: 20 km/h

Food: groundcover, cycads
and low-hanging leaves

The gigantic Camarasaurus could reach a maximum length of
approximately 20m and a shoulder height of no less than 4m.
The Camarasaurus was a Sauropod, which were the biggest
herbivores of the Jurassic. They could easily eat leaves from
tree tops and were too big of a prey for carnivores.

CAMPTOSAURUS

Camptosaurus dispar

Length: 5 m

Weight: 500-700 kg

Speed: 25 km/h

Food: conifers, ginkgos and seed ferns

The Camptosaurus mostly lived in large groups. Just like with
herds of zebras and wildebeest, this increased its chances of
survival. Its powerful hind legs allowed it to cross great distances
to find the most fertile soil.

DRYOSAURUS

Dryosaurus altus

Length: up to 3 m

Weight: 100 kg

Speed: 50 km/h

Food: groundcover and conifers

The Dryosaurus did not benefit from its mass or size and did not
have armor to protect itself. Instead, the Dryosaurus was good at
hiding in the underbrush to avoid carnivores.

GARGOYLEOSAURUS

Gargoyleosaurus parkpinorum

Length: 3-3,5m

Weight: 300754 kg

Speed: 10 km/h

Food: groundcover, ginkgos and conifers

The Gargoyleosaurus, an ancestor of the well-known Ankylosaurus,
developed an armor of small plates and spikes across its neck,
back and tail. This protected it from carnivores and other kinds of
damage, despite the Gargoyleosaurus's small size.

PSITTACOSAURUS

Psittacosaurus mongoliensis

Length: 1-2 m

Weight: 5-18 kg

Speed: 40 km/h

Food: pine needles, cycads and ferns

The Psittacosaurus was one of the smallest herbivores of the
Jurassic. Like the Dryosaurus, it had few defenses against
carnivores. By not staying in the same place for too long and
carefully looking for new habitats, the Psittacosaurus managed to
escape the clutches of carnivores.

STEGOSAURUS

Stegosaurus stenops

Length: up to 9 m

Weight: 1600 kg

Speed: 17 km/h

Food: leaves, pine needles, cycads and ferns

The Stegosaurus was not just big, but it also evolved into a

true fighting machine. Thanks to the plates on its back and the
spikes on its tail, it did not have to fear many enemies. The exact
function of its back plates has never been confirmed, but one
theory is that they were meant to regulate its body temperature.
That way the Stegosaurus would have been able to endure
extreme weather a lot better.

* Despite the fact that paleontology has developed into an advanced science, not all information about dinosaurs can be confirmed, and several details will remain scientific

theories for now.



GOAL OF THE GAME

In Herbivores, players take on the roles of different plant-eating dinosaur groups. A successful dinosaur group will eat, drink and
reproduce until the group becomes large enough to split up. The oldest generation stays behind and the younger generations will
live on. The first player to have placed 4 generation tokens on the landscape tiles wins the game.

CONTENTS

6 Dinosaur boards 1Season board 6 Intimidation dice 4 Food markers
1Season marker 4 Drink markers
45 Food cubes 4 Vitality markers

12 Season cards

18 Migration cards 4 Nest markers

6x Warm season cards

6x Cold season cards 4 Player aid sheets

4 Player aid cards

30 Generation cards 24 Generation tokens

6 Dinosaur group miniatures

30 Landscape tiles, including 1 Starting tile

6 Carnivore miniatures
3x 1x 6X 2X 1x 2X

4x 2X 2X 4x 2X 1x Starting tile



SETUP

OYour dinosaur group

All players (randomly) receive 1 face-down dinosaur board with a food marker, a drink marker, a vitality marker and a nest
marker. Turn the dinosaur board face-up and place it in front of you. Place a food marker, drink marker and vitality marker at
the top of their respective meters. Place the nest marker next to your dinosaur board.

Receive the miniature, the 5 generation cards and the 4 generation tokens that belong to your dinosaur group. During the game,
you will place generation cards above your dinosaur board from left to right (from oldest to youngest). Each card represents a
new generation that you raise. Now place the first generation card on the top left and slide it underneath your dinosaur board
until only the top dinosaur on the card remains visible. You can identify the first generation card by its alternative card back
(see example). Place the other generation cards to the side for now.
Each dinosaur group has its own unique abilities (see “Unique abilities” on page 20).
On your dinosaur board you will find 3 survival meters that represent essential needs of your dinosaur group.

The food marker goes down when your group becomes hungry and goes up when your group eats.

The drink marker goes down when your group becomes thirsty and goes up when your group drinks.

The vitality marker goes down when your group is injured, or is dying from hunger or thirst, and goes up when your
group recovers.

The first generation card with the
alternative card back.

) Mass
Survival meters
Camouflage

Intimidation

. Unique ability

Nest marker




© The playing area

Place the starting tile in the middle of the table. You can identify this tile by its alternative tile back. The
starting tile contains a safe haven and water, but no food. Shuffle the remaining landscape tiles to form
a face-down pile next to the playing area.

PLEASE NOTE! Make sure there is enough space on the table for multiple tiles, because you will
expand the playing area by adding tiles during the game.

Now place your dinosaur group’s miniature on the starting tile. This is where your adventure begins!

Alternative back

© The season and migration cards

Place the season board within reach of all players. The season board is used to keep
track of the game’s turns. Place the season marker on the gray stone on the season
board. Each time a player’s turn ends, move the season marker 1 space clockwise on
the season board.

Sort the season cards into warm season and cold season cards. Shuffle the two decks
separately and place them face-down within reach of all players.

Shuffle the 18 migration cards and place the deck face-down within reach of all players.

© Player aid cards and player aid sheets © Carnivore miniatures
All players receive a player aid card. This lists the different Place the 6 carnivore miniatures to the side for now. They
actions and their costs. won't enter the game until later.

All players also receive a player aid sheet. This contains
information about all herbivores and carnivores in the game.







Moving twice
(walking and/or migrating)

Move your vitality marker up 2 spaces Growing
if your group is on a tile with a safe haven ‘AZ

Move your food and Leaving a generation behind

drink markers down 1 space . V1 . V1

on their respective meters

Intimidating

Remove your nest marker from the dinosaur board if you have
made a nest

Nesting (this immediately ends your turn)

2
L2
@,
Y
0y

* () Wi



Wi



Wy B!







Wvi B


















18

SEASON CARDS

Warm season cards

Quicksand

When you walk or migrate
to a tile that contains
water, move your vitality
marker down 1 space. This
includes the starting tile.

Heatwave

When you perform the
“growing” or “nesting”
action, move your drink
marker down 1 additional
space.

Forest fire

When you move or migrate
to a tile with a forest
biotope, move your vitality
marker down 1 space.

Rainy season

Place 1food cube on all tiles
containing a shrubbery biotope
or a forest biotope.

PLEASE NOTE! This must not
exceed the maximum amount of
food cubes listed on the tile.

Sandstorm

When you move or migrate to
a tile with a desert biotope,
move your vitality marker
down 1 space.

Volcanic eruption
When you move or
migrate to a tile with a
mountain icon, move
your vitality marker
down 1 space.



Cold season cards

Snowfall

When you move or
migrate to a tile with a
grass biotope or a desert
biotope, move your food
marker down 1 space.

Extreme drought
When you move or
migrate to a tile with a
shrubbery biotope or

a forest biotope, move
your food marker down
1space.

Earthquake
Subtract 2 from your
camouflage value.

Frozen lakes

You may not perform the
“drinking” action during
your turn.

Cold nights

Move your food marker
down 1 additional space
at the start of your turn.

Rockslide

Do not move your vitality
marker up when you're in
a safe haven at the start of
your turn.
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OUR GAMES




