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OVERVIEW

Wingspan is played over 4 rounds. During each round, players take turns—proceeding clockwise—until each player has used all of
their available action cubes.

TURN STRUCTURE

On your turn, you will take 1 of 4 actions, as shown on the left

DESIGNER'S NOTE: Your first few turns will be very simple
as you work fo attract some birds fo your aviary.. You may o

side of your player mat:
@ Play a bird from your hand
@ Gain food and activate forest bird powers
Lay eggs and activate grassland bird powers

even select the same action multiple fimes, wihich'i
allowed! More detailed descriptions of the actions e
on pages 6-9.

€ Draw bird cards and activate wetland bird powers

To place a bird from your hand onto a habitat, place an action cube on the Play a Bird spot above where you will play the bird. Pay

the bird's food and egg cost, then place the bird on your mat, only triggering that bird’s “WWHEN PLAYED" power (if any).

The Gain Food, Lay Eggs, and Draw Bird Cards actions follow the same 3-step process (numbers noted on player mat image, below):
1. Choose a habitat on your player mat and place an action cube on the leftmost exposed slot in that row. Gain the benefit of that slot.
2. Move your action cube from right to left, activating any birds with a brown “WHEN ACTIVATED" power in that row. Each power

is optional.
3. When the action cube reaches the far left, leave it there. Your turn is over.
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