1. Ecogon . ,

The word “Ecogon” is made up of two parts, ecology and hexagon. This also sums

up the game itself: by playing hexagonal tiles players form ecosystems.

As the designer of the ecosystem it is your job to create the broadest and most

stable network of plants, animals and habitats. The aim of the game is,to"score -
points by building ecosystems in which the animals can live. This is ‘done by

connecting animal tiles side by side with habitat, plant and other animal tiles

which they need for survival. Throughout the game your ecosystems face

challenges brought about by.event cards. Play together or against each other to

let nature take shape in front of you. ¥

This rulebook contains all the information you need to play, guiding you through
the game step-by-step. There are two modes of play: a cooperative game when
everyone plays together following simple rules and also a competitive game when
each player tries to score the most points to win.

In the white info boxes are additional rules for an advanced version which you can
play once you got familiar with the basics of the game. These add more strategy to

Ecogon, making the game even more realistic.
e

In the green info boxes are additional information to give you a better.

understanding of the game and real-life ecosystems.

‘3.1 Object

Number of pieces

80 :
hexagonal tiles
= nature cards

18 habitat cards 24 plant cards

37 anima] cards

R 1 blank tile

20 20 event cards
rectangular
cards

= event cards
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Instructions.

Rules and-additional information for Ecogon

3. Rules (cooperative game)

If any questions arise during the game that the basic rules do not refer to, go to
Section 5 (FAQ's) or look at the green info boxes. Further information on: N
www.ecogon.de and www.facebook.com/EcogonTheGame o7

The object of the game is to earn as many victory points as possible by the end of
the game. You can get a victory point for each established animal in the ecosystem. *
Established animal means that all its needs are met.




—  Shuffle the re::'tar\gular event cards. The length of the génme depends on | Draw: sktire: card (1) g P] cards in hand if des“-ed - Try ‘to ’3

the number of event cards you use. The more cards you play with, the —

_ esta possil Draw an event card (if it is time
longer the game lasts (see Section 3.9 The end of the game) Put the event cards b]lSh ammals ‘f b'e (2-4) g ( )
in a stack and place it face down (= event stack). \

—The remaining cards are not needed. N

2/ . / - R

cards on hand nature stack

— Start the game With a habitat card placed in the centre of the playing area.

—  Shuffle the remaining hexagonal tiles and place them on a face down stack
= nature stack). -

— Then each player receives two nature cards from the stack. Keep all the
cards in your hand face up so your fellow players can see them.

— Place the tokens on the side, ready for use. s

&

: evén_t‘ stack nature stack

&i&c’ard
pile

The player who was outdoors most recently goes first, the turns go clockwise. On. -
each turn a player draws a card from the nature stack and has the chance to play

! one or more of their own cards. If the player does not wish to play any more of
& his cards, it is the end of their turn. After every three turns, an event card i85 EA
revealed and activated, once there are two habitat cards in the game (see Section 3.7 -

S Event cards) E >

Starting habitat | . ; " At the end of your turn you can’t have more than three cards in your hand. If you \«

have more than three, you chose one of your cards to put into the dlscard pile *
2 (these cards are no longer for use). i

" Complex version:
- The starting card has to be a forest-edge habitat (light green border).




The habitat cards are. the bésrs of the game, they allow the " orgamsm cards to be

played. When you want to play a new animal or plant card, you must always
connect it to a free edge of a habltat card already in play.

Each animal and plant card must be connected to at least one habltat
card!

New habitat cards must always be connected to alréady existing tiles (no matter if
it is an organism or another habitat). You can't place them without any connection
into the playing area.

Complex version:
. There are three types of habitat cards.

A Caale ok BB 3 S : —— :
y ellow border - f light green border - dark green border =
Meadow Edge of the forest ' Forest

]mportant. At any time durmg the game when you play your habltat card
please remember that a forest and a meadow card should never lie next to
. each other. This is also true for all other types of cards including animal and
plant cards.

- Only the forest-edge can host both forest and meadow species.

- there are some diamond shaped symbols representing the ecological category the \§

There are two types of or%amsms ‘ & 5 SRR
plants whose images are surrourided by a green border and animals whose images

‘ are framed in red.

" Complex version :
" Every living being is associated with the three habitats above (meadow -
yellow, forest edge - light green, forests - dark green ). You can easily
' recognize in which habitat an organism lives because the background colour of
the organism card matches the colour of the border on the habitat card.

To play an organism card, you must directly connect it to one or more habitats _

(see the illustration below). At this point it is not necessary to fulfil all its needs.

Complex version :
 The forest and the
meadow species may
not  border each
“ | other's habitats or
organisms. — Dark
green and yellow | .
cards can never be [.
next to each other. |
However, the forest
edge cards can

. connect to all.
: =Q'r < ':r.( 9 .

Each card has two main parts. The top of the card (light, highlighted area) shom v

what the organism is. The bottom shows what it needs. -
=

The name is at the top, next to it on the left (or on both sides if it is a plant)

animal belongs to. This is essential because it shows what can possibly feed on the
animal or plant. 4
Animals are represented by dots, the more dots there are the larger the animal is. -
(See back of the rulebook for symbol explanation.)

- Complex version : :
~ The colour of the dots shows how the animal mainly moves. Green dots = on
- the ground. White dots = flying.

S
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plant

On the right side of animal cards, you see the victory points you can get once they
are established. Establishing a species means that all its needs are met. ( See section
3.6 How t‘o establish amma]s) . o

You find the needs at the lower part of the animal
card which is darker than the section above. One
or more symbols indicating what each species
needs to survive. Each symbol represents one
condition. If there are two symbols connected with
a line, you can choose either of them, you do not

need to fulfil both.

fruit or nut

® o

( need | [ ls [ need | [ is
( deciduous tree ] ( l

huge animal

&

victory poins .

g sy oS o

Once all its needs are met by placing the corresponding card(s) touching it, you 4

established. You establish a species by fulfillingits needs: finding an organism card

which has the ‘matching symbol in‘its upper part and connect it directly to the
animal species to be established. s
It does not matter on which side! But do not forget that this organism also " °

" requires a habitat. When you establish a species, the organisms that fulfil its needs

do not have to be:established.

If an animal has 3 different needs, then each need requires a different organism

_card connected to it. (An organism can never fulfil 2 needs at the same time for

the same animal)

=

Example: “Cross spiders” are established as soon as small animals (eg. “small

tortorseshe//s ”) are placed in direct contact. However, “Robins” need two éardsyto.
fulfil all their needs. The “small tortoiseshells” are not established yet, because the
“vetches” can fulfil only one of their needs, even though they have both symbols
the butterfly needs.

established

can put a token on the animal card. This will help you to count the victory points . =
for the final score. ’

Complex version:
The prey of predatory animals are mostly represented by black dots. This |
means that it does not matter if the prey moves on the ground or flies.
. However, if the dots are coloured it refers to only those animals that move

 accordingly.




'Uﬁng an event card

- described immediately and place the card afterwords on the discard. pile. If you

m the ecosystem, place it on the dlsc;ard ptle The remm
of cards can have Faw—weachmg consequences. It may happen that the removed card
, fulfilled the need of an animal species, so now without it the animal is no ]onger

The event stack is usea only when at least 2 habitat cards-are in play. Once this is
" the case, always draw an event card after every 3 turns, reveal it and follow its

instructions fmme dlately' X o established (its needs are not fulfilled any longer) so the token must be removed. ..

Y

Read out aloud the event card so all players can hear it, then perform the event

cannot perform it, for example because the event' card refers to an ecﬁlogcal_ il &
category which is not in play yet, then place the card face down at the bottom of =
the event stack ‘and draw another one. If the event card refers to more symbols,  *
but only one is in play then still perform the action and place the card on the
discard pl]e

How to perform the event :

It may often happen that several cards are the potentlal target of an event card
however only one or two of them are affected. In this case the players as a team
have to agree which card(s) will be affected by the event.

If the pdsition of a card is changed or an organism is brought back to the
ecosystem, they must be placed in a legal location, where they can stay.

If the above mentioned animal is bordering an additional card with the same
e symbol, it can automatically switch to it and remains established. &R
If a habitat is removed or turned face down, it can also have far-reaching’
consequences. Every organism relying on this habitat can no longer remain there,
~so they are also taken from the ecosystem.

Not only events can lead to the removal of cards from the ecosystem. When all the
free places around an animal are occupied without fulfilling all its needs, then the
animal card must be removed.

If the removal of cards leads to the disconnection of some cards from the rest of
the ecosystem then it has no further effects. It only leads to the formation of a
sub-ecosystem which mostly can be reconnected to the rest later during the gam

Remove one @

and one
from the ecosystem

The wind spreads the toxic spray.

£




Those who not only want t6 play with the others, but also to compete , please see
the section below. B2 P ) o

> 5

* The game ends when thé last event card is activated from the stack or no more -
~ nature card can be drawn. ¢ : 8

< S ¥ ! E 1

- . Here you find the differences compared to the cooperative game rules described in* -
_, the previous chapters.

" 4. Object S |

w“o Wins? w N e Fre . 3 _ h oo S ’ h } a . bl. h . I » f‘ l h .

«  When the game is over, count all the victory points earned by the established e L" ¢ E corr:]petltw: gl:'m: cas pa)lf,er :‘Ies t;’ efs‘ti Ishianimal species for“th€ir own
animal species (ones with token on them), these points are your team’s final score. enelit and get the highest score by the end of the game.
You have created a stable ecosystem, if you have: collected at least twice }]‘le : , 4.2 Setting up the game ‘ : b e r

amount of victory points as the event cards you used in the game. Congratulations

N - ‘ &,
that's biological ,dwersrty : The structure of the game is the same but here the cards in hand are face down
J so the other players.can’t see them. In addition each player picks a colour and

If you have fewer victory points, it means your ecosystem is not sufficiently stable. ’ i )
Y "o oY P y 4 ‘y takes the"corresponding tokens while setting up the game.

Try again or get some fresh air._ .

4.3 Turn overview

The sequence of turns is the same as in the cooperative game. However the event *

cards are not always activated after 3 turns.(See section 4.5 Event Cards) ¥
o

If at the end of the turn the player still has more than 3 cards in his hand, then i
- the player must play a card. If it is not possible, because there is no more space *
where he can lay his card then he must place it on the discard pile.

www.ecogon.de
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Estabhshmg animals’ follcfvvsrthe same rules as in the coopefatwe game, but here
only that person may Pplace hls tokens on the animal card ‘who has fulfilled its last
' missing need. :
Example: It does not matter rf the other players have already laid down other cards tow :
« fulfil the needs of an animal, the only thing that counts is who fulfils the last missing need
of that animal. Only this player places his token on it and wins the points.

' ‘.‘
If an animal is established as a result of an event card, you lay a neutral token on
it. These points do ot count to any of the players.

4.5 Event cards
When? 1 g " ¢

In the competmve game the event cards are activated after different numbers of
turns dependmg on the number of players.

Number of player;r 2 Players

Number of turns
after which an
event card is
activated

3 Players 4 Players | 5 Players | 6 Players

4 3 4 5

L

Who is allowed to perform the event ?

Just like in the cooperative game you must continue to try to make a decision

together with the other players. However, if there is a vote tie, the person who has -
~ the fewest points has two voices (but only in a tie). :

4.6 Ending the game

The game ends when the last event card in the stack is played or no more nature
cards can be drawn. Depending on the start player, everyone can play one more
turn to have the same amount of turns in total. When the game is over, each
player counts the victory points they earned. If a player’s token is on an animz
card then the player wins the victory points of that animal. The winner" is the
p]ayer with the most victory points.

=

. the discard pile. However, if nothing can be performed, the card goes to the

Complex version:

_ For an added challenge, use this rule:
- A player can only win if all players together reach at least twice as many
; VlCtOl‘y points as the number of event cards you used in the game.

o e S PR

5. FAQ's

Who performs the event when the p;)mts are equal?:

The player with the fewest cards in their hand. If this is also equal, toss up for it.
What happens when an event card cannot be used? ‘

If at least one of the actions can be performed, do it and then place the card on

bottom of the event stack and you draw a new one. * O =
P v

]

W, ia
What does ,change the position” on the event cards mean?
It means that the selected card may not remain in its current position. Here you
can also swap cards I;‘ more than one is affected.

Is it necessary to have the needs already in play in order to plax an animal card?
No, there must be only a habitat.

Why do some species need onlyagreen circle? YA

These animals only need a plant that is adjacent to it.

Yo

" What do the different coloured dots mean on the animal cards?

The colour indicates how the animals move. (See section 3.5 Complex version)

Can a plant fulfil two needs for one animal? e g
No.

Can you create multiple habitats next to each other?

* Yes, as long as the meadow is not next to a forest.

You discover that a card was not laid correctly, what now?
When a card is in a place where it is not supposed to be then it is immediately
removed and placed on the discard pile.




