ONE PLAYER ONLY
. LIGHT ON RULES
4») BIG ON REPLAYABILITY

On this forgotten island in a tiny corner of the
ocean the animals are hungry! Your goal is to
influence the wildlife and arrange their meals
so there is only one animal left!

COMPONENTS
16 Animal Cards
2 Sea Animal Cards (Shark and Whale)

SETEP

Set the Sea Animals
to the side, face up.

Shuffle the remaining
animals and deal them =&
face up in a 4x4 grid
representing a map

of the island.

SEA ANIMALS

At any time during a turn, you may discard a
Sea Animal to use its ability. You may use multi-
ple Sea Animals in one turn.

If a Sea Animal's ability conflicts with a preda-

tor's special ability, ignore the predator's ability.

WIiNNING THE GAME

When you're unable to take additional turns,
count the number of remaining Land Animals
on the map. If you have three or fewer animals
left, you win the game! Otherwise, you lose the
game.

One Animal Left: Ecosystem Expert
Two Animals Left: Accidental Matchmaker
Three Animals Left: Island Intern

GAMEPLAY

Take a series of turns as follows, until you cannot
take another turn. Each turn, one animal will eat
another and then activate its special ability.

EATING

Choose one animal on the map to be the preda-
tor, and move it on top of an adjacent animal
(the prey) to eat it.

The predator may only eat adjacent prey (not di-
agonal), and may only eat prey with a value of 1,
2,0r 3 less than its own.

EACH OF THESE ARE VALID AS THEY ARE
ADJACENT AND 1,2, OR 3 LESS IN VALUE.

VALID PLAYS

NOT1,20R3  EATING WITHOUT EATING A
LESS IN VALUE ANY PREY HIGHER VALUE

CARD-SPECIFIC NOTES

For any questions on specific cards, visit the
Food Chain Island online FAQ at either of the
below sites:

buttonshy.com/fag/food_chain_island.htmi
bit.ly/2DDwdLz
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EATING NOTES

Normally, the predator moves onto the prey’s

space; the prey does not move.

When a predator eats prey,
they form a stack. Stacks may
grow by eating additional
prey.

A stack is treated as a single
animal with the value and
ability of the topmost animal.

The animals in a stack move
together, both when eating
and when resolving special
abilities.

If a stack eats prey, the stack
is placed on top of the
newest prey.

A stack does not need to be
ordered by value.

SPECIAL ABILITES

STACK EXAMPLE
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The 7 eats the 4 by
maving on top of it.

The 7:5 now the tup
card of the stack,
with the 4 beneath it.

The 7 eats the 6.
The entire stack (the
7and the 4} is moved

on top of the 6.

After the predator eats its prey, the predator
activates its special ability. The ability must be
resolved even if it does not benefit you.

ADDITIONAL CHALLENGES

To increase the difficulty, try playing without
one or both Sea Animals, or try an alternative
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MOVEMENT NOTES

Some abilities require you to move animals.

Only animals on the map may move. Sea Ani-
mals never move and are not part of the map.

Animals must move to open spaces.

Animals can move to open spaces outside of the
original map (imagine the map as a grid extend-
ing in all directions).

If an animal moves multiple spaces, it can move
over other animals but it must land on an open
space.

If an animal moves multiple spaces, it can move
in multiple directions. For example, it can move
down and then right to move 2 spaces (if the
final space is open).

If an animal moves multiple spaces, it cannot
end where it began. For example, it cannot
move left and then right.
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