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On a small island, Development Operations
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COMPONENTS GAME SETUP
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Objective

Game Seasons

1 - First Season Change

Second, third and fourth Season Change

2 - Actions

Power 
expansion

 

 
3 - Season Card Resolution

Player Reserve 
Player Reserve,

Placing Kiwi tokens

Pay Fruit

HOW TO PLAY

=
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4 - Domain Marking

have established 
dominance. 

Reserve instead! 

Dominance example 

DOMINANCE
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Move Example:

 Playing a Feed Card

Size affects your  
established dominance

 

ACTION CARDS
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 Playing a Wildcard

 
 

 Playing a Move Card  Pushing Kiwi 
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Playing a Build Card

Tree

Tree (Second row)

Control

 

Control (Second row)

 

Cave

 

Turn Order nest Cave (Second row)
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+X

-1
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==
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5. Move action. 

6. Feed action. 

7. 

Kiwi Tokens Track

Asymmetric Flocks

Red Flock Green Flock Purple Flock

This excludes Victory 
Points from Nests.

Yellow Flock

FLOCK BOARD
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Kiwi Leader Ability

THE FLOCK LEADER
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on the island board.
Victor - 

Other players - 

 
in mountain hexes.
Victor 

Other players - 

 

Victor - 
Other players - 

 
in mountain hexes.
Victor - 
Other players - 

 

Victor - 
Other players - Return 2 

Player Reserve to the bag.

 
on the island board.
Victor

Other players 

 
in grass hexes.
Victor - 
Other players - Return 1 

Player Reserve to the bag.

 
in grass hexes.
Victor - 

Other players - 

 
on the island board.
Victor - 
Other players - 

 
in sand hexes.
Victor - 
Other players -

 
in sand hexes.
Victor - 

Other players - 

Victor

Other players - 

Most Nests on  
the island board.
Victor - 
Other players - 

Victor - 
Other players - 

Most hexes with only one of 

Victor - 

Other players - 

Most hexes with  
established dominance.  
Victor - 
Other players - 

SEASON CARD GUIDE
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Scoring Examples 

ENDGAME
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Setup

Objective 

How Kiwibot’s Turns Work

Solo Card

Move

Feed

Wildcard

1 PLAYER MODE
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Kiwibot Pattern

Solo Card Symbol Key

Solo-mode marker

Feeding and Increasing size 

Move

Feed. 
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Multiplayer Variant
Wake up phase (Season 2) example 

During each season, turn order proceeds accordingly  

Symbol Key

VARIABLE TURN ORDER


