27 Mutation cards 10 Event cards
r 1 B i

12 Goal cards 85 Population cards 4 Player aid cards

Quick Overview

Phanerozoic is a simulation of the evolution of life on Earth.
Players use mutation cards to give plants and animals new
attributes so they can evolve into new species. All players influence
the same central plants and animals. After 8 or 6 rounds
(depending on the number of players) all players reveal their
secret goal and score points accordingly. The player with the
highest score is the winner.



Set-up

Setting up the plant and animal rows.
Find the Algae and Trilobite cards, and 2 Population cards.

1) Place the Algae card in the centre of the table, with a
Population card tucked underneath it so the number 3 shows
above the Algae card.

2) Place the Trilobite a bit below the Algae card, with a Population
card tucked underneath it so the number 1 shows above the
Trilobite card.

You've now created a row for living plants and a row for living
animals. Leave space to the right of the Algae and Trilobite cards
for more plants and animals to be played later.

Setting up the round marker

8) Find a player aid card and place it off to the side, with a
Population card tucked underneath it so the number 1 shows
above the player aid card. This shows that you're starting the
game at round 1.

Setting up the goals

4) Shuffle the Goal cards and randomly give each player 2 Goal
cards, face down. Players can look at their own goals, but keep
them secret.

Setting up the decks

5) Shuffle all the Mutation, Species and Event cards together and
place them face down on the table as the main draw deck.
Leave some room next to it for a discard pile and an extinction
pile.

6) Place the Population cards to the side as a general supply, and
place the unused goal cards back in the box.
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Goal card details

Name of card or icon of attribute that scores points.

Is extinct at the

—><, @ Albertadromeus 0O +4 .

end of the game @ Evolution
< @ Brachiosaurus 06 % requirement hint.
XO'I‘ynumosmum 00 +5

Is alive at the
end of the game =———¥ & 2

Points gained or
lost for each card.



Species card details

Population card tucked underneath

Lo Discard
£ effect

Growth
requirement . Habitat
Location
e 8= number
[ Ornithorhynchus
I ] Platypus / Vogelbekdier
: ) An egg-laying mammal that uses >
Species name electroreception to hunt under water. SPeCICS type
Een cierleggend zoogdier dat dlekirorecepiie [ (Plant or animal)
gebruikt om onder water te jagen. I
«
Attributes Q Size attribute

Mutation card tucked underneath



Rounds

Each round consists of 3 phases:
1. Drafting phase

2. Action phase

3. Nature phase

During the drafting phase, players will gather cards that they will
then use during the action phase.

At the start of the drafting phase, if there are no plants in the
plant row, return the Algae card from the extinction pile to the
plant row, with a population of 3.

At the start of the drafting phase, if there are no animals in the
animal row, return the Trilobite card from the extinction pile to
the animal row, with a population of 1.

Follow the steps below during the drafting phase:

A. Each player draws cards from the draw deck until they have a
hand of 4 cards. (or 5 cards in a 2 player game)

B. Each player chooses one of their cards and places it face-down
in front of them. (all players do this at the same time) All
players’ unchosen cards are placed face-down in the middle of
the table.

C. All players reveal their chosen cards. The player with the
highest location number on their chosen card is the starting
player for this round. The chosen cards stay face-up in front of
each player.

D. Turn all the unchosen cards face-up so all players can clearly
see them.
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E. Drafting starts. The starting player choses one of the unchosen

cards and adds it, face-up to their chosen cards. Proceding in

clockwise order, the other players do the same. The last player

chooses 2 cards from the unchosen cards, and then drafting

resumes in counter-clockwise order. After all players have

drafted 2 cards and therefore have a total of 8 chosen cards in

front of them, the draft ends.

F. Place all the remaining unchosen cards in the discard pile.
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Drafting example

Bob looks at his hand of cards and
chooses a mutation card with
Roots. Eve chooses the Cicade
animal card from her hand. They
both reveal their chosen cards and
compare the location numbers.
Eve’s 22 is higher than Bob’s 16, so
Eve will be the starting player for
this round.

The remaining cards from their
hands are placed face-up in the
middle of the table and Eve picks
one of them to add to her chosen
cards. Bob now chooses two cards,
and finally Eve picks her last card
from the ones that are still
available.



If the draw deck ever runs out of cards, shuffle the cards in the
discard pile and use those as a new draw deck.

2. Action phase

During the action phase, players will use the cards they’ve chosen
to influence the plant and animal rows.

Starting with the starting player and moving in clockwise order,
players will take turns performing 1 action until there are no
remaining face-up cards in front of players.

For each card, there are 3 possible actions: keeping, discarding,
playing.

* Keeping a card

As an action, you may turn one of your face-up chosen cards
face-down, to show that you want to keep that card for the next
round. In the next drafting phase, all the cards you’ve kept will be
part of your opening hand, meaning you’ll draw less new cards to
fill your hand up to 4 (or 5 when playing with 2 players)

¢ Discarding a card

As an action, you may place one of your face-up chosen cards in
the discard pile next to the draw deck if you don’t want to play or
keep that card.

Species cards have an optional effect when they’re discarded,
shown in the top right corner. This allows you to increase the
Population of 1 living plant or 1 living animal card of your choice.

« Playing a card.

As an action, you may play one of your face-up chosen cards, if
you meet the requirements to play it. There are 3 types of cards:
Mutation, Event and Species. (plant or animal species)



Mutation

Each mutation card has a plant side and an animal side. You can
rotate the card and choose which side to use. At the bottom of the
card is an attribute icon that represents the mutation. To play a
mutation card, first select a living plant or animal card, then slide
the appropriate side of the mutation under it so that the icon at
the bottom is still visible. A single plant or animal can have
multiple mutations.

You cannot select a plant or animal that already has that attribute
icon (on the card itself, or on a previous mutation) The only
exception to this is the star icon. A card can have multiple star
icons from mutations.

y . 5.,. \ Mutation example |

Bob plays his mutation card, i
chooses the side showing !
(D Roots, and tucks it under the i
Bryophyta. :
Eve also wants to mutate the ;
- Bryophyta and tucks her :
/ R mutation card with the '
Flowering side underneath.
& | This plant now has 2 attributes
C and a size of 1. (1 star)

Bryophyta
Nioss/ Mo

{ =)

Event

An event card has an immediate effect, and is placed in the
discard pile after using it. See page 15 for an explanation of each
event card.



Plant or Animal species

To play a new plant or animal card, you need to select a living
parent card from the plant or animal row that it can evolve from.
The parent card needs to meet 2 requirements:

1. The parent card must have at least 1 mutation.

2. All the icons in the bottom row of the new card, including the
amount of stars, must be present on the parent card and its
mutations. If the new card has a growth requirement in the
bottom row, the parent card also needs to have that growth
requirement.

If there are several cards that meet the requirements, you may
choose which one will be the parent card.

Place the new card in the appropriate row (plant row or animal
row) and make sure all cards in that row remain in ascending
order from left to right, based on the location number. (make
some space for the new card if it needs to go in between other
cards)

Next, take a Population card from the supply and tuck it under
the new card with half of the population of the parent card.
(rounded up)

Finally, remove ALL mutations from the parent card (even
mutations that weren’t needed for this evolution) and halve the
population of the parent card. (rounded up)

This represents the species splitting into two branches. The old
and the new.

End of the action phase

Players keep taking turns in clockwise order and performing one
action each until all cards have been played, discarded or kept.
Next is the nature phase.
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! New species example

!
Eve wants to play a !
Wattieza plant, and ;
she chooses i
Bryophyta (Moss) as E
the parent. i
The Moss has 4 i
mutations: Large E
(extra star), Roots, |
Flowering and Woody. ;
The Wattieza plant |
requires 2 stars, roots |
and woody, so the |
Moss is a suitable |
parent.

The Wattieza is placed to the left of the Moss, because it has
a lower location number.

All the mutations tucked under the Moss are removed, even
the Flowering one.

The Moss has a population of 5, so the Wattieza will get a
population of 8 (half of 5, rounded up) and the Moss will go
down to 3 as well.




3. Nature Phase

During the nature phase, all living plants and animals will be
checked to see if they grow, and how they affect the rest of the
ecosystem. It’s best if one player handles these steps one by one.
Players never make choices during the Nature phase, everything
happens according to set rules.

First, check all the plants in order from left to right, then do the
same for all the animals.

For each card, look at the growth requirement on the card. Most
plants require sunlight to grow, while most animals need to eat
either plants or animals to grow. (and some can eat both)

When a card grows, double its population, to a maximum of 8.
(change the Population card tucked under it to show the new
population)

Growth requirements
If a card has a mutation with a growth requirement, this
overwrites the previous growth requirement(s).

_ o _ | Sunlight: When a card requires sunlight, it will grow
S0 automatically. It doesn’t affect the rest of the
ecosystem.

+¢ | Eating plants or animals: When a card requires plant or
A “‘ animal sustenance, this card becomes Hungry, and it
needs to eat enough before it can grow.

Determining a target

First, determine a target for the Hungry card in 3 steps:

Step 1. Plants, animals or both. Look at the growth requirement
icon to see what this card eats. If the card can eat both
types, still only determine one target.

=[E)=



Step 2.Habitat. If a target of the appropriate type is
within the same habitat as the Hungry card, that [/ ]
will be the preferred target. If there are no H WLJ
targets within the same habitat, look in other
habitats.

Step 8.Location number. If there are multiple possible targets,
select the one with the location number that’s closest to
the Hungry card. If there are still 2 options, choose the
one with the lowest location number.

After the target has been set, determine how much will be eaten.

Determining the amount

Compare the size (number of stars) of the Hungry card and the
target card.

If the Hungry card is larger than the target, it will eat an amount
equal to the Hungry card's full population. If the Hungry card is
the same size, or smaller than the target, it will eat an amount
equal to half of the Hungry card's population. (rounded up)

Reduce the population of the target card by the amount that gets
eaten. If this reduces the population to O (or less) then place the
target card in the extinction pile.

If the population of the target card was less than the amount that
the Hungry card wants to eat, then the remaining population of
the Hungry card is still hungry. Determine another target card for
the remainder of the amount it wishes to eat.

If the Hungry card has eaten enough, it will grow: double the
population of the Hungry card.

If there are no targets for it to eat, or if it is still hungry after

eating all possible targets, then the hungry card will shrink instead
of grow: halve its population. (rounded up)

-19-
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{ Nature phase example

The Moss requires sunlight to grow, so it automatically
grows, doubles in Population from 2 to 4.

The Triamyxa eats plants. There are no plants in the water
habitat, so it will eat the Moss. The Triamyxa is the same size
as the Moss, so it will eat an amount equal to half its own
Population, rounded up. (1) The Population of the Moss goes
down from 4 to 8, and the Triamyxa doubles from 1 to 2.

The Crow eats plants and animals. There is a plant and an
animal in its habitat, but the location number of the Moss is
closer to the Crow, so the Moss becomes the target. The
Crow is larger than the Moss, so the Crow wants to eat an
amount equal to its own full Population. (5)

. ——
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Nature phase example (continued) |

The Population of the Moss drops from 3 to 0, so the Moss is |
placed in the extinction pile. The Crow is still hungry fora
Population of 2. i
|
|
]

The T-rex becomes the next target of the Crow. The Crow is
smaller than the T-rex, so the Crow will eat an amount equal
to half of the remaining hungry Population. (1) The T-rex
will go down in Population from 3 to 2, and the Crow
doubles in Population to 8. (the maximum)

The T-rex eats animals and the Crow is the target. The T-rex
is larger, so the Population of the Crow goes down by 2, from |
’ 8 to 6. The T-rex doubles in Population from 2 to 4. l
j
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End of the round

At the end of the 8rd round, or 4th round in a 2 player game, all
players must choose which of their goal cards they will keep. The
other goal card is placed back in the box, face-down.

End of the game

At the end of the 6th round, or 8th round in a 2 player game, the
game ends. All players reveal their goal cards and count up their
points. The player with the most points is the winner.

Each goal card is unique, but they all have the same structure. You
can score points for Species and Mutation cards.

Score points for each living card of

< @ Alberiadromeus 00 +4 o : ¢
the specified type if there is a
> @ brachiosaurus 06 +5 heart in front. And score points for
each extinct card of the specified
@ 00K type if there are crossed bones in
oé B front. Some goals will give you

negative points as well.

-14.-



Event cards

F - S
\u{w 70 U//; ’ 6

Ideal conditions Meteorite / Meteoriet Recover / Herstel
Ideale omstandigheden

1@/ 18 42 1W/1g:-3 ")

Choose one living Choose one living Choose one card
plant or animal plant or animal in from the discard
and increase its the shown habitat pile. Immediately
population by 2. and decrease its perform an action
population by 3. with it.
Solo mode

Set-up: Take 2 random goal cards for the Automa and place them
face-up. The automa will score points for both goals.

Draft phase: Draw until you have a hand of 10 cards. Choose 3 of
those cards. Skip the rest of the draft phase.

Action phase: The Automa always goes first.

Automa turn: Shuffle the 7 unchosen cards. Reveal the top card
and play it if you can. If any choices need to be made, reveal
another card and choose the closest target, based on location
number. Do this 3 times, so the Automa attempts to play 3 cards.
End of the game: The game ends after 8 rounds.

Difficulty: If you want a greater challenge, keep one of the
Automa goals face-down until the end of the game, or add
another Automa goal card.

-15-



Nature phase quick overview

First, process all plants from left to right, then all animals from
left to right.

N 502 Growth requirement Sunlight: Grow automatically.

A +28, Growth requirement Plants or animals: Select closest
a target, preferably within the same habitat.

Compare the size: (amount of stars)

¢ Hungry card is larger than target: Eat an amount equal to the
Hungry card's full population.

* Hungry card is smaller or equal size: Eat an amount equal to
half of the Hungry card's population. (rounded up)

Grow when the Hungry card has eaten enough: double in
population.

Shrink when there is not enough food for the Hungry card: halve
in population.
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