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GAME PLAY

You are a citizen of Squall’s End and are on a
rescue mission to save as many cats as pos
before Vesh arrives. You must explore the
island, rescue cats, gather ancient treasures;
and find a way to fit them all onto your boat
before returning safely to Squall’s End.

he same colour.

Asyou explore the island, you'll rescue cats
and discover treasure. Cats and treasure are
represented by different shapes that you must
carefully draw onto your boat. Try to keep . o
families together, complete lessons and leave ,* Every visible rat on your boat.
enough room to draw the next thing on your
boat. But watch out - returning to Squall’s End
with a half empty boat isn’t going to look good!

:8 Any rooms on your boa
been filled.

The player with s will be th

winner.
WHERE T0O FIND U5

If you have any questions or would like to get
in touch here are the ways to find us:

WEBSITE TWITTER FACEBOOK

thecityofkings.com twitter.com/cityofgameshq facebook.com/cityofgameshq
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6 lesson sheets I Vesh’s boat

47 card lesson deck
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9 solo advanced
lesson cards

3 colour reference cards 18 coloured pens
+ some spares

CARDS

There are 4 types of cards: lessons, cats, Oshax, and treasures.

».2 Oshax and treasure cards can be found in both the cat and lesson decks.

.2 Cats, Oshax, and treasures are collectively known as discoveries.

DISCOVERIES

Lessons Oshax Treasures

(vellow)
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LEARNING THE GAME

HOW TO PLAY VIDEDO

If you prefer watching videos to reading
rulebooks, you can find a video explaining
how to play this game on our website:

www.thecityofkings.com/games/explore-draw

GETUP '

GLOBAL SETUF « PLEYER SETUP
oThe island. Choose an arga of your play 9 Boat sheet. Place 1 boat sheet in front of
area to be the island; it should be 4 cards each player.
widgancigsiaatall . @Lessons sheet. Place I lesson sheet to the
9 Day tracker. Place the day tracker to the right of each players boat sheet.
leifof'theiisland area, RgiiplaciTnc iy o Pens. Place the pens around the table, so
token on the 7.
everyone canreach at least 1 set of 6 colour
@ Lessons deck. Shuffle the Tessons deck '\ pens.
and place it face-down below the day
In 4, 5, and 6-player games, 2 people can share I set.

tracker.

@) Cats deck. Shuffle the cats deck and place
it face-down below the lessons deck.
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GAMEPLAY

The game is played over 7.days,(rounds).
During each day you should do the following:

ROLND SETUP

€) Draw 8 cat cards from the cats deck
and place 1 card face-up in each of the
following island slots: I, 3,5;6, 8, 9,10, and
IN

Follow the exact pattern shown below.

9 Draw 4 lesson cards from the lessons deck
and place I card face-up in-each of the

followingisland slots:2, 4,7, and 12.
Follow the exact pattern shown below.

THE ISLAND
A B C D
| e (e i iy i
i i i i i
! CAT !ILESSON!! CAT !HLESSONY
! DECK !1 DECK i DEEK !! DECK ¢
I AC.
5 e I 4 R ]
| CAT !i CAT {iLESSON!! EAT !
! DECK !| DECK !i DECK i4@DECK !
5 ____E 0 N
P e
! CAT !i CAT || CAT !{LESSON!
! DECK !1 DECK i DECK !i DECK !
9 D il @

Player turns are taken simultaneously.

Each player should choose a column from the
island, either A, B, C, or D, and then resolve
all 3 cards in the column.

You can resolve the cards in any order (you
don’t have to do them from top to bottom),
but you must resolve all of your chosen cards.

If you choose to resolve a card that contains
multiple discoveries, then the entire card
must be resolved in full before resolving the
next card.

When choosing cards, you do not remove them from the island,
and multiple players may choose the same cards.

Each player may also choose to use I special
action each round.

L

NEXT DRY

Once each player has resolved their chosen
column, move all the cards on the island to a
discard pile.

Update the day tracker by moving the time
tracker along I space.

If the time tracker reaches the hand symbol,
Vesh has arrived and it’s time to set sail.
Proceed to scoring.

Otherwise, the next day begins!

— .

SPELCIALS

There are 5 special actions at the bottom of
the boat sheet.

Each player can use 1 special per round at any
time, and up to 3 specials per game. You may
notusethe same special twice.

Choose I additionalcard from any other
column.

In addition to your chosen column, choose
anothercard from any other column.

Choose I card from each row, instead of a
column.

This round, rather than choosing 1 of the 4
columns, you maytake any I.card from each
of the 3 rows. They do not need tobe from the
same column.

Choose a row instead of a column.

This round, rather than choosing Lof the

4 columns, you may choose I of the 3 rows
instead. This means you will get 4 cards this
round.

Draw your next cat twice.
When you draw a cat on your boat, you may
draw a second identical cat on your boat.

Draw your next treasure twice.

When you draw a treasure on your boat, you
may draw a second identical treasure on your
boat.
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RESOLVING CARDS
DISCOVERIES

Each cat, Oshax, and treasure discovery is
represented bya shape that's made up of
squares. When drawing discoveries, you must
drawthe shape shown on the card onte your
boat.

The full placement rules are shown on the

next page.

CATS -

Cats should be drawn using ajpen matching
the colour of the cat.

Make sure you draw a clear outline around
each cat, so you can identify how many cats

you have on your boat at the end of the game.

OSHAX
Oshax are the same as normal cats, except
they can be any colour.

When choosing an Oshax card immediately
choose a cat colour (blue, green, orange,
purple, or red) and then draw a cat on your
boat of the chosen colour, in the shape of the
Oshax.

Ifyou choose to draw an Oshax twice, using a special, then both

cats must be the same colour.

TRERSURES
There are 2 types of treasures:

Common Rare
(1 - 3 squares, bronze) (4-5 squares gold)

Q ﬁw *‘% \%a
S 8

Common Treasures

Common treasures should be drawn as a
black outline and you should write the letter C
on them as a reminder.

Rare Treasures

Rare treasures should be drawn as a black
outline and you should write the letter R on
them as a reminder.

LESSON CARDS

Locate the chosen lesson on the lesson sheet
and tick it off to show you have chosen it. The
number in the top left corner of the card will
tell you where to find it on the lesson sheet.

-
2“8 7pointsif everycatony
F

" 1POINTS
 FEVERY CAT

You will score points for lessons at the end of the game if you have
completed their requirements.

I_E: DRAWING DISCOVERIES

ts a blue cat to draw on her boat, she

rotates the treasure, and draws a
matching the shape shown on the ¢
her identify it later, she adds an R
this is a rare treasure.

Ry
Himer A dLEII

L

TRERSURE S E @ dhr i 4
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PLACEMENT

Whenever you choose a dis¢overy, you must
immediately draw it on your boat. Only if the
cat or treasure does not fit, should you ignore
1

».2 Discoveries may be rotated and flipped to
any orientation you wish.

».2 Discoveries cannot oveflap each other.

.2 Discoveries must be within the edgeof
your boat.

».2 Discoveries must alwaysline up with the
squares on your boat; each square should
either be completely filled or empty.

THE FIRST DISCAVERY

Your first discovery may be drawn anywhere
on your boat.

ALL OTHER DISCOVERIES

After your first discovery, every other
discovery must be drawn immediately
adjacent to another discoveryalready on your
boat, so that at least one edge of a square is
touching another discovery.

Adjacent discoveries do not include diagonals.

TREASURE MAPS

Your boat contains five coloured treasure
maps that can be used to unlock common
treasures.

ORIPERING)

B =Blue | G=Green | O =0Orange | P=Purple | R = Red

If you draw a cat on a treasure map icon and
the colours match (e.g. green cat on green
treasure map), then you may instantly draw
any one of the common treasures on your
boat.

The 4 common treasures available are shown
on the day tracker for reference.

You can draw other discoveries over a treasure map, but you will
not receive the treasure.

B

CARDS WITH MULTIPLE
DISCOVERIES

When resolving a card containing multiple
discoveries, you must resolve the entire card
before moving on to the next card.

For each individual card, you may draw the
discoveries in any order you wish.

Only if a discovery does not fit on your boat,
may you move on to the next card without
fully resolving the current one.

KEYWORD: ANY 2

When a card says any 2, you must pick 2 of
the discoveries shown on the card.

You may pick the same discovery twice, but
you may not choose to pick just 1.

KEYWORD: OR

When a card contains the word or, you may
choose all of the discoveries in the area above,
or the area below, the word or.

You must take all of the discoveries in your
chosen area.

In some cases rare treasure discoveries may
overlap the second area.In these cases you
should assume they are in the area where the
majority of the treasure is displayed.

NO WORDS

If the card does not include any keywords,
then you must draw all of theitems on the
card.
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KEY TERMS
ROOMS

Every square on yourboat is part.of a
room; you can identify rooms by the walls
surrounding them.

When'you start drawing on your boat, you
may find it difficult to rememberwhere each
room is. To help with this, you can use the
different icons in the corners of the rooms:

B¥ 1 - Parrot m - Moon 4 - Parrot
2 (* - Moon 7 This room has no icon

o 4
X -Apple - 6| & - Corn

EDGE OF THE'BOAT " FILLED ROOM

The edge of the boat is the line that frames A filled room is one which has no visible
the grid of squares on each boat. v squares.

TOUCHING - CAT FAMILIES

Two things are touching if they are« A cat family is 3.0r more cats of the same

immediately adjacent, diagonals never count.  colour which are adjacent.

\

CAT FAMILIES

A cat family is 3 or more cats of the sa
colour which are adjacent.

OThere are 3 orange cats, making a family
of 3.

eThere are 4 blue cats, making a family of 4.

€ There are 2 red cats, but not 3, so this is not
a family.

9 Diagonal cats are not adjacent, so this is
another set of 2 red cats and therefore is not
a family.

eThere are 3 orange cats, making another
family of 3.
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GLCORING

At the end of the game, ple
The player with the hi

RATS

should add up their scores.
e wins.

RARE TREASLURES

You get 3 points for each rare treasure on your
boat.

LESSIONS

For each lesson you have completed, add
those points to your score.

TIEBRERKER

n the case of a tie, the player who has filled

e most rooms wins. If the tied players have
ame number of filled rooms, then both
each 3 cat family is 8 poin yers win.

each 4 cat family is 11 points
each 5 cat family is 15 points
each 6 cat family is 20 points

A cat family is 3 or more
adjacent.

Ifyou have more than 6 cats in a fa
points for every additional cat in tha

score an extra 5

LTI AFNE



PRE-RELERSE: 0.3

COLOUR FRIENDLY MODE

If you do not have access tocolour pens, or
struggle to tell the difference between some
colours, you can draw different patterns to
represent each'colour cat, such as horizontal
lines for the green cat, and crosses for the
purple cats. You can be as creative asyou like!

REMOTE PLRAY

Explore & Drawis designed.to allow you to
play the game with people who are not in the
same room as you.

HOW IT WORKS

One player will need to own the game, they
will become the game master and will be in
charge of revealing the cards for each day
(round).

The other players will need a player sheet and
a pen, they can download the player sheet
from our website here:

www.thecityofkings.com/games/explore-draw

Each day, the game master will setup the
island and share it with the other players,.all
rules remain the same.

SOFTWHRE

We recommend using a video conferencing or
a streaming tool so the game master can share
the current options with the other players.

If you do not have access to any software, you
can share photos via a phone.
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50L0 MODE

If the approaching armies‘of\Vesh Darkhand weren’t bad
enough, you now noti€e your sister has snuck aboard your boat
and is trying to claim credit for all your hard work. Not only do
you need toxescue cats and ayoid Vesh, but now you will also
have tosabotage your sister’s plansin order to succeed!

OVERVIEW

This section highlights all of thechanges to the rules that are
required to play with only asingle player. You should only read
these rules once you have learned the normal rules for the game.
All of the normal rules apply unless stated otherwise.

SISTER SETUPR e Advanced solo lessons. If you would
To begin, set up the game following the like to play a harder game, you can include
normal rules and then set up your sister. advanced lessons.

o Solo colours. Shuffle the solo colour Shuffle the advanced solo lesson cards
cards and place them in a row on the and place a number of cards face-up next
table. Flip the first card over, andleave to the sololesson cards. Return the rest of
the remaining 4 face-downs the cards to the box.

@ solo lessons. Shuffle the solo lesson ».2 Medium difficulty: 1 advanced card

cards and place 3 face-up on the table.

Return the rest of the cards to the box. i difficly: 23gduancedicands

| 13
9.2 Veryhard difficulty: 3 advanced cards
.2 Expert difficulty: 4 advanced cards

" 2PONTS e f B SR | B h: ‘ . ypoNts
: [CATwme © : AR : % i : PERCOVERED ©
Z LARGEST :J ] P 8 % N NOT 10 S TREASURENRF

&f

.........

i0
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SISTER TURNS

At the end of each day, once yc¢ yve resolved
your chosen column and moved ¢ e cards on the
island to a discard pile, fl b

Calculate your score follo
then calculate your si
cards and colour ¢

Remember, your sister is tryi
what you have done, her lessc
will score based on what yo
boat.

CAT COLOURS

Go through the solo colour cards i
revealed them; your sister scor

.2 5 points for every cat on you
first revealed colour.

9.2 4 points for every cat on your boat of t
second revealed colour.

.2 3 points for every cat on your boat o
revealed colour.

9.2 2 points for every cat on your boat of the
revealed colour.

.2 1point for every cat on your boat of the last
revealed colour.

LESSONS

For each of your sister’s lesson cards, add up how
many points she earned.

TOTHAL
Your sister only scores points for cat colours and
lesson cards, nothing else.

To help you add up your sister’s score, you may use the scoring area of a
second boat sheet to record her points, but this is entirely optional.

TIEBRERKER

The winner is the person with the most points. In
the event of a tie, your sister wins! Il
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FAL

Q. Can a discovery be drawn over walls/multiple rooms?
Yes?

Thematically speaking, cat tiles represent the space your new cat will require on your trip home,
not the spaceit takes up at one time. The treasure you can pile up in multiple rooms.

Q. Can I draw treasures on rats?
Yes (poor rats)!

Q. Isit optional to take treasure when covering a treasure map?
Yes!

Q. Can I play with more than 6 players?

Yes. You can use boat and lesson sheets from a second copy of Explore & Draw to play
with more players, or you can download additional print friendly sheets from our
website here: www.thecityofkings.com/games/explore-draw

8-
P

&

CREDITS

Game Design Artwork Writing

Frank West Dragolisco Frank West
With contributions
Assistant Producer Art Direction from Sara Jorge

Sara Jorge Frank West Editing
World Building Graphic Design Tom Fox
Frank West Frank West

With contributions
Sara ] oS from Alec Jackson



