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LEARNING THE GAME

HOW TO PLAY VIDEO

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

www.thecityofkings.com/theisleofcats/

I
"l 1

25 beast figures
5 of each figure

20 kitten tiles

4 of each colour

event bag

18 beast tiles 1beastbag

18 royal rats 36 one point tokens 32 five point tokens i-permanent
tokens
ThE THiE
or s

8 lesson cards 7 family cards 1updated scorepad
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MODLLES

When reading these
that all of the stangd
Unless spec1ﬁca

g8 please Kecpiy B BEFORE YOUR FIRST GAME
e rules still apply.

one of these modules The first time you play, you will need to do the
only add new following 3 things:

@ Place the 20 kitten tiles in the green bag.

@ Place the 18 beast tiles in the red bag.

@ Place the 15 event tiles in the blue bag.

COMEBINING MODULES

h module changes the game in a different way,
e recommend you try them one at a time, to
e yourself with how they work.

COMPLEXITY:
The kittens module a

the fastest player each
options for players without addi e ready, you can try combining them all
to the game. warned, this will make the game a lot

BERSTS MODLLE
COMPLEXITY: MEDILM

The beasts module provides players with more liti sion modules, a new
options at the start of the game while they are still .You can find the
searching for lesson cards. Beasts have a small e of Cats rulebook
ruleset and are easy to play with, but playing them
well can be very challenging.

EVENTS MODLLE

L e IDENTIFYING KITTENS
The events module should only be played by people + BEASTS CARDS
who are experienced with the normal game rules. It All of the cards incl
adds new challenges, changes rules, and will have a Kittens + Beasts e show
big impact on your strategies. the rat symbol j

corner.
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KITTENS
GAMEPLAY

The kittens module comes into play during phase
4: Rescue Cats, all other phases of the game play as
pted by a few normal.

PHASE Y: RESCUING CATS

When rescuing cats, the start player will now have
the option to rescue kittens as well as cats. On each
of their turns, they may now choose to rescue kittens
instead of a cat. They may rescue I cat, I kitten, or 2
kittens each turn.

STORY

The island ¢
fish, but tk

Each day, the' e able to re
kittens in additi® S Qaly the fastest player each day will be able to rescue

GLOBAL SETH

In addition to the normal setup,
requires 3 extra steps:

@ Kitten board. Place the kitte

island (@ side up).

© Kitten bag. Place the green kitten bag y ch basket, you may
somewhere all players can reach. /

@ Kitten tiles. Draw 4 tiles at random from the
kitten bag, and place them on the kitten board.

The first kitten costs 2 fish, and the seco

You cannot rescue cats and kitte
basket.
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FrTa

REFILLING KITTE

Kittens are immedi
used a basket to
on their boat.

LESSON ANDO ANYTIME CAROS

When resolving lesson and anytime cards, you
should consider kittens to be cats.

illed any time a player has
and has placed them

EXAMPLE |

If you gain I fish per blue cat, and you have 2 blue
cats and I blue kitten, you will gain 3 fish.

EXAMPLE 2

ou gain I point per orange cat touching the edge
r boat, and you have 3 orange cats and 2 orange
ouching the edge of your boat, you gain 5

come into 1

It is common 18
game.

PLACING KIT

Kittens are cats, they are justali
follow all the normal tile placen;
use for a cat.

When rescuing 2 kittens, if you place yg
tile on a treasure map icon, the colours ¢

you choose to take a common treasure, you must
place the common treasure on your boat before yo
place the second kitten.

scoring works and for
ach kitten as a cat.

,then
you have a fam
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BERSTS
GAMEPLRAY

The beasts module comes into play in day I only,
during the fill the fields step, and phase 4: Rescue
Cats, all other phases of the game play as normal.

DAY I: FILL THE FIELDS

During the fill the fields step of the first day, you will
only put cats in the left (3 fish) field. In the right (5
fish) field, you will place beasts instead of cats.

PLAYERS | LEFT FIELD RIGHT FIELD

STORY
Tired of hu

2 4 cats 4 beasts

6 cats 6 beasts
8 cats 8 beasts
On the first day, and theé¥{jtst day ¢ 10.cat o bents
have the ability to rescue beasts ot e bea®
well as cats.
Y: RESCLING CATS

GLOBAL SETLPR

In addition to the normal setup, the bea : el ue beasts during the rescue
requires 2 extra steps:

€@ Beast bag. Place the red beast bag somewhere 1 ormal rules of
players can reach.

@ Beast figures. Place the beast figures by the
supply.

beast you want to rescue.

Beasts will always cost 5 fish to
only ever be in the right field,

DAY I: EMPTY THE E

At the end of day 1, an hat weren’t rescued
from the fields flee and shgtild be placed back in the
b beast bag; they will not be needed again.
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PLALCING BERSJIS

Once a family of cats is touching the matching icon
on a beast, they become friends and you may take any
I of the beast figures and put it across the beast and
touching cat tiles to show the friendship is complete.

Each beast can only be friends with one family of
each cat colour. However, one cat family can be
friends with multiple beasts.

BERST FIGURES

There are 5 different beast figures and you can
use whichever one you want to show your beast
friendships. The figure does not need to match the
ast or cat colour.

represent which cat
friends with.

To become friends, the square o
the cat icon must be touching at
matching colour, and that cat mus

EXAMPLE

0 The orange cat family is touching at least 1 side of the
orange cat icon on the beast, a friendship was formed
beast figure was added and it scores 5 points.

@ The red cat is touching the red cat icon, but it is not
part of a cat family, so no frienship was formed and it
scores O points.

9 The blue cat family is touching the beast, but it is
not touching at least 1 side of the blue cat icon, so no
friendship was formed and it scores 0 points.

o The orange cat family is touching the orange cat icon
on the beast, but an orange cat friendship was already
formed o and each beast can only be friends with one
family of each cat colour. This means no friendship was
formed for these cats and they score 0 points.
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EVENTS

Vesh grow louder, the weather starts to change, and
hed across the island as cats and beasts scatter in
veryday there is change and each morning you will
e to succeed in your mission.

POINT TILES

ese give players a way of scoring extra points on a

Events vary b@
players a new way to sco

EVENT TILE

There are 2 types of event tiles: p

Point tiles contain 3 things.

s and action
€@ Top. A blue or green number.

Blue numbers are points you can gain
once per game. Green numbers followed
2 dots are points you can gain multiple

ACTION TILES

These provide a bonus, give a penalty,
rule on a specific day.

Action tiles contain 2 things.

€ Top. Icons showing the
2 \ bonus, penalty, or rule change.
Sometimes these will include
purple numbers.

© Bottom. 5 dots, you can use these ~ FALE-LIP SI0E
to identify action tiles from point r
&y

tiles.
FACE-DOWN SIDE

The face-down s
B - top left corner.

All event tiles are double sided:

The face-up side cont
in the top left corn

asnored gem in the
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GLOBAL SET

In addition to the g

p, the events module

€ Face-up . Dra : © Supply. Place the royal rat figures, I point
tokens, and 5 point tokens by the supply.

O Semi-permanent tokens. Place the semi-
permanent tokens next to the permanent basket
tokens.

LEFT FIELD

VESH’S BOAT

Instead of placing Vesh’s boat o
tracker, you will now place it
covers the 5 space.

You will still move Ves ong I space at the
end of each day, but n
tiles.
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GAMEPLRAY GLCORING

The events module comes into play during the fillthe  All points for event tiles are gained during days 2, 3,

fields stage of the garg phases of the game play and 4, no extra points are awarded at the end of the
as normal. game.
All the event tiles ag u the last 2 pages of this There are no face-up event tiles that score points, so you will never

rulebook. have point tiles on days 1 or 5.

During final scoring, players should add up the total
number of point tokens in front of them, and add
them to the score sheet.

ROYAL RATS

Royal rats count as -3 points each at the end of the
game.

|I-PFERMANENT TOKENS

manent tokens can be gained from action
nd give you either 1 additional basket, or
pur total speed.

EXAMPLE |

It’s day I and Vesh’s boat is on the tile
to the left. Before filling the fields,
all players must take 1 royal rat an i you place your
place it on their boat. Once all playet
have done this, the fields can be filled.

It's day 3 and Vesh’s boat is on the tile be d’1scarded atthe end of thec
to the left. Before filling the fields, don’tend up using it.
all players gain 2 points for every

common treasure on their boat. Once

all players have taken their points,
the fields can be filled.
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ROYAL RATS

When you gain a royal rat, you must place it on your
boat following the nogfiial tile placement rules, and a
royal rat does cou on your boat.

Just like norma at is the first tile you

ere. If you already  EXAMPLE |

If you gain 10 points if you have no visible rats on
your boat,and you have a royal rat on your boat, you
will gain o points.

EXAMPLE 2

If you gain 2 points per rat on your boat, you will gain
2 points for each royal rat on your boat, in addition to
normal rats.

()
),* Treasure
treasure.

.2 Normal rats.
9.2 Empty spaces.

Royal rats cannot be placed ox
1YAL RATS

e, if Vesh’s boat is not on the
may feed fish to a cat to

r boat and return it to the

P2 An existing tile.
D2 A space already containing a royal

FILLING SPRCE

Any squares on your boat that contain a royal rat,
count as being filled.

.2 A room is not empty if it contains a royal rat.

9.2 A room can be filled if it contains a royal rat.

D2 Arat that is covered by a royal rat, counts as SELEE

being covered and is no longer visible. SCORING
LESSON AND ANYTIME CARDS At the end of the game, anyrg

your boat are worth -3 poi
recorded within the rat s

points should be

When resolving lesson cards, anytime cards, and
the scorepad.

event tiles, you should consider royal rats to be both
rats and tiles that fill spaces.
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SOLO

This section highlight
that are required to g
You should only g
learned the nog

] of the changes to the rules BEHSTS

only a single player.

When you fill the fields during the first day, you
should place 4 beasts, instead of 4 cats, in the right
field. Numbering them 5 - 8, just like you would
normally do with the cats.

LEFT FIELD

be]d

RIGHT FIELD

AALL

Ty

e purposes of resolving your sisters solo basket
eyword cat should be read as cat or beast.

ays cat 5, and there is a beast in position
ster removes the beast rather than a

the diffculty of
the game using advang

KITTENS

If you are the fastest player, you ma

kittens using the normal rules.
ister will gain 3 points for

If your sister is the fastest player, then all 3 your boat.

should be removed from the kitten board and
immediately replaced with 4 new kittens.

GCORING

As kittens count as cats, each kitten on your boat
counts towards your sisters solo colour cards.

ext to the beast,
2 points per beast

There are no special scoring rules for your sister.

I2
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EVENTS EXAMPLE

ACTION TILES

pnormal, they do not

Your sister scores:
@ o points for the first tile.
© 38 points, the 1st number shown on the second tile.

© s points, the 2nd number shown on the third tile.

spaces of the day tracke 8 points, the 3rd number shown on the 4th tile.

For position 2, your's ints for the last tile.

first number on the tile.

p ) otal of 21 points.
For position 3, your sister earns

second number on the tile.

For position 4, your sister earns points eg
third number on the tile.

GCORING

Your sister will score points for the visible point tilg
on the island board following the point tile rules
above.

She will not gain any other points from events.
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FAL

Clarifications for “Mo
You cannot use this

e up to 3 cats to different fields.”
ove beasts, beasts are not cats.

e cats onto the kitten board, or kittens into the fields.
do not go on the kitten board.

You cannot use th

escue I cat, you may rescue 2 cats instead.”
ng beasts, beasts are not cats.

evalid combinations are:

Clarifications for “T. immediately place them in
the fields.”
You cannot place the cats'drawn

Can I play Kittens + Beasts wit
Yes. The Kittens + Beasts expan
player) expansion and no addition

vals (5 and 6

CREDITS

Game Design Artw
Frank West Drago

Assistant Producer Art Direction
Sara Jorge Frank West
World Building Graphic Design
Frank West Frank West
With contributions
Sara I o from Alec Jackson

H
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EVENT TILES
ACTION TILE

take a royal rat and
it on their boat.

On this day, the order of phase 4 and
phase 5 is switched. You will play rare
find cards before you adjust the turn

order and rescue cats.

= On this day, any time a player receives

ext ™ a common treasure by covering a
Stead of 2 : A treasure map, they may take an extra
common treasure. It may be the same
or a different common treasure.

On this day, any time a player
receives a common treasure by
covering a treasure map, they may
ake a rare treasure instead.

giving them 18 fis

In turn order, all player
a semi-permanent token. You must
decide now whether you want 1
basket, or 4 boots, and place the ti
in front of you showing your chose
side.

ay, when you fill the left

ill draw 1 fewer cat per

e bag. This means the

I cat per player,

d will have 2 cats per

POINT TILES

Gain I point for every 2 visible rats
on your boat. You do not not get any
points for having 1 rat, and 13 rats
would score 6 points.

one cat. erat can score a

maxi

15
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Choose a row on your boat, gain I
point for every cat that has at least 1

Gain 2 points for every common
treasure on your boat.

Gain 2 points for every rare treasure
on your boat.

Gain 3 points for every visible
treasure map on your boat.

Gain 2 points for
your boat.

Gain 5 points if both captain’s rooms
(W) are empty.

pty room contains no tiles of any type.

A lonely cat is a cat not touching
of the same colour.

ou have no common
on your boat.

Gain 2 points for every empty room
on your boat.

An empty room contains no tiles of any type.

Gain 2 points for every room on your
boat which is full.

A full room is one which has no visible squares.



