ESZINY NG INYoNYIONYoNY SN oNYIONY SN pN U o NH N

FIRST CONTINENT
RULEBOOK




Ecos: First Continent is a game
by John D Clair for 2-6 players
ages 14 and up.
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Introduction
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What if the formation of Earth had gone caint R por 2T ot o aecer E“t&
differently? In Ecos™ players are forces of nature, Gen t - 4
creating the planet together but with competing fneaont
visions of its grandeur. You will have the chance - 5
to mold and create a part of the world similar, but ' 4 wld I

different, to the one we know. Which landscapes,
habitats, and species thrive will be up to you. 105 Game Cards

There are no turns in the game of Ecos™. Instead
one player will be revealing elements in the form
of element tokens, one at a time, from the element
bag. Each element revealed can give some or all
players energy, depending on what effect they
are trying to activate. When a player’s card has
enough energy to activate, that player gets to
resolve the effect, which usually results in terrain or
wildlife being added to the board. The game ends
at the end of a round in which at least 1 player has
80 victory points ({@]). The player with the most
points wins.

15 Mountain Tokens 66 Energy Cubes
(Some Mountain tokens are double-thick, this is just for and Storage Container
aesthetics and has no game-play significance).

102 Animal Tokens

and 2 Storage Containers 6 Score

Markers

Card ANatomy . ...oiii i e 7
CardEffects. .....ovviiiii e 8

PlacingMap Tiles........cccoviiiiiiiiiianenn.n. 8

Placing Mountain and Forest tokens............. 8

Placing Animaltokens................c.ovvvn.n.. 8

GainanElement.............ooiiiiiiiiiiiiiian, 9 g | B /A ;‘ -

MoVing ANIMalS ..........c.oveerieriianianan.s 9 =

GainingCube............oooiiiiiiii 9  Sle

Gaining Victory POINtS . ......ooeveeieeeenn... 9 80 79 78 77 76

ImpactCards ........cooviiiiiii i 9 5

Replacing or RemovingaMap Tile............... 9 8] 82 83 84 85

Adjacent. ... ..o 10 -

Community, Habitat & Landmass ............... 10 1 Score Board
TWC()j—Player RUIBS .oovvreven st - (Two-piece, double-sided Score Board with left-to right scoring on one side and serpentine on the reverse).
(GRS 5000000m0a00000 0 606 36000605 40000000008 0485 11
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¥ Assembly Instructions

ENERGY CUBE
CONTAINER

6-SLOT ANIMAL
TOKEN CONTAINER

6 Dial Tokens

When assembling the 6-slot
token container, make sure
that all the pieces have the
4 symbol. Place the divider
with the bump on top in the
center slot.

40 Element
Tokens and
Element Bag

5-SLOT ANIMAL
TOKEN CONTAINER

16 718 19 20
.--
65 64 63 62 6

When assembling the 5-slot token
container, make sure that all the
pieces have the )( symbol. Place
the 2 dividers with the bump on top
in the center 2 slots.

23 9 97 98 99 100
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The sections below are numbered to correspond to the
number on the setup image. Setup is the same for any
player count 3 to 6, and slightly different for 2 players.

1. Each player chooses a color and takes the Dial token
in their color. The Dial tokens show the distribution of

Element tokens in the game. Your Dial token should
be oriented with the word “START" at the top. Each
player also gets 7 Ty

2. Place the Score Board on the table. Also take the

Score Markers for each player and place them on the

starting space of the Score Board.

3. Create the initial landscape with 1 Desert,
1 Grassland, and 2 Water tiles as shown:

In future games you can try the alternate
configurations shown below:

. Put the rest of the Map tiles nearby, with one stack of

Land tiles and one stack of Water tiles.

. Place the token organization trays, the Mountain

tokens, and Forest tokens nearby on the table.

. Make sure all 40 Element tokens are in the Element

bag. The player who went for a hike most recently is
the start player and takes the Element bag.

. Create starting hands and active cards (see below).

L T T T
FIRST GAME

If this is your first time playing, you should use the
recommended pre-set starting hands. To do so,
go through all of the cards from both decks and
take out those with footprint icons in the bottom
left of the card.

Sort these into 6 piles based on the footprint icons.

These piles should each have 12 cards. Place the
piles face down. Players each randomly choose 1
pile, which becomes their starting set of cards.

3 cards in your set of 12 have the footprint icon
printed darker than the rest. These 3 cards
become your 3 starting “active” cards and should
be placed on the table face up. The other 9 cards
are your starting hand, which you can look at but
should keep hidden from other players.

STARTING HAND SET ICONS

*2% Lion & Bird of Paradise
Gorilla * Impala Lily
Rhino * Honeypot
Elephant r’ Calla Lily

XQES Y

Antelope # Daisy

Stork Aloe

O
SUBSEQUENT GAMES

If players have played previously, then you can try
one of 2 options for more variety.

More preset hands: On the opposite side from the
footprint icons are leaf icons. These can be used to
sort the cards in the same manner as the footprints
for more variety of pre-set cards.

Draft: Alternatively, you may want to try drafting
your starting cards. To do so follow these steps:

A. Deal 5 blue-backed cards to each player face
down. Each player looks at their 5 blue cards,
chooses 1 to keep and passes the other cards
face down to the player on their left. Once all
players have done so, players take the cards
passed to them and repeat. Continue until
all players have 4 blue cards. Shuffle the
remaining undrafted cards back into the deck.

. Next, deal 9 brown-backed cards to each player
face down. Repeat the same process as above
but this time passing to the right. This time
players draft until they have exactly 8 brown
cards. Shuffle the remaining undrafted cards
back into the deck.

. Each player should now have 12 cards. From
your hand of 12 cards choose any 3 cards to
be your starting 3 active cards and place them
face up in front of you, facing you (the side with
the most leaves should be at the top). Keep the
other 9 in your hand until they are played.

If your game includes multiple experienced
players and one or more new or less-experienced
players, you may want to give pre-set starting
hands to the new or less-experienced players,
and then have the experienced players draft their
starting hands amongst themselves.

8. All blue and brown cards not in any players' initial
12 cards should be shuffled separately and placed
into separate face down decks.

You are now ready to begin!

Note: The two decks of cards are slightly different.
The blue cards tend to score more points than the
brown cards. The brown cards are generally more
concerned with setting the map up.
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Game Play

The start player begins as the “Harbinger”. They take
the Element bag and draw out 1 random Element token,
announcing what itis, and placing it on the table. The
possible elements are listed below and also on each
player's Dial tokens along with their commonality...

GX%
3x

10x 8x =

5x8'9

2x ™ 2x 2%

qx &

All players, including the Harbinger, may place one of
their g on one of their cards in play on an uncovered
spot with the same element icon as the one drawn. If
you have no available g that are not already placed,
you may first remove one from any of your cards, then
place it.

You only place one i for each
Element token drawn.

Instead of placing a g, a player may rotate their Dial
token one turn clockwise (90 degrees). If you are unable
to place a g you must rotate your Dial token.

Any cards that have all their energy spots full must now
resolve their effect (“Completing a Card” on page 6).

Once all players have either placed a g or rotated their
Dial token, and all card effects are resolved, the process

is repeated, starting with the Harbinger drawing another
Element token.

If the Harbinger draws a Wild Element token 3%, the
round and their time as the Harbinger has come to an
end. The Wild Element token lets players place a Ty

on ANY type of icon and resolve card effects as normal.
Once all players have done this, check to see if the game
is over (see the “Game End” section), otherwise put all
Element tokens back in the Element bag and pass the
bag to the player on the left; they are the new Harbinger
and play continues as normal.

Completing a Card

If you ever place a g on the last spot on a card you announce “ECO!”
Then you must do the following...

1. Remove all g from the card and add them back into your supply of available .
2. Carry out the effect on the card (see pages 8 to 10).

3. Ifthe card shows more than one leaf at the top then rotate the card 90 degrees so that the number of leaves at
the top of the card is 1 less than it used to be. These leaves indicate how many more times a card may be used
before it is discarded. If a card shows only 1 leaf at the top it is discarded instead of rotating it. Discarded cards
simply accumulate in a discard pile.
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If several players announce “ECQO" at the same time, then they resolve their effects in clockwise turn order starting
with the Harbinger. Each player resolves all of their effects (including rotating their Dial token) before the turn
proceeds to the next player.

e Use one of the 2% to place a
g on a second card.

0 Use the energy to
activate a card.

e Rotate the Dial token instead
of placing a second g
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If one or more players resolve their "ECO" before you, when it is your turn to resolve yours, you may choose to
instead remove the gl you just placed and rotate your dial one rotation instead (see “Using Your Dial” on page 7).

You may want to do this if the resolution of other players’ card abilities causes changes to the landscape making
you no longer want to, or able to do the effect you were about to do.

Sometimes resolving your card will not have an effect on the landscape, nor will it affect other players. To speed
up game play if desired, in these cases, you don't need to announce “ECQO”, and instead you can just resolve
your effect right away. Any players resolving effects that do affect or are affected by the landscape or gain cards,
always need to announce “ECO" and resolve their effects in turn order.

x i



Using Your Dial

Every time an Element token is drawn and you either
can't place a g or don't want to, you instead turn your
Dial token 90 degrees clockwise.

Once your Dial token has made 2 rotations, you MAY
immediately reset the Dial token to start (so the “Start”
side is at the top) to “gain a card” (see “Gaining Cards”
section).

If you choose not to use the gain a card effect after

2 rotations, then after the 3rd rotation, you may either

play a card from your hand or gain a new liggl from the
extra supply. This is the primary way to play cards and
gain additional iggl. Then you reset your Dial token to

start.

Played cards start facing you (the side with the most
leaves should be at the top). Gained gl are added to
your personal available Tyg.

¥ Card Anatomy

Energy Cube W Spots —

Place energy cubes on these spots
as tokens are drawn from the bag or
as you activate card effects.

Impact Card Coloration

Some cards have a red strip. These are cards
with effects that can destroy or change parts of
the landscape rather than just add to it.

Card Number

For ease of reference, each card has a unique
number in the bottom-left corner.

Gaining Cards

Your Dial token and some card effects will let you “Gain a
card”. When you gain a card you may either...

> Look at two cards from the top of either deck or one
from each deck, and add one of those cards to your
hand. Then place the other card face up next to the
decks.

OR

> Take any 1 face up card left there by a prior gain a
card effect.

Multiple cards can accumulate face up if players more
commonly choose the first option.

Gaining cards is not always essential and it is often
possible to win with only your starting 12 cards if you
play them right.

Game End

After a Wild Element has been drawn and all effects have
been resolved, if at least one player has 80 or more @],
then the game is over and the player with the most [@)
wins.

In the case of a tie, pass the Element bag to the new
Harbinger as normal and they pull out one more Element
token. All players resolve this Element token as normal,
after which if only one player has the lead, they win. If
there is still a tie, repeat until there is only one player in
the lead. Note, in this case, it's possible for any player to
win, not just the originally tied players.

For a shorter game, you can play to 60 @ instead of 80.

Number of Use Icons

These leaves indicate how many more
times a card may be used before it is
discarded.

Gain 1 @ per <
separate | habitat

Gain pf

Card effects

There are many different cards in Ecos and
every card is unique. All card effects are
resolved from top to bottom.

<
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‘ Preset Hand Icons

Several cards have animal footprint and/
or flower in the lower corners. These
icons identify which starting hand they
belong to. The darker icons identify the
‘active’ cards for each starting hand.



Card Effects

There are many different cards in Ecos™ and every card
is unique. Below are some key concepts.

All card effects are resolved from top to bottom.

Adda Ato any Map

tile that can support a

‘adh

IMPORTANT: Down arrow placement effects are
present on many cards. These are special in that
if you are unable to resolve all placement effects,
then you cannot resolve any following effects on
the card.

All of the effects of a card must be resolved before the
effects of another card are resolved.

PLACING MAP TILES

Many effects will cause you to add a new Map tiles to
the landscape. These are shown as a placement effect
followed by a Map tile.

Whenever an ability has a placement effect followed
by a token type, you will add that token type to the
landscape. When you add a Map tile to the landscape,
place it such that at least one of its edges touches the
edge of at least one Map tile already in the landscape.

Add a Grassland
tile to the landscape.

Add a Desert
tile to the landscape.

Add a Water
tile to the landscape.

PLACING MOUNTAIN
AND FOREST TOKENS

If an effect tells you to add a A to the landscape
then you take a A and place it on any Land (@' or
@) tile that does not already have a mountain. These
effects are shown as a ‘- followed by a A All Land
tiles can support up to one . In your copy of Ecos
there are 2 different types of Mountain tokens. In terms of
gameplay they function exactly the same way.

If an effect tells you to add a to the landscape then

you take a and place it on any Map tile that can
support that . These effects are shown as a '—
followed by a

All Grassland tiles @ can support one
Also, all Map tiles with a A can support +1

’ - 0 Add a to any Map tile
) _ that can support a :

> ADeserttile ) with no A can have no
> ADeserttile {) witha A canhave 1
> AGrassland tile §§) with no A can have 1

> AGrassland tile (£ witha gdl\ canhave 2

PLACING ANIMAL TOKENS

0

Q)

s

Animals marked with terrain Animals marked with a A
must be placed in on a Map or icon must be placed
tile whose type matches one of on a Map tile with the depicted

the tabs shown. token.

If an effect tells you to add an Animal token to the
landscape then you take a token of that animal

type and place it on any Map tile that can support

that animal AND DOES NOT ALREADY HAVE AN
ANIMAL TOKEN ON IT. If there are no Map tiles of
the appropriate type without an animal, you may place
on any Map tile of the appropriate type regardless of
animals already on the spaces.

All Animal tokens indicate where
they can be placed.

A green tab means you must
place this animal token onto a
Grassland tile @

VY

A brown background means you
must place this animal onto a
Desert tile .

'8

A blue background means you
must place this animal onto a
Water tile (3.

%

Multiple tabs means you must
place this animal onto any of the
indicated type of Map tiles.

L7

Gorillas don't care about the type
of Map tile. Instead they can only
be placed on Map tiles that have

> ol

Leopards don't care about the
type of Map tile. Instead they can
only be placed on Map tiles that
have at least one

N T T e
RUNNING OUT OF TOKENS

If an effect requires you to place a specific token

on the landscape and there are none of that
token type left, you may instead remove a token
of that type from the landscape and then place it
following normal placement rules.

& _



GAIN AN ELEMENT

Many effects let you “Gain” an element. \WWhen you use
this effect you may place a ligg of the indicated type

just like you would when an Element token is drawn. As
always, instead of placing a g, you may rotate your Dial
token.

Important! A card can never placea T onto
itself; i.e. the elements gained by one card allow
you to place "' on other cards. However, it is
possible to gain elements from one card, allowing

you to place ™ on and resolve the effect of a
different card, which then also gains you elements
that you use to place one or more & back on the
first card.

Remember, lgg are removed from a card before using
the effect on the card. Thus, the Tyl removed froma
card can immediately be placed using any elements you
gained from that card effect.

All card effects must be completely resolved before
moving on to any other card effect. However, any effect
from using the dial is immediate.

For example, if you had a card effect that created
8 . Energy you could use 3 of those to fillup a

card. However, you could not resolve the second
card until you have used the remaining 5 -

Because the Dial token effect is immediate, you
could use the sun icons to rotate the dial 3 times
to gain a cube, then another three times to play a
card, and then use the 2 remaining - to place
cubes onto that newly played card.

MOVING ANIMALS

Some effects let you “Move” 1 or more Animal tokens.
The effect will tell you which animal you can move

and how many spaces the animal(s) can move. When
moving an Animal token, the animal may move onto

a Map tile containing other animals and may even

move onto a type of terrain that does not match it. The
exception is that animals with only a Water type may not
move onto Land tiles, and animals with only Land types
may not move onto Water tiles (unless the card explicitly
says otherwise).

IMPACT CARDS

b | sl In o adiscend

Some cards have a red strip. These are cards with effects
that can destroy or change parts of the landscape rather
than just add to it. When you play an Impact card you
should announce to all players that you are playing it
and read aloud to the players what it does.

There is no other specific rule with Impact cards, it is just
a warning to other players that you have the power to
destroy or alter the landscape rather than just adding
toit.

REPLACING OR REMOVING
A MAP TILE

Some effects let you replace one Map tile with another.
If you replace a Land tile with a Water tile, then all A
and , along with any land-only Animal tokens on
that Map tile are removed. Likewisg, if you replace a
Water tile with a Land tile, then all water-only Animal
tokens are removed. However, if you replace a Desert

In this example while this Rhino can only be initially
placed on a Desert map tile, if it is moved, it can move
onto a Map tile with one or more other Animal tokens,
and can be moved onto Grasslands tiles. It cannot
however move onto Water tiles.

GAIN i tile with a Grassland tile, or vice-versa, then all the
Animal, ,and are transferred to the new Ma
Some card effects let you gain a . file A y

This works the same as gaining a ligg from your Dial
token; simply take a g from the cube container and
add it to your personal suppy of .

If a Map tile is removed but not replaced then all tokens
also on the tile are removed.

GAIN @

Many cards let you gain victory points (@). When you
gain @ simply move your Score marker up that number
of spaces on the Score Board. If you reach 80 or more
@, announce it to everyone so that all players know that
when the current Harbinger's round is finished the game
will come to an end.




“ADJACENT”

Many effects use the word “Adjacent”.
Adjacent means within 1 space; for
example, 2 tokens on the same Map tile
are considered adjacent as well as any
tokens 1 Map tile away. This card effect
lets you place a Grassland tile. Then for
each Grassland tile adjacent to the one
you just placed you gain 1 3@).

Tokens and tiles cannot be adjacent to
themselves.

“COMMUNITY”

Many effects use the word “Community”.
A community is a contiguous group of
any number of adjacent Animal tokens of
the same type. A single Animal token is
considered a community of size one if it is
not adjacent to any other Animal tokens
of the same type.

The term “this community” always
means the community into which you
just placed the token, unless specifically
stated otherwise.

Gain | @] per adjacent {§ ﬂ

Gain :.e.":

Mowe up to 3

Antelope 1 space

VN

Gain 2 @] per Antelope in this
community or play a card and
place a &7 on it

This water grouping is considered a Water

habitat. The group of Fish within this habitat
is considered a community of three.

“HABITAT”

Many effects use the word “Habitat”. A habitat is any number of adjacent A
adjacent ’ or adjacent Map tiles of the same type (Water, Grasslands or Desert).
Asingle adl, <V or Maptile is considered a habitat of size one if itis not
adjacent to any other tokens or Map tiles of the same type.

The term “this habitat” always means the habitat into which you just placed the
token, unless specifically stated otherwise.
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Gnl’nﬂ@

: 1 Gain & 2]
Gain (& if adjacent to a gl -
Gain 1 @ per Tin
Move 1 animal in or adjacent this ‘?‘ habitat

to this habitat 1 space
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“LANDMASS”

Some effects use the word “Landmass”. A landmass is all Land tiles (G and/or
Q tiles) that are connected in a contiguous group. Water tiles can cause there to
be multiple landmasses. Depending on how the landscape is built, there can be
landmasses with as few as 1 Land tile, or all the Land tiles on the landscape could
be part of the same landmass.

The term “this landmass” always means the landmass into which you just placed the
token, unless specifically stated otherwise.

This Desert grouping represents a
habitat with 2 tiles. The Rhino within
% that habitat is a comunity of one.
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Two-Player Rules

To play Ecos with two players follow all of the normal rules with the following changes:

At set up, players get 12 brown-
backed cards and 6 blue-backed
cards instead of the regular 8 and 4.

If you are drafting, you are dealt 2 blue-backed and 4 brown-backed cards and
then you draft the rest of your hand (4 more blue-backed and 8 more brown-
backed cards), but drafting 2 cards at a time instead of 1.

If using the preset deck we recommend the following parings for two players:

‘ Deck versus *’ Deck

a’- Deck versus ﬂ Deck

e o
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Each player starts with 5 cards in play.

If you are using the pre-set hands, the extra cards you get are randomly drawn,
and the fourth and fifth cards you start with in play are your choice.

Each turn when the Harbinger
would pull a token from the bag,

they pull out 2 tokens instead.

Players then use each token
for either a dial rotation ora &
placement.
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Designer’'s Note

The design of Ecos really benefited from the great input and development work of
Mark Wootton, Josh Wood, and John Zinser. Their efforts and ideas really helped
me to improve the game from its initial conception. Thanks are also due to the great
folks who volunteered their time and creative energies to playtest Ecos in its multiple
iterations. Much ideating, playing, and fun was had, and I'm very proud of the game
we've created, and hope it brings fun to many tables.
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