


Bower

What wouldn’t one do to attract attention!
Birds know this well, especially the bowerbirds who, to impress their peers,
go beyond displaying their flashy feathers or singing a sweet melody.
They construct elaborate and impressive nests, unleashing all their creativity.
The result is a true work of art, composed of objects of all kinds, such as flowers,
feathers, shells, and even sparkling gemstones.

Can you empathize with these cute little birds and create
the most beautiful nest to outshine the competition?

Componenty

36 Nest tiles 20 Bonus tiles

20 Egg tokens 5 Bonus tokens




defup

Before the first game, put the
Birds board together as shown.
@ Take a seat at the table, sitting

across from each other. ¢ A S _ﬁ_ 3 g‘d‘[

i

@ Place the Birds board at the center 1
of the table. vﬂj
C

© Shuffle the 8 Request eggs,

face-down, being careful not to see

the illustrated symbol. Then, deal 3 random eggs to each of you.

Place your 3 Request eggs, with the symbol facing you, in the designated
spaces on your side of the Birds board (1%, 3", and 5" space on one side, and
2nd 4t and 6 space on the other). You should never see the symbols on the
eggs facing your opponent (3a). Place the remaining 2 eggs to the side of the
playing area without looking at them (3b).

O Shuffle the 36 Nest tiles and create a face-down stack next to the Birds
board (4a). Then, draw 3 tiles from the stack and place them face-up next to
it to form the display (4b).

© Shuffle the 20 Bonus tiles and create a face-down stack next to the Birds
board. Place the 5 Bonus tokens next to it.

(9 Create a reserve with the Egg tokens to the side of the playing area.

@ Randomly select the first player. The first player chooses 1 Nest tile from
the display and takes it into their hand; then, the second player chooses

1 Nest tile from the remaining 2 and takes it into their hand (make this
choice after carefully reading the game rules). Finally, replenish the display
by drawing 2 new Nest tiles from the stack.




GCame Ovowiew

In Bower, you will aim to build the most beautiful nest to attract the
attention of other birds and outdo your opponent’s competition.

PLAYER 1
NEST

REQUEST EGGS
VISIBLE ONLY TO PLAYER 1

A

REQUEST EGGS
VISIBLE ONLY TO PLAYER 2

A

PLAYER 2
NEST

COLUMNS




On your turn, you must place a Nest tile on your side of the Birds board,
aiming to build your nest in a 6x4 grid. While doing so, try to create groups
of adjacent squares with the same material that makes up the background of
the Nest tiles (Straw, Moss, or Gravel) and, in each column, aim to have more
objects of the type indicated on the corresponding Request egg than your
opponent. However, only 3 Request eggs are visible to you, while the other 3
are visible only to your opponent, so you can only deduce their contents.

At the end of the game, the situation will be similar to what you see in
the image on the left, and you will receive Egg tokens for the following
conditions.

e The largest group of each of the 3 types of material
(Straw, Moss, and Gravel). For example, the largest
adjacent group of “Moss” squares in the image on the left
is highlighted in yellow.

* The majority of the object indicated on the Request egg in
each of the 6 columns. For example, in column 1 of the image on -
the left, the majority of red feathers is counted (highlighted in ’
yellow). Request eggs showing a white Feather or a white Flower

require a majority of Feathers or Flowers regardless of color.

ek
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* Some Bonus tiles also provide extra Egg tokens.

The player who, in the end, accumulates the most Egg tokens will have
created the most beautiful nest and, therefore, win the game.




How to play

Starting with the first player, you will take turns until each of you has played
exactly 12 turns.

At your turn, you must perform the following steps in order:

1 - Take a Nest tile from the display

2 - Play a Nest tile from your hand

3 - Get a Bonus tile (optional)

@ TAKE A NEST TILE FROM THE DISPLAY

Choose one of the 3 Nest tiles available in the display and add it to your hand.
You cannot choose to draw the tile from the stack.

The tiles in your hand must not be revealed to your opponent.

Then, draw a new Nest tile from the stack and add it face up to the display.

@ PLAY A NEST TILE FROM YOUR HAND

Choose one of the Nest tiles in your hand and place it face up in your nest.

When you place a Nest tile in your nest, you must adhere to the following
rules:

* The tile must be placed orthogonally adjacent to the Birds board or to a
previously placed tile (at least one side must, therefore, touch the Birds
board or a previously placed tile);

* The tile can be oriented in any way;

* The tile cannot extend, in whole or in part, beyond the 6x4 grid that you
need to form;

* The tile cannot overlap, in whole or in part, with other tiles already placed
or the Birds board;

* Once placed, the tile cannot be moved or removed.

Note: The material on the background of the Nest tiles (Straw, Moss, or
Gravel) does not impose any placement constraint.



In this example, you can place a
Nest tile in the spaces highlighted in
green, but not in those highlighted in
red (the red space on the left below
goes out of the 6 X4 grid; the one
above overlaps with another tile; the
one on the right below is not adjacent
to other tiles or to the Birds board).

ANATOMY OF A NEST TILE

Each Nest tile is divided into two
squares, each characterized by a
background material (Straw, Moss,
and Gravel).

On each square, there are 1 to 3 of the following objects, which can be
the same or different from each other:

&' o Flowers, in 3 colors (yellow, violet and red)
I ’ They are used to obtain the majority on a column.

/ Feathers, in 3 colors (yellow, violet and red)
& They are used to obtain the majority on a column.
Gems
They are used to obtain Bonus tiles.
5 Shells

\a They break the ties during the final scoring.



Difficulty placing a tile. If you pay attention, you should be able to easily place
all 12 Nest tiles correctly to form the 6x4 grid. Be careful not to create single-
square holes! In case you find it impossible, especially towards the end of the
game, to place a tile, do not play any tile and conclude your turn.

€ GLT A BONUS TILE (OPTIONAL)

When, after placing a Nest tile in your nest, you have placed the third Gem
in the same column or in a group of adjacent squares of the same material,
you receive a Bonus tile.

You can obtain only one Bonus tile in a turn, even if you were to satisfy more
conditions by placing the tile.

If you place additional Gems beyond the third in the same column or in the
same group of adjacent squares of the same material, you do not receive
additional Bonus tiles.

Example: Pier places the Nest tile
highlighted in yellow. Having placed
his third Gem in the second column,
he receives a Bonus tile.

If in a subsequent turn Pier were to
place the fourth Gem in the second
column, he would not receive any
additional Bonus tiles.

=Ty (.’{’i" i Example: Pier places the Nest
1;::% tile highlighted in yellow. Having
- M i S placed his third Gem in the group
consisting of 6 adjacent ‘Straw’

b s SR squares, he receives a Bonus tile.

: : i i If he had placed the tile, rotated
e s I o 180°, in the space marked in red,
: : : : : he would still have received only
1 Bonus tile, despite successfully
placing 3 Gems in the second column and at the same time 3 Gems in a
group of adjacent ‘Straw’ squares.




When you obtain a Bonus tile, draw 3 Bonus tiles from the corresponding
stack, choose 1, and discard the remaining tiles to the side of the playing
area.

Reveal the chosen tile to your opponent and apply its effects. For details of
the effects, see the Bonus Tiles Description on page 13.

Important: You are never obligated to apply the effect of the Bonus tile.

In the rare case that the Bonus tile stack runs out, shuffle the discarded tiles
and form a new stack of face-down tiles.

End okﬂw fuwun

After you have completed all 3 steps of your turn, your opponent will take
their turn.

End o} the game

The game ends at the end of the 12" turn of both players, when both players
have completed their nest with a 6x4 grid (by placing 12 Nest tiles or less if
they left holes in the grid). Now proceed to the final scoring as described below.

Reveal the Request eggs and award the Egg tokens obtained by each of you for
the following conditions:

* The largest groups. For each type of material (Straw, Moss, and Gravel),
the player who has in their nest the group consisting of the highest number of
orthogonally adjacent squares receives 1 Egg token. In the event of a tie, the
player with the majority of Shells in that group receives the Egg token. In case
of further tie, no one receives the Egg token. Thus, one Egg token is at stake
for each material.

* Majority in each column. For each column, the player who has the most
objects of the type indicated on the corresponding Request egg in that column
receives 1 Egg token. In case of a tie, the player with the majority of Shells in
that column receives the Egg token. In case of further tie, no one receives the
Egg token. Thus, one Egg token is at stake for each column.

Important! In case you achieve the majority with only 1 object of the type
indicated by the Request egg, you receive 2 Egg tokens instead of 1.



10

If a Request egg shows a white Feather or a white Flower, it means you must
have the majority of Feathers or Flowers in that column in general (regardless
of color).

* Egg Bonus tiles. If during the game you have acquired Egg Bonus tiles, you
can obtain additional Egg tokens as described in the Bonus Tiles Description
on page 14.

The player who has earned the most Egg tokens is the winner.

In case of a tie, the player with the most Shells in their nest. In case of further
tie, the victory is shared.

If a player has placed the “Colored Shells” Bonus tile (see page 13), that player
wins the game in case of a tie of Egg tokens.

Suggestion: placing many objects of the type requested by the
corresponding Request eqg in a column could ensure you the majority;
however, your opponent might easily deduce the content of the Request
egq not visible to them. In some cases, successfully bluffing could be
useful and earn you more Egg tokens.

FINAL SCORING EXAMPLE

Simone and Pier reveal the Request eggs and obtain Egg tokens.
Larger groups

Gravel: Simone receives 1 Egg token because he has a group of 8 squares
against Pier’s group of 5 squares.

Straw: Pier receives 1 Egg token because he has a group of 6 squares,
thanks to the “Branch” token that connects two smaller groups. Simone has
a group of 6 squares too, but Pier has more Shells (4 against 0) in his group.

Moss: Pier receives 1 Egg token because he has a group of 8 squares against
Simone’s group of 4 squares.

Majority in each column

Column 1 (Flowers of any color): Pier receives 2 Egg tokens because he has
1 Flower, while Simone has none.

Colummn 2 (yellow Flowers): Simone receives 1 Egg token because he has
4 yellow Flowers, while Pier has none.



Column 3 (red Feathers): Pier
receives 1 Egg token because he
has 2 red Feathers like Simone (the
white ones), but he also has 1 Shell
in that column, while Simone has
none.

Column 4 (Feathers of any color):
Simone receives 1 Egg token
because he has 4 Feathers like Pier
(3 plus the Feather token), but he
also has the “Colored Shell” in that
column (this breaks the tie although
Pier has 4 Shells).

Colummn & (violet Feathers): Pier
receives 1 Egg token because he has
2 violet Feathers, while Simone has
none.

Column 6 (yellow Feathers): no one
gets the Egg token because both Pier
and Simone have 2 yellow Feathers,
but they don’t have Shells to break
the tie in that column.

Bonus tiles

Simone obtained 3 Bonus tiles
during the game, of which 2 Nest
tiles he had played and 1 Egg tile.
For this tile, he receives 1 Egg
token because he has the majority
of yellow objects (9 against 7, the
white Flowers and Feathers don’t
count).

Also Pier obtained 3 Bonus tiles
during the game, of which 1 Egg
tile. For this tile, Pier doesn’t receive
the Egg token, because Simone has
the majority of Shells thanks to the
“Colored Shells” tile.

Pier recewved 6 Eqg tokens in total, while Simone only 4. Pier is the winner!

n
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Supeor Nest Vaniant

This variant is designed for experienced players or those who are already
famaliar with the game and want to take on a more challenging experience.

Apply all the usual rules with the following modifications.

SETUP

At the end of Step 5, reveal 7 Bonus tiles from the stack and put all the other
tiles back into the box. These 7 Bonus tiles will be the only ones available
throughout the entire game. Also, return any Bonus tokens to the box if their
corresponding Bonus tiles are not among the 7 tiles revealed.

OVERVIEW

The major difference from the base game is that you will have to build your
nest on a grid of 6x5 squares instead of 6x4.

HOW TO PLAY

Starting with the first player, you will take turns until each player has played
15 turns instead of 12.

After placing a Nest tile, if you place your third Gem in a column or in a group
of adjacent squares of the same material, choose a Bonus tile from those
available. If there are no more Bonus tiles, you receive nothing.

. »
Fain wag, Vaniant
This variant is designed for less experienced players or those who prefer less

direct interaction and enjoy building their nest peacefully.

Apply all the usual rules with the following modifications.

SETUP

During Step 5, leave the Bonus tiles and the Bonus token shown below in the
box. They won’t be used in this variant.

JREE & e 3 x

ki R e

You will play with only 16 Bonus tiles instead of 20.



Bonwy Tibey Dercription

NEST BONUS TILES

When you choose one of these Bonus tiles, after revealing it to your
opponent, add it to your hand. These Bonus tiles are additional Nest tiles
that increase your hand limit by 1 for the remainder of the game. You can
play them in a subsequent turn as a regular Nest tile from your hand.

White Feathers and white Flowers count as Feathers and Flowers of a color
of your choice (you will decide during the final scoring).

Brown material (Earth) is a fourth material that does not count towards the
largest group.

During the final scoring, in case of a tie, the “Colored Shells” Nest tile
allows the player who played it in their nest to win the tie in the column(s)
where it is placed or in the largest “Moss” square group, regardless of the
number of Shells present. Additionally, having the Colored Shells in your
nest wins the game in the event of a final tie in Egg tokens.
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EGG BONUS TILES

When you choose one of these Bonus tiles, place it face up next to your nest
and keep it revealed until the end of the game.

During the final scoring, if you have in your nest more items (both Feathers
and Flowers) of the specified color compared to your opponent, you receive
1 Egg token. If you don’t have more items, you don’t receive the Egg token.
In any case, your opponent does not receive anything.

Note: White Feathers and white Flowers do not count towards the majority
count for these Bonus tiles.

>:___I.}g§

During the final scoring, if you have in your nest more Shells than your
opponent, you receive 1 Egg token. If you don’t have more, you don’t receive
the Egg token. In any case, your opponent does not receive anything.

In this case as well, the owner of the “Colored Shells” gains the majority
regardless of the number of Shells owned.

SPY BONUS TILES

These Bonus tiles allow you to have some information, either direct or indirect,
about the Request eggs that are not visible to you. After applying the indicated
effect, keep them aside next to your nest as a reminder of their acquisition.

Look at 1 Request egg among those facing your
i (9 opponent. You can also review it later if you don’t
' remember its content.

_ Look at the 2 out-of-play Request eggs (those set aside
{ 9 9 ) during setup), being careful not to reveal them to your
= 0 t. Y Iso review them later if you don’t
o pponent. You can also review them later if you don
remember their content.



TOKEN BONUS TILES

These Bonus tiles are associated with the 5 corresponding Bonus tokens.
After applying the indicated effect, keep them aside next to your nest as a
reminder of their acquisition.

Take the “X” Bonus token and place it on a Feather or
Q Flower of any color (including white) in your nest or your
@ opponent’s nest. At the end of the game, the covered item
should not be considered in the final scoring.

Take the corresponding Bonus

& d token (“white Flower” or “white

Feather”) and place it in your nest
Q on a square of a Nest tile, being
careful not to cover any other item. At the end of the game, it will count as a
Flower or Feather of a color of your choice in that square.

Take the “Shells” token and place it in your nest on
6 a square of a Nest tile, being careful not to cover any
6 other item. At the end of the game, it will count as
2 Shells in that square, both for tiebreakers in case of a
tie and for the corresponding Egg Bonus tile majority counting.

Take the “Branch” Bonus token and place it in your nest
@ on a square of a Nest tile, arranged parallel to one of
the two sides of the tile (not diagonally), being careful
M not to cover any other item. The two squares adjacent
to the ends of the branch, if of the same Material, are considered adjacent.
This adjacency applies both for calculating the third Gem in a group of
squares of the same Material and for the final scoring of the largest group.

In this example, the two “Straw” groups are
considered adjacent and form a group of 5
squares.
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INTERACTIVE BONUS TILES

The majority of Interactive Bonus tiles are designed to directly impact the
opponent’s game. After applying their effect, keep them aside next to your nest
as a reminder of their acquisition.

- : Draw the tile from the top of the Nest tile stack and place
& it in your nest to cover 2 squares (either from the same
L] tile or different tiles). The items on the covered squares

no longer count and will be ignored during the final
scoring. Instead, the items on the newly placed Nest tile will count.

p—— Choose a Nest tile from the display, give it to your

by el i opponent, then refill the display. On their turn,

il immediately following yours, your opponent cannot take
a Nest tile from the display and is obligated to play the

tile you gave them. If your opponent has already played 12 turns, this Bonus

tile has no effect.

_hj

.

At the end of your turn, your opponent plays 2 turns
i x2 consecutively. If your opponent has already played 11 or
12 turns, this Bonus tile has no effect.

Your opponent discards the Nest tile they have in hand.
i X This effect reduces their hand limit by 1.
. If your opponent has more than one Nest tile in hand,
they must discard one of their choice.
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