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MARIPOSAS

A game for 2-5 players aged 14
and up by Elizabeth Hargrave.

N =

Every spring, millions of
monarch butterflies leave
Mexico to spread out across
eastern North America. Every
fall, millions fly back to
Mexico. But no single butterfly
ever makes the round trip.
Mariposas™ is a game of
movement and set collection
that lets players be part of
this amazing journey.

OVERVIEW

Mariposas™ is played in 3 seasons. In
general, your butterflies will try to head
north in spring, spread out in summer, and
return south in the fall.

There are an increasing number of turns
per season: 4 turns per player in spring, 5
turns in summer, and 6 turns in fall.

Each season ends with scoring. The player
with the most victory points at the end of
fall wins the game.
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50 WOODEN BUTTERFLY MARKERS
(10 OF EACH COLOR)

20 SEASON GOAL CARDS
(5 SPRING, 10 SUMMER, 5 FALL)

1FLOWER DIE

120 FLOWER
TOKENS (1OF EACH COLOR) TOKENS

5 SCORE MARKERS 16 WAYSTATION
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6 LIFE CYCLE ABILITY TOKENS 36 ACTION CARDS

15 BONUS MOVE
WAYSTATION CARDS



Place the map board in the center
of the play area.

Randomly place 3 season goal cards facedown
on the map board in the indicated area. Choose
1 from each set: green for spring, yellow for
summer, and orange for fall. The other

goal cards can go back in the box. Turn

the spring card faceup.

Shuffle and set out the action cards
(in a facedown deck) and
flower tokens (in piles) where
everyone can reach them.

Deal each player a hand of
2 action cards.

Give each player the butterfly
markers and score marker of
their color. Sort the butterflies
in the player's supply by
generation, 1 through 4.

Players put their generation

1 butterfly marker on the large
Michoacan space at the bottom of
the map board.

Each player places 1 generation
2 butterfly marker on the
facedown summer goal
card and 2 generation 3
butterfly markers on the
facedown fall goal card.

Place the players' score
markers on the beginning
of the score track on the map
board.
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Randomly choose a first player.
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Play proceeds in clockwise turn order,
starting with the first player.

ON YOUR TURN

Play1card from your

10. Place the flower die next to the map board.

1. Shuffle the 16 waystation markers and place 1 facedown hand, placing the card _
on each of the marked cities randomly. faceu’p in front of you. e
. N
12. Place the waystation board next to the map board. Tske the aft|on(s) :.: x
shown on it. W
13. Place the bonus move waystation cards next to the WN\

waystation board.

14. Place the life cycle waystation cards on the waystation
board in their indicated locations.

15. Finally, randomly select 3 life cycle ability tokens and
place 1 faceup to the right of each life cycle set. These
special abilities are awarded to players when they
complete a life cycle set (horizontal row of 4 cards).
Return the unused life cycle ability tokens to the box.

You may reproduce
if you land next to a
milkweed symbol
(see pages 6 & 8).
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ExTRATURY
AT THE END

OF FALL Draw back
up to 2 action

cards.

Note: If you
have 2 of the

GAIN 2 .
WAYSTATION | same action
CARDS OF .
vormaor: IR card or 2 action

cards that reuse

other cards, you may trade
in1or both for replacements..
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When you play a card, it stays in
front of you until the end of the
season, with each one in view for all
players. This helps track how many
turns you've had and when the
season ends.




Playing the Game [ANDING

O E Any number of butterfly markers can

M _V_MENT occupy the same space, including
butterfly markers of multiple players.

Each action card shows 1 or more butterflies moving and then landing on a space. You can

use each set of arrows to move the same butterfly marker more than once, or if you have !Eac.h space that you land on
more than 1 butterfly marker on the board, you can use each set of arrows to move different is either a flower space or
butterfly markers. When you land on a space, you collect the flower token(s) or waystation a waystation space. Some
marker shown there. spaces are also next to a

milkweed symbol, which
you can use to hatch a
new butterfly.

IANDING ON
FLOWERS

When you land on a flower space, pick up
a flower token (or tokens) to match the
flower(s) shown there. However:

% A player can never collect flowers from
the same space twice in a turn

Move 1 space Move 2 spaces twice Move 1 space and Move 5 spaces. % A butterfly can never collect flowers
three times (can be (can be used by'1 move 3 spaces (in from the space on which it started the
used by 1 butterfly or butterfly or split any order, can be turn.

split among multiple among multiple used by 1 butterfly or

, IANDING
butterflies). NEXT
To MIIEWEED

t’\ If your landing space

butterflies). butterflies). split among multiple

is next to a milkweed
symbol, the butterfly
that landed there may
immediately hatch a butterfly from the
next generation by discarding flower
1 | REUSE AN ACTION CARD tokens (see page 8). Hatching a butterfly is

REUSE AN ACTION CARD SOMEONE ELSE HAS in addition to picking up a flower token or

LU G PLAYED waystation card (life cycle card or bonus

| move card).

If your action card or bonus movement

<

Move 4 spaces and Reuse an action card Reuse an action card card shows multiple landings (such as
take a flower from that you have played  that someone else move 1space 3 times), you can hatch a new
Lees an adjacent space in during the current has played during butterfly each time you land, as long as
ST addition to the space  season.* the current season.* you land next to a milkweed symbol.
. . youlandon.
. You may collect a flower from the space

' : you landed on before hatching.

. *These cards cannot be used to reuse
. bonus move waystation cards.
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WAYSTATIONS

Habitat loss has led to dramatic declines in
the monarch population. People can create
"'waystations" that provide nectar plants

for butterflies and milkweed plants for
caterpillars—the only plants that monarch
caterpillars can eat.

LANDING ON A WAYSTATION

1. When you land on a waystation marker that you have
not landed on before, collect the item shown there.

2. All waystation markers start facedown.
If you are the first person to land on the
waystation marker, flip it over, roll the
flower die, and take a token of the flower
that you rolled. Leave the marker faceup
for the rest of the game. Other players'
butterflies do not prevent you from
collecting on a waystation.

Score 1 point at the
end of the game.

For the rest of the
game, every time you
hatch a butterfly, you
immediately score 1
point.

3. You can never have a second copy of any waystation
card (life cycle card or bonus move card).

LIFE CYCIE ABIITY TOKENS

When you have collected all 4 life cycle cards of one color, you get the benefit
shown next to that set on the waystation board.

Score 1 point at the
end of the game.

Immediately gain 1 of
each flower token.

LIFE CYCIE SETS

Most waystation markers will give you a life cycle card.

At the end of the game, each life cycle card collected will
be worth 1 point.

There are 3 sets of life cycle cards, each a different color
(green, pink, and blue) and showing a different species of
milkweed in the background. There are 4 cards in each set

(egg, caterpillar, chrysalis, and adult). END O GAME

Score an additional 3
points at the end of
the game.

EGG CATERPILLAR

CHRYSALIS

ADULT

GAIN 2
WAYSTATION
CARDS OF
YOUR CHOICE

Gain any 2 life cycle
cards or bonus move
cards that you do not
already have.

TARE 1
EXTRA TURN

AT THE END
OF FALL

After the 6th turn in
fall, all players who
have completed this
set refill their hands
and take an another
turn in turn order.

YOU HAVE
1EXTRA

>N
MICHOACA
AT GAME END

When counting
points for butterflies
in Michoacan at the
end of the game, you
score as if you have 1
extra butterfly there.



WIID FIOWERS

One waystation marker
becomes a wild flower space
on the map board. Any player
can land here and gather the
flower of their choice.

Note that this symbol also appears on one
side of the flower die. When rolled, this symbol
lets you choose a flower of your choice.

WAYSTATION
BONUS MOVE (ARDS

Three of the waystation markers give you a
bonus move card.

These cards can be held until needed
(including across seasons). This card is not a
normal action card and cannot be copied by
action cards that copy other action cards.

These cards are added to your hand of action
cards as extra cards but are not replaced
after you play them (you go back to having
just 2 cards to choose from each turn). After

it is played, keep the card to remember that
you cannot collect the same card again.

MOVE 3, MOVE 2

This card is played
intead of a normal action
card on your turn. It gives you
one move of 3 spaces and one
of 2 (in any order).

ADD 1MOVE

This card is played at

the same time that you
play another card. It adds
an additional separate single
space move to that card.

ADD2TOAMOVE

This card is played at
the same time that you
play another card. It adds an
additional 2 spaces of movement
to one of the movement actions
already on the card. The extra 2
spaces can only be added; they
are not a separate move.

WAYSTATION EXAMPIE

Zadie is looking to complete one of her life
cycle sets. She plays her action card, which
allows her a move of 1 space and a move of 3
spaces.

Her first move is go 3 spaces and reveal the
marker on Boston: a pink adult! She takes the
matching life cycle card from the waystation
board and rolls the flower die, gaining a
corresponding flower token.

With her second move she now moves
1 space south onto New York, revealing
another waystation marker, this time a blue
caterpillar. Once again she rolls the die and
takes the corresponding flower token.

HATGING BUTTERELIES

If your landing space is next to a milkweed
symbol, the butterfly that landed there may
immediately reproduce. It hatches a butterfly
from the next generation.

Take one of your butterfly markers from the
next generation and place it in the same
space as its parent. To pay for it, discard the
number of flower tokens required for the
generation you hatched (see page 9).

The two butterfly markers now move
completely separately, but they start on the
same space.

Hatching a butterfly is in addition to the
other actions that happen when you land.
You still have the opportunity to collect a
flower token or use a waystation before you
reproduce.

When hatching a butterfly, you must always
take the butterfly markers placed on the
season goal cards (see Setup on page 4)
before you take any from your supply.

If you remove the last butterfly from a season
goal card, flip the card over to reveal what the
scoring goals will be for the next season.

If you do not have any butterflies from the
next generation available, that butterfly can't
reproduce.

Generation 1 butterflies can only hatch
generation 2 butterflies, generation 2
butterflies can only hatch generation 3
butterflies, and so on.



HAT(HING (0sTS

In general, more butterflies on the map board
will earn you more points, but only if you can
get them where they need to be. Before you
reproduce, think about where you want your
new butterfiies to hatch.

The cost for a new butterfly goes up with each
generation.

1. Generation 1 butterflies make generation
2 butterflies. The cost is 2 matching flower
tokens, or any 3 flower tokens.

2. Generation 2 butterflies make generation
3 butterflies. The cost is 3 matching flower
tokens, or any 4 flower tokens.

3. Generation 3 butterflies make generation
4 butterflies. The cost is 4 matching flower
tokens, or any 5 flower tokens. Make sure to
place the generation 4 butterfly so the side
with a single butterfly is facing up.

4. Generation 4 butterflies can flip over and
become double butterflies. The cost is 4
matching flower tokens, or any 5 flower
tokens. Double butterflies count as 2
toward goals (such as butterflies back in
Michoacan), but they have the advantage
of moving as one marker (see diagram
below). They can be powerful at the end of
the game.
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(OILECTING FLOWERS AND BREEDING EXAMPIE

Next, Drew moves his generation 2 butterfly
1 space to the pink flower space next to Richmond
and gathers a pink flower token.

Drew starts his turn by playing the
action card that allows him to move 1
space three times.

Drew moves his generation 2
butterfly. He already has 2 orange
flower tokens. He needs a third to

breed a generation 3 butterfly.

With his third move, Drew would like to collect

2 purple flower tokens, but his generation 2
butterfly cannot gather flowers on the space with
those symbols, as it is the space on which that
butterfly began the turn. He also cannot gather a
flower if the butterfly returns to the orange flower
space because he has already gathered a flower
on that space this turn.

He uses his first move to move 1space, and he
collects the orange flower token shown there. This
space is also next to a milkweed symbol, so Drew
immediately cashes in all 3 of his orange flower
tokens to create a generation 3 butterfly. He
places it with its parent.

However, because the generation 3 butterfly is
newly hatched and has not been on any other
space, Drew can use his third move to have that
butterfly move onto the space with 2 purple flower
symbols and collect 2 purple flower tokens.




Kevealing eaos

The monarch migration each year is affected
by variable conditions such as wind, weather,
temperatures, and changes in land use.

The goal cards for each season in Mariposas
represent some of these changing factors. You
will use one goal card for each season in the
game.

The spring goal card is revealed at the start of

the game. When all players have taken 4 turns,
you've reached the end of spring.

At the end of spring take the following steps in
order:

1. Place all action cards played during spring
into the discard pile.

2. Score the goals shown on the spring goal
card.

3. Determine summer's first player. The player
with the fewest total points at the end of
spring will be the first player for summer.
(Ties go to the first player clockwise from
spring's first player.)

4. If you have any generation 2 butterflies
that are not on the map board, you may
hatch one for free (no flower token cost and
does not need to be next to a milkweed
symbol). Put it on top of your generation 1
butterfly.

5. Remove all generation 1 butterflies from the
map board.

6. Reveal the summer goal card if it has not
been revealed.

You're ready for summer.

.....
-----
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Of course, the butterflies do not know in
advance what each year will bring. The goal
card for each season is only revealed once all
the butterflies that were placed on top of that
card during setup have been hatched onto
the map board. If you ever reach the end of

a season and the next season goal card has
not been revealed, then immediately reveal it
and return the butterfly markers on it to their
owner's supply.

Qummen, (x

When all generation 2 butterflies have been
removed from the facedown summer goal
card, reveal the summer goal card. When all
players have taken 5 summer turns, you've
reached the end of summer.

At the end of summer take the following steps
in order:

1. Place all action cards played during
summer into the discard pile.

2. Score the goals shown on the summer goal
card.

3. Determine fall's first player. The player
with the fewest total points at the end
of summer will be the first player for fall.
(Ties go to the first player clockwise from
summer's first player.)

4. If you have any generation 3 butterflies
that are not on the map board, you may
hatch one for free (no flower token cost and
does not need to be next to a milkweed
symbol). Put it on top of one of your
generation 2 butterfiies.

5. Remove all generation 2 butterflies from the
map board.

6. Reveal the fall goal card if it has not been
revealed.

You're ready for fall.

.
.
.
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When, as a result of hatching, all of the
butterflies have been removed from on top

of a facedown season goal card, it is revealed
to all players. Season goal cards only ever
affect the season that is current; for example,
a summer goal card revealed in spring has no
Impact on spring.

Falh o

When all generation 3 butterflies have been
removed from the facedown fall goal card,
reveal the fall goal card. When all players have
taken 6 fall turns, you've reached the end of
fall.

At the end of fall take the following steps in
order:

1. Score the goals shown on the fall goal card.

2. Score points for the number of generation 4
butterflies that are in Michoacan:

Generation 4 Butterflies

3|7 |12 |17 | 21 | 24

Each subsequent generation 4
butterfly scores an additional 2 points.

3. Score 1 point for each waystation life cycle
card you collected.

The player with the most points after
all 3 seasons is the winner.

If 2 or more players have the same number of
points, the tie breakers are (in order):

1. Number of butterflies in Michoacan
2. Number of flower tokens

3. Number of life cycle cards

4, Still tied? You all win!



Seasl Cond, Jembghapiy & Clanification’s

In the following section, you'll find more detailed explanations of examples of the goals on the season goal cards.
You may not be able to complete all the goals for each season. Choose wisely with the action cards you have available.

GEOGRAPHI(AL GOAIS

Draw an imaginary horizontal
line from the top left and top
right corners of the space.

All spaces on the map that are in
all the rows above that line ( )
are considered for the card.

Draw an imaginary horizontal
line from the bottom left and
bottom right corners of the space.

All spaces on the map that are in
all the rows below that line ( )
are considered for the card.

Draw an imaginary vertical line
from the top right and bottom
right corners of the space.

All spaces on the map that are

in all the columns to the right of
that line (
the card.

) are considered for

L]
° ecoo
®®%cc0cs0000000000°”

Draw an imaginary vertical line
from the top left and bottom left
corners of the space.

All spaces on the map that are in
all the columns to the left of that
line ( ) are considered for the
card.




EXAMPIES OF SEASON GOAIS

REPEATABIE GOAIS

In some cases, season goals will give you points
for each time that you have fulfilled them at
the end of the season. These are written on the
card as the number of points followed by a

"/" and then followed by the criteria for

scoring.

At the end of the season, you score 1 point for each
butterfly you have that is above the row Atlanta
isin.

At the end of the season, you score 2 points for
each butterfly that is on a double flower space.

1

At the end of the season, you score 1 point for each
butterfly that is on a red space.

()

At the end of the season, you score 2 points for
each butterfly that is around Boston. Around a
city also includes on the city space itself.

2 EAST
COAST

At the end of the season, you score 2 points for
each butterfly that is in a space on the East Coast.
The East Coast runs from the blue space with
2 white flowers immediately below Orlando to
the green space adjacent to Quebec with 2 purple
flowers.

12

ONE-OFF GOAIS

If a season goal gives certain criteria and
is followed by a number of points, then you

have to meet those criteria to score the points.

However, you only score the points once.
Achieving them multiple times does not give
you additional points.

At the end of the season, if you have at least
1 butterfly around each of the 3 named cities, you
score 7 points.

OBBG

At the end of the season, if you have at least
1 butterfly on yellow, orange, and green spaces,
you score 4 points.

At the end of the season, if you have at least one
of each flower token type, you score 3 points.

At the end of the season, if you have 2 butterflies
both above Atlanta with at least 1on a red space
and Ton a yellow space, you score 6 points.
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ONE-QFF
COMPOUND GOAIS

If a card has a number of butterflies with the
word "AND", then you must have at least that
many butterflies on the map at the end of the
season and meet the other criteria in order

to score. If the card has a red circle and line
through a butterfly, that means no butterflies.

LA

If you have at least 3 butterflies on the map and
no butterflies at all below Atlanta, you score
5 points.

ALACAL

~AND~

If you have at least 3 butterflies on the map and
no butterflies at all to the left of Atlanta, you score
5 points.




BREEDING GOAIS

If a card has a chrysalis hatching symbol, that
means the reward is for breeding in certain
areas.

Each time a butterfly breeds a next generation butterfly
in the columns indicated to the right of Houston and left
of Atlanta, you immediately score 2 points.

X ’_'/nn\\ ;

a4y

When a generation 3 butterfly breeds above the row
Atlantaisin, it immediately becomes a double generation
4 butterfly.

IMMEDIATE
SCORING

Any time a point scoring
symbol has an exclamation
mark, the points are scored
immediately rather than at the
end of the season.

Behigens Viote

Visiting a monarch butterfly preserve in Michoacan, Mexico in
early 2003 remains one of the most awe-inspiring and memorable
experiences of my life. But the direct spark for this board game

was the book Flight Behavior by Barbara Kingsolver, which brings
the amazing story of monarch migration alive in novel form.

Thank you to everyone who is working to help this species continue
making its epic journey every year, whether it's planting milkweed,
limiting pesticide use, preserving natural areas, or fighting to list
monarchs as a threatened species under the Endangered Species
Act.

Many thanks are also due to the folks at AEG who helped bring
this story to life as a board game. Particularly Mark Wootton,

who significantly improved the game in his role as its developer.

| knew we were on the same page when he started calling up
entomologists at the Smithsonian and Monarch Watch with
questions. Thanks to them, as well, for their answers. And to the
dozens of playtesters whose help, as always, is the only way that
board games become any good. | hope you enjoy the result of this
group effort and share a little piece of my awe for these beautiful
creatures.
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AN OVERWINTERING
MONAR(H MAY [IVE

7 O0R 8 MONTHS
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WHEREAS THEIR
GIIIDREN ONIY IIVE FOR

AFEW WEEKS

NORTH AME RICAN MONAR(

BUTTERELIES MAKE A MASSIVE
MIGRATION JOURNEY OF UP To

MIGRATING MONAR(HS (AN

ILY 25 MIIES A DAY RIDING WIND
(URBENTS. THEY'VE BEEN SEEN
AS HIGH AS 11,000 FEET BY
GIIDER PIIOTS.
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LARGEST IN NORTH AMERICA,
THE EASTERN MONARCH
BUTTERFLY POPULATION
(PORTRAYED IN THIS GAME)

FELL BY OVER 80%
BETWEEN 1995 & 2015

BUTTERFLY GARPENING

AND THE CREATION OF

“MONARCI WAYSTATIONS”
iS BECOMING MORE AND MORE
IMPORTANT To HEIE OFFSET THE

10SS OF MIIKWEED HABITATS
(MITEWEED IS THE MONARGH

(ATERPIILAR'S SOLE
SOURCE OF FOOD)
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ON YOUR TURN

Play1card in front of you and
take the action(s) shown on it.

You may reproduce if you
land next to a milkweed symbol
(see page 8).

Draw back up to 2 action cards.

Note: If you have 2 of the same
card, or 2 cards that reuse other
cards, you may trade in1or both
for replacements.

When you play a card, it stays in front
of you until the end of the season, with
each one in view for all players. This
helps track how many turns you've had
and when the season ends.

—5

QUIK LINKS

Movement......................... 6
Landing ... 6
Waystations....................... 7
Hatching/Breeding............... 8
Season Goal Clarifications........ 11

Sphing Fo Qummey X Falo v F

The spring goal card is
revealed at the start of the
game. When all players have
taken 4 turns, you've reached
the end of spring.

At the end of spring take the
following steps in order:

1. Place all action cards
played during spring into
the discard pile.

2. Score the goals shown on
the spring goal card.

3. Determine summer's first
player. The player with the
fewest total points at the
end of spring will be the
first player for summer.
(Ties go to the first player
clockwise from spring's first

player.)

4. If you have any generation
2 butterfliies that are not
on the map board, you
may hatch one for free (no
flower token cost and does
not need to be next to a
milkweed symbol). Put it
on top of your generation 1
butterfly.

5. Remove all generation 1
butterflies from the map
board.

6. Reveal the summer goal
card if it has not been
revealed.

You're ready for summer.

QUESTIONS? EMAIL CUSTOMERSERVICE(@ALDERAC.COM
ALDERAC.COM/MARIPOSAS

© 2020 Alderac Entertainment Group.

Mariposas and all related marks are ™ and © Alderac Entertainment Group, Inc.
2505 Anthem Village Dr., Suite E-521 Henderson, NV. 89052, USA
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When all generation 2
butterflies have been removed
from the facedown summer
goal card, reveal the summer
goal card. When all players
have taken 5 summer turns,
you've reached the end of
summer.

At the end of summer take
the following steps in order:

1. Place all action cards
played during summer into
the discard pile.

2. Score the goals shown on
the summer goal card.

3. Determine fall's first player.
The player with the fewest
total points at the end of
summer will be the first
player for fall. (Ties go to
the first player clockwise
from summer's first player.)

4. If you have any generation
3 butterflies that are not
on the map board, you
may hatch one for free
(no flower token cost and
does not need to be next
to a milkweed symbol). Put
it on top of one of your
generation 2 butterflies.

5. Remove all generation 2
butterflies from the map
board.

6. Reveal the fall goal card if
it has not been revealed.

You're ready for fall.

When all generation 3
butterflies have been removed
from the facedown fall goal
card, reveal the fall goal card.
When all players have taken 6
fall turns, you've reached the
end of fall.

At the end of fall take the
following steps in order:

1. Score the goals shown on
the fall goal card.

2. Score points for the
number of generation
4 butterflies that are in
Michoacan:

Generation 4
Butterflies

3|17 |12|17|21|24

Each subsequent generation
4 butterfly scores an
additional 2 points.

3. Score 1 point for each
waystation life cycle card
you collected.

The player with the most
points after all 3 seasons is
the winner.

If 2 or more players have the
same number of points, the
tie breakers are (in order):

1. Number of butterfiies in
Michoacan

2. Number of flower tokens

3. Number of life cycle
cards

4, Still tied? You all win!



