One summer afternoon, a lion, a crocodile, a gorilla, and a rhino meet
GAME RU LES 5:% at Lake Victoria, and as usual they get to arguing about who is the actual king
of the jungle. The lion loudly claims that he has always been the king of the
jungle. The crocodile suggests him to repeat that a bit closer to the river
edge. The gorilla hammers her chest and bares her fangs. The rhino threatens
the rest that, if they don’t recognize his horn as a royal crown, he may use it
for other purposes. Finally, they come to an agreement: the one who can stir
up the most support from the other animals of the jungle will be declared
the one true king.

gGOAI. OF THE GAME 7

The goal of Kombo Afrika is to collect as many points as possible by creating
groups of animals on the board and making clever use of their skills.

PREPARATIONA

Mix the animal cards and hand out 5 cards to each player. If a player does not
like their cards, they can once place them face down on the

and draw 5 new cards from the deck. Next, prepare the game board at the size
of 5x5 cards by placing 1 random card from the deck face up in each corner.
Place the other cards face down in the center of the playing area. They will
create the draw deck e Each player gets a pair of eye counterse and sets
a default value of 0 points (0 and 0 against each other).

The player who last saw an African animal starts the game. Then the players continue clockwise, with each player playing their
entire turn before the next player plays their entire turn.

Q THE PLAYER'S TURN /

1. During their turn, a player may place any number of cards on the board. The player places the card face up, we call it active.

Cards can only be placed on the board adjacent to cards already in place (active or hidden) or to the draw deck.
(Cards are adjacent to each other when they touch each other by a side, not only by a corner.)

2. After placing the card, the player can activate its effect. The card effect must be activated as soon as it is placed on the board
or not at all. The exception is the Chao card, whose effect is permanent.

3. During their turn, the player may gather only one group of cards, called a combo, and earn points for it. After that the player hides
the cards of the combo in the jungle. (All the cards that were part of the combo are turned immediately face down.) Face down
cards are called hidden.

4. Regardless of whether a player has created a combo or not, at the end of their turn they set out to explore the savannah again —
they draw as many cards out of the draw deck to have five in their hand. Then the next player takes their turn.

f EXAMPLE OF A CARD s

Effect

COUNTERS — EXAMPLE w

The player set their counter to 15 points.

€ COMBOS AND SCORING ;s

By combining three or more adjacent active cards of the same
color, you create a combo and earn as many points as the total
sum of points of all cards in the combo. After scoring you turn
all cards from the combo face down to indicate that you have
gathered the animals and hidden them in the jungle.

The point gain is recorded using the counters.

The combo can have any shape, but all cards must be adjacent
(by the side, not by the corner). You can only create 1 combo
each turn, so it should be worth it! After you create a combo, you
can still place more cards on the board and activate their effects.
Or you can end your move.




CARD EFFECTS

SURI: GAIN A CARD. Meerkats buddies watch your back. Draw 1 new card from the draw deck into your hand.

HYPNO: SWAP A CARD. The snake's gaze is vicious. Take any face-up card from the board to your hand
and put HYPNO in its place. You can also place HYPNO on an empty place, but then the effect doesn’t activate. HYPNO
cannot use this effect to take another HYPNO.

PAPO: GAIN EXTRA POINTS. Let’s party with your pack. Gain 1 extra point for each card left in your hand
(after you place this card).

CROC: DROWN 2 CARDS. Standing near the river is dangerous... Flip 1 or 2 cards face-down. Gain 1 extra point
for each card flipped. CROC can flip another CROC, but cannot flip itself.

VULT: REVIVE A CARD. Dr. VULT can restore a hidden card. Flip 1 previously flipped card back face-up.
Its effect is not activated again, however the card can be used for a combo.

onto an adjacent free space. GIFFE can move another GIFFE, but cannot move itself.

g It’s good to have a neck like a crane. Move any card (face-up or face-down) in the play area
I KONG: REDRAW YOUR HAND. Crash-boom-splash. Discard the rest of the cards in your hand and draw
‘| the same amount of new cards from the draw deck. You can continue your turn with the new cards.
8, CHA : M MIC OLOR. CHAO can take on any other color, and join any combo as a wildcard, also mimicking
the point value of another card. However, CHAO doesn’t mimic the effect of the card. CHAO cards can create
their own combo from themselves. Then each card in the combo has a value of 1.
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A WHEN THE BOARD IS FULL % GAME TIPS

« If you want to speed up the game, play for
a lower number of points, e.g. 50. However
this increases the amount of randomness

in the game. On the contrary, if you want

to reduce the randomness, play the game
for more points, e.g. 100. Note, this will also
extend the game length.

» Uneven game. If you play with a weaker

If you run out of cards in the draw deck in the middle of the board, opponent, e.g. a child, they can start with

shuffle the discard pile to create a new draw deck. initial points (e.g. 10 or 15).
» For more tips and advice, visit Iorisgames.cza

After a card is placed on the last free space of the board and its effect

is activated, collect all hidden cards from the board and put them

on the discard pile. Active cards still remain in place on the board.

If the board is filled with only active cards, remove all but the corner cards
and put them on the discard pile. In both cases, the player's turn continues.

A WHEN THE DRAW DECK RUNS OUT OF CARDS

( PACK BUILDING (cOMBOS) — FAQ A

* You can use all the adjacent active cards of the same color into your packs,
including those played by your opponents. Kombo Afrika

The game was consulted and

» Yes, other animals' pack can only contain one CHAO card that acts
as a wildcard. published by the pack of
- You can place cards before and even after hiding the pack in the jungle. © L°r|'s Games, s. . 0., 2019
You can hide the pack in the jungle anytime in your turn. Games WWW.Iorisgames.cz
hry@lorisgames.cz
t END OF THE ‘AM:E Author of the game concept and illustrations
and the king of jungle: Ondrej ‘Nero’ Sova
When a player reaches 77 points, the last round is played. The game ends www.nerogames.sk
when each player has played the same number of turns. The winner nero@nerogames.sk
of the game (and the king of the jungle) is the player with the most points.

In the event of a tie, the number of points collected in the last turn is decisive.

WANNA HEAR THE TAM-TAMS?
WATCH US ON THE SOCIALS MEDIA!

#KOMBOAFRIKA

www.facebook.com/LorisGames
www.facebook.com/nerogames.sk

Animals! www.instagram.com/lorisgames_czsk
Help the game become visible in the internet jungle. www.instagram.com/nerogames.sk

Share your game experience with hashtag #KomboAfrika.
You can also give us a rating on Boardgamegeek.com. ;-) )



