
Backyard Birds
SEASIDE
An expansion for Backyard Birds.

CONTENTS

14 Playing Cards:

10 Sea Bird Cards 4 Territory Cards
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OBJECT of the GAME

Claim as many territory cards as possible using carefully assembled flocks of birds. Territory 
cards give victory points and the most victory points at the end of the game wins.

SETUP

Seaside is an expansion and must be played with the Backyard Birds base set. Shuffle the 10 
sea bird cards in with the other birds from the base set. Also, shuffle the 4 territory cards in 
with the other territory cards from the base set. Deal 5 birds to each player and turn 4 territory 
cards face up as explained in the base set.
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GAME PLAY
Unlike the birds in the base set, sea birds will not occupy a spot in your “flock area”. Instead, 
the blue colored birds must be deployed to claim any of the four Seaside territories.

Sea birds can only be deployed if there is an available Seaside Territory, if no such  
territory is visible, then they must stay in your hand. Deploying a sea bird from your hand 
means that you will place it somewhere in front of your flock area, face up. Deploying follows 
the same principle from the base rules: draw and play a bird. In this case, you’ll draw a bird 
from the bird supply deck, deploy a sea bird from your hand, then end your turn. You may not 
claim a territory as well. Once a sea bird is deployed, it never goes away—always circling 
around you. See below for a special condition involving the Albatross.

Deploy a sea bird:

Claiming a Seaside Territory:

To claim a Seaside Territory, you must have enough combined strength in the sea birds in front 
of you. In this case, the strength can far exceed the requirement and the number of sea birds 
does not matter. When claiming a Seaside Territory you will not discard any sea birds, 
again, they will always remain in play once deployed. After you claim the territory, place a new 
territory from the supply. If there are no Seaside Territories available, then deploying sea birds 
must cease. Once another Seaside Territory becomes available, you may begin deploying more 
sea birds to join the ones you may already have in play.

Scoring:

Some players may be fortunate enough to claim multiple Seaside Territories, however, when 
scoring, you may only count one Seaside Territory, naturally, you’ll pick the highest one. Also, 
add up all of your deployed seabirds—some may be negative. Nothing can remove a sea bird 
once it’s been deployed. No card from the base set or any expansion set can interact with 
these cards.

The Wandering Albatross:

Once the Wandering Albatross is deployed by any player, it will eventually begin to move from 
player to player in a counter clockwise rotation. IMPORTANT! This wide circular movement 
is only active while there are no Seaside Territories available. At the end of your turn, if 
there are no Seaside Territories available AND you have the Albatross in front of you, move the 
Albatross to your right (play resumes to your left). The very instant a Seaside Territory becomes 
available, the Albatross will no longer move and will stay with the player who has it in front of 
them. This is great for claiming territories, however, getting stuck with it at the end will take a 
chunk from your final score.
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