1. Rabbit -walking
a. Small
b. +1 
c. Startled: move back 1 space for predator design  
2. Worm- walking
a. Small
b. 0
c. Burrowed: Not affected by anything 
3. Mole- walking
a. Small
b. 0
c. Blind: Roll a die if even so what tile says other wise, ignore space
4. Ant - walking
a. Small
b. -1 
c. Colonize: If roll a 6 +1 to speed 
5. Fox-walking 
a. Small
b. 0
c. What does the fox say? If someone lands space take their next turn
6. Prairie dog- walking
a. Small
b. +1 
c. Evade: when landing on pred card roll a dice odd ignore pred card
7. Wolf- walking
a. Med 
b. +1
c. Hunt: gain +1 speed if trailing a small animal
8. Tiger- Walking
a. Large 
b. +1
c. Eye of the Tiger if land on pred space go +1 (Only once per turn) 
9. Bear- Walking
a. Large 
b. 0
c. Hibernation: roll twice, skip next turn
10. Opossum- walking
a. Small
b. +1 
c. Play dead : if land on pred ignore effects, but lose a turn
11. Horse- walking
a. Large 
b. +1 
c. Gallop: Land on Blank, move +1 
12. Goat- walking
a. Med
b. +1
c. Mountain Goat: Speed is +2 when in-land path
13. Goose-walking, flying, swimming  
a. Small
b. 0
c. Honk- Honk every 3rd turn, otherwise lose a turn.
14. Parrot- flying
a. Small
b. 0
c. Mimic- At the beginning, select another player, and copy their ability for the rest of the game.
15. Owl- Flying 
a. Medium 
b. 0
c. Nocturnal: if game is played after the sun is down move one more space each turn.
16. Blue jay- Flying
a. Small
b. +1 
c. Roost Lose a turn but get rid of a card. 
17. Vulture- Flying
a. Large 
b. 0
c. Carrion- if you land on a blank space roll dice to scavenge. If  you roll a 1 or 6 , move 2 spaces. 
18. Eagle- Flying
a. Large 
b. +1 
c. Sore- Ignore each tile on air path as if they are blank.
19. Green scat- swimming
a. small
b. -1 
c. Scatter – when land on predator space roll die, if 1 go back to previous predator otherwise ignore predator
20. Puffer fish- swimming
a. small
b. 0
c. Intimidate If you get a predator and give that card to another player
21. sea otter – swimming, walking
a. medium 
b. 0
c. Jettison +1 speed on the water path
22. knight fish- swimming
a. small 
b. 0
c. Chivalrous- if another player within 3 space land on a predator card, go to them and they do not draw a predator card. 
23. Archer fish- swimming 
a. small
b. 0
c. Water gun- if within two spaces of another player at beginning or end of turn, send them back 1 space
24. Dragon fish- swimming
a. medium 
b. +1 
c. Dragon: has flying and cannot lose it. 
25. blue powder tang- swimming
a. small
b. 0
c. Amnesia- draw an ability card at the end of your turn.
26. sea turtle- swimming
a. large 
b. 0
c. Shell- ignore predator cards 
27. Crab- swimming, walking
a. small
b. 0
c. Pincers: If you land on a predator space, roll a dice. If a 1 or a 3, do not draw a predator card. 
28. Whale- Swimming
a. Large
b. 0
c. Super-size not affected by predator card spaces. Must be Large
29. Cat fish- swimming 
a. medium 
b. 0
c. Sting: If you pass another player(s). The player(s) lose a turn 
30. rainbow parrot fish- swimming
a. large 
b. 0
c. Mimic- Mimic another players ability
31. sword tail- swimming
a. small 
b. 0 
c. Splash- if a player passes you they lose their next turn
32. Guppy- swimming 
a. small
b. +1
c. At the end of your turn; roll the die. If you get a 4 drawn 2 ability cards and pick one
33. Shark- swimming 
a. large
b. +1 
c.  Bloodlust If another player lands on a predator space, moce to space behing them, if they are 10 spaces ahead or behind.
34. Eel- swimming
a. medium
b. 0
c. Ambush- If another player passes you, steal one of their cards.
35. Crocodile- Swimming, Walking 
a. large 
b. 0
c. Death roll- when you land on other play half their dice roll next turn rounded up. 
36. [bookmark: _GoBack]Snapping turtle- walking
a. Large
b. 0
c. Slowpoke- if you roll a one lose a turn. +2 speed in water
