
5.1
Vorbereitung

M
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die
16

Habitat-Plä�chen
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je
einem
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fer-und

einem
W
asser-

Stapel.
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Plä�chen
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andere
Lebensräum
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1
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5.2
Ablauf
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5.3
Ende
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Habitat-Plä�chen
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5.4
Effekte

derHabitat-Plä�
chen
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nächsten
3
Ereigniskarten
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esen
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im
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Bringt1
Lebensraum

von
derAblage
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