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_%U is 0 Hrick-taking cord game for 2 o 4 players in which
. you will capture Spirits fo eam Points.
Spirits are divided info two distinct Clans,
Red,/Block and Yellow,/White
You play for one of these wo clons.
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fo score the Points of every cuplurad Spirits.
NOTE - 3 different spirits
per clan, x1, x2 ond x3.
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4 PLAYERS VERSION

The 4 player version is ployed in 2 teams of 2.
Choose if you are part of the yellow or red team

m SHUP
Put down the Setup Card for 4 ployers at the center of the table.
Players sit as displayed on the card.

SEIUP CARD

TACH PLATER IS SEATED IN
FRONT OF THETR PARTHIER

Choose the first ployer. That ployer takes the Dealer Card (the Dealer Card will
change ployers hetween rounds to indicate the player who will deal the cards).

That player shuffle and distribute the cards to all players.

Fach ployer will have 7 cards that will either be Yellow Clan Spirits =%
or Red Clan Spirts 2) .

Each player takes those cards in hand and will play them in front of them.
Pick o First Player that will start the game.



m CAME TURN
A gome turn ends when 4 cords are played.
The player with the most powerful Spirit (Highest Power)
in front of them wins the tick and takes the 4 cards.
The player that wins the trick starts the next furn.

m (N YOUR TURN
Play o Spirit cord of your Color Clan in front of you
or
Ask any player (opponent or pariner) o play o Spirit card of your Color Clan in front
of yourself. This player will play for you.
It is then the next player's fum clockwise to play unfil the 4 players have o card in front
of them.
ex : I o player from the Spiit Clon Yellow. ® |asks another player (opponent or parner)
to play for them, this person will have to play one of their Yellow Spirit cords .

CARD ANATOMY




TENO FUSTON SPIRIT HAS BIEN PLATID

The player with the highest Power in front of them wins the game.

If multiple Spirits have the same Power and it is the highest Power in play,
the first played Spirit is considered the most Powerful. The player with this
Spirit in front wins the frick.

ELY WIN A TRICK_. BUT THEY ARE THE DNE THAT ARE
J CATCH THEME TRY T0 PLAY THEM WHEN YOU ARE

{E AT LEAST ONE FUSTON SPIRET HAS BEEN PLAYED

- No one wins the frick of the moment. The player with the
Fusion Spirit in front of them starts o new Turn when the
previous one is over. The person who wins this new Tun fokes
all the cards (2 fricks).

- If during the new Tum, the second Fusion Spitit is played,

the new player that has this Fusion Spirit in front of them starts
o new Turn when the previous one is over. The person who wins
this new Tum fakes all the cards (3 tricks).

- If the 2 Fusion Spirts have been played during the same Turn, FUSION PR

it's the ployer thot played the first Fusion Spirit in front of them
that starts the new fur.

NOTE: TF A FUSTON SP1
N0 ONE WILL WIN THE

15 PLAYED D
JICK. THE Y CAR

TF THETRICK ONLY HAS MULTIPLILR SPTRTTS

The Multiplier Spirits do not usually win fricks. Still, if during o Turn,

4 Mulfiplier Spirits have been played, the winner of the frick is the

ployer with the first Mulriplier Spirit ployed during this Tu. !



m ENDOF A ROUND
When every card has been played, the Round is over and Points are
counted. The player with the Dealer Card passes the card to its left
Thot player will then shuffle and distribute the cards with the new round.
m POINTS COUNT
Every teom tokes back their won tricks and counts the Points of all
capfured Spirits, To score Points, you must have captured ot least -0
1 Mulfiplier Spirit of your Color Clan! MULTERLIER
If you haven't captured any Multiplier Spirits from your Color SHIRIT
Clan during the Round, you score 0 Points.

NGTE: 715 VERY IMRORTANT T0 CAPTURE A MANY MULTIPULR SPIRIS.
OFIOUK COLG 1) CAN B CAFTUNL THOSL BF 10U GFRONENTS

10 AVOTD THE DPPOSING LA WINNING,

hdd all the Points from the top left of all the
Spiits (of both Color Clans) that you've captured
(Fusion Spirits and Mulfiplier Spirits oren’t worth
any Points.) Multiply the total with the Mulfiplier
Spirits af your Color Clan.

The Multiplier Spirit x1 dllows you to multiply your points by 1.
The Multiplier Spirit x2 cllows you to multiply your points by 2.
The multiplier Spirt x3 dllows you to multiply your points by 3.

The Mulriplier Spirits are adding up! For example, if you have
captured the Fusion Spirit x1 and x3 of your Color Clan,
you mulfiply by x4 your Points af the end of the round.




) PLAYERS MODE
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£ND OF THE GAME

5 AT TR TN OF THE SN0

The game ends when one of the tearms reaches 500 Points.
The team with the highest score wins!

If no team reaches 500 points, start o new round.

SHUP

For the 2-player mode, the players sit facing each other os shown
in the image fo the right (this cord does not exist in the gome).
Choose the first player. That player takes the Dealer Card. 10U PLAY 108 ONE OF
Thot player then shuffle and dals oll the cards to the players. HESEIND CLANS.

Cards are distributed face down and shouldn't be taken in hand.
Each ployer will have 14 cords that may be Yellow Clon Spirits =3
or Red Clon Spiits 2).

Fach ployer takes the 14 cards and puts 7 of them face down

in a straight line in front of them. They then put the remaining

7 cards face up, one on each hidden card.

Designate a first player to start the game.




UA game turn ends when 4 cards ore played.

Each ployer will then play 2 cards. The player with the most powerful Spiit
(Highest Pawer) in front of them wins the frick and fakes the 4 cards.

The player that wins the tick starts the next turn.

Play n Spirit cord of your Color Clan and face up in front of you
ou

lsk your opponent to play a Spirit card of your Color Clan and foce up

in front of them, in front of yourself.

& When o face up card is played, the cord undereath i fumed up.

# [f you or your opponent do nat have o face up card of the desired Color Clan
‘you can then play o face down cord or ask your opponent to play o face down
~ card of theirs n front of you. It s then the next player’s tur fo play,

~ Fuery player will ploy 2 tums and will have 2 cards in front of them.

Then procead fo the trick resolution in the same way as the 4 player mode.

When every cord hos been played, the Round is over and Points are counted.
The player with the Dealer Card passes the card to its opponent.
Thot player will then shuffle and distribute the cards with the new round.

Count the points following the some wles os with 4 players.



m END OF THE GAME (2 PLAYERS MODE)

The game ends when one of the players reaches 500 Points.
The player with the most Points wins the game!

3 PLAYERS MODE

In the 3 player mode, every player might win the game. You'll play
o 0 feam during each Round but everyone will have o different score
during the gome.

m SHUP
Put down the Setup Card for 3 players at the center of the foble.
Players sit as displayed on the card.
One of the players will be in o team with o Ghest Spirit.
They wil decide which cords this Spirit must play during
the Round.
This player will switch every Round.
Every cord is shuffled ond distibuted to the players
in the same way os the 4 player mode.
THE GHOST SPIRIT IS The 7 cards ofthe Ghost Spirit are put down face up.
TEAMED Pick o First Player that will start the game.

m GAMETURN

The game is played the same way as the 4 player mode except that the player
in o team with the Ghost Spirit must play for them.
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If a player of the Yellow Color Clan asks the Ghost Spirit to play a card

for them, o player from the Red Color Clan must pick which card the Ghost
Spirit plays. If o ployer from the Yellow Color Clan sk a player from the

Red Color Clon to play for them, they cannot ploy a card from the Ghast Spit.
They must play from their own hand.

The player from the Red Color Clan can asks the Ghast Spirit fo play for them.
The player must then pick which card the Ghost Spirit plays.

End of the Round and Scoring
When every cord has been played, the Round is over and Poinfs are counted.
Scoring proceads in the same woy os the 4 ployers version except that scores
are written down for each player. If the Yellow Clan Team scores 60 Paints,
both players must write down 40 Poinfs on the Score Sheet.

The Red Clan Player scores their own Painfs.

At the end of the round, the 2 players from the Yellow Clan Team will

wirite down the some number of Points and the player from the Red Clan
Team will score their own Poinfs.

To start o new round, fum the Sefup Card fowards the left so

the player from the Red Clon Team is now in the Yellow Clan Team.

You can now start a new game in this new configuration.

The gome ends when one of the players reaches 500 Paints. I,\%Ehﬁ%ﬁﬂ?ﬂ
OF THE PLAYER

1f 2 or 3 Players reach over 500 Points of the some fime,
the player with the most Points wins the game! ON HIS LEFT



m TEAM MENTIONS

Edited by Matogat Edifion Bombus Spicleveriag

135 e du Toadu r Gilnter Camett

33000 BORDEALX Kopfstrafia 43

(FRANCE) somins 1| 012053 Berin

wiw.matagal.com spieleveslag  (GERMANT)
Designer : Wolfgang WERNER

ang
lstrastor - Maxime ERCEAU
Editorinl director : Amoud CHARPENTEER
At dicector: Moxime ERCEAU
Rules writing : Cédic BASSO
Translation: Mathis BOUCHET
Mu'ﬂ] otk you to the teom of MATRGOT editions
for fhair participefion in the slaboration of this project.

11






