You are a Guide of the Dreaming Paths, tasked with leading the
Winged Bear of the Wild forest, the Routed Axolotl of the Troubled
River, and the Cloud Gouse of the High Mists back to their domains.

By weaving the powers of Spirit Creatures into harmonious
gatherings, you will restore their connection to the Habitats.
But only the Guide who brings the most balance back to Circadia
will be remembered as the Keeper of the Eternal Cycle.
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1) Shuffle the Day and Night Habitat cards together for each of the

3 different habitats and place the 3 decks face down to form a column.
Reveal the top 3 cards from each deck and place them next to their deck
to form a row.

2) Shuffle all the Spirit Creature cards together in one deck and place it
face down. Reveal the top 5 cards from the deck and place them in a row
next to the deck to form the display.

3) Deal 5 Spirit Creature cards to each player to form their starting
hand. Each player keeps their hand private.

The youngest player goes first.

! P 2 3
3 HABITAT , 3 HABITAT
DECKS ¢ ROWS
(I PER HABITAT) | « 3 4 ¢ | (PERHABITAT)
=4
i 2 3 1
2
! 3 5 7
i ’ ’ ’ SPIRIT
c;: A?:Jles : CREATURE
DECK l . 5 8 DISPLAY
(5 CARDS)
( )|

1] 4 4|12 2[5 5/13 3

! [SRN4 ¥ C ¢S /& €




Play your Spirit Creature cards into sets of identical creatures to claim
Habitat cards and earn Balance points ( ).

When a player reaches 15 points, it triggers the end of the game. The
player with the highest score at the end of the game wins!

On your turn, follow the steps below in order. When your turn is over, the
next player in clockwise order takes their turn and so on.

I. PLAY SPIRIT CREATURES
2. CLAIM HABITATS
3. DRAW SPIRIT CREATURES

I. PLAY SPIRIT CREATURES

Play at least 1 Spirit Creature card from your hand into a new or existing
set in your play area. You may play several cards of ANY creature type, as
long as each card you play has the same value.

-> You can have up to 3 sets of Spirit Creatures in your play area.
-> You can have more than one set of the same Spirit Creature type.

WHEN ADDING SPIRIT CREATURE CARDS TO AN EXISTING SET:
« They must be of the same Spirit Creature type as that set.
AND
« Their value must be equal to or greater than the last card in that set.



If you have 3 existing sets and cannot add any cards to at least one of
those sets, you MUST discard all the cards from a set in your play area
and begin a new set.

Note: You are free to discard any amount of sets during your turn to
start new ones.
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Example 1) Ryan decides to play all the value 4 1 3 3
cards from his hand. He has an existing set of
Bears and of Axolotls. He can add each card 4 4
to its respective set as its value is equal to or
greater than the last card in that set. 4 4114 4
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Example 2) Beth has value 1 cards in 1 1
her hand. She decides to start a set
of Bears but she can’t add the Goose 1 1

cards to her existing set because the
last card in that set has a value of 2.
She could discard her Axolot! or Goose
set to start a new one, but she prefers
keeping those larger sets intact. 1 1
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2. CLAIM HABITATS
You may claim a face-up Habitat card from a row OR a face-down Habitat
card from the top of a deck IF you have a qualifying set:

« The amount of Spirit Creature cards in one of your sets is
equal to or greater than the value of a3 matching Habitat card.

AND
« You have added at least 1 Spirit Creature card to that set this turn.

WHEN YOU CLAIM A HABITAT CARD:
« You MUST discard all the cards from the qualifying set.

« Then place the Habitat card in front of you to form a SINGLE line from
left to right. Each card you claim is added to the end of that line.
-> A face-up Habitat card from a row stays face up.
-> A face-down Habitat card from the top of a deck stays face down.

Example) Beth played —
Goose cards this turn 25 d 55
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and now has a total of ! 2 3 5
5 caras in her set. She 5

discards that entire set s

and claims the value 5 I

Mists Habitat card. 4 8

Note: You may claim several Habitat cards during the same turn.
For EACH Habitat card you claim you MUST discard a qualifying set.

AFTER CLAIMING ONE OR MORE HABITAT CARDS:
Refill any empty spaces in the rows from the corresponding deck so that
each one contains 3 cards.
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3. DRAW SPIRIT CREATURES

Draw an amount of Spirit Creature cards from the display equal to the
value of the card(s) you played and add them to your hand. After drawing,
refill the display so that it contains 5 cards. If the deck run outs, reshuffle
the discard pile to form a new deck.

Example) Ryan played value 4 cards during his
turn. He must draw 4 cards from the display.
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HAND LIMIT - 8 CARDS

After drawing cards, IF you have more
than 8 cards in hand, discard cards from
your hand until you have a total of 8.




s [ ND OF THE GAME & FINAL SCORING e

When a player reaches 15 or more Balance points ( ), the end of the
game is triggered. The other players take one final turn each.

Players then add up the Balance points on their Habitat cards and the
person with the highest score wins! If there is a tie, the tied player with
the highest value Habitat card wins. If there is still a tie, compare the
next-highest value Habitat card and so on. If the tie persists, the tied
players share the victory.
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Example) Both Ryan and Beth have a total of 16 Balance points. Because Beth has
the highest value Habitat card (8) she breaks the tie and is declared the winner!
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