ETERNQL DECKS




128 Eternals Cards
(16 Decks, 8 cards each)

20 Starting Cards
(4 Decks, 5 cards each)
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Humanity has been plagued by a phenomenen in which their lifespans

are shortening. In order to solve this mystery, the Explorers journey to
the Eternal World. There they encounter mystical creatures known as
the Etermals. Will the Explorers be able to solve the mystery of life and

return to their original world?

STABE A

NAWRE STHR First Encounter with the Eternals

The Eternal World is-a vast expanse of nature. |nteract with the mystenaus

Elernals while learning abodt the diflerent Fislds and the power of the Stars

STAGE B

GHDST TQWN The Key to Solving the Secrets Within

Aftar urldcking the powet of the Stars, you discoved (hers are mon resims b investigale within the

Elarnal Warld. Alter same trivsel. a spopky town appears befors you. You think it is abandaned...until you

spol Ghostly Eternals! Quickly collact the four Keys & froe the ghasts and mave anto the next realm

STAGE C

LﬁBYRINTH Escape from the Labyrinth

With the knowledge af how Keys work, you now lind yowsel lost in a Labyrinth. Enlist the heip of the

Labiyrinit Ebprrinls fo solve tha puzzies insids and find the Kays belora pou are frapped lorever

STAGE D

GETE KEEPER Fight the Gatekeeper

After sscaping the Labyrmth, you appraach & large gate. An even largers Rigure blacks your path
Work with the Posilive Eternals ba deleat The Gatekseper

STAGE E

SH.:ENT A Silent Trial

Bayand the large gabe is a3

=ni space hal saems o T o lorever
In the distance, you haar tha faind reguests of the Fandom Eternals.

Work together and avercome this rial

STAGE T

HRﬁGGN The Resurrection of the Dragon

PRACTICE: A simulated expenence al Eleral Decks @ The myztery af this strange lile = related o the Dragon's egg.
Befora you explore the Elermal World, you may bain hard 1o Wil you be able to wilness the resurrection af the Dragon and redeen (o your warld?

@ pregare [ar an sncounber with the Elarnalke.
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Etemal Deck coperative game system where each Stage is a different

Gﬁmg S'Y'STETI[ game. Within each Stage, players will take tu playing cards to the
Game Board in order to refill their de and achieve the different

objectives for each Stage.
.
¥
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Game Overview

Al the start of a game, each player has five “Number Cards”which regresents the life energy flowing

within them. On your turn, you must play at least one card before play proceeds clockwise Lo the naxt
player. il you cannot play a card on your turn, the cycle of life will fall and evaryone will lose the gama.

To maintain the cycle of life, you need o acquire new cards from the mysterious "Etemals".

Eternals can ba found sleeping at the end of each row within the “Fleld” (the three rows in the middle of
the Game Board). If a player manages 1o play a card a1 the end of a Fleld row, they will connect with
the Eternals and “Revive" one of tham. Only the player who Revives the Eternal will recelve the aight
cards from that Eternal.

Upan Revival, a "Cursa" will ba activated by the Eternal. For axample, the Phoanlx Curge means
any card with the number 1 cannot be played o the Fleld.

To break the Curse of an Etarnal, you must ganerate a “Jewel” and offer it to the Eternal. To generate
Jawels, you must use one to three cards from your hand and play them to the “River” (the row at the
very bottom of the Game Board).

Communicating with your teammates iz an important part of the game. For that purpose, each player
has two “Communication Disca"You may place the Dizcs wheraver you want to play your cards naxt.
By placing them, you can indirectly communicate the information of your hand to your teammates.

To keep the cycle of life going, you must make sure that all of your cards do not run out.
Communicate and “Discuss™ who should ba the naxt playar (o get a naw dack.

Thare are six “Stages’ AB/C/D/EF. In Stage A, vou win by gaining four “Stars” %
In the other Stages, you win by gaining four "Keys”

The conditions for acquiring Keys will vary depending on the Stage.

Let the journey of Elernal Dacks begin!



There are five energies (Mumber Card suits) that can be harnessed within the Eternal

The Secret of World. They are Passion, Calm, Harmon hallenge, and |nspiration. There are also

Life Energ'f Rare Cards, Ability Cards, and Skull Cards. In Stage A, you will only need to worry

about the Number, Rare, and Ability Cards.

Cards That Are Playable On Your Turn

Number Cards
Thara are five colors (red, blue, green, yellow, purple) and nine numbears (1-8).
Mumber Cards can be played to the Field or the River. They can also be used to generate Jewels.
el . .
l‘ '
Passion Calm Harmony Challenge |nspiration
el s Two-Color Cards
These are Number Cards with two colors: "red/graen” or
"bBluafyellow." When played 1o the Field, the card can be
oriented In elther direction. When generating Jewals,
you choose which color you are using. Mumbar cards are {he Source ol énemgy
thal supporls the life aclivities ol living
DIgANISMES.
R g | Rare Cards
- - Rare Cards are special Numbar Cards.
Thay can be played as any of the five colors and/or any of the nine numbers.
Rare Cards can be next to sach other in the Fleld.
E =3 When used to generated a Jewal, you can use more than one Rare Card.
H H

Ability Cards

When you play an Ability Card, the effect of that card is activated.
Deapending on the Abllity Card it will be played to the Siage Card Area,
Field, or Discard Area,

Ability Cards E

Rare is a spacial being wha watches oeer
the nistural workd.




Decks

A “Deck” refars to a set of cards that are combined together Into one group.
Thare ara the Eternal Dacks, Starting Decks, Random Deck, and Gatekeapar Dack.
In Stage A, vou will enly need to worry aboul the Eternal and Starting Decks.

Eternal Decks

Each aight card deck iz unigue to the specific Eternal.
The card backs feature the icon for that specific Eternal.

Eternal, Face Down

b iy !IJNEG}M |

@! Eternal, Face Dawn

Latter - Mumber

Etsrmial leon

Etarnal Name

Enplish/Japanose

Eternal Curse
Impacied location &

Cursad numbaricolor

Etarnal Ability

Ability infarmation

Eternal Deck

Cards in the Etérnal's Deck

Starting Decks
Five cards, numberad 1-5, for each player.

davae
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Eternal, Face Up
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STﬁGE ﬁ First Encounter with the Eternals

The Eternal World is a vast expanse of nature. Interact with the mysterious

NﬁTURE STﬁR Eternals while learning about the different Fields and the power of the Stars.
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Throughout the rest of this rulebook, you will learn the basics of Eternal Decks and how to play
Stage A on Beginner Mode.

“Sedup far 2-player and 3-player games @ Seiup for an easier Practce Mode : “Sole Play. nd i @
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9 Eternal Decks

- Shullie the A-1 Phoenix Deck (eighl cards), face dawn.
- Place tha Phoenix Eternal Card on {op of the esight cards, face diwn, and
place all nine girds in the top row of the Field as shown in the picture fo the kafl.
- Fallawing the same sieps, place A-2 Mernadd and A-3 King Im the fop now.
- Place B-1 Ghosl, B-2 Skekatan, and B-3 Witsh in the middle row,
- Place 5-1 Medusa, C-2 Minoiaur, and C-3 Kraken in he batlam raw.
*A-4 Fairy, B-4 Vampire, #nd C-4 Mummy will nol be used

Shuffle face dawn

6 Stars

Place the Stars in the six spaces marked with
Star icons on the Game Board : Revival Area x3,
Jewel Araa, Stage Card Area, and 4th Lap Bonus
Area. To win, you need 1o gain four star tokens.

@ 8 Jewels
Place the Jeweals in the eight spaces marked with

Jeweal icons in the Jewel Area.

3 Field Cards

= Placa MOUNTAIN in the top row of the
Field Card Area.

= Place CAVE in the middie row of the Fiald
Card Area.

= Place CAMP in the bottom row of the Field
Card Area.

3 River Rare Cards &

(o 3 Hearts 1 Game Over Card

\\/ Place tha thrae Hearts in the middle row of the 4th - Place the Game Over Card face up in the
Lap Bonus Area. Make sure they are In the thraa River Bonus Area.

spaces to the laft of tha arrows. - Place the three River Rare Cards on top of

he G O Card.
1 CAMP Field Card the GGame Lver Lar

Place the othar CAMP Field Card in the top row
of tha 4th Lap Bonus Area.

Player Setup

Choose a player codor, Thare are four player calor icang in the four comers of the Game Baard
Players should =il close o heir player oolar.

[Mate] Your player colar anly iruly matiers for your Commumscation Disce and where you s around

the Game Board, You will start the game with cards of the player Golar you selecied.

Howerinar, throughaut the game, everyone will be able to play cards of all coloes.

. J 3 cardsin hand
Starting Decks (5 cards each) & 2 Communication Discs ot

Take the fee Starfing Deck cards and twa Commundcation Discs in yaur calor.

Shudlte your Starting Deck, f&ce down

ee

= Bhullle your Blarting Deck, {ece down.. Plase it an the table in frond of you, dreating your “Player
Deck”. Draw three cards from your Player Deck 10 keep as your hand

- Plage your bwa Communication Dises nearby,

Starting Player

= Decide an who will ba the slarting playes

- Playsrs can ook al thair hand and placs their Communication Diges 1o halp decide wha shoold be
the slaring player.
- Beginning with the starting player. players (ake lemns in clockwise order. @@




On your turn, you must perform one of the following three actions:

Taking A Turn 1: Play a Card 2: Generate a Jewel 3: Give a Card 1o a Teammate

B} Piay a Card

i1

Play a card to the Field 4

- Choose the top, middle, or bottom row of tha Fleld and play one card to the leftmost emply space of that row.
- You cannot play multiple cards to the Field during the same 1urn.

- Onca a card is played it cannol ba moved or rotated, until the row is cleared.

- There are placemeant rules when playing cards to the Fleld.

Common Placement Rules iappiies to all rows)

I T | T T, e ey e . . .
Cards of the same color cannot be

ayod na

Field Card Placement Rules (appiies to a specitic row)

- In addition to the common placement rules, thera are specific rules for each Fleld Card.
[ MOUMTAIM | ¥You must play cards in ascending order. (From kewest o highest number|.

[ CAVE | You must play cards in descending order. (Fram highest b lawsst number)

[ CAMP | There are no additional placement rules.

Only the common placement rules apply.
Curse of the Eternals

After an Eternal Iz Ravived, placement restrictions will ba added 1o the Fleld.
For axample, after tha Phoanix is Ravived, cards with the number 1 cannot ba
played to the Fiald.

Two-Color Cards

- Whan playing Two-Color Cards, they may ba rolated right-side up or upside down:
Theay cannot ba retated after baing played.

- A Two-Color Card may not be adjacent to a card of the same color on its left slde

whan played to tha Fiald.

Additionally, a Two-Coler Card may not be adjacent to a card of the sama color on-its

right side whan played to the Fiald.

Rare Cards

= Plaase node [hal when the Wilch's Cume & adlivaled, *Hare Cards cannet be plaged . Far esample, if a Rare Cand is played fist an MOUNTAIN Faedd row, then the Rare Card is
the Fasid"™. cansiderad to be a1 (& minimum, bt can be higher) and ihe next card thal can be
played would ba 8 rumber 2 or highar
Far axample, f & Aare Card is played first on MOUNTAR Fasld row, # daes not have & be
corsidend 10 be $he fdumber 1. As a resull yau can ignore the placement resirictions al
the Phoente Gursa that says "Number 1 cands canncl be playad 1o e Pl



CAMP

Thera ara no additional placement rules.
Oinly the common placement nules apply.

44
MOUNTAIN
You must play cards in ascending order.

(From lowest o highesi number)

11{2]5[8]9 K2

4

CAVE

You must play cards in descending order.

(From highast bo lowes! number}

18161311 g

FOREST

You cannol play consecutive numbers.

En: 3 or & canmnat be played next to 4

41219131 1

& 4

LARE

You must play cards in the followling order:
rad — blue — green — yellow — red...

May siart with any colo
sl can be a substilute for anothe
Common Placement Rules :

Purple cannot be adjacent

ret == bl

Field Cards

lo another purple.

- yeliow

12
3 &
832

HHAKEL AMD

135

139

WYLTSIE

Il a Two-Color, Rare, or purple card iz played first, no color has been datarmined yet.

HECBE O

a fodd...,

EASY #

GRASSLAND

You must play cards numbered 1/2/3/4/8/9.

|88/ T cannal be playad)

131411818

*h P

RIVERSIDE

You must play cards numbered 173/5/7/8.
[Odd rumbers only}

1315 B8] 7

bbb

VALLEY

You must play cards numbeared 2/4/6/8.

{Ewan numbers anly)

::121612 (814

*EEEE

DESERT

You must play cards with consecutive numbars.

Ea: 1 or 3 must be played nest io 2. 1 and &

T

SWANP

You must play cards In the lollowing order:

red — blue — green — yellow —red... and
you must play cards numbered 1/2/3/4/5.
May starl with any cole

Furp Tiflat: istitute for ano
Comman Placament Rules

Purpla cannot be adjacent o another

M redigreen card is played firsd. Al this painl, the lirst played colar has nol besn detemined.
Meaning. blue (which comes afler red) or yellow (which comes alter green) can be played
Yelow is played. From here, the cards must be played in the following order:

« grean

| In this example. a purphe was played instead of & blee. & rare was played inslead of green

HARD i %+ 4+ 4+

Eonseciihve rmbesr

purple

©



Revival of the Eternals

As s00n as someona plays a card In the space diractly to the left of the Eternals, cne Eternal in that row will be Revived. The playe
vho played the last card in that row selects any one of the Eternals they wani o Revive in that raw,. The selected Eternal |s flipped
face up and placed in the leltmost emply space of the Bevival Area. The elght cards from the selected Eternal's deck are placed, lace
down, on tha bottom of that player's Player Deck.

*Wou do nol need 10 shuffle the sight cards before plaging them under your Player Deck, since yous shulfled tham during Setup

Clear all played cards in tha row by moving them 1o the Discard Area, face up. Finally, the Eternals that were not selected are moved
to the rightmost spaces in that row, If needed.

*if you sslected the leftmost Elemal, there is na need 1o move any Elarnals 1o the right.

[ Hint ] Placing the 9th Eternal in the Revival Area will gain you a Star. ﬁ

The Yellow player plays the yellow 5. Tha played card is directly 1o the left of the Eternals, so one Eternal will be revived. The Yallow
player sefects the Mermald. The Marmaid Eternal i flipped face up and placed on the laftmost empty space of the Revival Area. Since
the Skeleton |s already In the Revival Area, the Marmald is placed to tha right of tha Skeleton. Next, tha Mermaid's deck of elght cards
iz placed face down at the bottom of the Yellow player's Player Dack. The four cards in the row that ware used to revive the Mermald
ara moved togethar to the Discard Area, face up. Finally, since there 15 space batweean the Phoenix and the King, the Phoenix iz
moved over to the right.



Curse of the Eternals

When an Eternal is Revived, a Curse will be activated that impacts all players. While a Curse |s active, players will no longar be able
o play the corresponding cards of that type {number, color, Rara) 1o tha Fiald.

; ards ol | b used o ganaiale Jewals or be olay | o River. To ramove a Curse, yvou will nead to parform the action
‘Ganerate a Jawel' and give it to the Eternal. @

Curse of the A Eternals Curse of the B Eternals Curse of the C Eternals

PHOENIX GHOST MEDUSA
Mumbar 1 cards cannot ba Mumber 5 & 7 cards cannol Red & red/green cards

played lo the Fiald. be played to tha Flald. cannot be played 1o the
Fiald.

MERMALD

Mumber 4 cards cannol ba
played to the Field

SRELETON

Mumber 2 & 8 cards cannol
be played to tha Flald.

MINOTAUR
Blue & blua/yallow cards
cannot be played to the
Field.

RING

Mumber & cards cannot be
played 1o the Fiald.

WITCH

Rare cards cannot be
played to the Flald.

RRAREN

Grean & red/green cards
cannot be played 1o the
Fleld.

FAIRY

Mumbar 9 cards cannol ba
played to the Field.

VANMPIRE

Purple cards cannot be
played 1o tha Fleld.

UMY

Yeliow & bluslyellow cards
cannol be played io the
Field.
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Update the Field card within the row

The Field rows will not be updated in this Beaginner Mode play of Stage A.

Dapending on the game mode, four Fleld cards may be placed randomly in one of the rows during satup.
Whan you clear the row, during the 151-3rd laps, the topmost Field card will alse be moved to the Discard Area.
The new Fleld card on that row is flipped face up and the new placemant rulas are now applied to that row.
Game mades a Game mopde Setup Table, Stage Descriplion Rulabook w

4th Lap Bonus
Eternals will ba Revived on the 1st, 2nd, and 3rd lap. A Bonus will be gained on the 4th lap.

Top Row: CAMP Bonus

- The CAMP Bonus Card Is immediately played to one of the othar two rows In the Fiald.
- This changes the placemeant rules for the rest of that row o CAMP.
- Once you clear the row, the CAMP Bonus Card is moved to the Discard Area along with the other played cards.

The Yellow player plays a yellow 9 o
ther lop row. This chears the: row far the
dif time and tripgers {he dth Lap Bonus

Tha Yallow player immediataly plays Sie
CAMP Bonus Cand b the middbe row. From
this paint on (three spaces remaining)

the placament rule far CAVE is changed
to CARP.

’i) Middle Row: Heart Recovery Bonus
N

The 4th Lap Bonus for the middle row is to recover all spent Hearts {moving them from right 1o left).

“Haarls m

Bottom Row: Gain a Star

The 4th Lap Bonus for the bottom row (s to gaina Star.

“Starts m

Clﬂﬂi ﬂg HOWS You have gained 1he 4ih Lag Banus, the CAMP Bonus cand.
Once a Field row has been cleared four times, cards can na
longer be played to that row. To indicate that the row |5 closed,
the played cards are not cleared and the Field Card is placed
face down in the Bonus Area.

T i E r i H : .
fee Fiedd Card in'the middie raw i= moved 1d the Discard Area Instaad The row i= now closed. Keep the played cards in the row and place the Field Card

{olheraise il would caver the three Hearis). i ke Boris-Area. Tase cown



1~2 Play a card to the River =5

There are no placement rules when playing a card to the River. Cards affected by a Curse can also be played o the
River. For example, you can play a B to the River even if the King's Cursa is active.

When the 5th card is played to the River, you immediately gain a River Bonug from the River Bonus Area.

- ¥ou add one River Rare Card to your hand as a River Bonus.

- |1 there are no River Rare Cards, you gain a Game Over Card and everyone immediately loses the game.

- After gaining the River Rara Card, move the five played cards o the Discard Area, face up.

The Rad player plays the red 9 to the Rivar.
The oth card has baen played to the River, so the Red player adds one River Rara Card to their hand.
The five played cards ara moved to the Discard Area, face up. Tha River s now amply.

The Red player plays the red 8 to the Rlver.
The 5th card has bean played to the River, but there are no River Rare Cards left.

The Red player recanes the Game Over Card and everyons immediataly lozes the game

13 Use an Ability Card @)

Most Etarnal Decks include Ability Cards. Whean you play an Ability Card, play tha
card diractly 1o the Discard Area and resalve the effect of that card.

You may play an Ability Card into the River without activating its affect. Ability cards - A Eternats
“The Ability Cards lor the & Elemals {only during Stape A) are played 1o the Stage Card Area instead of the

Discard Are m

*The Ablity Card for the Minotaur will be played 1o the Fiefd instead af the Discard Area

Ability card - Minafaur

Check the Discard Area

Chacking the Discard Area is not prohibited, but it is recommended to limit your checks (o the following:

- Any of the cards from a playar's Starting Deck

- A spacific card (balore checking, annaunce the spacific card you are looking for, such as a River Rare or the Phoenix Red 2)
* Optional advanced rule: Chacking the Discard Area iz prohiblted at all times. Cards should be discarded face down.

@



Generate a Jewel

You will use cards from your hand to genarate Jaweals and give them 1o
the Eternals 1o remove thelr Curses.
clad by il cars st 15 gen

If thara ara no fevived Elamals, you cannol ganerale a Jawal

IT you have already given Jewals I the currantly Havived Elernals,

cannol generala a Jewai

Jewel Recipes

&87 Jewel Recipes
h 4 i

There are eight recipas for genarating Jewals.

- Each recipe can only be generated once. .. -

. 3 . two d
- You will gain both a Jewel and a Star for the "1/5/8 cards” recipa. e
'E‘.z-‘&'w ... Any three cards

2 =

& Three cards of the same color

Give Jewels to the Eternals Three cards of different colors

- Take the Jawel matching the recipe you just completed and give it

1o any Eternal In the Revival Area that does not already have a Jawel. Ol e vinel wlihy b miimbsur 1 oor 9

Eﬂ Twi cards of the same number

- Place the Jawel o that it covers the icon of the Eternal's Curse. Three cards of the same number
HE] One card each of the 1/
Cards are played to the River 23
« All cards used (o generate a Jewal are played to the River. -Color Gards:
L Only use one cober of your choloe
« If thare are five (or more) cards played to the River, you will gain the
Rare Cards: Can be any color and number.

River Banus as normal. Two ar more Rare Cards can be uzed in
« It is possible to have more than five cards and up in the River after B S- MRG:

genarating a Jaweal. Mo matier how many cards are in the River, thay Abitity Cards: Can be used in the recipe

. ®Any twa (three} Cards”
are all moved to the Discard Area.

The Blue plisper isses tha cards "blue B, "radigréen 2%, and “redigrean 47, & gensarale a Jewal with

i recipe: "Threa cards of differend colors®,. The Blue player can give the Jewe| o the Skeleion
ar fhe King in the Revival Area. The Minolaur has & Jewsl, theredora, it cannol be given anoiber,
They decide 1o give (he dawel 1o the Skalelon: This remiowves the Skedeton's Cursa of "Mumber 2 &
1 gierds cannol be playad b the Field™. Thare are now skt cands in the River, so the Blue player

adds one River Rare Card 8 their hand and moveas the six played cards o the Discard fesa,




Give a Card to a Teammate

y Spend a Hearl to give any card from your hand to any other player, face down.
4 4 When spending a Heart, move a Heart token from left to nght.
A Heart to the the right of the arrow Indicates it has been spent.
[ Hint ] The Skeleton Ability Card recovers 1 Heart {movas Heart from right to laft).
[ Hint ] The 4th Lap Bonus in the middle row of the Fleld recovers all spent Hearts.

cards in hand. If you a

Refilling Your Hand and
Ending Your Turn

cards and you will not dis:
will not draw cards, leaving you with less than three cards in hand.

Play continues with the next 1 in clockwise order taking their turn.

“.;_u._-
&)
L—
2 cards in hand Player Dack 4 sards in hand

yar has Iwo cards in their hand after playing one card 1o the Field. They draw one from thair Player Deck.

& three cards in hand.

18 Blue player ugses all three of thelr cards in hand 1o geneérate a Jawel. They only have two cards in thelr Player Deck

ey draw tnem oobtng saving thair hand with aonly Iwo cards and thalr I'h.'.'_\".'l Dack armply.

n their Playar Dack. They play thair card to the Fiald to Bevive the Phoanix

jar has ane card in hand and no cards

Tha Red pl
Normally, they would put the Phoanix Dack at the bottam of thair Playar Deck, but thelr Deck was emply

So. thay immediately make the Phoenix Deck thelr Player Deck and rafill their hand with three cards

Losing and Winning
All players loze: If the win condition and the lose condition occur during the same
- [t a player cannot take one of the three actions on thair tum. player's furn, the win condition takes priority

- [t a player draws the Game Over Card Trom the River Bonus Area. Example: While playing Stage A, you gain the Game Cwver Card
All players win: fram the River Bonus Area at the same time that you

- When the 4th Star has been gainad. Generate a Jewel (Recipe 1/5/2) to gain your fourth atar. @



There are six Stars in Stage A. To win, you must gain four of them.
Gaining Stars When you gain a Star, place it in the area marked with the four Star icons

in the Stage Card Area.

Give Jewels to the 1st, 2nd, and
3rd Eternal in the Revival Area

Give Jewels to the 4th, 5th, and
6th Eternal in the Revival Area

Revive all Eternals

You will gain a Star when you place the
9th Eternal in the Revival Area.

‘Jewels-are nof needed b gain this Star

Generate a Jewel with the 1/5/9 recipe

You will gain a Jewal and a Star.
[Aemindar] Rare Cards can be used as any numbar.
You can also use multiple Rare Cards.

Complete the 4th lap on the bottom row
You will gain a Star as a 4th Lap Bonus:

Play the three A Eternal Ability Cards

Onca you play the 3rd A Eternal Ability Card to
the Stage Card Area, you will gain a Star.

“This Star can anly be earned during Stage A




A

GHOST

Reveal all cards in player's hands. Players can
discuss them until the end of the current turn.
Return revealed cards back o player's hands.

SKELETON

Recover 1 spent Heart {move Trom right to laft).

It all 3 Hearts are unspent (left), playing tha
Ability Card will do nothing.

WITCH
Generatas any one Jawe| without using Numbear!

Rare Cards.

Cannot be used for the 1/5/9 recips

VAMPIRE

Mo Ability Card.

ity cards

A ETERNALS

In othar Stages. no Star can be gained. Instead, you gain a Star Bonus
aach tima an A Eternal Abllity Card |s played.

MEDUSA

It there ara any Rare Cards are in the Discard
Area, put one back in the River Bonus Area.
*¥au may shepys check e Discard Arps beliore paing a0 AllEy Cad

" The Rae Card ooes not hawe B0 ba 8 Ahser Rane Card

Fuor eocsmpie. you can wie & Ohosl Paes Card

* In Praa Mode, you may alaa place any Puiple cand o the Buer Banus

Arpa instand of @ Rama Car

MINOTAUR
Exchange this card with any card |n the Field.
The Minotaur card is treated as a Rara Card.

axchanged for the "CAMP" Bonug

Card galned from the 4th Lap Bonus,

RRAREN
Add any two cards currantly in the River to your
hamnd.

¥ tham ks only one-caml in the Aier, you can only add one o your - hand.

Draw three cards from any Player Deck and
add them lo your hand.

“Afed diaveng and kaoking B the 184 cand wou can ehopss ko dras e
2ad chrd from e same o ditterssl deck. Same cpden lor e S cand
"As5 long as thern are cards 0 a playor's dok, you must dras a hoisl ot
thiess cards |1 (hers are Bevent Ban Thies cands amang all plapeis’ decks,

by i e P of Eaeds aemaning

16



It is prohibited to directly talk about the information of any Number
Cards in your hand, but it is recommended to talk indirectly.

Verbal Discussion

You cannot say somathing like | have a number 1 in my hand" or * have a yellow card”.

X You cannot specifically talk about the "number" or "color” of cards in your hand.
‘// You can talk about information other than Number Cards in your hand.

=You can talk aboul the Rare Cards or Ability Cards in your hand.

=You can talk about any of the cards thal you have already played to the Fiald,

played 1o the River, or used for Jewels.

With the cards In my hand now, | can place agne here

bul | can'l place ona hana.
m thinking of genarating this Jawal naxt

- | have the number 1.

- | don't have the numbear 5.
- | have red cards.

- | don't have blua cards.

- | have Two-Caolor Cards in
iy hand.

m using the Fhoanix Deck. YWhan | play a high number, it will ba red

! you get the Phoenix green 3 card, | want you to play It hara

| Bavive, the Mermald or the King?

v

- | have a Rara Card.
- |'ve got the Minotaur Ability

5@ on the number 4 1= tlough

Card.
tlooks like wea can win if wa get the 4th Lap Bonus Star. - Whal I tha affact of the
can play a card hara and hera to get that Star Ghost Ability?
- | just played the grean 3 to
the Fiald.

a Ghost Ability Card to reveal our cards in hand

"Wa can win!!®



Communication Discs

You can frealy place or return discs at any time to show your Intentions.
Want to make the gamea hardar? Try playing with no Verbal Discussion, |ust
Caommunication Discs!

The Red player's Initlal hand was red 1, 3, and & [Mote]

Place Communication Discs on spaces o indirectly communicate to your
teammates whare you think you can play the cards In your hand.

Thay placed both of their discs on spaces where thay think they can play the red 1 and red 5: Communication Dizscs can be used
at any time. This means you do not
have to wait until your turn to use
them, they do not have a limit on the
amount of tlimeas they can be used.
elc. Players may move their own
discs as many timas as they lika, as
well as wherevar and however thay
like.

3 cards i hang

The Blua player only has the blue 1 in their kand.

They place both discs on the same space o show thair strong desire 1o galn a Deck
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A simulated experience of Eternal Decks
Before you explore the Eternal World, you may train hard fo

pRﬁCTICE prepare for an encounter with the Eternals.

We have prepared a Practice Mode for those who are just starting
to play board games or who want to understand the rules while
piaying the game.

FEEESL SIS S S S EEE S S
e e e e s s e s e s -l
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Stars are not used

To win Practice Mode, yvou need to
Rewvive all ning Eternals.

Setting up the Field Cards

Place MOUTAIN in the top raw, CAVE in the
middie row, and CAMP in the battom row.

Setting up the Eternals
You will not usa Ability Cards. Remove tham lrom each Eternal Deck

- Sal up thres A Elarnalz in the top row of the Field. Reamove one from the gama using a d4
(sea ‘Setting up three Elernals’ on the naxl page).

- In the middle Field row, setup B Eternals in the sama way as the lop row.

- In the bottom Field row, satup tha Alpha, Gamma, and Delta Golems.

- To setup the Golems, shuffle the fourty cards in the Random Deck, faca down, and prepara
aight cards for each Golam, without looking at tham.

» Remove tha remaining cards from the Random Dack from the game.

» Place one Jewel on each Golem

g Revive the Golems and break the Curse of the Eternals
You cannaot parform the action ‘Ganerate a Jawel' during your furr
= Tha way to ramove a Curse from an Etarnal is to Revive a Golam.

- Once you Revive a Golam, you parlorm the ‘Generata A Jewel’ action using the Jawel on the
Golem.

« If there are no Revived Eternals to glve the Jewal to, the Jeweal will ramain on the Revived
Golem. The Jewel cannot be given to a Revived Eternal on a later turn.

Hearts are not spent

¥ou can ‘Glve a Card to a Teammate' using the normal rules, bul you do not spend any Hearis.
Thi ] VoL can give ca Iy 11 L

4th Lap Bonuses are not used
The rows close after the 3rd lap.




DIFFERENT GAME SETUPS AMD DIFFICULTY MODES

6 ﬁmg M{”}DE When playing Practice Mode, 2-player & 3-player Stage A: Beginner Mode,
w or any future Stages there are different steps you need to take to complete

Setup.

Game Setup

Setting up three Eternals

e famiity

There are lowr Elermals within the the sa
Howaver, only thrae will randamly appear in sach game.

For exwample, the A Elernals are A-1 Phoenix, A-2 Mormaid, A-3 King. and -4 Fairy. § you ralled 2, you

would remave A-2 Mer and usa the remaining thres in the gama

Setup for 3-player games

“’ Compared 1o a 4-player game, your Playar Deck will be less ikely (o mn out, but the fotal number of

Jewale will be raguced.. Be sure 1a discuss with your fsammalas which Elemals you shauld give your

Jewals ol

E—
SEIUP - z-p]ayer o nie BEEE
i' Aler sach player has decidad an thair main player color, they will chooss & second coler fram the two — - _ -
ramaining colars. Shulfie the Starling Deck.of the second color, face down, @nd remase three cards from _'|
fher game. Pul the remaining two cards face down at the battom of their Player Deck

i Setup for 1-player games

Stage Descriptan rulshook @

Difficulty Modes

Stages A/B/C/DVE have four Difficully Modes: Beginnar, Standard, Expert, and Professional.
If you are familiar with board games, try playing on Standard or Expert,

i1 Beginner {Easy) : Recommanded for those who want to enjoy board games with others.
' Standard (Marmal) : Recommended for those whio are familiar with board games.

i Expert | Difficuit) : Aecommended for those who are familiar with this game.

4 Pro (Challenging} : Recommended for those who want to take on a high level of difficufty.

Have you completed Stages A-E?
Mo: Alm to complete them first.  Yes: Prepare yourself for the final Stage, Stage F!

What did you think of Stage A: Beginner Mode? :
The real beginning to this game is waiting for you in the Stage Description rulebook. Go on! "%
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STAGE DESCRIPTION



STAGE A STAGE B
lﬂh”w:r':“mhdf:m """J % e AT N ﬁTURE STﬁR GH{:}ST T{:}WN

tha Fiald Cards and Edernals 1o yaur liking,

Begi Mod
eginner Mode X

Ho ocdEanal saiup. | T —

Standard Mode

Srvafia ihe FOREST. LAKE, QRASSLAND and RIVERSICE
Frald Cajcls prel plscs (Ba luce dowi an kajl al asach
athar in the Fleid Jard Aren of 1ha bofliom row. Turn
the lopmoal cand Tass up

Fiar Szage G, ahullle red of th B ndi-Slage apeaie
Fioid Caros faon down (doo nol include SWAME].
Creats bwo lace dowrs sela al foar Field Cande. Pul cog
sal ol lows canda ir 1he Bolom row ard (he othar selin
the midifls raw, Aetum tha extm card back 10 ths box,
I chiavs

Expert Mode

Snipgfthe might of The 1on fon-Slage apecilic Fleid Cards
|da nod inolude MOUNTAIN & CAMP). Create fao faco
down-sats of four Field Cords. Puf ans sof ol loor
cands in the DoRam row and ihe olher ael in e mEdio
row. Tum 1ha topmosl carns ace up. Foturm the exira
cands back jo bhe box, Eaca down,

' ki N A.

For Seage C, Molow Fe samee sSeps above, anoegl
whiiiTe pdme ol Bhe len ron-Stage apecilic Flekd Cards
tace down {ga nol inchude CAMP). Retumn the extra
card Dt jo B Dox, e dovwn

Finid: Cards ‘ame selup dho same os- Expert Mods

R 3’1,

HNo River Rara Cards ane wsed for the Reser Haro Banus.
Inalead, Mie Puple 1050 Slar Cards  arg atesd
Tha Purple #/5% Star Cards can bo gained in any
ardar.

Whan playing & Stege that mees (e Ransom Dock,
romove the loor Rare Caeds from i belore satiing up
any Esarmal Docks.




STAGE C STAGED STAGE E

LABYRINTH BATE REEPER SILENT

EEEE
BEHEEE
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The Eternal World is a vast expanse of nalure.

STA@E ﬁ Interact with the mysterious Eternals while
learning about the different Fields and the

NATURE STAR | coverotimesan

First Encounter with the Eternals
EESEFSREBEEEE SR EEFASFESFAESESAFTEEESEEEESERS SR

Standard Mode

How did you like Beginner Mode ? Now, increase the difficulty by one and try Standard Mode.

Setup Changes
On page 7 of tha Basic Rulebook, yvou prepared for Beginnaer Moda.

- In Standard Mode. CAMP iz no longer used In tha boltom row of the Fiald
- Instead, FOREST, LAKE, GRASSLAND and RIVERSIDE are uzed. Shuffia these four Field
Cards and place them face down in the Field Card Area, Flip the topmost card face up.

345

That will ba the placament rule for the 15t lap.

*Detaile wboul Fisid Cards, Baslie Aulshaok m

Updating Rows With Multiple Field Cards
During tha 181, 2nd, and 3rd lap, whan you clear the row, tha topmost Field Card In that row wili be moved to the Discard Area along
with the played cards.

The new Field Card Is flipped face up and the new placemant rules are applied to thal row. Aftar the 4th lap, the Fleld Card is placed

face down in the 4th Lap Bonus Area (or Discard Area) and the played cards stay in the row, as normal.

Win Condition - Stage A

tﬁ;\ Thera are no changes to the win condition for Stage A
g@fﬁ ¥ou still need to gain four Stars.
%%? “How to sarn stwrs, Basic ridabook m

?@f

Time To Try Stage B!

Once you've cleared Stage A in Standard mode, try moving on to Stage Bl

*I you want o play more af Stage A, iy Experl Mode
*Il you want by play Stage B and beyand mode casually, iy hem in Beginier Mode

“Blage Setup Table for sach mode @@

03}
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Gain the four Keys

Win Condition - Stage B/C/D/E/F: Gain four Keys
From Siage B onwards. the win condition for each Stage Is to gain four Keys.

Onece you have gained a Key, placa it in the Key Acguisition Area.
The method for acquiring Keys will vary depending an the Stage.

: _% i
How to gain Keys for each Stage Kay Acquisition Area
Stage B: Ravive four B Elernals
Stage C: Gomplete four Puzzie Cards
Stage D: Reduce the Gatekeeper's HP to O
Stage E: Each player completes different tasks
Stage F: Various objectives

Star Bonus

From Stage B onwards, whan you gain a Star, you will gain a Star Bonus. Star Bonuses vary
fram Stage to Stage. For example, in Stage B, you add one of the Purple Star Cards (1-8) to
your hand.

From Stage B onwards, you will prepare five Stars ingtead of slx

*The Star from the Stage Card Area in Sfage A will not be used

*Sol up the five Sters the sama way a2 in Stage & A Elermats Ahility Card

When you galn a Star, placa It in the Star Acquisition Area.
Whan gaining the last Star, place it on
top of the four Stars already placed.

Blar Acqussition Area

@
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STAGE B After unlocking the power of the Stars, you discaver
there are more realms o investigale within the

Etemnal World. After some travel, a spooky town
GH()ST T{DWN appears before you. You think it is abandoned...until
you spot Ghostly Eternals! Quickly collect the four
The Key to Solving the Secrets Within : s and move onto the next realm.

SEssEsEssnrsEE e EEEEE SIS EESR RS LA EE AR EEEARE SRR EREREE RS SRS S S

- .-

FI'Im'!:'.fImHnIIIT

4
B

SETUP
@) 2 Stage Cards @) 4 Ghost Town Field Cards
Place the Star Stage Card and the Stage B Card as Shuffle tha four Ghost Town Fleld Cards and place
shown abova. tham face down in a stack on tha top row of tha Field

Card Area. Turn the fop card face up.

9 9 Purple Star Cards “
Place the nine cards on top of the 9 4 B Eternals Decks and 4 Keys

Star Stage Card. Prapara all four B Etarnals in the top row.
Place ona Key on top of aach Eternal.
9 1 Jewel Tha CAMP 4th Lap Bonus Is not uged in this Stage.
Place one Jewel on top of the Stage B Card as@

shown abova.

rmal. Hasic nulebooi. () (BR; 5 id Cavts and oihier Elernals

Star Bonus

When you gain a Star, you must immediately add any one
Purple Star Card, of your choice, to your hand. You may
only choose from the remaining Purple Star Cards that
are an the Star Stage Card.




How to gain the four Keys

To win, you need to Revive all four ghost-type {B) Elernais,
You will galn one Key far aach B Etarnal vou Revive. As usual, play cards In
thia row untll you reach the B Eternals and then select tha Eternal you wan!
1o Ravive, When you Revive tha 15t B Elernal, follow these staps:
- Move the Kay that is on top of the salacted Eternal 1o the Kay Acqulsition
Arga on the Staga B Card
Mova [ha saléclad B Elgfnal 1o the

B Card, instead ol the Baviv

B Etarnal Placeman! Area on the Slaga
al Araa

*Pleases nats thai anly B Elemals can be moved tao the Siage B Card.
All ather Etlemals will be moved (o the Revival Area as normal.

to s original position.,

You may not usa any of the Jewel recipes from
the regular Jewal Area 1o remova the Curse of a
B Eternal on the Stage B Card.

Whan Reviving subsequent B Etemals, follow
these steps. It you gave a Jewel to the Etermnal
already on the'Stage B Card, return the Jawal

B Etarnal Placamen! Aran

Ghost Town Field Cards

T

CASTLE

You must play cards in ascending order. You must
play the same color Pu

24 4’55.

LEZT POMERT

adiacent

ama numbear eannot ba

EHBLEE”

rO6

You must play cards of the same number.

-1 31854 33

|||«. L L

ramovad the Curse Elermal was on
ima Stage B Card, the Curss will ba activated
giain n the Fevial Area You must remove. |t

again by genarating a Jewel as narmal

Move tha B Etarnal on the Stage B Card 1o the
Rewvival Area. Move the Key and the B Eternal
you just Revived 1o the Stags B Card.

You win after Reviving all four B Etamalg.

L
e e
LOST FOREST
Cards within two conssculive values cannot be adjacent
You must play the same cobor.

Ther sarma numbos cannot be adiacant

EOE~BOE

F}: ST i VHL [Bame a5 CAMP placament rules)

While the Fastival is active, the following ability is
always available to all players: On your turm, you
may play ona or wo cards to any Field row and /
or the River.

IF you play two cards and gain a Bonus or Revive
an Eternal, do so after playing both cards.

* Alter plaping & filth card in the Baer, you cannat play a sixth ceed
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STAGE C
LABYRINTH

Escape from the Labyrinth

EESESASEEEE B EE S B S

K,

SETUP

0 3 Stage Cards
Place tha Star Stage Card and the two Stage C Cards
{Puzzle Area and Puzzie Level) as shown above.

9 8 Star Purple Cards
Place the nine cards on top of the Star Stage card.

9 4 Keys
Place tha four Keys on the designated spaces of the
Puzzle Leval Card

ﬂ 1 LABYRINTH Field Card
Place the LABYRINTH Field Card face up In the top
row of the Fiald Card Area. All four laps will be the
LABYRINTH.

9 8 Puzzle cards

To sedup tha Puzrsks Cargs, fins! shuflle the four Level 4 Pursds Cards face
dawn and selict one al randam. Shuffle the four Level 3 cards Face down
and place ane aniop of the Level 4 card. In the same way, place one Lievel

2 card on 1op of the Lewal 3 card and one Leval 1 card andop of the Level

With the knowledge of how Keys work,

you now find yourself lost in a Labyrinth.
Enlist the help of the Labyrinth Eternals to
solve the puzzles inside and find the Keys

before you are trapped forever.

Purzbe Area card Purzie Level cord

2 card. Using fie same above staps, oreale analbar siack of fdur cargs

Amanpa bally stacks of Pursle Cards an the Puzzle Ares Card
T botls Leval t Puzds Cards face up.

() 3 C Eternals and their Decks

Prepara three random C Eternals In the top row of
tha Flald.

5, 4th L ting Die
amimimnica

rdirg i the Diffiouly Mode

e e e e s s e s e s

b




How to gain the four Keys

5 To win, you need to complate four puzzles.
y % To complete a puzzhe, you naad to play cards to the differant Fiald rows n

slich a way that matehes tha Puzzle Card exactly.

Puzrzle Carde cannal be viewed in any othad orlentalion. The diamond(s)
showling the puzzle leval should ba In the top left corner,

e
Py

- Rara Cards, tha Minotaur Abdlity Card, and tha CAMP 4th Lap Bonus Card can
be used as any color ina puzzle. You can even complete the puzzle by reptacing
the Minotaur Ability Card with a card thal was already played Incarrectly,

omplat When a puzzie s complated, move the ey, corresponding o tha

pay tha | Hetas the puzzle i puzzle leval, on e Puzzie Leval Gard 10 the Key Acquisiilon Araa.
completed later, [ will not count. Make sure everyone does not miss - Move both the completed Puzzle Card and the other Puzzie Card ol
the completion of a puzzie! the same leval o the Discard Area

- f an Eternal would be Revived at the same time a puzzle s completed,  You do not need te complete both puzzies of the same level!
complate the puzzle first. - Flip the two Puzzle Cards of the next level lace up:

Tha Red player plays a red 1 to the bottam row in the Fiald, The Blue planyer used the Minolaur's Ahility Card

This causes them 1o complele the Lovel 1 puzzie, which reguired playing thres red o replace fhe gresn T card thal was already played to the botiam raw in the Field

owrds in the same calumn Tha Mnotaur's Ability Card can be any cohar. The Bius player says it s red, which

et cound as complating the puz=te. You must glay & Mumber aor Ran Cand cyer the Skl

\Whan using tha O Eternnls {Skul Cards|. simply playing the Sl Casd to the Finld does uauses them lo complele the Lavel 4 puzzle and win (ke slage!
Catrth Foe & by 0

Labyrinth Field Card

LA 2R Firsd and la=! gard are the sama

35 53 LABYRINTH
Mumbers must be symmeatrically opposite. £ 8 ik IE .,-:
3_ 3 ' ey e P W’ O 4

= Heoond and second 1o lask card are the same
Cards of the same color cannol e adjacant

Third and third o a5t onrd are the same |
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STAGE D After escaping the Labyrinth, you approach a C>
large gate. An even larger figure blocks your
. path. Work with the Positive Eternals to defeat
GﬁTE KEEPER The Gatekeeper.

Fight the Gatekeeper

e e e e s s e s e s

b

GK HP Cord GK Dock Card GK Deok Aroa

SETUP

G = Dealekeapar

In Stage D, the GK takes a turn after
the last player takes their turn. {§

@) 3 Stage Cards
Place the Star Stage Card and the twa Stage @ 16 GK Cards. 1 Game Over Card

D cards (GK HP and GK Dack) as shown above .

e 5o DEEd
€©) 4 White Star Skull Cards —_— Hat Dok
Place the four White Star Skull WERy ozt Eﬂﬁ.ﬁj EEEE
Cards on top of the Star Stage Card. & 3L50 & 5 3player onfy cards

To prepare the GE Deck, lallow thase sleps:

9 2 GK Discs . .- Place 8 Gams Cver Card idiffarent from e one in tha Aker) on jop ol e GH Dack Area

. i - Shgtila the GE 2nd Hall Dech (puipds caed back) 1ace dowr ang place i o iop of e
Piace ane on the 20 HP space of the GK HP Card. Garme Chver Card

Place the other on the 15t space in the top row of the - Shuifka the GR 15t Half Deck (whits cand back) 1a0e dosm and place 8 on iop of tha 2nd
Flald. Hal Dack
“Fon 3-player games, all sghl cards e wsed in 1he 151 Hall Deck
0 d KE?S e Bpdbger and d-plape gESes. Gk Bix ok aee sesed (Rsave the s 3-player (nly cands)
Placa the four Keys on the 15/10/5/0 6 3 D Eternals and their Decks

HP spaces of the GK HP Card.
Prepara three random D Etarnals in the top row of

© 1 Mountain Field Card the Field.
Place the MOUNTAIN Flald Card in the top row of Seetu s, Stars, Hearts, £th Lap Bonuses, Starting Decks, or
Ha TILETH ALK Lt al.
the Field Card Area. All four laps will be MOLUINTAIN. -_;Irl F.:IL s ¢ s wcording I ke Dilliauty Mode (1) (n2)

ha staring playod |s tha red player. ¥ o is no red playor. thon tha blua playar starts
layer. e the green playe: siars

I e s mer ks



How to gain the four Keys

To win, you need to reduce the Gatekeeper's hil points (HP) ta 0.

- By playing a Numbar Card on top of a Skull Card of the matching eolar,
you can deal damage 1o the GK aqual 1o that number.

- You will gain a Kay from the GK for avery 5/10/15/20 damage you deal

- After gaining a Key, the GK's HP will relurn ta 20, Any ramalning damage (s
lgnored when the HP resats.

If you play two cards in succession, due to the eflect of thae Pegasus Cursa,

resolve the damage from the first card bafore resalving the damage fram the

zecond card.

0 GATE KEEPEN ; . The GK's HP Is currently al 20. The Red player plays a
; ' ' red 8 on the red Skull Gard. This deals 9 damage 1o the
GK, which would bring tha GK's HP 1o 11. Tha Red player
moves the HP disc 9 spaces. However, after 5 damage
tha disc reaches a Key. The Red player places tha Key in
£ tha Key Acquisition Area. Because a Key was gained, the
] g - ¥ GK's HP disc returns to 20. The 4 remaining damage that
Ddamegs was done |5 ignored.

L

RAare Cords can be played an top af @ Skull Card, bol il will nol da any damage o the GK
Skull Cards are o new card bype thal appear in Slape D, Thers are five colers ol Skull Cards (red, blue, groen, pefow, aad garphe)

They can be lound in the GK's Deck and O Ebernad Decks. Skull Cards are played (0 the Fild

Each D Etamal has threg Skull Cards within thelr Deck. Each D Eternal Cursa has a positive impact on the playars while it s active.

PEGASUS JINN
On your turn, you may play one or bwo cards to any At tha end of your turn, refill your hand with

il cony ataion o Hivar cards from your Player Deck so thal you have
four cards (instead of threa).

Envals

Il yau play twa cards and gain a Boows or Aavive an Eternal, do
si afber playing bolh cards.
*Afler playing a fiflh card in the River, you cannal play 2 saxih

card.
BARONG rYUBI
When playing cards to the Field, of the When playing cards io the Field, of the

same color can be adjacent.

*The Common Placemenl Rule “cards ol the same rumber cannat
be adjacend applies.

*Finid Card Placement nubes must be inflowed

*This applias bo'all thres rows and can happen multipie times
within & single row.

sama number can be adjacent.

“The Common Placement Rule "oards of the same color canmmoal
be adjacent” appliaa.

“Fiold Card Placament rules must be ol oeed

“This applies to all three ows and can happen mulliple times
withirea single row.

EED. BEDGXEE0E. @A BEX

*MOLINTARM Examphi: rod 3asrid ey bkie 5 prean T grean 3 RIVEREIDE Example: rad 3 —syeliow E—p.:luv Ysred § —=blua §
“Thea Comman Placemant Bule for LAKE ard SWARMP is that "Purple cards cannol be adjacent”
bt BEARONG afcras for up ba bao Puple cands 1o bs adjacent



Playing a Skull Card from your hand

- Skull Cards In your hand are played o the Field just like Number Cards,

' |
S

are subject o the rastd

ull Cards cannot be adjacent to the same golor Skull Card ar Number Car *

For example, you cannot play a grean Skull Card if the Krakean cursa s active. 7 - =
| 1 L g N
- It 15 pozsible to have multlpla Skull Cards in & row. -

*You can place Skul Cords 16 the right of the numbar 8 in MOUNTAIN and 1o the dghd of the number 1 in CAVE . m

Playing a Number Card on top of a Skull Card

= Aare Cards can be played on top of @ Skull Card ol any colos.

= Mumber Cards can anly be played on tap ol a Skull Card of the sams colar. pw T F Ty
= Two-Color Cards can be played n top of & Skidl Card of either color. L !

= You can play ibe CAMP 41h Lag Bonws Card o0 bop ol & Skudl Card

It will derad O dameape |0 1he GK

= Number and Rare Cands cannot b played ta the righl of 2 Skisll Card. Meaning, you

mora Bumber or Rare Cards in that ro

Shull cords cannol Revive Elermals or gain

!

Enm X nhﬁ_ﬂ

musl play Mumber andior Rere Cards an 1op of all Skull Casds ina row belare playing E n B hﬁ i
. \

h Lap Botuses, Players must play

& Mumber or Aare card on fop of the Skull card to Aevive an Eternal or gain o 48h

Lap Banun

Additional notes about Skull Cards

| playr ] The Minotawr fhifity Card can be-exchanges wilh Skull Cards. Il thers 5 a Nunbar Cand
Bl Carda camn ral on fop of a Skull Card, you must take (ke Number Card instesd. The batiom Skl Caxd
I} sl of the cards in your hand are Skall Cards, you will lose the game il you cannot play will remain’ in place and tha Minolaur Abilily Card will go on top af the Skull Card,

ona of fhem ba tha field. However, yoo can spend & Heard 1o give o Skull Card ba andgther

playar

Star Bonus - White Skull Cards

When you earn a Star, you add ong White Skull Card from the Star Stage Card lo your hand.

Iara are only four Wnile Sxull G Aftar galning the lasl While Skull Card, there aré no

White Skull Cards can only be played on top of colorad Skull Cards thal have already been
played o the Field.
You can play any colored Number Card on lop of a White Skull Card.



Gatekeeper's Turn

After all player takes a turn, tha GK takes thelr turn, Flip tha fop - [Pl cannot ba played {o the middle row, play it to tha bottom row.
card of the GK Deck face up. - H It zannol ba played ta the bottam row, or because thera 15an
Iitls a Skull Card active Curse that s stopping I from being played 1o any row,

Play It b the lefimost emply spacs on tha lop row of the Flald mave |1 to tha Discard Area.

Follow the same placemant and Curse rules as |f you wera |1t |5 an Ability Card:

playing the Skull Card from your hand, - Mava it to the Discard Area after activating its effect. Onca the
- [t 1 cannot be played to the top row, play 1 to the middle row GK has played one card, thair turn ends.

In & 2-playvar game, tha GK plays afier bath players take g
tns. After sach player’s lesl fum, the op card ol the GK

Dreech is lilbed 90 degrees. After each player's second tum,

2 Players

the GK plays a cand

The GK Deck = comprised of siciesn cards (fourleen n

2-player and £-pleyer oomes). Al ) i [eam ih

Thare are two GE Disce. One is used la rack the GK's HP.

The other is placed on tha Fisld as a halplul reminder of

wihste tha next Skull Card fram the GK Deck will be played
o Usually, ff ix. placed o ihe righ of tha most recanly played

card in the lap row ol the Field,

Gatekeeper Ability Card
After the GK activates an Ability Card, move it to tha Dizcard Area.

Generate "Twao/Three cards of the same number" Jewel

If thara s no Jewel on the matching “"XX* or  If thera are na Eternals to glve the Jewal to, the

"MXX" space, tha card doas nothing. card does nothing and tha Jawel remains in place.
If the GK generates a Jewel, the GK must give It If the GK gains a Star by offering a Jewel o an
13 an Etarnal in the Revival Area Eternal, the player's whose turn is next will
The leftmast Eternal in the Ravival Area, withou! obtain the Star Bonus (White Skull Card) if thare

a Jawal, will have prorly for

ara any lait.

Shuffle

Al playars pass the cards in their hand 1o the o siading

Assessing the Situation

The GK does nothing on thair turn.

i i b Fie 5l ryer Shisdlles 5 thet. .
player, face dawn. The starling player shillles ol cands logether “Onily usad in 3-playsr games

it

1 Players

Than; beginning with thamsalves ond moving in clockwse

arder, they deal all cards beak aul, one card af a time.
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SETUP

1

e

STAGE &
SILENT

The Silent Trial

E R R R R D

Beyond the large gale is

a silent space that

ms to go on forever.
In the distance, you hear the faint requests of

the Random Eternals.

Waork together and overcome this trial.

tar Bonus Card

o
7]

RS EEEEAESEEEASEE SR EEES LSS

Task Aron Card Key Area Card

3 Stage Cards
Place the three Stage E Cards (Star Bonus, Task Area. Key
Area) as shown abovea.

4-8 Communication Discs
Place the Communication Discs, that match the colors of
all playars in the game, on the Star Bonug Card. Return
any unused colors back 1o the box.

4 Keys
Place the four Keys on the leftmost spaces on the Key
Arga Card

1 MOUNTAIN Field Card

Placa the MOUMTAIM Fleld Card face up in the top row of
the Fiald Card Araa. All four laps will be the MOUNTAIM.

3 E Eternals cards

Prapare three random E Eternals in the top row of the Fiakd.
Shuffla the Random Deck face down. Deal eight cards 1o
each Eternal ta create thelr {random) Eternal Deck. Remove

Hearts, dih Lap Bo

conding lo the Dilfioaly Mode (0] )0 0F )

0 Task Cards (3 cards x number of players)

Siarting Tagks - Duilane Saartvg Task Card 10 asch player hal malches

Pear playsd Lo
- Shuffe the a7 00 Task Cards face o and dpal gne
o hah player

BiT/B/S Tasks - Shue e Oerern] Taak Conds face dowm ard dopl ome

...E o

ig ann rod pard of youl e pnd &

Gl Tasks Ay remaireng Genoeal Task Cands am
mmoved Prom e game

.l "!J. kel
fit: i
3 playars 2 playsrs

Ay memaining Genoral Task Cards
righimaost space ol e Task Anca

s are placed on the
Card, beooming tha

General Task Dock.
The siarting plargar is the oo player. f hero & na md player, Ehen tha Blue playor

starts: If there 1 na bioo player, then (ho graen plagar slars

e e e e s s e s e s

b




To win, all players must complete the reguired number of tasks.

‘TEEES

Enah player is deald thiee Task Cards. AMer you complete a task, place the Task Card face up on the

1 players

2 players

laft sida af the Task Area Card.

you complale & second task, place the Task Card on ihe Task Arop Card and move your Key b the

right agmin, Al thi= poind

erivding Tack Cird vou hay 1B

Eadh player is daahl three Task Gards. The remaining General Tash Cards beooma the General Task

Dechl. Compleling & task works the same s 8 d-player game. Hoas

remchas [he Koy Acquisition Area, the Task Cards of the players wha have already compleded both of

thair 1m&ks can no longer be uwsed and are placed face wpin the Discard Araa.

Works lhe same as a J-player game wilh one excephion

How to gain the four Keys

f )

ey 3} uﬁ b o %ﬁ

. @ &

il will Be in the Key Acguisition Area, which is the goal

Onoe: thal Key

o @

.

Adlar

The Fed plaper has completed teo tasks. The Blue player
il COmpload ore fase. The Geean  plopse Das nol
cnmplsad ey banks yel. The Yellbw payer Fas ot

complefied any insks yoil

A J-phayeer gurres weih Aed, B, and Gressn o (he paye

<olors. The Fed plager has almady compesed two ks

Whan the Deck mins ouwl, wou can na |L'I19I'!| ;.!il'l Ta=k Thni Aod plagad ihan Complaes ooe mone sk The

Cards.

runed Vellow Key has besn moved one space (0 fre nght

The E Eternals use eight cards from the Random Dack. which includes Numbers Cards (blua, red, yellow, green 1-3) and four Rara Cards.
The Curse an the E Elernals is activated one tima, immeadiately upon Revival. It does not stay active whila in the Revival Area.

Ll
YETI
All playars move the top card from their Player

Dacks o the Discard Area faca up.

*II' & playar has no cards in their Deck, the Curse doas nothing
1o thal playes.

RAPPA
Move 1 River Rare Card In the River Bonus

Area o the Discard Area.

*If there are no Aiver Rare Cards, the Curse does nothing.
*In Pro Mode, discard Slar Purple cards instead of River Rores
cards

CYCLOPS

Move two cards in the Field 1o the Discard Area. Skull Cards
and the CAMP dih Lap Bomus Cord are alss subiect 1o discard,

atiom. The row that Cyclops was Revived inis ignored

aards are baing discarded already).

SIT ghars == Only e card sh he Flokd, 1hat oom cand & digsanded

Il there Ara no cards, Bhe Curss doss ool

GOLEN

Steals a Jawel fram a Revived Eterrnial wiih a Jewel in fha
Revinal Area. The pronty Ihe devel 1o be dinosrded

ght The Curse will become aclive again for fhad
Etarnall
*Plage Bha asalen Jewes] o the Goalem
1 \hers are Fa Evarnnls In e Fevensd Aol with & Jewsl, the Curua

doas nothing




Verbal discussion Is genera Iy prohibited in this STAOE.  CI's okay o warbally dicuss any clarlications related to rules
Furthermore, Communication Discs cannot be used at the start of the game.
In order to use them, you will need to earn a Star.

When gaining Stars, thay must ba placed on tha Star Bonus Card in ordar (top to bottom, laft to right).
After gaining the 15t Star, all players will taka the two Cammunication Discs of their color, which can now be usad,

After gaining the 2nd Star, all players will reveal their Task Cards.
You may only revedl fasks, verbal discussion of tagks ohibited.

*In 2-player and 3-player games. o Task Coard ks revealed each lime a card s laken
fram the Gengral Task Deck

After gaiming the 3rd-5th Star, all players will reveal the cards in
thelr hand.

Return revealed cards back to player's hands.
*This is the sama effect as tha Ghosl Elornal Ability Card

*Wilber1 gaining the Sth Star, place it on top of ihe 3rd and d44h Star.

E E

After playing an A Eternal Ability Gard, all players will ravaal the
cards in thair hand.

Raturn revealed cards back 1o player’s
hands.

“This i= the zarna aflect o= the Ghasl Elerned Abilily Card



Gain a Star

After you gain a Star and place It on the Star
Bonus Card, you will complate this task.

‘Cannal be camplated by playing an A Ebarnnd Abilily Card

*There ane two idenbical copies ol this cand.

Generate a specific Jewel

After you generata a Jewal for “Three cards of
the same coler”, “Three cards of different colors”,
of “Threa cards of tha same number”, you will
completa this task.

*Theere ane two identical copies ol this cand.

Give a Jewel, 7th-9th Eternal

After you give a Jewel lo an Eternal in the Tth,
8ih, or 8th space in the Revival Area (counting
fram the leftmost space), you will complete
thiz task.

Task Cards

General Task Cards

Once you completa a task, Immediately reveal the Task Card and move the appropriate Key one space lo the right.

Starting Task Cards

The mament you gain the 3rd ar 4th Star,
if vou can reveal a 1/2/3/445 in your matching L . k
color you will complate the task.

"Hare Cards carmal be used to comphele Easks,
“Oinoe yaa gain the 4h Sar, you will o lenger be able
1o complele thase lasks

6/7/8/9 Task Cards
If you play a B/7/8/9 of any color to the Fleld bafora the 3rd Star is gained,

vou will complete the task.
*Aare Cards cannal be used 1o compleie taska,

To complate these lasks. you must be the one that parforms the matching task, not the othar players.

Complete the puzzle

After you play cards to the top, middia, and bottam
rows of tha Field, you will complete the task.

“To complala the puzzle. you onfy need 1o play the last cand

[ba sny row) in the column. Anyans can play the Sl bao cands
“All thres cards musl be in the same column,

Al thres cards musi be the same solor.

*¥ou can subshiule cards with Flares. Minolaur, sie,
Have a Rare Card in your hand

Aftar the 2nd or 4th Star is gained, if you hava
al laas! one Rare Card in your hand, you will
complate the task.

W youi gaina Fare Card when you gain your 2ndfdif Star, | can
boer retvea e

Play a Rare Card

After you play a Bare Card 1o the right of another
Rare Card already In the Field {Immediataly
adjacent and In the same row), you will complete
this task
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STAGE F The mystery of this strange life is related lo Q

the Dragon's eqgg.
Will you be able to witness the revevial of the
DRﬁG DN Dragon and return to your world?

The Revival of the Dragon

E
i
i
:

e e e e s s e s e s
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SETUP

0 4 Stage Cards

Placa the 4 Stage Cards as shown
to tha rlght.

4 Keys
7 Jewels

1 Star

1 GK Disc

Q0000

1 GK 2nd Half Deck
(B cards)

Place all gighl GK 2nd Ha¥ Deck Cands on top
of the Star Horus Card, face up. Tho oodar
s el atlee

pogd

@) 2 Key Bonus Cards,

The Tfoal Town Fisld Cands
will be i ihe botiom row al the
Fimld Card Anea; urderneaih
g faur random Field Cands

1 Camp Bonus Card, @ 14 Field Cards
and ‘| Hi'..rer Rare C-E rd - Place the MOUNTAIN Fiekd Card in the 10p row ol the Fied - Place tour of them on lop of each ofher i e mode ow
. Cand Area. Al lour laps will be Lhe: MSOUNTAIN Fiip the lop card lace wp
Placa in any arder an top of the : ; _ ) )
- Stulla the foor Ghost Town Fledd Cards, 1ans down, and place - Plare four mara on fop of the Ghios!l Town Field Carnds in tha
Key Bonus Area Card. them on lop of sach oiter in fhe batlow o of the Field Cand beoittiom rav Flip the Iop cnd faos un
Area - Reluiry fhe remaining Field Card back o e boo, looe down.

- Shufthe s ming Flakd Cards {ghown ahave], Tans down

Al Lap B




e 9 Eternals and 9 Eternal Decks

- Randomly sat up thrae & Eternals. Place one in the top row, middle row, and bottom row of the Field.
- Randomly sat up thrae B Eternals. Place ong in the top row, middle row, and bottom row of the Fiald
- Randomly sat up thrae G Eternals. Place one in the top row, middie row, and bottom row of the Flald.

@ Random deck (40 cards), 4 E Eternals, 1 Dragon Egg, 1 Star
- Shuffle all cards in the Random Deck and place it in the bottom row of the 4th Lap Bonus Area, face down.
- Maxt, place the four E Eternals, face down, on top of the Random Deck.
- Then, place the Dragon Egag, face down, on top of the E Eternals.
- Finally, place a Star on top of tha Dragon Egg.

Player Setup

Individual Revival Boards (1 of each) and D Eternais (1 of each)

Each player will take the Ravival Board and D Eternal according o thelr player color. Place the D Eternal, face up, on the left side of
the board. Red Iz Pegasus, Blue is Barong, Green is Jinn, and Yellow is Kyubl.

Starting Decks will use the D Eternal Decks (8 cards each)

Shuffle your eight card D Eternal Deck, face down, and place next to your board, creating your Player Deck. Draw three cards from
your Player Dechk.

u will pab dse your regular-Siaring Deck. Return thaas cards hack o the box

z il |
U afits 1 .. For exampla, only the Red player can activate the effect of Pegasus.
“On your turn, you may play one or two cards to any Field row and/er the River.”

Player Calar Additicns| Calor
In-a 2-player gama, vou will start with one additional Individual
” Revival Board as well as one Communication Disc of that color.
3. playars The additional Communication Disc may only be used when

Reviving Eternals using the |Individual Revival Board.

*Selup the Indivsdual Revival Boards as showsn 1o the nght

How to gain the four Keys

Ta win, all playars must complate various objectivas.
Every ime you oblain a Keay, you will also gain a Key Bonus, @




Generating Jewels from your hand

In Stage F, there are only three Jewal recipes that can be ganerated from your hand,

[ Hint ] In Stage F, If you galn a Star, you will gain a GK Card. You can usa the
GK Ability Card to genarate the "Thrae cards of the same number" Jawal.

Generating Jewels from the River

*H you generate a Jewel lrom your hand. play the cards 1o the River as nornal

*You may play & single card fram your hand o the River on your lurn as noomal

*H you complebs two recipes in the: River al the seme ime, you must select ane of them

*Muitiple Rare and Skull Cards can be used when ganedating a Sewal Irom the Aiver

The crdar in which cards ara played to tha River doas nol matter. There are 4 River racipas:
Hed + Bue + grasan

+ yallaw + any card

Bed + Blue + grean « yellow 4+ purpia card
Rare s Skull af any calar 4 re Biue 4 any car
Rare 4+ Skull af any aalor 4 grean + yellow < any card

One of the Key Bonusas is tha Key Bonus Rare Card. Once gained, Immadiately play it o
the laftmost space of the River, I there |5 already ancthar card in that space, move tha
other card to a differant. amply space in the Rivar.

For tha rest of the game, the following rules will be in affect:

This also means Skull Cards
can be used to genarate River reclpes.

- The Key Bonus Rare Card and Skull Cards of the matehing eolor ean halp with genarating
any Jawe! from the -RAiver, not just the two recipes thal requira (. Example: A red Skull
Card is used in tha “red + blue + green + yellow + any card” reclps
The Key Bonus Rare Card ts navar moved to the Discar River s claared

d Aran whan the

thaza spec 15 im the Rivar 1o arrasponding okan

Fidve gain tha o

lo-gain tha kay, the F v 5oandior 7

To-gain tha Star the River must h WO grear
To gain tha GK Disc, tha Rivar must have Hare, a pu Skull, two purpl s, and any
GH [Hsc will be axplainad In mofe datail on tha next page

L]

iy
0y
nwy

Skull Cards cannal be

iayed o the Rivar uniil

IRy
am @
VRl R
ol ] | K 4

yosu gain {he Key Bonuwes

Rare Card|

The Witch #hility Card
can ganerate any of the
twa Jewels from hand
{slill camnod generats the
1EM recipe) ar

Gaining Keys, Stars, and GK Disc from the River




Reviving Eternals: Individual Revival Areas

This zan only be done once

par game, per player,

First, place ona Communication Dise of your eolor an the River & Discs Card. Nexl, placa tha
Revived Etarnal on the rightmost space of your Individual Revival Area. The Curse of thal
Eternal will only apply 1o you.

it

F-player

it

2-player

Whan yaiigain a S3ar Bors
vou musl add ana GK caid
ol your ghaice, 10 yaur hand

Onee all four colored discs are on the River & Discs Card, you will gain a Kay.
When you gain the GK Disc, you mustl immediately place it on the River &
Discs CGard as any color of your choice. Once any disc is placed on the card,
it canmot ba moved. Uzing the GK Disc allows one player (o aveid the need

o Revive an Eternal (o their Individual Revival Area since the GK Disc stil

counts rards gaining the Kay

*Thal one playar may sbiif Revive an Elernal 1o their individusl Revival Area. [0 fhat casa, place thei
Communication Disc on fop of the GE Dwse

You cannol gain the Key unless you use the GK Dise.
You can Ravive up to two Eternals to your Individual Ravival Area. Place an

Eternal an your Individual Revival Area color and use your color Communcation
Dise flrst;

Gaining Stars

After gaining four Stars. you will gain a Key.

You must place the sclual B1ar kkans on the Star Borus Cand

Star Bonus

o)

'

Generate the *Threa cards of the same number"
the Ravival Area, Unlike Stage D, you can select

Aad used fst Bhie usad secand

Example of a 2-player

Individusl Aevival Araa

*You can gan Slar Bonuses wilh the A Elemal Abdiy Cards, bud these da not cound @s a condifion for abiaining the Key

Jewel and glve It an Eternal in

any Elarnza

*This card will do nothing il you have already generated s Jewsl

All players give their hands to the player who used the Abillity Card.
Shutlle the cards, face down. Then, starting with the player who |8 naxt in tum
ordar, deal ane card to each player in clockwize arder, untll all cards are deail.



Dragon Deck

After completing the bottow Fiald row four limes, the dragon will ba Revived,
The elght cards that make up the Dragon Deck will ba the seven cards currently In tha

battam row and one GK Card. To ereata the Dragon Deck, lisl, placa the Star an the St

Bonus Card and salect a GK Card, Than, 1ake the sslected GK Card atong with tha saven

cards gurrantly In the boltam row of the Fleld and shulflle them, face down, Finally, place

tha aigh! cards on tha bottam al your Player Deok

*H the CAMP dih Lap Bonus Card bs one of the cards in the Field, § should be moved to the Discard Araa. in this way, e
Dragon Deck will ba seven cards instead of sighl. If 2 Nembsror Rare Cand is played on lap af & Skall Card, only ths
Humber of Aare Card on top will ba addad 1o the Dragan Deck. The Skall Card underneath shoukd be maved 1o tha

Demcard Area. In this way, the Dragon Deck will never have mars thin aight cirds

The Revived Dragon s placed on top of the Game Over Card
In the Rlver Bonus Area. This means you cannol gain the
Gama Ovar Card and vou will not lose the gama whan yau

s

iin a River Banus when there are no River Rara

Gards laft 1o gain.,

The Dragon will alzo naver ba moved to the Discard Araa.

Slar Bonus

*¥iou cin shil play cards o the Aiver and generaie River recipe Jaweals.

Emergence of E Eternals

With the Dragon Revived, four E Eternals will emerge. Prepare the E Eternals in the bottom row of the Fleld by
shutfling the Random Deck. face down. Then, deal eighl cards 1o each Elernal to create their Eternal Deck. Ramove
the rest of the Random Deck from the game.

*The faur Field Cards fof the bodtam raw will be the Ghost Town Feld Cargs that wens placed disting Selup

[T+




Thera are four Key Bonuses.
Flayars will win, alter they gain all four Kays
*Tha eMect of the las Kay Bamus will nal be aclivated,

Recovear all spant Hearts.

Immediately played o the lefimost spaca in the River.
“Same ps the middle row 415 Lap Bonws.

it H
t ol ba moved 1@ Discard Araa

3O CnT

s Ca
Instantly turn any Field into CAMP,

Skull Cards and the Key Bonus Rare Card can halp with
“Same as the lop rew dih Lap Bonus

genaraling any Jewel from the Rlver, not [usl the two
racipes that require it

Ky Bones Hare
Place It in the River Bonus Area.
na?

L AN

Winning / Ending

After gaining all four Keys, mova the last card in the Key Bonus Area to the Discard Area. On the Key Bonus Area Card, vou will zee

a "path back to vour orlginal world®.

After waiching the birh of a dragoeh
the Explorers inlujlreely undersiood the mystery of lila
e dragon itseld, and

The law thal m

Iy the reincarmalion al

Tha ariginal warld and the E

connecied thro

ginal w Iy

raturm ko y :
n ol shartened lifespans.

X
il

Alter thad, the phe

seems o hale
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STﬁ@E ﬁ I You find yourself exploring the Eternal World ®
once more and you witness the devastation of

the River of Life. With the help of Medusa and

ﬁDYﬁNCE her companions, you can get a Rare back into
the River of Life. E
o

Advanced Mode

Congratufations on clearing Stage F!
Fram hera, wa will introduce Advancad Mode for stages A, B, C, D, and E (known as A+, B+, C+, D+, and E+).
The rulas for playing cards to the Fiald will be gasier, but the aspects of completing each Stage will ba harder,

= Unless stated, all other rules for each Stage are the same,

There are no changes to the win condition for clearing Stage A+. You still nead to collect four Stars to win. A
However, there will only be four Stars placed during setup instead of the usual six. rw

AN
Whan setting up the Stage, do not place the two Stars in the Bevival Area that can be cbiained by glving 1‘%‘%’

Jowels to Eternals. V

You will no longer gain a Star after you give Jewels fo the 1st, 2nd, and 3rd Eternal in the Ravival Area;
You will no longer gain a Star after you give Jewels fo the 4th, 5th. and &6th Etarnal in the Revival Area

River Rare Absence and Medusa's Presence

Whan satting up tha Stage, do nol ptace any River Rare Cards in the River Bonus Araa

Instead, place one River Rare Card in the Discard Area and the other two back in the box.
This means Iif five cards are played 1o tha River, evaryone will immediataly lose the game.

That way you can use Medusa's abllity 1o add one Rare Card to the River Bonus Areal




STAGE B l You've reached the Ghost Town again, but
this time you find the Gatekeeper there.

Revive the ghost-type Elernals and liven up

BACKUP
O
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Gatekeeper Appears

Thara ara no chalngeﬂ 1o the win condition for clearing Stage B+. You still need 1o Raviva tha four B Etarnals to win.

In Staga B+, the GK will take a turn aftar the last player, like i s [0, Howavear, there is no way 1o deal damage to the GK In Stags B+,
When satting up Stage B+, use the GK Disc, GK Attack Card, Stage D Card (GK Deck Card), one Game Over Card, and sixtean GK Gards.
Setup the GK Deck the same as you did in Stage D.

Stage D Card (GK Deck Card)
GK Atlack Card i i it GK Card=s

Finally, place tha GK Attack Card, face up,
so that it covers the Key Acquisition Area
an the Stage D Card. The GK Attack Card
iz otherwisa notl used in Stage B+

You will place any Keys you gain on the
Stage B Card as normal.

ey

G Dise

Game Cver Card

Festival Peak Time

With the arrival of the Gatekeapar, the Festival heals up and reaches 15 peak tima.
The rules for the FESTIVAL Flald Card have been changed.

whean plaving a card 1o tha Fiald andsor Siver, yoL sl play two e In 8 rigla 1i

If you cannol play two cards In a single turn (meaning you have zero or ona card In your hand),

the cycle of life will fail and averyone will immadiately lose the game.

- Using Abllity Cards. Generating Jewels, and spanding Hearts are not considerad actions that
play cards to tha Fleld or River.
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STﬁGE C + The Labyrinth has become abnomally complicated.
Use the Explorers' powers to complete the
giant puzzle and restore the Labyrinth to its

i CDMBINRTIDN ariginal farm.

Thara are no changes to the setup and win condition for clearing Stage C+. You still need complate all four puzzle lavels,
However, both Puzzie Cards of a single level must be completed as a set on the Fleld, Instead of just one, to advance to tha naxt leval.
The two Fuzzia Cards must be comploted faft to fight on the Field as they are-shawn on the Stage C Puzzle Area Card

Thera can be space batwean each puzzie.

The two Puzzle Cards musl be
compleled left to right on the Fiald.

Rare, Minotaur Ability, and CAMP Cards

Rare Cards, the Minotaur Ability Card, and the CAMP 4th Lap Bonus Card cannot be used lo complete any puzzie

Two-color cards can be used to complete a puzzle as normal.

Tweo-Calor Cards can be useo 19 The sams card can be usad bo complaleboth puzzies
compieis & pufle as narmal In thiz example, the Aed 2is being used in bath puzzles:




STAGE B l After encountering the Gatekeeper a third

time, you learn of its’ true identity - a former

Explorer who visiled the Eternal World! Let's
DESTINY evoke human emations by colliding with the

emotional energy of an Explorer.
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There are no changes to the win condition for cleanng Stage D+. You still need reduce the GK's hit points [HP) 1o 0,
When setting up Stage D+, place one Key an 10 HP, ancther on 5 HF, and the last two on the 0 HP space.

For example, the red Kay is the next Key, so the Red Player must be the player to deal the damage that gets the Key [Finishar},
In & 3-player game, anyone can be the Finisher for tha unusad Key color

In a 2-player game. each ptayer ia responsible for the twi colors they started the Stage with.

Gatekeeper Counter

When il's lime 1o gain a Key, the: Finisher should iy 10 deal damage ¢ (he GK Oisc lands dirsctiy on the Key, | sty palr mage (b G Dis 15 poa] A

e, sl L o card m 1he i, (aco up. Bé sure to reset the G Diso back io 20 HP afler

Examida: Tha GK Dt is exnclly 3 damage away fam gaimng-a Key. The Finisher deals § damage. &0 they must discard 2 cards fnom thear dech.

= I there ane & cards in the Fnisher's deck, ihey do not discord anghing. B does not affect their hand.

H o player with a diferant colar than the next Key deabs lhe finishing damege, they will nol gain the Key and instead will place the GK Disc ane space shor of tha Key This means

tha Finishar & required 1o deal one damaga nexl hme.

Example: The GK Diss is 3 HP away from the md Key. The Yallow player deals 4 damage. Since they are not the Red player (he GK Diso is placed 1 HP away ram the red Key
and the Yellow player does mod discard any cards

When pgaoiting the last Key, the Finisher muslt deal exaci damage 1o clear the Stage. They cannol exceed past the Key || (hoy do, they will place the GK Dmsc

one space shorl of the Key, This means the Findsher is required 1o dead oxactly one damage nexd fime boowin.

Gatekeeper Aftack

‘When setting up Stage D+, place the GK Attack Card face down in the Key Acquisition Area on the Stage D Card and place tha dd nearby.
lacing & Kay inthe Key Acquisition Area will activate the GH'e attack: Roll the dd. ifitis &

1 - Move one cerd from each player's deck face up to the Discard Area. Same effect as the Yetl Curse.

2 - Mowve two cards in the Field to the Discard Area. Same effect as the Cyclops Curse.

3 - Mowe 1 River Rare Card in the River Bonus Area to the Discard Area. Same effect as the Kappa Curse.

4 - Return & Jewel from & Aevived Eternal in the Revival Area. Same affect as the Golemn Curse except the Jewel k= returned to the box instead.

Stage O Card {GK Deck Card)

GHK Cards

GK Atlack Card ERTI0

Game Onver Ciard GK Disa



STAGE E I The story reaches its final stage. To return to
their original world, the Explorers must pass

through a silent space.
ENGﬁGEMENT The final test will be to understand the

feelings of their companions. Complete the

challenges and aim for a reunian.
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Star Effect Changes

Whan salting up Stage E+, place ohe Communication Disc on the Stage E Star Bonus Card. [

There are a couple changes 1o the effects of gaining a Star in Stage E+:
The 15t Star gives all players their {one and only) Communication Disc,
The 2nd and 3rd Star recover up to three spant Hearls.
The 4th Star reveals all player's hands. Same effect as the Ghost's Ability Card.

Mormally, in Stage E+ Beginner Made, A Eternals are not used. Howaver,
I you choose to use tham, thalr Ability Card will recover one spent Haart.

Communication Disc Restrictions

Each playar may only usa ona Communication Disc. The other dise will be on

their Starting Task Card the antire timea. @ @
Explained In more detall on the nexl page.

DHaes may anly e placed on the Fiald ar 11 the Biver

You may not usa anather player's disg to exprass any Intentions.
You may not usa gasiures to exprass any intentlons.

Preparing Eternals

When preparing the E Etarnals, remove the four Bare Cards Iram the Handam Deack

- The Ghost Ability Card reveals your hand and allow evaryone 1o speak.
Howevar, it i& recommeanded that you do not use the Ghost during Stage E+
R

)

L

H




Accomplishing Tasks

When seiting up the Siage, before handing oul tasks, return the "Give a Jawel, Tth-Oth Eternal” and *Have & Rare
Card in your hand" Gieneral Task Cards to the box.

With-the exception ol your Starting Task Card, your Tesk Cards must be impleied by the piaver whose fur
For example. the Blue Player has the "Play 8 7 card" task. So, the Red Player, whose turn is before the Blue Flayer.
must piay the 7. Once the Red Player plays the 7, the Biue Player reveals the tesk and moves the blue Key one space
fo the nght.
mipartant | Completing-your Starting Task Card-does not agyvance your Keay,
[ Reminder | With the excegtion of your S1arting Task Card, your Tack Cards should remain hidden from the other
players until they are completed.

Starting Tasks and Winning

When seftting up, sach player should place their Starting Tesk Card face up In front of themselves. Then, place a
Communication Disc so that it covers the three atars: This disc cannot be used throughowt the 5

08, Your Starting Task
Card can only be completed when the 4th Star ts gained

Thers i5 a changsto the win condition for clearing Stage E+. To win, you must do the following imorder:

1) Advance all four Keys lo the Key Acguisition Area.

2) Galn the 4th Star and everyona reveals their hand. At thie point. all players must be able to complete their Starting
Task Card.

- Rares may not be used.

if you gain the 4th Star and one or more players cannol complete their Starting Task Card, the cycle of life will fall
and evaryona will immediately lose the game

it you can clear Stege E+, you will have obtained something imporant that cannot be-ssen with the naked eye.

Epilogue: Circulation of Eternity

Congratulatans |
The GK Playei Dech s e
Try using it as pour starting dook

lage, you realize the last card you hold
o you race|

You have sus

Just ax ha sun 1 apai v in of [i#e continues unints rupled

tinue elernally

s undil the end
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SOLO PLAY ’

E Secondary $I
In Soko Play, you will control three Golems by yoursedf. The game will play like a 3-player game with L Sm:ur-dﬂr:.l
one player. |f you have any questions about 8 3-player game, pleasae refer to the basic rules ! r bl
When setting up a Stage, prepare the 3-player Jewsl Card in the Jewel Area. E T “ rli

Primary ﬁ

Gobam

Then. prapare the three Golems [(Alpha, Beta, and Gamma). Of the three Golems, choose one as
yvour Primary Golem (PG) and the other two as your Secondary Golems {SG). Select a player color

for each Golem and prepare their Starting Deck based on the selected color. The PG will have a
three card hand, while the SGs will only have a two card hand. The PG is the starting player. with
turns going clockwise aftar that. The PG refills its hand until it has three cards, a3 wusual. but the
S5Gs refill their hands until they have two cards.

You can check the cards of all three Golems by laying them face up on the table.

Changes to rules for Communication Discs and some lcons

When eetting up a Stage, prepare two Communication Discs for each Golem. In Solo Play, there are extreme changes to the way
Communication Discs are used.

- They are no longer used for communication. Instead, when a Golem uses a disc, the disc is returned to the game box and that
Giolem sdds a card from its Player Deck 1o its hand.

- Each disc can only be used once per Stage. So, each Golem may only do this action twice.

- Each Golem can use their two disca at any time as a free action.

For example, the PG uses one of their dizcs during an 8G's turn. The PG drews one card from their deck into their hand and their
disc is returned 1o the box.

- A Golem may not use another Golam's disc

This icon, which appears on the Ghost Ability Card and in Stage E. now means “draw one card from each Golem's deck and add it 1o
their hand" instead of "reveal all cards in player's hands."

This icon, which appears in Stage E. now means "when you draw a card from the General Task Deck, turn the entire deck fece up
and pick any Task Card of your choice® instead of "all players will reveal their Task Cards."
*All Task Cards held by each Golemn in Stage E are revealed before the game is played.

Stage F: Dragon

- Instead of using Golems, choose three D Eternals during setup. There is no distinction between Main Golem or Secondary Golem.
Each O Etarnal refills their hend to 3 cards &t the end of their tum. Jinn is the only exception and refills their hand to 4 cards.

- Place the first disc to the right side of the Personal Revival Area, When an Eternal is revived im the Personal Revivel Area, place
this disc on the Stage F shest. As in a 3-player game, once you have placed the three discs of the D Eternals and the Gatekeeper's
disc on the stage F sheel, you gain a Key fokan.

- Place the second disc on sach D Eternal. When this disc is used, draw 2 cards from that D Eternel's personal deck and add them
to their hand. As in Baesic Mode, discs can be used as free actions at any time, regardiess of turn order. {For example, during
Pegasus's turn. you may use Baron's disc to draw 2 cards from Baron's deck and add them to Baron's hand.)

- After revealing each O Eternal’s starting hand on the iable (3 cards, or 4 cards for Jinn), freely decide the turn order of the D
Eternals and begin Stage F

Story Mode

Starting on the next page, we will introduce the Story Mede in which you play through successiva stages whila customizing
@ your Golems. Please make a copy of the record sheet on the next page and use it while writing with a pen or pencil. The

record sheat can also be downloaded from the OR code.



S *}L{"'} pLA‘Y‘ | Story Mode "The Alchemist and the Cat".
i Record Paper.
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Golem Alpha

Golem Beta

Draw one card from your deck, add to your hand

Draw two cards insiead of one

Draw from the Random Deck {or your deck]

Give a card from your hand to another Golem

e . Il Curs D Fed cords allow you to specity amy calor when genarating Jewels
ay a card ignoring all Curses

D Aed cards allow you ta specity amy numbsr when generating Jewels

You can store cards in other Golems
When you furve four cards in your hand, you can geoerats any of the slx Jewsbs

St spend all four cards, bul cam genarate any Jewal T

Draw two cards from your deck. sdd 1o your hand

Give a card from your hand to another Golem

Give any number of cards to one Golam insiead

Play a card ignoring all Curses

) () Groan card 158 eam he gheen 10 & Galom withow! usisg o Hoar
Add a card from the River to your hand
D Diuirisg sebug, pul bwn randam o Stering Deck cords al e Beilom of your deck

Give one dise to a Golem (2discs required)
() st one bl dise o yeur supsly of dises 1o usé

Golem Gamma

Diraw one card from the Random Deck, *'t

add to yodir hand
-OO Give a aard from your hand to anather Golem
—. Play a card ignoring all Curses

Mowve the righimost card on the Fleld

[check all rows) to the Discerd Area G fallow cards can ha played bgnoding all Cursese

Play one card from your hand, face down, . . .
_% 10 the Fiekd as a Rare Card (Usés two discs) Dﬂnmnn It easds 81 Ehe end of your barn (Continusus oiect: Uses wo dses)
D Wien preparing Ebeemets during Se0p, You chn chbess 81 il instoad af Follisg
e dice




S{*}L{j pLﬁ'Y Solo Play Story Mode "The Alchemist and the Cat".
o Story Mode is a mode in which you play Stages A, B, C. D, and E in succession.

A story about an Alchemist and her beloved cat researching Jewel

The Alchemisl is contralling three Galems and researching the Jawals af the Etarnal Warld.

i Forexample, in Stage A, you canmat clear the Stage by simply gaining four Stars. You mustlalsa genarate
all six Jawesls and give them ba six Elemals 1o claar tha Stage.
Each time you clear a Stage, you can sirengthen ihe Golem’s diss ability according 1o the number of skars you gainesd

In slage E, you must genarals a special polam jewal and dedicals it 1o the Elernals. When you claar up 1o stags E
your perfarmance will be evaluated on a scale of 100 paints, Aim for 80 painls or mona.

| Return all cards fram the Wilch's Deck. except the Ability Card
back to the box.

Golem Alpha, Beta, Gamma

The player calors al the Galems are red lor Alpha, gresn far Beta, and yellow lor Gamma. There is no distinciion babseen primary and sscondary Golems. Golems replenish their
hand so that they have thras cards at the ard of their iurne Alpha is the starting player, loliowed by Bela and Gamma, who take lums in clockwisa arder.

During sel up, place both Communication Disos an lop of the Golam cards matching their oolar. Dises have different abiliies for sach Gaolem. The timing of using a disc differs from
that of the Salo Basic Mode. || muest be used during the turn of the Golem that ewns il. It can be dane balare or alter an aclion, and twa discs can be usad consecusivaly. How ever,
it must be done before replemshing your hand nf the end of your furn. Mave the disc off the Galern aflar using il. Each disc can only be wsed once per Slage.

Scoring and Disc Enhancements

AMer claanng a Stage, you will caloulata your score
Firsl, lor sach Blar you gained during the Slage, draw on the star-shaped dotied lines (do nod fill in) and record thal same number in the bop square 1o the @ .__Q,F ” -~
right of that. Wou sarn 1 point far esch Star. Stage A will always be 4 points. If you earn B+ Stars in ather Blages. you will anly gat & maximem of 4 paints. ]

ou sxm 1 point for each unspant Heart (max. 2 paints). Be sure bo spend your Hearls aclivaly, bul wisely.
au amrn 1 point lor sach unussd Aare Card {max. 2 points). Aare Cards in the River and in your hand caunt, bl Rare Cards in your deck do nol count

ou can sam a maximum total of B points for Slars, Hearts, and Rares. @ AL

ou can allocate gained Slars 1o 8 Galem to strengthen their dise abilities. Each time you fill in a presiously drown Star, you also fil ina solid dismand ol

any Galem. Filling in & diamond gives you acoess to ability wnitben fo the fght of iL If there are bwo diamonds, you must fill in both bedore you can use the

abifity. You can strengthen discs al any time, while playing a Stage or in belwesn Stages, so consider which discs bo strengthan whean you're in & pinch. A

*Prarequisiies must be filled in first. For example, "Oraw iwa cards insiead of ane® must be filled in befare you can fill in "Draw from the Aandom Deck* F_\l,

Afler clearing Stage E, you sarn 1 poind for each gained Star that was not filled in. -

. Oraw one card from your deck, sdd to yosr hend  Y0U have filled in one Star poinl and filled in the diamend lor Golem Alpha’s "Draw two cards instead of one.” This allows
you 1o draw two cards Fram yaur deck and add them {6 yowr hand when yau use the red diss. 'With two more Star poinds, you

Driw T eants insinad ol one
can chooss o draw a card from the Random Deck inslead of your deck. Meaning you can take one card fram aach deck ar

Brmw from e Random Deck twa cards from tha Randam Deck.
“When selling up the Stage, prepara the Handom Deck by shulfling all cards together and placing it near tha main
gama board.
*Each Golem has a diamond thal is filled in black {rom the beginning. Thess abilities can be ssed Irom the wery beginning.

If you lose & Slage onoe, & "1 point® will be recorded in the Gama Over check box

For example: Yau clear the Stage on your second iy, Your scara for Stars, Hearls, and Rares is § points. Then, you deduc! -1 painl. Your score for that Stags will be B poents.

If you fasa the same Stage iwica, & scone of O will be recorded and you will be foreed 10 mawe on (o the nexd Stage. |n this case, the caloutation of negative points will not be relevant,
and tho Stage will ba treated as *D points® oul of a madamum af 8 paints.

*If you lasi a Stape and spent any Star points ta strenglhen a Golem®s disc abilities, the Star points will stay spent snd you will keep the upgrades.



Golem Modification

Each Golem has accass 1o a new {ourih action, “Store a card ® Each Golem can only periem this aclion onoe par Slage. To slare a card, place ane ona
Mumber Card or Rare Card from the Golem™ hand under the Golem Card. All cards stored mus) ba the same number or be & Rane Card. The number of
the siored card is writlen down on the recard sheel. Each stored cand is warth 2 points. Staring & Rare Card in Stage C/D aarns an additonal 372 points

(bodak of Sid. pairis)
Siored cérds will stay under the Galem Card. This means some Eternals will have less than sight cards in iheir dack in fulere Stages.

Chooge ane of three abdlilies you want to unlack and fill in the hexagen. You gan unlock up to b abilities.
You can wnlack an ability at any tima, while playing a Stage or in between Stages.

Sloring a card in Stape E allows you io immediately place a Jawal on the Golem Card [1ake from the sxtra
supply and not fram fhe Jewel Card). This special dewal can be given ko an Efernal by having the Gobem taks E}HN sords allow you fo specify any color wiven gansrating Joesis
tha "Genarale a bewal® aclian. Giving this Jawsl 1o an Ebemal ks an addifional condition for ciaarting Stage E. @Hw nrda allow pou K specity amy number when geoerating Jewels

Dl’lhnn you ik fowr eardd I your hand, you can genanste any of the als Jewsks
"Wusl spend all four cerde, but can genecate any Jewel

Changes to Stages B. C, and D

in Stage B, your cal is last in the Ghost Town. When sefling up the Stage, prepare ondy the Baloved Cat Card {Witch's Abflity Card) in tha
top maw o tha Field. Relurn the Witch Elemal and the other 7 cards from their deck back 1o tha box. Place a key on the Baloved Cal Card.
You musl Revive the three Elemals before you can gain your Belowved Cat and the Key it is halding. Il you have nol generated the six
Jawels by lhe lime you have gain all lour Keys. mowe your Bafoved Cat bo the Stage B Card, just like when the B Elemals are Ravived

Your Balowed Cal has no ability and has no Cursa.

You can only use your Beigwved Cal onca batwasn afl three Slages C-E. so choasa vary wisaly when to use il Onoe used, ratum it 1a the =
box. When preparing for the Stape, place the Jewel thal = normally used on the Stage B Card on top of the Belaved Cat and place it near [ E
the Godems. The Beboved Cat Jewel can be given to an Elermal by having any Galam ke the "Generale o Jawel® action on their furn iu = P
Also, in Stage & Exper Mode, normally you prepare the: C, A, and E Elernals. However, instead ol E Elernals, you prepare B Elemals. L

In Slage C Expert Mode, noemally you prepane the C, A, and E Eternals. Howaver, instead of the E Eternals, you prepare the B Eternals.
In Saga O il the GK's LP is reduced 1o O {pou have gained 4 keys), bul the § jawels are nol yet gained, the GK will nod take any mona lums,

Stage E Changes and Ending

ir pr Tuaks: Setup tha game in the same way as for 3 playars. I you have unlocked the *Add one bluee d=g” aptian for Golem

Beda, place tha blus disc on the Btags E Card along with the othar discs.

In Slory Moda, Staps E will nol be cleared even il you advance lour Key bo the Key Acquisition Area. | | | ) l 5

Ta da this, you will need 1o generals the sic Jewals on the Jewel Card, a5 well as the Golermn Jewels you craate by slaring cands and the Beloved Cal Jewal

Il you have already given the 3 Golem Jewsls and 1 Beloved Cal Jewel to the Elarnals, you can give the last Jewel from the Jewel Area to your Beloved Cat. Otherwise, you would not
be abbe 1o clear the Stage (ihe Sih Jewel could never be gained since you have already given Jewels (o all 8 Etermats). Yoo cannat give a dewel to your Beloved Cat in any ofber way

After completing the flve slages,

ENDING ; calculate and record your seore out of 100,
LY

Below 60 polnts: The mystery of unravelling the Jewel only deepens.

The Alchemist has succeeded in
unraveling the mystery of the Jewel. 60-69 points: Yes! I've finally succeeded in unravelling the Jewel.
In the future, it may be possible to create Jewels T0-78 points: My beloved cat was so happy that he started wearing

In the Eternal World without the help of the Golem. my hat!

My final mission is to send at least the results of

Ny

80-88 points: |'m jn hiigh spirits. Maybe | can now solve the mystery of
this research back to cur world. 17540 recipes.

I hope that one day future researchers will ;
P AT = i 80 points or more: 've not only discovered the Jewel, but I've also come

unravel the mystery of human lifespan. clozar to unravelling the Eternal World itsalf.
*Gel creative with your Stage! @
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Creative Mode adds the ability to complete achievements and
CREﬁTIVE earn titles, making Eternal Decks even more fun.
MODE
0

More ways to enjoy

H
:
4]
il
i
M
M
:

Expand the ways you can hava fun with Etemal Decks in Creative Moda.
Pleaza make a copy of the record sheat on the nexl page and use It while writing with a pen or pancil.
The record sheeat can also be downloaded from the OR coda.

Completing Achievements

After completing an achievemant, chack the box next o it to show it 15 completa. Thare are easy achievements, such as "Eternal Dacks
you've acquired” and "Jewel recipes you've used." Thera are also difficult achlevements, such as "Have a maximum hand size of nine
cards." Alm to complete all achievemants.

Earn Titles and Customize Your Stage

Thera ara two types of titles: "Titles achieved by everyone” and *Titles achieved by individuals.”

By alming for a "Title achieved by everyane', you can enjoy customizing your Stages.

For eaxample, if you are alming for the "All for One" title In Stage A, the same player must earn all of the Stars.

Furthermore, If you are aiming for the "All Star” title, you must earn all six Stars, instead of four.

“Individual Titles" are earned by adding o or rastricting the player's personal abilities.

For axample, if there is only cna player who is a Beginner, that player will replenish their hand so that they have four cards at the end
of thair turn.

Convarsely, il thera is only one player who Is an Expert, that player will not be able to participate in conversations and will try to
express thair intentions only with their Communication Discs.

Create Your Own Stages

In Etarnal Decks, you can customize your game by combining Stages, Eternals, Field Cards, and Titles.
Create your own Stages and publish them on websites and other platiorms.
Players can discover new ways to enjoy Eternal Dacks together.
We may officially release Stages that you have created, with you credited.
@ Ba the first to discover tha depths of Eternal Dacks.
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