





Y zZ Plant a Protective Tree

Six new types of Trees are available, the
Kodama-specific Trees. You can only plant one
tree of each type, so at most six different new Trees.

Five Trees instantly grant you as many additional Elements
(O, @, £, ® or wr) as the number of Kodama symbols
A visible in your Help Line and your Forest. Double-
check the A during each turn as their number can vary
depending on the cards you draw.

The Tree of value 8 permanently grants you 1
A. It instantly can be taken into account if
you have Kodama-specific Trees in your Forest,
but it cannot be taken into account this turn
towards the benefits granted by the Kodama symbols
(see page 6) at the beginning of your Action Phase as
this moment has already passed.

Example

Alice has 47: 34 in her Help Line and 14 in her

Forest. She uses one of her 2 Actions to call Guardian

Animal. She has 11-0-: 7-O- from her cards and 4
from the new Kodama-specific Tree granting

end of the game

The game ends after a complete Action phase when one
of the Spirit of Nature has managed to collect:
13 different Protective Trees (or 15 if the stack of
Tree Kodama cards is empty),
13 Fires (or 15 if the stack of Water Kodama cards
is empty),
13 Flowers (or 15 if the stack of Flower Kodama
cards is empty).



Precisions on N

basic Actions and Bonus Actions
» ») »b»%»@»»ﬁ‘z

The game has 2 kinds of Actions: basic Actions
and Bonus Actions. Basic Actions must be
different, no matter the Bonus Actions you have.

You typically have 2 basic Actions during your
turn. But:

e With 3 symbols € in your Help Line, you
lose 1 basic Action.

e With 4 symbols A in your Help Line and
your Forest, you can gain 1 basic Action.

Let's assume your Help Line make it possible to
perform at least 2 basic Actions:
e The Tree with a cost of 11gZ from the
base game makes it possible to perform
2 identical basic Actions.
® The new Level 2 Guardian Animals make
it possible to perform 2 identical basic
Actions, provided that they are of the type
shown on the card.

The effects of the Tree and the Level 2 cards do
stack up.

For example, if you have both that Tree and a
new level 2 Guardian Animal, and that you can
perform 3 basic Actions, then those 3 Actions
can be identical as long as they are from the
type shown of the Level 2 card.

In other words, the Tree costing 112 and the
new Level 2 cards do not grant you an additional
Action, but free you from having to perform
different basic Actions.

Independently from your basic Actions, you can
obtain Bonus Actions that can be identical or
different from the basic Actions, through:

® the Circle of Spirits,
® the corners of your Forest board,
® the new Level 3 Guardian Animals.
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Solo Mode

Goal of the game

You win the game if you can collect 13 Flowers é» on your

Help Line and your Forest.

You lose the game if:

e you must take a Fire Varan card from the Fire Varan
board and the deck is empty,

e OR you must put an eighth Fire tile on the Circle
of Spirits,

® OR you must remove a Victory tile from the Kodama
board and there are none left.

Setup

Choose a Spirit of Nature and take all the components
related to it, except for their Victory tiles that should be
left in the box.

The game is set up like in the Kodama expansion, except

for the following:

e Put only one Protective Tree tile of each type in the
3 dispensers. Put all the remaining Tree tiles back in
the box.

e Only put 7 Fire Varan cards on the Fire Varan board
and put the remaining cards back in the box.

® On the Circle of Spirits board:

88 838 233 Take the 3 standees of the unplayed Spirits
of Nature and put them on the starting Rocks for a
3-player game. l
838 Put Onibi's standee on the %
Rock W)k with the white —)
pawn in 3rd out of
4 position.

8827 Put the Spirit
of Nature's standee
you're playing on
the Rock ) st with —

. oy P
the white pawn in \\/\_/
4th position.




Put the Kodama board on the Solo Mode side.

Shuffle all the Kodama cards - apart from starting
Kodama cards - and put them face up on the Kodama
board, on their respective spot.

On the first column of the Kodama board, put the
3 Victory tiles of the unplayed Spirit of Nature closest to
Onibi, clockwise, on the Circle of Spirits board.

Put in the second column the 3 Victory tiles of the
following Spirit, and then in the third column, put the
3 Victory tiles of the unplayed Spirit farthest from Onibi.
Put Onibi's tile on the side with 2@\ next to the
Kodama board.

Put the Onibi's Wrath token on one of the 9 Victory tiles
of the Kodama board depending on the difficulty level
you have chosen. There are 9 levels, 1 being the easiest.

In this setup, you're playing Winter
and the difficulty level chosen is 3.

Do not put a level 2 Fire tile in the middle of the Circle
of Spirits.

The game can start.

Game turn

In the Solo Mode, all the rules are the same as when
playing with other players, except for:

® Do not move Onibi when performing the Action W) i,

® During the game, when jumping over Onibi on the
Circle of Spirits, remove the Fire tile of your choice
from the center of the Circle of Spirits, if any.

In the Solo Mode, all the Fire tiles removed from the
Circle of Spirits are put back in the reserve.
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At the end of a game turn, step 2 Onibi is attacking
the Sacred Tree! is modified as follows:
Do not add Fire tiles to the Circle of Spirits, even if you
took Guardian Animals during this turn.

Move Onibi's standee by 2 Rocks clockwise on the
Circle of Spirits.

Every time Onibi jumps over a Spirit that you are not
playing, remove that Spirit's next Victory tile from the
Kodama board. Remove those tiles from top to bottom.

If Onibi jJumps over your Spirit, add 1 Fire tile of value
2 to the middle of the Circle of Spirits.

@ If the Victory tile with Onibi's Wrath token is removed,
also remove that token and turn Onibi tile on its 3G\
side. Starting next game turn and until the game ends,
Onibi will now move forward by 3 Rocks instead of 2.

For each line of the Kodama board, add on the Circle
of Spirits 1 Fire of the highest value shown on that
line. If no Victory tile has been removed from a line,
no Fire tile will be added for that line.

Example

The game turn is over and Onibi is attacking the Sacred
Tree. Move his standee by 2 Rocks; he jumps over Spring.
- Remove from the Kodama board Spring’s last Victory tile
- on which there was Onibi’s Wrath token. Since you have
- removed this token, turn Onibi’s tile on its side showing
~_he will now move by 3 Rocks. Add 2 Fire tiles of value
4 and 1 Fire tile of value 2.
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