YOUAREASHAMAN.

SINCE THEDAWN OF TIME,YOU'VE BEEN
PROTECTING THE SPIRIT WORLDS FROM THE THREAT OF THE SHADOWS.
YOURMISSION HASNEVER BEEN MORE PERILOUS. BEFORE THE MOONISATITS ZENITH,
YOUMUSTRESTOREBALANCETO THEDIFFERENT WORLDSTO KEEP THEUNIVERSEFROM
FALLINGINTO CHAOS.BUT COULD THE DANGER COME
FROMWITHIN YOUROWN RANKS?

SOME SHAMANS, CORRUPTED BY THE SHADOWS, ARE SECRETLY WORKING
TOWARDS YOURFAILURE... PERHAPSYOU ARE ONE OF THEM?
WHEN THE TIME COMES, WILL YOU BE ABLE TO READ THROUGH THE SCHEMES

OF YOURRIVALS AND FIND YOURSELF ON THE RIGHT SIDE
OF THIS AGE-OLD STRUGGLE?

CONCEPT AND GOAL OF THE GAME

Shamans is a trick-taking game that lasts a variable number of rounds. = 1board
Eachroundrepresentsalunarcycle, duringwhich Shamansand Shadows “ 1pawn
face off. Each round, the players will be divided secretly and randomly = 14 tiles
between the two teams, Shamans and Shadows. Indeed, this means that = Blcards

the teams change from round to round.

= The Shamans win the round if
they either manage to eliminate all
Shadows, or if the Shadow pawn did
not reach the end of its track when
players have played all their cards.

= 42 tokens

® The Shadows win the round, and
3 points each, if the Shadow pawn
reaches the Moon on the final
space of its track.

Players score points when they are on the winning team, and through several effects. The player
who has the most victory points at the end of the game will be declared the winner.



COMPONENTS

5 Ritual Daggers

2 Portals

3 Moon Shards

2 Masks of Truth BACK FRONT

depicting the 7 Spirit tiles
Worlds and the
Shadow track.

marker point
tokens

56 World cards,
in 7 colors,
numbered1-8

BACK 2 SHADDWS 3 SHAMANS BACK FRONT
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ROUND SETUP
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ATURN OF PLAY

m Ifyour card matches the Destination
(same World's color):

m Ifyour card does not match the
Destination (different World's color):

see
page 5, Ritual Effects

Thefe are no constraints about which card
you play, unlike in many trick-taking games;
you can play any card you wish. You may
speak freely about your cards, as long as
you do not mention their colors, worlds, or
numeric values.



RESOLVING

Ifyou are the only person who played a card
matching the Destination (orthe otherswho
did have been eliminated), then you played
both the smallest AND largest number.

| ® The player who played the card with the
smallest number:

THE ECLIPSE TILE'S EFFECT

Each player must pass a card from their hand
to their left or right neighbor, according to the
direction of the arrow visible on the Eclipse tile.
Then discard the Eclipse tile.

NOTE:

ARTIFACT TILES' EFFECTS

Keepthistilein frontof you.
You can discard it at any
time to move the Shadow
pawn forward or back 1
space on its track.

REMEMBER:

You can play your Portal tile at absolutely
any moment to apply its effect, even just
before being eliminated, or just before the
Shadow pawn reaches the Moon

If you take this tile, you
MUST immediately reveal
YOURROole card. Evenif you
drew thistile from the top of
the deck, youmustrevealit
immediately.

Keep this tile in front of
you. You can discard it to
eliminateaplayerwhenyou
perform a Neutralization
ritual ( i)

Keep this tile in front of
you. At the end of the
round, if,you have at least
two of these and have not

been eliminated, You earn

2victory points.




7 ¢ The player who played the card with the largest number:

see below, Ritual Effects

RITUAL EFFECTS EFFECTS OF ELIMINATION

The eliminated playerrevealstheir Role card.
Move the Shadow pawn back 2
spaces on its track OR take an
Artifacttile (oneofthe2revealed Advance the Shadow pawn 1 space for each
ones, or one from the top of the deck). card the eliminated player still had in their
hand. This might cause the Shadows to win
the round. The eliminated player sets their
Exchange your Role card with cards aside, face down. These cards will
another player. Both of you can not be placed this round, and thus certain
immediately look at your new Worlds will not be completed.
Role card. This might cause you to switch
teamsin the middle of the round!
If this was the last Shadow in play, the
Shamans immediately win the round.
Take 1 victory point from the Otherwise (butonlyinab5-playergame), the
supply. eliminated player reveals their hand and
places each card on its matching World,
withoutadvancing the Shadow pawn. This
If you have a face up Ritual can trigger a chain reaction if all the cards
Dagger visible in front of you, of a World are placed. When this happens,
you MUST discard it and choose the player who eliminated the Shadow
another player to eliminate for the round. player resolves the Ritual effects in any
order. Then the game continues as usual.
NOTE:
NOTE :




END OF THE ROUND OR THE GAME

u
| « Whenthe players have no more cards in
their hands: u
1 ¢ When the last shadow is eliminated:
J ® When the Shadow pawn reaches the
final space of its track:
|
L] Shadows do not win the round if they

eliminate all the Shamans but the Shadow
pawn hasnotreached the Moon bytheend
of theround.

EXAMPLE: RESOLVING A TURN

& RACHEL
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&ELDON

Among the remaining play-
erswho followed the Guide by
playing Purple, Pris played the
smallest value.

&ELON

Eldon played thelargest Purple
value, and thus takes the 3
Purple cards played this turn,
and places them on the Purple

@ >4

&ELDON

RESOLVING CARDS

So Pris gains an artifact. She decides to take the Moon Shard,
since this will be her 2" one, which will provide 2 points at the
end of the round, assuming she is not eliminated.

World on the board. In doing so,
Eldon has placed the 8% and
final Purple World card, and
thus triggers the Moon ritual,

immediately gaining 1 victory
point. The turn is complete,
and Eldon becomes the Guide
for the next turn.




AGAME BY CEDRICK CHABQOUSSIT, ILLUSTRATED BY MAUD CHALMEL.
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game, replete with emotions and situa-
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providing a magnificent setting.”
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