
ABOUT

Natural phenomena have had an odd 
behaviour lately, seasons seem to have 
been disrupted and animals are migrating 
in the wrong direction. The 24 East Asian 
traditional solar terms are out of sync. 
Your seasons must find their alignment so 
the sun can find its route again and  
set the order right among all living things.

15 days is a 1-4 player set-collection game. 
To win, you need to arrange the 24 solar terms by 
placing the cards in ascending or descending order.

COMPONENTS

90 Season cards 
(18 Spring, 24 Summer, 
24 Autumn, 24 Winter)

4 Wooden animals 4 Player cards

8 Wild cards5 Feather cards

4 Overview cards

20m14+ 1- 4



SETUP

1. Shuffle all 90 Season cards and create the Season 
deck. In a two player game, randomly remove 
5 Summer, Autumn and Winter cards (15 total).

2. Everyone takes 2 Season cards from 
the Season deck to their hand.

3. Draw 9 Season cards from the deck  
and create 3 columns with 3 face-up cards  
each, like in the image, to create the Market.

4. Draw one face-up card from the deck,  
and place it above the top center column  
of the market to create the discard pile. 

5. Divide the rest of the deck into two even  
piles and place them on the left and right  
of the discard pile to create the Season stacks.

6. Place the 4 Overview cards above the Season 
stacks and place the corresponding wooden 
animals on the cards.

7. Take 2 wild cards per player and put  
them together in a pile.

8. Everyone takes a Player card and puts  
it in front of them.

9. Place one Feather card below the wild cards, 
which will be the Feather cards supply.  
Give one Feather card to each player and place 
the rest back in the box.

10. Randomly determine the Starting Player.

GAME FLOW
Starting with the first player, you take alternating 
turns. Each turn players choose 2 out of 4 possible 
actions, trying to receive Pawns for special abilities 
and completing sets of Season cards for the most 
points at the end of the game.
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ON YOUR TURN
You must take 2 out of 4 possible actions.  
You may take the same action twice 
or two different actions. 
The possible actions are:
• Take 2 Season cards 
• Take 1 face up Season card
• Place cards 
• Take a wild card

Continue taking alternating turns until one of 
the end-game conditions is met (see Game End).

GAME END
The game ends immediately if a player completes  
all 4 Season sets, or when 1 of the 2 season stacks 
is empty. In the latter, the player who ends the  
game will complete their turn and play a free action 
by taking a wild card (if possible). 
All of the remaining players get an additional turn.

TAKE 2 CARDS
Take 2 Season cards from either of  the two season 
stacks to your hand. You may choose a different 
season stack for each card you draw.
By choosing a specific colour card, in most cases  
(4 out of 5), you will be choosing a card of its 
matching season; unless you happen to get a hidden 
season card (1 out of 5), which is spring (orange).  
This season does not have a corresponding colour deck.

PLACE CARDS

TAKE 1 FACE-UP CARD
You can choose from either of the two options: 
• Take the topmost card of one of the 3 Market 

columns. Whenever you empty a column,  
fill it up immediately with 3 new cards  
drawn from the Season stacks.

• Take the topmost card from the discard pile. 
Add the card to your hand.

Play cards from your hand, face-up, 
next to your Player card.



The Player card shows four possible positions for  
the cards. 
Each season will occupy only one corner of the card.
• 1: Place cards of the same season 

in ascending order (1 to 6).

• 2: Place cards of the same season 
in descending order (6 to 1).

The first card placed on one of the corners 
will determine the position of its corresponding 
season for the rest of the game. You may choose 
where to place a season, unless the season has 
already been assigned.
Each corner can only contain 1 card 
of each number (1-6).
You may play as many cards as you like by paying 
its cost:
Pay 1 card:
• For the first card placed in an empty corner.
• For each card placed in the topmost position  

of the straight.
Pay 2 cards:
• For each card placed between two already  

played Season cards or between a Season card 
and the Player card.

All the cards used to pay will be discarded  
in the order you prefer.
If you are the first player to place 3 Season cards 
of 1 type, take the corresponding wooden animal. 
You may use its special ability while it is in your 
possession.
If you play as many or more Season cards than  
the player with the corresponding wooden animal, 
you take the wooden animal from that player.



TAKE A WILD CARD
You can discard 2 cards from your hand, that are 
identical to any of the season cards already played 
in front of you, to take a wild card as long as one is 
available.
Immediately place the wild card in a position of your 
choice where a number is missing, considering that 
you are not allowed to place more than one wild  
card per season.
The wild card replaces the missing number. 
Note: Already positioned wild cards can  
be moved if replaced by its corresponding card, 
by paying one card, during a place cards action.

WOODEN ANIMALS

FEATHER CARDS

Wooden animals give small advantages 
depending on the actions you perform.
You will be able to use the wooden animals’ abilities 
when performing a specific action only if the 
wooden animal is already in your possession before 
performing that specific action.
If you obtain an Otter (orange animal) its ability 
applies immediately.
• Frog (green): Obtain a total discount 

of 1 card, whenever you need to pay 
cards during the “place cards” action.

• Squirrel (brown): Take 3 cards instead of 2 
whenever you use the action “Take 2 cards.”

• Rabbit (purple): Take 2 cards from 
the Market/Discard pile, whenever you 
choose the action “Take 1 face-up card.”

• Otter (orange): Increase your hand 
size limit to 8 cards.

During your turn, if you have a Feather card you 
can discard it to its supply, to use the effect of one 
wooden animal of your choice, and its effect will 
be active for a single performed action on your turn.
When a player takes one of your wooden animals, 
you receive one Feather card from the supply 
(if available).

END OF YOUR TURN
At the end of your turn, if you have more than 5 cards 
in your hand, discard down to 5 unless you have the 
Otter.



SCORING

SOLO GAMEPLAY

SOLO GAME

At the end of the game add up your points. 
You receive:
• 1 point per card, counting only  

the longest uninterrupted sequence  
of numbers in each season. 

• 2 points for every Wooden animal you own.
• -2 points for every empty corner  

of the Player card.
Whoever has collected the most points, wins. 
In the case of a tie, the player with the most cards 
in hand is the winner. If players are still tied, 
whoever has played the most wild cards is the winner. 
In case of a further tie, players share the victory.

You will take a turn followed by a turn for the Automa.
On your turn, follow the rules of the multiplayer game 
with the exception of the ‘Take 1 face-up card’ action:
Whenever you take a card from the Market/Discard 
pile, discard a second card from the Market.
When its the Automa’s turn, do the following steps:

In the Solo game you will play against your 
artificial opponent, the Automa. Setup the game 
like in a multiplayer game by using all the season  
and wild cards in the game and by placing a player 
card in front of you and the Automa. 
There are two game end conditions:
1. If the Automa collects a full set of 6 cards 

of the same season, you immediately lose.
2. If one of the two season stacks is empty. 

Proceed to scoring.
Note: When the game ends neither the Automa nor 
the Player take a wild card.
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1. Draw 3 Season cards from the season stacks  
of your choice for the Automa.

2. Discard 1 card by placing it on the discard pile. 
Add the other 2 cards to the Automa’s player  
card in the corresponding seasons.  
The Automa doesn’t have to place numbers  
in order, nor pay to place cards.

If a card that is being played for the Automa  
has already been placed, remove the card from  
the game. If you remove 2 cards in a single turn,  
the Automa receives a wild card. Place the wild  
card next to the Automa.
Then your turn starts again.

WOODEN ANIMALS

SCORING

The effects of the wooden animals act differently for 
the Automa. They will have negative consequences to 
your game rather than give it extra abilities to its game.
• Frog (green): Pay 1 additional card whenever you 

need to pay cards during the “place cards” action.
• Squirrel (brown): The Automa takes  

all 3 cards instead of only 2 on its turn.
• Rabbit (purple): Whenever you take a card  

from the Market, instead of discarding a card,  
give one to the Automa following the  
Automa placing rules.

• Otter (orange): The Automa gets 1 Wild  
card for every card you remove from 
the game on the Automa’s turn.

You score points as in the multiplayer game.
The Automa scores:
• 1 point per season card regardless of the position.
• 2 points for each wooden animal.
• 3 points for every two wild cards collected.
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CREDITS

LANGUAGES
Digital rulebook available at 
thundergryph.com/matchbox
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