
OBJECT OF THE GAME
Use action cards to reveal colorful stones and collect them for points. The player with the 
most points at the end of the game wins! 

SETUP 

Place the bowl in between both players. Set Coyote to the side. 

Put all stones into the bag and shake.  Draw four stones and place them in the bowl.  If 
you drew any special translucent Spirit Stones        , return them to the bag and draw new 
stones until there are four in the bowl. 

Give each player a player board and set of 6 action cards. Spread the cards face-up, in 
front of the boards. 

Shu�e the Spirit Power cards and divide them into two, equal, face-up piles. Each pile 
will have 3 cards in it. 

Choose a player to go first. The starting player flips over their “Take Two Stones” action 
card so that it is face-down. That action will not be available until it is recovered. 

HOW TO PLAY
On your turn, select one of your face-up action cards and complete the action. After you 
are done, turn it face-down. If the card requires you to take a number of stones, those 
stones must be available in the bowl. 

ADD THREE STONES & MOVE 
COYOTE: Draw three stones from 
the bag and add them to the bowl. 
Then, place the Coyote pawn on 
one of the animals on your 
opponent’s board. You do not have 
to move Coyote if you don’t want to.

ANIMAL REQUIREMENTS
The points are noted in brackets. 

RABBIT – |6| Three di�erent colors 
Each stone you give Rabbit must be a di�erent color. You earn 6 points from Rabbit only 
if you complete the set. 

TURTLE – All same color |1| |3| |6| |9| |14|
Each stone you give Turtle must be the same color. The more stones you give Turtle, the 
more points you earn. One stone earns 1 point, two stones earn 3, three stones earn 6, 4 
stones earn 9, and 5 stones earn 14.

SALMON  – One of each color |1| |2| |4| |6| |9| |13|
Each stone you give Salmon must be a di�erent color. The more stones you give Salmon, 
the more points you earn. One stone earns 1 point, two stones earn 2, three stones earn 4, 
4 stones earn 6, 5 stones earn 9, and 6 stones earn 13. 

OWL – |4| each pair
You do not need to complete a pair in a single turn. You can start any pair before finishing 
another, but you will only earn points for complete pairs. 

BEAVER – |5| three of same color, |2| pair, |+7| for completion
You will earn 5 points for giving three of the same color and 2 points for giving a pair to 
Beaver. There is a bonus 7 points for completing both. You do not need to complete a set 
in a single turn and can start either set before finishing the other. 

SPIRIT STONES

TAKE ONE STONE: Take 
one stone from the bowl 
and add it to your scoring 
board. If there are no 
stones in the bowl, you 
cannot use this action.

PLACING STONES
After taking stones from the bowl, place them on your player board. The boards are 
divided into five sections, each showing an animal and their special requirements.  If 
the stone does not meet the animal’s requirement, you cannot give it to them.  If you 
ever take a stone that you cannot place, return it to the bowl.

• 1 чаша
• 1 Койот
• 1 мешок

• 2 планшета игроков
• 56 камней 
  (по 8 камней 7 цветов)

СОСТАВ ИГРЫ
• 12 карт действий
  (по 6 для каждого игрока)
• 6 карт Силы Духов

ПРАВИЛА

TAKE TWO STONES: Take two 
stones from the bowl and add them 
to your scoring board. If there are 
less than two stones in the bowl, 
you cannot use this action.

ADD TWO STONES 
AND TAKE ONE STONE: 
Draw two stones from the 
bag and add them to the 
bowl. Take one stone from 
the bowl and place it on 
your player board.

USE SPIRIT POWER & RECOVER CARDS: YOU CAN ONLY USE THIS 
ACTION CARD IF AT LEAST THREE OF YOUR OTHER ACTION CARDS ARE 
FACE-DOWN. Flip all of your action cards face-up.  Choose one of the two 
available Spirit Power cards, perform the action(s) shown, and move the card 
to the bottom of its original pile. 

COYOTE
Coyote is a trickster who loves distracting other animals. If your opponent places the Coyote 
pawn on an animal on your board, you are not allowed to add any stones to that section 
(including Spirit Stones) until Coyote moves. There are two ways to get rid of Coyote:
• Use the ‘Add three stones & Move Coyote’ action – After adding stones to the bowl, you 

may move Coyote to an animal on your opponent’s scoring board.
• Use both ‘Take one stone actions’ – The back of each ‘Take one stone’ action card shows 

one half of Coyote. Once both cards are face down, you complete the image of Coyote 
and you may move him to an animal on your opponent’s scoring board.

ENDING THE GAME
If there are five Spirit Stones OUT OF THE BAG at the end of any player’s turn, the game 
ends immediately. The stones may be in the bowl or on player boards. SPECIAL NOTE: 
The Bison Spirit Power can return a stone to the bag. If you use this power to return the 
fifth Spirit Stone to the bag before the end of your turn, the game is not over.

SCORING
Add up the points earned, as noted on the player board. See the player board section of 
the rules for scoring each animal’s collection. If a Spirit Stone is in the bonus space, the 
player earns double the listed value for that animal. 

The player with the most points wins the game. In case of a tie, the player with Coyote wins the tie.

Spirit Stones are special. They can only be placed 
in the bonus spaces and will DOUBLE THE 
POINTS EARNED for that animal. Placing a Spirit 
Stone also CLOSES THE SECTION, preventing 
you from adding any more stones to that animal.

SPIRIT POWER CARDS
The Spirit Power Card actions must be performed in order, as written.

BEAR CARD
Count the stones currently in the bowl and return them to the bag.  Add the same 
number of stones from the bag to the bowl. Take one stone from the bowl and place 
it on your board.

WOLF CARD
Add four stones to the bowl from the bag. Take one and place it on your board.

RAM CARD
Take two stones from the bag and place them on your board. You must place 
both stones if you are able to. If you cannot use either of the stones, add them 
to the bowl. 

EAGLE CARD
Take one stone from the bowl and add it to your board. After you recover your 
action cards, take another turn.
 
DEER CARD
Remove one stone from your own board and add it to the bowl. Then, take two 
stones from the bowl and add them to your board.
 
BISON CARD
Add three stones from the bag to the bowl.  Take one stone from the bowl and 
place it on your board.  Choose one stone from the bowl and put it back into the 
bag. The stones taken from the bowl and returned to the bag do not have to be 
from the original three added on this turn.



ИСТОРИЯ ДУХОВ
По легенде, давным-давно пять лесных животных вознеслись на небо к звёздам и вернулись
обратно в форме всеведущих духов. И если вы хотите раскрыть секреты звёзд, то
прежде вам придётся собрать для духов удивительной красоты камни, отшлифованные и
закаленные за долгие годы на Земле. Животные щедро наградят дарителя. Но опасайтесь
хитрого, завистливого Койота, встающего на пути у каждого, кто хочет преподнести
духам драгоценные дары.

ЦЕЛЬ ИГРЫ
Используйте карты действий, чтобы добыть разноцветные камни и набрать очки. В конце
игры побеждает игрок с наибольшим количеством очков!

ПОДГОТОВКА К ИГРЕ

Разместите чашу между двумя игроками. Поставьте фигурку Койота рядом.
Положите камни в мешок и встряхните его. Вытяните четыре камня и поместите их в чашу.
Если вы достали особые полупрозрачные Камни Духов , верните их в мешок и
вытаскивайте новые до тех пор, пока в чаше не окажется четыре обычных камня.

Раздайте каждому игроку планшет и 6 карт действий. Положите карты  перед своими
планшетами лицевой стороной вверх.

Планшет игрока

Чаша Карты действий

Shu�e the Spirit Power cards and divide them into two, equal, face-up piles. Each pile 
will have 3 cards in it. 

Choose a player to go first. The starting player flips over their “Take Two Stones” action 
card so that it is face-down. That action will not be available until it is recovered. 

HOW TO PLAY
On your turn, select one of your face-up action cards and complete the action. After you 
are done, turn it face-down. If the card requires you to take a number of stones, those 
stones must be available in the bowl. 

ADD THREE STONES & MOVE 
COYOTE: Draw three stones from 
the bag and add them to the bowl. 
Then, place the Coyote pawn on 
one of the animals on your 
opponent’s board. You do not have 
to move Coyote if you don’t want to.

ANIMAL REQUIREMENTS
The points are noted in brackets. 

RABBIT – |6| Three di�erent colors 
Each stone you give Rabbit must be a di�erent color. You earn 6 points from Rabbit only 
if you complete the set. 

TURTLE – All same color |1| |3| |6| |9| |14|
Each stone you give Turtle must be the same color. The more stones you give Turtle, the 
more points you earn. One stone earns 1 point, two stones earn 3, three stones earn 6, 4 
stones earn 9, and 5 stones earn 14.

SALMON  – One of each color |1| |2| |4| |6| |9| |13|
Each stone you give Salmon must be a di�erent color. The more stones you give Salmon, 
the more points you earn. One stone earns 1 point, two stones earn 2, three stones earn 4, 
4 stones earn 6, 5 stones earn 9, and 6 stones earn 13. 

OWL – |4| each pair
You do not need to complete a pair in a single turn. You can start any pair before finishing 
another, but you will only earn points for complete pairs. 

BEAVER – |5| three of same color, |2| pair, |+7| for completion
You will earn 5 points for giving three of the same color and 2 points for giving a pair to 
Beaver. There is a bonus 7 points for completing both. You do not need to complete a set 
in a single turn and can start either set before finishing the other. 

SPIRIT STONES

Карты Силы
Духов

Койот

TAKE ONE STONE: Take 
one stone from the bowl 
and add it to your scoring 
board. If there are no 
stones in the bowl, you 
cannot use this action.

PLACING STONES
After taking stones from the bowl, place them on your player board. The boards are 
divided into five sections, each showing an animal and their special requirements.  If 
the stone does not meet the animal’s requirement, you cannot give it to them.  If you 
ever take a stone that you cannot place, return it to the bowl.

TAKE TWO STONES: Take two 
stones from the bowl and add them 
to your scoring board. If there are 
less than two stones in the bowl, 
you cannot use this action.

ADD TWO STONES 
AND TAKE ONE STONE: 
Draw two stones from the 
bag and add them to the 
bowl. Take one stone from 
the bowl and place it on 
your player board.

USE SPIRIT POWER & RECOVER CARDS: YOU CAN ONLY USE THIS 
ACTION CARD IF AT LEAST THREE OF YOUR OTHER ACTION CARDS ARE 
FACE-DOWN. Flip all of your action cards face-up.  Choose one of the two 
available Spirit Power cards, perform the action(s) shown, and move the card 
to the bottom of its original pile. 

COYOTE
Coyote is a trickster who loves distracting other animals. If your opponent places the Coyote 
pawn on an animal on your board, you are not allowed to add any stones to that section 
(including Spirit Stones) until Coyote moves. There are two ways to get rid of Coyote:
• Use the ‘Add three stones & Move Coyote’ action – After adding stones to the bowl, you 

may move Coyote to an animal on your opponent’s scoring board.
• Use both ‘Take one stone actions’ – The back of each ‘Take one stone’ action card shows 

one half of Coyote. Once both cards are face down, you complete the image of Coyote 
and you may move him to an animal on your opponent’s scoring board.

ENDING THE GAME
If there are five Spirit Stones OUT OF THE BAG at the end of any player’s turn, the game 
ends immediately. The stones may be in the bowl or on player boards. SPECIAL NOTE: 
The Bison Spirit Power can return a stone to the bag. If you use this power to return the 
fifth Spirit Stone to the bag before the end of your turn, the game is not over.

SCORING
Add up the points earned, as noted on the player board. See the player board section of 
the rules for scoring each animal’s collection. If a Spirit Stone is in the bonus space, the 
player earns double the listed value for that animal. 

The player with the most points wins the game. In case of a tie, the player with Coyote wins the tie.

Spirit Stones are special. They can only be placed 
in the bonus spaces and will DOUBLE THE 
POINTS EARNED for that animal. Placing a Spirit 
Stone also CLOSES THE SECTION, preventing 
you from adding any more stones to that animal.

SPIRIT POWER CARDS
The Spirit Power Card actions must be performed in order, as written.

BEAR CARD
Count the stones currently in the bowl and return them to the bag.  Add the same 
number of stones from the bag to the bowl. Take one stone from the bowl and place 
it on your board.

WOLF CARD
Add four stones to the bowl from the bag. Take one and place it on your board.

RAM CARD
Take two stones from the bag and place them on your board. You must place 
both stones if you are able to. If you cannot use either of the stones, add them 
to the bowl. 

EAGLE CARD
Take one stone from the bowl and add it to your board. After you recover your 
action cards, take another turn.
 
DEER CARD
Remove one stone from your own board and add it to the bowl. Then, take two 
stones from the bowl and add them to your board.
 
BISON CARD
Add three stones from the bag to the bowl.  Take one stone from the bowl and 
place it on your board.  Choose one stone from the bowl and put it back into the 
bag. The stones taken from the bowl and returned to the bag do not have to be 
from the original three added on this turn.



ADD THREE STONES 
& MOVE COYOTE

ADD TWO STONES 
& TAKE ONE

TAKE TWO
STONES

TAKE ONE
STONE

WOLF 
ADD FOUR STONES

TAKE ONE

ADD THREE STONES 

& MOVE COYOTE TAKE TWO
STONES

ADD TWO STONES 
& TAKE ONE TAKE ONE

STONE

TAKE ONE
STONE

USE SPIRIT POWER & 
RECOVER CARDS

OBJECT OF THE GAME
Use action cards to reveal colorful stones and collect them for points. The player with the 
most points at the end of the game wins! 

SETUP 

Place the bowl in between both players. Set Coyote to the side. 

Put all stones into the bag and shake.  Draw four stones and place them in the bowl.  If 
you drew any special translucent Spirit Stones        , return them to the bag and draw new 
stones until there are four in the bowl. 

Give each player a player board and set of 6 action cards. Spread the cards face-up, in 
front of the boards. 

Перетасуйте карты силы духов и разделите их на две равные стопки, положив их
лицевой стороной вверх. В каждой стопке должно быть по 3 карты.

Выберите первого игрока. Первый игрок переворачивает свою карту действия "Возьмите два
камня" лицевой стороной вниз. Данное действие будет недоступно до восстановления всех
карт.

ХОД ИГРЫ
В свой ход выберите одну из открытых карт действий и выполните её действие.
После завершения действия переверните эту карту лицевой стороной вниз. Если карта         
требует взять камни, необходимое количество камней должно быть в чаше.

ДОБАВЬТЕ ТРИ КАМНЯ
И ПЕРЕМЕСТИТЕ КОЙОТА: 
Вытяните три камня из мешка и    
положите их в чашу. Затем
поставьте Койота на одно любое
животное на планшете соперника. 
Вы не обязаны перемещать Койота, 
если не хотите. 

ANIMAL REQUIREMENTS
The points are noted in brackets. 

RABBIT – |6| Three di�erent colors 
Each stone you give Rabbit must be a di�erent color. You earn 6 points from Rabbit only 
if you complete the set. 

TURTLE – All same color |1| |3| |6| |9| |14|
Each stone you give Turtle must be the same color. The more stones you give Turtle, the 
more points you earn. One stone earns 1 point, two stones earn 3, three stones earn 6, 4 
stones earn 9, and 5 stones earn 14.

SALMON  – One of each color |1| |2| |4| |6| |9| |13|
Each stone you give Salmon must be a di�erent color. The more stones you give Salmon, 
the more points you earn. One stone earns 1 point, two stones earn 2, three stones earn 4, 
4 stones earn 6, 5 stones earn 9, and 6 stones earn 13. 

OWL – |4| each pair
You do not need to complete a pair in a single turn. You can start any pair before finishing 
another, but you will only earn points for complete pairs. 

BEAVER – |5| three of same color, |2| pair, |+7| for completion
You will earn 5 points for giving three of the same color and 2 points for giving a pair to 
Beaver. There is a bonus 7 points for completing both. You do not need to complete a set 
in a single turn and can start either set before finishing the other. 

SPIRIT STONES

ВОЗЬМИТЕ ОДИН 
КАМЕНЬ: Возьмите один 
камень из чаши и размести-
те его на своём планшете. 
Если в чаше нет камней,  
игрок не может выполнить 
данное действие.

PLACING STONES
After taking stones from the bowl, place them on your player board. The boards are 
divided into five sections, each showing an animal and their special requirements.  If 
the stone does not meet the animal’s requirement, you cannot give it to them.  If you 
ever take a stone that you cannot place, return it to the bowl.

ВОЗЬМИТЕ ДВА КАМНЯ: 
Возьмите два камня из чаши и      
разместите их на своем планшете. 
Если в чаше меньше двух камней, 
игрок не можете выполнить данное 
действие.

ДОБАВЬТЕ ДВА КАМНЯ
И ЗАБЕРИТЕ ОДИН:
Вытяните два камня из
мешка и положите их в
чашу. Возьмите один ка-
мень из чаши и разместите
его на своём планшете.

ИСПОЛЬЗУЙТЕ КАРТУ СИЛЫ ДУХОВ И ВОССТАНОВИТЕ КАРТЫ:
ВЫ МОЖЕТЕ ИСПОЛЬЗОВАТЬ ДАНУЮ КАРТУ ДЕЙСТВИЯ, ТОЛЬКО 
ЕСЛИ ХОТЯ БЫ ТРИ ВАШИХ КАРТЫ ДЕЙСТВИЯ ПОВЕРНУТЫ 
ЛИЦЕВОЙ СТОРОНОЙ ВНИЗ. Переверните все свои карты действий 
лицевой стороной вверх. Выберите одну из двух доступных карт Силы
Духов и выполните её действие(-я), после чего положите эту карту под 
низ стопки, в которой она лежала.

COYOTE
Coyote is a trickster who loves distracting other animals. If your opponent places the Coyote 
pawn on an animal on your board, you are not allowed to add any stones to that section 
(including Spirit Stones) until Coyote moves. There are two ways to get rid of Coyote:
• Use the ‘Add three stones & Move Coyote’ action – After adding stones to the bowl, you 

may move Coyote to an animal on your opponent’s scoring board.
• Use both ‘Take one stone actions’ – The back of each ‘Take one stone’ action card shows 

one half of Coyote. Once both cards are face down, you complete the image of Coyote 
and you may move him to an animal on your opponent’s scoring board.

ENDING THE GAME
If there are five Spirit Stones OUT OF THE BAG at the end of any player’s turn, the game 
ends immediately. The stones may be in the bowl or on player boards. SPECIAL NOTE: 
The Bison Spirit Power can return a stone to the bag. If you use this power to return the 
fifth Spirit Stone to the bag before the end of your turn, the game is not over.

SCORING
Add up the points earned, as noted on the player board. See the player board section of 
the rules for scoring each animal’s collection. If a Spirit Stone is in the bonus space, the 
player earns double the listed value for that animal. 

The player with the most points wins the game. In case of a tie, the player with Coyote wins the tie.

Spirit Stones are special. They can only be placed 
in the bonus spaces and will DOUBLE THE 
POINTS EARNED for that animal. Placing a Spirit 
Stone also CLOSES THE SECTION, preventing 
you from adding any more stones to that animal.

SPIRIT POWER CARDS
The Spirit Power Card actions must be performed in order, as written.

BEAR CARD
Count the stones currently in the bowl and return them to the bag.  Add the same 
number of stones from the bag to the bowl. Take one stone from the bowl and place 
it on your board.

WOLF CARD
Add four stones to the bowl from the bag. Take one and place it on your board.

RAM CARD
Take two stones from the bag and place them on your board. You must place 
both stones if you are able to. If you cannot use either of the stones, add them 
to the bowl. 

EAGLE CARD
Take one stone from the bowl and add it to your board. After you recover your 
action cards, take another turn.
 
DEER CARD
Remove one stone from your own board and add it to the bowl. Then, take two 
stones from the bowl and add them to your board.
 
BISON CARD
Add three stones from the bag to the bowl.  Take one stone from the bowl and 
place it on your board.  Choose one stone from the bowl and put it back into the 
bag. The stones taken from the bowl and returned to the bag do not have to be 
from the original three added on this turn.



WOLF 
ADD FOUR STONES

TAKE ONE

RAM 
TAKE TWO STONES 

FROM BAG

EAGLE
TAKE ONE STONE

TAKE ANOTHER TURN

OBJECT OF THE GAME
Use action cards to reveal colorful stones and collect them for points. The player with the 
most points at the end of the game wins! 

SETUP 

Place the bowl in between both players. Set Coyote to the side. 

Put all stones into the bag and shake.  Draw four stones and place them in the bowl.  If 
you drew any special translucent Spirit Stones        , return them to the bag and draw new 
stones until there are four in the bowl. 

Give each player a player board and set of 6 action cards. Spread the cards face-up, in 
front of the boards. 

Shu�e the Spirit Power cards and divide them into two, equal, face-up piles. Each pile 
will have 3 cards in it. 

Choose a player to go first. The starting player flips over their “Take Two Stones” action 
card so that it is face-down. That action will not be available until it is recovered. 

HOW TO PLAY
On your turn, select one of your face-up action cards and complete the action. After you 
are done, turn it face-down. If the card requires you to take a number of stones, those 
stones must be available in the bowl. 

ADD THREE STONES & MOVE 
COYOTE: Draw three stones from 
the bag and add them to the bowl. 
Then, place the Coyote pawn on 
one of the animals on your 
opponent’s board. You do not have 
to move Coyote if you don’t want to.

ANIMAL REQUIREMENTS
The points are noted in brackets. 

RABBIT – |6| Three di�erent colors 
Each stone you give Rabbit must be a di�erent color. You earn 6 points from Rabbit only 
if you complete the set. 

TURTLE – All same color |1| |3| |6| |9| |14|
Each stone you give Turtle must be the same color. The more stones you give Turtle, the 
more points you earn. One stone earns 1 point, two stones earn 3, three stones earn 6, 4 
stones earn 9, and 5 stones earn 14.

SALMON  – One of each color |1| |2| |4| |6| |9| |13|
Each stone you give Salmon must be a di�erent color. The more stones you give Salmon, 
the more points you earn. One stone earns 1 point, two stones earn 2, three stones earn 4, 
4 stones earn 6, 5 stones earn 9, and 6 stones earn 13. 

OWL – |4| each pair
You do not need to complete a pair in a single turn. You can start any pair before finishing 
another, but you will only earn points for complete pairs. 

BEAVER – |5| three of same color, |2| pair, |+7| for completion
You will earn 5 points for giving three of the same color and 2 points for giving a pair to 
Beaver. There is a bonus 7 points for completing both. You do not need to complete a set 
in a single turn and can start either set before finishing the other. 

SPIRIT STONES

TAKE ONE STONE: Take 
one stone from the bowl 
and add it to your scoring 
board. If there are no 
stones in the bowl, you 
cannot use this action.

PLACING STONES
After taking stones from the bowl, place them on your player board. The boards are 
divided into five sections, each showing an animal and their special requirements.  If 
the stone does not meet the animal’s requirement, you cannot give it to them.  If you 
ever take a stone that you cannot place, return it to the bowl.

TAKE TWO STONES: Take two 
stones from the bowl and add them 
to your scoring board. If there are 
less than two stones in the bowl, 
you cannot use this action.

ADD TWO STONES 
AND TAKE ONE STONE: 
Draw two stones from the 
bag and add them to the 
bowl. Take one stone from 
the bowl and place it on 
your player board.

USE SPIRIT POWER & RECOVER CARDS: YOU CAN ONLY USE THIS 
ACTION CARD IF AT LEAST THREE OF YOUR OTHER ACTION CARDS ARE 
FACE-DOWN. Flip all of your action cards face-up.  Choose one of the two 
available Spirit Power cards, perform the action(s) shown, and move the card 
to the bottom of its original pile. 

COYOTE
Coyote is a trickster who loves distracting other animals. If your opponent places the Coyote 
pawn on an animal on your board, you are not allowed to add any stones to that section 
(including Spirit Stones) until Coyote moves. There are two ways to get rid of Coyote:
• Use the ‘Add three stones & Move Coyote’ action – After adding stones to the bowl, you 

may move Coyote to an animal on your opponent’s scoring board.
• Use both ‘Take one stone actions’ – The back of each ‘Take one stone’ action card shows 

one half of Coyote. Once both cards are face down, you complete the image of Coyote 
and you may move him to an animal on your opponent’s scoring board.

ENDING THE GAME
If there are five Spirit Stones OUT OF THE BAG at the end of any player’s turn, the game 
ends immediately. The stones may be in the bowl or on player boards. SPECIAL NOTE: 
The Bison Spirit Power can return a stone to the bag. If you use this power to return the 
fifth Spirit Stone to the bag before the end of your turn, the game is not over.

SCORING
Add up the points earned, as noted on the player board. See the player board section of 
the rules for scoring each animal’s collection. If a Spirit Stone is in the bonus space, the 
player earns double the listed value for that animal. 

The player with the most points wins the game. In case of a tie, the player with Coyote wins the tie.

Spirit Stones are special. They can only be placed 
in the bonus spaces and will DOUBLE THE 
POINTS EARNED for that animal. Placing a Spirit 
Stone also CLOSES THE SECTION, preventing 
you from adding any more stones to that animal.

 

 

КАРТЫ СИЛЫ ДУХОВ
Действия карт Силы Духов должны быть выполнены в указанном порядке.

МЕДВЕДЬ
Посчитайте, сколько камней сейчас лежит в чаше, и верните их в мешок. Выньте
из мешка и положите в чашу такое же количество камней. Возьмите один камень
из чаши и положите его на свой планшет.

ВОЛК
Добавьте в чашу четыре камня из мешка. Возьмите один и разместите его на
своём планшете.

БАРАН
Выньте два камня из мешка и разместите их на своём планшете. Вы обязаны
расположить оба камня, если это возможно. Если игрок не может разместить ни
один из камней, он должен положить оба камня в чашу.

ОРЁЛ
Возьмите один камень из чаши и разместите его на своём планшете. После
восстановления своих карт действий, сделайте еще один ход.

ОЛЕНЬ
Снимите один камень со своего планшета и положите его в чашу. Затем возьмите
два камня из чаши и разместите на своём планшете.

БИЗОН
Положите три камня из мешка в чашу. Возьмите один камень из чаши и
разместите его на своём планшете. Выберите один камень из чаши и верните его
в мешок. Камни, взятые из чаши и возвращённые в мешок, не обязаны быть из
числа трёх вынутых в начале данного хода камней.



OBJECT OF THE GAME
Use action cards to reveal colorful stones and collect them for points. The player with the 
most points at the end of the game wins! 

SETUP 

Place the bowl in between both players. Set Coyote to the side. 

Put all stones into the bag and shake.  Draw four stones and place them in the bowl.  If 
you drew any special translucent Spirit Stones        , return them to the bag and draw new 
stones until there are four in the bowl. 

Give each player a player board and set of 6 action cards. Spread the cards face-up, in 
front of the boards. 

Shu�e the Spirit Power cards and divide them into two, equal, face-up piles. Each pile 
will have 3 cards in it. 

Choose a player to go first. The starting player flips over their “Take Two Stones” action 
card so that it is face-down. That action will not be available until it is recovered. 

HOW TO PLAY
On your turn, select one of your face-up action cards and complete the action. After you 
are done, turn it face-down. If the card requires you to take a number of stones, those 
stones must be available in the bowl. 

ADD THREE STONES & MOVE 
COYOTE: Draw three stones from 
the bag and add them to the bowl. 
Then, place the Coyote pawn on 
one of the animals on your 
opponent’s board. You do not have 
to move Coyote if you don’t want to.

ТРЕБОВАНИЯ ЖИВОТНЫХ
Очки указаны в скобках.

КРОЛИК – |6| Три разных цвета
Все камни, которые игрок даёт Кролику, должны быть разных цветов. Вы получаете 6 очков
только в том случае, если соберете весь набор.

ЧЕРЕПАХА – Все одного цвета |1| |3| |6| |9| |14|
Все камни, которые игрок даёт Черепахе, должны быть одного цвета. Чем больше камней
вы приносите Черепахе, тем больше очков получаете. 1 камень приносит 1 очко, 2 камня -
3 очка, 3 камня - 6 очков, 4 камня - 9 очков, 5 камней - 14 очков.

ЛОСОСЬ  – По одному каждого цвета |1| |2| |4| |6| |9| |13|
Все камни, которые игрок даёт лососю, должны быть разных цветов. Чем больше камней вы
приносите Лососю, тем больше очков получаете. Один камень приносит 1 очко, 2 камня - 2 
очка, 3 камня - 4 очка, 4 камня - 6 очков, 5 камней - 9 очков, 6 камней - 13 очков.

СОВА – |3| за каждую пару
Вам не нужно собирать пару за один ход. Вы можете начать любую новую пару до
завершения предыдущей, но вы получите очки лишь за завершенные пары.

БОБР – |5| три одного цвета, |2| пара, |+7| за весь набор
Игрок получит 5 очков за три собранных камня одного цвета и 2 очка за пару камней. 
Завершение обоих наборов приносит бонус в 7 очков. Вам не нужно завершать набор за
один ход, а также вы можете начать новый набор, ещё не закончив предыдущий.

SPIRIT STONES

TAKE ONE STONE: Take 
one stone from the bowl 
and add it to your scoring 
board. If there are no 
stones in the bowl, you 
cannot use this action.

РАЗМЕЩЕНИЕ КАМНЕЙ
После того, как возьмёте камень из чаши, разместите его на своём планшете. Планшеты
разделены на пять секций, каждая из которых обозначает одно животное и его особые
требования. Если камень не отвечает требованиям животного, игрок не может положить
его на данное животное. Если игрок взял камень, который не может разместить, он
должен вернуть его в чашу.

TAKE TWO STONES: Take two 
stones from the bowl and add them 
to your scoring board. If there are 
less than two stones in the bowl, 
you cannot use this action.

ADD TWO STONES 
AND TAKE ONE STONE: 
Draw two stones from the 
bag and add them to the 
bowl. Take one stone from 
the bowl and place it on 
your player board.

USE SPIRIT POWER & RECOVER CARDS: YOU CAN ONLY USE THIS 
ACTION CARD IF AT LEAST THREE OF YOUR OTHER ACTION CARDS ARE 
FACE-DOWN. Flip all of your action cards face-up.  Choose one of the two 
available Spirit Power cards, perform the action(s) shown, and move the card 
to the bottom of its original pile. 

COYOTE
Coyote is a trickster who loves distracting other animals. If your opponent places the Coyote 
pawn on an animal on your board, you are not allowed to add any stones to that section 
(including Spirit Stones) until Coyote moves. There are two ways to get rid of Coyote:
• Use the ‘Add three stones & Move Coyote’ action – After adding stones to the bowl, you 

may move Coyote to an animal on your opponent’s scoring board.
• Use both ‘Take one stone actions’ – The back of each ‘Take one stone’ action card shows 

one half of Coyote. Once both cards are face down, you complete the image of Coyote 
and you may move him to an animal on your opponent’s scoring board.

ENDING THE GAME
If there are five Spirit Stones OUT OF THE BAG at the end of any player’s turn, the game 
ends immediately. The stones may be in the bowl or on player boards. SPECIAL NOTE: 
The Bison Spirit Power can return a stone to the bag. If you use this power to return the 
fifth Spirit Stone to the bag before the end of your turn, the game is not over.

SCORING
Add up the points earned, as noted on the player board. See the player board section of 
the rules for scoring each animal’s collection. If a Spirit Stone is in the bonus space, the 
player earns double the listed value for that animal. 

The player with the most points wins the game. In case of a tie, the player with Coyote wins the tie.

Spirit Stones are special. They can only be placed 
in the bonus spaces and will DOUBLE THE 
POINTS EARNED for that animal. Placing a Spirit 
Stone also CLOSES THE SECTION, preventing 
you from adding any more stones to that animal.

SPIRIT POWER CARDS
The Spirit Power Card actions must be performed in order, as written.

BEAR CARD
Count the stones currently in the bowl and return them to the bag.  Add the same 
number of stones from the bag to the bowl. Take one stone from the bowl and place 
it on your board.

WOLF CARD
Add four stones to the bowl from the bag. Take one and place it on your board.

RAM CARD
Take two stones from the bag and place them on your board. You must place 
both stones if you are able to. If you cannot use either of the stones, add them 
to the bowl. 

EAGLE CARD
Take one stone from the bowl and add it to your board. After you recover your 
action cards, take another turn.
 
DEER CARD
Remove one stone from your own board and add it to the bowl. Then, take two 
stones from the bowl and add them to your board.
 
BISON CARD
Add three stones from the bag to the bowl.  Take one stone from the bowl and 
place it on your board.  Choose one stone from the bowl and put it back into the 
bag. The stones taken from the bowl and returned to the bag do not have to be 
from the original three added on this turn.



OBJECT OF THE GAME
Use action cards to reveal colorful stones and collect them for points. The player with the 
most points at the end of the game wins! 

SETUP 

Place the bowl in between both players. Set Coyote to the side. 

Put all stones into the bag and shake.  Draw four stones and place them in the bowl.  If 
you drew any special translucent Spirit Stones        , return them to the bag and draw new 
stones until there are four in the bowl. 

Give each player a player board and set of 6 action cards. Spread the cards face-up, in 
front of the boards. 

Shu�e the Spirit Power cards and divide them into two, equal, face-up piles. Each pile 
will have 3 cards in it. 

Choose a player to go first. The starting player flips over their “Take Two Stones” action 
card so that it is face-down. That action will not be available until it is recovered. 

HOW TO PLAY
On your turn, select one of your face-up action cards and complete the action. After you 
are done, turn it face-down. If the card requires you to take a number of stones, those 
stones must be available in the bowl. 

ADD THREE STONES & MOVE 
COYOTE: Draw three stones from 
the bag and add them to the bowl. 
Then, place the Coyote pawn on 
one of the animals on your 
opponent’s board. You do not have 
to move Coyote if you don’t want to.

ANIMAL REQUIREMENTS
The points are noted in brackets. 

RABBIT – |6| Three di�erent colors 
Each stone you give Rabbit must be a di�erent color. You earn 6 points from Rabbit only 
if you complete the set. 

TURTLE – All same color |1| |3| |6| |9| |14|
Each stone you give Turtle must be the same color. The more stones you give Turtle, the 
more points you earn. One stone earns 1 point, two stones earn 3, three stones earn 6, 4 
stones earn 9, and 5 stones earn 14.

SALMON  – One of each color |1| |2| |4| |6| |9| |13|
Each stone you give Salmon must be a di�erent color. The more stones you give Salmon, 
the more points you earn. One stone earns 1 point, two stones earn 2, three stones earn 4, 
4 stones earn 6, 5 stones earn 9, and 6 stones earn 13. 

OWL – |4| each pair
You do not need to complete a pair in a single turn. You can start any pair before finishing 
another, but you will only earn points for complete pairs. 

BEAVER – |5| three of same color, |2| pair, |+7| for completion
You will earn 5 points for giving three of the same color and 2 points for giving a pair to 
Beaver. There is a bonus 7 points for completing both. You do not need to complete a set 
in a single turn and can start either set before finishing the other. 

КАМНИ ДУХОВ

TAKE ONE STONE: Take 
one stone from the bowl 
and add it to your scoring 
board. If there are no 
stones in the bowl, you 
cannot use this action.

PLACING STONES
After taking stones from the bowl, place them on your player board. The boards are 
divided into five sections, each showing an animal and their special requirements.  If 
the stone does not meet the animal’s requirement, you cannot give it to them.  If you 
ever take a stone that you cannot place, return it to the bowl.

TAKE TWO STONES: Take two 
stones from the bowl and add them 
to your scoring board. If there are 
less than two stones in the bowl, 
you cannot use this action.

ADD TWO STONES 
AND TAKE ONE STONE: 
Draw two stones from the 
bag and add them to the 
bowl. Take one stone from 
the bowl and place it on 
your player board.

USE SPIRIT POWER & RECOVER CARDS: YOU CAN ONLY USE THIS 
ACTION CARD IF AT LEAST THREE OF YOUR OTHER ACTION CARDS ARE 
FACE-DOWN. Flip all of your action cards face-up.  Choose one of the two 
available Spirit Power cards, perform the action(s) shown, and move the card 
to the bottom of its original pile. 

Камень 
Духов
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КОЙОТ
Койот - это плут и обманщик, которому нравится отвлекать других животных. Если
противник ставит Койота на секцию с вашим животным, вы больше не можете класть сюда
камни (в т.ч. Камни Духов), пока Койот не уйдёт. Есть два способа избавиться от Койота:
• Использовать карту "Добавьте два камня и переместите Койота" – После добавления
камней в чашу, игрок может переместить Койота на животное на планшете оппонента.
• Использовать обе карты "Возьмите один камень" - Рубашка каждой из этих двух карт
изображает  половину Койота. Как только обе карты перевернуты, вы завершаете портрет
Койота и можете переместить его на планшет оппонента.

КОНЕЦ ИГРЫ
Если в конце хода любого игрока из мешка были вынуты пять Каменей Духов, игра
немедленно завершается. Камни могут быть как в чаше, так и на планшете игрока.
ПРИМЕЧАНИЕ: Карта Бизона позволяет вернуть камень в мешок. Если вы используете
данное свойство, чтобы вернуть пятый Камень Духов обратно в мешок, 
до конца своего хода, игра продолжается.
ПОДСЧЕТ ОЧКОВ
Подсчитайте полученные очки. Воспользуйтесь правилами или секцией планшета 
с указанием очков за каждое животное. Если на месте для бонуса лежит Камень Духов, 
очки за данное животное удваиваются. Игрок с наибольшим количеством очков 
побеждает.  В случае ничьей побеждает игрок с Койотом.

Камни Духов особенные. Они могут быть             
размещены только на местах для бонуса и          
УДВАИВАЮТ ОЧКИ, полученные за данное
животное. Размещение Камня Духов также                      
ЗАКРЫВАЕТ НАБОР, не позволяя больше игроку 
приносить камни этому животному. 

SPIRIT POWER CARDS
The Spirit Power Card actions must be performed in order, as written.

BEAR CARD
Count the stones currently in the bowl and return them to the bag.  Add the same 
number of stones from the bag to the bowl. Take one stone from the bowl and place 
it on your board.

WOLF CARD
Add four stones to the bowl from the bag. Take one and place it on your board.

RAM CARD
Take two stones from the bag and place them on your board. You must place 
both stones if you are able to. If you cannot use either of the stones, add them 
to the bowl. 

EAGLE CARD
Take one stone from the bowl and add it to your board. After you recover your 
action cards, take another turn.
 
DEER CARD
Remove one stone from your own board and add it to the bowl. Then, take two 
stones from the bowl and add them to your board.
 
BISON CARD
Add three stones from the bag to the bowl.  Take one stone from the bowl and 
place it on your board.  Choose one stone from the bowl and put it back into the 
bag. The stones taken from the bowl and returned to the bag do not have to be 
from the original three added on this turn.
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