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T e dream goes on with the expansions!
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Each expansion contains an original universe in 84 unique oversized cards.
...and more to come !
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  Contents
 Built-in scoring track
 84 Image Cards
 36 Voting Tokens in 6 different colours numbered from 1 to 6
 6 Wooden Rabbit Meeples (rabbeeples!)

  Setup
(DFK� SOD\HU� FKRRVHV� D� UDEELW� DQG� SODFHV� LW� RQ� VSDFH� �� RI� WKH� VFRULQJ� WUDFN�� 6KXIÀH 
the 84 Image Cards and deal 6 to each player. Make a draw pile with the remaining cards.

 4-Player Setup: 4 Voting Tokens per player (value 1 to 4).
 5-Player Setup: 5 Voting Tokens per player (value 1 to 5).
 6-Player Setup: 6 Voting Tokens per player (value 1 to 6).

Note: Do not show your hand of cards to anyone.

  Game turn
The storyteller

One player is the storyteller for the round. They look at the 6 Image Cards in their hand 
and make up a sentence to describe just one of them, then say the sentence aloud 
without showing the card to the other players.

The sentence can take different forms: it can be made of one word or more, it can even 
be a sound. The sentence can be either invented or inspired by an existing work of art 
(poetry or song, movie title, proverb, etc).

:KR�ZLOO�EH�WKH�VWRU\WHOOHU�IRU�WKH�¿UVW�URXQG"�<RX�GHFLGH��,V�LW�WKH�SHUVRQ�ZKR�ODVW�UHDG�D�
VWRU\�RU�KHOG�D�ERRN"�2U�WKH�SHUVRQ�ZKR�FDQ�FRPH�XS�ZLWK�WKHLU�VHQWHQFH�IDVWHVW"

Choosing a card for the storyteller

Each other player selects the card from their hand that best matches the storyteller’s 
sentence. They pass their card to the storyteller, without showing it to the others.

7KH�VWRU\WHOOHU�VKXIÀHV�WKHLU�FDUG�ZLWK�DOO�WKH�UHFHLYHG�FDUGV��WKHQ�UDQGRPO\�SODFHV�WKHP�
face up on the table. The card on the left will be number 1, the one next to it will be 
number 2, and so on…

Finding the storyteller’s image: the vote

7KH�JRDO�RI�WKH�RWKHU�SOD\HUV�LV�WR�¿QG�ZKLFK�,PDJH�&DUG�RQ�GLVSOD\�LV�WKH�RQH�GHVFULEHG�
by the storyteller. Each player secretly votes for the card that they believe belongs to the 
storyteller (who doesn’t vote) by placing a Voting Token with the desired number face-
down in front of them. Once everybody has voted, all the voting tokens are revealed and 
placed on their corresponding Image Cards.

1RWH��<RX�FDQ¶W�YRWH�IRU�\RXU�RZQ�,PDJH�&DUG�

Scoring

  If all players have found the storyteller’s image, or if none have found it, then the 
storyteller doesn’t score any points and everyone else scores 2 points.
  In any other case, the storyteller scores 3 points and so do the players who found 
 their image.
  Each player, except the storyteller, scores one point for each vote that was placed 
on their image.

The players move their rabbits along the scoring track one space per point scored.

End of turn

Each player draws a new card to bring their hand up to 6 once more. The role of the 
storyteller moves one player to the left and continues moving clockwise each round.

  Game end
The game ends at the end of a turn during which a player reaches or exceeds 30 points. 
The player with the most points wins the game. In case of a tie, the tied players share 
the victory.



  Example of turn

 5 players are around the table: Julien, Mathilde, Nicolas, Léa and Tom.
-XOLHQ�LV�WKH�¿UVW�SOD\HU�WR�¿QG�D�VHQWHQFH�LQVSLUHG�E\�DQ�LPDJH�IURP�KLV�KDQG�

6R��KH�ZLOO� VWDUW� WKH�¿UVW� WXUQ�DV� WKH�VWRU\WHOOHU��7KH�VHQWHQFH�KH�VD\V�
WR� HYHU\RQH� LV�� �:KHUH� LV� KDSSLQHVV"�� UHIHUULQJ� WR� WKH� )UHQFK� PRYLH�
�+DSSLQHVV�LV�LQ�WKH�)LHOG��

After listening to the sentence, the other players have to choose an image from their hand 
that will best match the sentence provided by Julien.

Léa has those 6 cards in hand:

Amongst those 6 images, she chooses the 3rd one which is, for her, the closest to Julien’s 
VHQWHQFH���:KHUH�LV�KDSSLQHVV"����6KH�JLYHV�WKLV�FDUG�WR�KLP��0DWKLOGH��1LFRODV�DQG�7RP�
also choose one of their cards and give them to Julien, the storyteller for this turn.
-XOLHQ�VKXIÀHV�KLV�FDUG�ZLWK�WKH�RQHV�KH�UHFHLYHG�IURP�WKH�RWKHU�SOD\HUV�DQG�SODFHV�WKHP�
in the middle of the table.

Each player (except the storyteller) is going to vote for the one they think is Julien’s card.
 

Once everyone has selected their voting token, they reveal them.

Only Léa has found Julien’s card (number 4). So she and Julien score 3 points each.
2 players have voted for Léa’s card (number 1) and so she scores 2 additional points.
Tom scores 1 point as one person has voted for his card (number 3).

At the end of this turn, Léa scores a total of 5 points, Julien 3 points and Tom 1 point; 
0DWKLOGH�DQG�1LFRODV�GRQ¶W�VFRUH�DQ\�SRLQWV�DV�WKH\�FRXOGQ¶W�¿QG�-XOLHQ¶V�FDUG��DQG�QR�
one has voted for their cards.
)RU�WKH�QH[W�WXUQ��7RP�ZLOO�EH�WKH�VWRU\WHOOHU�DV�KH¶V�VHDWHG�WR�WKH�OHIW�RI�-XOLHQ�

  Game Tips
If the sentence given by the storyteller describes the image too precisely, all the 
SOD\HUV�ZLOO�HDVLO\�¿QG�LW�DQG�VR�WKH\�ZRQ¶W�VFRUH�DQ\�SRLQWV�

On the other hand, if the sentence has very little to do with the image, it’s quite likely 
that nobody will vote for their card, and again the storyteller will score no points.

6R�WKH�FKDOOHQJH�IRU�WKH�VWRU\WHOOHU�LV�WR�¿QG�D�VHQWHQFH�WKDW�LV�QHLWKHU�WRR�GHVFULSWLYH��
QRU�WRR�DEVWUDFW��VR�WKHUH�LV�D�FKDQFH�WKDW�VRPH�SOD\HUV�¿QG�LW��EXW�QRW�DOO�RI�WKHP�

At the beginning, this can be fairly hard to achieve, but you’ll see that inspiration 
comes more easily after a few turns.

  Variants
 3 players: each player has 7 cards, instead of 6. Every player except the storyteller 
plays 2 cards per round, instead of one. So we end up with 5 displayed cards to 
choose from.

 Scoring: When only one player has found the storyteller’s card, they both score 
4 points, instead of 3.

Mimes or songs: in this variant, the storyteller can either sing a song or some 
music that could be somehow related to the card, or even mime it! The rest of the 
game stays the same.

Nothing prevents you from mixing the different variants together or creating 
some of your own!
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Translation : Bastien Lefèvre - Gavin Wynford-Jones
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