s Co,hoimfom

The Joy of Encounter / Alchemy 0 HEWDEY KM

Players : 7L 1 A$
123456789 10-

Time : PFREER

@ Soulmates: Destiny 5 - 15 minutes : %3 ERDA 4
X Secret Signs 10 - 20 minutes : % WEDYTr > 11
Base Games “The Trilogy of Time” 25368 NI O =AR{E.

@ Time of Happiness Untimed : A% EH oSl 17
7~ N L

a Altar of Time [ 2 15 - 30 minutes : %3 BFDEIE 20
4

Promise of Reunion > lday+: H~00 BRDHE 28

Number of players supported with thisset: [l Dt v k&> TERZ AR
Player limit can be increased if other sets are used in combination: } oty bHBNIE FATHERBICTILATEET



OQ “

V¥ What is Ars Combinatoria?

Ars Combinatoria is a Latin phrase that means "the art of
combination," which combines seemingly unrelated things to create
something of value.

Alchemy, which ancient scholars believed could transmute simple
base metals into valuable gold, is one example of Ars Combinatoria.
Some have referred to alchemy as "divine marriage." Perhaps
romantics might say that marriage, by which two lovers are united, is
yet another example of Ars Combinatoria.

The cards in this set can be combined to play five different games. In
that way, this set can be thought of as an Ars Combinatoria as well.

I hope that these games become catalysts that join people together.
With this image in my mind, | decided to name this set of cards games
Ars Combinatoria.

I hope that you and the people you are with have a wonderful time
playing together.
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WV Cards in this Set VoDtyrcA>TWAAH—F

This set includes a total of 78 cards, divided into two suits: COEYMMIE. KBBEBD 2 A,
Sun and Moon. A card's suit is indicated by the image printed on each A 18D A—RBA>TVET,
individual card. Depending on the game, you will need to use these

cards in different combinations. BRTBN—RIET —LICL>TREDET,
Number Cards : F>/I\—h—F Desire Cards : FEWEH—F
\ \
| | |
SUN b
Cards x8 X7 X6 x5 x4 x3 x3 et
[ L rYEN
BEOVLIE i@ﬁmz?\!u:x BEOWNIE ﬁm;f?v:z: FROVWWIE %%vit?u:z EROEV } iE
P Points: XA XS
e e spoQnssr  XYg asoQrsse m><’/g
D Another player's: AD[7] X @ P Another player's: AD[]X Q
Another player's: A® [1% ¢ Another players: AD ] X ¢
© ©
ey ? e A O] o
MOON A
Cards ME

Good Very Good Good Very Good Moment of
(Present) 1 CPresent) (g (Future) CFuture) Achievement
- -

N irouuce

)




Soulmates: Destiny @ ERDA

£

32

Players: 3-8 TLIAH  3~8 A
Time: 5 - 15minutes FREBBSEY : 5~15 %
V¥ Overview Vg
This game is a revised version of the popular card game PAAR. AR A—R7—L FPAAR : BRATcBI @
In this game, you cannot win alone. Instead, you must find your FArs Combinatoriag /NA—>3>T9,
Soulmate, and together emerge victorious. FLAY—it 1 ATEOCLIZ TS,
As this game naturally leads to players pairing up, PBELH—KREE->TWS
itis also know as The Matchmaking Game. ESDOAEESIFHEICETEAILET,

BABRNTHY T 2N B8,
MBaY7—L) EMENBIEDHDET,

V¥ Setting Up V CDF—=LTESH—F
To play this game, combine all Number Cards 1 -5 1~5DF>N—=hH—F (60 #) o
to form a single deck, a total of 60 cards. A—RIFKEY B0 2 BELH D ETH,

The cards in this set are divided into two suits: Sun and Moon.
Use both when playing this game.

Return the cards not used in this game to the case. FEHBEVWA—RIFT—RICLF>THLTLIES L,

mAZEDETHEVET,
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Refer to this part of the card: [:] N—ROZDEREFENET

V¥ Winning the Game

The two players who, together, are able to assemble four consecutive
Number Cards or four of the same Number Card win the game.

In either case, these cards must all be of the same suit, Sun or Moon.
You cannot win alone, even if you collect these four cards by yourself.
The fourth card must come from your Soulmate, and only
together can you win the game.

V Starting the Game

Choose a player to deal the cards.

The chosen player shuffles the deck, and deals four cards face down
to each player. These cards make up your hand. Take care that you do
not show these cards to the other players.

Place the deck of remaining cards face down in the center of the
table.
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Take the top card from the deck and place it face up,
forming the discard pile.

On your turn, draw one card from the top of either the deck or the
discard pile. Drawing from the discard pile can increase your chances
of finding your Soulmate. As the cards in the discard pile are face up,
you can confirm whether it will be of use to you or not. Furthermore, it
can signal to the other players what cards you are attempt to collect.

The player who dealt the cards goes first.

Deck : 1Ll n*=

V¥ Playing the Game

Draw one card from the top of either the deck or the discard pile, then
determine if you can Look for Love with the five cards in your hand.
You can Look for Love when you have one of the following
combination of cards in your hand:
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Discard Pile : 3&T#L
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© Consecutive Middle

You can Look for Love if you have three consecutive Number
Cards of the same suit in your hand. For example, you can Look
for Love if you have a 2, 3, and 4 of the Sun suit. In this case, you
are looking for another player that has a 1 or 5 of the Sun suit.
Announce whether you are looking for a 1 or 5, and reveal your
cards to the other players.
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® Consecutive Ends

You can Look for Love if you have three consecutive Number
Cards of the same suit in your hand.If you have a 1, 2, and 3 of the
same suit, you must announce that you are looking for a 4. If you
have a 3, 4, and 5 of the same suit, you must announce that you
are looking fora 2.
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© Two and One Gap © RLY—20 1#HEIEL
You can Look for Love if you have two consecutive Number Cards 2HDBEHEL 1 MRIELIEBDA— R H 255
and a third Number Card that skips one card, all of the same suit. BEOH—RTI—ILTB A TIET,
For example, if you have a 1, 2, and 4 of the Sun suit, you can o= a oA
announce that you are looking for a 3. ez KIBD 1,2, 4 ZF>TWBBEIC.

3ERHTI—INTBIEHTIET,

O Three of aKind O RALY—JDRL#H 3K
You can also Look for Love if you have three of the same Number HEETIEEL BLHEDOA—RTHI—-ILTEET,
Card of the same suit. For example, if you have a 3, 3, and 3 of the = zlE. KD 3% 3E-oTVBRIEESRETT,

Sun suit, you can announce that you are looking for a 3.
There are fewer high Number Cards in the deck, so consideration
of the odds is key.

HFICE>THIDES DT, BEORBOHHKTITY,
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To Look for Love, discard the two unneeded cards
from your hand, announce the card you are looking for,
and reveal your cards to the other players.

If another player has the card you were looking for,
you realize that they are your Soulmate, and the two of you
win the game.

You and your Soulmate place all of your cards into the discard
pile. Be sure that the card on top of the discard pile is the card
provided by your Soulmate. The remaining players continue the
game.

If no player has the card you announced, you are unable to find
your Soulmate. Discard all of your cards. It does not matter
which card winds up on the top of the discard pile. Draw four new
cards from the deck. This ends your turn.

Even if you can Look for Love with your four new cards,
you must wait until your next turn to try again.
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If multiple players have the card you announced, you are caught
inainaLove Triangle, and are unable to find your Soulmate.

As above, discard all of your cards and draw four new ones from
the deck. The players who revealed the announced card
return it to their hand.

If you cannot Look for Love, choose one card from your hand to
discard. This ends your turn, and play passes to the player sitting to
your left.

If there are no more cards in the deck, shuffle the discard pile and
replace it as the deck.

V¥V Ending the Game

When playing with an even number of players, the game ends when
only two players are left. Even if you aren’t able to win, you won’t end
the game alone. Conversely, when playing with an odd number of
players, the game ends when only one player is left. This lends the
game a sense of urgency as all players rush not to be the last one
standing.
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Players: 4
Time: 10 - 20minutes

V¥ Overview

In this game, you and a partner will face off against another team of
two in a battle of calculation and cunning. Both teams should
secretly decide on their Secret Signs, which they will use during
the game to secretly convey information to their teammate. As
this game is played in pairs, it could be fun to team up with your
partner from Soulmates: Destiny.

V Setting Up

To play this game, combine all Number Cards 1 - 6 to form a deck, a
total of 33 cards. The cards in this set are divided into two suits: Sun
and Moon. Please only use one suit when playing this game. Each
Number Card has a point value equal to the number in its upper left
corner.

Return the cards not used in this game to the case.

TLIAE 4 A
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Refer to this part of the card: D A—ROZDERZENET

V¥ Winning the Game

In each game, you and your teammate will aim to gather cards

so that the sum of the cards in both of your hands is as close to 30
as you can get without going over. Play this game twice, and the
team with the highest combined score is the winner.

V Starting the Game

Before starting the game, both teams should secretly decide on their
Secret Signs, which they will use during the game to secretly convey
information to their teammate. For example, you could think of a sign
to indicate that you are lying, or that you have a certain card in your
hand. Your Secret Signs can be verbal clues, hand gestures, or any
other kind of signal. Be sure not to reveal this to the opposing team.
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F—LOFILOEGEHH 30 ICHBELSICLET,
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Teammate : F—LXTk

Teammate : F—LXTk

Once both teams have decided on their Secret Signs, sit at the
table facing your teammate.

Choose a player to deal the cards. The chosen player shuffles the
deck, and deals five cards face down to all players. These cards make
up your hand. Take care that you do not show these cards to the other
players. Place the deck of remaining cards face down in the center of
the table.

The player who dealt the cards goes first.

V¥V Playing the Game

Draw one card from the deck and add it to your hand.

At this point, you may attempt to communicate as much information
as you can regarding the cards in your hand and your hand total to
your teammate. You may communicate as you like, but you may not
reveal any of your cards to the other players.

4
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Keep in mind that you do not have to openly reveal any information,
or be truthful about what you say. Using deception in a way that only
your teammate would understand is the key to victory.

The rest of your turn is carried out in the following order. Proceed
through these phases until a player takes an action that ends your
turn.

BROEHREEDFFELTH. BEDLWTH OKTY,
A—FZEIVWAR BIWTA—REDT T I3z {TVET,

© Sending Phase
Select one card from your hand to attempt to pass to your
teammate. Place the card face down in the center of the table
and state its value. You are not required to do so truthfully.

Neither members of the opposing team nor your teammate are
permitted to look at your card unless they choose to add it to
their hand in the following phases.
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© Interception Phase

Before your teammate can receive your card, both members of
the opposing team have the right to intercept it, should they
choose to. The members of the opposing team can discuss
whether or not to intercept your card.

If either member of the opposing team chooses to intercept
your card, they must choose one of their own cards and place
it face up in front of them before intercepting your card and
adding it to their hand. Discard the face up card. The turn then
passes to the player of the opposing team sitting to your left.

If neither member of the opposing team chooses to intercept your
card, proceed to Phase 3.

Reception Phase

Your teammate may now choose whether or not they wish to
receive your card.

If your teammate chooses to receive your card, they must
choose one of their own cards and place it face up in front of
them before taking your card and adding it to their hand.
Discard the face up card. The turn then passes to the player of
the opposing team sitting to your left.

If your teammate chooses not to receive your card, proceed to
Phase 4.
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O Rejection Phase

Your teammate may also elect to reject your card, and
instead draw one card from the deck.

Before doing so, they must choose one of their own cards and
place it face up in front of them. Discard the face up card, as well
as your face down card, taking care to keep it face down.

The turn then passes to the player of the opposing team sitting to
your left.

V Ending the Game

The game ends once every player has taken two turns as described
above. Reveal your cards, and calculate the combined sum of the
values of your team’s cards.

Your team scores points equal to the combined sum of the cards in
both of your hands. However, if this exceeds 30, your score is
reduced to 0.

If this is the first of your two games, play again with the same teams.

If your team played first this game, the opposing team should go first
in the second game. Once you have played two games, add your point
total from both games. The team with the highest overall point total is
the winner.
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Players: 2 — 6 (You may use other sets to increase player limit)
Time: Untimed

VOverview

In this game, you will take turns being the speaker, who will talk
about a topic of their choice. The other players will then try to guess
the speaker’s feelings about their chosen topic. This simple game
that creates a positive environment where all players can easily
participate and enjoy the conversation.

V Setting Up

To play this game, distribute one of each Number Card 1 - 6 to each
player, a total of six cards.This set contains enough cards for six
people to play together.

Return the cards not used in this game to the case.

When playing this game, refer to the Time (Past, Present, Future)
and Feeling (Good, Very Good) written in the top right of the card.

TLAAE 1 2~6 A Gtotyrpranig~o)
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Refer to this part of the card: [:] A—ROZDERZENET

V¥ Winning the Game V B

The players who are able to correctly guess the three cards HBEELBRATE 3MDD—FEIRTYHTEADBETY,
played by the speaker win.
2L BBairins

Rather than winning or losing, this game prioritizes getting to know AEEE LI LICESAB WS —LTY,
one another through casual conversation.

V Starting the Game A4 ~1oY:]

Distribute the six cards to each player, as described above. FRITZ6 MON—RELEICEEDE T,

These six cards correspond to different periods in time: 1 and 2 refer 12 DA—=RIEBEICOVT, 3 L4 IFREICOVT,
to the Past, 3 and 4 to the Present, and 5 and 6 to the Future. 5Y 6 IxRRKICETEZIH—RTY,

These cards also represent your feelings about an event: 1, 3, and 5 1. FHOH—RIE TLWI .

are Good, and 2, 4, and 6 are Very Good. BHON—RIE TETHWLNC Y FELTWET,




V¥V Playing the Game

Choose a player to be the first speaker. As the speaker, you will
describe a Past, Present, and Future event to the other players.

First, choose a topic about which you’d like speak. Typically this will
be something you like, such as a hobby.

Describe a Past event related to the topic you've chosen. You can talk
as much as you’d like about this event. Once you have finished
speaking, select the one of your two Past cards that best reflects how
you feel about this event: Good or Very Good. Place this card face
down in front of you.

The other players then try to guess which card you played. To do so,
they are free to ask you questions about the event you described. You
should answer these questions truthfully. Please answer however you
feel best addresses the question.

Once the other players think they know what card you played,
they place the matching card face up in front of them.

Repeat this twice more, speaking first about an event that has
happened recently, in the Present, and then an event that has yet to
come, in the Future.

V¥V Ending the Game

Once you have spoken about Past, Present, and Future events, and all
players have made their guesses, reveal your three face down cards to
the other players. The players whose cards match your own win the
round.

Continue play from the player to your left until all players have had a
chance to speak, or until you choose to stop.
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Altar of Time EZ! BFDRiE

Players: 2 (You may use other sets to increase player limit)

Time: 15 - 30minutes

V¥ Overview

This game’s theme is centered around the human perception of
time.

The movement of the cards within the game mimics the passage of
time around us in our daily lives. Just as we aim to make the most of
our time every day, players aim to fill their hands with the cards that
will give them the most points.

There is no player limit for this game, but 2 - 5 player games are ideal
to reduce the waiting time between turns.

V Setting Up

To play this game, combine all Number Cards 1 - 6 and one of each
Desire Card to form a deck. The cards in this set are divided into two

suits: Sun and Moon. Each deck should only contain cards of one suit.

You will use your own deck of cards to play this game.

Return the cards not used in this game to the case.

|
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FREGBSRT : 15~30 &
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Refer to this part of the card: [:] A—ROZDERZFENET

V¥ Winning the Game

At the end of the game, the player who has the highest point total in
their hand is the winner.

V Starting the Game

Remove one 1, 2, and 5 card from your deck, and place these
three cards face up in front of you to form your Schedule.

Hand the remaining cards to the player sitting to your left and have
them shuffle your deck.Once your deck is shuffled, place it face down
next to your Schedule.

Draw eight cards from your deck to make up your hand. These cards
represent the possibilities you have with the limited time in your day.
Take care that you do not show these cards to the other players. Each
Number Card has a point value equal to the number in its upper left
corner. Desire Cards do not provide you with points on their own,
but can augment the total number of points you score at the end

of the game.
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Refer to the image below when arranging your cards.

Altar of Time  Discard Pile / Past :
FrEE et BE

ENZNOA—RORE CEKITTROBDTY,

Schedule : FER

Iﬂ 0 ®1 |

V¥V Playing the Game

Choose a person to play first.
Your turn consists of two consecutive phases:

© Scheduling Phase: Select cards from your hand to replace
cards in your Schedule.

© Drawing Phase: Draw cards from your deck until you have
eight cards in your hand.

© Scheduling Phase

Select cards from your hand to replace cards in your Schedule.
The cards from your hand must have a total value equal to the
value of the cards you wish to replace in your Schedule. Remove
all cards that you replaced in the Schedule, and place them in
the center of the table. This pile is referred to as The Altar of
Time, a gathering place for time that has passed.
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Moving cards into your Schedule represents your commitment to FERDODH—RZEEHT LT

certain uses of time in a given day. No matter how many attractive BT IEEEOEVNSEBIRL TV o imh 9,
options you have, time s a finite resource. T SAOBHN BRI B> TH, BRIZERTT,
You may replace one or more cards with one or more cards, BEDHDIZEST-FEIE

so long as the totals are equal. You may also choose to HLOESHNLEZET IBOSE | IchTIToNnET,
replace cards in another player’s Schedule. However, you may

only replace cards once per turn. N—EOKEIE. 1 RTHEMOAHTHEBTT,

Please note that Desire Cards cannot be placed into any player’s o, RRTEIHRIZBFOFERTOLADOFERTD
Schedule. BULEEA.
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® Drawing Phase

Once you have replaced cards in your Schedule, draw from your
deck to bring your hand back up to eight cards.

After you have completed the two actions described above, the turn
passes to the player to your left.

% Cards with Special Abilities

Typically, you will take your turn by carrying out the two actions as
described above. However, having a 3, 4, or 6 in your Schedule lets
you perform special actions.

4 |Ifthereisa4inyourSchedule, you may offer cards to the Altar of
Time directly from your hand instead of replacing cards in your
Schedule during your Scheduling Phase. Place the cards you wish
to offer face down on the Altar of Time. There is no limit on the
number of cards you can offer in this manner. Not only is this the
most efficient way to get rid of unwanted cards, it is also the only
way to remove Desire Cards from your hand.

3 Ifthereisa3inyour Schedule, you may choose any other player
and draw cards from their deck instead of your own during your
Drawing Phase.

6 Similarly, if thereis a 6 in your Schedule, you may choose any
other player and draw cards from their hand instead of from your
deck during your Drawing Phase. You may choose which cards to
draw, but may not look at the chosen player’s hand.
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If another player takes cards from your hand in this manner, draw 6 DMRICE>TFILZES NI AL

from your deck until you have eight cards in your hand. In either FCEDDOILA A BELS 8 IR B LS
case, you do not have to draw all cards from the same player, and A LT a0
U [

you may choose to draw some cards from your own deck as well.

to the Altar of Time Draw from Opponent’s Deck \/ Draw from Opponent’s Hand \“[,'

EMTITIRORE) ICHEET A AD WL D SHRLTITET v ADFHDSHRMNTETET
These effects are not limited to the turn in which you play a 3, 4, 3,4,6 B LI=2—27E1FTRL,
or 6 - they continue as long as the card remains in your Schedule. FERICHBROMDEREBELETET,

Obtaining another player’s Desire Cards can boost your own point

total, so making good use of these special cards can be your key to COT—LISBEVWEN—FOEBHERICHBDT,

victory. CNSDRHN—RESFFESCEHBHOETT,
These effects are also noted on the bottom of their respective cards. BERA—RIZTAICHREDAXENREHNINTUVET,
g= /A= A=




V Ending the Game

The game ends when any player’s deck runs out of cards.

If your deck runs out while you are replenishing your hand due to the
effect of a 6, draw the remaining cards from the deck of the person
who drew from your hand. Typically, players should aim to end the
game with eight cards in their hand.

V Scoring

Each player scores points equal to the sum of the values of the
Number Cards in their hand, multiplied by the indicated
multiplier of any Desire Cards in their hand.

© Total the value of the Number Cards in your hand.

@ Desire Card Multiplication
If you have any Desire Cards in your hand, multiply the total as
calculated above by the indicated multiplier of the Desire Cards.
This multiplier varies based on how many of each Desire Card you
have in your hand.

There are two kinds of Desire Cards: the Spear and the Shield. The
Spear represents the joy you feel in a moment of achievement. This is
a temporal, finite moment in time, but is filled with personal meaning.
Conversely, the Shield represents an eternal wish, everlasting and
unchanged by the passage of time. Having such a wish can fill you
with strength. In this game, you must choose which of these desires to
prioritize and maximize your point total. Usually, you will make this
choice based on which Desire Cards you have in your hand at the end
of the game.
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Having your own Spear or Shield card in your hand grants you a
multiplier of 5. However, if you have both of these cards, they
negate each other and your multiplier becomes 1.

Obtaining another player’s Desire Card that matches the Desire
Card in your hand grants you an additional multiplier of 2. If it
does not match, the additional multiplier becomes 1.

Keep in mind that you can only get this additional multiplier for one
kind of Desire Card. It is recommended that you dispose of unwanted
Desire Cards by offering them onto the Altar of Time through the
power of having a 4 in your Schedule. You may also get rid of them if
another player draws them from your hand.
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Scoring Example V¥ 515l

(44+44+54+6+6)X5X1/5X2=50

(44+4+54+54+6+6)X5X2=300



Players: 2 — 8 (You may use other sets to increase player limit)

Time: 1day+

V¥ Overview

Inevitably, people must go their separate ways. No matter who you
are playing with, at some point everyone will have to return home,

or leave to fulfill another obligation. Although saying farewell can be
sad, the time you spend apart is just a prelude to the joy of a reunion.
Think of it as how getting a full night’s sleep makes a new day seem
bright and exciting.

This game incorporates the concepts of separation and reunion and
encourages you to appreciate the time spent with the people you care
about.

V Setting Up

To play this game, give each player one Desire Card. Although there

are twelve Desire Cards in this set, you will need to keep four Desire
Cards (one of each kind for both suits) so that you can still play Altar
of Time.

Return the cards not used in this game to the case.
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Cards
Refer to this part of the card: [:] A—ROZDERZFENET
V¥ Winning the Game V B
The player who keeps their promise and arrives at the agreed FEELEORMCIERETNIEADBETT.

time and place is the winner.

LhL. BBFLVRITHIL

However, victory in this game is hard to enjoy, as being the only one BRI VLW DDICAZTLES,

to keep your promise is lonely indeed. In this game, draws are much . e .

more enjoyable than winning. 51N EBNBT—LTT,

V Starting the Game V iqshh

Discuss with the other players and decide on a time and place to meet 2B THRIZGAMCKEZROET,

again. This can be as soon as the following day, or as far away as FAAPBETHVNTT L. BELTHEVET A,

many years in the future.

FETN— |z
On your Desire Card, write in the promised time in the space next to B%\-I-?o 2D H%F_EEJE_
the clock, and the promised place in the space next to the compass. AYNAR =Y DIRIIHE
ENENEIAATIITL,
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Place these cards side by side, and sign your name in the box created. H—RED—FZDEHDE.

SIS A P HFTHIOR .
All players promise to meet at the agreed time and place. Keep ERF ORI 1 PHFTRORELES

your card until that time. ZBAN 1O 2h—KEEL, BLEEVWELLS,
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D Points: ERAX G
Ifyou also have your [
asolnsse  XYg

D Anther player's: Ao [7] X @
Anotheg player's: Ao [] X §

@
Signature : ZIFF
V¥ Ending the Game V &bbh
The game ends when the players reunite at the agreed time and MR LR RIC B L DIFFR T
place. Place the cards side by side once more to confirm that the H—REBUHHEET,

promise has been kept.
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