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. A hlzzare light brlngs your party to a parallel universe. You've all been

| turned into the form of special spirits! Now, your party must jump to

the correct locations in this uncanny city in order to return home. Each

member's dreams will quide you to escape this world, but nightmares

will try to trap you on this journey. It is not easy to communicate here

because you can only send out “adjectives” and your teamates will signal

back with hand gestures only. Can you find the way to get out of this
universe before it is too late?




Oream cards

x40
-
Memory Sheet
xall
-
Hope Track
Xl
-

Kite tokens




2. Goal of the Game

Dream Diary is a co-operative game in which players
win or lose together.

Players win when they successfully play
all Dream cards from their hands.

However, the players will lose if they (
Jump to 2 Nightmares or if the Kite

token falls off the Hope Track.

You are allowed to discuss verbally while playing the
game. However, you must not mention or give any
hints about details in the Dream cards your hand
as well as any Nightmare cards you selected.

When discussing, do not point directly at any Location
card on the table.
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Place the Hope Track in the middle of the table.

Choose a difficulty level by placing the Kite token
(2 stars face) on the space with the number

12/14/16/18. The easiest difficulty level is 12.

Randomly choose and open as many Location
cards as the selected difficulty level number (12
cards are selected in the example).

Select Dream cards that have the same number
and artwork with chosen Location cards, shuffle
and deal all of them to each player (some may have
more cards than others). Keep these cards secret.

Each player looks at their cards and chooses | to
place face down next to the Hope Track to form a
Nightmare deck. Players may never examine the
Nightmare deck.

Choose a player to become the Leader. The Leader
takes | Memory Sheet and starts the game.



4. Hou to Play

In Dream Diary, players take turns as the Leader. On the
Leader's turn, they will perform the following 2 actions
in order:

|- Sending a Signal
2- Jumping to a Location (optional)

The Leader asks all other players the question:
“Are your dreams...( Adjective ) 7"

Example : Are your dreams colorful ? Are your dreams sad ?

(ther players must then answer based on the Dream cards
in their hand using hand signals only:

0- Hold a fist: NO cards relate to the adjective
|- One finger point up: Exactly ONE card relates to the
adjective

d: MULTIPLE carc



0 cards related | card related  Multiple cards related

(Tha Team Leader is Jane. Jane asks the question: " Are
your dreams funny? "

(ther players answer :
Chris : holds a fist John : points one finger up
Jeff : Raises a hand Juoel: Raises a hand

Claris then notes down the hints into the Memory sheet

er : n= multipe n\:;‘ds \
9 = question T
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The Leader chooses a Location card on the Table
and asks "Is this your Dream?"

Be aware!!! The Leader is not allowed to choose Location
cards that are similar to their own Dream cards.

ﬂftar a Location is chosen, the player who has a
Dream Card that is similar to the chosen Location
can immediately play it. Flip the correct Location Card
' to the colorless side, marking this location complete.

Because the Team Leader has
jumped successfully, they may
continue jumping or stop and
end their turn. If the Leader
end his/her turn, pass the
Memory Sheet to their left.




(If nobody can reveal a Dream card identical to the
selected Location, the Jump has failed. Flip the Kite
token to the | Star Side. If a Jump fails when the Kite

- token is already on the | Star side, the players have lost.

(therwise, the leader then ends their turn and passes
the Memory Sheet to the player on their [eft.

game, the Kite
token must be
kept within the
Hope Track.

track, you als



The Kite token will move one space to the left when:

[- The Leader decides not to Jump.

Z- The Leader only successfully Jumped to | Location.
3- The Leader Jumps into a Nightmare on their first
choice. (This will cause the team to lose a star as well.)

The game ends when a Winning or Losing condition is triggered.

Players win if they manage to play all
of the Dream Cards in their hands.

Players lose if they Jumped into a Nightmare twice,

nf a



After winning, sum up all stars on the Hope Track (where the

Kite token currently is) and on Kite token itself to find out how
well your party did!

i . _
230 | 45 | 67| 8 |
| o
That was , | Teamwork literal.
| pretty We're getltlng makes the | Perfection.
' close, huh? there! dream work! \‘

7. 2-Ployens Voniont,

When playing Dream Diary with 2 players, we
recommend using this variant.

You will be using Z Kite tokens instead of |.




Set up the game exactly the same as usual for steps A to
D. But on step B, place both tokens on the same space
and decide which token belongs to which player. We highly
recommend playing with |4 cards for the best experience.

(n step E (choosing Nightmare cards), follow these steps
instead:

- Each player secretly chooses 4 cards from their hand (total
8 cards).

- Shuffle these 8 cards and deal | random card to each player.
- Leave the remaining B cards next to the play zone to form
the Nightmare deck.

)

= /
| card goes back to ~ Each player picks 4 cards B cards form the
each player's hand  from hand (total 8) Nightmare deck

after shuffling.



The game generally plays the same as players take turns
as the Leader, sending a Signal and optionally Jumping to a
Location during their turn.

However, when sending a Signal, if the Leader's Kite token is

further to the left compared to the other player's Kite token,
the Leader may send 2 Signals instead of | before Jumping to
a Location.

It is Jane's(yellow) turn as the Leader. Their token is

| space left of John's(teal) token. Jane may send 2
Signals. with John answering | before asking the other,
before Jumping to a Location.




Both Players win if they manage to play all of the Dream
Cards in their hands.

Roth players lose if gither of them Jumped into a Nightmare
twice, or if either Kite Token moves off the Hope Track.

Scoring stays the same. Add up the number of stars on both
players’ Kite tokens and the |eftmost space on the Hope Track

that contains a Kite token. .-J)

Although 2 Nightmare cards have been chosen, play
continues as each player has only chosen | Nightmare.
If the players win at this stage, the total score will be 4
points! | from each Kite token, 2 from the Hope Track.
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SCAN TO WATCH DUR
HOW TO PLAY VIDED!



