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(these all show a time value at the top, and often have a symbol at the bottom)
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Lifeasacatcanbepurrfect, buteventhehappiestofcatswillalwayshbe curioustoseewhatliesheyond
the garden wall! In this game, players are cats exploring the town. As the deck of cards is explored,
the cats will discover food, friends and special gifts... But stay out too late and you may get lost!
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Most cards show a value between 0 and 5, representing how much time the cats are spending in
town. The higher the value is, the less time you have remaining! However, most cards also have
symbols which trigger (mostly) helpful effects! The first player to find 13 bells (points), wins!
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The youngest player takes the Start Player card and places it ?/'
on the table in front of them. They will begin the first round. 9

The remainder of the cards should be shuffled well and @
placed in a face-down draw pile in the middle of the table. J

4
2

\_

Onaplayer'sturn, they must draw as many cards from the deck as there are players, and place them
face down on the table nearby. (For example, in a 2-player game, draw 2 cards, in a 5-player game,
draw 5). Note: The cards must remain face down for now—no one may peek!

Next, theactive playerselectsoneofthe drawn cardsandflipsitface up. They mustthen decide which
player will receive it. They may take it for themselves, or they may give it to one of the other players.

The player who receives the card must place it in front of themselves in a face up row. Newly
received cards must always be placed to the right of any cards already in the player's row. Some
cards have symbols on them that trigger an effect.
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During the first turn of the game, this /J/éyer was given the “4," and on the
second turn, they received the "1 On the third turn of the game, this player ©
had t/ze/( turn ind_decided to give th¢m§e/ves the 2" . <

The active player then flips over the next card from those they drew and gives it to another player
of their choice. Every turn each player (including the active player whose turn it is) must receive
exactly one card. Ifa player has already been given a card this turn, they cannot be given another!
This continues until the current player has flipped each drawn card and given them out to the
players at the table, one at a time.

Thenthe following player (clockwise around the table) will take their turn. They will also draw cards
(1 per player) from the deck, and give one to each player (including themselves), flipping them
over and giving them out one at a time. Play continues in this way around the table until the
following situation occurs...

END OF THE ROUND «STAYING OUT LATEYH —

Whenever a player receives a card, they must check whether the sum of all their card values adds
up to 13 or more. If this total is under 13, play continues. However, if the total of any player's cards
add up to at least 13, the round ends immediately. If the active player still has cards remaining to
deal out, they are placed unseen back on top of the deck.

The player whose row of cards added up to at least 13 must place their entire row of cards onto a
discard pile in the middle of the table!

Every ather player places all their cards with bells on them in a face down score
pile beside them. These cards are worth points and remain hidden from other
players until the end of the game. (Players may look through their own score
piles at any time.) All remaining cards are placed on the discard pile.
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This player has just received the "2," bringing their card total to 74, They ha Ve sta yed out too Jate and must
discard their entire row of cards! Every other player sets aside any cards they had showing bells
_ (o score at the end of {hei game), and discards the rest,

_ STARTING A NEW ROUND =

After players have discarded their cards (and placed any bell cards aside for scoring), the Start
Player cardis passed clockwise. The new owner of the Start Player card will begin the next round as
atthe beginning of the game—even if they were not in line for the next turn of the game otherwise.
When the deck is used up, all cards in the discard pile are shuffled thoroughly to create a new
deck.

G) ENDING THE GAME =

As soon as any player has 13 bells in their score pile, they immediately win the game!
If more than one player reaches a total of 13 bells at the same time, the player with the most bells
wins. Ifthis is a tie, the tied player the furthest from the Start Player card wins.
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When a player receives a card and adds it to the right of their row, they must first check their total
card value s still under13. If yes, they must look at the symbol on the new card (if there is one) and
trigger any effects. Here is an overview of the different cards in the game:
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Players who receive these cards, simply add them to the/r ow

of cards. Nothing else happens (unless they now have a total value =
af 13 0r more). P

card effect or being forced to go over 13




SPECIAL ACTIONS CARDS —

Meet the cats of the gangs of Kyoto for extra help on your adventures!
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Players who receive either of these cards do not |
place them in their row, but immediately add it |
face down to their score pile! Some add 1 bell to the
player’s score, some add 2 bells.

Players who receive this card must immediately
discard the card furthest to the right in their card row,
as well as this card. If the player does not yet have
any cards in their row it is discarded without effect,
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Players who receive this card place it to the right
of their row of cards as normal, This card allows
the player to stay out in town later! from now on,
the current round will only be ended by this player
if their card values add up to 18 or more, not 13,

I a player gets several of these cards, there are
no extra benefits,

Players who receive this card place it to the right

of their row of cards as normal. This card entitles

players to refuse any subsequent card given to
them, discarding it as well as this card,
This card may be used to refuse any card,

including an extra card drawn by a card effect!
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Do not end when a player has 13 bells in their score pile. Instead, play through the entire deck.
When the deck is used up, all cards in the discard pile are shuffled thoroughly to create a new
deck. The game continues until the next time a player stays out too late. Then the game is over,
All players count their victory points. The player with the most victory points wins the game.
Resolve ties as in the Standard game.

Instead of face up, every player places all their cards with bells on them in a face up score
pile nearby.
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