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Goal of the Game

Do you know the legend of the cherry tree
that blossomed every ten years? The story
goes that once every decade, the Cherry Tree
would shroud itself in beautiful flowers during
the first days of spring. Thousands of buds
grew on its branches and stretched elegantly
toward the sky, before becoming magnificent
flowers of inestimable quiality.
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When the flowers on the Cherry Tree begin

to fall softly to the ground, you rush to collect
them before théy wither: The one who can
gather the most flowers will have their wish
granted by the cherry tree. But if you are too
greedy, the Cherry Tree will find you unworthy
of its gift, and you will lose the chance to make
your dream come true...
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‘Overview of the game

The flowers on the Cherry Tree have begun their delicate fall and are ready to be collected. Each
turn, draw one or more Flowers from the bag and try to gather as many as possible without being
too greedy. At the end of your turn, put your flowers: )

i

IN FRONT OF YOUR SCREEN = BEHIND YOUR SCREEN
é to gain victory points based @ 6 to gain victory points by having

on your sets of Flowers. the largest groups of Flowers,

The player who has the most victory points at the end of the game is the winner.

Game Elements

SCREENS FLOWER TOKENS

There are four screens (one per player) that have a Flower tokens represent the Flowers on the

reminder of the end-game scoring. Cherry Tree that you are collecting during the
game. They come in six colors: pink, yellow,
light blue, dark l;lue, white, and black.

The bag holds all the
Flower tokens waiting
to be collected.




MASTERY CARDS

The cherry tree will reward those who can demonstrate their mastery of Flower
collection. These cards show different Flower combinations and the bonus that
you receive if you can collect them. There are three double-sided cards:

Wiy, >
Bk @ |
BLUE SIDE FOR @ / ; PINK SIDE FOR AN
A CLASSIC GAME R 3 ADVANCED GAME »

MASTERY

Setup

B Put Flower tokens in
the bag according to the
. number of players:

) Choose a screen and put
it in front of you so
the end-game
scoring reminder

is facing you. 9 Z.'.': i e .
0| FRENR S - of players

4 6 18 of each

-
3

Put the three Prowess cards in the ’Q‘ - 3 5 15 of cach

middle of the table so everyone can N =
see them, on whichever side ( "Q\ or z”’)‘)
] For a 2-player game

: wem)
you prefer to play with. - please refer to page 12.

) The last player who saw a Cherry
~ Tree blossom is the first player
and takes the bag.
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The game plays over several consecutive turns until all the Flowers on the Cherry Trcc are collected.

TURN OVERVIEW

Starting with the first player and going clockwise,
take these two actions in order: Collect Flowers
then Display Flowers.

o Collect Flowers

You collect Flowers by drawing tokens out of the
bag and placing them in the middle of the table.
You don’t get to keep these Flowers yet, so be
careful not to mix them with the Flowers you
displayed in previous turns.

When it’s your turn to draw Flowers, follow these
rules:

% You must draw at least 1 flower each turn.

& You can only draw from the bag a maximum
of three times on your turn.

% You can only draw a maximum of 8 Flowers
on your turn. ‘

If you mistakenly draw more than 8 Flowers,
your turn immediately ends. Put the Flowers you
collected back in the bag and pass it to the next
player.

Successful ov Failed Collection ==

After each draw, check to see if you successfully'
collected the Flowers. The collection is a success Lf
neither of these two conditions are met:

& You collected 3 Flowers of the same color.
% You collected 5 Flowers in different colors.

Each time you draw Flowers, add them to any you
drew earlier in the turn, then see if the collection is
successful or failed. If it has failed, then you cannot
draw any more Flowers this turn and you must
immediately go to your Display Flowers Phase.

- X AM PLE -~y

You make your first draw for your turn,
pulling 2 Flower tokens from the bag:

1 light blue Flower and 1 white Flower.
Then you draw 2 more Flowér tokens for
your second draw, and you get 2 more
white Flowers. Unfortunately, you now
have 3 Flowers of the same color, which
means that the cherry tree thinks you are
too greedy! You must immediately proceed
to the Display Flowers step.

2" dyraw: \'—}-h‘:

Failed
Collection!




If neither or these conditions is met, your RN G s -
Collection is successful! You can then decide to:
The black Flowers

& Announce that you are done collecting and go
directly to the Display Flowers step.

S

& Draw again to continue the collection.
If this draw is also successful, you must decide
once more whether to stop or draw for the
last time. You must stop after your third draw,
regardless of the outcome, and go to the
Display Flowers Phase.

There are only 6 black Flowers in the bag
(5 for a 3-player game). They function
differently than the other Flower tokens. If
you draw a black Flower while Collecting,
it immediately takes on whichever color
would meet one of the failure conditions

hmﬂ for your Collection, if possible.

You take your first and required draw, you EXAMPLE _You draw
1 black Flower, 1 dark

pull 3 Fl.ower tokens from the bag. You R e AL

tak.c 1 pink Flower and 2 ycllow Flowers. . Flowers. The black Flower
Neither of the two conditions is met, so ! automatically becomes pink
your Collection is successful. You decide ' to meet the “3 Flowers of the
to draw a second time and draw 2 Flower t same color” condition and
tokens, taking 1 light blue Flower and y  your Collection fails.

1 pink Flower. The Collection is successtul. ‘
You decide to stop there and go to the ; EXAMPLE “You draw

Display Flowers Phase. 2 black Flowers, 1 yellow
3 Flower, 1 white Flower,

and 1 light blue Flower.

One of the black Flowers

becomes dark blue, and

the other one becomes pink

to create 5 different colored

Flowers and your collection

fails.
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Q Display Flowers

When you Display the Flowers you collected during
the Collect Flowers Phase, you can put them in
front of and /or behind your screen.

Displaying Flowers works differently depending
on whether your Collection was successful or not.

- - Failed Collection

If your Collection failed, take the following actions:

o

Put any black Flowers back in the bag.

o

7 Choose 2 Flowers of different colors
from the ones you collected.

Place these 2 Flowers in front of your screen.

()

Put the rest of the Flowers back in the bag.

‘"l ! Note — 1¢ you only collected one color of Flowers,
put only 1 Flower token in front of your screen and
put the rest back in the bag.

v

~ _ Successful Collection ==

If your Collection was successful, take the
following actions:

Check to see if the Flowers you collected match
the combination shown on one of the Mastery
cards. If they do, you may use the bonus shown
on that card (see “Description of the Mastery
Cards” on page 11).

You may choose one color among
the:Flowers you collected.

Put all of the Flowers o'fyour chosen
color behind your screen.
Put the rest of the Flowers in front
of your screen.

Note ~ Placing Flowers behind your screen is-
optional. If you decide to do so, you must choose
one color and put all the Flowers of this color
behind your screen. If you decide not to do so, put
all the Flowers you collected in front of your screen.




In front of or behind your screen?
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INFRONTOF = &
YOUR SCREEN /7

When you display Flowers in
front of your screen, sort them
by color. Each color will be
scored individually at the end of
the game. The more Flowers
you have in a color, the more
victory points this color will
award you the end of the
game.

Features of black Flowers:
black Flowers placed in front of
your screen are not treated as
their own color, but as “wild”
Flowers. At the end of the
game, you can choose the color
of each black Flower in front of
your screen.

B EXAMPLE —ﬁ
At the end of the game,
you have 2 black Flowers,
3 pink Flowers, and
1 light blue Flower in
front of your screen. You
choose to turn one black
Flower into a pink Flower
and the other black
Flower into a light blue
Flower. You therefore
have 4 pink Flowers and
2 light blue Flowers.

RN -

BEHIND
YOUR SCREEN

When you display Flowers behind your screen, sort them in the
following way:

& Warm Group: pink and yellow Flowers on one side,
& Cool Group: light blue and dark blue Flowers on the other side.

You will gain victory points at the end of the game based on the
number of players who have fewer Flowers than you in each group—
more players will give you more points.

Features of black and white Flowers: Black and white Flowers
behind your screen are not treated as their own colors, but are “wild”.
At the end of the game, you choose which group to add each of the
black and white Flowers behind your screen to.

[ EXAMPLE

At the end of the game, you have 3 yellow Flowers and 2
pink Flowers in the Warm Group and 5 light blue Flowers
in the Cool Group behind your screen. You also have 2
white Flowers and 1 black Flower. You decide to put 2 white
Flowers in the Warm Group and 1 black Flower in the Cool
Group. You therefore have 7 Flowers in the Warm Group
and 6 Flowers in the Cool Group.

2 e s

However, you can only add black or white Flowers to a Group
if you already have at least one (colored) Flower in that group.

Ll

EXAMPLE

At the end of the game, you have 4 pink Flowers and 3
yellow Flowers in the Warm Group and no light blue or
dark blue Flowers behind your screen. You also have 2 black
Flowers. Because you have no Flowers in the Cool Group,
you must put the 2 black Flowers in the Warm Group.
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END OF THE TURN

. After you Collect Flowers and Display Flowers in front of and / or
7, behind your screen, your turn is over. The next player takes the bag
| and begins their turn.

1 End of the Game

il i
] and final scoring 4
The game ends at the end of the player’s turn when the last Flower i
._ in the bag is collected and displayed. Then everyone counts their
. ’-: victory points for the Flowers in front of and behind their screens. (/288
7
1|E:|
% SCORING VICTORY POINTS g SCORING VICTORY POINTS 6
b IN FRONT OF YOUR SCREEN BEHIND YOUR SCREEN
A :
Al If you have any black ] ) If you have any black and /or white Flowers
oy ; Numb Vict
5 Flowers in front of your Oflf]i?wgs plgi:::sy behind your screen, add them to the Warm
) screen, choose a color 0 0 and Cool Groups. When everyone has finished
i for each one and add LGS, Bl 8 distributing their black and white Flowers, . T
.i them to the Flowers of 1 -3 simultaneouslyraise your screens. 758 i
(o that color. Then, count 2 1 B 4
7 the number of Flowers gl Al ] 19 & Warm Group \‘ o \;ﬁvf W
N you collected in each 3 1 . b
R T AR Count the number of Flowers you have in the 7
RS T e S th};s 2 4 3 Warm Group (pink and yellow) and compare it '}};{j i
ItD g7 s & 5 5 with the other players. The player with the most
’ Flowers in the Warm
6 8 Group gains 18 victory !
qu 7 1 points. Then, the player Place ‘let:::sy
with the second-most St
N O @ % : 4 8 15 gains 10 victory points, _L_ 18
i » of @ 9 19 and, finally, the third- gnd 10
7 most gains 8§ victory d
N \ 10 24 /J points. 3
N e
S
0
o ®




Count the number of Flowers you have in the
Cool Group (light blue and dark blue) and
compare it with the other players. The player
with the most Flowers . :
in the Cool Group Place Victory '
gains 16 victory points. points
Then, the player with 18t 16

the second-most gains PR T
12 victory points, and, 2
finally, the third-most _ 3
gains 8 victory points. !

a

# If there is a tie for a Group of Flowers

If there’s a tie for 1* place, add the points
for 1st and 2nd place, then divide the total by
the number of tied players to obtain their score
(rounded down).

R | X AM PLE -~y v

Two players have a total of 5 Flowers
in the Warm Group and share 1* place.
Their score is calculated as follows:

(18+10) _ :
o gt

4

If there’s a tie for 22¢ place, add the points
for 2™ and 3" place, then divide the total by
the number of tied players to obtain their score
(rounded down).

= | X AM PLE ey v

Three players have a total of 4 Flowers in
the Cool Group and share 2™ place.
Their score is calculated as follows:

(12+8) _
T

Rounded down, their score is 6.
& I#

6,7

If there’s a tie for 3™ place, divide the victory
points for 3rd place by the number of tied players
to obtain their score (rounded down).

s | X AM PLE -y

Two players have a total of 3 Flowers in
the Warm Group and share 3™ place.
Their score is calculated as follows:

[

FINAL SCORING

Add up the victory points you gained from
Flowers in front of and behind your screen to
obtain your final score. The player with the
highest score wins the game. If there’s a tie,
the tied players share the victory.
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Description of Mastery cards ;

If your collection on your turn is successful, check
to see if the Flowers you collected match the
combination shown on one of the Mastery cards. If
they do, you may use the bonus shown on that card,

" if you wish. Using Mastery cards is always optional.

Important - 1f you match more than one
Mastery card with your collection, you can only
use one of the bonuses you qualify for.

Features of black Flowers

When you check to see if you matched a

Mastery card, you can treat black Flowers
as if they were any color(s) you wish.

SHIN SUMIZOME (BLUE SIDE)

e Combination: Have two pairs of
different colors among the Flowers
you collected.

® Bonus: Secretly draw one Flower
from the bag and put it behind your
screen, without showing it to the
other players.

SAKUYA HIME (PINK SIDE)

e Combination: Have two pairs of &
different colors among the Flowers &0
you collected. J

choose one Flower from the ones you
collected this turn or one in front of | o
your screen. Exchange this Flower :Fr ”w

with a Flower in front of the chosen
player’s screen. Put the new Flower in front of
your screen.

e Bonus: Choose another player. Then | ", @’:—,\

Important  You choose the Flower you take from
the other player, but you cannot take a black Flower.

S

§

SOMEI YOSHINO (BLUE SIDE)
e Combination: Have 4 different colored
. Flowers among the Flowers you collected.
e Bonus: Choose on¢ Flower from the ones
you collected this turn or one in front of
¥ . .
your screen, and put it behind your screen.

KOMATSU OTOME (PINK SIDE)

e Combination: Have 4 different colored
Flowers among the Flowers you collected.

* Bonus: Draw 3 Flowers from the bag.
Choose one that you put directly in front of
your screen and put the rest back in the bag.

Important — You cannot choose to keep a
black Elower, and you must keep one Flower,
even if none of the Flowers available help you.

KENROKUEN KUMAGAI (BLUE SIDE)

e Combination: Have 6 Flowers of any colors
among the Flowers you collected.

e Bonus: Draw 2 Flowers from the bag and
choose, for each flower, whether to put it in
front of another player’s screen,in front of
your screen, or behind your screen.

Important - You can place both Flowers in
the same place or in two different places.

KOKONOE (PINK SIDE)

e Combination: Have 6 Flowers of any colors
among the Flowers you collected.

e Bonus: Choose two different players. Take
1 Flower from in front of each of those
players’ screens and put them in front of
your own screen. You must choose Flowers
of different colors.

Important — You choose the Flowers you take from
the other players, but you cannot take a black Flower.

oy




‘Z—Pla‘yer Variant

With two players, the game uses the standard rules
for a 3- or 4-player game with a few exceptions.

SETUP

Put 4 black Flowers and 13 Flowers of each of the
other colors in the bag. Then, without looking at
them or showing them to the other player, draw
3 Flowers from the bag and put them back in the
box. These 3 Flowers are not used this game.

MASTERY CARDS -
5 8 All of the Prowess cards work
S, a0 normally except the «KoKonoe»
Q s card. If you decide to use this
g bonus, take 2 Flowers from in
front of your opponent’s screen
and put them in front of your

:& ?% screen. The Flowers you take

- must be different colors.

Important — You choose which Flowers to
take, but you cannot take a black Flower.

FINAL SCORING

BEHIND YOUR SCREEN

For each Group of Flowers (Warm and Cool),
the player with the most Flower tokens receives

the victory points for 2" place, while the player
with the least Flower tokens receives no points.
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