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Spielmaterial | Game Materials | Matériel du jeu 

36 „Cree“  
(je 9 pro Spieler)

66 Güter (10 Adlerfedern,  
jeweils 14 Beeren, Bisons, Pferde und Kanus)

1 Totem,  
bestehend aus 5 Holzscheiben

2 Adlerköpfe,  
(1 x für den Startspieler 
und 1 x als Rundenzähler)

1 Visionsplan  
bestehend aus 4 Visionspfaden 

20 Wampum-Plättchen

1 Spielregel

1 rulebook

1 livret de règles

26 Jahreszeitenkarten  
(2 x Winter,  8 x Frühjahr,  
8 x Sommer und 8 x Herbst)

12 Wertungsplättchen
12 score tiles

12 tuiles de score

4  50/100 - Punkteplättchen
4  50/100 point markers

4  marqueurs de points 50/100

4 Übersichtskarten
4 overview cards
4 cartes Aperçu

Pfad des Jägers

36 „Cree“  
(9 for each player)

36 „Cree“  
(9 pour chaque joueur)

66 goods  (10 eagle feathers,  
14 berries, 14 bison, 14 horses, 14 canoes)

66 marchandises  (10 plumes d’aigle, 14 baies, 
14 bisons, 14 chevaux, 14 canoës)

2 eagle heads  
(1 for the starting player 
and 1 to mark the rounds)

2 têtes d’aigle  
(1 pour le premier joueur 
et 1 pour marquer les 
manches)

1 totem  
consisting of 5 wooden disks

1 totem  
composé de 5 disques en bois

20 wampum tiles

20 tuiles wampum

26 season cards  
(2 x winter, 8 x spring,  
8 x summer, and 8 x autumn)

26 cartes de saison  
(2 x hiver, 8 x printemps,  
8 x été et 8 x automne)

1 vision board  
consisting of 4 vision paths

1 plateau de vision  
composé de 4 chemins de 
vision

Hunter‘s path
Chemin du chasseur
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6 Territoriumsteile, jedes bestehend 
aus 5 Gebieten (Wälder, Steppen,  
Hügel, Seen und Berge)

bestehend aus 4 Visionspfaden 

4 Dorfpläne  
(je 1 pro Spieler)

1 Punkteleiste

Lager

Wigwam

Zeremonienplatz

Zeremonienplatz

Platz für das Totem

Dorfplatz

Pfad des Kriegers

Pfad des Schamanen

Pfad des Sammlers

Warrior‘s path 
Chemin du guerrier 

Shaman‘s path
Chemin du chaman

Gatherer‘s path
Chemin du cueilleur

1 score track 1 piste de score

6 territory tiles,  
each consisting of 5 landscape areas 
(forests, prairies, hills, lakes, and 
mountains)

6 tuiles Territoire,  
chacune composée de 5 zones Pay-
sage  (forêts, prairies, collines, lacs et 
montagnes)

4 village boards  
(1 for each player)

4 plateaux Village  
(1 pour chaque  
 joueur)

Storage area Espace de stockage

Ceremonial place 
Lieu de cérémonie 

Ceremonial place 
Lieu de cérémonie 

Place for the totem
Place pour le totem

Village square
Place du village
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Set-up of the Game 

1. Sort all goods and put them as a general supply in the middle of the game ta-
ble. Depending on the number of players, you need only the following num-
ber of goods (any excess is removed from the game):

Number 
of players

2 10 of each type 7

3 12 of each type 8

4 all all

2. Randomly pick the territory tiles – always one tile more than there are players. 
Put them together on the game table in such a way that each tile is adjacent 
to no more than two other tiles.
For alternative set-ups, see appendix.

These tiles form the whole territory!

3. Then place one good conforming to the landscape on each area in the territory 
(i.e., 1 berry on each forest area, 1 eagle feather on each mountain area, etc.).

4. Lay out the score track within reach.

5. Put the 50/100 point markers next 
to space 0 of the score track.

6. Each player chooses one color and 
gets a village board and 9 Cree in 
this color. He puts 3 of these Cree 
in his own wigwam, 5 on the vil-
lage square, and 1 Cree on space 0 
of the score track.

7. Lay out the vision board, consist-
ing of four sections.

8. Place the wampum tiles next to 
the playing area with the ”2 victo-
ry points” side facing up. The num-
ber needed depends on the num-
ber of players (the rest is removed 
from the game):

Number 
of players

Number of 
wampum tiles

2 12

3 16

4 all

 Object of the Game
This game is set in the Canadian province of Manitoba with its green hills and 

majestic mountains, large lakes, endless prairies and forests. It deals with 
the life of the inhabitants in harmony with the different seasons and the 

capriciousness of nature.
Players represent different clans of the Cree Indians, taking care 

of the material progress as well as of the spiritual de-
velopment of the clan. At the end of autumn, 

all clans finally come together to deter-
mine the new chief from the clan that 
has progressed the furthest! 
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9. Mix the 12 score tiles thoroughly and keep them within reach, face down.

10. The player who last visited Manitoba be-
comes the first active player. If none of 
the players has ever been to Manitoba, 
the youngest player becomes the first 
active player. 
This player gets the totem and the big 
eagle head as an insignia.

11. Sort the season cards by 
seasons (winter, spring, 
summer, autumn) and form 
face-down decks.

The ”Winter solstice” opens the game! 

12. With 2 or 4 players, both winter cards 
are laid out face up: the ”Winter sol-
stice” card (winter card 1) on the left, 
the winter card 2 to its right. With 3 
players, only the ”Winter solstice” 
card is laid out; the winter card 2 is 
removed from the game. (This guar-
antees that each player will be the 
active player equally often.)

13. Put the smaller eagle head (round marker) on winter card 1.

14. After that, each player conducts his game preparations according to the ”Winter sol-
stice” card (see illustration), beginning with the player sitting to the right of the active 
player and then continuing in counter-clockwise order up to the active player:

•  Each player takes 1 berry, 1 horse, 1 bi-
son, and 1 canoe from the general sup-
ply and puts each of them on the bot-
tom space of the corresponding storage 
sector in his village. 

•  Take 1 Cree from the village square (not from the wigwam!) and place him on an unoccupied area of the territory 
(i.e., an area that has not yet been occupied by another Cree); after that, you take the good that has been in this 
area and put it in the corresponding storage sector of your village.

Important:The storage sectors are always filled from bottom to top! Once you get a good, you put it on the 
bottommost free space; the next good of the same type is stored on the space above it, and so on. There must 
not be any gaps; if a gap occurs in a row, you move all goods from this row down until the gap is closed. There 
may be only one good on each space in the storage area.

•  At the end of the set-up, each player may move one of his own Cree from the village square to the bottommost space of 
a vision path of his choice. He immediately receives the applicable bonus of this space (see Vision paths).

15. After all game preparations have been finished, the small eagle head from winter card 1 is moved to the right, onto the 
next season card:

•  with 2 or 4 players: onto the already-laid-out winter card 2.
• with 3 players: onto the first spring card. (The season changes. To this end, lay out the spring cards; see Changing the 

season).

16. The first active player begins the game.
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Course of the Game
The game proceeds over rounds. Each round, one player is the active player, whereas all the others are passive players. The 
active player may carry out one or two active actions; the passive players may carry out no more than one passive action. At 
the end of a game round (except in winter), either an event or a scoring takes place.
Each game round consists of the following steps:

1. Actions

• The active player chooses one disk of the totem (see Determine actions by using the totem) and carries 
out his active action(s).

• After that, the passive players, clockwise in turn, carry out one passive action.
2. End of a round

•  An event or a scoring takes place (except in winter).
• The eagle head is moved to the right onto the next season card (if applicable, the season changes).
• The active player changes.

The game ends after 16 rounds (with 3 players, after 15 rounds) with the final scoring (5th card) in autumn.

1. Actions 
Actions of the active player:

The active player may carry out either the “Territory” action and the “Vision path” action or, alternatively, the “Wake-up” 
action. In most cases, the active player will choose the “Territory” and the “Vision path” actions in order to collect goods and 
to make progress. To this end, the active player chooses a sphere (color) where he wants to become active. Each color stands 
for a specific type:

Determine actions by using the totem

The active player takes off the disk representing the sphere where he wants to become active, plus all totem disks on top of 
it. Then he turns this stack over so that the disk he has chosen is lying at the very top. The disks that originally were on top of 
that disk are now underneath it.
The player places this stack on the place between the ceremonial places and puts the eagle head on the top disk (this disk 
shows the color he has chosen for his actions). He keeps all the other disks next to his village. Now he can carry out a “Territory” 
action as well as a “Vision path” action for this sphere. 

Example: Henry is the active player. He wants to carry out his actions 
in the prairie (brown). So he picks up the brown disk and lifts it along 
with the disks lying on top of it (beige and green). Then he turns the 
disks over and places them in his village, so that the brown disk is now 
lying on top.

The actions are not mandatory. The active player can carry out both actions or only one action or even no action at all.  

Important:  Each action may not be carried out more than once, i.e., 1x “Territory” and/or 1x “Vision path.” 
Consequently, the active player may not forgo one action (e.g., “Territory”) and carry out the other action (”Vision 
path”) twice instead – he can‘t do this even if it is not possible to carry out one of the actions. If the active player 
chooses the “Lake” area (blue) for his actions, he can carry out only one “Territory” action, since there is no vision 
path for blue!

A player can freely choose the order in which he wants to carry out his actions.
Even if the active player doesn‘t want to carry out any action, he still has to choose a color/disk and place the stack with all 
the disks on top of it in his village, as described above. This is necessary so that the passive players can carry out their action.

Territory Vision path

Brown Prairies, where bison live Hunter‘s path
Green Forests, where berries grow Gatherer‘s path
Beige Hills, where horses graze Warrior‘s path
White Mountains, where you find eagle feathers Shaman‘s path
Blue Lakes, where canoes are needed no path
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 “Territory” action: 

The player relocates one Cree from his village square to an unoccupied area of the territory, or he 
moves one of his Cree from one area to an adjacent unoccupied area of the sphere he has chosen. He 
takes the good lying there (if there are any left) and immediately puts it 

either in the corresponding storage sector of his village

or, if possible, on one of his ceremonial places (see The Ceremonial Places).

Note: Feathers don‘t have a storage sector of their own. They can always be put in any 
storage sector or on any ceremonial place. They are a “joker good,” so to speak. But 
beware: Feathers always have to be given up at the end of each season, after the scoring.

If it happens that a player can‘t place a good either on a ceremonial place or in a storage 
sector of his village (since this sector is full), the good is put back in the general supply.

Unoccupied area – Empty area:

An unoccupied area is an area in which no Cree is standing (neither one of yours nor one that belongs to another 
player). There may not be more than one Cree in each area. An unoccupied area may hold a good or it can be 
empty; there may never be more than one good in each area.
An empty area is an area in which there is neither a Cree nor a good. 

“Vision path” action:

The player places one of his Cree from his village square on the first (bottommost or leftmost) space of the vision path in the 
color he has chosen for his actions, provided he hasn‘t yet placed a Cree on this path. If he already has a Cree on this path, he 
moves this Cree one space ahead instead. The player immediately receives the development bonus indicated on the space. 
Most bonuses grant a one-time benefit; some of them, marked with the symbol , are permanent, whereas others are 
given only to the first player to enter the space with his Cree ( ). Each player may have no more than one Cree on each vision 
path. For details about the development bonuses, see Vision paths. 

Example: As his second action, Henry moves his Cree who has already been 
placed on the brown vision path one space ahead and immediately receives the 
bonus indicated. In this case, he earns 3 points because his Cree is the first to 
enter this space. 

“Wake-up” action:

As an alternative to the two actions “Territory” and 
“Vision path,” the active player may choose the “Wake-
up” action. If he chooses this action, he may not carry 
out any of the other two actions.
To do so, the active player takes as many disks off the 
totem as he likes, turns this stack over, places it in the 
center of his village, and then puts the eagle head on the 
top (that means he proceeds in the same way as with 
the “Territory” or “Vision path” actions). But for this 
action, it is not the color of the disk at the top that is 
significant for the active player but solely the number of 
disks that he has taken off and placed in the center of his 
village. This number determines the maximum number 
of Cree that the active player may wake up. Waking up 
Cree means that the Cree that are lying in the wigwam 
are brought from there to the village square; with this, 
they are activated. Only Cree on the village square may 
be used for the “Territory” and “Vision path” actions. 
The player is also allowed to take off and turn over more 
disks than the number of Cree he wakes up. 

Example: 
Henry, the active play-
er, has placed the totem 
with 3 disks in his village. 
Since he has no Cree left 
on the village square that 
he can use for actions, 
he de  cides to “wake up” 
sleeping Cree. To this end, 
he takes 3 Cree (= num-
ber of disks of the totem) 
and relocates them from 
his wigwam to his village 
square.
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Action of the passive players:

Now, in turn, beginning with the player to the left of the active player, each of the other players may carry out one passive 
action – either the “Territory” action or the “Vision path” action. The passive players may carry out only one action, but for 
this, they may choose from all disks lying in the active player‘s village (however, they may not use the colors of the disks that 
are lying outside the village).

Example: Henry, the active player, has determined the composition of the totem. His village 
square contains the disks in the colors green, beige, and brown. Consequently, the following 
passive actions are possible: either a “Territory” action in the forest, hills, or prairie, or a 
“Vision path” action on the path of the Gatherer or the Warrior or the Hunter.

Passive “Territory” action: 

The passive player relocates one Cree from his village square to an unoccupied area of the territory in the color of the sphere 
he has chosen.

Important: To do so, the passive player (unlike the active player) has to abide by the following restriction: The area must be 
adjacent to another area that already contains a Cree of this player (it is not required that this area be of the same area type, 
though).
But: If the passive player has no Cree at all in the territory, he doesn‘t have to place adjacently.
Alternatively, the player can move one of his Cree that is already on the territory to an adjacent, unoccupied area of the sphere 
he has chosen.

After that, he takes the good lying there (if there are any left) and puts it either in the corresponding storage sector or on a 
ceremonial place of his village.

Passive “Vision path” action:

To do so, the passive player places one Cree from his village square on the first space of the vision path of the sphere he has 
chosen, or – provided he already has a Cree on this path – he moves one space ahead and receives the bonus of the space he 
lands on.

2. End of the Round
After all players have carried out their active and passive actions in player order, an event or a scoring can take place, depending 
on the specification on the season card.

Event:

The season cards with a “?” on the back show an event. Beginning with the active player, this event is always conducted in the 
order of play, clockwise and in turn.
For details about the different events, see appendix.

Scoring:

At the end of the 3rd and the 5th round of a season, a scoring takes place. The score tile determines what is scored.
Important: All pieces of a good in a storage sector have to be scored.
The following possibilities are depicted on the score tiles:

• One specific good: All players must score for this good. Exception: A player who has reached 
the space on the vision path that allows him to not score for this good may (but doesn‘t have 
to) forgo this scoring. 

• Two alternative goods: Each player chooses exactly one good of the two possible goods for 
the scoring. The chosen good must be scored. The other good (the one that was not chosen) 
may not be scored. Exception: If a player has reached both spaces on the vision path, that 
exempts him from the compulsory scoring for the respective good. In this case, he may (but 
doesn‘t have to) forgo this scoring completely. 

• Score for the good you have the most of: In this case, the player must score for the good he 
has stored the most pieces of. If this applies to several different goods, he can choose any 
one of them. In any case, he may score for only one good and not for several different goods. 
If the player is exempt from the compulsory scoring for this good (or all goods, if there are 
several goods he has the most of), he can completely forgo this scoring. 
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Scoring procedure:

In turn, beginning with the active player, each player who scores for a good carries out the following steps:
1. The player scores the number of points indicated next to the topmost piece of the good to be scored in his respective 

storage sector and records them on the score track.
If he has to score for a good he doesn‘t have in his storage area, he gets 2 minus points.

2. All pieces of the good scored in a player‘s storage area (even if they are pieces of other goods, e.g., eagle feathers) 
are put back into the general supply.

3. After that, the player takes back his Cree that are in the areas corresponding to the good scored and places them in 
his wigwam (e.g., from the hills if horses have been scored; for later actions, these Cree first need to be “woken up”).

4. Now the player takes goods of the type scored from the general supply and puts one on each empty area of that type 
of good. If there are not enough goods of this type left in the supply to refill all areas, the player decides which areas 
to refill and which ones to leave empty.

The player records his points immediately by advancing his Cree on the score track. Once somebody passes the 
50-point space, he takes a 50/100 point marker and puts it, with the 50-point side facing up, next to his village. 
Then he records his points as usual. If he reaches the 50-point space a second time, he turns his point marker onto 
the 100-point side, indicating that he has already reached 100 points.

Special steps after the scoring at the end of a season:

In addition, at the end of the season spring and summer after the scoring, remove all 
feathers lying in the storage area and put them back into the general supply. (If doing so 
produces gaps, close them by moving goods down.) Feathers lying on ceremonial places are 
not removed.
Now, in turn, each player takes back his Cree standing in mountain areas and places them in 
his wigwam. Then a feather from the supply is put in each empty mountain area.
After that, each player may wake up one of his Cree. If somebody doesn‘t have any Cree in 
his wigwam, he skips this step.

Changing the season card:

After the event or scoring, move the eagle head from the current season card to the right, onto the next season card. Provided 
there is no other season card left there, the current season is over and the next season begins (exception in autumn: After the 
5th round in autumn, the final scoring takes place and the game ends).
When the season changes, lay out the cards for the new season and put the eagle head on the first card (on the very left) of 
the display.

Changing the season:

When the season changes, the currently active player takes the face-down deck of cards for the next season (winter is followed 
by spring, then summer, then autumn) and lays them out as follows:

The two score cards showing a “3” or a “5” on the back 
are picked out and put aside for the time being; the 
six remaining event cards with a “?” on the back are 
shuffled and three of them are chosen randomly. The 
other cards are removed from the game. Then, the first 
two “?” cards are laid out next to each other, and the 
score card “3” is placed to their right; to the right of 
these cards, the third “?” card and after that, the score 
card “5.” 

Now all these cards are turned over so that the front is 
visible. One of the face-down score tiles is drawn and 
placed face up on the score card “3”; another randomly 
drawn score tile is put face up on the score card “5.”
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Changing the active player:

Now the totem and the big eagle head are switched to the new active player. To this end, the active player of the current round 
takes the stack of disks lying next to his village and places it – without turning it over – on top of the totem stack in his village 
(for this, he might have to lift the eagle head and put it back afterwards). Then he passes the totem to his left neighbor, who 
becomes the active player in the next round.

Example: After the round has been finished, 
Julia becomes the new active player. Henry puts 
the disks lying next to his village on top of the 
stack in the village and then passes the totem 
to Julia. 

The Ceremonial Places
Each player has two ceremonial places in his village – one for 3 goods and the other for 4. Every time a player gets a good 
during the course of the game, he may decide whether he puts it in the corresponding storage sector or stores it temporarily 
on a ceremonial place.
Two or more pieces of the same type of good may never be stored on one ceremonial place; and each space of a ceremonial 
place may hold no more than one piece of good.
 

Example: Felix has already placed one berry and one 
feather on the 3-space ceremonial place. Now he 
gets another feather. He may not place the second 
feather on this ceremonial place; instead, he may 
put it either on the yet empty 4-space ceremonial 
place or in any storage sector.

Once a ceremonial place has been completed (i.e., all spaces are occupied), the goods kept there must immediately be moved 
to the corresponding storage sectors. (Feathers may be put in any storage sector, of course.)

Wampum tiles:

In addition, the player who completes a ceremonial place immediately gets a wampum tile and puts it 
next to his village, with the active side (showing “2 points”) facing up. If there is no wampum tile left in the 
supply, he can‘t get any.
If the player completes the larger ceremonial place, he may also turn over an inactive 
wampum tile (if applicable), with the”1 victory point” side facing up, thus reactivating it.

Anytime – even multiple times during his turn – a player may use as many of his active wampum tiles as 
he wants, including those that he has gotten or activated in the current round.
Important: In the final round (round 5 in autumn), wampum tiles may not be used anymore!

Wampum tiles can be used to: 

either wake up a sleeping Cree (move a Cree from the wigwam to the village square)

or exchange a berry from your own supply for a different good. To this end, move a berry from the berry storage sector 
to a different storage sector; from now on, it is considered the other good.

When the player has used an active wampum tile, he turns it over to its inactive side. An inactive wampum tile can no longer 
be used. (However, it can be reactivated and then used again later.)
At the end of the game, each active wampum tile scores 2 victory points; inactive Wampum tiles are worth 1 victory point 
each.
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Example: Felix, the active player, has started his turn by carrying out the “Territory” action. For this, he got a horse. 
He puts the horse on the 3-space ceremonial place, which is now complete. Now he has to put all goods in the 
corresponding storage sectors (even before carrying out his second active action, “Vision path”). The feather may 
be put in any storage; Felix chooses the horse storage. In addition, he gets a wampum tile. He uses it immediately 
to exchange a berry for a horse, and moves the topmost berry in his berry storage to his horse storage. He turns 
the wampum tile he has used to its inactive side. Then he continues his turn by carrying out the “Vision path” 
action. 

End of the Game
The game ends after 16 (or, with 3 players, 15) rounds with the final scoring at the end of autumn. This scoring comes with 
special rules:
Special conditions of the final round:

• In the final round (round 5 in autumn), players may no longer use any wampum tiles.
• Before the final scoring at the end of the game, each player first has to sacrifice one of each type of good (except feathers): 

that means he has to remove 1 good from each storage sector (provided there is at least 1).
• Exception: If a player has reached the last space of the Shaman‘s vision path, he doesn‘t have to make these sacrifices, i.e., 

to remove any of his goods.
• After that, each player must score for all goods in all his storage sectors, unless he is exempt from the compulsory scoring, 

in which case he may score for this good but doesn‘t have to (for instance, in order not to get minus points if he doesn‘t 
have any pieces of this type of good in storage). 

Example: Jack is exempt from the compulsory 
scoring for bison and berries. First he removes 1 
berry and 1 bison because he hasn‘t reached the 
last space of the Shaman‘s path (see appendix, 
“Shaman‘s path”). Since he now has no berries 
left in the corresponding storage sector and 
would thus get 2 minus points at the scoring, 
he doesn‘t score for berries. However, he has 4 
bison in storage and decides to score for these, 
since they give him 8 points.

• After this scoring, the Cree are not taken back from the areas and empty areas are not refilled. Waking up a Cree is not 
done either.

Winner:

Now each player adds up the points of his wampum tiles (2 points or 1 point each) and records these points on the score track 
as well. Goods on ceremonial places do not count for the final score. The player who has collected the most points overall 
becomes the new chief and wins the game.
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Vision Paths 

On the vision board, consisting of 4 vision paths, the clans develop their spiritual abilities. Each level of a vision path contains 
another ability that the player can immediately use and that applies to his clan only.
Important:

1. There is no vision path for canoes.
2. Cree, once placed on a vision path, cannot be taken back any more.
3. Each vision path may contain no more than one Cree from each player.
4. There may be Cree of several players on the same space of a path.

• To begin with, a Cree enters a path through the “Vision path” action and is placed on the first space. If the “Vision path” 
action is carried out again for the same color later on, the Cree moves one space ahead. The bonus indicated on the space 
he reaches becomes effective immediately.

• Once a Cree arrives at the last space of one of the three lower paths, he earns the 5-point bonus (immediately, one-time 
only) for completing this development. The Cree can‘t continue on this path; but every time the player carries out the 
“Vision path” action for this path again, he gets the bonus indicated on the right of that space (but not the 5-point bonus 
again).

• If a Cree moves onto a space on a path and the execution of the bonus is not possible, the bonus goes to waste. 

Each path focuses on different abilities:

Hunter‘s path (bison/brown):

Space 1: You immediately get 1 point.
Space 4: You don‘t have to score for 
bison.* The first player to reach this 
space immediately gets a wampum tile.

Space 2: You immediately get 1 point. If 
you are the first to reach this space, you 
get 2 points.

Space 5: You immediately get 3 points. If 
you are the first to reach this space, you 
get 4 points.

Space 3: You immediately get 2 points. If 
you are the first to reach this space, you 
get 3 points.

Space 6: As soon as you reach this space, 
you get 5 points as a one-time bonus. If 
you have already reached the space, you 
get 2 points every time you carry out the 
“Vision path” action for this path again.

Gatherer‘s path (berries/green):

Space 1: Immediately take a berry from 
the general supply and put it in your 
corresponding storage sector or on a 
ceremonial place.

Space 4: You don‘t have to score 
for berries.* The first player to 
reach this space immediately gets 
a wampum tile.

Space 2: Immediately take either a 
berry or a horse from the general 
supply and put the good in the 
corresponding storage sector or on a 
ceremonial place.

Space 5: Immediately take a 
good of your choice from the 
general supply and put it in the 
corresponding storage sector or 
on a ceremonial place.

Space 3: Immediately take either a 
berry or a canoe from the general 
supply and put the good in the 
corresponding storage sector or on a 
ceremonial place.

Space 6: As soon as you reach this 
space, you get 5 points as a one-
time bonus. If you have already 
reached the space, you get a 
berry every time you carry out the 
“Vision path” action for this path 
again.
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Warrior‘s path (horses/beige):

Space 1: You may immediately wake up 
a Cree.

Space 4: You don‘t have to score for 
horses.* The first player to reach this 
space immediately gets a wampum tile.

Space 2: Permanent effect: From now 
on, you no longer have to place a Cree 
adjacently when you carry out a passive 
“Territory” action. That means you may 
place the Cree on any unoccupied area of 
the sphere you have chosen. (But when 
you move a Cree, you still have to move 
to an adjacent area.)

Space 5: Immediately relocate one of 
your Cree from the village square to any 
unoccupied area of the territory (and 
take the good if any left).

Space 3: Permanent effect: From now on, 
you get 1 point for each of your Cree that 
you wake up (through a wampum action, 
events, at the end of the round, or the 
“Wake-up” action).

Space 6: As soon as you reach this space, 
you get 5 points as a one-time bonus. If 
you have already reached the space, you 
may wake up a Cree every time you carry 
out the “Vision path” action for this path 
again.

 

Shaman‘s path (eagle feathers/white):

Spaces 1, 2, and 4): You may immediately use the instant bonus again for a space of a different vision path on 
which there is one of your Cree. 

Example: Mark carries out the “Vision path” action for white and moves his Cree on the 
Shaman‘s path onto the second space. He chooses to use the bonus for his Cree standing on the 
second space of the Hunter‘s path. For this, he earns 1 point and immediately records it on the 
score track.

Important: With the Shaman, you can always trigger just the standard bonus of a different path. That means, 
you get:

• the lower number of points (not the higher one) on the Hunter‘s path.
• no other wampum tile (since it is given only once, to the first player to reach the space).
• the bonus indicated on the right of the last space of the other paths (the 5 points for reaching the last 

space are given only once).

Space 3: You don‘t have to score for canoes.* The first player to reach this space immediately gets a 
wampum tile.

Space 5: At the final scoring in the game (at the end of autumn), you may score for all your goods; that 
means you don‘t have to sacrifice 1 good from each storage sector beforehand.

* Reaching these spaces exempts you from the compulsory scoring for the respective good. 
Important: The exemption from the compulsory scoring as well as all other permanent effects remain in force, even if the 
Cree moves on.
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Ereignisse (Erklärung der Symbole) | EVENTS (Explanation of the symbols) | ÉVÉNEMENTS (Explication des symboles)

Platziere entweder einen Cree vom Dorfplatz auf einem Visionspfad, auf dem du noch nicht 
vertreten bist oder ziehe mit einem Cree auf einem beliebigen Visionspfad, auf dem du bereits 
vertreten bist, 1 Feld vor.

Either place a Cree from your village square on a vision path on which you are not yet represented, 
or advance a Cree 1 space on any vision path on which you already are represented.

Soit vous placez un Cree de la place de votre village sur un chemin de vision sur lequel vous n‘êtes 
pas encore représenté, soit avancez un Cree de 1 case sur un chemin de vision sur lequel vous 
êtes déjà présent.

Ziehe mit einem Cree auf dem Territorium 1 Gebiet weiter (auf ein angrenzendes Gebiet). Sofern 
sich dort ein Gut befindet, nimm es und lege es entweder in das entsprechende Lager oder auf 
einen Zeremonienplatz. (Regel für Zeremonienplatz beachten!)

Move a Cree 1 area ahead on the territory (to an adjacent area). If there is a good there, take it 
and put it either in the corresponding storage sector or on a ceremonial place. (Observe the rules 
for ceremonial places!)

Avancez un Cree de 1 zone sur le territoire (vers une zone adjacente). S‘il y a une marchandise, 
prenez-la et mettez-la dans le secteur de stockage correspondant ou dans un lieu de cérémonie. 
(Respectez les règles pour les lieux de cérémonie !)

Entferne einen eigenen Cree vom Territorium und lege ihn in den Wigwam.

Remove one of your Cree from the territory and place him in your wigwam.

Retirez un de vos Cree du territoire et placez-le dans votre Wigwam.

Nimm dir ein Gut aus dem Vorrat. Du hast dabei die Wahl aus den auf der Karte aufgedruckten 
Gütern. Ist vom gewünschten Gut keines mehr im Vorrat vorhanden, musst du ein anderes 
wählen. Ist keines der möglichen Güter mehr im Vorrat vorhanden, kannst du keines nehmen. 
Lege das Gut entweder in das entsprechende Lager oder auf einen Zeremonienplatz. (Regel für 
Zeremonienplatz beachten!)

Take one good from the general supply. You can choose from the goods indicated on the card. 
If there is no good of the desired type left in the supply, you have to choose a different one. If 
none of the possible goods is left in the supply, you can‘t take any. Put the good either in the 
corresponding storage sector or on a ceremonial place. (Observe the rules for ceremonial places!)

Prenez une marchandise de la réserve générale. Vous pouvez choisir parmi les marchandises 
indiquées sur la carte. S‘il n‘y a plus de marchandise du type désiré dans la réserve, vous devez en 
choisir une autre. Si aucune des marchandises possibles ne reste dans la réserve, vous ne pouvez 
pas en prendre. Mettez la marchandise soit dans le secteur de stockage correspondant, soit sur 
un lieu de cérémonie. (Respectez les règles pour les lieux de cérémonie !)

Anhang | Appendix | ANNEXE
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Entferne eine Feder aus einem Lager, sofern vorhanden, und lege sie zurück in den Vorrat. (Eine 
eventuell entstandene Lücke wird zugeschoben). Wichtig: Federn auf Zeremonienplätzen werden 
nicht entfernt.

Remove one feather from a storage sector, if there is one, and put it back into the supply. (If doing 
produces a gap, close it by moving goods down.) Important: Feathers on ceremonial places are 
not removed.

Retirez une plume d‘un secteur de stockage, s‘il y en a une, et remettez-la dans la réserve. 
(comble-le les espaces vides en déplaçant les marchandises vers le bas.) Important : Les plumes 
des lieux de cérémonie ne sont pas retirées.

Für jeden eigenen Cree, den du auf dem Territorium stehen hast, erhältst du 1 Punkt.

For each of your Cree standing on the territory, you score 1 point.

Pour chacun de vos Cree se trouvant sur le territoire, vous gagnez 1 point.

Für jeden eigenen Cree, der auf einem See-Gebiet steht, erhältst du 2 Punkte.

For each of your Cree standing in a lake area, you score 2 points.

Pour chacun de vos Cree se trouvant dans une région de lac, vous gagnez 2 points.

Der Spieler, der die meisten Cree auf dem Territorium hat, erhält 6 Punkte, der Spieler mit 
den zweitmeisten Cree 2 Punkte. Bei Gleichstand erhalten alle die für den jeweiligen Platz 
vorgesehenen Punkte (z.B.: mehrere auf Platz 1: alle erhalten 6 Punkte; mehrere auf 2. Platz: alle 
erhalten 2 Punkte).

The player who has the most Cree on the territory scores 6 points; the player with the second 
most Cree, 2 points. In case of a tie, all players involved score as many points as provided for the 
respective position (for example: several players in first place – each of them gets 6 points; several 
players in second place – each gets 2 points).

Le joueur qui a le plus de Cree sur le territoire marque 6 points ; le joueur en deuxième marque 
2 points. En cas d‘égalité, tous les joueurs concernés marquent autant de points que prévu pour 
la position respective (par exemple : plusieurs joueurs en première place - chacun d‘eux obtient 6 
points ; plusieurs joueurs en deuxième place - chacun obtient 2 points).

Der Spieler, der mit seinen Cree die meisten zusammenhängenden Gebiete besetzt (Anzahl der 
von Cree besetzten angrenzenden Gebiete) erhält 6 Punkte, der Spieler mit den zweitmeisten 
2 Punkte. Bei Gleichstand erhalten alle die für den jeweiligen Platz vorgesehenen Punkte (z.B.: 
mehrere auf Platz 1: alle erhalten 6 Punkte; mehrere auf 2. Platz: alle erhalten 2 Punkte).

The player who has occupied the most contiguous areas with his Cree (number of adjacent areas 
occupied by Cree) scores 6 points; the player with the second most contiguous areas, 2 points. 
In case of a tie, all players involved score as many points as provided for the respective position 
(for example: several players in first place – each of them gets 6 points; several players in second 
place – each gets 2 points).

Le joueur qui  occupe le plus de zones adjacentes avec ses Cree (nombre de zones adjacentes 
continues occupées par les Cree) marque 6 points ; le joueur ayant en deuxième marque 2 points. 
En cas d‘égalité, tous les joueurs concernés marquent autant de points que prévu pour la position 
respective (par exemple : plusieurs joueurs en première place - chacun d‘eux obtient 6 points ; 
plusieurs joueurs en deuxième place - chacun obtient 2 points).
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Aufbaubeispiele jeweils für 4 Spieler | Set-up examples for 4 players | Exemples mise en place pour 4 joueurs

Lake Manitoba

Duck Mountain Range

Alternative Spielaufbauten | Alternative Set-ups | Mises en place alternatives
Neben dem Standardaufbau des Territoriums werden folgende alternative Aufbauten vorgeschlagen (die Anzahl der Terri tori-
ums teile gemäß der Spielerzahl ändert sich dabei nicht):

1. Lake Manitoba: Die Territoriumsteile werden so zusammengelegt, dass die Seen-Gebiete von allen verwendeten 
Teilen aneinander grenzen und somit eine zusammenhängende Seen-Landschaft entsteht.

2. Duck Mountain Range: Die Territoriumsteile werden so zusammengelegt, dass die Berg-Gebiete von allen verwendeten 
Teilen aneinander grenzen und somit ein zusammenhängender Gebirgszug  entsteht.

Besides the standard set-up of the territory, we suggest the following alternative set-ups (the number of territory tiles according 
to the number of players doesn‘t change):

1. Lake Manitoba: Put the territory tiles together in such a way that the lake areas of all the tiles you use adjoin each 
other so that a contiguous lake district is formed.

2. Duck Mountain Range: Put the territory tiles together in such a way that the mountain areas of all the tiles you use 
adjoin each other so that a contiguous mountain range is formed.

En plus de la mise en place standard du territoire, nous proposons les mises en place alternatives suivantes (le nombre de 
tuiles du territoire en fonction du nombre de joueurs ne change pas) :

1. Lac Manitoba : Assemblez les tuiles du territoire de telle sorte que les zones de lac de toutes les tuiles que vous utilisez 
soient adjacentes les unes aux autres, de sorte qu’un secteur de lacs adjacents soit formé.

2. La chaîne de Duck Mountain : Assemblez les tuiles du territoire de manière à ce que les zones de montagne de toutes 
les tuiles que vous utilisez soient adjacentes les unes aux autres de façon à former une chaîne de montagnes contiguës.
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