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TEN AND [C0k GARDEN

Zen Garden is a quick pattern-
matching game that is very
simple and plays in 15-30
minutes. Rock Garden is a more
complex game, adding some
components and a new way to
play. This placemat teaches the
Zen Garden game; the second
side gives a basic description of

the Rock Garden game.

Example: Jane has 3 tiles ((Y): water, rock, & wood. She can play any
one of the 3 in any of the positions marked in gray (). Alternatively,
she can replace the lantern tile (@) with the rock tile (®)and then
place the lantern tile in a gray position ().

Tirzs

Tiles have two sides: a landscape
side and a pattern side. Each tile,
depending on when it is drawn,
can be used as either a landscape
or a pattern tile.
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* Separate the 16 lantern ||¢nl
tiles from the 80
terrain tiles.

e Place one lantern tile in the
center of the table.

e Place 3 lantern tiles into the
bag, along with all 80 terrain
tiles.

e Draw one tile from )
the bag. This is your
Signature Pattern tile,
showing the pattern you need
to recreate to win. Place the
tile pattern-side down in front
of you.

e Draw three more tiles from
the bag. This is your starting
hand of landscape cards. (All
tiles you draw for the rest of
the game will be used for their

landscape side.)

Flip over this mat and you e
ready o play!



oMz Er 2y
'The youngest player goes first.

On your turn:

* Place one of the tiles from your

hand onto the board.

* Draw a new tile from the bag.

Lavrepn Tirze

Lantern tiles are considered |E¥as

to be wild (all colors).
Lanterns make it easier to create
a pattern, but you score more
points for making patterns
without lantern tiles (see below).

Frapine Tirzs

‘There are two ways to place tiles
onto the board:

* Take a tile from your hand and
place it on the board so that it
touches at least one other tile
on the board along one side.
'The tiles do not have to match
color to be adjacent to each
other!

* Replace a lantern tile on the
board with a tile from your

hand, and then place the

lantern tile back onto the board

touching at least one tile along
a side. The tile you replace the
lantern tile with must match
at least one tile color that it
touches.

You are trying to place tiles so
that the pattern that appears
on your signature pattern tile
appears twice on the board,

in different landscape colors.
'The pattern may be in any
orientation, and may be flipped
(a mirror image). Lanterns may
be used as part of your pattern,
but you gain an extra point if

they do not use lanterns. 3'.&
Cevzatins foup Earrzpy Rmmss

If your pattern appears twice on
the board, reveal your pattern
tile. Confirm that the signature
pattern appears twice on the
board, in different landscape
colors. Take five cubes of one
color. Add one cube if either of
the patterns used the landscape
symbol/color shown on your
signature pattern tile (on the
pattern side). Add one cube for
each of your patterns that did not
use a lantern. (So, your maximum

score is 8 points.)

After one player reveals their
pattern tile, other players take
FOUR cubes in a color and sets
them aside. At the end of each
subsequent turn, players remove
one cube to the supply (losing

a point) until they complete
their signature pattern twice. All
players may still score the extra
points for matching the symbol/
color and for not using a lantern
tile.

WiNNING

'The player with the most cubes
is the winner. If there is a tie, all
tied players win in a very Zen-
like manner. Players may also
choose to play several rounds,
with the first player reaching 20

points ending the game.
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Rock Garden adds a level of

strategy and complexity to the
game for those wanting more of a
challenge. Players will now receive
12 cubes at the beginning of the
game, and the goal of the game is
to discard these cubes. In addition
to a hand of tiles, a common draw
set of four tiles is placed off to the
side. Any tile in your hand may

now be used as either a pattern or a

landscape tile.

On your turn, you place a tile as
in Zen Garden, and then take two
Placement actions:

* Play a tile from your hand

* Place a cube on the board by
discarding a tile that matches
either the color of the tile you
are placing the cube onto, or is
an area (adjacent, same-colored
tiles) that matches the number
on the tile. Your cubes make
a tile wild for you (only). It is
also possible to replace another
player’s cube by discarding a tile
that matches both color and area
size.

* Score by discarding a pattern
tile that matches a pattern on
the board. Scoring patterns must
have at least one of your cubes
on a non-lantern landscape tile,
no more than two lanterns, and
up to two of your cubes on non-
matching terrain. You discard
0-3 cubes based on how many
tiles in your pattern have the
“base” color.

You then draw 1-3 tiles based on
the number of actions you took.

Mone detaile abont this version
may be fonnd in the rulebook!
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