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They have |6"“9 _.fdfgb he fre .ir,.fhé'.;_ﬁé_.re_ss_."'bf wind, the fragrance of
flowers, and the colors deep within their souls. Their forms gradually twist
and distort, taking human shapes. S
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- Until one day, a tiny silhouette
glides across the cement
- ground, casting a faint shadow
- accompanied by specks of
gre__eh.\%uorescence, tracing a
stroke of different color in this
onochrome world.
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A delicate cicada arrives grac'efully, traversing steel-and-concrete towers, - i \* |
carrying the hues of life as it descends among the busy creatures.
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This verdant vitality
dually expands.
itnessing this
. transformation, the
creatures are filled
with bewilderment.
Gazing at this
different hue
brought by the
cicada, they decide
to stop piling
towers, step out
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resses, and
introduce this color




8 Personal map: 3x15 grid (1 per player) B Sunlight tokens: Remove obstacles or enhance moss collection

B Moss tokens: For collection and exchange [l Corrosion tokens: Block rest point placement (must be cleared)
Rest point tokens: Obtained through exchange, used to fill the map k' Random event bag: For drawing events COMPONENTS




ape into the Green

Basic Information'-.. :

ot #"’ i’
Game Duratuon§j s
4-5 hours (15 minutes per round)

Game Setting:
Park/garden-themed physical activity

Objective:

Players collect moss tokens to fill

their personal maps and create green

gardens. Every 3 moss tokens can

be exchanged for 1 rest point. When
rest points form a complete closed
loop on the map, the player achieves
victory by completing their "Mind
Garden."

Setup:

1. Each player receives:
e 1 personal map

e Starting resource: 1 moss
token

2. Place all moss, sunlight, and
corrosion tokens in the random
event bag in the common area.

Gameplay:

\The Qrgme progresses in real-time,

wth 5-minute rounds. Each round,

A p[ayers must:

\' 2.4 Take corresponding action:

]
i

1 " Draw.an event token from the
. bag (moss/sunlight/corrosion)

‘e ' Moss: Add to personal
' resources

e Sunlight (when drawn):
Remove 1 corrosion token
OR double moss collection
this round (collect 2 moss)

* Corrosion: Place on next
empty grid space (blocks rest
points/moss until cleared)
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Additional Rules:
1. Clearing corrosion:
e Spend 1 sunlight token

* ORspend 4 moss tokens
(accumulable across rounds)

2. Rest point exchange: Immediately
exchange 3 moss for 1 rest point
when available

Victory Condition:

First player to create a complete
closed loop with rest points (fully
enclosing an area) immediately wins
by completing their Mind Garden.

Notes:

Rest points must be placed in
map number sequence (no
skipping)

Players may adjust game duration
and round settings as needed




