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3-4 Player Speed Game Option

Players may have different level of analysis paralysis tendency, especially over
some tactical puzzles where you cannot plan beforehand. In case you feel the need
to speed up a 3-4 player game, here is a simple twist in setup to help, effectively by
letting each player start the game with two “initial” Impression Cards in their
Long-term Memory (without altering the 10+ cards end game condition).

The twist is simple - replace step € in the original setup with the following steps:
Each player...

() Draws 7 Impression Cards from the Impression Deck (If there are 2 identical
copies of the same card in your hand, discard one of them and draw a new one).

( Choose 2 and put them face up in your Long-term Memory (If it is a card with
flower symbol, take a Flower Token from the general supply and place it over
the symbol). Their powers will be effective right from the start of the game.

(® Choose 3 as your starting hand (keep secret) and discard the other 2 in a face
up pile beside the Impression Deck.

D) Inspect the 2 Impression Cards in your Long-term Memory, sum up the
numbers on their top-right corner (which represent the VPs you will gain from
them at the end of the game), and let that number be X. Then take VP tokens
from the general supply with a total value equal to“10 - X” (the purpose of
this step is to prevent any players from obtaining more VPs than others by their
initial card selection).

The game now begins. Players perform their turns in clockwise order, following
rules like they do in the ordinary game, until the end of game condition is triggered
(see Awakening).

As the “10 or more cards” end game condition remains the same, the gaming time
can be shortened by approximate 2 rounds.

OVERVIEW

In Deja Vu, players take their turns in clockwise order. Each turn consists of 4 phases:

Phase @ : Planting Flower

You move the Nameless Girl Meeple around the Cosmic Map. If you have a Flower Token,
you may also place it on the last tile she stands, in exchange for a Memory Fragment on
it. This phase is optional, and it can take place before phase 2 or after phase 3.

Phase @ : Recollection

You collect the wooden “Impression Bits” on the Cosmic Map by
a“sowing” method. The collected bits are usable in phase 3.

Phase © : DejaVu

This phase offers 3 available actions:

A. Construct Impression Cards
Match the shape of your Impression Bits with the “slots” printed on the
Impression Cards (from your hand or on the table), and place the cards in
your tableau, which grant you powers and victory points.

Construction Type 0 : Instant Construction
Fill up the cards’slots all at once.

Construction Type 0: Progressive Construction
Fill up the cards’slots over several turns.

B. Grow Cosmic Flower
Spend any 3 Impression Bits to gain a Flower Token (for use in Phase 1).

C. Save up Impression Bits

Save unused Impression Bits over Treasure Chest icons in your Tableau,
or they will be discarded at the end of the turn.

Phase @) Meditation

This is the upkeep phase, you discard spent or unsaved Impression Bits and refill
them back to the Cosmic Map if necessary. Finally you draw new Impression cards.

Then players take their turns in succession until...

Awakening

End Game Trigger

When any player has 10 or more cards in his Long -term Memory,
Every opponent takes one final turn, and then...

Totaling Victory Points

Players sum up and compare their VPs; the one(s) with the most VPs wins.
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(Normally, you may not claim white bits in this phase, but some Impression Cards
give you the powers to do so. See details in the “Impression Card Powers” section
at the end of this rulebook.)
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With the help of cosmic spirits, the nameless girl finally recovered most of her memories, and
found out her true identity to be the Star Princess, with a lifelong dedication in planting hope
and faith across the universe.

In the process of lost and found, she realized that every memory is an invaluable gift in our life.
Whether it's happiness or sadness, memories are the proof of our existence. As long as we
remember what we love, they will live forever in an intangible yet indestructable form.
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