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Dreamwell is a 2–4 player competitive game where 
players assume the roles of children who are trying to 
locate their lost friends in the Dreamwell. The Dreamwell 
is represented by a 4 x 4 grid of tiles. Each tile shows a 
environment and a creature, in addition to pathways to 
neighboring tiles. At the beginning of the game, players 
will be dealt two cards, each of which shows a picture of 
the friend whom he or she is trying to locate along with the 

two creatures and environment that will be required to find 
that particular friend.
On your turn, you will be able to take three actions from 
the following list: move one of your pawns, rotate a tile, 
draw a card, replace the display, or locate one of your 
missing friends by playing a card. Only by carefully 
navigating the maze-like Dreamwell can you locate your 
friends and win the game.

IN A PLACE OUTSIDE THE WAKING WORLD  
WHERE CHILDREN GO WHILE THEY SLEEP,

WANDER THE DREAMKIN—LOST SLEEPERS,  
WHOSE SOULS THIS LAND SEEKS TO KEEP. 

UNDERNEATH THE GENTLE WAVES  
OF LUCID SEAS WE FELL. 

WE’RE OFF TO FIND OUR MISSING FRIENDS  
IN THE VAST DREAMWELL.



8 pawns  
(2 for each player color)

15 advanced friend cards 
(black-bordered)

SWAP THE 
LOCATIONS 
OF 2 TILES

1

72 friend cards  
(white-bordered)

MOVE TO

2

4 player markers  
(1 for each player color)

1 First Player marker

16 dream tiles 
(double-sided)

COMPONENTS

CREDITS
Game Design 

Nick Little

Game Development 
Nick Little and Travis R. Chance

Editor 
Jim Spivey 

Media and General Awesomeness 
Kira Anne Peavley 

Art 
Tara McPherson 

Graphic Design 
Scott Hartman 

Business Head 
Brian Wyrick

Manufactured by 
Strom Manufacturing, Inc.

Special Thanks to:

Lati ut estendam quo od est offic tem quisitatecto totati quam, sam, officatemped explic tempercid que doloriti di utem eum 
reriaspitis re natum sit eos pos si sequi berovitat odiant.

Int, ex etur sam dolorepe evelit fugitas molupis autem. Nam ducipiet vendend amustemolum exped qui ut ad ma nobitati sitas 
nullupta soluptas velitas peritatum remporum aut aut ipid moluptas et et eaquature nos dolupitem acipsunt is pro et qui ilia 

comnia sequide et que commos ipsum idest aut vendessendus eum facculluptat aut accuscitAximusam, illanto tatusandi ditio 
volut laboren ihiliberum id qui intempor sit quatum ut quidiciis etur, ulparibus eiciisse sed quate simi, voloremporit et harumqu



FRIEND CARDS
These cards consist of five parts and represent your friends who have 
become lost in the Dreamwell.
1: Creatures and Terrain – These are the two creatures and one 
terrain you must locate in order to play each friend card. To locate 
these things, you must have your two pawns on tiles that have these 
two creatures, and at least one of your pawns must be on the terrain 
shown. 
2: Friend – This is an image of the friend whom you are trying to 
locate and rescue. These images may be referenced for scoring at 
the end of the game.
3: Points – This is where you will find the point value of the card. The 
player with the most points at the end of the game is the winner.
4: Ability – Once you have played a friend card, you will be 
granted the ability shown in this section of the card. Some abilities 
happen immediately, and some will allow you to play another card 
without having to locate a creature or a terrain shown. A few abilities 
can be used every turn until you play a new card.
5: Border – Friend cards have either a white or a black border. 
Only use the black-bordered cards if you are playing the advanced 
version of Dreamwell.

DREAM TILES
These represent the landscape of the Dreamwell. Every time you play 
the game the configuration of the tiles will be different. 
These tiles consist of five parts: 
1: Terrain –There are four terrain types: pink space, blue water, 
black sky and green cave. 
2: Creature – There are eight types of creatures found on the tiles:  
Gamma, Cosmo, Lil’ Hero, Jupiter, Nova, umibozu, borealis and 
Skullfower.
3: Doors – These doors show you in which directions you can move 
off of a tile.
4: Inside Border – The inside border of each tile will either be white 
or black-bordered. Only use the black-border side of the tiles when 
playing the advanced version of Dreamwell.
5: Outside Border – The color of the outside border of the tiles show 
the main color of the terrain type on the opposite side of the tile. This is 
helpful information to have when playing the advanced version.
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1: Place the sixteen tiles in a 4 x 4 grid as shown below to create the board. The tiles should be placed randomly with the side 
with the white inside border faceup. The orientation of the tiles should also be random.

2: Shuffle together all of the white-bordered friend cards to form the facedown deck. Deal two of these cards to each player. 
3: Set the deck near one corner of the board. Lay out four cards faceup to form the display.
4: Give each player the two pawns and one player marker in one of the player colors. The pawns will be moved around on the 

tiles. The marker will stay in front of you so that other players know what color you are.
5: Give the First Player marker to the player who slept the longest last night. That player will start the game.

SETUP
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1.1 SETUP
Abby, Scott and Justin are setting up to 
play a new game.
Uciunt od quos aut vollor aut facerumet 
plitati animolu pistor sinvel int ene 
nonseque nullene lani andam ipsum 
harchitio dolorerovit et odia vellita 
temque dolum utem re pedit dolor ad 
earcient.
Aquostiatius derehen ditatatus pres 
consequamus eribus, ellestotatus 
et quaepellam idelignam, quatur re 
dolorib usciam fugia sunt et quosam 
rempost dolor ma cor rem as adic 
tectem el inte delignam, consende plit 
id modit qui dolorem quisquo eiunt 
atianihil endignite rerores parupta 
quiatem fugia nem expersp erferuntotat 
pe pedignam quia volor am imi, sa 
voluptatus ex eaquos auta volor sunt 
ped qui blaccupta doles ex et facipient 
officiunditi volorem exerfersped quis ab 
ipsumque nis dolenis evendis minctota 
pra dem et, velignis dempost volores 
tisciae caerum inum ut anihil inis dignam 
quat lab ipsum dolecep edisqui odis 
modi ipsamusam, conet, nist, conse sum 
volum quis ea et labo. Luptati isitint od 
qui tem remossequas abo. Nat fugitat 
emossun testia di voles mos nos erspero 
rporro quae nis dolor aut quia sit 
acerum intus.
Ullit et quodis sum hiti blabo. Rit 
omnihic to magnient quunt accum fuga. 
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Players will take turns in clockwise order starting with the First 
Player. On your turn, you will perform three actions from a list 
of five actions: draw a card, replace the display, rotate a tile, 
play a friend card, or move. You may perform the same action 
more than once on your turn.

DRAW
You may draw a card from the display or from the top of the 
deck. If you draw from the display, immediately replace it by 
placing the top card of the deck faceup in its place.

REPLACE THE DISPLAY
Place all the friend cards in the display on the bottom of the 
deck and place four cards from the top of the deck faceup to 
create a new display.

ROTATE A TILE
Choose one tile and rotate it 90°, 180°, or 270°. You may 
rotate a tile that you are on or that is unoccupied. You cannot 
rotate tiles that an opponent is on unless you are also on that tile.

When you play a card, the new card should be placed on top 
of the previous card so that it is covering the right half of the 
card. That way you can see what friends you have rescued 
and how many points you have. Once a new card is played, 
you no longer have access to the abilities of any previously 
played cards.
At the end of your turn if you have more than four friend cards 
in your hand, you must discard down to four cards.

GAME PLAY

PLAY A FRIEND CARD
In order to play a friend card, you must locate the two creatures 
and one terrain on the card. To locate the creatures and 
terrain you must have your pawn on tiles that contain them. 
When you play a card, you will immediately receive the 
bonus shown in the bottom right hand corner of the card. You 
are not required to use the ability if you would prefer not to. 

MOVE
At the beginning of the game, your pawns start off the board. 
When the pawn you want to move is on a tile, you can only 
move it off that tile in the direction of one of the doors on that 
tile. If the tile you move onto has a door that connects to the tile 
you just left, you may move that pawn again without losing an 
additional again. This could allow you to move through several 
tiles with one action if you connect several doors together.  
When your pawns are off the board, you may move them onto 
any tile on the outside edge of the board.  If the tile that you 
moved onto has a door pointing off of the board, you may 
move that pawn again without losing an additional action. 
You may move off the board from a tile that has a door 
pointing off the edge of the board. In that case, your 
movement action stops and your pawn is left off the board. 
You will have to use another action later to move it back onto 
the board. (See examples in diagram 1.4)

PERFORM A 
DRAW ACTION2
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1.2 ROTATING
Abby wants to move to 
the Borealis tile. In order 
to do so, she must first 
rotate her current tile 
so that one of its doors 
points to the right. Her 
first action is to rotate the 
her tile 90° clockwise.

1.3 PLAY A FRIEND CARD
Scott wants to play one of the 
friend cards in his hand. He spends 
some actions on previous turns 
moving his pawns so that they are 
on tiles containing: 1 little hero, 1 
Gamma, and the green cave.
Now that his pawns are in place, 
he plays his friend 
card. The card ability 
allows him to Perform 
a Draw Action 
immediately. This card 
will also earn him 2 
points at game end.



1.5 EXAMPLE OF A TURN
Abby has the following two friend cards in her hand:
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She decides that she wants to play the left card in her hand. 

1: With her first action she decides to move a pawn. She 
moves it up 1 tile. That tile has a door that points to the tile 
she moved from, so she can keep moving for free. She moves 
diagonally up-right. That tile also has door pointing to the tile 
she just left, which means she can move again for free. She 
moves up to the Nova in water terrain tile. Because the doors 
still align she could continue her move but now her pawns 
are on the proper locations to play her card so she decides 
to end her movement.

2: With her second action, Abby plays her friend card. She is 
able to play it because she has one pawn on a Skullfower and 
the other on both a Nova and the blue water terrain.

3: After playing the card, she immediately performs the 
ability shown in the bottom right-hand corner, which is to 
move one of her pawns to a tile with the black sky terrain.

Abby decides to move her pawn that is on the swan in the 
blue water terrain to the blakc sky terrain tile in the lower 
left-hand corner of the board. 

4: Abby is now able to play the other card in her hand 
because she has one pawn on Skullfower tile, the other on a 
Lil’ Hero and black sky terrain tile. With her third, and final, 
action, she plays this card. She places it so that it is covering 
the right half of her last played card.

5: Abby is able to use the card ability which allows her 
another free move to any tile with a Cosmo on it. She 
chooses to move one of her pawns to the tile in the lower 
right corner of the board.



Once one player has played seven friend cards, the game ends. That player finishes her turn, and then the rest of the players 
who have not taken a turn this round will take one more turn.
Add up all the points from the cards that you have played. The cards in your hand can be returned to the box. The player who 
has the most points wins the game. If there is a tie, the player with the most different types of friends in play wins. If it is still tied, 
then both tied players win the game.

END OF THE GAME

ADVANCED GAME
Once you have played Dreamwell a few times, you may 
want to try playing the advanced version of the game. In 
order to play this version there are a few changes to make. 

DURING SETUP
1: Shuffle the black-bordered friend cards into the deck with the 

white-bordered ones before dealing each player two cards.
2: When laying out the board, shuffle the tiles so that eight of 

them have the white inside border side faceup and eight of 
them have the black inside border side faceup. 

For example, the whale and the elephant are both pink. If you 
see a whale on one side of a tile, the elephant will be on the 
other side. Similarly, the color of the outside border of each 
tile indicates the type of terrain on the other side of the tile. A 
tile with the blue water terrain has a pink border because the 
pink space terrain is on the back of that tile. For the full list of 
pairings, see next page.

GAME END
In the advanced version, the game ends at the end of a round 
in which a player plays her tenth card instead of seventh.

DURING GAMEPLAY
You have the option of using a sixth type of action: flip a tile. 
FLIP A TILE
When taking this action, flip over a tile so that the opposite 
side is showing. You can only flip a tile that you occupy or that 
no other player occupies. When flipping a tile, make sure that 
the doors end up pointing to the same places that they did 
before the tile was flipped. 
The terrain types and creatures are paired up so that when you 
see one, you will be able to tell what is on the back.  

1.6 ADVANCED GAME SETUP CHANGES

Add the black-bordered friend cards to the deck. The board 
should include 8 white and 8 black inside border tiles faceup. PERFORM A 

DRAW ACTION2
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1.7 FLIP A TILE

Abby wants to play this friend card. Her 
pawns are on the tiles shown. Rather than 
trying to move to a tile with a Gamma and 
the green cave terrain, Abby knows those 
exact options are on the reverse of her 
current tile.

SWAP THE 
LOCATIONS 
OF 2 TILES

1

She decides her 
first action is to 
flip the Cosmo 
tile. When flipping 
the tile Abby pays 
careful attention 
to make sure  
the doors  
align in the  
same directions. 

Now her pawns 
are in the correct 
positions to play 
her friend card.



Here is an explanation of some of the symbols you may see in 
the point section of a friend card.

Here is an explanation of some of the abilities on the cards:

SCORING SYMBOLS ABILITY ICONS

This means that the card is worth the 
amount of points shown inside the heart. 

This card is worth 1 point per friend 
card with a seahorse lady on it that you 
have played. There is a 2-point version 
of this card. There is a similar symbol 
for the heart girl friend that functions the 
same way as this symbol.

This card is worth 1 point plus 1 point 
for each card you have played that 
required you to locate the terrain  
type shown.

This card is worth 5 points if you have 
played at least three wolf ladies. There 
is a 7-point version of this ability.

This card is worth 2 points for each set of 
Ace and Ion you have played. There is a 
3-point version of this ability.

This card is worth 1 point. Additionally, 
during scoring choose a type of friend 
and terrain. This card will count as that 
type of friend and terrain when scoring 
other cards, in addition to its printed 
friend and terrain type. There is a 
2-point version of this ability.

For example if you had the card that scored 5 points for having 
three wolf ladies, but you only had two wolf ladies and a card 
with the “WILD” ability, then you could consider this card to be a 
wolf lady and score 5 points for the that card. 

When you play a card with a “FLIP 
ANY” ability, you may flip a tile with 
the creature or terrain shown. 

When you play a card with a “MOVE 
TO” ability, you may move one of your 
pawns to a tile with the creature or the 
terrain shown. In the case of the ability 
shown at left, you would be able to 
move to a tile with the blue water terrain.

The abilities that say “LOCATED” mean 
that you have located that creature or 
background for the next card you play. 

For example, if you have the ability 
shown at above and a card with the 
requirements shown at left, you would 
only need to locate the Lil’' Hero and the 
black sky terrain to play this card.

When you play a card with a written 
ability, you may use that ability. Some 
written abilities will happen immediately, 
such as the example to the left.

Other written abilities may provide you 
with an extra action each turn, such as 
the example the left. You will only have 
this ability until you play another card.
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FRIENDS, CREATURES AND TERRAIN

Pink Space Blue Water Black Sky Green Cave

Ace IonOrion Lucius Stella & FluxAstra & Orbit

Gamma Cosmo

Lil’ Hero Jupiter

Nova Umibozu

Borealis Skullflower




