Have you ever had the feeling of having experienced
something that is actually happening for the first time?
That's called “déja vu": a sense of familiarity that messes
with your perception of time.

In BBIE-WE, you face a mental duel: trust your memory
and follow your hunches to discover hidden coincidences
among memories that never existed.

OBJECTIVE

Gain the 7 hunch tokens or score the most points by the
end of the game.

Video tutorial

COMPONENTS

~4# 32 Déja Vu cards

Each one has 2 sides:

The blue side shows a number
between 2 and 12.

The orange side shows two numbers
between 0 and 7. The sum of both
numbers is equal to the number on the
blue side. Each pair of numbers is

unique and is never repeated in the
deck.

~3% 1 End card

<3 7 hunch tokens

SET uP
1. Place the End card in the centre of the table.

2. Shuffle all Déja Vu cards to create a deck and place it
on top of the End card with the blue side face up.

3. Create a 3 x 3 grid with cards from the deck, where the
deck is at the centre of the grid, as shown in the image.

4. The last player who experienced a dgja vugets 3 hunch
tokens and will be the starting player. Their opponent gets
4 hunch tokens.

HOW TO PLAY

In Déja Vu, players take turns to perform 1 of the following
actions during their turn:

» Look
- Reveal
- Take the End card (only if it is visible in the grid)

n addition, you can give your opponent 1 hunch token to
perform 1 extra action during your turn, which can be
either look or reveal. You can repeat this process as
many times as you want as long as you have enough
hunch tokens.

% 4 ~> w
Once you've finished playing your turn, say it out loud: the
turn proceeds to your opponent.

28 LOOK

Choose 1 of the cards in the grid, secretly look at the orange
side of the card, and return it to the same space of the grid.

s REVEAL

Flip cards to the orange side, one by one, until you are
successful or make a mistake.

SUCCESS

Ifyou reveal the same number 3 or more times, you can
stop revealing cards and keep those cards, or you can
continue revealing cards.

If you choose to stop, place the cards you keep in a pile in
front of you with the blue side face up. You are not allowed
to count or check the cards in your pile.

Additionally, if you have revealed the same number 4 or
more times, take 1 hunch token from your opponent.

Finally, fill in the gaps in the grid with cards from the deck.



MISTAKE

If you reveal a card and it doesn’t show the same
number as any previously revealed card, you have made a
mistake. Give your opponent 1 hunch token and flip the
revealed cards. Your turn is over.

TAKING THE END CARD

Only if it is visible in the grid, take the End card and place
it on top of your pile. This must be the only action you
perform during your turn (you can't use hunch tokens to
perform it as an extra action or perform other actions after
this one). For you, the game ends here.

END OF THE GAME

VICTORY BY MEMORIES

If a player takes the End card, the opponent plays 1 last
turn, and then both players tally their final score:

Score 1 point for each card in your pile (including the End
card). Score 0.5 points for each hunch token. The player
with the most points is the winner.

Example: Alex performs the reveal action and
reveals 4+5 ({)and then 4 + 4 (2). He has been
successful so far because number 4 appears 3
times. Alex could stop now and keep both cards,

but he chooses to continue [ [ el

and reveal another card.
He reveals a card that
shows 0+ 4 (3). Now

After filling in the gaps in the grid using cards from
the deck, Alex chooses to give his opponent 1
hunch token to perform 1extra action, which is the
reveal action again. The first card he reveals
shows 4 + 6 (Y) and the second one 5 + 6 (S). Since
number 6 appears twice, he can continue
revealing cards. The third card shows 4 + 5 ().
There aren't any 6s, so he's made a mistake. Alex
gives his opponent 1 hunch token, flips the
revealed cards, and ends his turn.
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| hope that when you play the game you trust your
memory... Although the odds are against you!

CREDITS (©) Nico Cardona

Author: Nico Cardona (@toobadgames) %ﬁ

Art: Ricardo Cavolo (@ricardocavolo) -

Layout: Marc Sim6 (@sanagi.std)

e e Al N 2T Alex decides to stop, and i Translation: Hi-fi Words DL i’\\

. therefore keeps the 3 M SONHNN v
VICTORY BY HUNCHES cards and takes 1 Déja Vu! I've just been in this place before... = RULEBOOK ~
If a player gets all 7 hunch tokens, they immediately win hunch token from his S e o B — K
the game. opponent. @ @ © Facie 1] ;*: f ~ . - g




