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The Rulebook

1 Game Board (1 Board of Ba Gua and 1 Board of Human)
‘@4 8 Ba Gua stones, 4 black and 4 white

8 Dragon tiles, 4 white and 4 black (each set with 3 segments and
1 head)

8 Water stones

=

8 Fire stones

1 Distance Ruler

1 Big Rock and Village tile
8 Small Rock and Damaged Small Rock tiles

8 Portal tiles, 2 blue, 2 green, 2 red and 2 yellow
1 Flux coin
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In the game board, the board of
Human is a quadrangular grid
representing the world disputed
by the dragons. Each dragon is
represented by dragon tiles
placed on the board Each set
of dragon tiles are always
arranged sequentially on the
board, with the head to the

The other part of the game board is the board of

Ba Gua, with the water and fire meters of each

dragon, the lost segments areas and the Ba Gua

itself. The dragons’ movement is determined by
what happens on the Ba Gua, on which the
energies of the Tao - the Ba Gua stones - are
manipulated to  create the dragon’'s path. In
advanced game modes, the stones’ colors refer to
each dragon, so. that specific combinations of a
color on the Ba Gua might affect the respective

dragon. O Ba Gua') R
’ . Fire and water
‘ meters i
‘ Q Lost segments
area



Besides movement, the Tao also influences the concentration of water and fire
stones - lifepoints and stored power, respectively - for each dragon. The
distance ruler is used to resolve ranged attacks when these elements are
expelled. Al gain and loss of such stones occurs between the water and fire
meter of each dragon and the center of the Ba Gua.
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The remaining tiles are set on the board of Human at the beginning of each
game, creating unique scenarios fo play for each conflict. The rock tiles represent
insurmountable obstacles and their backs are used for games with special rules.
The portal tiles enable direct moves from one tile to another, regardless of their

position on the board.

~N>=SX0%

The flux coin, lastly, is only used in advanced
game modes, which are covered later in this

rulebook.
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Defeat the opposing dragon by eliminating all of its segments.
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A dragon loses a segment as soon as its water meter - that
is, its life - is depleted. Remove the segment furthest from
the dragon's head - the tall - and place it on the
appropriate area on the board of Ba Gua. When the final

segment of a dragon is removed, flip its head, thus marking
its defeat.

After removing a segment, if the damage doesn't result in
a defeat, the injured dragon's water meter is immediately
fully replenished, with any remaining damage being

applied afterwards.
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1) Decide between the players who controls each dragon.

2) Place the board within reach of all players, with each

dragon's side to the front of its respective player.

3) On the board of Ba Gua, lay 2 white stones on Heaven, 2
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black stones on Earth, 1 white stone on top of 1 black sfone on
Fire and the opposite on Water.

4) Llay 4 water stones on each dragon's water meter on the
board of Ba Gua.

5} Lay the fire stones on the center of the Ba Gua.

6) Setup the board of Human according fo the selected

scenario among those suggested later in this rulebook.

The heaven dragon plays first.




On their turn, each player completes the following phases:

r ”Yamz s acive, whiite, ocder,

heaven, e vertical.”

Choose a space with at least one stone from one of the
eight spaces on the Ba Gua. Collect all stones from the
selected space and drop them on the following spaces,
one in each, in a counter-clockwise direction until all
collected stones have been dropped. Stone color only

affects the game in advanced game modes, which are
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explained later in this rulebook.

”Ever\/ Fiwme oe c\mavvae, s o disturbance
on e Fre,vx'ous 65{«/&&&‘;3\‘/\,64 ocder.”

In order to represent the instability caused by the conflict, the flow

of movement on the Ba Gua must go counterclockwise.

The last space in which a stone is dropped determines the action to be
performed during the Matter phase. It is forbidden to collect stones
from a space that would result in an action that is impossible to
complete in the Matter phase, unless there is no other possible option.
In this situation, ignore the entire Matter phase and lose 1 lifepoint, by

returning one water stone to the center of the Ba Gua.

i “Yia is re,ce,F&’\'\/e, black, haos,
f\ eotz\,, e ‘l/\.or‘izow{?a\.

Resolve the action determined during the Spirit phase. Each
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action corresponds fo a dragon movement and possible

effects.
When moving a dragon, follow these steps:
1) Place its head according to the movement performed.

2) Place the fail segment of the dragon on the space where the head

was, flioping and turning the tile in order to connect the entire body again.



The actions are the following:

"Heaven s \/\4\2\/\4 and vex&’(ca\, whitle e ecartla
exfends H«\,roug\z\, e \b\.or‘lzow.”

HEAVEN wum=
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EARTH emmm

Heaven and Earth are the elements in which the Yang and Yin energies
are most concentrated. Heaven causes the player to move their dragon
1 or 2 spaces in a straight vertical line. Earth causes the player to move

their dragon 1 or 2 spaces in a straight horizontal line.
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WIND s

THUNDER wmmm

Wind and Thunder are the elements of change and agility, representing the
motion from heaven to earth and vice-versa. Wind causes the player fo move by
rofating their dragon's head from the vertical axis fo the horizontal axis and moving
forward 1 space. Thunder causes the player to move by rotating their dragon's

head from the horizontal axis to the vertical axis and moving forward 1 space.

After the action, the player must perform an extra Spirit phase and, thus, another
Matter phase. Additional Wind or Thunder actions as a result of these extra

phases do not generate further extra phases.

After moving, the player performs an extra

Spirit phase.
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[LAKE ommm

MOUNTAIN wmum

Lake and Mountain are the elements of serenity and quietness, representing the
limits set by heaven to earth and vice-versa. Lake causes the player to move their
dragon’s head 1 space in any direction when facing the vertical axis. When
facing the horizontal direction, the player doesn't move their dragon. Mountain
causes the player fo move their dragon’s head 1 space in any direction when
facing the horizontal axis. When facing the vertical direction, the player doesn't

move their dragon.

Doesn’t Move Free Move
(\mor\'zow{"a\.) (ve,r{"ka\)
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Doesnt Move Free Move
(ver{’(ca\) Uz\.o(\'zowjfa\.)

H[e you igwore, he cl«ragcvx, & devours 7ou\

At the end of any Heaven, Earth, Wind,
Thunder, Lake, or Mountain action, if
the active dragon's head is adjacently
facing any part of its opponent, a bite

occurs. The bitten dragon loses 1
lifepoint by returning one water stone to
the center of the Ba Gua.
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waler Wides (s waenace i o(e,\ﬂf\ks.”
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Fire and Water are the elements of volatiity and power, representing the

influence of fire and water on everything that lives. Fire causes the player to
move their dragon 1 space in any direction, regardless of the axis the dragon
is facing. After moving, the player chooses between absorbing or expeling fire.
Water causes the player to move their dragon 1 space in any direction,
regardless of the axis the dragon is facing. After moving, the player chooses

between absorbing or expeling water.

e Fre,e, waove AQSO(‘Q‘;V\Z or E.)(?&“W\Z

Absorbing an element causes the player fo take a fire or water stone from the
center of the Ba Gua corresponding to the action taken. The player then
adds it fo their dragon's respective meter. If that meter is already full, no stone

is taken.




Expeling an element causes the player's dragon to perform a ranged attack.
Align the distance ruler so that the section with a dragon's mouth is in front of
the attacking dragon's head, then do the same with the other side of the
ruler. This would end up in a ranged attack that affects a T-shaped area. If the
opposing dragon is in this area'and there is no obstacle in the way, it is then
dealt damage. The damage is equal to the highest printed value on the

distance ruler overlapping it plus the element bonus based on the action
taken. ( \
DS

For Fire, the bonus is equal fo the number of fire stones on the attacking
dragon'’s fire meter. After the attack, all fire stones on the attacking dragon's
fire meter are returned to the center of the Ba Gua.

For Water, the bonus is equal to the number of water stones currently in the
center of the Ba Gua.

The attacked dragon then loses lifepoints, returning a water sfone fo the
center of the Ba Gua for each damage faken. Remember that a dragon
loses a segment as soon as its water stone meter is depleted, which is then
immediately replenished so that any remaining damage can be dealt.
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”Be,\,ovv heaven ond obove re e,oxjr\m/ Heere s
e Yoo’

Fach game takes place in a scenario, represented by different
arrangements on the board of Human. Save for specific situations,

the following rules apply to all scenarios.

Regarding movement, the edges of the board, all dragon, rock and
vilage tiles and all portals that for any reason don't have available
destinations are insurmountable obsfacles. Regarding range, the

edges of the board and all tiles of any kind are insurmountable

obstacles.

Portals are special tiles that enable
movement fo other same-colored
portal tiles, thus allowing dragons to

travel quickly around the board of

Human. When moving a dragon to an

unoccupied portal tile, follow these

WwWHh>S50 N

steps:

1) Instead of moving the dragon’s head onto the portal tile, place it on
any space adjacent to the matching destination portal tile, facing
outwards.

2) Place the dragon's tail segment on the space that the dragon's head
was before going through the portal, flipping and turning the tile in order
to connect the body segment to the portal tile.

3) Flip both portal tiles to their occupied faces, connecting them to the

dragon.

It @ dragon moves through a portal during the first Heaven or Earth
movement, the second optional movement must be in the same

direction the dragon came out of the portal.

While a dragon is going through a portal, both occupied portal tiles
count as dragon files, thus enabling bites and ranged attacks. Both
portal tles are immediately flipped to their unoccupied sides as soon as

there are no more segments connected to either portal title.
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As soon as one of the dragons has lost its third segment, the winner
flios the opposing dragon's head, thus ending the game.

\/\C{"OVY \5 never FQX‘V\AOJ/\Q,V\{T €Ol’ k\l&e

l‘ao S e{’exnauy \/\AO\/\V\Z

For an even dispute, players are encouraged to try another match,

switching control over the dragons.

&)
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“Feam e,x\>er§ey\ce,, Fo%i&(\.ﬁ” \es ew\erge,."

Tao Long offers a variety of different game modes that creates new
and exciting variations of the main game. Some are simple, while
others are more complex. Each game mode takes the rules from the
previous one and add their own. It is highly recommended that new

players become familiar with one game mode before adding the next.

GRASSHOPPER

Play as described until here in this rulebook. Once both players are familiar

with each element's actions, try adding the Monk mode.

//erass\mo??ex, O.LKV\OW\.&AZ\'V\Z \'ZV\omy\ce, s e e‘irs&’ S&’e,?

Fowords wisdana.”

Do not attempt the Monk, Master, or Chosen One modes before
experiencing Grasshopper mode. Skip directly fo the Scenarios at the end of

the rulebook and choose where to begin practice.



MONK

"Eack Araaow re?rcset'\&’s o energy, ond o it energy, eacln
resvomésf'

This mode adds the dynamic between white and black stones and their
respective dragons. During any player's Spirit phase, if one or more of the
following combinations occur, their effects must be resolved in the order of

ocurrence before the Matter phase of the current player.

Focus

Whenever all the four stones of a color get fo the same
space on the Ba Gua, a focus effect occurs. The dragon
of the same color of those four stones must perform that
space's action, even if it isn't its turn. If the action is not
possible, the dragon ignores it entirely and loses |

lifepoint, returning one water stone fo the center of the

Ba Gua.

Ba\ow\ce,

Whenever there is one stone of a single color on all four
main spaces on the board of Ba Gua - Heaven, Earth,
Fire and Water - a Balance effect occurs. The dragon in
J' the color of the four single stones on those spaces must
adjust its water stone and fire stone quantities so that
they are equal to its opponent’s, even if it isn't its turn.

Additionally, after collecting the stones from the chosen space in a Spirit phase,
determine which must be dropped in each of the next spaces by following these

priorities, in order:

1) If Focus and Balance effects can be triggered, they must be.

2) If Focus and Balance effects can be
made imminent (3 stones of a color in a
single space and 3 main spaces with

exactly 1 stone of a color), they must be.

3) All remaining stones are dropped on
the remaining spaces as the active

player chooses.

If, when resolving priorities 1 or 2, both black and white are required on a single

space, the player chooses which color to drop in that space.

Once players are famliar with the sfone positioning rules and with each
combination’s effect, try adding the Master mode.
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”Evex\/ disturbonce wn flue ocder vs an wneludible
Foﬂf o€ c\zwavxge,.”

In order to represent the period of instability generated by the conflict between

dragons, the flow of movement on the Ba Gua will vary through the game.

This mode adds the flux coin, which determines to which direction the energy on
the Ba Gua wil tend to flow. When a player selects a space in the Spirit phase,
the color of the stones collected determines the direction to which the player
drops the stones - clockwise or counterclockwise. If the majority of stones
collected from the space are white, the Ba Gua flows clockwise. If the maijority
of stones collected from the space are black, the Ba Gua flows
counterdlockwise. When a player selects a space with the same number of

white and black stones, the Ba Gua flows in the direction indicated by the flux coin.

D O

The flux coin begins the game indicating counterclockwise. If a player selects a
space that results in the Ba Gua flowing in the opposite direction from the
direction shown on the flux coin, it must be flipped. For example, if the flux coin
is on the black side and a player selects a space with more white stones than
black stones on it, the player wil drop the stones around the Ba Gua in a

clockwise fashion and then flip the flux coin to the white side.

If one day, the players feel that their comprehension of the game has

transcended their perception of existence, try adding the Chosen One mode.

WHE  CHOSENIONE

”BOHN wodter and svir\"f are one, young grass\«»o??e,r./’

Use only the board of Ba Gua. The movement occurs in the players” minds.
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I The Valley, both the red and blue portals don't have specific destination
portals. A dragon entering one of these may, therefore, come out through any
other unoccupied portal. In order to use the red or blue portal, however, the

dragon must return a fire or water stone, respectively, to the centér of the

Ba Gua.

/
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"Restrickion calls eor €ree$ow~.”

In The Torus, the rock tiles' single purpose is to line off the limits of the reduced
game area, as indicated by the image. All borders of the game area, however,
are treated as adjacent to the opposite border instead of limiting movement

and range. : f
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In The Wall and The Cave, the small rock tiles, unlike in the main game, can be
destroyed. They are removed from the game board through biting, expelling, or
even trampling. Each rock takes 2 damage to destroy. On the first, it is fipped to

its damaged side. On the second, it is removed from the board.

Biting inflicts 1 damage to a small rock tile, while expelling causes the amount of
damage indicated by the distance ruler, ignoring the elemental bonus damage.
To destroy a small rock tile by trampling, the player's dragon advances into the
space with the small rock tile, destroying it immediately. The dragon receives
damage equal to the damage needed to destroy the rock tile, refu;ning a water

stone to the center of the Ba Gua for each damage taken.
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The Village is o game variant that may be used on
The Field, The Valley and The Mist scenarios.

1) Determine which dragon is the protector of the
vilage and which is the challenger.

2) Place the vilage tle to the center of the °

scenario {replacing the big rock, if necessaryl.

3) The vilage tile counts as part of the protecting drogon and may be
attacked.

MA>N—< M-

4) The vilage inflicts 1 damage to the challenging dragon if there is any part

of it adjacent to the vilage at the end of its player's turn.
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The solo variant plays exactly like the 2-player game with the
7‘ i following exceptions:

i& |+ During sefup, place both dragons on the board of Human and
choose a dragon to play with. In the solo variant, it's always your

turn.

« In Spirit phases, all stones on the selected space must be dropped on the
folowing spaces in the order they are stadked, starting from the base of the
stack. from the Monrk game mode onwards, this rule only

applies after priorities 1 and 2 from that mode. Stones
used to satisfy these priorities must sfil be the closest
possible to the base of their stack.

- @ - =
- Before your Matter phase, the opposing dragon performs, in order, al
actions from spaces in which its color's pieces were dropped that tumn,

ignoring impossible actions without incurring penalties.
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If there are two or more ways the actions could be performed,

determine which happens by following these priorities:

1) The way that deals the most damage to the player's dragon.

2) The way that the enemy dragon could take the least amount of
damage until the end of the next turn.

3) The way that is the shortest path to become adjacently facing some
part of the player's dragon.

4) If there are still two or more options, the player decides.

The priorities must analyze all possible outcomes of the entire group of
actions taken by the dragon on that same turn, and not one by one.

Additional Notes:

« The extra phase effects as a result of the Wind and Thunder actions are
ignored, as it is always the player's turn.

+ Record how many moves you've faken to win and try fo improve on this
during future games.

+ Try beginning with less segments. The challenge is to win in as few turns
as possible, but the peril of actually losing might influence your decisions.
« For more variety, try playing with the other-dragon and in different
scenarios and modes. Or, try mixing up the Ba Gua stones during setup

so they appear in a random configuration on the Ba Gua.
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R Take all stones from a space on the
Ba Gua, dropping one on each of
I the following spaces.

T | CRASSHOPPER
% MONK

A

Some elements have effects to
! be performed after the dragon T
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The last space in which a sfone is
dropped represents the element to be
performed. moves.
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FOCUS

The respective dragon must
perform the element action

THUNDERGRYPH
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BALANCE “

The respective dragon must change its fire and |
water stone meters to equal its opponent's. ‘
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