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The clever tile laying game  
from Uwe Rosenberg

for 1 - 4 players.
The game is based on an idea  

by Corné van Moorsel.

COMPONENTS CREDITS

1 Moon Wheel

1 Marker

84 discs  
(21 discs each in the 4 player 

colors - 1 used as a player disc 
and 20 used as goal discs)

1 Rulebook

68 tiles in 4 colors  
(17 tiles each)

OBJECT OF THE GAME

Each time you complete a goal on one of your tiles, you place a goal disc on it. Be the first to place all 
your goal discs to win the game.

The rules of the game for 2-4 players are found on pages 2-6. The solo rules can be found on page 7.

NOVA LUNA is a game of building connections. In every round of this tile-laying game you must optimize your choice and plan for the future 
based on the dwindling supply of tiles available on the Moon Wheel. And with every new moon, you will need to develop a new strategy 
with what the moon wheel has to offer you.  Find your path to building synergies between the tiles, and you will win.

Decide wisely!
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Place the Moon Wheel in the middle of the table.

Place the Marker on the space above the golden field of the 
outer selection track (above the new moon).

Shuffle all tiles face down and place 1 randomly drawn tile 
face up on each of the remaining 11 spaces.

Form a few draw piles from the remaining tiles and place 
them face down near the Moon Wheel.

Select your player color. Take the 21 discs of your color.

Important: If this is your first game of Nova Luna, we 
recommend reducing the number of discs. With 3 players 
use 18 instead of 21 discs, and with 4 players take 16 
instead of 21 discs.

Determine the preliminary game order. To do this, each 
player places 1 disc from their personal supply in the middle 
of the table; the person who slept the latest draws the discs 
blindly until they are all drawn. Form a pile out of them in the 
order in which they were drawn: the first disc drawn is placed 
at the bottom, the next disc is placed on it, and so on. Set this 
pile on the new moon of the moon track.

The tiles have three elements: color, time cost, and goals. 
Color - Tiles come in four different colors: blue, red, turquoise, 
and yellow.
Time Cost - At the top left of the tile is a number (1-7) 
indicating the “time“ it costs you to select that tile and place 
it.

Goals - In the other corners, there are 0-3 goals, which you 
can complete by placing additional tiles. To complete a goal, 
the color of the adjacent tiles must match the colors of the 
goal. For more information on completing goals see page 5.             

Important: You are allowed to place tiles that are a color that 
does not match any goal of the adjacent tile. This is usually not 
recommended, but cannot always be prevented.

SETUP

TILE ANATOMY
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GAMEPLAY

During the game, players will take turns selecting tiles from the Moon 
Wheel and placing them on their displays in order to complete their 
goals. Players take turns based on the location of their player disc 
on the moon track. It is always the turn of the player whose player 
disc is furthest back on the moon track. If several player discs share 
the rearmost position, it is the player’s turn whose player disc is at 
the top of the stack. 

During each player‘s turn, that player will resolve the following five 
steps in order:

1. Fill the selection track (optional)
2. Select a tile and move the Marker
3. Advance your player disc
4. Place a tile
5. Complete goals

1. Fill the selection track
If at the beginning of your turn there are only one or two tiles left 
on the selection track, you may choose to fill the selection track. If 
you do, draw tiles from the draw piles and place them face up on 
the selection track. Always fill the space closest to the Marker in a 
clockwise order first; continue filling the spaces clockwise. 

If there are no tiles left on the selection track at the beginning of 
your turn, you must fill all the empty spaces.

If you run out of tiles, fill up the selection track as much as possible.

2. Select a tile and move the Marker

Starting from the Marker, select one of the next three tiles that 
are in clockwise order. Ignore spaces without a tile. Once you have 
selected a tile, place the Marker on the space from which you 
selected the tile.

Important:
• The higher the numerical value of a tile, the easier it is to 

complete the goals on the tile.
• You must select and place a tile each turn. You cannot skip 

selecting a tile.

EXAMPLE OF FILLING THE SELECTION TRACK
Orange chooses to fill the selection track on their turn. The player 
places nine new tiles (see example below, 1-9) in clockwise order, 
starting at the first blank space on the selection track after the 
Marker.

EXAMPLE OF SELECTING A TILE AND MOVING THE MARKER
Blue selects the yellow 4-tile. The player moves the Marker to the 
selection track space emptied by removing the yellow 4-tile. 
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GAMEPLAY

3. Advance your player disc

Whenever you select a tile, the number at the top left of the tile 
indicates by how many spaces you must advance your player disc 
on the moon track. If the space is already occupied, place your 
player disc on top of the stack.

Reminder: It is always the turn of the player whose player disc is 
furthest back. If several players share the backmost space, it is the 
turn of the player whose player disc is at the top of the stack.

4. Place your tile

During this step, you add the tile you selected this turn to your 
display. The first tile you select will begin your display, so place it on 
the table in front of you. For subsequent turns, place the new tile 
orthogonally adjacent to a tile already in your display. All tiles you 
place in your display must be placed face up with the time cost in 
the top left corner.

Important:
• Everyone builds their own display of tiles. So make sure that 

each of you has enough room.
• You must place a tile each turn. You cannot save a tile to place 

in a later turn.

EXAMPLE OF ADVANCING YOUR PLAYER DISC

After Blue selects the yellow 4-tile (see example on previous 
page), they must move their player disc four spaces on the moon 
track. 
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Multiple goals can be completed at the same time on a single tile. 
For example, the yellow tile is placed in the below location in a 
player’s display. It simultaneously completes the “3 Red” and “2 
Blue” goals. Each completed goal is covered with a goal disc from 
the player’s personal supply.

5. Complete goals

Depending on the tile you selected, it can contain 0-3 goals. The goals 
must be considered separately from each other. Each goal includes 
1 to 4 colors. A goal is fulfilled if the colors shown correspond to 
the four horizontally or vertically adjacent tiles’ colors—in the 
frequency in which they are represented in the goal. There is one 
special feature: Chains of the same color tiles are added together. 
Count all horizontally or vertically adjacent tiles of the same color 
to determine their value as a chain for fulfilling a goal.  All these 
chained tiles will help you complete a goal if at least one of them is 
adjacent to the tile with the goal. But be careful: The color of the tile 
on which the goal is written never counts!

Whenever you complete a goal as described above, cover it with a 
goal disc from your personal supply. A tile can have up to three goals 
that you complete. Multiple goals can be completed on any number 
of tiles on the same turn.

If the current player has goal discs remaining, return to step 1. If 
not, move on to the End of Game. For more information on the end 
of the game, see page 6.

Important: 
• The arrangement of the colors within the goal is irrelevant. 

Matching the right colors in the right amount is all that counts 
in order to complete a goal.

• Each tile can be used for any goal, as long as the adjacency 
rules are followed.

If you place the blue 4-tile in the below location, then the “2 
Reds” and “4 Reds” goals are fulfilled by the chain of red tiles. 
The red 3-tile is vertically adjacent to the blue 4-blue tile. The red 
5-tile, red 2-tile, and red 1-tile are in an adjacent chain to the red 
3-tile so they are added together and can count as 1, 2, 3, and 4 
red tiles to fulfill a goal! 
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EXAMPLE FOR COMPLETING GOALS
Blue selected the blue 4-tile and placed it to the right of the 
yellow 4-tile. On a subsequent turn, Blue selects and places the 
blue 3-tile to complete the “2 Blue” goal on the yellow 4-tile. 

EXAMPLE OF COMPLETING GOALS WITH CHAINS
Another way to complete the yellow tile’s goal of “2 Blue” is to use 
adjacent tiles of the same color. This goal can be accomplished 
with a blue tile adjacent to the yellow tile and a second blue tile 
adjacent to the first blue tile creating a chain of the blue tiles. 
This example also shows that tiles placed diagonally do not count 
as adjacent. The goal “3 Red” on the yellow tile has therefore not 
yet been completed.

4 4

3

X

4

1 4

4

3

5



6

Strategy 1 - High value tiles for easier goals

High value tiles have goals that are easier to complete. This yellow 
7-tile has three goals that can be completed using only three tiles.

Strategy 2 - Tiles fulfilling goals instantly.

In the ideal case, adjacent tiles can fulfill goals for each other. This 
turquoise tile and red tile instantly fulfill goals when placed beside 
each other. 

Strategy 3 - Fulfilling goals on multiple tiles

Tiles fulfill goals on multiple tiles. These two yellow tiles complete 
the “2 Yellow” goal on the turquoise tile and the red tile.

Strategy 4 - Tiles supporting each other

Remember, the color of the original tile itself never counts. In order 
to fulfill the goal on the red 2-tile, at least four additional red tiles 
are required. 

Strategy 5 - Goals are independent 

The goals are independent of each other and can use the same 
tiles to fulfill them. Therefore, the four red tiles fulfill both the goal 
“2 Reds” and the goal “4 Reds” of the blue 4-tile.
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STRATEGIES

The game ends when the current player has placed all 20 of their 
goal discs on tiles in their display (17 or 15 in a beginner game). 
This player wins. The game also ends when a player cannot select 
any more tiles, as all the tiles have been selected. In this case, the 

player with the fewest remaining goal discs wins.
In the case of a tie, the player with the fewest goal discs remaining 
that would have taken the next turn wins the game.

END OF GAME
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All rules of the multiplayer game apply with the following 
exceptions:

Steps 1 through 4 are the same as the multiplayer game.

5. Choose a color and form two stacks from the goal discs of that 
color. One stack consists of 8 goal discs, the other of 13 goal discs. 
Do not place a player disc on the moon track.

6. As this is a solo game, there is no player order.

The solo game is played over two phases. Your goal is to place your 
21 goal discs with the lowest total time spent. Time spent in phase 
1 will count double.

Phase 1

Just like in the multiplayer game, you may select 1 of the 3 next 
tiles after the Marker (in clockwise order) then move the Marker 
to the location of the tile you selected. Select one tile after the 
other—but without advancing a player disc on the moon track. 
Your goal is to quickly place the 8 goal discs of the smaller stack on 
the tiles in your display. Once you place your eighth disc, you may 
refill the display. You can choose to wait to refill the display if you 
want to select more tiles. Do not discard the remaining tiles. If you 
have placed all 11 of the tiles, you must refill the display even if 
you were not able to place all 8 of your discs.

Once you choose to refill the display, add up all the time costs on 
tiles in your display and note the value. For each of the 8 goal discs 
remaining, add 10 to this value.

Important: Why would you select more tiles past your eighth 
goal disc when that increases your score? You increase your 
chance of being able to place all your goal discs in phase 2.  Is it 
worth the risk of a higher score? 

Phase 2

After you have refilled the selection track, proceed to the second 
phase. During this phase, you will continue to select tiles as normal. 
As you complete goals, place the goal discs from the remaining 
stack (13 goals discs for phase 2 plus any remaining goal discs from 
phase 1). The game ends when you have either placed all of your 
goal discs or there are no more tiles on the selection track.

THE SOLO GAME

Author’s note
The inspiration for this game was provided by Habitats from the Dutch publisher Cwali (published 2016). Unlike Nova Luna, 
the tiles in Corné van Moorsel’s game have a maximum of one goal, and the number of points for completion varies depending 
on the difficulty level. Nova Luna contrasts the difficulties the goals have with different “acquisition costs”. I express my 
gratitude for this inspiration by naming Corné van Moorsel as co-author and granting him the rights as such. My sincere thanks 
also go to Lukas Siegmon for the wonderful illustrations. Lars Frauenrath was responsible for the realization. As a test player 
we would like to thank in particular Timon Rosenberg, Marei Zylka, Malte Frieg, and a lot of wonderful visitors at the Berlin 
Con 2019.

At the end of the game, add up all the time costs on the tiles in 
your display. If you have any of your 21 discs remaining, add 10 
points for each remaining disc. Add these numbers together to 
determine your final score: the lower it is, the better.

Comments:
• Any score under 100 is great! It is quite challenging to place all 

goal discs. The reason for this is that you have to deal with the 
tiles that have been uncovered by chance.

• You cannot exchange tiles from the selection track! This is 
particularly tricky if a color is very rare or missing at all. Consider 
this a special challenge.

On our webpage you can find and download a notepad for your 
results: http://edition-spielwiese.berlin

END OF SOLO GAME

SETUP

GAMEPLAY


