
Skycrafter
A game by Lou Carrol and Yunhan Qiu

2-4 Players
Ages 6 and Up
20-45 Mins

Compete in a battle of spatial wits to interpret constellations as three-dimensional 
structures on the precarious stellar device before you!

Game Rules

      On this clear, new-moon night, the shamans of your 
village hold a ceremony to draw energy down from the stars. 
By identifying constellations in the sky and reinterpreting them 
within the stellar device before you, you craft mystical charms 
that contain great prophetic power. Each charm will bring good 
fortune not only to you, but to your entire village for the com-
ing month. Map the most constellations and show them who’s 
the greatest shaman of all!

1 Base ( 2 Parts)
112 Branches
50 Clamps
40 Charms (10 of each color)
54 Pattern Cards (36 Shapes, 18 Color Patterns)
1 Rule Sheet

Contains:

     Connect the pieces of the device’s base by placing the disc 
on top of the pedestal and attaching the cap above it.
Place the completed base in the center of a large table in 
reach of all players.

     Shuffle the pattern card deck and place it near the base.
For each player in the game, draw 1 pattern card and lay it out 
in the middle of the table by the base. These will be the pat-
terns which all players are aiming to create.
     Place the sticks inside the box and close the box. Shake the 
box lightly to mix the sticks.
     Each player draws 5 sticks from the box, without looking, 
to serve as their starting pile, which should be left visible to 
all other players.
     Play begins with the player sitting closest to the blue con-
nection point of the device.

     Players are allowed to experiment with ways to connect 
these sticks as a visual aid for creating patterns at any point 
during the game, though they should be aware that other 
players can watch them do this.

Setup:

1.     On their turn, players may place between 1 and 3 sticks from 
their personal pile into the structure.
 a. Sticks may only be connected to other sticks where the 
colors of the two sticks match; ie, a blue end must be connected to 
another blue end.
 b. Sticks may be connected to each other through either 
hooking them together by the slots on the sticks, or by clamping 
sticks together. When clamps are required to complete shape pat-
terns, this is indicated by a rectangle; when they must be connected 
by the notches on the sticks, this is indicated by a circle. Clamps may 
be placed anywhere on the stick as long as they are clearly within a 
single colored “zone” of the stick (i.e. not the center).

Each Turn:

2.     If the player completes any one of the patterns on the 
face-up cards, they may claim that pattern and receive the 
number of charms indicated on the card. They can attach each 
charm on any one of the sticks in the structure.
 a. If a player completes a pattern, their turn then ends and 
they may not place any further sticks or claim any further patterns.
  It is possible for players to place a single stick that com-
pletes two patterns. If this happens, they are allowed to claim both 
patterns this turn, after which their turn will end as normal.
 b. When a charm is placed on a stick in the structure, that 
stick can no longer be used to complete patterns by any player other 
than the one who placed it.
3.     The player collects any cards that they have completed 
the associated patterns for and places them face-up in front 
of them. This provides an alternate method for tracking score 
in case any confusion arises with the device. The player then 
replaces the patterns that they claimed by drawing an equal 
number of cards from the deck and placing them face-up beside 
the base.
4.     The player replaces the sticks they have used this turn 
by pulling an equal number from the box, without looking, to 
ensure that they always have 5 sticks in front of them at the 
end of the turn.
5.     After the player has replenished their sticks and the cards, 
their turn ends and play proceeds clockwise to the next player.



     Pattern cards come in one of two varieties, shape patterns 
and color patterns.
     Shape patterns are drawn as schematics which must be 
interpreted into 3D structures by the player, using the legend 
shown. Shape patterns may be formed out of any combination 
of colors as long as they are legal to connect (i.e. the ends are 
of matching colors).

Completing Patterns:

     Color patterns are drawn as disconnected bars of color 
representing different types of stars. Color patterns may be 
formed in any shape, using either clamps or notch connections, 
and may overlap with shape patterns provided that none of 
the sticks in them are claimed by another player.
 a. Color pattern points must be formed by separate ends of 
each stick -- i.e. if two of the same color are present in a row in 
a pattern, the same end of a single stick cannot be used for both of 
those color connections (by way of using two notches or using a 
notch and a clamp).

     The game ends when one one player has placed 6 charms 
within the device.
     
Players may choose to increase or decrease the required 
number of charms to win the game if they feel that 6 makes 
the game too short or too long. Generally speaking, a lower 
charm count requirement may prove better for larger groups of 
players.

Winning:

     Instead of playing as 4 individual players, Skycrafter can be 
played as a team-based game with up to 4 teams. 

     Play proceeds in much the same manner, but players on the 
same team can work together to strategize the placement of 
their sticks and charms.
     Players on the same team cannot sit together. Players must 
sit in alternating order according to their teams. 
 E.g. A B C D A B C D A B C D
     Each player will only get 3 sticks for their pile and and can 
only place two sticks maximum per round. Players should discuss 
amongst themselves and strategize how to create shapes for 
their team within these constraints.

Team Variant:


