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Slide the Sheets and Move the Walls!




Create Paths for the Ninja!



suonisinbay Buinop soiseg uoneJdedald sjusuodwo) MBIAIBAQ anbojoid

abesn

Bunejndiuep

ov4d Xewl o

ELINETEIEN]

wes| 8y

Table of Contents

‘ Prologue

‘ Basics

Prologue
GACHI]O, a Legendary Castle with

Hidden Treasures........ccoooooiviiiniiiiiiiiiinnn 6

Treasures and Specters of the Castle............... 7

Use your wits and ninjutsu to conquer

the castle and opponents!...........c.ccoooeiiin, 7
‘ Overview

Game Overview

8-12

‘ Components

Game Components

Main Board [tems ......coovevnviiniiiiiniiiinian. 13
Individual Player Items.........ccccoooeiiiiiiinnniil. 14
Common [tems .....ooeeveiviiiiiiiiiiiiiniiiinie. 15
‘ Preparation
Preparation
1. Deciding on the Stage and Mission............ 16
2. Determining the First Player and
Each Base ..ccouuveieviiiiiiiiiiiiiiiiiiinciiecen 16
3. Setting the Main Board............................ 16
4. Setting [tems ........cooovviniiiiiiiiiiii, 17
5. Drawing Starting Tools and Weapons......... 18

6. Placing the Pieces at the Starting Position .

18

Proceeding with the Game

GOl eeniiiieiiieiie e 19
Game Start and Progression..............cccounis 19
Basics of Turn Play
One Turn of Play = Three Moves .................. 20
Counted MOVES .....vvveniiiiiiiiiiiiiiieeiieeiinenn. 20
Free ACHONS...ccvuviviiiiiiiiiiiiiiiiiiiiic, 20
| Moving
Moving Ninja
Three Areas and Special Squares .................. 21
Movements Common to Each Area .............. 22
Movement on the Ground/Floor.................. 22
Movement in the Water.........c...coooeiinin. 23
Movement on the Rooftop .................... 23-24
Cells
* Regular Cells ........ccoooooiiiiiiiiiini. 24
+ Cells where a Piece is stationed .............. 24
+ Amphibious Squares ..............coooei 24
+ Treasure Squares.........ccoooeveviiiininiiiiinnnn, 25
+ Crystal Squares........cooeueevviiiiiiiiiniiininnnn. 25
* Tool Squares.........oooovvvviiniiiiiiiininiiiiinnnn, 25
* Weapon SqUares ........cooeeevveviiiiniiiinnnn. 25
* Summoning Point............cooooiiiii 25
* Yin-Yang Squares ................iiiiiiinnnnnnn. 25
* BaSES ittt 25
+ Hidden Staircases......c..coeeeuvenniinnenniannenn. 25
+ Hidden Staircases with Gacha................. 25
Moving Walls
Sliding One Cell = One Move...................... 26




Table of Contents

‘ Acquisitions ‘

Acquiring Items
Acquiring and Possessing Treasures.............. 27

Acquiring/Exchanging Crystals,

Tools, and Weapons..........cccoeeeviiiiiinnnnnn. 28-29
‘ Usage ‘
Using Tools
sTake coovveviiiiiiiiii 30
* Hashigo .........ooo 30
¢ NAWE i 31
¢ NUNO et 31
s KekKat.ooooiiiiiiiii 31
¢ KUSUTT wovvviiiiiiiinci 31
Using Weapons
Conditions of Use of Weapons..................... 32
Attacking Other Ninja with Weapons ........... 33
Weapons for Attacking
sTsume. . ooeiiiii 34
sKatana .......cooovviiiii 34
¢ SRUTT coovviiiii 34
Weapon for Escaping
s Kemuri oo 34
Possessing Shinobi/Summon Chips .............. 35
Possessing Kaeru Chips ..........cccceeeiiiiiiiiiin, 35

@
‘ Manipulating ‘ g.
Summoning and Manipulating the GoT £
[For 3 and 4 Players] %
Steps to Play GoT.......ooiiiiiiii 36-37 @
[For 2 Players] 7
Steps to Play GoT.......ccccccoiiiiiiiiiiiiii 38 g
Operating Conditions of the GoT S
SOt 39
CROKUTO v 39 g
*Kappa..ooeeviii 39
*TeNGU v 39
5
| Climax
Z
Game Climax <
Declaration of Return and Game Conclusion 40 g
SCOTING ittt 11
&
| FAaQ L
5
FAQ 42-45 §
‘ Reference
2
3
Stages and Cards %
Stage Sheets............cn 46 -50 —
Mission Cards ....o.vvvvvviiniiiiiiiiinieeieeins 51 T
[}
Gacha Cards.....cooovvvvviiiiiiiiiiiiiiiins 52-53
Summon Cards .....ooviviiviiiiis 54
ps)
‘ The Team 8
The Team 55 3
@'
3




Buinop soiseg uoneJdedald sjusuodwo) MBIAIBAQ anbojoid

suonisinbay

abesn

Bunendiue

ov4d Xewl o

dduala)ey

wes] 8y

Prologue

GACHIJO, a Legendary Castle with Hidden Treasures

It was the Sengoku Period in the Middle Ages of Japan. GACHI|O, a castle
that had been rumored since ancient times but whose location had remained
a mystery, was finally discovered deep in the mountains. According to
legend, the castle, which lost its master after an era of prosperity several
hundred years ago, still contains hidden treasures with mysterious powers,
and whoever possesses them will surely become the ruler of the country.
Word spread quickly among the Tokugawa, Toyotomi, Oda, and Takeda feudal
lords, who were eagerly awaiting their chance to reign. They immediately
sent their own ninja to the castle, vyingto be the first to collect the treasures.

However, the entire castle was a moving maze of ever-changing positions,
and the Guardians of the Treasures, in the form of specters, lurked within.

In essence, a castle full of traps.




Prologue

Ragami

Sacred Mirror: The reflection

of the mirror is imbued with
the precious power of God.

Warlords vie for it to reflect
their own image.

Rozuchi
Mallet of Luck: Chant your

wish shaking the mallet to make

it come true. It is the treasure
of the dreams of warlords who
wish to rule the world.

Crystal

Revered as a spirit stone,
sometimes transformed
into treasure, sometimes

Kabuto

Monarck’s Helmet: a symbol
of supreme authority with its
ornate golden decoration,

coveted by warlords.

Oni

Koban

Ancient Japanese Gold Coin:
indispensable for warlords who
need huge amounts of gold for
armaments and troops.

Ogre: A monstrous specter
with horns and fangs. It chases
the ninja through the walls of
the maze and recaptures the
castle’s treasures.

Treasures and Specters of the Castle

Rokuro

Long-neck Apparition:

a female specter with a
stretchable neck. When she
sees a thief with treasure, she
stretches her neck to catch
them, even through a wall.

Rappa

Water Imp: A specter
with webbed hands and
feet. It can capture ninja
who escape into water.

Tengu

Long-nosed Goblin: A
specter with a long nose,
red face, and wings for
flying. It chases ninja
who carry off treasures
to the rooftops.

summoning specters.

Use your wits and ninjutsu to conquer the castle and opponents!

Take

Bamboo Snorkel:
Atool used to
breathe when diving

underwater.

Hashigo

Rope Ladder: A foldable
ladder used for climbing up
and down roofs.

Nawa

Grappling Hook:

A tool with a hook
attached to the end of a
rope used for climbing

over walls.

Ninja Tools and Weapons

Nuno

Camouflage Cloth: Wearing

it hides the ninja from

opponents. It does not work

against specters.

Rekkai

Magical Barrier: A tool that creates
a boundary to keep out specters. It
does not work on the opposing ninja.

Rusuri

Medicine: a secret medicine
that heals injuries sustained
in attacks from the opposing
ninja.

Tsume

Claw: An armament worn on
the back of the hand to stab
the enemy at close range.

Ratana

Ninja Sword: Shorter and
less curved than a samurai’s
sword. [t is used to slash

opponents from an oblique
position.

Kemuri

Smoke Bomb: Generates a
smoke screen, allowing the
g ninja to escape while
out of the opponents

. sight.
Shuri

Throwing-Knife: A weapon
that is thrown to strike an
opponent at a distance.
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Game Overview

A treasure hunting game using wits and ninjutsu
in a moving maze castle

| Players:2-4 | Time: 15-90 min. | Ages: 10+ |

* Objective

The players are Ninja sent to the castle on a special mission by their warlord. [

Starting from their own Base, in the maze of the castle, collect Treasures,
Crystals, and Shinobi/Summon Chips as indicated on the Mission Card.
Return to Base to complete the mission.

L

<°> Carrying Out the Mission

— Page 19: Proceeding with
the Game

Start from their own Base Mission in the Maze

To collect Treasures, Crystals and Shinobi/Summon Chips, Ninja must
1: acquire items in squares in the castle [
2: attack other Ninja

3: summon and manipulate the Guardians of the Treasures (GoT, specters).

— Page 19: Proceeding with
the Game

N
Manipulate ﬁ{
j the GoT =M )
@ /B E @ .............. ﬁ‘}l
= i
1: Acquire items in squares 2: Attack other Ninja SBEIIEET E GRS
Acq q . ) the GoT, specters

YBGy

To collect Treasures,
Crystals and Chips




Game Overview

* Turn Play Basics

Each player repeats their turn to play in clockwise order.

On each turn players,

[A] maneuver their own Ninja, and [B] slide the Walls (transparent sheets)
for 3 moves in total.

[A] Move own Ninja [B] Slide the Walls

Play in clockwise order

+ Maneuvering Ninja

Ninja can move freely within a space surrounded by Walls. By stopping at a
Treasure Square (4 types) and by passing through a Crystal Square, they
acquire each item. Slide the Walls that block your way and create a path for
the Ninja. Hidden Staircases allow Ninja to pass through secret passages.

Slide the Walls and create
a path for the Ninja

Acquire Treasures and
Crystals at their squares

Move freely within a space
surrounded by Walls

* Using Tools: 1

To enter the Water or ascend to the Rooftop,

each requires a specific Tool, Take and Hashigo.

To acquire (or exchange) Tools, you must pass through the Tool Square.
However, it is luck of the draw!

Pass through the Tool
Square to acquire

To enter the Water, To ascend to the Rooftop,
you need a Take you need a Hashigo

— Page 20: Basics of Turn
Play

One Turn of Play 2.

[A] + [B] = 3 moves in total

— Page 21: Moving Ninja
— Page 26: Moving Walls
— Page 27: Acquiring Items

Pass through secret passages
via Hidden Staircases

— Page 27: Acquiring Items
— Page 30: Using Tools

Luck of the draw!

soiseq uoneledaid sjyusuodwo) MBIAIBAQ anBojoid

Buinon

suonisinbay

Xewl) Bunendiue abesn

Ov4d

dduals)ay

wes] oyl




Buinop soiseg uoneJdedald sjusuodwo) MBIAIBAQ anbojoid

suonisinbay

abesn

ov4 Xewl|Q Bunendiuey

dduala)ey

wes] 8y

Game Overview

<°> Using Tools: 2

Other Tools usages include Nawa for climbing over Walls,
Nuno for hiding (to prevent being attacked), Kekkai for protecting Ninja from
the GoT (specters), and Kusuri for healing an Injury.

*The use of a Tool is not counted as a move.

=

[—) Page 30: Using Tools }

Nawa for climbing over Nuno to prevent being Kekkai for protecting Ninja Kusuri for healing an Iniur
Walls attacked from specters g jury

* Using Weapons: 1

To attack other Ninja, you need Weapons such as Tsume, Katana, or Shuri.
To acquire (or exchange) Weapons, you must pass through the Weapon Square.

Again, it is luck of the draw!
Including one type of defensive Weapon, Kemuri.

)

=%
=’

To attack other Ninja, Tsume, Katana, and Shuri
you need Weapons for attacking

<°> Using Weapons: 2

If the attack is successful, that Ninja takes an item (Treasure, Crystal, or Tool)
from the opponent, and also gets a Shinobi Chip.
The defeated Ninja is injured and is sent back to their own Base.

Pass through the Weapon
Square to acquire

*Attacking (using Weapons) is not counted as a move.

=

Take an item from the

opponent Also get the Shinobi Chip

If the attack is successful

— Page 27: Acquiring Items
— Page 32: Using Weapons

Defensive Weapon, Kemuri
for escaping

[—) Page 32: Using Weapons }

The defeated Ninja is sent
back injured

10



Game Overview

<°> Manipulating the Guardian of the Treasures (GoT, Specters)

By sliding the sheets, in the center cell, if the Yin-Yang symbols are merged,

Got

a GoT (Oni, Rokuro, Kappa, or Tengu) can be summoned. [" Page 36: Summ°"i"g‘he}

The GoT is given the number of moves indicated on the card, and tries to
capture and imprison other Ninja, forcing them to return a Treasure.
If successful the player gets the Summon Chip.

The Yin-Yang symbols are Draw a card and manipulate Capture other Ninja, forcing If succesful, get the
merged in the center cell the summoned specter to return a Treasure Summon Chip

* Lucky or Unlucky? 1: Kaeru, Lucky Frog

— Page 32: Using Weapons

Do not despair if another Ninja or a GoT (specter) takes your  Page 36: Summoning the

Treasure or item. You can draw a Kaeru (lucky frog). Got
. . . . . — Page 35: Possessing
Be patient, it will be converted into points at the end of the game! Kaeru Chips

5 o 0 o4 R .
.. ; . . .
If another Ninja or a specter Draw a Kaeru, lucky frog Don tdloqk at the back side Turns into points at the
uring the game end of the game!

takes your Treasure or item

<°> Lucky or Unlucky? 2: Gacha, The Unexpected

— Page 25: Hidden

Staircases with Gacha

Stopping at the Hidden Staircase with the plum blossom emblem,
is a bit of a gamble. Flip a Gacha Card and follow the instructions. [

|

The unexpected happens: you may get or lose items,
your location may change instantly, etc.

1 ] (] 1
Ax mranr | Ll wnRLcn
women | e | wenee | B com s

o

Hidden Staircase with the Flip a Gacha Card and follow For better or worse,
plum blossom emblem the instructions the unexpected happens

11
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Game Overview

<°> Game Climax

When you reach the required number,
fly the Base Flag to mark, and declare “Return!”
Now, will you be able to return to your own Base safely?

Place the tokens and chips you have acquired on your Acquisitions Board.
[—) Page 40: Game Climax }

Place the items on your When you reach the Fly the Base Flag and The thorny road to return to
Acquisitions Board required number declare “Return!” the Base awaits!

* Game Closing

On the return to Base, if by the Gacha, other Ninja or GoT,
[% Page 40: Game Climax }

you fall below the mission requirements, it’s a fail.
Lower the Flag and continue playing.
Upon successfully returning to Base, the game is concluded!

ke

On the way, if you fall below Lower the Flag and Upon successfully returning to Base,
the mission requirements continue playing the game is concluded!

* Scoring

All players count their scores.
The player with the highest score wins!

&
Treasure Shinobi | Summon  Crystal
20 points/token 10 points/chip B points/piece
l o - Returning Ninja
M +30 points
Tool Weapon Kaeru
2 points/token 2 points/token 0-15 points/chip

12



Game Components

Base Board: 1

"

4]
()

Main Board Items

Stage Sheets Standard Edition: 2-5 (2-5 typesx 1)
Deluxe Edition: 6-9 (6-9 typesx 1)

*Number of types depends on crowdfunding results

Stage Sheet A-I

Transparent Sheets: 3 3typesx1)

T2: Blue Walls

T3: Treasures, Tools, and Weapons
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Game Components

Individual Player Items

Ninja Pieces: 4 (4 typesx1)

includes clear
plastic foot pieces.

*Deluxe Edition @

Tokugawa Toyotomi Oda Takeda

Markers: 20 (5 types x4 set)

Tokugawa Tokugawa Toyotomi
p ﬁ >
hd h ™

Oda Takeda

Acquisitions Boards: 4 (4typesx1)

QOQOQ@QG QG aB QQ

’ e o Ej N ‘

Tokugawa Toyotomi Oda Takeda

Quick Reference Cards: 4 (1typex4)

#An | TooLs XL | WEAPONS

el BT
i Begi

G R

&e

Base Flags: 4 (4typesx1)

@ B

Oda

L 2K K

Takeda

14



Game Components

Common ltems

Mission Cards: 4 (4typesx1)

Gacha Cards: 20-28 (2028 types x 1)

*Number of types depends on crowdfunding results

JEAREIIIaaand

Lgﬂj]]]]]]

GOT (The Guardians of the Treasures) Pieces: 4 (4 types x 1)

")

C *Deluxe Edition
3 includes clear
‘,_‘f! \ plastic foot
1 | pieces.
Rokuro Kappa Tengu

Treasure Den Board: 1

*Deluxe Edition
includes an
assembled three-
dimensional parts.

Treasure Tokens: 12 (4typesx3)

Kagami Koban Kozuchi Kabuto

Crystal Pieces: 18
% ,_1"; A & gn} , @ A
A L g:} 1‘43‘ AL A

Tool Tokens: 18 (s typesx3)

N Y 91/

Take Hashigo Nawa Nuno Kekkai Kusuri

Weapon Tokens: 12 (4 typesx3)

\'E..!_;' an
;-

Tsume Katana Shuri Kemuri

Shinobi/Summon Chips: 16 (1 typex 16)

Shinobi Summon

Raeru Chips: 20 (5 types x 2-5)
o 0] 1 5 10 15

Tool Bag and Weapon Bag: 1 each

Tool Bag Weapon Bag

15
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1. Deciding on the Stage and Mission

+* Players mutually agree on one type of Stage Sheet
[Page 46-] and one type of Mission Card [—Page51] to
use.

*There are four types of Mission Cards for each level of difficulty, and the
composition of the number of items to be acquired differs. For 2-player
games, choose from Difficulty Level 1 and 2, and for 3 or 4-player games,
choose from the full range of difficulty levels.

2. Determining the First Player and Each Base

+* The first player is determined by any method (rock-paper-
scissors, dice, etc.). The first player’s Base is Tokugawa’s
(green).

+* The other players take their Bases in the Toyotomi
(purple), Oda (yellow), and Takeda (red), closest to
their seating positions.

3. Setting the Main Board

+* The player last in the order of play (player to the right of
Tokugawa) decides and sets the orientation of the Stage
Sheet and Transparent Sheets that make up the
Main Board, as well as the initial positions of the red
and blue Walls.

*The orientation and position of each sheet changes the placement of
items and areas and the state of the maze.

+* The order of layering on the Main Board must
be, from the bottom, Base Board, Stage Sheet,
Transparent Sheet: T1 (Redwalls), T2 (Blue Walls), and
T3 (Treasures, Tools, and Weapons).

*Note that if the layering order is not correct, the position of the Ninja
Pieces may move during play.

«~Toyotomi

\

Tokugawa
*First Player

Takeda— @ <0da

Transparent
Sheet: T3

Transparent
Sheet: T2 <

Transparent
Sheet: T1

Stage Sheet

Base Board

16



Preparation

4, Setting Items

Common Items

Should be placed where they do not interfere with play.

(@ Tool Tokens
Place in the gray cloth bag (Tool Bag).

*When playing on Stage Sheet A, remove all
Take and Hashigo.

*On 2-player games, remove one each of
all types.

@ Mission Cards
Should be placed where they can be
easily seen by each player.

(3 Weapon Tokens
Place in the red cloth bag (Weapon Bag).

Items for Each Player
Must be placed in front of each player.

12 Base Flag
The Flag of each player’s color (crest). Lay
it down next to the Acquisitions Board.

@ Treasure Den Board
Used to place Treasure Tokens and GoT
Pieces.

(B Treasure Tokens
Place each type face up in the center of
the Treasure Den Board.

® GoT Pieces
Place one at each of the four corners of
the Treasure Den Board.

@ Crystal Pieces

@3 Markers

The four types of Markers (Take, Hashigo,
Nuno, and Kekkai) of each player’s color
and the Injury Marker (white).

Shinobi/Summon Chips

© Kaeru Chips
Shuffle well and place numbered side
down.

10 Summon Cards
Shuffle well and place face down.

*On 2-player games, remove the cards
printed “3”.

() Gacha Cards

Shuffle well and place face down.

(14 Acquisitions Board
The board of each player’s color (crest)
used as a place to store belongings.

@5 Quick Reference Card

If necessary, for reference during play.

17
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Preparation

5. Drawing Starting Tools and Weapons

+* Each player draws one Tool Token from the Tool
Bag (without looking inside the bag) and places it
face up on the Acquisitions Board.

++ Draws one Weapon Token from the Weapon Bag
(withoutlookinginthe bag or showingitto any other
player) and place it face down on the Acquisitions
Board.

*Each player may look at and check the Weapon Tokens on their own
Acquisitions Board at any time (do not show them to other players).

Draw one of each.

6. Placing the Pieces at the Starting Position

s+ Place each Ninja Piece (printed with the color and crest of
each Base) on the corresponding Base on the Main
Board.

*In a 2 or 3-player game, remove unused pieces.

[2-Player Game Only]

+s* Place the Oni of GOT (the Guardian of the Treasures) Piece
on a vacant Base.

Tokugawa
Base

Toyotomi Oda Takeda
Base Base Base

2-Player Game Only

Any Vacant Base

18



Proceeding with

the Game

+* The Mission Card chosen by mutual agreement
[—Page 51] becomes the common goal for all players.

*There are four types of mission cards for different levels of difficulty.
Mission requirements consist of the number of Treasures, Crystals, and
Shinobi/Summon Chips to be acquired and possessed.

+* The process to achieve the goal is as follows
1. Start from your own Base.
2. Acquire Treasures, Crystals, and Shinobi/
Summon Chips in the castle.
- At the Squares (Treasures and Crystals) [P27-28]
- By attacking other Ninja (Treasures, Crystals, Shinobi
Chips) [ page 32-]
- By summoning and manipulating GOT (Summon
Chips) [~ page 36-]
3. When the number of items acquired reaches the
mission requirement, fly the Base Flag. [-P4o]
4. Return to your own Base.

*Only in the game with Mission Card: Difficulty Level 4, no return to the
Base is required.

Game Start and Progression

+* The player on the Tokugawa Base (green) plays the first
turn. [—+Page 20]

+* Thereafter, each player repeats their turn to play, in
clockwise order.

+* The game ends when one of the players completes the
mission indicated on the Mission Card. All players
count their scores and the player with the highest
score wins! [—Page 41]

*Tokens, Chips, and Pieces on each player’s Acquisitions Board are scored.

Bonus points will be awarded to the player who returns to their own Base.

£ ik
TREASURE ; 27 vvres

ki ZE..
ERYSTAL: 2%
22 BR —44.

BHINABT or SUMMAN: T 3

LIEAML=DEHEE Bring the above back to the base.

Mission Card: Difficulty Level 1

First player is
Tokugawa

Proceed in
clockwise order

19

soiseg uoneledaid sjyusuodwio) MBIAIBAQ anBojoid

Buinon

suonisinbay

Xewl) Bunendiue abesn

Ov4d

dduals)ay

wes| 8y




Buinop soiseg uoneJdedald sjusuodwo) MBIAIBAQ anbojoid

suonisinbay

abesn

Bunendiue

ov4d Xewl o

dduala)ey

wes| 8y

One Turn of Play = Three Moves

+¢* Each player must make three “Counted Moves” in each
turn.

*Ainjured Ninja is restricted to two moves. [=Page 33]

+¢* “Free Actions” are not counted as moves and may be
made any number of times during the turn without any
restrictions on timing or number of actions.

Counted Moves

A: Maneuver your own Ninja Piece
B: Slide the Sheets of Walls

+¢* Of the three moves, A and B must each be performed
at least once. The order of the moves is arbitrary.

*If the Ninja cannot move even one cell in the turn, or is trapped in an
inescapable space, move to any vacant Base and the turn concludes.

Free Actions
Acquiring/ Use Use
exchanging of of
Items Tools Weapons
[-Page 27-] [—Page 30-] [-Page 32-]

Vgt

—— 3 moves in total —

a B

Maneuver your Slide the Sheets
ownNinja of Walls
[—-Page 21-] [—Page 26]
l 1
A

*The injured Ninja is limited to a total of two moves,
one each for Aand B.

Action Playing GoT
directed by (The Guardian of
Gacha Card the Treasures)
[—Page 25] [~Page 36-]

*Only “Playing GoT” has restrictions on timing and number of times (as an additional move after the completion of the three Ninja moves).

[—Page 36-]

20



Moving Ninja

Maneuver your Ninja to get items such as Treasures,
Crystals, Tools, and Weapons, or to get into position to
attack other Ninja.

Three Areas and Special Squares

¢ There are three areas on the Main Board: the
Ground/Floor, the Water, and the Rooftop area,
each of which has different operating conditions
(restrictions) for NiNjG. [~ page 22-]

+* Cells with items or pictorial symbols are Special
Squares and are subject to different conditions and
actions than regular cells. [—Page 24-25]

Example of using Stage Sheet B

Rooftop Area

Ground/Floor
Area

(Gravel, Planks,
Tatami mats)

Water Area

Amphibious
Square

% Qﬁ'@ 5,___4‘ Treasure Square & Crystal Square }'}&r‘ Tool Square ;{' Weapon Square

Special Square =
[ Q Summoning Point Qa '2, Yin-Yang Square @ @ Base m m Hidden Staircase

soiseq uoneledaid sjyusuodwo) MBIAIBAQ anBojoid

Buiro

suonisinbay

Xewl) Bunendiue abesn

Ov4d

dduals)ay

wes| 8y




Buinon soiseg uoneJdedald sjusuodwo) MBIAIBAQ anbojoid

suonisinbay

abesn

Moving Ninja

Movement Common to Each Area

A move is “until the Ninja stops.”

+* When maneuvering Ninja, as long as they are within
the range of movement, they can maneuver through as
many cells as they wish, and each move up to the cell
where they stop is counted as one move.

*The range of movement depends on the area and the availability of Tools.

Paths that are and are not counted as a move

+* A move is counted as one move if the path can be
followed in a single stroke without making a U-turn
(turning around in the opposite direction) within the same cell.

*It does not have to be the shortest route to the destination cell.

l

i
[lst Move

One Move

One Move

Two Moves

N

F

i
7

il —

5N 2nd Move &5
+¢ If a U-turn is made in the same cell, the player must
stop once at that cell (the move to that cell is one move).
Movement on the Ground/Floor
+* Ground/Floor is defined as the area of the ground
(soil, gravel, etc.) and the floor (planks, tatami, etc.).
*Bases are included within the Ground/Floor area.
+* In the Ground/Floor area, the player can move any Soil Gravel Planks Tatami
number of cells within a space surrounded by High
Walls (thick solid lines) or LOw Walls (dashed lines) without T I =
using any Tools. The move is counted as one move = = =
up to the cell where the player stops. = = =
+* Using the Nawa, the player can cross High Walls High Walls Low Walls

[CANNOT cross] [CANNOT cross]

Bunejndiuep

ov4d Xewl o

dduala)ey

wes| 8y

and Low Walls. [—>Page 31]

Range of Movement from the Position of the Green Ninja (Ground/Floor area)

*Without using Tools

Cannot cross —
Low Walls ’-‘ I
: \._;‘
AR .

Cannot cross

‘ / High Walls
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Moving Ninja

Movement in the Water

s Water is defined as the area of water (pond, well, bath,

etc.).

+¢ To enter the Water, Ninja must use a Take

l 7 { E
Token. While in the Water, keep the Take h I‘d

Marker on the Ninja Piece. [—page 30] (Token) Take
(Marker)

» Injured Ninja cannot enter the Water.

++ Entering and exiting the Ground/Floor or . .
Rooftop area and the Water can only be done from ‘
cells where there are no High Walls (thick solid lines) or .m——>
Low Walls (dashed lines) on the boundaries.

*Itis possible to cross Walls using Nawa.

*When maneuvering in and out of Ground/Floor or Rooftop and Water I o =
areas, it is not necessary to stop at the boundary cells, but Ninja can move = = =
as a continuous movement within a single move. | | | P 2 =
- - -
+» Within the Water, Ninja can pass thrf)ugh the Low High Walls Low Walls
Walls and move any number of cells within the space [CANNOT cross] [CANNOT cross: entering/exiting]
up to the High Walls. [CAN cross: within the Water]

Range of Movement in the Water and on the Rooftop

Range of Movement from the Position of the Yellow Ninja (Water)
*If remaining in the area

Put Take Marker -lll!l

on the Ninja \

Put Hashigo
Marker on the
Ninja

Can cross
Low Walls
in the Water

Can cross
Low Walls on
the Rooftop

Cannot cross

Cannot cross - —_—m- - High Walls

High Walls

Range of Movement from the Position of the Green Ninja (Rooftop)
*If remaining in the area

23
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Moving Ninja

Movement on the Rooftop

*See also the "Range of Movement" diagram on page 23.

** Rooftop is defined as the roof (tile) area.

s To ascend to the Rooftop, Ninja must use a
Hashigo Token. While on the Rooftop, keep the
Hashigo Marker on the Ninja Piece. [—Page 30]

s Injured Ninja cannot ascend to the Rooftop.

o Entering and exiting the Ground/Floor area or
Water and the Rooftop area can only be done from
cells where there are no High Walls (thick solid lines) or
Low Walls (dashed lines) on the boundaries.

*It is possible to cross Walls using Nawa.

*When maneuvering in and out of Ground/Floor or Water and Rooftop
areas, it is not necessary to stop at the boundary cells, but Ninja can move
as a continuous movement within a single move.

+* On the Rooftop, Ninja can pass through the Low
Walls and move any number of cells within the space
up to the High Walls.

Rooftop

Hashigo
(Token)

Hashigo
(Marker)

High Walls
[CANNOT cross]

Low Walls
[CANNOT cross: entering/exiting]

[CAN cross: on the Rooftop]

+* There are cells that Ninja “can pass through,” “can

» &«

stop,” “must stop,” and “cannot stop”.

+¢* Cells with items or pictorial symbols are subject to
different conditions and actions than regular cells.

Type Description Conditions for Ninja Pass Stop
i | Cells with no pictorial
Regular
& | | symbols are regular cells, and St/?)N pass through or O O
Cells o - have no special functions P
ﬁ' )
> [Basic] Pieces are obstacles g\i\ltzOT pass through x X
Cells where ﬁ P
aPieceis — ~——
stationed Ninja GoT [Exception] .O.nly c.ells CAN pass through O x
In 2-player where the Ninja using
games only Nuno is stationed CANNOT stop
[Another Ninja in the
same area] CANNOT x X
Amphibious T Cells with bridges canbeused ~ pass through or stop
S I| Ih I as either Ground/Floor area
quares i or Water [Another Ninja in

different area] CAN
pass through or stop

O O
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Moving Ninja

Type Description

Conditions for Ninja

Pass Stop

v < %‘A
2 —.H @}gi‘% Ninja can acquire the type of
Treasure depicted in the cell.

Squares ‘:‘%{/ \if [~Page 27]

Treasure

[To acquire]
MUST stop

[Not to acquire]
CAN pass through or
stop

Ninja must acquire a Crystal

Crystal Squares ﬂ% simply by passing through. EQN pass through or O O
[—Page 28] P
Ninja must acquire/exchange

Tool Squares @ a Tool simply by passing Sé)': pass through or O O

= through. [=Page 28-29]

Weapon \/ Ninja must .acqwre/excha.nge
A a Weapon simply by passing

Squares s A through. [~Page 28-29]

CAN pass through or
stop

summoning Th? cellin the center of the
. Main Board where the GoT are
Point

summoned. [~Page 36-]

CAN pass through,
CANNOT stop

The cells where only the
Kappa and Tengu can teleport
to. [-Page 39]

Yin-Yang ~

CAN pass through or
stop

The cells at the four corners
0 of the Main Board, within the

Squares &
Ground/Floor area.

MUST stop

X O

~
(%
Bases m @
m--{->m
H|d.den All Hidden Staircases
Staircases are connected by secret

passageways that allow Ninja
to move from one to another.

Hidden Staircases with Gacha

+¢+ The Hidden Staircases with the plum
blossom emblem are cells where supernatural

(=

the instructions on the card.

*Not applicable when the Ninja is passing through, also when playing GoT.
*Actions instructed by Gacha Cards are not counted as moves.

*When the Ninja moves according to the card’s instruction, the function of the

square (such as acquiring items) is not applied.

*Used cards are put aside, shuffled and reused when the deck is used up.

power resides and the unexpected happens.
When stopping at these cells, immediately
draw a Gacha Card [—Page 52-53] and follow

[Using secret passages]

MUST stop at the exit
Staircase cell

Must stop
at the exit

[Not using the passages]

CAN pass through or
stop

O

Gacha Card
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By sliding the Transparent Sheet, the obstacle Walls
can be repositioned to create a path for the Ninja, or

the red and blue Yin-Yang symbols can be merged to
summon the GoT.

Sliding One Cell = One Move

+* Grasp the edge of the Transparent Sheet T1 (Red
Walls) or T2 (Blue Walls) and slide.

++ Sliding one cell counts as one move.

*[Have fun keeping within the spirit of the game!]
Sliding the sheet once, canceling and restarting a move is not in the spirit
of the game. Although not stipulated as a rule, players should decide what
is acceptable before commencement of the game.

eIna3or 4-player game, a GOT (the Guardians of the Treasures)
can be summoned if the player concludes their turn at
the sheet position where the red and blue ¥Yin-Yang
symbols merge in the Summoning Point (the cellin the
center of the board) and offers 1 Crystal. [-Page 36-]

*In a 2-player game, the merging of Yin-Yang symbols does not affect play.

Merged Yin-Yang symbols at the
Summoning Point
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By stopping or passing through cells depicting items,
you can obtain Treasures and Crystals as directed by
the mission, as well as Tools and Weapons to help you
accomplish your mission.

Acquiring and Possessing Treasures
Treasures are acquired by stopping at the
squares

+* When a Ninja stops at a Treasure Sguare
(Ragami, Koban, Kozuchi, or Kabuto), they can

obtain one of the Treasure Tokens depicted in that Kagami Koban
cell from the Treasure Den. Sacred Mirror Ancient Japanese
Gold Coins

*Players cannot acquire a Treasure Token if there is no Treasure left in the
Treasure Den.

+* Acquired Treasure Tokens are placed face up on
their Acquisitions Board.

oo Players may only possess one Treasure Token of
each type.

Kozuchi Kabuto
Mallet of Luck Monarch’s Helmet

*If a player stops at a Treasure Square of the same type as a Treasure
already in their possession, another of that Treasure cannot be acquired.

Treasure Den Board

To Acquire the Treasure: MUST Stop

-
F 1‘ Acquisitions Board

Treasure
1 Square

i
\ :
'('\ g
P

[Stop]

paed | w1

A N I S e T NS
« Place face up
« May possess one per type only

27
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Acquiring Items

Acquiring/Exchanging Crystals, Tools, and
Weapons

Acquiring or Exchanging by Passing through the
Squares

X Passing through a Crystal Square, a Tool Square,
or a Weapon Square will result in the acquisition
or exchange of one item from each of the squares
passed.

*“Passing” is valid if the route can be followed in a single stroke, even if it
is a detour; a U-turn (a turn in the opposite direction within the same cell)
does not qualify as passing and is invalid.

+* There is no limit to the number of squares to
be passed (the number of items to be acquired/
exchanged) in a single move, but even if a player
passes through the same square multiple times in the
same turn (for example, on the first move and the second move),

acquisition/exchange is permitted only once.

Acquisition/exchange and possession of Crystals

+¢* Whenever a Ninja passes a Crystal Square,
they obtain a Crystal Piece. One piece must
be taken from the Crystal Yard and placed on their
Acquisitions Board.

+%* Players may only have a total of four Crystal Pieces;
if a fifth is acquired, all five pieces must immediately
be exchanged for one of the Treasure Tokens in
the Treasure Den.

*It cannot be exchanged for a Treasure of the same type as one already in
their possession.

++ If there is not a single piece of Treasure in the
Treasure Den that can be exchanged, a “burst”
occurs and the player loses all 5 Crystal Pieces.

Crystal Yard
s ¥

Acquisitions Board

ey

« May possess up to 4 pieces

To Acquire/Exchange Crystals, Tools,
and Weapons: Pass Through

i £
mlllllll
!
I IIIIIII
l | 7

=

Lgﬁu e

2 Crystals, 1 Tool, and 1 Weapon are acquired or
exchanged.

x:”" i, - 414
i it :‘q’ w Lk e%
i3 e <
>3 - { " gi &
sy s ”.
& M, f & A,
ey A s O
Crystal e ity | L\éi fy )
Square & ;
:{{ = ‘{.’,‘% '5%

Crystal Pieces

Obtain a 5th one,

@

Immediately exchange for 1 Treasure

A A
& @

P

AT,

*When there is no Treasure to exchange

AL O & {) Loose
L .#! H4 .{5-3 » 5 Crystals

Loose allin a “burst”
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Acquiring Items

Acquisition/exchange and possession of Tools

+¢ Whenever a Ninja passes a Tool Square, a Tool
Token must be acquired or exchanged. To acquire, @ E %J %
the player draws one Tool Token from the Tool - R R

Bag (without looking inside the bag) and places it

s sps Tool
face up on their Acquisitions Board. To exchange Square
a Tool, return any Tool Token in possession to the
Tool Bag, and draw a new token. Tool Tokens

+* Players may have multiple Tool Tokens of the same
type, but may only have a total of three.

*If a player already has 3 tokens, they must replace one each time they
pass through a Tool Square.

Acquisition/exchange and possession of Weapons

+¢* Whenever a Ninja passes a Weapon Square, a
Weapon Token must be acquired or exchanged.
To acquire, draw one Weapon Token from the
Weapon Bag (without looking inside the bag or
showing it to any other player) and place it face
down on the Acquisitions Board. To exchange a
Weapon, return any Weapon Token in possession
to the Weapon Bag, and draw a new token. Weapon Tokens

*Each player may look at and check the Weapon Tokens on their own
Acquisitions Board at any time (do not show them to other players).

+* Players may have multiple Weapon Tokens of the
same type, but may only have a total of three.

*If a player already has 3 tokens, they must replace one each time they
pass through a Weapon Square.

Tool Bag Weapon Bag

Acquisitions Board

« Place the Weapon
Tokens face down
(May check own

« Place the Tool Tokens Tokens at any time)

face up . T i » May possess up to
« May possess up to 3 tokens %;, o - DOGK i 3 tokens

'_'1]1. K . il QW@Q-‘.
' y Return one .E
’j 1454

A
Redraw one

Return one

Redraw one
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The use of Tools is an essential ninjutsu for the

mission; entering the Water or on the Rooftop, climb

over Walls, preventing being attacked or captured, and

healing injuries.

¢ Ninja may use any of the Tools on their
Acquisitions Board, and they may use any number
of Tools at any time during their turn. However,
Ninja may only put one Marker on at a time (no

stacking).

+* The use of a Tool is not counted as a move.

+* Tools acquired in a turn may be used in that turn.

Tools are used
within the turn

Markers cannot

be stacked

Type Function Usage Rules
Take N
Bamboo «+ To enter and remain «% When entering the Water, Entering in the Water
Snorkel in the Water return a Take Token to the

LY

«» Unlimited number of
turns to stay
*When playing on Stage
Sheet A, remove all Take
Tokens. [ Page 46]

Tool Bag and put the Take
Marker on the Ninja.

+» Keep the Marker on while
in the Water, and take it off
when exiting the Water.

M ——>

Puton

Take Marker

the

Hashigo
Rope Ladder

=

++ To ascend to and
remain on the
Rooftop

+ Unlimited number of
turns to stay

*When playing on Stage
Sheet A, remove all
Hashigo Tokens. [~Page
46]

+* When ascending to the
Rooftop, return a Hashigo
Token to the Tool Bag and
put the Hashigo Marker on
the Ninja.

+» Keep the Marker on while
on the Rooftop, and take it
off when descending from
the Rooftop.

Ascending on the Rooftop
PN
o—/-l-d) |

Put on the

Hashigo Marker

-~
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Uusing Tools

Type Function Usage Rules

Nawa R . 1 Token

Grappling s+ To climb over (pass L] |
Hook through) one High or ’%@ ./I\_> J1

Low Wall

*Multiple Nawa Tokens
can be used for climbing
over as many Walls
as the number of the
Tokens.

% When climbing over a Wall,
return a Nawa Token to the
Tool Bag.

Can be climbed over one Wall

Can be climbed over two Walls

2 Tokens

IS

Nuno
Camouflage
Cloth

+%* To hide from other
Ninja until their next
turn, preventing from
being attacked with
Weapons

*Other Ninja cannot

attack a Ninjawho is
hiding. [ Page 32]

+* When hiding, return a
Nuno Token to the Tool
Bag and put the Nuno
Marker on the Ninja.

+» Keep the Marker on until
the next turn, and take it
off when starting that turn.

+» Can only be used on the
Ground/Floor, not in the
Water or on the Rooftop.

*Not valid with Kekkai

ﬁ@&ﬂ v

Put on the Prevents attacks

Nuno Marker

Cannot be used

X X
. in the Water and
on the Rooftop

KRekkai

Magical
Barrier

ik

++ To put up a barrier to
protect from the GoT
(the Guardians of the
Treasures) until their
next turn

*The GoT cannot capture

aNinja whoisin the
barrier. [-Page 36-]

% When putting up a barrier,
return a Kekkai Token to
the Tool Bag and put the

Kekkai Marker on the Ninja.

+* Keep the Marker on until
the next turn, and take it
off when starting that turn.

«» Can only be used on the
Ground/Floor, not in the
Water or on the Rooftop.

*Not valid with Nuno

Put on the Prevents capture

Kekkai Marker

Cannot be used

X X
. in the Water and
on the Rooftop

Rusuri

Medicine

B

+* To heal an Injury
sustained in an attack
by another Ninja
[—=Page 33]

*The use of Kusuri
eliminates the “two-
move restriction” while
injured.

++ At the commencement of
an Injured player’s turn,
return a Kusuri Token to
the Tool Bag and take the
Injury Marker off the Ninja.

*The timing to use Kusuri is not
when that player is attacked by
another Ninja (during another
Ninja’s turn), but during their
next turn.

Recovery

DAY

Eliminates the
“two-move restriction

”»
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Sneak up on your opponents and attack them with
Weapons to steal items and earn Shinobi Chips.
The defeated Ninja are returned to their own Base
injured and pick up a “Kaeru,” lucky frog.

Conditions of Use of Weapons

s Weapons including those used to attack other
Ninja (Tsume, RKatana, Shuri) and those used
when attacked (Kemuri).

*The conditions under which you can attack vary depending on the type of
Weapons. [—Page 34]

+¢* Ninja may use any of the Weapons on their

. eas Tsume Katana Shuri
Acquisitions Board, and they may use the Claw Sword Throwing-Knife
Weapons at any time during their turn. However,

Ninja may not use more than one type at a time. Used to escape when being attacked

+ The use of a Weapon is not counted as a move.

+* Weapons acquired in a turn may be used in that turn.

+* Weapons can only be used against Ninja who are in

the same area as the player. It is not possible to attack Kemuri

an opponent across an area boundary. Smoke Bomb

*Example: attacks from the Ground/Floor to an opponent in the Ground/
Floor are allowed; attacks from the Ground/Floor to an opponent in the
Water are not allowed; attacks from the Ground/Floor to an opponent on
the Ground/Floor beyond the Water or the Rooftop are not allowed. Attack not allowed

s Ninja cannot attack a Ninja who is using a Nuno or
Ninja in a different area

who is Injured. th'an'yoa"r's?alfl

*Nuno cannot be put on after being attacked by other Ninja.

+» Weapons cannot be used through Secret
PGSSGEEWGYS (attacks from a Hidden Staircase to an opponent on

another Hidden Staircase are not allowed).

+* Weapons and Nawa may not be used
simultaneously (A Ninja may not use Weapons and Nawa together to

attack an opponent across a Wall).
Ninja in hiding Injured Ninja
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Using Weapons

Attacking Other Ninja with Weapons

Actions of the Attacking Ninja

1. Stop the Ninja at the “attackable cell”.

*The position of the “attackable cells” differs depending on the type of
Weapons. [->Page 34]

2. Flip and present the Weapon Token to be used to
the opponent. If the opponent plays Kemuri, the
attack fails; otherwise, the attack succeeds.

*Depending on the positioning, it is possible to attack multiple Ninja at the
same time.

3. If the attack succeeds, the player takes one of the
opponent’s Treasures, Crystals, or Tools. In
addition, one Shinobi Chip is obtained from the
Chip Yard. (If the attack fails, nothing is gained.)

*Weapon Tokens and Shinobi/Summon Chips cannot be taken.
*There are restrictions on the possession of Shinobi Chips. [Page 35]

4. Used Weapon is returned to the Weapon Basg.

(Regardless of success or failure)

Actions of the Ninja Being Attacked

+* The attacked Ninja can escape if in possession of
Remuri.

[When using Kemuri to escape]

1. When the opponent presents a Weapon, present the
Kemuri and move your own Ninja to any vacant cell.

*To move to the Water or the Rooftop, a Tool (Take/Hashigo) is required
respectively.

*The function of the destination square (such as acquiring items) is not
applied.

2. The used Kemuri is returned to the Weapon B3ag.
[When the Ninja cannot escape]

1. If the Ninja cannot (or does not) play Kemuri, loses one
Treasure, Crystal, or Tool, and is sent back to
their own Base with an Injury.

*If there is another Ninja stationed on that Ninja’s Base, the stationed Ninja
is moved to a vacant Base and then the Ninja returns to their own Base.

2. Draw one Kaeru Chip from the Chip Yard (do not look
at the numbered side until the game concludes) and place it on the
Acquisitions Board. [-Page 35]

*Cannot acquire a Kaeru Chip if there is no Kaeru left in the Chip Yard.

3. The Injured Ninja is covered with an Injury
Marker, and the next turn is restricted to “two
moves”. (The Marker is removed at the end of that turn.)

*The player can avoid the two-move restriction by using Kusuri. [-Page
31]

Failed Attack ——

Being
Attacked
Ninja
\d
A )
+
A
\\v‘:‘
Present U :
-'
=8 Present !

,: ", Escape to
1 I'. any vacant cell

N J

T Successful Attack ———

Attaking Nt 8 Being
Ninja | Attacked
‘ Ninja
n

—

& ‘
L g -2
Obtain .
1 Shinobi Y Returnto
Chip ol “‘ own Base,
one of Injured
the “‘
Treasure, A . =
Crystal,
or Tool / ;
Draw Injury
1 Kaeru Chip Marker
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Using Weapons

Weapons for Attacking

i
fﬁ Attacking Ninja O Attackable Cells

Type Usage Rules
Tsume To stab an opponent from close O
Claw

range

+%+ Can attack Ninja in adjacent cells
vertically or horizontally where the
boundary is open.

*If the boundary is a High or Low Wall, the
Ninja cannot attack.

O [R O O ﬂ %

O X
Vertically and horizontally  Cannot attack if there’s a wall
adjacent cells on the boundary

Katana
Sword

To slash an opponent from an
oblique position
«* Can attack Ninja in diagonally adjacent

cells whose boundary is open on one or
more sides.

*If both sides of the boundary are High Walls
or Low Walls, the Ninja cannot attack.

Can attack if there’s

O O awallon oneside

O S

Diagonally adjacent cells Cannot attack if there’s
awall on both sides

Shuri

Throwing-
Knife

To throw at an opponent from a
distance
«* Can attack Ninja in a cell that is more

than one cell away from that Ninjaina
straight line.

*Cannot attack from adjacent cells.

B ©060

Cells more than 1 cell away Cannot attack
adjacent cells

R OO0 % x[x

+%* Shuri can pass through all Low Walls Low walls can be penetrated High walls cannot
(not through High Walls). to attack be penetrated
Weapon for Escaping
Type Usage Rules
. To generate a smoke screen
Remuri 8 ’
allowing the Ninja to escape Atta}c!(ed
Smoke Ninja
Bomb +* Used by a Ninja being attacked.
+*» The Ninja can escape to any vacant cell. -

*To move to the Water or the Rooftop, a Tool
(Take/Hashigo) is required respectively.

*The function of the destination square (such
as acquiring items) is not applied.

To any vacant cell
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Using Weapons

Possessing Shinobi/Summon Chips

+* Shinobi/Summon Chips are double-side printed,
with “Shinobi (kanji character)” on one side and
“Summon (vin-Yang symbol)” on the opposite side.

+t Chips obtained by a successful attack with Weapons
[~Page 33] are placed with the “Shinobi” side facing up
on the Acquisitions Board.

+¢* Chips obtained from a successful GOT (the Guardians
of the Treasures) play [—Page 37-38] are placed with the
“Summon’” side facing up on the Acquisitions
Board.

+* Any Shinobi/Summon Chips in your possession
can be exchanged as follows; 2 Shinobi Chips for 1
Summon Chip, or 2 Summon Chips for 1 Shinobi
Chip.

*You can exchange at any time during your turn.

+* A player may only have a total of 4 Shinobi and
Summon Chips.

*If 4 chips are already in your possession, each time a new chip is acquired,
it must be exchanged for a Shinobi/Summon Chip or discard the chip so
that the total number of chips does not exceed 4.

Possessing Kaeru Chips

+* The obtained Kaeru Chips are placed with the frog
picture side facing up on the Acqguisitions Board.

*Do not look at the numbered side until the game concludes. (It will be
converted into points at the end of the game.)

+%* A player may have unlimited Kaeru Chips.

*When all cells on the Acquisitions Board are filled, the chips are stacked.

*Players cannot acquire a Kaeru Chip if there are no chips left in the Chip
Yard.

Shinobi Chip Summon Chip
@ @
Obtained by Obtained by
a successful attack a successful
with Arms GoT play

Acquisitions Board

« Place obtained side face up.
« May possess up to 4 chips in total.

2 Shinobi 1 Summon

@@~ e

Can be exchanged

2 Summon 1 Shinobi

0®— @

Can be exchanged

Kaeru Chip

Obtained when Treasures, Crystals, or Tools
are taken by other Ninja or GoT

/

Acquisitions Board

« Place the frog picture side face up.
» May possess unlimited chips.
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Summoning and

Manipulating the GoT

i ® @ 2) R

The specters Oni, Rokuro, Kappa, and Tengu are the
Guardians of the Treasures (GoT). A GoT is summoned
by a Ninja and manipulated to return the Treasures

in possession of other Ninja to the Treasure Den. If
successful, the Ninja will receive a Summon Chip.

Tengu
Kappa Long-nosed Goblin
Rokuro Water Imp
Ogre -
Long-neck Apparition
[For 3 and 4 Players] Steps to Play GoT
Summoning a GoT by merging Yin-Yang symbols
and offering one Crystal
1. The active player chooses whether to summon a GoT Conditions for summoning GoT
or not if the red and blue Yin-Yang symbols are (For 3and 4 players)

merged in the Summoning Point (the center cell on the Main
Board) when the Ninja has completed their three moves.

*Merging the Yin-Yang symbols on the first or second move is not a

condition for summoning a GoT. ld:
*GoT cannot capture a Ninja not in possession of Treasure, using Kekkai, \xb’
or is Injured. Also cannot capture the Ninja manipulating the GoT itself.
. To summon the GoT, make an offering of one
Crystal in their possession (return it to the Crystal Yard). Merging Yin-Yang One
symbols in the Crystal

Players who do not have a single Crystal cannot summon GoT. Summoning Point

*If that player does not summon GoT, their turn simply ends.

. Draw one Summon Card and place the indicated

GoT Piece (0ni, Rokuro, Kappa, or Tengu) on the
Summoning Point.
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Summoning and Manipulating the GoT

Manipulating the GoT to capture Ninja and force
the return of Treasures

4. With the GoT Piece, make the number of moves
(manipulating the Piece or sliding the Wall Sheet) as indicated on
the card and attempt to move to cells where it can
capture Ninja (Capture Cells).

If the GOT stops at a Capture Cell, it succeeds; if it
does not, it fails.
*The conditions of the moves vary depending on the character.

*Capture cells are: for Oni, Kappa, and Tengu, only the cell where the target
Ninja is located; for Rokuro, the surrounding cells where the target Ninja
is located.

[If successful]

(1) The captured Ninja is sent to the Treasure
Den, and one of the Treasure Tokens
designated by the GOT player must be returned to
the Treasure Den.

*Captured Ninja are imprisoned in the Treasure Den until their next
turn.

*There is no limit to the number of Ninja that can be captured during a
turn.

(2) The captured Ninja draws one Kaeru Chip from
the Chip Yard (do not look at the numbered side until the game

concludes) and places it on the Acquisitions Board.

[—Page 35]

*Cannot acquire a Kaeru Chip if there is no Kaeru left in the Chip Yard.

(3) The GoT player obtains one Summon Chip from

the Chip Yard for each Treasure Token returned.

(If the capture fails, nothing is gained.)

*There are restrictions on the possession of Summon Chips. [Page 35]

5. After use, the GOT Piece is returned to the
Treasure Den, and the Summon Card is returned
to the deck and reshuffled to be reused.

6. The captured Ninja is placed on the Summoning
Point at the beginning of their next turn and begins to

move.

e N
. The
=7 o “/ number
F—-—_ =i of moves
I
r—— Summoned
character
- miEw
Place on the
Summoning
Point
N J
s N
Stop at the
Caputure Cell Captured Imprisoned
r Ninja in the
& -, Treasure Den
'y L ~, .
an .
— Al
& *
Return 1 Tresure
to the
Treasure Den
= *
c :
L 1
L n
% ™ B Draw
e o L <48 y i 1 Kaeru
S e o’ Chlp
o J
Player Who pfa n
Succeeded (_ 9;/’
. Obtain 1 Summon Chip
\_ )
~
Captured . Next turn,
Ninja * '*4 resume from
i the
D Summoning
' " Point
\_ )
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Summoning and Manipulating the GoT

[For 2 Players] Stepsto Play GoT

Summoning a GoT by offering one Crystal

1. The active player chooses whether to summon a
GoT or not when the Ninja has completed their three
moves.

*GoT cannot capture a Ninja not in possession of Treasure, using Kekkai,
or is Injured. Also cannot capture the Ninja manipulating the GoT itself.

2. To summon the GOT, make an offering of one
Crystal in their possession (return it to the Crystal Yard).
*Players who do not have a single Crystal cannot summon GoT.

*If that player does not summon GoT, their turn simply ends.

3. Draw a Summon Card and replace the indicated
GoT Piece (0ni, Rokuro, Kappa, or Tengu) with the GOT on
the Main Board. [initial position — Page 18]

*If the cellis in an area that the GoT cannot enter to replace it, the piece is
moved to the Summoning Point (the cell in the center of the board).

Manipulating the GoT to capture the opponent

4. With the GoT Piece, make the number of moves
(manipulating the Piece or sliding the Wall Sheet) as indicated on
the card and attempt to move to cells where it can
capture Ninja (Capture Cells).

If the GOT stops at a Capture Cell, it succeeds; if it
does not, it fails. (Even in failure, the GoT stops at the destination.)
*The conditions of the moves vary depending on the character.

*Capture cells are: for Oni, Kappa, and Tengu, only the cell where the target
Ninja is located; for Rokuro, the surrounding cells where the target Ninja
is located.

[If successful]

(1) The captured Ninja is sent to the Summoning
Point (the center cell on the Main Board), and one of
the Treasures designated by the GoT player
must be returned to the Treasure Den.

*Captured Ninja begins their next turn at the Summoning Point.

(2) The captured Ninja draws one Kaeru Chip from
the Chip Yard (do not look at the numbered side until the game
concludes) and place it on the Acquisitions Board.

*Cannot acquire a Kaeru Chip if there is no Kaeru left in the Chip Yard.

(3) The GoT player obtains one Summon Chip. (ifthe
capture fails, nothing is gained.)

*There are restrictions on the possession of Summon Chips. [-Page 35]

5. After use, the GOoT Piece remains on the destination
cell, and the Summon Card is returned to the deck
and reshuffled to be reused.

*The GoT piece on the board becomes an obstacle during the Ninja’s turn.

Conditions for summoning GoT
(For 2 players)

4

One Crystal

The
" number
of moves

Summoned
character

‘M e W

Replace the Piece
*If the character is not
allowed to enter the
area, move to the
Summoning Point.

- Y,
4 N
Stop at the
Caputure Cell Move to the
Captured  Summoning
18 ﬁ Ninja Point
Return 1 Tresure
to the
Treasure Den
. A
q ’
| )
. [
\ - Draw
ARE. = SRARRRES 1 Kaeru
Y. am= »? Chlp
\ J
Player Who
Succeeded <— 9;/1
Obtain 1 Summon Chip
- Y,
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Summoning and Manipulating the GoT

Operating Conditions of the GoT

s+ The counting of moves is the same as with Ninja.
However, the GOT may continue the same action for
the number of moves indicated on the card.

Capture not allowed

Ninja not in possession

*A player may finish the GoT play only by maneuvering the Piece or sliding
the Wall Sheet.

B

TT
17

Ninja with Kekkai

+* GoT cannot capture a Ninja not in possession of
Treasure, using Kekkai, is Injured, or the Ninja
manipulating the GOT itself.

+* GoT may not use Tools or Weapons.

Special conditions for cells (exceptions to the Ninja operation)

N o - ;
ﬁ . Y 7 s
A4 K W Wi/ 2 |
SRz, e
_H She % 3

& X

of Treasure

1T

Injured Ninja

T

Cells where a Cells where a Treasure, Crystal, Tool, and Weapon Square Hidden Staircase
Ninja using Nuno  Ninja using Kekkai [No items are acquired or exchanged] with Gacha
is stationed is stationed [No Gacha
[CANNOT pass [CAN pass Cards are drawn]
through] through]
Character Capture Cell Ability
% Can move on the Ground/Floor only ©) X X
Oni +» Can go through one High Wall or one Low Wall per E -
Ogre Cell where the move N
1 target Ninja is Oo* O X
ﬁ located ++ Can use Hidden Staircases (must stop at the exit) I : m fa

*ANinja at the exit of the Hidden Staircase can be

*
One per move

captured.
Rokuro ﬁ/\ Su&rou;ding ++ Can move on the Ground/Floor only a -
&= cells where
Long—%le.ck \_( ; the target «» From an adjacent cell, can extend the neck and X* X X
Apparition N, Ninja is capture a Ninja over a High or Low Wall, in the I : m z
a located Water, and on the Rooftop . =
Can capture Ninja on
the adjacent cells
. o O X
+» Can move on the Ground/Floor and in the Water 1
Rappa , ﬁ -
Water Imp Cell where the +%» Can pass through all Low Walls in the Water .
L ) A
target Ninja is +» Can teleport from any cell to any Yin-Yang Square : < 0
located (must stop at the square) I g m ’2«
*A Ninja at the Yin-Yang Square can be captured. *All Low Walls only in
the Water
X
+» Can move on the Ground/Floor and the Rooftop © a ﬁ
Tengu +%* Can pass through one High Wall or one Low Wall
Logg-ll)llosed fell v:l"l\le.re:- the per move and all Low Walls on the Rooftop o* X O
oblin arget Ninja is I : m 24

++ Can teleport from any cell to any Yin-Yang Square
(must stop at the square)

located

*A Ninja at the Yin-Yang Square can be captured.

* ;
One per move in all
areas, all Low Walls
only on the Rooftop
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When the number of items in your possession meets the
mission requirements, raise the Base Flag and declare
“Return!” But the game is not over yet. Now, can you
overcome the obstructions by other Ninja, GoT and
Gacha Cards and return to your own Base safely?

Declaration of Return and Game Conclusion

+* The player who has fulfilled the quantity requirements
for Treasure Tokens, Crystal Pieces, Shinobi
Chips, and Summon Chips indicated on the
Mission Card immediately raises their Base Flag
(even in the middle of their turn) and declares that they are
going to return to their own Base (Declaration of
Return).

*Only when playing with “Mission Card: Difficulty Level 4,” it is it not .
necessary to return to Base, and the game will end when either player has Acquisitions Board 1
met the quantity requirement.

[Return Failure]

+ On the return to Base, if you fall below the mission
requirements (lost Crystals by a Gacha Card, lost a Treasure by other
Ninja or GoT, etc.), it is a fail. Lower the Base Flag and
continue playing.

When the

requirements
have been

fulfilled, raise
the Base Flag

[Return Success]

+ If a Ninja who has made a “Declaration of Return”
returns to their Base without Injury while fulfilling
the mission requirements, the mission is completed
and the game is concluded.

and return to
the Base.

*The “Declaration of Return” and the return in the same turn is valid.

*If a Ninja returns to their own Base injured, they are not considered to
have completed the mission, even if they meet the quantity requirements.
In such a case, the game will continue and the mission will be completed

when the injury is healed. .
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Game Climax

Scoring

+* Each player turns the numbered side of the Raeru
Chips on their Acquisitions Board face up and
calculates each item with the following score. The
player who returned to their own Base is awarded a
bonus of 30 points.

+* The player with the highest score wins!

Item Score
Treasure 20 points/token
Shinobi/Summon & (® 10 points/chip
R
Crystal QF 5 points/piece
¢
Tool 2 points/token
Weapon 2 points/token

Kaeru 0

0-15 points/chip

Returning Ninja

+30 points
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Moving Ninja or Walls

Q Isit OKto move a sheet or frame back after starting

A

to move it and start over?

Good etiquette is key to enjoying the experience.

As in chess and shogi, the general rule of thumb is “no redo,”
but the best answer may vary depending on the situation and
the players. It is recommended that players mutually agree
before commencing the game.

I have slid the Wall Sheet according to the
instructions on the Gacha Card. Does this
satisfy the Ninja’s “slide the Walls at least once”
requirement?

No. Apart from the Gacha Card action, the Wall
Sheet must be slid at least once during the Ninja’s
three moves.

The actions directed by Gacha Card is defined as “not
counted as Ninja’s one move”. So, in addition to that
movement, the player must slide the Wall Sheet at least
once during the Ninja’s three moves.

When “moving to any vacant cell,” can | move back
to that cell in the same move?

It is OK. The Ninja has left the cell and it is
considered vacant.

When “moving to any vacant cell” as instructed by Gacha
Cards or by using Kemuri, that cell is considered to be
a vacant cell as soon as the Ninja Piece is lifted. So, it

is possible to move back to the cell where the Ninja was
stationed.

W

HORLECH HORIN
Soy-ie Soy-it Actions directed
1BAS{F2e4 ZERYFrdd by Gacha Cal’d is
1=1 ¢ 1 not counted as

“Ninja’s Moves”

O i

Leave once

1

.

Move to the same cell
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FAQ

Q When aNinja with a Take Marker is stationed

on an Amphibious Square, can the Ninja on
Ground/Floor stop or pass through that square?

Yes, it is possible in that case.

The Amphibious Square can be used as either a cell in the
Water or a cell on the Ground/Floor area. Which one is
used by the Ninja is indicated by the presence or absence of
a Take Marker. Ninja with the marker are in the Water,
while those without the marker are on the Ground/Floor.

A Ninja in the same area as the Ninja on the Amphibious
Square cannot stop or pass through that square, but a Ninja
in another area can.

When a Ninja has to move due to Gacha Card
instructions or an attack or capture, is the Marker
left on?

Depending on the situation and the type of Marker
(Tool), some Markers may be left on and some
must be removed.

In principle, Markers are “not stackable,” and the valid
area, valid period, and timing for putting on/taking off the
Marker must be specified in “Usage Rules” of each Tool.
The followings are application examples.

[When moving under the direction of Gacha Card]

- Primarily, move with the Marker on.

- If the destination is in the Water or on the Rooftop, or if
the Gacha Card says “Injured,” the Marker is changed to
the respective Marker.

[When a Ninja is sent back to their own Base Injured]

- Remove the Marker being worn and replace it with the
Injury Marker.

[When escaping using Kemuri]

- The basic rule for Take and Hashigo are “removed when
exiting/put on when entering the area,” while Kekkai is

“effective only on the Ground/Floor until their next turn”.

For example, if you are attacked in the Water and escape to
the Ground/Floor, remove the Take; if you are attacked
while wearing KekKkai, leave it on if you move to the
Ground/Floor, or change to Hashigo to the Rooftop.

[When being captured by GoT and move to Treasure Den (or

Summoning Point for 2 players)]

- Take and Hashigo must be removed to leave the area.
- Nuno is not effective at the destination, so it is acceptable
to remove it.

O Ninja in the Water
(on the Amphibious

F!/Square)
3

14
A

Can stop or
pass through

>
lﬁl—»’ﬂ‘—»
( ]
L e}
Ninja on the
Ground/Floor

s X

Cannot stop or
pass through

Ninja in the
Water

Change in Marker wearing status

[Take]

Injured: Change to the Injury
’ Escaped using Kemuri
- To the Ground/Floor: Remove
- To the Water: As is
- To the Rooftop: Change to Hashigo

Captured by GoT: Remove

[Hashigo]

Injured: Change to the Injury
%\ Escaped using Kemuri

- To the Ground/Floor: Remove

- To the Water: Change to Take

- To the Rooftop: As is
Captured by GoT: Remove

[Nuno]

By Gacha Card/using Kemuri

- To the Ground/Floor: As is

- To the Water: Change to Take

- To the Rooftop: Change to Hashigo
Captured by GoT: May remove

[Kekkai]

By Gacha Card/using Kemuri
| | - To the Ground/Floor: As is
- To the Water: Change to Take
- To the Rooftop: Change to Hashigo

Injured: Change to the Injury

43

anbojoid

MBIAIBAQ

sjusuodwo)

soiseq uoneledaid

Buinon

suonisinbay

ov4 Xewl) Bunejndiuep abesn

ELITETETEN]

wes| 8y




Buinop soiseg uoneJdedald sjusuodwo) MBIAIBAQ anbojoid

suonisinbay

abesn

Bunendiue

Ov4d xewl|o

dduala)ey

wes| 8y

FAQ

Using Tools or Weapons

Can | use Nuno and Kekkai concurrently?

No, you cannot.

A Ninja may wear only one Marker at a time (no stacking
Markers), so Nuno and Kekkai cannot be used at the same time.
Also, Nuno and Kekkai cannot be used when in the Water or
on the Rooftop (while wearing Take/Hashigo).

Ninja cannot wear Nuno or Kekkai on their turn
Injured?

They can change the Markers at the end of the turn.

Although Markers may not be stacked, the Injury Marker is
removed at the end of that turn, at the same time the Ninja can
change it into Nuno or Kekkai.

When attacking, there is a Wall on the boundary, is it
permitted to use the Weapon and Nawa together?

No, it is not.

You may not use Weapon and Tool Tokens together (Use of
Weapons while wearing the Marker is allowed). As another example,
when you are on the Ground/Floor, you cannot attack
aNinja in the Water or on the Rooftop using Take or
Hashigo together with one of the Weapons.

When attacking with Katana, one side of the
boundary has a Wall and the other side faces the
Rooftop but no Wall. Can | attack in this case?

No. Even if there is no Wall, you cannot attack an
opponent across different areas.

Ratana must be used when “at least one side of the boundary
is open”. Obviously, the side with a Wall is “closed,” so the
question becomes what about the side without a Wall that
faces onto the Rooftop. The answer is that regardless of

the presence or absence of Walls, the general condition for
Weapons is that they cannot attack an opponent who has
crossed (beyond) an area boundary, so in this case they cannot
attack.

The same applies if the side without a Wall faces the Water.

Markers cannot
be stacked.

OK to change

May not use Weapon and Tool
Tokens together

x Cannot attack from the side with a High
or Low Wall.

INRER'?ND
L4

x{ .
| Adadddindddili
g
*
i
” .
(Sastaddddbiadiul

X Cannot attack across the different area.
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FAQ

Moving GoT

Q Does Tengu need to stop once to climb up from a

walled boundary to Rooftop?

If there is only one Wall to jump over, there is no
need to stop.

If there is no Wall, Tengu can go in and out between the
Ground/Floor and the Rooftop without stopping. Tengu
can also jump over one Wall per move. So, in this case, the
Tengu can move continuously without having to stop.
Incidentally, when Tengu teleports to a Yin-Yang Square,
it needs to stop once at the destination.

Q I was attacked by another Ninja and escaped to

my Base using Kemuri. At that time, if | fulfill the
requirements of the Mission Card, is it considered
“Return” completion and the game is concluded?

Yes, that is a smart strategy.

Using Kemuri, you can move to any vacant cell, so you

can return to your own Base if there are no other Ninja
there. The condition for the game conclusion is to have

the number of items indicated on the Mission Card and to
return to your own Base uninjured, so you have fulfilled that
requirement.

If you return to Base with an injury, play continues and

the mission is completed once the Ninja is healed. In the
meantime, another player may snatch the win.

If | return to Base while acquiring the last item of a
mission during one movement, does the game end?

Yes, it does. A very Ninja-like covert action.

The “Declaration of Return (raising the Base Flag)” and the
“Return” can be done in the same turn or within one move.
For example, if you get the last Crystal for the mission in
the middle of @ move (passing through the Crystal Square) and move
back to your own Base, you have “successfully returned”.
The moment the Flag is raised, the Ninja has already
returned to their own Base, which is a brilliant covert action
before the opponents realizes it, just like a true Ninja.

O onemove ?
Ty
1

CAN pass through one Wall

Game Closing

Successful
Return

o
A ﬁ

Attack

=

¢ &

&

Return to
the Base using
Kemuri

Declaration of Return
&
&

& Successful
Return

O ﬂ
! One move :

Last item for the mission
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Stages and Cards
2
@
<
o
o
3
o
S
3
w
S
g
g Stage Sheets
o
=]
*The “Setting Example” is an example of layering Transparent Sheets T1, T2, and T3 on top of the Stage Sheet.
@ The placement of items and Walls will change depending on the orientation and position of each sheet.
Q
é' *Sheets indicated “Deluxe Edition”: not included in the Standard Edition.
*“Stretch Goal Item”: will be added to both the Standard and Deluxe Editions if the requirements are met during the crowdfunding campaign.
<
2
3
Stage Sheet A
z Great Hall
& [Introductory Stage]
g.
]
&
Q
Q
[}
<
Q
El
el
=1
g
:
2
3
%
The easiest stage, consisting only of the
- Ground/Floor area, without the Water or
the Rooftop. Also suitable for practicing
T how to acquire items efficiently and how
o to take a route to the attack, since the
space available for a single move is large.
[Estimated Playing Time]
c_jnf Mission Card: Difficulty Level 1 15-25 min.
§ Mission Card: Difficulty Level 2 20-30 min.
8 Mission Card: Difficulty Level 3 25-35 min. Setting Example
Mission Card: Difficulty Level 4 40-50 min.
=
° *The tools Take and Hashigo are not used
§ on this stage.
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Stages and Cards

Stage Sheet B

Garden and Annex
[Intermediate Stage]

A standard difficulty stage consisting of a
building with a Japanese garden of gravel
and a pond. Although the gravel is easy
to traverse, access to the Treasures is not
easy, and strategy is required.

[Estimated Playing Time]

Mission Card: Difficulty Level 1 15-25 min.

Mission Card: Difficulty Level 2 20-30 min.

Mission Card: Difficulty Level 3 35-45 min.

Mission Card: Difficulty Level 4 60-80 min.

Stage Sheet C

Embujo: Martial Arts Arena
[Elementary Stage] *Deluxe Edition

o

The motif is a facility where Embu martial
arts are practiced and performed. The
space inside the building is large, and
Hidden Stairs are located near each Base,
making it easy to move and obtain items.

[Estimated Playing Time]

Mission Card: Difficulty Level 1 15-25 min.

Mission Card: Difficulty Level 2 20-30 min.

Mission Card: Difficulty Level 3 30-40 min.

Mission Card: Difficulty Level 4 50-70 min.

Setting Example

el s

—

Setting Example
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Stages and Cards

Stage Sheet D

Palace Chambers

[Intermediate Stage] *Deluxe Edition

Luck is the key to this stage. The large
roof and vast pond are not as difficult
to conquer as they appear if you draw
Take or Hashigo. Success in GoT play also
depends on the luck of the card draw.

[Estimated Playing Time]

Mission Card: Difficulty Level 1 15-25 min.
Mission Card: Difficulty Level 2 20-30 min.
Mission Card: Difficulty Level 3 35-45 min.
Mission Card: Difficulty Level 4 60-80 min.

Stage Sheet E

Suikoden: Boat House

[Advanced Stage] *Deluxe Edition

A secret supply inspection facility with a
waterway leading into the building. The
space for movement is large, but the key
sections are narrow, making it difficult
to reach the Treasures and vulnerable to

attack by opponents.
[Estimated Playing Time]

Mission Card: Difficulty Level 1

20-30 min.

Mission Card: Difficulty Level 2

30-50 min.

Mission Card: Difficulty Level 3

50-70 min.

Mission Card: Difficulty Level 4

70-90 min.

§
|

Setting Example
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Stages and Cards

Stage Sheet F

Private Libraries
[Advanced Stage] *Deluxe Edition

A small library connected to each Base.
You need to get Weapons and Tools
there, then go in another direction to

get Crystals and Treasures or attack your
opponents. The choice of tactics is tricky.

[Estimated Playing Time]

Mission Card: Difficulty Level 1 20-30 min.

Mission Card: Difficulty Level 2 30-50 min.

Mission Card: Difficulty Level 3 50-70 min.

Mission Card: Difficulty Level 4 70-90 min.

Stage Sheet G

Kagura Stage
[Elementary Stage] *Stretch Goal Item

A garden with a stage for Kagura
(Japanese sacred music and dance) and
bleachers. It is not difficult to acquire
multiple items in a single move. At the
same time, there is a great risk of attack
from other Ninja and capture by GoT.

[Estimated Playing Time]

Mission Card: Difficulty Level 1 15-25 min.

Mission Card: Difficulty Level 2 20-30 min.

Mission Card: Difficulty Level 3 30-40 min.

Mission Card: Difficulty Level 4 50-70 min.

Setting Example

I i i i 1151

Setting Example
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Stages and Cards

Stage Sheet H

Bathhouses
[Advanced Stage] *Stretch Goal Item

An advanced stage with narrow
pathways that force you to move in small
increments. Access to Tools is easy, but
Weapons are hard to get and in risky
positions. It requires tactical skill and the
courage to take risks.

[Estimated Playing Time]

Mission Card: Difficulty Level 1 20-30 min.

Mission Card: Difficulty Level 2 30-50 min.

Mission Card: Difficulty Level 3 50-70 min.

Mission Card: Difficulty Level 4 70-90 min.

Stage Sheet |

The Moat
[Super Advanced Stage] *Stretch Goal Item

The surrounding moat and narrow
pathways prevent smooth movement to
and from the Base. Inconvenient Weapon
Square location and the difficulty of
making a successful GoT play. Highest
level stage.

[Estimated Playing Time]

Mission Card: Difficulty Level 1 20-30 min.

Mission Card: Difficulty Level 2 30-50 min.

Mission Card: Difficulty Level 3 50-70 min.

Mission Card: Difficulty Level 4 70-90 min.

Setting Example

Setting Example
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Stages and Cards

Mission Cards

Mission Card: Difficulty Level 1
[For 2-4 Players]

Treasure: 2 or more types, Crystal: 2 or more,
Shinobi or Summon: 1 or more

T Zdd.

TREASURE: 2. Tvres

K 28

CRYSTAL: 2 fo

BB~ B
SHINOBT o SUMMON : T 7, ®

ML= 4L Bring the above back to the base,

Mission Card: Difficulty Level 3

[For 3-4 Players]

Treasure: 3 or more types, Crystal: 3 or more,
Shinobi: 1 or more, Summon: 1 or more

£ EZib..
TREASURE : 3 fun TyPES

Kb El@ur
CRYSTAL: 3 1.

-& ""’*i Lk

SHINBET: T 7.

3‘& ""ii_!u

SuMmaN: T

R L =>4t Bring the above back to the base.

1 i
.|-ﬂ-i._|| '."."i..”'d.'-"'."."‘lf"l““ Jali

AR
I

Mission Card: Difficulty Level 2
[For 2-4 Players]

Treasure: 2 or more types, Crystal: 3 or more,
Shinobi or Summon: 2 or more

B Zik.

TREASURE : 2t TYPES

ki EZl@ux
CRYSTAL: 3 s

BaBeg Z4 . ‘?
SHINOET er SUMMON: 2 0. @

FEAHL=WM4 L Bring the above back to the base.

Mission Card: Difficulty Level 4
[For 3-4 Players]

Treasure: 4 types, Crystal: 4, Shinobi: 2, Summon: 2
*No need to return to Base

K @@
CRYSTAL: &
& =&
SHINDET : 2

" :u. ; i

SUMMAN: 2

HHsL

e®
®®

LIETR =2 —LHET Collect the above, the game is over.

e Q000
T?EﬂSu?E:#‘rvﬁgi -

: J\Mﬂ

H

51

soiseq uoneledaid sjyusuodwo) MBIAIBAQ anBojoid

Buinon

suonisinbay

Xewl) Bunendiue abesn

Ov4d

90UBI48Y

wes| 8y




ERIEIETEN] ov4 Xewl) Bunendiue abesn suonisinbay Buinop soiseg uoneJdedald sjusuodwo) MBIAIBAQ anbojoid

wes] 8y

Stages and Cards

Gacha Cards

Lewtahon ]

ARPG
RGBT oRETS
i T T Ll —
PALITY ¥ YR
- | ‘ ‘r'\
G @Y

One CRYSTAL from all
other players are
levitated to you.

*Excluding players who do not
have any Crystals.

r

AR DARE R

Secret Vault

A r
bl L

AR, S
WA ERSGTA

T TIZ3EN >TS443
1EeRATA

Draw one TOOL
from the Tool Bag.

“If you already have 3,
exchange one,

1 IF

- L

BENRLA

Space-time Distortion

r
-l L

E Aol A & St
AEEATANEDL
HEEFA 2T wESTE

BEEE -

S~

All the WEATONS in your

possession are swapped
with the player

to yvour right.

"Even if one player does
nat have any,

L o]

[ Lewtahon

KEHEEHFNMO
kE2ERETS

d

Two CRY2TELs from
the Crystal Yard are
levitated to you.

AR DARE R

Secret Vault

A r
e

EERIH
H R VERETA

HETIZ3E TSRS
1A RATE

|

Draw one WEATON
from the Weapcn Bag.

*If you already have 3,
exchange one,

T Ir

- L

FENRLA

Space-time Distortion

ar
-l L

AAEBOT VI —I2
HKALTREF
bt SR AR B2
AELALTRY

‘s

All players pass
all the WEATOMS in their
possession to the player
to their left.

“If a player doesn't have any,
do nothing,

Levn‘.ahon ESP
1 1

KeafE EH0ro
RSB VERRTS

A
&

One CRYSTAL from
the Crystal Yard is
levitated to you.

2 Ur
- L

BENRUN

Space-time Distortion

ar
-l L

BENT LAY —2
HAATANEDS
EREFHFR T RVWESTE

All the TOOLs in your
possession are swapped
with the player
to your right.

"Even if one player does
not have any,

1 IF

- L

BENRAUN

Space-time Distortion

ar
-l L

HELTIZVE
HENZAY
A MENNEDS

R4

The current location is
swapped with any NINTA
on the Ground/Floor.

L -l o]

BB HEED
315 1/8RIFTS

SEBERIZERFE STl
BEARBTAL

.

Obtain one TREAZURE
of your choice from
the Treasure Den.

"Except when there is no
treasure in the Treasure Den.

2 Ur
- bk

BENRUA

Space-time Distortion

ar
-l L

AREBDTVIY—I2
WA TET
T Rvil4 1R
H|H UL TR

All players pass
all the TOOLs in their
possession to the player
to their left.

“If a player doesn't have any,
de nothing.

BrE 580

Teleportation

A r
ol L

EEOEVTWATRIZ
PHES S R
ekl - B L~ Ryt

Move instantly to
any vacant cell.

*Water and Rooftop reguire
the right tools.

L o]
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Stages and Cards

B 580 ]
Teleportation
1

WELTIZWAEED

r

TEDE ~BREH#NTE
£ - AR - BT

Move instantly to the
cell adjacent” to any NINTA
on the Ground/Floor,
*Vertically, horizentally or diagonally

WMDAELN

Castle Caprice

A r
bl L

gny—rE
PACH- S Pl $<h ot

Slide red and/or blue
Wall Transparent Sheet:
two moves in total.

TH g

Lose

Al r
wbh—al L

HE1EXS
HABRLRY.

Hatohviger
FlH L4 TR

Lose one WEATOM.
*Return it to the Weapon Bag.
If you don't have any,
do nothing.

L o]

i

PGB 3 /) ]
Teleportation
ﬂ

EOWTWVA
HEOHIZ
A8 T5

() @
e

Move instantly to
a vacant BA2E,

WOARELN

Castle Caprice

PRI QA — F£514

#HELAOM) FHAAH,
EFOTVAERTTS

A r
e

Draw a Summeon Card.

*Ninja's remaining moves are
invalid, immediately ploy
the Guardian of the Treasures.

BEF

Nightmare

A r
bl

RBATRD

#hkdE 2GR,

Hotuhvlsild
FHLALTRY

Lose all CRYSTALz,

*Return them to the Crystal
Yard. If you don't have
any. do nothing.

L Al

[ HEDIRTK ]
Time Expansion
B 1

FEDT VAN
1FiBEN5

One additional
move is added
to the player’s turn.

THEng

Lose

A r
ol L

kR 1ERD
ok AEGIIRT.
HaTuolovils it

LA TR

Lose one CRYSTAL.

“Return it to the Crystal Yard.
If wou don't have any,
do nathing,

LY 3

Nightmare

A r
b L

EBRD7TViA¥Y—i
R&GATEST
H TR AR LECTRY

. F

All the CRYSTALs
in your possession
fly away to
the player to your left.

“If you don't have any, do nothing,

L o]

[ WDEESHN
Castle Caprice
r

BEny—hE

1

TEAZ4RE¢5

Slide red or blue Wall
Transparent Sheet:
one move.

THEng

Lose

A r
ol L

WA 1/ERD

HMARIIRS,
HoTukvilsid
FH LT

Lose one TOOL.

"Return it to the Tool Bag.
1f you don't have any.
do nothing.

RAXHE

Invisible Enemy

A r
ol L

WERDIGERS

HEFETEL (AFEREM.
RN DRETRAES 822

Suddenly Injured,

*This concludes your turn.
Return to your base and
the "Injury” status is applied.

L o]
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Stages and Cards

Summon Cards

Oni: 1 Move

Kappa: 2 Moves

Oni: 3 Moves

Rokuro: 1 Move

= B =

Kappa: 3 Moves

ROKURD

‘ liEv A" | Adjacem Cell*

b

m2E W

wd

Tengu: 2 Moves

TENGU

Rokuro: 3 Moves

‘ BiEvA" | Adacen Cell®

x

m2E W

=l

Tengu: 3 Moves
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Game Design

Story and Scenario
Illustrations
Graphic Arts

Translation

Four Ninja and the Castle of Treasures

Martin Nedergaard Andersen, Camp Games ApS, Denmark
Banana Moon Studio Sapporo, Japan

Banana Moon Studio Sapporo, Japan
Richard Zimba, UK
Banana Moon Studio Sapporo, Japan

Darcy Lewis, Japan/Australia

Banana Moon Studio Sapporo GACHIJO Creative Team
Creative and Art Director: Hiroshi Maeda

Production Manager: Kumiko Maeda

Graphic Designer: Haruna Ishijima

Calligrapher, Graphic Designer: Kinuka Yoshida

Publisher

Distributor

Banana Moon Games (Banana Moon Studio Sapporo), Japan

Banana Moon Co., Ltd., Japan

#209 1-3 Nishi-15, Kita-1, Chuo-ku, Sapporo
060-0001 Japan
https://bananamoon-games.jp/en/

©2023-2024 Banana Moon Studio Sapporo, Camp Games ApS, and Richard Zimba
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