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Players: 2-5

Playtime: 20-30 minutes
Age: 12+

System:

Trick-taking + Board Control
Cards: 64

pawns: 2

Point Chips: 20

Wind and distance determine your fate. A single card shifts
the wind, and a single decision turns the tide of battle. At
the end of a silent battle of wits, only the one who spots the
perfect moment lands the winning shot.

In this strategic trick-taking game, players take on the role of
hunters, competing for points by anticipating the distance to
the target (Scope) and the wind direction (Wind).

SETUP BY PLAYER COUNT

Cards Used: Adjust the cards to be used in advance
according to the player count. The game consists of 3
rounds, with 8 tricks played in each round. At the end of
each round, collect all cards and start the next round.

PLaveRs | e | M usen | Nowsen
PLA$EH5 E:C; Eulljj:n 45 /53 /51 7
PLA$EH5 E:C; Eulljjnn 45-11 9
PLA¢EH5 EkE-H IE?IJIEII;H 45 - 81 11
PLA\SrEns Ei\C_H lt:EuEEH ALL 12 CARDS | 13

Place the Wind Track Card and Scope Track Card matching
the player count in the center of the table.

Initial Pawn Placement: Draw 2 cards from the deck and
assign one to the Wind Track and one to the Scope Track.
Advance each pawn from its starting position (top right) by
the number of spaces equal to the card's value. Return the
2 revealed cards to the deck and reshuffle.

starting
position

Hand Preparation: Deal 10 cards to each player. Each
player secretly discards 2 unwanted cards, keeping the
remaining 8 cards as their hand to start the game.

SPECIAL CARD RULES

B Snipe

Against a trump (current Wind color) played by another
player, you may play a card that meets both of the following
conditions, ignoring the must-follow rule. A card played
under these conditions will become the winner of that trick.
Color: The color must be diagonally opposite to the trump
(Pink  Green, Yellow ¢ Blue).

Number: The sum of the played trump's number and the
number of the card you play must exactly match the "Snipe
Number".

A Snipe triggers if conditions are met, even if the trump

card is played afterwards.
[Example: 4-Player (Snipe:

o g
e . 11)] Play a "Green 4"
WIND

bt (opposite color) against a
Trump "Pink 7" to total 11

u @ and trigger a Snipe.

B White Card

This c?rd ca.n be p.layed at 7 7 T 71
any time, ignoring the @ @
must-follow rule. When
played as the lead, you can @ @
declare any color of your

choice, which becomes the O ) O ]
lead color. When played as ‘L ‘L A I

a follow, it is treated as the

same color as the lead color. Please note that White Cards
can never execute a Snipe under any circumstances, nor
can they be targeted for a Snipe (treated as a target trump).

GAME FLOW

(Phase 1: Play Cards)

For the first trick, a randomly selected player becomes the
lead player. Cards are played in clockwise order starting
from the lead player. For the second and all subsequent
tricks, the winner of the previous trick becomes the lead
player.

(Phase 2: Resolution)

The winner of the trick is determined in the following order
of priority:

Snipe Win: A card that meets the Snipe conditions when a
trump is in play. If there are multiple qualifying cards, the
card with the highest number wins.

Wind Win: If no card meets the Snipe conditions, the card
with the highest number in the current Wind (trump) color.
Lead Win: If neither of the above conditions is met, the card
with the highest number in the lead color.

(Phase 3: Scoring)

The winner receives 1 basic point. Furthermore, bonus
points are added if the following conditions are met (for a
maximum total of 3 points).

Winning with a Snipe: +2 points.

The winning card's number is within the current "Scope
Range": +1 point.

The winner of the trick receives Point Chips equal to the
number of points earned. If Point Chips run out, please use
other items, such as coins on hand, as substitutes. (Including
decimal values of White Cards).

(Phase 4: Wind Control)

Move the Wind Pawn, which determines the next trump
color, by 0 to 2 spaces. The conditions for which players
can move the pawn differ based on the player count:
[2-Player Gamel: The loser of the trick may move it
unconditionally (regardless of the number on their played
card).

[3 to 5-Player Gamel: Only the losers of the trick whose
played cards were within the current "Scope Range" may
move it by O to 2 spaces each. If there are multiple eligible
players, each resolves their movement in clockwise order,
starting from the trick winner. (Including decimal values of
White Cards)

(Phase 5: Scope Progression)

At the end of the trick, advance the Scope Pawn clockwise
to the next area.

END OF GAME

At the end of the game, the player with the highest total
score is the winner.
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