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Whatis HANIWA?

Haniwa is an earthenware that is made
during the Kofun-era. (about 300 -

600 AD.) Those Haniwa are made to
enshrine gods and ancestors and to
ward off evil spirits. In addition to human
figures, there are also many in the form
of buildings, animals, and weapons. _4
Their unique formations are a sight
to behold. Please search for photos
and check them out.

Nobles called “GOZOKU"

Nobles that is called “Gozoku”

is a clan that has huge authority
and financial power.

They ruled large areas of land and
had their own armies, what could
be called lords of their time.
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About KOFUN

L
Kofun is a kind of Tomb for Gozoku that was made during
300-700AD. Kofun represents the authority of a GOZOKU
by size.
The Kofun is surrounded by layers of Haniwa. Haniwa
are thought to have protected the spirits of GOZOKUs
departing to heaven or to
have served as an amulet
of repose for their spirits.
It is said that as many as
160,000 kofuns are thought
to have existed in Japan,
especially the “Zen-po
Ko-en Fun” are well known
to Japanese people.

And SPACEMAN (Dogu) are ?

“Dogu” refers to all clay dolls made during the Jo-mon
era (12000-300 BC).

It is said that those are used to pray for childbirth, or used
as good luck charm, or toys for kids. “Shako-ki Dogu”

is one of the most popular Dogu- in Japan. “Shako-ki”
means a kind of goggles or sunglasses in Japanese. The
shape of their eyes is unique and they look as if they are
wearing them.

—

And also nicknamed
SPACEMAN because it looks
like an astronaut or an alien.
They are so mysterious.
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Once upon a time, during the Kofun period, two Haniwa crafters
faced off at a Gozoku festival to determine which one was the more
skilled crafter.

The crafters (players) split up into two
areas and gave gifts to the four Gozoku
by placing the Haniwa on their areas’
grids alternately.

Haniwa¥Power!|

Once three tiles of Haniwa were given to all four
Gozoku, the Haniwa power of each column was
compared. And the crafter with more powers
receives a “reward” from the Gozoku in that column.

Each Gozoku has a “Happiness dice”, and their
pips represent the victory point you receive
from the Gozoku.

Each time Gozoku receives a Haniwa of his/her
favorite color, he/she feels better, and the die
roll increases. But if they feel too good, they
may eat/drink too much, so be careful.

Also, if you made an 8" power with four horizontal Haniwa,
you will receive bonus victory points from the DOGU. It's a big score
that can't be ignored, so let’s aim for it.

GOAL OF THE GAME: The player with the highest score after adding
up the points from the Happiness dice, Dogi tiles, Kofun tiles and
Smile bonuses wins the game.
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A

M 36Haniwa Tiles (12variations, 3 each)

Haniwa Power

gl 1/2/3

o

4 Haniwq Colors

(Red/Green/Yellow/Blue)

B6Dogu Tiles

B4 Happiness Dice
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Prepare both players’ areas by placing all components.
These Gozoku and Dogu will be the guides for cells of a grid of each
player's area.

Place the Gozoku tiles and the dice on the
center of the table.

Place the identically coloured Happiness
dice next to each Gozoku, roll the dice and
the result is the starting score for the game
for that column.

If you wish, you can also start the game
with all the abundance dice on 1.

Players are divided into two areas,

separated by a Gozoku-s row.

"ﬁ" Place 3 Dogu tiles in each area face down.
(Their eyes are not shining.)

"ﬂ'l Place all 6 Kofun tiles as
shown in the image below.
This is a bonus you can receive
when the die roll exceeds 6.

l.ﬂ.l shuffle all Haniwa tiles to two piles.
Choose any pile when you draw Haniwa tile.
If one is empty, draw from the other.

o

Determine the first player by rock-paper-scissors or any other way.

Each player draws 4 Haniwa Tiles from any deck and puts them into
his/her hand.

At this time, you may retry this action again once. In that case, all four
tiles in your hand are shuffled, and draw 4 tiles again to your hand.

=
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STurn Workflow
(@check the Dice
Turn Start P ©Dpiscard 1and Draw 1 ®Check your Dogu
Once in turn, up to 2 time in each game. v
©runena |

. o

@ Put a Haniwa tile to your Area

(0) DISCARD 1 AND DRAW 1

from any deck. This may be done once on each turn and up to b

You can discard a Haniwa face down and draw a new Haniwa f \
twice throughout the game. /

Select a Haniwa from your hand and
place it in your area. You can place
it anywhere as long as it is vacant.
There are no color restrictions.

f
If the Haniwa you placed is the same 'hﬁm‘k

Only the first player

color as the Gozoku in the row,
a “Happiness Dice” check will
performed.

Each Gozoku has a “Happiness dice” Dl

and pips of them are the victory v' “ »
point you receive from the Gozoku.

This will change when you place

Haniwa of the same color as the When a red haniwa is placed in a row with
Gozoku. This must be done. The a red Gozoky, the die will increase. In this

case, the power of the Haniwa is “2*, so

number that increases is equal to Tho dlin GlsaiTere SSos v

the power of Haniwa placed.

\ ~
- Y,
However, if the die roll exceeds “6”, h “ .»
the die will be circled and count

again from “1” due to overeating If you put Power “3" Haniwa when the die is
or overdrinking. “5", it goes around and becomes “2"!
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After the die roll exceeds, the player choose
and take a Kofun tile from the Kofun tile
stock as a reward for taking care of Gozoku.

A Kofun tile gives you 1 victory point each.
If it is not in the areq, you can't take any.
Also, it has a special effect.

See description at right. =

This ability can make your hand stronger
or make your opponent unsure of how
many HANIWAs are left in the game.

Note: Bonus victory points of the Kofun
are guaranteed whether or not these
effects are applied.

After checking the dice, if four Haniwa tiles
are in your row, start Dogu Check.

If their total power is “8", activate a Dogu
in the row. (Face up)

The more Dogu you activated, you will receive
more victory points. One for 2pts, two for 4pts,

and three for 8pts.

KOEUNROWER r.\!PH

P (I i
Kofun tiles have a special effect that is used up.
This special effect can enhance the action of
placing the Haniwa tile up to once on each turn.

Instead of placing a Haniwa from your hand, you
can play a Haniwa from your hand and a Kofun
tile that you have not yet used, one on top of the
other, with the Horse side up.

This tile is treated as a power “2"” Haniwa of its
Kofun's color, and the dice and Dogu are dealt
with as usual.

The “brown” Haniwa has no color and has no
effect on the dice.

Also, do not tell your
opponent what Haniwa
you put in this time.
The face-down Haniwa
tile below the Kofun tile will not be used to
calculate powers at the end of the game.

1 e
BERdE-s

==2pt ===4pt
REE-c.

BHETCURSEOESHESDO®GE)

If four Haniwas’ total power is higher than

", you will be Cursed by the DOGU.
Take a DOGU from the row without activating it.

This DOGU has a penalty. At the end of the game, it will overshadow the GOZOKU

and its Reward Dice, nullifying the score.

Each cursed DOGU disables one GOZOKU that you win. The Nullify starting with
the highest die number, not the total score with the smile bonus.

Draw a Haniwa from any deck and add to your hand.

If a deck is empty, draw from the other.

Pass the turn to the next player. If both areas’ 12 grids are filled with Haniwa tiles,
the game end.
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When both areas are filled with 12 After that, compare each column
Haniwa tiles, the game ends. If there is in both areas and the winning side
Haniwa put face down, face it up and will receive a die in that column.

check dice and Dogu.

In each Column, the following order of priority is used to determine which side wins.
The image on the right is an example.

1 sum all Haniwa power in each column.

Sum the power of Haniwas in each column.
The player with the higher power in the column gets a die from Gozoku in that column.

ex(1). since the total values are 7 and 5, Player A wins in this example.

-
2  seethe power of Haniwa match the color of Gozoku

ex @ Since the total was the same 7, compare only the “blue” Haniwa power
that matches Gozoku in this column.

-
3 seehowmanytiles match the Gozoku

If all powers were the same, see how many tiles match the Gozoku in that Column.
ex (3. since the powers were all the same, here we compare how many yellow Haniwa tiles there are.

2

If all were the same, no one will get the reward in the column.

In the winning column, if you have 3 Haniwas match the Gozoku, turn the
Gozoku tile into a Smiling Face. You will get 2 bonus points from that smiling
Gozoku. (Check out for a example column (@).)

Sum all points of Dice, Dogu, Kofun, and If the scores were the same, the player with
Smile Bonus. The player with the higher more activated Dogus will win. If even that
total score is the winner. is the same, the first player wins.

red [ boge [afunl o
2pt 620 1pt 2pt  3pt  8pt PLavERE
3+2 8pt 2pt 15pt WIN!
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In this example, we have made the hypothesis that the 4 rolls of the Happiness dice
at the start of the game gave 1for each colour.

WIN! WIN! WIN! LOSE
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Face down, once on each turn,
up to twice in the game.

1" Put aHaniwa tile to your Area.

T action can be enhanced with a Kofu

Only the first player

face down once during

If a Haniwa you placed has the same color as the

A Wiofun Eonus)

Kofun Power

BONUSES

If you have a Kofun tile, you can put

Gozoku in the column, check "Happlness Dice". overwriting it by the Kofun.

p Checking Dice

The number on the die is the victory poi

colored Haniwa is placed in that colum

This must be done. It goes up equal to the

power of the placed haniwa.

L] 15

If you exceed the die, you can
take any Kofun tile from stock.

Dogu Check

If four Haniwas’ total power is equal to “8”,
you'll get the bonus.
If its higher than “8”, you will be Cursed.

4" praw aHaniwa

Draw a Haniwa tile from any remaining pile.

you
get for that column. It goes up when matched

Q-

n.

a Haniwa tile from your hand with

- R0 - -~ Baet - [ B 8533

THE CURSE OF THE DOGU

Take a DOGU from the row without

' ‘ . '. activating it.

This DOGU has a penalty.

/8 nullifying the score.

starting with the highest die

the smile bonus.

Each cursed DOGU disables one
GOZOKU (and its die). The Nullify

Comparing Each Column

the Gozoku

5 pass turn to the next player. Py

If both areas’ 12 grids are filled, the game will end.

Production: Be-Lumber
lllustrations: OBOtto

French version: Musoka Studio
Game design: Akira Yasunaga
Logo: Yukashi
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(@ sum all power in the column.

v

@ See the power of Haniwa
match the color of Gozoku

v
@See how many tiles match

At the end of the game, it will overshadow
the GOZOKU and its Reward Dice,

number, not the total score with - ,/

MUSOKA
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