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J Shuffle the cards and deal 7 to
each player. Do not rearrange
your hand. It must remain in the
order it was dealt!

J Place the Value card in the
center of the table, * side

» isible.
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4= J J Below the Value card, place
1) ) 2 random cards next to each
A\Na other, face up. This is the
7| K4 Central Duo.

J Make a deck with the remaining
cards and place it face down
below the Central Duo.

CONTENTS!

¥
70 cards numbered C)

0 to 9 in seven colors

1 Value card
* front, = back The Central Duo makes a number
(here “68”): the left card represents
the tens digit, while the right card
represents the units digit.
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THEGRAME OVERVIEW,

A game plays over one or more
rounds. When a player plays their
last card and triggers the end of
a round, the other players add up
the value of their remaining cards.
These are penalty points.

The game ends when one player
reaches or exceeds 30 points.

Have the lowest score at the
end of the game.

Get rid of your cards as fast
as possible to score the
fewest points each round,
but remember: you cannot
rearrange your hand!

Players take turns clockwise. Whoever
has last eaten mochi (or any other
Jjapanese dish) plays first. When you play a Duo,
you must follow these

On your tumn, take one of the two restrictions:

possible actions:

Draw a card .

OR

Play a Duo .

VALUE RESTRICTION

If the Valuecard @ B

is on its +

side, the number
formed by your
Duo must be

strictly greater
than the Central

. Duo.
Draw a card If the Value card is on its = side,
the number formed by your Duo

You may draw: must be strictly less than the

Central Duo.

o One of the cards in the Central
Duo.

SS9 NCOLORIRESTRICTION

Place the drawn card anywhere in
your hand!
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\ =2 HAPPY MOCHI

Play a Duo . \/

Take two adjacent cards from your [ ‘
hand, without changing their order ‘
(the one on the left being the tens ey ‘J -
digit, and the one on the right the “
units digit), and place them on top of
the Central Duo. —

CARD EFFECTS

Certain cards automatically
trigger effects when you
play them.

There are 2 different effects:

4]

Choose any player

. (including yourself) to
draw a card (see “Draw a
card”).

+ Flip the Value card over.

NOTES D

o If by drawing a card from the
Central Duo, you take the last
card from the corresponding
stack, replace it with the top
card of the deck.

o If, when drawing a card from
the Central Duo, you reveal an
Effect icon, nothing happens
(effects are only triggered
when they are played).

o If both cards in the Duo you
play have an effect, trigger
both in any order.

Special case : If one of the two
cards is the [l effect and you
decide to apply it first, you may
draw the 2nd card of the Duo you
Just played and still trigger its
effect
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END OF THE ROUND & PLAYERAID ~

TURN OVERVIEW

DRAW PLAY A DUO

Draw one card from the O Play 2 adjacent cards from
Central Duo or the top your hand by following
card of the deck. restrictions.

RESTRICTIONS

VALUE COLOR

Play a Duo that is greater than Play 2 cards of the same
or less than the Central Duo, color.
according to the Value card.

T"RN EXAMPLE If you play a Happy Mochi,

ignore both restrictions!

EFFECTS

(including yourself) ~  Flip the Value card over.

Choose any player
_j to draw a card.

The Value card shows = and the
Central Duo makes 68.

Sam plays 57 and decides to draw
a card.

Jess has two options to play on top of the yellow 57:
either play his purple 46, or play his 11 Happy Mochi.

He decides to play the 46, since it reduces the points 3
in his hand. He saves his Happy Mochi for later.

A game by Johan Benvenuto and Romaric Galonnier - Graphic design and adorable
mochi: Amélie Maréchal - Rulebook layout: Allison Machepy - Translation: Danni Loe
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