Hachi—Hachi adding :g

for basic HANAFUDA rule

Cards

Each cards have points as shown at card itself.

3 Light: 20 card points
& Animal: 10 card points
48 Slip: 5 card points
#1 X Dreg: 1 card point

At Hachi-Hachi game, all November or Willow
(sometimes called also Rain) cards must be considered

as Dreg except cards points.

DN

Total points of all cards are 264. 264 card points
divided 3 active players are 88 card points
(Hachi-Hachi means 88).

Coinage

A dozen (12) points are also called a Kan.

Please prepare 2 kinds of Coins |ike Black and White.

In this case, Black coin represents 1 points. White
coin represents 1 Kan = 12 points.

Each player gets 4 white coins and 12 Black coins.
Thus, initial points of each player hold are 5 Kan.

Loan

|f you did not have enough points to pay, you have
to loan from the imaginary Bank. The Bank always lends
you 10 Kan each. You have towrite down it at the paper.
You can return your debt just after 6th deal, 11th deal
and/or 12th deal only (We explain later).

Blind Stay

Before each deal begins, temporary Oya can declare
"Blind Stay" (5.9 CA Mizu-ten). Blind Stayed Oya
becomes proper Oya and gets risk of losing and chance
of increase Points.

Players

3 to 7 players can play this game.
recommended.
Each player 's hand size is 7 and field cards are 6.

4 to 6 is

game only

temporary Oya must include a White carc

into deck before shuffling and did not

deal to the Field. After dealt, if you

have a White card in your hand, you must

drop this game with no penalty and your

hand becomes Field cards (except white cards. It must
be removed from this deal).

Seven Players: At 7 players’

Types of the Fields

Each deal 's scoring is affected by the initial cards
in the Field.

When there are no Light
changes.

When there are any Light cards, ALL POINTS or KAN
are quadrupled (November or December) or doubled
(other light) other than Award Kan (see later).

card, scoring do not

Small Field: No |ight, Normal scoring
Large Field: Light of Jan., Apr. or Aug., Double point
Grand Field: Light of Nov. or Dec., Quadruple points

[f two or more Lights exist in the initial field,
next or more deals are reserved as lLarge or Grand
Fields. Apply Grand Field first.

For example, there are Lights of January, November
and December in the initial field at the first deal.
This first and Second deals are Grand Field. 3rd deal
is reserved as Large Field. In this situation, if
there are November Light in the initial field at the
2nd deal . This second and third deals are Grand Field.
4th deal is reserved as Large Field and so on...

Write down the numbers from 1 to 12 on the paper as
Monthly Track. If you have 12 six sided dice, place a
die at each number. In the case of Small Field, top side
of the die must be the eye of One. For Large field, eyes
of Two. For Grand field, eyes of Four (If not, just write
down) .

Check the "4 of a Kind & 3 of a
Kind"

| f you have hand combo of "Four of a Kind & Three




of a Kind" (See the charts for details), the game is
over instantly. In this case, if you have another Kasu
(Dreg) hand combo, add the Kan. Then, Col lect Kan from
each all players. Then go to "After 12th deal".

Drop from the deal

This game was actual ly played only 3 active players.
Thus, other players must drop from each deal |ike
Poker game.

Starting from temporary Oya, each player checks own
hand and declares 'Stay' or 'Drop'.

Penalty Fee for Dropping: At this moment, dropped
players have to pay penalty (established seating
order) to the Pot. Winner of the deal gets Pot.

Oya: 1 Kan
2nd: 1 Kan and a half
3rd: 2 Kan
4th: 2 Kan and a half
5th: 3 Kan
6th: 3 Kan and a half

I'f only one or two player(s) stayed and al |
the other players dropped, the deal is over. Stayed
player(s) share the Pot evenly.

No match:

|f already three player declared Stay, the
remaining players have no choice but to drop. This is
called “Driven Out” . Each player of “Driven Out”

gets Compensation depending on the cards of the hand:

Driven Out:

Each Light: 3 points

Each Purple strip: 3 points

Each Red strip with poem: 3 points

Each Combo (Hand or Captured) : half of normal Kan

First stayed active player becomes proper Oya of
this deal. 2nd active player is Dou-Ni and last active
player is Biki.

Hand Combo

From Oya, active players can declare and show
appropriate cards of their Hand combos, if any (See
the charts for details).

There are two types of Hand Combo: Dreg and Suit.
You can combine 1 Dreg Combo and 1 Suit Combo only.

For Suit Combo, you have to show openly only
concerning cards of the combo during the deal.

For Kasu Combo, all Kasu cards only must be shown
openly during the deal. You can include any Wil lows

as dregs.

You should place shown cards in front of you. But
do not confuse them with captured cards. Shown cards
are also considered as the part of your Hand.

In the case of “1 Light” , your Light card must be
placed secretly at the center of your placed hand.

For “1 Animal” ,
secretly the leftmost of your placed hand.

For “1 Slip” , your Slip card must be placed
secretly the leftmost of your hand and be rotated 90
degree.

In the case of “Red”
placed secretly the leftmost of your placed hand.

your Animal card must be placed

, your Slip cards must be

The active players balance Kan of Hand combo each
other. For example, Oya has Hand combo of 2 Kan, Dou—Ni
has hand combo of 3 Kan, and Biki has no Hand combo.
Oya pays 1 Kan to Dou-ni and gets 2 Kan from Biki
(totally gets 1 Kan). Dou-Ni get 1 Kan from Oya and
gets 3 Kan from Biki (totally gets 4 Kan). Biki pays
2 Kan to Oya, and pays 3 Kan to Dou-ni (totally lose
5 Kan).

Then, the play of the deal begins.

Getting points during the deal

R9" TABIlind Stay: |f you are Blind Stayed Oya and
captured 89 or more card points, you get 1 Kan from
all players (except 7th free dropped player).

#% I+ % Escape: |f you have a Kasu Hand combo other
than "1 Light" and captured 89 or more card points,
you get 1 Kan from other active player each (totally
2 Kan). This is called “Escape” .

|’ U A & Diving:
including Three of a Kind (Three of a Kind, Double

Three of aKind and Ful | House) and captured all three

cards of the Three of a Kind, you get 1 Kan from other

active player each (totally 2 Kan). This is called
“Diving” .

[f you have a Suit Hand combo

Declare Yoshi or Sa-gé

If you made Captured Combo (See the charts for
details), you can declare “Yoshi” or "Sa—gé".
Yoshi: When you declare “Yoshi” (means Good), the
deal is over and you win the deal. At this point, you
get Kan from your Captured Combo only (ignore any card



points) from other active player each.

Sa-gé : When you declare "Sa-gé", the deal must be
continued until someone say "Yoshi", or you say
“cancel Sa-gé" just before your turn, or the draw deck
becomes empty, whichever fast. If this Yoshi is after
" Sa-gé", add the points of your Captured Combos.

| f you made another Captured Combo, you can select
"Sa-gé" or Yoshi again.

|f another active player made Captured Combo and
said "Yoshi", points of your Captured Combo must be
ignored. And you must pay double (because 3rd active
player pay no points).

If you say "cancel Sa—-gé" or the draw deck became
empty, points of your Captured Combo must be halved.
("Sa—gé" means decrease).

Draw deck becomes empty

Al'l active players count unmodified card points of
captured.

Failed Blind Stayed: |f you are Blind Stayed Oya and
captured only 88 or less card points, you must pay 1
Kan to other active player each.

Double 8's: |f someone get 168 card point, it iscalled
Counting Combo "Double 8's" worth 10 Kan, and the
player is the winner. And add 1 Kan for each point over
168 points. For example, if your Card points are 170,

your final points is 12 Kan.

All 8's: |f card points of all 3 players are equally
88, Oya is winner and gets Counting Combo "All 8's"
and it worth 10 Kan.

When someone made Counting Combo ("Double 8's" or
"Al'l 8's"), all Hand Combo, Diving and Escape of the
deal are Cancelled. All players must return points of
them.

At all other active players must
balance card points one another.

88 card points are zero points for each active
player. |f you get 100 card points, you gets 12 points.
If you get only 72 card points, you loses 16 points.
The player got most points from cards is the winner
of the deal.

situations,

End of the deal

Take from the Pot and place a black coin (1 points)
to the number of thismonth (or deal) of Monthly Track.

After that, the deal gets the
remaining Pot. |f two or more players qualified the
Oya has 1st priority and Dou-Ni has 2nd
priority for the Pot.

the winner of

winner,

Next deal

Check the die of the next number of Monthly Track
to know the kind of Field (small, large or grand).

Han-Don (After 6th deal)

Each player must return 10 Kan to the Bank at this
time. If you don” t have enough Kan, you have to loan.

After that, if you have more Kan and want, you can
return your debt but only every 5 Kan. Thus you can
return 5 Kan, 10 Kan or 15 Kan to the Bank (But you
cannot return 4 Kan or 11 points etc.)

Ishi-Arai (After 11th deal)

| f you have enough Kan and want, you can return your
debt but only every 5 Kan. At this time, every player
knows points each other.

After 12th deal

You must return all loan as much as possible.

The poorest player gets 12 black stones (1 Kan) from
the Monthly Track.

After that, the player has most points is the winner
if this game and gets Award worth 5 Kan times players.
For Example, at 6 players’ game, Award is worth as
30 Kan. This Award Kan is not affected by Type of
field.

I'f two or more players are top scored, share evenly
the Award Kan.

After that, the game is over.

Campaign Game

| f you want to play heavy classic game, repeat this
game number of player times. For Example, if you are
6 players, play 6 games.

Good Luck!



