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Retrouvez la page du jeu et la règle en vidéo

Find the game’s webpage and the rules in video

Encuentra la página web del juego y las reglas en video

Guarda il video delle regole e la pagina web del gioco

Vind de webpagina van het spel
en de spelregels in video

Finde die Webseite des Spiels und die Spielregeln
als Video
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Setup:

Objective of the Game: Score the most victory points at the 
end of the game.

Today, at the Ninja School, the Grand Master puts his stu-
dents to the test by teaching them two secret sequences: 
the Serpent Combo and the Bull Combo.
To master them, players must line up 4 Ninjas of the same 
color or 4 symbols of the same shape.
Which student will prove their mastery and perform the most 
combos?

15 min2-46+
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Game Play:
The last player who saw a Ninja goes first. Play then continues 
clockwise.
A player’s turn:
On their turn, the active player chooses either 1 Special card 
(see Special Cards) or 2 Ninja cards from the 3 face-up cards 
in the center of the table.
They then place this card or these 2 cards (one after the 
other if two cards were taken), face up, in their training area, 
adjacent to at least one card already present.
•	If the player completes a combo during their turn, they 

immediately remove from their training area the cards used 
for that combo and gain the corresponding victory points 
(see Combos and Victory Points).
The other cards in the training area do not move, even if 
“gaps” appear, and the player’s turn ends.
Note: It is possible to complete several combos in a single 
turn, but a card may only be used for one combo.

•	If placing the cards does not allow the player to complete a 
combo, the player’s turn ends.

Then reveal as many Ninja cards as needed to have 3 face-up 
cards again in the center of the table, and play passes to the 
next player.

1.	 Shuffle all the Ninja cards, then deal 2 cards to each player. 
Players place these cards face up and side by side in front 
of them: these are the first cards of their training area.

2.	Shuffle the remaining Ninja cards together with the Special 
cards, then form a face-down draw pile in the center of 
the table. Reveal the top 3 cards of the draw pile and place 
them face up, side by side, in front of the pile.

3.	Place the Victory Point tokens next to the draw pile.
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Special Cards:
There are two types of Special cards that make it easier to 
complete combos.
Because these cards are powerful, if a player chooses to take 
one, they only take that single card and therefore choose 
only one card during their turn.

1 point3 points

Victory Points:
Completing a combo earns victory points:
•	Color Combo: 4 Ninja cards
featuring ninjas of the same
 color earn 1 point.
•	Shape Combo: 4 Ninja cards
 with the same symbol shape
 earn  1 point.
•	Super Combo: 4 identical
Ninja cards (same Ninja and
same symbol) earn 3 points.

Bull Combo: Formed in a 
square — 4 adjacent cards 
forming a 2 × 2 square.

Serpent Combo: Formed in 
a straight line — 4 adjacent 
cards in a horizontal or vertical 
line.

Combos:
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End of the Game:
The game ends immediately when the draw pile is empty.
Each player then counts their victory points.
The player with the most points becomes the best Ninja 
apprentice of the day and wins the game.
In case of a tie, the player with the fewest face-up cards in 
their training area wins.
If there is still a tie, victory is shared.

Note: These Special cards can be used to complete shape 
combos, color combos, and Super Combos.

“3-Card Combo”: These cards allow players to complete a 
Serpent Combo with only 3 aligned cards instead of 4.

“Super Ninja”: This card is a wildcard and can 
replace any Ninja card.
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Attention. Petits éléments. Warning. Small parts. Achtung. Kleine Teile. 
Advertencia. Partes pequeñas. Avvertenza. Piccole parti. Waarschuwing. 
Kleine onderdelen. Varning. Små delar. Advarsel. Små dele. Advarsel.
Små deler. Προειδοποίηση. Μικρά μέρη. Atenção. Pequenos elementos.

Distribué en France par :
Blackrock Games
6 Rue Edme Mariotte

63960 Veyre-Monton

Imported in the UK by:
Hachette Boardgames UK ltd

Carmelite House
London EC4Y 0DZ

5, bd Edgard Quinet
92700 Colombes

France
www.kiwizou.com
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