Dear Hanafuda Fans.

For a bookmaking class I made a suplemental book for my
Hanafuda deck. these are the exact pages I printed and bound.
They are very tenative, filled with typos and most likely incor-
rect rules, thats why the books aren’t available for purchase
vet... oh and the type sucks.

However it does contain the rules for the folowing games:
Koi1-Ko1

Mushi

Go-Stop

and

Higo-Bana

It includes an overview of the cards. the general rules and a bit
about my illustrations.

Feel free to download and use.
I hope to add more games to it as well
as bind some better versions.

You can also download my cards as
print and plav. or purchase decks from my
Esty shop

Please see my site
www.kelseycretcher.com/hanafuda
for details.

Thank you so much,
Kelsey Cretcher

I am available for free-lance and

commision work as well
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The Cards

and General Scoring
Hanaluda Carde aonsist of 4 cards m 1z sete, Each set roprosonts a month of
the year and a Mower.

Thes saormg 't used For wost variants but hielps defme the different types of
eards and ther groups that will be wsed m the other scormg.
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Hanalda games typically follow a
aeneral layout Por rules, these general
rles are then edited and changed to
Porm new variants. Pefore playmg any
variant of Hanaluda. readmg the
general rules and general pomt vakes
for cards ean be extremely helphul, as
they will be refered o throughout tis
book,

length

Typical games ysng Hanaluda
have a round per month. for a total of
12 rounds. it =2 at the end of the 12th
rond that the player with the Inghest
{otal wms. However tins can be edited
by the players and any number of
rounds can be wsed.

A doaler or Oya. ako refered to as
Parent. 19 dhiosen by cards. For sm-
pheities sake tins will be referred o as
Dealer i tine book, Generally & eard

General Rules

i« dealt Pace down to each player and
the player with the eariest month i the
dealer. Some games have there own, like
dealng £ cards Pase down and havmg the
players pick one randomly. Tins dealer 1=
the dealer Por one round. the next rounds
dealer is based on who has the Inghest
score at the ond of the game.

Once a dealer i chiocen play goes counter
clockwise.

Playing Tield

This ¢ where the cards are dealt
Pace-up on the table. The set up tends o
vary per game.
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Capturing Cards

Maost games played with Hanafuda
are eapturig games. Tis i when a
player takes a card from therr hand and
places it Pace up m the Feld.

I} tins card 1s of the same month as an-
other card the player ‘captyres’ that
card

-IF this card is of the same month as
wo other cards the player must chioose
whiieh to ‘capture’

-IP tiis card i of the same month as
tiroe other cards the player captures all
threa cards. Tins is because if the
whole morth 75 now on the playing frell. it's
mpassible for the other cards to be cap-
tured From tine month.

-If tine card doesn’t mateh anotier
card it remams m the playing feld.

-Before the player claims ther cap-
tured cardcs) they play the eard on the
top of the deck onto the Freld. The player
can capture additional cards followmg the
same rules a&s when played From their
hand. IF tine card matehes none it re-
mams m the Feld and the player aollects
thewr cards. '

-The captured cards are then placed
Pace up next to the player.
Tip: When organizmg captured s
easier t0 see what hands you've Yo

orgamze them by their pomt values: a row for
the zopt cards, a row for the wpt cards ete.
Tip: Hanalwda i as mach a game of Wik as
& game of skill, don't arbitrariy mateh cards.
make the matehes comt.

Hands

Hands are made from your captured
cards, or Prom your startimg dealt hand.
These vary from game 10 game. Deal
hands are when the dealer deals yoy &
of cards that the game has labeled as a
doalt hand. These cavse the player to
typically automatically win and end the
round. Captured hands ave formed Prom
you captured cards as the name mplied
A plager will wm all pomts From ¢
hands they have cevenif a two ha
share a card). wilex a game speaifically
Addrosses tins.

*

rules o scorma, thne

Vary Prom taking just your pomts
won and subtracting pomts From your

. The player with the nghest
seore at the ond of the set amount of

rounds wins.

Go-Slop

Origin- Korea

Nipber of Players- 7-3

Oards- 1 dock of 42 plus optional Jokers
Game Length- Not ot

Goal- Form Hands faster than your oppo-
nont

Set-Up
2 Plager Game- 10 cards are dealt to
each player Pace-down and £ eards are
doalt Paco-up to the playmg Freld.
3 Player Game- 7 cards are dealt Face
down 1o cach player Pace-down and ¢ are
dealt Pace up to the freld.
“There i only one Dealt Hand to look.
for m Go-Stop and that's ‘President’
which consists of 4 cards Prom the same
wonth. [} tine Hand i dealt in the begm-
ning the player who hias it automatically
wimg the round and gets 5 pis.
IF a Player ¢ Dealt 3 of the same
. thakepliiyer, may reveal s hand to
er players

Special Rules *

In tirs game when the gard is played From
the players hand and makes a match and

then the card drawn and played ako Q
matehes that matah, the 3 cards stay on

the Freld and the player doesn’t eolleat
them. The next player to play the 4th
car4 m that set gets all 1 cards.

Ako there are a Pow different cards
i Go-Slop

The Sake Cup counts as erther 2
4regs or 1 anmal. not both

The Lightenng card comts as 2 dregs
The stamped Pavlownia aard cnot present
m tins deck) counts as two dregs

Korean Decks also have a series of
Jokers that may be used i this game.
however are not meluded m tins deck. they
can be Pound m traditional Korean decks.
and hopeflly m the future Prom the [
trator of tins deck.

IF at the end oF your tuen there are no
cards on the Feld or you captured all 4
aards of a month m one turn, the other
must give you one of ther cap-
oards it they can.




A player ako receves dregs from oppo-
rents it the card they play to the Feld
doosn’t mateh, remams m the Feld, and
19 then eaptured with Ine drawn card.

Play
Play in a rownd alvays begins with the
dealer.

1. Mateh- The player plays a card
from their hand to the playmag Feld. if
tins card qualifies as a mateh then the
plaver captures tns eard. IF it matches
two cards the player must pick_one sef.
and if it matches three the plaver gete
all four.

7. Draw- The player draws a card
Pace up and playe it to the playmg
Pields Pollowng the same rules as step 1.
However if tiis card matches a paw
made m step 1 then the tiree cards
romam on the Preld until the next player

) playe the #th card captures all Pour.

3. Collest captured cards and end

any points). IF a player forme a Hand
worth 3pts of more. they can then choose
to esther *top’ and recewve ther pomts
or ‘Go’ F they want to contmua play with
the goal of gettmg a better Hand. I}
the player chooses to continge play. then
the game contiues yntil that player m-
proves them Hand or Porms a lngher
seormg Hand before an opponent does. or
until anather player Porms & hand and i
presented the same choice. Only the
player who deslares stop will colleet
pomts.

gﬂﬁhllg
There are 15 ands m Go-Stop. When a
plaver declares stop. that player and
that plager only scores pomts and wins.
The seore i doubles i

= The player declared ‘Go’ 5 times. and
thns 12 dowbled agam Por each ‘g0’ alter
3.50¢ ‘g0’ yiole xie.

= 1P you revealed your hand of 3 matel-
ing cards m the opening round or

less than 5 dregs must pay double ¢m a
gambimg game)

o IF your won with Lights. plagers with
no Lights captured pay doube.

* Iy captured at least 7 Anmal
cards.

These modifiers accumylate. so the
plager doubles thew score for TAC U
rule met.

The wmming player collects ins Pmal
pomt score for each player.

Hands
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1pts- Poems
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Any 5 Poetry Kibbons apt for each addrbonal

MNutber of Plagors- z

ards: 10 cards. Jwe and July are not
used Por tiss game

Game Longth: 12 Kounds

Goal: Capture \ragh scormg cards. form
hands and seore over 15 points

Set-Up

The dealer shuffles the deck and deals ¢
aards to both of the players and then
deals £ cards Pace up on the playmg
Feld. Traditionaly 4 are mtitially dealt
urderufoppment field. and then

Special Rules

Tie Ligittmg card from Noventber i a
wild eard. Tirs card can be wed m
place of any card except Por another
from it month.

When dealt i play at the begmmmg of
the round. it must be elamed ysmg the
the drawn eard mateh phase. ynlese
the drawn card is a willow.

When tiis eard @ drawn dyrimg the
draw phase it can mateh any eard on
the Freld.

IF tins card 1 ueed to match a card
other than a willow card. the player wio
eaptures the other z willows automati-
cally receives the 3rd one.

Play

Play goes counter clockwise
1. Matzh- A player pag a card
Trom his/er hand mto the playmng Freld,
i thie card matches a card m the
Frold, they aapture it. TP it matchos
wo. they must choose one. and if it

matehes three they capture all threo.
2. Draw- Draw a card from the fop of
the dock. Play s card to the folf the
same way as the card from your hand. 1P
there i & matel the player gets the
match as well a2 the mateh from ther
hand. IF there ave two the player must
choase. three the player gets all 4. If no
mateh can bo made the card remams m
the freld cthe player still elams any
match made with the Frst aard played.
Turn ends

This play contimes wrtil the players run
out of eards. Then the round 12 over, the
players score (see belw) and the cards
are reshuPfled and dealt.

At tie end of each raund the players
take the pomt value of ther captured
hands and subtract irs from the pomts
of the other player. Then theey add up
the standard pomt vales of all their
captured cards (maluding ones m hiands)
tine total i added to the seore. Then
they subtraet uspts as well as the pomts
Prom their opponents captured hands (ot
cards Just hands) for ther Fnal score.
thig i then carried over to the next
romd and s added to the now score and
repaats Por 12 rounds. At the end of 12
rounds the player with the Wigher pomts

Hands

10pts- 'r/.ster‘a Kow

[

1pts- Pauhwma Row




Koi-Koi

Number of Plagers: 7

Oards: 1 Deck.

Game Length: 12 Rounds

Goal: Create hands by matdrng cards
Pastor than your opponent.

Set-Up
The dealer shuPfles the deck and deak #
eards to each player and deals £ cards
Pace up on the playing Feld. Before
play the players must make sure they
don't have any startmg hands.

IF a player’s startng hand has a Ml
month's sat or 2 cards from 4 months,
the round automatically ends and they

if* there are timee (making the whole seb)
the player eaptures the whole set.

2. Draw- Draw a car4 Prom the top of
the deak, IF tins card matches a card on
the playmg Teld then the player takes
that mateh. If there are 5 matehes on
the Preld cthe rest of the month) the
player gete all the eards. If no mateh i
made the card joms the other cards on
the playmg Feld.

The matehes made o off to the side
Face up. Uswally organized mto 4 rows
based on pomt values.

3. 11" a winning hand is made. the player
{hen aan chose to call “Game” endmg
the rownd and colleat thewr pomts, or i
they believe they can make a new hiand or
mprove an existmg hiand before the other
player makes a hand they can call
o

Calimg “¥Ko” allows for the plaver to
potentially make more pomts, however, i
the other player makes a hand before the
player who calied “¥ " does they re
double the pomts. If the plaver who eal

the round or call “Koi” agam.

End of Turn
Tiis play continues Por 12 rounds. The
player with the most pomte i« the winner.

Seoring-

Pomts won from captured hands are
taken from the opponent.

For example it i the Frst romd a
player makes 10 pots the seore would be
Player & 10pts Player 2: -10pts

Or it agreed upon, the players can just
play Prom zero and ad4 there pomts
Prom there rather than subtracting From
each either.

Hands

5 brights- Goko

Boar-Deer-BuI.terﬂy Spts
Inoshikacho =

The boar, the deer,
and the butterfly

Comb ned viewi
The sake cup and both

the camp curtion

moan fmd

: Fur any 10 dregs
-Plus an

= additional point
M| for each
BB additional dreg.

Higo-Bana ¢

Origin- Hawaq
Number of Players- 2-7
Lards- 1 deckof 12
Game Length- Not Zet
Goal- Capture Ingh seoring cards and hand

Set-Up
The game is best played with z-4 players.
The amount of eards dealt varies based
on the number of players participatimg.
It ean ako be played m teams of two. the
table is dealt the same and each player
has ther own hand but they share a cap-
ture pile.

2- ¢ oards dealt to each playor. ¢ cards to the
Freld

3- 7 6a rds to each plager, & to the freld

4- 5 eards to each player. £ to the freld

5- 4 gards to each Plaer, £ to Meld

&-3 cards to each player, 1z cards fo Meld

7- 3 eards to each payer, & cards to freld

IF all Pour cards From one month are dealt
to the Feld the dealer captures the sot.

Dry B!‘ights- Shlk
the 20pt ca; ¥

sxt‘h.ld i

3 phs- l-...e

Any thrée20pt cards
excuding the rain-man

e i

Blue Ribbons- Ao-tan
+ for each addmnnm
ribbon

Poetry Ribbons- Ak
all the red ribbons
with writing b i

+! for each additional M a
ribhon «A | 5

Ribbons-Aka-tan.Ao-tan no

-
1be poﬂr}r +U‘J«=mue ribbions 1)

Ribbons- Tun amy (-

Higo-Rana has 4ifferent scoring valie
the cards. ;
The Ram Man Noveber's z0p

not & zo pomt eard bq'mgruupel
ammals rather than the brights.

Seormg w as follows:

The Brigits cexelidmg the ram man)-zopts
The Ribbons- 1opts
Anmal Cards ¢-Ram Man)- spts

Dregs-opts

Play

1. Mateh- The player plays a card
from therr hand to the plaving Feld, i
tins card quakities as a mateh then the
player captures this card. [ it
matches two cards the player must pick.
one set. and if it matehes three the
player gets all Four.

2. Draw- The player draws a eard
face up and playe it to the playng
Frelds Pollowma the same rules as stop 1.
However if tiie card matches a par




) tiree cards remam on i

the Freld until the next Soormg i done a bit differently than
player who plays the ath  the previous games have scored.
card captures all four. When the deck is exhausted endma the
3. Collect captured  round. players:

cards and end turn 1. Add up the vakie of ther mdividual
contmues unti) the captured cards

Jock no longer Wias cards 2. AAdd of the value of ther captured
ceven if there are cards  Hands

3. A\dd these together.

1. Subtraats sopts for eash opponents
oaptured hands.

The player with the nghest seore re-
eieves 1 pt (rather than their total) or
if they've won by 100pts they recieve 2
pls.

Players play as many rounds as thay
want.

Hands
There are £ iands m Higo-Eana and
each are worth sopts.

flboul the Tlustrations

Hanaluda Ulustrations were mirtally drawn smphstically and had fmrted aolors.
Tirs allowed Por them to be prmted easly and quickly. Often spesial versions of the
deck would meorporate additional magry mto the classie mages. not changing the
basic art or design just supplementing it. Zome regions would change aspects. like
some Hawamm decks have pmapples instead of Pavlownia Mowers. The basie ook of
the the cards however hiave remamed the same way Por decades.

For my deck I sought to retam tins smphieity m style but merge some modern aes-
theties cwoll my aesthetios with 19). 1 chose to use veetores as it allwed we o do the
designs m smple forme and repeatable pattems. I kept all the same asperts. fnding
ways to meorporate all traits (such as the red on the moon card) wile areatmg
stand alne mages. [ wanted each month's set to ereate a whole mage. one that
cuild potentially stand on ks own. and when the cards med up they make the Pl pie-
ture. I based my color palette on colors that helped represent the time of year the
months Fell m, wirle also having the whole decks palette be cohesive, and umsex.

This deck_was started my Sophmore yoar at the Sleveland Instrivte of Art
€200%), and was Tmally completed a year later.

ary- Japanese P with Crane and Poetry ribbon

February- Plam Plossom with Busdt Warbler and Puetg Ribbon
B ' ac b '




May- Irie with a red ribbon and g-planked bridge August- Silver Grass with Moon on red sky and geese m Might.

November- Willow. Lightenma Storm, Swallow, Tako Drum, and Ono no Mickikazelmbrelia and frog
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T melded clowds on all the 1opt ammal cards to help identifreation durmag gameplay.
Often me of December’s dregs have the artists signature or the company's logo. [
chose to leave tins out as to not affect the mage.

Many of the mages come from old Japanese folilore and legend. The Kam Man or
Ono no Michkazo i a Wstorieal Figure who became part of folklore, proverbs. and
oven graced the Frst dustrated Japanese mail stamp.

'

Origmal Hanaluda Cards




About the Mlustrator
Telsey Tynn Cretcher

Telaey Crelcher is an llustrator currenlly based
oul of Cleveland, Ohio. She is currently pursuing
a Bachelor of Fine 7lrts in Tlustration from the
Cleveland Tnatitute of 7rt.

She enjoys illuslrating packaging, espcially
game design and illustration. In her spare time
she illustrates pin-up girls.

See her work al:




