
long time ago in the land of the rising sun, spirits and 
demons known as Yokai were harming human lives. 

Yokai did not directly attack people, but they were causing 
supernatural disasters: Yokai caused farmlands to burn, rivers to 
�ood, thunders to roar, and diseases to spread. 

One day a chieftain of the nearby village visited you, an 
Onmyoji, a practitioner of Japanese esoteric cosmology. �rough 
your knowledge of astronomy and occultism, you discover the 
only way to help save the village. It is simple: the more Yokai you 
manage to capture, the less the menace caused by these demons. 
After a few months in the village, you are successful in your 
e�orts; the Yokai menace is completely eradicated in that village! 

�en, word reaches you of the havoc being wrecked by the 
Yokai on your own village. In your absence, the village chieftain 
has consulted another Onmyoji to help save your village. �is is 
an a�ront because this is your village and the people under 
attack are your people. It is your job to save the day! 

Do not let another Onmyoji save the day and go down in 
history as the greatest there ever was and the Savior of your 
village at the time of need. 

A



In Yokai Septet, your goal is to capture high-scoring Boss Yokai. 

Each turn, players play a card from their hand. After everyone has 
played a card, the player who played the best card takes all the cards 
played this turn, some of which may be Boss Yokai. You’ll keep 
playing until the round ends, and you’ll determine the round’s 
winner. 

You’ll win a round by taking a certain number of Boss Yokai cards, 
which will score you points. Be careful; you can lose a round by 
taking too many cards that aren’t Boss Yokai!

�e main text of this rulebook will cover the 4-player team game. 
Changes for the 3-player game are at the end of this rulebook. 

�ere are also simpli�ed scoring rules at the end of this rulebook, in 
case you’re playing with people new to trick-taking games.

1. Game Overview

2. Components
• 49 cards (7 suits - 7 cards each) • 18 scoring tokens

• 4 player aids • 1 lead player card • 1 rulebook
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3. Card Anatomy
�ere are 7 suits of cards, with 7 cards in each suit. Each card has a 
rank. Wind has the lowest ranks and is least powerful; Snow has the 
highest ranks, and is most powerful. One side of the player aid has a 
breakdown of suits and ranks.

Every suit has a card with a value 7. �at is the suit’s Boss Yokai. 

Every Boss Yokai has point value icons next to the card’s rank.    
       symbols count in all games.         symbols only count in 3-player 
games.

Wind’s lowest card has the rank A. Despite its low rank, it is the 
most powerful card in the game. 

Card rank

Card rank range

Point Value

Range meter indicates the 
relative strength of the card 
within its suit. 
If the “dot” is at the top, then 
that card is the strongest card 
of its suit.

Wind Boss Yokai 
doesn’t have a point value.

At the start of the game, give each player a Player Aid. 
Split up into two teams of two players each. Team members should 
sit across from each other, so each player’s opponents are to their left 
and right.

4. Before the Game

!



5. Round Setup
Shu�e the deck of cards. Deal a hand of 12 cards face-down to each 
player. �ere will be 1 card remaining; place it face-up on the table, 
visible to everyone. �is card’s suit will be the Trump Suit.

Each player looks at their hands, and passes 3 cards to their team 
member.

If this is the start of the game, then the player who was dealt the A 
card reveals it, and takes the Lead Player card. If the A card is the 
face-up Trump Suit card, then the player who was dealt the 13 card 
reveals it, and takes the Lead Player card.

6. Game Play Rules
Each round, you’ll play multiple turns called Tricks where every 
player will play one card from their hand.

�e Lead Player will play �rst. �ey choose any card from their hand 
and play it face-up in front of them.

Every other player, in clockwise order, must now play a card of the 
same suit as the Lead Player. If a player has no cards of that suit, 
they may play any card in their hand.

After everyone has played a card, check to see if anyone played the A 
card. If they did, that player takes the trick.

If no one played the A card, then if anyone played a card of the 
Trump Suit, whoever played the highest card of that suit takes the 
trick.

Taking a trick



Otherwise, the player who played the highest card of the same suit 
as the Lead Player takes the trick. If no one else played a card of the 
same suit as the Lead Player, then the Lead Player takes the trick.

If you take the trick, take all the cards played this trick. If you took 
any Boss Yokai cards, keep them face-up in front of you. Flip the 
other cards you took face-down. Keep face-down cards you took this 
trick separate from cards you took in other tricks; that way, anyone 
can easily count how many tricks you have taken this round.

Each team should keep all cards they took together in one place, 
regardless of which player actually took the card.

Keep Boss Yokai cards you 
took face-up in front of you.

Keep face-down cards you 
took this trick separate from 
cards you took in other tricks.

Next, the player who took the trick takes the Lead Player card.
If the round isn’t over (see “End of Round” on the next page), 
continue to the next trick.



�e round is over, and a round winner is determined, if any of the 
following has happened.

• A team has a total of 4 or more Boss Yokai cards face-up in front 
of them. �at team wins the round.

• A team has taken 7 tricks, but has 3 or fewer Boss Yokai cards 
face-up in front of them. �e other team wins the round.

• No one has cards left in their hands. �e team with the Lead 
Player card wins the round.

7. End of Round

Only the team who won the round scores points. �e other team 
does not score, regardless of how many cards they took. 

Scoring

End of the Game

If one team has 7 or more scoring tokens, they win! 

Otherwise, go back to “Round Setup” and play another round. The 
Lead Player card remains with the last player that took the trick.

!
If a team won the round because the other team took 
7 tricks, the winning team takes all Boss Yokai cards 
remaining in all players’ hands. �ey add these to 
the Boss Yokai they took this round.

The winning team looks at the Boss Yokai cards they took this 
round. Discard the Boss Yokai card of the Trump Suit; it will not 
score. Take 1 scoring token for every         symbol on each remaining 
Boss Yokai card you have; ignore         symbols. Note that Wind and 
Earth cards do not have any         symbols, and will not give you any 
scoring tokens in the 4-player game. 

Important



If you are playing with 3 players, you’ll play with slightly di�erent 
rules.

8. �e 3-player game

• You will play individually, instead of on teams.
• At the start of each round, deal a hand of 16 cards to each player.
• Pass 3 cards to the player to your left.
• The round is over, and a winner is determined, slightly differently.

• Scoring a round depends on how the round ended.

• If one player has 7 or more scoring tokens, the game ends and the 
player with the most scoring tokens wins.

• A player has 3 or more Boss Yokai cards face-up in front of 
them. �at player wins the round.

• A player has taken 7 tricks, but has 2 or fewer Boss Yokai cards 
face-up in front of them. �e other players both win the round.  

• No one has cards left in their hands. �e player with the Lead 
Player card wins the round.

• If the round ended with a single winner, then that player looks 
at the Boss Yokai cards they took this round. Discard the Boss 
Yokai cards of the Trump Suit; it will not score. Take 1 scoring 
token for every       and       symbol on each remaining Boss 
Yokai card you have. Note that Wind card do not have either of 
these symbols, and will not give you any scoring tokens. 

• If the round ended because a player won 7 tricks, then the other 
two players each take 3 scoring tokens from supply. Ignore 
scoring symbols on Boss Yokai cards.

• If 2 players are tied with 7 or more scoring tokens, then the 
round ended with one player taking 7 tricks. The player to the 
left of the player who took 7 tricks wins the game.



Words from the designer
Yokai Septet is based on a game previously released in Japan in 
Spring 2015. It is still being played in Japan as one of the gateway 
games of the trick-taking genre.
My goal with Yokai Septet was to add more strategic “advanced” rules 
to a game with simple yet thrilling play. I hope that this becomes one 
of the classic trick-taking games.

Please check our website prior to playing the game for the most updated 
rules and errata. 

Game Designer: Muneyuki Yokouchi
Developer: Yirli’kumde, Ayatsurare Ningyoukan

Illustrator: U
Graphic Design: Tori Hasegawa, Satsuki Nakayama

Art Direction: Fukutarou
Rules Editor: Gil Hova

Publisher: Dan Kobayashi
Special thanks to all our play testers and Kickstarter backers.

Copyright © 2020 Ninja Star Games, LLC. All rights reserved.

Rochelle Mantanona, yannick citharel, Gael Stevenson, Shingo Ishikawa, William 
Suzuki, Mary Sutton, 물천사, Tomoki Takeuchi, Nerep Cire, Masanobu, Hiko, 
Andrew V42B "Kyubey" Ma, 斉藤 翔 , Brandon Snyder and Joseph Williams, Doug 
Bass, Rod Holdsworth, tarokichi1030, Jeffrey Hellrung, ユーサク, 林昭文 , Diana 
Harris, Benjamin Bord, Chris Reimer, Chris Wray, Matt (TechGeek) Travis, Michael 
'Esker' Burborough, Markus Nowak, Lara Ming Qi Reinartz, ちのまさる , Stéphane 
Henry, shyn, Toshiji Nagoshi, ひげくまごろう , Azlunare, Rodolphe Peccatte, Lil' Boy, 
Mr Jan Silverudd, Denislav Mievski, Paul Lenkic, Daniel Garsia Rezza, Ian Hopkins, 
Brian W. Lenz, Timo 'Korttikuningas' Lindi, Ryosuke Tsutsui

https://www.ninjastargames.com


