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2 PLAYER COOPERATIVE GAME
The 2 Player Cooperative game is a variant of the 
Solo game, read the Solo game rulebook before 
reading the Cooperative game rules.

COMPONENTS

2 Weapon cards 2 Samurai meeples

All components of the Solo game



SETUP

1. To play the cooperative game, players will have  
to sit facing each other.

2. Set aside the 4 Special Weapon cards and shuffle 
the remaining Weapon cards. Place them  
face-down next to you. This is your Weapon deck.

3. Shuffle the 36 Enemy cards. Separate them  
into 6 face-down Enemy stacks of the same size, 
placing them according to the image.

4. Take the 6 Boss cards and place 1 of each in  
the 4th from the bottom position of each stack.

5. Reveal the first 3 cards of each stack and lay them 
next to their stack in an overlapping style as in 
the image. This is the attack row of your current 
enemies. 

6. Place the Deflect tokens and the 4 Special Weapon 
cards next to the Weapon deck.

7. Each player draws 4 cards from the Weapon deck.
8. Assign one meeple to each player. Players choose 

where to place their meeples among the two 
available positions in the battlefield, without 
describing their cards in hand. Each meeple 
will represent the position of the player in the 
battlefield. The meeples cannot occupy the same 
position during the setup.
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GAME FLOW
At the beginning of each turn players will decide 
who is the first player. Starting with the first player, 
players can use 1 or 2 cards from their hand by 
following the Attack and Deflect rules of  
the solitary game, or pass. 
If a player chooses to pass, they won’t be  
allowed to play any more cards during the turn,  
but the other player will be allowed to do so.

ON YOUR TURN
Follow the solitary game rules with  
the following changes: 

Samurai Phase
In this phase you must:
• Draw
• Fight 

Draw: 
During your first turn you don’t draw cards from  
the Weapon deck. At the beginning of the following 
turns, you will draw 4 cards from the Weapon deck 
(players share one Weapon deck). 

Fight: 
During the fight phase you can deliberately attack 
or deflect your enemies, depending on your choices 
and possibilities. To face an enemy you will need to 
consider the enemy position and discard a Weapon 
card correspondingly. You can only use one of the 
positions shown on the card for each Weapon card 
you discard.
You need to consider in which side of the table you 
are sitting, and the position of your meeple in the 
battlefield to understand which row of enemy you 
can hit with your Weapon card. Refer to the example 
in the image.



Attack - Deflect 
Follow the solitaire game rules with the following 
changes: 

To defeat an enemy of the 
Red Troop (enemies with a 
red background) both players 
need to Attack the enemy 
by playing one Weapon card 
showing the position of the 
enemy to defeat. 
A Red Troop enemy can be 
defeated in multiple turns, 
each player will Attack the 
enemy with a card at any 
turn of their preference by 
considering that enemies of 
the Red Troop Attacked with 
a single Weapon card will 
still damage you during the 
Enemy phase. 

When attacking the Red Troop enemy with the 
first Weapon card, place the card close to its 
corresponding Enemy stack, facing the player who 
used it. 
When attacking the Red Troop enemy with the 
second Weapon card, both cards get discarded and 
the enemy is defeated.



To Deflect a Red Troop 
enemy, you only need 
one corresponding 
Weapon card. 
If the Red Troop enemy 
that is being deflected 
has already been 
Attacked with one 
card, the Weapon card 
used to Attack gets 
discarded.

Special action:
In the 2 Players Cooperative game there are 2 special 
actions:
- Concentration: Follow the solitary game rules.
- Move: Meeples can be moved to two different 
positions in the battlefield (see image). During the 
game, Meeples can occupy the same position.
To move a Meeple, the player must discard a card 
from the Weapon deck.
Meeples can be moved at any time during the game.

Note: Special Actions are additional actions and 
don’t replace the main actions.



GAME END

PATH OF THE WARRIOR

The game ends immediately after one 
of the following two conditions is met:
1. All enemies are defeated.
2. If you need to draw a Weapon card but the 

Weapon deck ran out of cards for the third time, 
while there are still enemies around you. 
In this case, you lose immediately.

If you manage to defeat all of the enemies, 
you win the battle. Count your honour points  
to determine if you’ve also won the game  
and which rank you have achieved.
Count the honour points of the defeated  
enemies in your stack. You need at least  
40 honour points to win the game.
• 40 honour points: Apprentices
• 45 honour points: Warriors
• 50 honour points: Samurai
• 55 honour points: Heroes of the empire

Advanced Game Variant:
Replace the following step of the standard setup:
2. Add 4 Yamabushi cards to the Enemy deck and 

shuffle the 40 Enemy cards. Discard 4 face-down 
random cards from the Enemy deck. Shuffle the  
36 Enemy cards.  
Separate them in 6 face-down Enemy stacks of the 
same size, placing them according to the image.

The Yamabushi have the same effects as in the 
solitary game.

OUT OF WEAPONS
Follow the solitary game rules with the following 
changes:
When the deck runs out of Weapon cards for the 
first and second time both players take one Special 
Weapon card into their hand.

Communication:
Players cannot reveal their cards in hand or 
communicate their intentions on where to hit unless 
their Meeples are occupying the same position.
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