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Thank you for downloading the Nusubito Print and Play edition!
Nusubito is an asymmetrical board game for two players, in which one player controls the
Thief, leaping from temple to temple, hidden under the cover of the night, while the other
takes control of the Mists, spirit guards who roam the Temple complex in search of intruders.
Within this pack, you will find everything you need to print and play the core game of
Nusubito. There is a set of quick start rules alongside the printable elements you need to
play the game.
I am currently in the process of developing the game further, to include solo and 3-4 player
variants as well as special abilities for greater replayability. If you would like to show your
support for the game, please share this game with your friends.
You can also follow Finngrim Studios on twitter https://twitter.com/FinngrimStudios for
updates, or consider supporting us financially at https://ko-fi.com/finngrimstudios.
Nusubito is also available to
https://tabletopia.com/games/nusubito
I hope you enjoy the game,
Cheers!
Oz Durose
Finngrim Studios
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Nusubito Quick Start Guide
Welcome to the Nusubito Quick Start Guide. Here I will go through the basics so you can
start to enjoy the game as soon as everything is printed and cut out. This will be a quick
overview, but you can find the full rules at https://finngrim-studios.co.uk/board-game-design/

Cut Out Components
Each component in this pack is separated from the others, so cut out each component
separately. Some components, like the Pawns and the Bolsters, have tabs attached. Cut
these out as one component, folding the tabs as required.
The Pawns are meant to form standing pieces, the Bolsters have tabs to fold under, to aid
picking up and moving around the board. Alternatively, please feel free to use any
components from other games if you think they will work.
The Gameboard is printed over two pages. Please cut these pieces out and stick them
together.

Game Overview
Nusubito is a two player hidden movement game in which one player will take on the role of
the Thief; a ninja-like character leaping across temple rooftops in search of a hidden
treasure. The other player will control the Mists, spirits who guard the temple complex.
The game is played over a series of Day and Night cycles, with three rounds per day, and
one round per night.
During the day, the Thief will be secretly leaping from temple to temple looking for clues
about the hidden treasure’s whereabouts, whilst the Mists spread across the board in search
of the intruder!
During the night, each side will get the chance to gather resources.

Win Conditions
To win, the Thief must find the hidden treasure! It can be found where the two ‘Treasure’
Rods meet, so if we have a treasure Rod on Row 1 and the other on Column C, the Thief
will have to make their way to Temple C1 and declare that they have found the temple.
The Mists win if they can accurately capture the Thief! If the Mist player believes they have a
Seeker Pawn on the same temple as the Thief, they will declare it, If true, the Mists win!
Lastly, if the Thief finds themselves unable to make a valid move, the Mists win. Declaring
any of the win conditions will end the game.

Setup
Please place the components on the game table in the following layout.

The gameboard is in the centre with two small, medium and large Mist Pawns in their
spaces.
Place the rest of the Pawns next to the game board along with the two Bolsters.
The six Rod cards are placed along columns A/C/E and rows 1/3/5, making sure each side
has two ‘X’ Rods and one ‘Treasure’ Rod. Shuffle each set of three rods and place them
along their rows and columns.
Give the Thief player all 9 Coins (coordinate tokens) to pick up into their hand, and two Darts
on the table in front of them to show their inventory. Place the rest next to the board.

Starting the Game
Choose which player is going to take on which role. The Thief will take the Coins into their
hand, and take two darts from the pool. The Mist will shuffle the Rods, and deal them out
secretly along the temple’s row or column.
The Thief will take their first turn, starting from temple C3, then the Mists take their turn,
moving their Pawns across the board.
Continue play until one of the win conditions is met!

Thief’s Day Turn
Moving
During the day, the Thief must move to a different temple. As this is a hidden movement role,
do not use your player marker. Instead, choose a temple to move to and place the relevant
Coin from your hand, face down in front of you. NOTE: Only place the coin relevant to the
temple you are ending your movement on, you don't have to play any coins of the temples
you have passed over.
Each turn, choose one of the following movements:
● Move Twice
○ Choose a temple up to two orthogonal spaces away from your current
location. Play your new location Coin face down in front of you.
● Move Three Times
○ Sacrifice any Coin from your hand to move an additional space, playing it face
down in front of you. Play your new location Coin face down on top of the
sacrificed Coin.
● Move Once and Perform an Action
○ Move once and play your new location Coin face down in front of you.
Choose one of the following to perform before or after your movement.
■ Pick up a Dart: Taking a dart from the pool, into your Inventory.
■ Pick up a played Coin into your hand. You cannot pick up the Coin
you have played this turn, nor a Coin to play this turn. You may pick up
any previously played Coins, including any sacrificed Coins.
■ Look at a Rod along your row or column, secretly. This is how you
find out where the Treasure is hidden.
You may also choose to bluff your movement, choosing to do nothing after moving at least
once.
Bolstered Temples cost two movements to move to or from.

Attacking Mists
You cannot move over or through a Mist without attacking it. To attack, spend the relevant
number of Darts from your inventory, and place the Mist on their side in a ‘Downed’ position.
You do not have to spend darts to pass over Mists in a Downed position.
Healer Mists are free to attack, but Builder Mists cost one dart, and Seekers cost two.
Seekers on Temples are a threat. You must attack Seekers when moving to or from their
temple. You may also attack Seekers on any temple along your row or column, even if you
are just passing through. Remember, each Seeker costs two darts.
Attacking does not cost an action or count against your movement in any way.

Mist’s Day Turn
The Mists have three actions per day turn with which to spread across the board and find the
Thief. You may use any Mist on the board, but only once per turn - you cannot use the same
pawn twice each turn.
You may only have one Mist pawn per space. Downed Mists - those that have been attacked
and placed on their side - may not be used at all, and simply block the space they are on.
Each Mist type has different movements and abilities.

Healers
●
●

●
●

Move one space orthogonally.
Move through a stream of Mists to a new position on the courtyard. A stream is
any continuous line of neighbouring Upright Mists, including over Temples. Downed
Mist will block the stream, and a Healer cannot end their movement on a Temple.
Sacrifice to Heal: If a Healer is next to a Downed Mist, you may Sacrifice (remove
from the board) any Healer on the board to pick it up, back in it’s upright position.
Upgrade: Sacrifice three neighbouring Healers, placing a Builder Mist in any of their
previous positions.

Builders
●
●

●

Move one space diagonally.
Sacrifice to Bolster: Sacrifice a Builder to Bolster a neighbouring temple. You can
only have two temples bolstered at a time, and so if you wish to bolster a third time,
remove a bolster from another temple. You cannot bolster an Occupied Temple.
Upgrade: Sacrifice three diagonally neighbouring Builders, placing a Seeker Mist in
any of their previous positions.

Seekers
●
●
●

Move one space orthogonally and Spawn a Healer in your previous space.
Occupy a neighbouring temple, moving onto it and spawning a Healer behind you.
You cannot Occupy a Bolstered temple.
Seek: whilst on a temple, move through a stream of connected Mists to any other
Temple. You may travel through mists both on the courtyard or on other temples as
long as they are all upright. You may not Occupy a temple that is already occupied or
currently Bolstered. You do not spawn a Healer when on a temple, and you cannot
move from a temple back back to the courtyard, only to other temples.

Once you have taken your three actions, play continues to the Thief.

Thief’s Night Turn
The Thief does not move during their night turns. Instead they have Three Action Points to
spend on the following actions:
●
●
●
●

Pick up a Dart: Taking a dart from the pool, into your Inventory.
Pick up a Coin: Taking any previously played coin back into your hand.
Look at a Rod: Secretly look at a rod card along your row or column.
Remove a Bolster: Remove any Bolster from any temple.

The more action points your use, the more information you will give away about your
location. You can do so using your Player Marker.
● Using no Action Points, or one Action Points have no effect.
● Using two Action Points forces you to reveal which row or column you are on.
● Using three Action Points forces you to reveal your exact location.

Mist’s Night Turn
The Mists do not move during their night turns. Instead, they have Two Action Points to
spend on the following:
●
●
●

Spawn a Healer anywhere on the courtyard.
Upgrade any Healer to a Builder. Healer must be Upright.
Spend BOTH Action Points to Upgrade a Builder to a Seeker. Builder must be
Upright.

Once you have spent your action points, Heal all Downed Mists, ready for the new day.

Winning the Game
Finding the Treasure
As the Thief, if you are on the temple where both Treasure Rods meet, you may ‘Find the
Treasure’. This is a Bonus Action that can only be performed during a day turn. It does not
count towards your movement or actions, but it does end the game. Instantly reveal the last
coin placed (proof of your current location), and the rods on its row and column. If they are
both Treasure Rods, you have won! If even one of them are ‘X’ Rods, you have lost.

Capturing the Thief
As the Mists, if you believe that one of your Seekers is Occupying the same temple as the
Thief, you may ‘Capture the Thief’. This is a Bonus Action that can only be performed during
a day turn. If does not count as one of your three day turn Actions, but it does end the game.
The Thief must instantly reveal their last played coin as proof of their current location. If you
have a Seeker on that location, you have won. If not, you have lost.

