Three rhythms ... one circle of drums ... endless surprises!

Find your collective groove with your fellow drummers and keep the rhythms going around the circle
as long as you can. Make it as supportive or competitive as you want. The game continues until there’s
just one player left!
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v 10t0 16 people with 1 drum per person

» Form the drums into a circle with everyone facing into the center

v 1 shime for the judge who is also the person keeping the ji (basebeat)
» You might want to be outside the circle to easily keep an eye on the action

v/ Choose a person to start the game
» Play moves clockwise from the first drummer

. "‘“‘3&..; B P , Taiko Ichi is a pass-the-rhythm-
= = game where drummers choose
to play one of three rhythms
as gameplay moves around the
circle. When you're ready to
start, the shime sets the game
speed with an even ji and counts
in the first player (‘ichi, ni, so-re').
The game keeps going until you
lose the groove!l

Who will be Taiko Ichi Champion?
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Gameplay conrd

There are three different ways to play:

Intro Mode helps players focus on improving their timing and technique.

@ Standard Mode levels up the expectations—be sure to watch your speed and timing so you
can stay in the circle.

Oni Mode perfect for those who want more of a challenge! Increase the speed and
difficulty until just one drummer (or possibly two!) remains and is declared
Taiko Ichi Champion!

We recommend working your way through each of these modes to have the most fun!

The RhyTHMs

Now that you're all set up, everyone needs to learn the rhythms before they can play. The shime will
play an even ji (Te Ke Te Ke ... ) and there are three rhythms the drummers in the circle need to learn.

All rhythms are two counts long. You can only play one of these rhythms when it's your turn.

n Do Ko Do Ko = PASS

Playing four even hits signals that play passes to the next person in
the direction that the rhythm is currently moving.

The hits should be unaccented and played in time with the shime.

Pro Tip:

This is the SAME Teaching Taiko Ichi
rhythm as the jil

Introduce each rhythm on its
own. Start with kuchi shoga
by having the judge say the
rhythm slowly, then all players
Te Ke Te Ke repeating it back as a group.

Do Ko Do Ko Next, set the same tempo on
the shime and go around the
circle, with everyone trying the

Taiko Ichi isn’t a card game Pass rhythm. The next person

... yet! @ in the circle plays immediately
when it's their turn—there are

Enjoy the artistic renderings no pauses between players!

from the imagination of
graphic designer Terry Buck.
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DON KON = REVERSE

Two big hits signal that the direction of play is now reversed! Each
hit takes the space of one count and should be played in time with
the shime.

Pro Tip:

You may think your turn is over ... don't let this rhythm
catch you off guard! A Reverse followed by another
mteaaen—Ichi Reverse will send the rhythm right back to you!

Try not to get stuck in a ‘war of reverses’ and let other people get
a chance to play too!

1 big hit equals 2 hits from the . . .
shime (or one count). Teachlng Taiko Ichi

Introduce players to the
Reverse rhythm using kuchi
shoga—just like you did with
Pass. Try a couple of rounds
where each player can choose
either Pass or Reverse to make
sure everyone knows what each
rhythm does.

Give each big hit the ma (space)
it deserves—or you'll rush the ji.

Do Ko HA! = SKIP

This rhythm starts with two hits like Pass followed by a kiai (shout)
of 'HA!" When this rhythm is played, the next person in the circle is
skipped! You will need to watch ahead ... your turn may be coming
sooner than you think!

Pro Tip:

Be sure you say the
kiai loud enough!
It's an important
part of the rhythm.

The kiai equals 2 hits from the
shime (or one count).

Do Ko | HA! @ 'HA!" is the only

kiai allowed.
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INTRO ModEe

Once everyone knows all three rhythms, you're ready to start the game!

Decide which drummer is going first and announce the direction of play (the game starts

clockwise around the circle). The shime player sets the game speed with an even ji and
counts the first drummer in. Play continues with each drummer choosing one of the three rhythms to
play when it is their turn. Remember, there are no pauses between players!

Play Intro mode for awhile so everyone can learn the game and have fun. See how long you can go
before the groove falls apart—the judge should be a little lenient with everyone at this point. When
someone makes a mistake, stop the game and simply pick up where you left off. The judge will
announce which player will start and which direction play is moving in. No one gets eliminated ... yet!

STANdARd Mode

Now that all players are comfortable with the rules & rhythms, you're ready to raise
the stakes! In Standard Mode, there are four ways that you can be eliminated from the
circle and placed 'on deck':

o Play when you are not supposed to ..
» If you have been skipped or the direction has been reversed I got eliminated.
and you play, then you're out! Now what?

@ Don't play when you are supposed to

: A liminated b
» Keep an eye on the action. It could suddenly become your turn! nyone eliminated becomes

a standby player and is ‘on-

o Play out of time with the ji deck’. Exit the circle, start a
queue, and watch closely!

» Match the tempo & make sure your hits aren't late or early Once the next elimination(s)

o Play something that is NOT one of the three rhythms hﬁppe@ (yes, double
eliminations are possible!)

» There are three distinct rhythms. Don’t get them confused! then the next ‘on-deck’
player comes back in.

Gameplay in Standard Mode continues with the ‘on-deck’ players
rotating back in until you're out of time ... or until you're ready

to level things up even more. For those who want a SERIOUS
challenge, move on to Oni Mode!
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This is where the game gets highly competitive! You have to really listen and interact
with your fellow drummers if you want to be named Taiko Ichi Champion!

Here are the rules for Oni Mode:

@ Be more strict about enforcing the rules
» Who will be on time and who will be eliminated?

@ Increase the speed of the ji after each elimination
» Sharpen you shime skills and see if you can keep track of the action as the tempo increases.

€ Eliminated players do not return ... remove their drums to make the circle smaller each round
» Try to follow along and cheer for the brave souls still left in the game!

Pro Tip:

Use your body language to subtly misdirect people. What happens if you
play a Reverse rhythm and look left while the gameplay goes to the right?

The last round begins when you have three people left. The tension will be high and the pressure will
be on. The game ends with the next elimination. See if you can spot who was supposed to play and

who thought it was their turn to go next! The game can end with one winner ... or two! Will you be the
next Taiko Ichi Champion?

We hope you have
FUN playing
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