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WALK THE PATH OF LEGEND

Welcome to the island of Kagejima and the Kingdom of the Moon. Build a team from six mighty
clans, each with its own strategies and traditions on how to walk the ninja’s path. Employ all of
your skill and strategy to survive the Moon Princess’s challenges and emerge victorious against
your rivals. Guide the growth of your team and prove it worthy of serving the Moon Princess as

protectors of Kagejima.
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In the time before the sun, the stars alone cast
shimmering reflections on the black waters.
Ameratsu dipped her great spear deep below the
waves, and the first light rippled through the water.
As she drew the bejeweled weapon forth, the light
arose and blazed across the sky. Droplets rained
down in the wake of the shining blade and scattered
across the face of the waters to form the lands of the
world and all that dwells within it. The new light,
however, did not fall upon everything equally. A drop
fell away from the others, unseen and obscured, and
the radiance of the sun touched it only thinly. Here,
the sun only deepened the shadows. Here, those
things that wished to hide from the new world found
refuge under the trees and hills.

But all shadows love the light to flatter them and
give them shape. The cool illumination of the moon
found a purchase on this dark land that the sun’s
hot brilliance could never hold, and all who dwelled
there embraced its pale power. And so, shadow-
veiled Kagejima came into the world, shrouded by
mist and unmarked by all but the great sea.

The first humans came from the Empire of the Sun,
when that ancient realm was in its earliest flush of
youth and vigor. Hardy, rugged men and women
who loved the edges of civilization more than its
heart, these explorers loved the island’s wild beauty

and mystery. They did not name the island, however.

They learned its name. The spirits of this new land,
the kami, who watched these people take their first
cautious steps under the trees and build fires on
the beach, whispered in the quiet of the moonrise,
“Kagejima.” And so it was.

BIRTH OF KAGETIMA

Kagejima is a land of mysteries. Here, the six
elements flow with a freedom and abandon not seen
in brighter lands. The first humans found that the
water tasted sweeter, and the flowers smelled more
fragrant. The darkness felt colder too, and the places
of death drained the spirit. But this close to the
mystical power of the land—a power unburned by
the light of the sun—they found a life more vibrant
than any they had ever known.

Kagejima sang to these mortals in the bubbling of the
streams and the howling of the storms. So far from
the Imperial Court and so alive, they gave no thought
to leaving, and quickly spread across the island to
settle where the song sounded best. For generations,
only the barest rumors of the shadow-haunted island
and its name drifted back to the Empire.

Over the years, the people of Kagejima divided and
joined, moved and settled, fought and cooperated,
until six distinct clans emerged in different regions
across the island. Each had its own understanding of
the six elements, and each boasted its own mystical
connection to the land and sea. Inevitably, these
unique approaches lead them into conflict. Disputes
over trade and borders became arguments over
philosophy and ways of life, and soon, the clans

went to war for dominion of Kagejima.

The sutras say that life is conflict. Decades of overt
and subtle strife had honed the warriors to lethal
perfection, but they had drained the resources and
strength of the clans. One family, long scholars of the
land’s mysteries, finally arose with a vision to unify
Kagejima rather than conquer it. In the soft light of
the moon, they learned to balance the six elements.
By drawing wise men and women from across the



island, they used this wisdom to bring balance to the
clans. Thus, the Moon Kingdom was founded.

The Moon Court never attempted to end the
conflicts, merely to channel them. The arts of
stealth and subterfuge became paramount, as the
people matched their methods to the magic of their
land. The balance embodied by the Moon Queen
allowed the clans to pursue their own paths and to
strengthen the island as a whole. This new direction
was soon tested, however, when the Sun Empire
sailed in on the tides.

The Sun Empire, arrogant in its power, sent
embassies to the Moon Kingdom to demand
obedience. They found the Moon Court strong and
firm. “We welcome the trade and companionship
of our brothers,” the ruling Queen said, gracious in
her tone and wise in her age. “But do not presume
more. The panther may aid the tiger in its kill, but
it does not bow.” The Sun Empire’s lead emissary
bowed deeply, and tales say that all those present
thought him to be honest in his respect. “The moon
is changeable and fades with the passing days,” he
said. “The sun is unchanging and patient.”

But not too patient. Within the year, agents of the Sun
Court had stationed themselves at the Moon Palace
and at every clan’s seat. They spoke subtle words to
the ambitious and the dissatisfied. They gave gold to
the greedy and guarantees to the gullible. They spread
schemes and sought secrets, but they were as cubs
before tigers. The clans of Kagejima had played such
games for generations. Soon the Sun Court found

its plans in ruins, its agents exposed and ejected, its
treasure spent for nothing. And so the first invaders
came to Kagejima.

Over the centuries, the Sun Emperors sent eleven
armies to Kagejima. Each time, the land itself seemed
to conspire against the attackers. The seas rose in
fierce storms that shredded sails and timbers. The
chill of winter set in early or lingered late. The tides
dropped lower than in living memory and revealed
rocks that ripped majestic hulls into kindling.

Those few expeditions fortunate enough to reach
the landings formed up their ranks, set off into the
trees, and vanished. Again and again, nothing but

haunted, defeated sailors escaped to bring tales of

disaster, if anyone returned at all. They say that some
Sun Emperors railed and raged, while others nodded
sagely, but all of them ordered more ships to be built.

The Moon Court’s agents reported back on the
continuing roil of ambitions throughout the Sun
Empire’s vast holdings. Lesser rulers might have
used these divisions to attack their enemies as the
Sun Court had tried to do. Moon Princess Kaeko,
however, chose to use them to solve her enemy’s
problem, and thus, her own. Though coolly received
at first, her invitation for an embassy resulted in the
first Sun Court officials setting foot, unmolested,

on Kagejima in just over four centuries. She met the
ambassadors in her west garden at dusk and, glowing
pale like her namesake, Princess Kaeko proposed to
aid the Sun Court. She pledged to send a group of
her most skilled shinobi to the Sun Emperor’s service
for a full year. They would do all that he required of
them, she said, to maintain the rightful order in his
lands, save work against the Moon Court. More, she
would send a new group of shinobi each year, if he
agreed to make a permanent peace with Kagejima.

And so, at midsummer each year, eager and
ambitious warriors from every clan gather for

the Moonlight Tournament. From one full moon

to the next, these shinobi compete in organized
tests of cunning, subterfuge, endurance, and wits.
Each victory brings honor to the clan, glory to the
warrior, and the favor of the Moon Princess. So
prestigious are these games, that the Tournament
has become the primary outlet for inter-clan
conflict. Many grudges and questions of honor

are settled at this time. The Moon Court subtly
encourage this, for they know that keeping the clans
focused keeps Kagejima strong. They also know
that only the finest shinobi can represent them to
the Sun Emperor, and the games invariably select
the strongest, fittest, and most subtle among their
subjects. Each year, hopefuls and spectators flock to
the Moon Castle to see whose name will enter the
rolls of the elite; who shall bear to the Sun Court the
heavy parchment and moon seal proclaiming them
the finest shinobi in Kagejima.

Or, so they say. . .
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GAME CONCEPTS

Before starting a game, at least one player should
read through the rulebook in its entirety to
understand how the game plays.

ATTRIBUTES

Each model has a set of numbers and keywords that
represent how effective they are in the game. These are
their attributes. A model’s attributes are Movement
(, ), Attack (E, €id), Defense (E, £@), Affinity,
Keyword Abilities, Special Abilities, and Koban
Cost (B, ).

il L

CHUNIN

Title

Movement Attack Defense  Koban  Affinity

57912120 ©

Keyword  Allowance: 1
Abilities  Close Combat Master, Fire Mastery

Choose 1 ability:
Tiger Strike: +3 G until the end of the turn,
Specia I for the rest of the round the chunin does not
BAbilities roll any defense dice.
Pounce: Before attacking, the chunin may
move up to 3 spaces. After the attack, the
chunin is Slowed.

Art

AFFINITY AND TESTS

Ninja All-Stars uses special dice to resolve all game
actions. The Ninja All-Stars dice have six different
icons on them, representing the six sacred elements
of Kagejima.

R @
(@ B~

Each model has an affinity with one or more
elements, which are listed in the model’s attributes
under Affinity.

The most common use of the Ninja All-Stars dice
and the Affinity attribute is called an affinity test.
When the game requires a model to make an affinity
test, the model’s player rolls three dice. If at least one
dice shows the icon for the element the model has as
an affinity for, the affinity test is successful.

When a model is required to make an opposed
affinity test, then both players make an affinity
test. The player who rolls the most elemental icons
matching their Affinity wins the opposed affinity
test. If there is a tie, the players roll again.

Models with more than one Affinity must choose
which element will be used before the model makes
the affinity test.

When making an affinity test for the entire team,
the player must choose a single model that is on the
game board to make the test.

Affinity has additional effects during combat and
for keyword abilities. These rules are covered in
their relevant sections later in the rules.




REROLLS

Occasionally, dice may be rerolled. Dice that have
been rerolled cannot be rerolled again. If an ability

or card references an element that needs to be rolled,

this refers to after rerolls have been made.

INFLUENCE ZONE

The spaces adjacent to a model are its influence
zone. These spaces represent the area close enough
to the model which they can affect.

Many abilities only work on models that are within
the influence zone of the model using the ability.
These rules are covered in their relevant sections
later in the book.

4 FRONT
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FACING

In Ninja All-Stars, each model has a facing. There
is a mark on each model’s base that shows which
direction is forward for them. The three spaces
directly away from the space the model is facing is
their back. All other spaces are their front.

LINE OF SIGHT

Models require Line of Sight (LoS) to target enemy
models with all actions, abilities, and attacks, unless
otherwise specified.

A model may only draw LoS through spaces in its
front influence zone. To determine if a model has
LoS to another model, draw a straight, imaginary
line from any point on the model’s base to any point
on the base of the intended target. Then look at each
space that the line passes closest to. If no models,
terrain, or other effects which block LoS occupy
these spaces, the model has LoS to its target. Models
always have LoS to themselves.

The following items block LoS:
» Models, friendly or enemy.

 Some elements of terrain, such as walls or foliage.
(See Terrain, page 17.)

o The model’s own back influence zone.




SETU?

Follow the steps in this section to prepare the
game to be played.

I. PLAY JANKEN
(ROCK, PAPER, SCISSORS)

The winner of the round of Janken, has initiative.
Many steps in setup and gameplay begin with
the player who has initiative, and then moves
clockwise around the table.

2. CHOOSE NINTA TEAM

Ninja All-Stars includes enough models to play
four teams, in four different colors of plastic.
Players may use the models to play as one of the
prebuilt Shrine Teams, or may build their own
custom Clan Team. (See Building Teams, page 20.)

Each prebuilt Shrine Team has a unique reference
card with its rules, and uses all nine models of a
single color.

All of the models on a player’s team are friendly
models and all of the models that are not on a
player’s team are enemy models.

For your first game
we recommend
using the Fire
Shrine and Water
Shrine prebuilt
teams.

3. CHODOSE CHALLENGE

Challenges are unique scenarios that specify

the goals that players must accomplish to win
the game, as well as special rules that affect the
game. Players should decide cooperatively which
challenge they would like to play for the game.
See Challenges, page 72.

For your first game we recommend playing the
Brawl challenge!

#. CREATE TOURNAMENT GROUND

The game board has two tournament grounds

to choose from, one on each side. Players may
choose either tournament ground regardless of the
challenge being played.

After the game board has been laid out, place the
two dojo boards on either side of the game board.

Place the Round Tracker token, with
the “10” face down, on the round one
location.

Each player places a Score Tracker
@ token, with the “10” face down, on the

“0” space of the dojo score track.

Roll a die to randomly determine what

position the Moon Tracker token starts

on. Place the token on the Moon Tracker
space that matches the element rolled.

Shuffle the Moon Deck and place it on the dojo
board. Then each player, starting with the one who
has initiative, draws a hand of three Moon cards.
(See Phases of the Moon, page 15.)

Shrine Lantern

The player with initiative then places either a
lantern or a shrine token onto the game board.
Lanterns and shrines may be placed in any space
that is at least two spaces away from any O
deployment zone space.

Players then take turns placing either lanterns

or shrines. After at least four lanterns have been
placed, a player may choose to “pass” on placing
more lanterns or shrines. Once all players have
consecutively passed, setup continues. A maximum
of six lanterns and four shrines may be placed,
unless specified otherwise. Lanterns and shrines are
explained in more detail on page 18.




Many challenges will require additional elements
on the game board, such as medals or sentries.
When this is the case, follow the rules as specified
in the challenge.

5. PEPLOY NINJA

The player with initiative chooses one player to
decide which edge of the game board is their
deployment zone. That player will also place the
first model, and have the first turn.

In a two player game, the opposing player’s
deployment zone is the opposite board edge. If
there are more than two players, the remaining
players play Janken, with the winner of each
round being the next to choose a board edge.

%\ Each player’s board edge has specific

N_4 deployment spaces marked with a square
around the dot. The players’ models may only be
deployed in these spaces.

Moon Phase
Moon Card Tracker

Deck |

Moon
Dojo Board

Moon Cards

Shrine Team :}\' £1d
Reference Card | % Ef de

Game Tokens {:} 5)

Players then take turns
setting up one model at

a time, until all of the
models allowed by the
challenge have been set up
in the respective players’
deployment zones. Place
any remaining models on
the players’ teams in their
Training Ground. Then
complete any other setup
required by the challenge.

f|] "AEaEm EEEE Sy sSosrs |

The Training
Ground

Models that are in the Training Ground are

being kept in reserve for later in the challenge.
Challenges normally only allow a few models to be
on the board at one time. Any excess models on a
team must wait in their team’s Training Ground.

6. GO NINJA D!

It’s time to start round one! The player with the
initiative takes the first turn.

Round
Tracker Healing

| House
] ST TR
| o

: i Training
Ground

g Moon Cards

Shrine Team

| Reference Card
I

[

Score

Dice
PP .,
.t .5, Game Tokens
L'f'e e
@5
Score



SEQUENCE OF PLAY

ACTIVATION

During each round, players take turns activating
one model at a time until all of the models on each
team have been activated. The player who has the
initiative takes the first turn.

During their turn, a player may activate one
model on their team that is on the game board,
and that has not already been activated this
round. Once all of the models on the game board
from each team have activated, the round is over
and a new one begins.

When a model is activated, the model may move
and then take a single action.

The most common action for models to take

is attack. A model cannot take an action and
then move again, even if the model has unspent
movement points. Once a model takes an action,
its activation is over.

Once a model completes its activation, it may no
longer activate until the next round. Only one
model may be activated during a turn.

Use activation tokens to keep track of
which models have activated during
the round. At the end of the round,
remove all of the tokens.

"

UPKEE?

At the end of each round, players perform upkeep.

1. Beginning with the player with initiative, and
then proceeding clockwise around the table, each
player performs the following steps:

« Move one friendly model from the Healing House
to the Training Ground. (See Injured, page 14.)

o Remove Activation Tokens
o Perform one of the following:
e Draw one Moon Card.

« Move one additional friendly model from the
Healing House to the Training Ground.

o Remove all Stun tokens from one
friendly model.

« Deploy friendly models from the Training
Ground to the player’s deployment zone, until
the maximum number of models allowed by the
challenge are on the game board. These are the
team’s reinforcements.

2. Advance the Moon Tracker token one space,
clockwise, to the new phase of the moon. (See
Phases of the Moon, page 15.)

3. Advance the Round Tracker token one space. If
it reaches the end of the track, flip the token over
and move it to the start of the track.

NEW ROUND

To determine who activates the first model in later
rounds of the game, play another round of Janken.
The winner has the initiative for the round and will
activate the first model.

4 Li
An alternative method
to decide initiative

is to make opposed
affinity tests. The

winner has initiative.




MOVEMENT

The Ninja All-Stars game board is made up of a grid
of dots. Each dot is a space. Models are placed on
the game board with its base covering a dot to show
that it is on that space. A model’s base may only
cover a single dot and should be centered over it.

When activated, a model may move a number of
spaces up to its total number of movement points.
Whenever a model moves a space, it may move
onto any of the eight spaces that are adjacent to the
space it is currently on that does not have another
model on it.

Once a model has finished moving, the player must
turn the model so that its front faces an adjacent
space. Even if a model does not move, it may change
which direction it is facing during its activation for
free, without spending any movement points.

Note that, whenever a model moves, it is turned
to face a space at the end of the movement by the
player that moved it.

i) s i i . ) i (il )
Once a model has finished moving, it may take an action.

A model may use its action to run and move up to
the total of its movement a second time.

Some spaces may have terrain which cause special
effects, or require additional movement points,
when a model moves onto them. These spaces have
unique dots that represent their terrain type. (See
Terrain, page 17.)
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POPGING

Attempting to leave a space that is in at least one
enemy model’s influence zone is called dodging.
When a model attempts to dodge, it must make

an affinity test. If the affinity test is successful, the
model may move into the new space normally. If
the model fails the affinity test, it gets a Stun token,
cannot move out of the space, and its activation
immediately ends. (See Stun, page 77.)

A model must attempt to dodge to be able to leave
a space that is in an enemy model’s influence zone,
even if it wishes to move to another space in the
same model’s influence zone.

LARGE-SASED NINTA

Some models have a larger base than others. Instead
of only taking up one space, large-based models cover
four spaces at once. Moving forward, backward,

side to side, or diagonally to each new dot set only
costs large-based models one movement point, even
though their base covers multiple new spaces.

If any part of a large-based model’s base moves over
any space with terrain, it is affected by the terrain.

If a large-based model ends its movement with

some of its base on elevated terrain and some of it
on non-elevated terrain, the large-based model will
only count as being on elevated terrain if at least two
of the four spaces its base covers are elevated terrain.

Like small-based models, large-based models can
only face eight directions. When facing a diagonal
space, align the large-based model in the same
manner as a small-based model. When assuming a
non-diagonal facing, position the mark on the base
between two spaces, as shown in the diagram below.




COMSAT

A model may use its action to attack another model. die from the dice remaining as the result of the
The model may attack any enemy model within one attack. The player may only choose a die from the
space of itself and in its front influence zone. dice they rolled. When both players have the same

number of dice remaining, the attacker chooses the

The activated model that initiates the attack is the el o thana oy

attacker. The target of the attack is the defender.
The result of the attack is determined by the

The attacker rolls a number of Ninja All-Stars dice el b e thetdichtaion:

equal to its Attack Ll attribute. The defender rolls a
number of dice equal to its Defense E4d attribute.

" L
The attacker and defender should roll different i ! ‘ o
colored dice to make it easy to identify which ‘ )
dice belong to each model.
SPIRIT VoID

The results of the two rolls are compared, and

dice are eliminated based on the following The attacker is Injured. The defender is Injured.
elemental pairs:

EARTH AR

EARTH X % AIR The defender is The attacker may
Stunned. (See Stun, move the defender up
' page 77) to three spaces in any
direction.

witez AQ _ )(‘ FIRE

Spirit and Void eliminate each other.

&L

Earth and Air eliminate each other.

WATER FIRE
Fire and Water eliminate each other. The player who picked All models in the
Water as the result attacker’s influence

When two dice eliminate each other, remove them may move the attacker zone, including the
from the pool of rolled dice. Dice that the attacker up to three spaces in attacker, are Stunned.
rolled can only eliminate dice that the defender any direction. The (See Stun, page 77)
rolled and vice versa. All possible eliminations defending player then
must be made. places the defender

in the attacker’s front
After all eliminations have been made, the player influence zone.
with the most dice remaining chooses a single - M

ks




MOVEMENT AS A RESULT
OF COM3BAT

When a combat result causes the attacker or
defender to move, all other models’ influence zones
and terrain are ignored. All other movement rules
apply as normal.

INJURED

When a model is Injured,
remove the model from the
game board and place it in
the player’s Healing House.

ASSISTS

Friendly models may assist
the attacker and defender
in a fight, granting them

ol

Healing House
additional dice. A model cannot assist if it is

Stunned, or if it is in the influence zone of an enemy
model other than the attacker or defender.

The attacker gains +1 Attack for each additional
friendly model that is in the defender’s influence zone.

The defender gains +1 Defense for each additional
friendly model that is in the attacker’s influence zone.

SACK STRIKE

When an attacker is in any of the spaces that are
in the defender’s back influence zone, the attacker
gains +1 Attack.

PEFENDER; =

8ACK STRIKE:

+ AT ’,‘.

CATTACKERE:

-

@ (.-

It

RANGED COMBAT

Models that have “Ranged” listed in their profile
may take a ranged attack action. The number listed
is the maximum number of spaces away the model’s
target can be and still be attacked.

Ranged attacks work exactly like normal attacks,
except that the only elemental results that cause any
effect are Earth and Void. Other elemental results
may be chosen, (and usually are when the defender
wins) but have no effect, unless the model has an
ability which says otherwise.

A model that is in an enemy model’s influence zone
cannot make ranged attacks. Ranged attacks cannot
benefit from assists or back strikes.

Ranged attacks do not count as normal attacks,
and are only affected by effects that specifically
affect ranged attacks.

’ ——

SHURIKEN

Every model has access to small, lightweight,
thrown weapons such as shuriken or kunai. These
allow every model to make a ranged attack with a
range of three spaces. When using these weapons,
the attacker may only roll one die to attack,
regardless of what the model’s Attack attribute

is, and may not claim any bonuses. These ranged
attacks are Stealthy (see page 17).




PHASES OF THE MOON

The phases of the moon and the fickle favor of
the Moon Princess can play an important role

in determining the victor of a challenge. These
capricious elements are represented by the Moon
Tracker and the Moon Deck. The moon will wax
and wane over and over in a cycle.

IS

MOON DECK
The Moon Deck
represents the many
dirty tricks, strategies,
or mystic traps a team of
ninja prepare and use to
win a challenge.

A player can never have
more than three cards
from the Moon Deck in
their hand at once. If,
after they draw a Moon
Card, a player has more than three cards they must
immediately discard down to three cards.

Each Moon Card outlines when it can be played and
what affect it has on the game.

Once a Moon Card is played and has resolved its
effect, the card is discarded. There is only one Moon
Deck discard pile shared by all players. If all of the
cards from the Moon Deck are drawn, then shuffle
the discard pile to create a new Moon Deck.

Cards in the Moon Deck have more powerful or
additional effects that may be used if the card is
played while the Moon Tracker is at a specific phase
along the track. These additional effects are listed on
each Moon Card.

Ay 1ol s i, play
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ADVANCED RULES

ASILITY AND CARD TIMING

Sometimes multiple players will want to use abilities
or play Moon Cards that affect the same situation
that is occurring in the game.

If the effect does not occur during combat, players
resolve effects starting with the player who has
initiative for the round. If the effect occurs during
combat, the attacker always plays and resolves
effects first. Play then continues clockwise around
the table, until every player has had a chance to
play effects.

Effects that allow or require rerolls must be played
before eliminations are made.

If an effect only occurs when a specific element,
or combination of elements are rolled, the effect
only triggers after rerolls, but before eliminations,
are made.

CONFLICTING EFFECTS

When two game effects directly conflict, such as an
ability that causes an action to always fail versus one
which causes it to always succeed, only the effect
which causes the opposing effect to fail occurs.

KEYWORD ASILITIES

Many models have one or more Keyword Abilities.
These are special abilities that modify the model’s
performance.

Throughout league play, models can gain new
keywords. Once a model has a specific keyword,
they cannot gain it again—multiple instances of the
same keyword are not allowed!

The specific Keyword Abilities are detailed in the
Appendix section, page 77, for easy reference during
your game.

STATUS EFFECTS

Some rules or abilities cause ongoing effects. These
are called status effects.
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When a model is affected by a status effect, place
the appropriate token next to the affected model.
In the rules, models are often referred to as being
“Stunned, Cursed, etc.” This means that the model
has a token of the corresponding status effect on
them, or that one token of the appropriate type
should be given to them.

A model may accumulate any number of status
effect tokens, even of the same type. Each status
effect outlines how long it lasts. When a model is
Injured, remove all status effect tokens, except Delay.

The specific status effects are detailed in the
Appendix section, page 77, for easy reference

during your game.

STEALTH

2)

If a model is not within LoS of any
enemy model, it may use its action to go
into Stealth. Place a Stealth token next to
the model.

Models in Stealth cannot be attacked or targeted by
abilities. If a game effect affects an area of the game
board that includes the model’s space, it will affect
the model normally.

Line of sight cannot be drawn to a model in
Stealth, and LoS can be freely drawn through the
space it occupies.

A model in Stealth only has an influence zone
during its activation, thus enemy models are not
required to dodge to move past it, and it cannot
assist friendly models in combat.

When a model in Stealth takes an action or takes an
affinity check other than dodging, it loses Stealth.

popaiNG

When a model in Stealth dodges, it must make an
affinity test as normal. If it fails the test, remove the
Stealth token instead of suffering the normal effects
of failing to dodge. The model may then continue
the attempt to move out of the influence zone and
dodge as normal, or remain stationary.



STEALTHY

Any action, attack, or ability that is Stealthy does
not cause a model to lose Stealth when used.

STEALTH COMBAT

When a model in Stealth makes an attack, it gets
+13d. This bonus does not apply to ranged attacks.
After any attack is made, the model must remove
the Stealth token.

SEARCH

A model may use its action to search for enemy
models in Stealth. The model must make an affinity
test. If the test is successful, all enemy models in the
model’s influence zone must remove their Stealth
token. Searching is Stealthy.

TERRAIN

Terrain represents the effect that trees, buildings,
or any other features on the game board have on
models and the challenges in which they compete.
Terrain is represented by a unique dot on the space
showing the type of terrain.

Sometimes the rules will refer to separate “elements”
of terrain. This occurs when using the terrain
requires players to look at the spaces and the art

on the game board. For example, a wall and a tree
both use the rules for elevated terrain, but are
separate elements, even if they are right next to one
another. Since Ninja All-Stars has two unique game
board layouts and will have more in the future, it

is impractical to individually diagram every game
board. It is always best for players to look at their
chosen game board before the game starts, and
agree to any separate elements.

Rough: Moving onto a space of rough terrain
costs two movement points instead of one.

Obscuring: Models cannot draw LoS through

obscuring terrain. If a model is on a space of
obscuring terrain, they may draw LoS, and have LoS
drawn to them as normal.

Elevated: Elevated terrain is terrain that

provides a model with a viewpoint that is
higher than the ground, such as the top of a wall,
tree, torii arch, or even floating clouds.

When drawing LoS, both to and from a model on
elevated terrain, non-elevated terrain and models
are ignored. However, LoS is blocked, both to

and from the elevated model, if the line crosses
another space of elevated terrain that is not within
the elevated model’s influence zone, or a separate
element of elevated terrain.

When drawing LoS between two elevated models,
only models or separate elements of terrain that are
also elevated along the same line block LoS.
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Structures count as elevated terrain,
page 18.

To move onto a space of elevated terrain from a
space of non-elevated terrain a model must pay
three movement points.

To move from a space of elevated terrain to a
non-elevated terrain space, or from one elevated
space to another adjacent elevated space, costs one
movement point as normal.

Influence zones are treated as normal when a model
is on elevated terrain. i.e. Models that are on non-
elevated terrain are still adjacent to models that are
in elevated spaces next to them.

Elevation is ignored when counting spaces to
determine range for ranged attacks.




SPECIFIC TERRAIN TYPES

Some specific types of terrain require more
explanation, as they either function as a hybrid of
the above mentioned terrain types, or have special
rules that come into play when they are used.

Structures: Structures are both obscuring
and elevated terrain. Structures block LoS
between models that are not on elevated terrain.

Foliage: Foliage is both obscuring and rough

terrain. If a model in Stealth moves through
a foliage space without ending its movement, it
immediately lose Stealth. If a model in Stealth
moves onto a foliage space and ends its
movement, it does not lose Stealth and may move
off the foliage space without losing Stealth in
later activations.

¥ Lanterns: Lanterns are a token which
represents terrain that players are
allowed to place on the game board
during challenges. Lanterns may be

placed over any other terrain type that is not a
token. Lanterns are obscuring terrain that cannot
be moved across. If a model in Stealth moves within
one space of a lantern, it loses Stealth due to the
lantern’s light.

¥ Shrines: Shrines are a token which
represents terrain. Shrines may be
placed over any other terrain type
that is not a token. Shrines are
obscuring terrain that cannot be moved across.

When a shrine is placed on the game board, the
player chooses one of the following status effects
that the shrine radiates: Curse, Poison, Slow, Haste,
Lucky, or Protect. Curse, Poison, and Slow are
detrimental status effects. Haste, Lucky, and Protect
are positive status effects.

When a model moves within one space of a shrine
that radiates a detrimental status effect, it must
make an affinity test. If it fails the test, the model
gets one status effect token of the type of the shrine.

While a model is within one space of a shrine
that radiates a positive status effect, it may use
its action to make an affinity test. If the test is
successful, the model gets one status effect token
of the type of the shrine.

| Crates: Crates are a token which
represents terrain. Crates may only be
used in challenges which specify their
use. Crates are obscuring terrain that
cannot be moved across.







Instead of playing the premade teams that are included
in the box, players may build their own teams.

A player gets 100 koban to spend to recruit models
for their team. Each model’s entry specifies how
many koban the model costs to recruit. A player
must choose a single clan, and may only recruit
ninja from the chosen clan.

Additionally, players may recruit Ronin, mercenaries
that will join any clan. While some Ronins’ names
or descriptions may refer to specific clans, the Ronin
may be hired by any clan as normal.

The models included may be used to represent any
clan. Alternatively, you may purchase Clan Boxes,
that possess unique models to represent your clan.

Each type of model has an Allowance listed on

its entry, shown as a number range. The lower
number is the minimum number of models of
that type that must be recruited for the team to
be legal. The higher number is the maximum
number of models of that type that may be on
the team. If the Allowance is a single number, the
team must include the exact number listed.

Some models have unique special abilities. If the

the entry specifies that the model chooses a specific
number of the special abilities listed, the player must
choose the abilities when the model is recruited.

When each model is recruited, record its
attributes and abilities on a Team Scroll. Use the
team’s scroll to track experience, new abilities,
and new members of the team.
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A TEAM

NINTA TYPE

While ninja are a diverse and colorful group of
characters and clans, they all fall within a few set
types that help define their role on a player’s team.

CHUNIN

Aspiring leaders and skilled fighters within the
clan are called upon to lead their own team of
ninja at the Moonlight Tournament as chunin. This
is an incredible honor, and the trials to come will
not only test a chunin’s leadership and skills, but
their spirit as well.

KAIKEN
Kaiken are the backbone of the clans. To be

a kaiken is not to be relegated to a basic or

low role. Training to become a kaiken starts
from birth and is ingrained through hardship,
conditioning, and trials that normal people could
not withstand. Kaiken are masters of the art of
stealth, the sword, and the shuriken. As their
experience grows, they learn to tap the elemental
magic of Kagejima, unlocking potent abilities to
rival even the great Heroes.




YATIRI

Yajiri specialize in attacking from afar. Their

black shafted arrows are renowned for striking
with deadly accuracy. While the bow is utilized
throughout all the clans, many have developed their
own unique forms of ranged warfare. The Kitsune’s
blowguns eliminate sentries with only the sound

of a silent rush of wind to mark their use; while the
thunder of the Tora’s rifle sows confusion among the
enemy ranks, even as it wreaks terrible devastation.
No matter the form it takes, a yajiri’s value to their
clan cannot be underestimated.

KUNDICH]

Kunoichi are specialized female fighters and scouts
for the clans. Though deadly and widely trained in
the ninja arts, the kunoichi put particular emphasis
on speed and agility. In battle, kunoichi focus on

key mission objectives such as scouting targets and
carrying vital missives. When combat is unavoidable,
Kunoichi are especially proficient at eliminating
targets with a hail of deadly shuriken or kunai.

2/

ONI

There is no denying the divine connection that the
people of Kagejima have with the land. It is said
that man and Oni first met as enemies, but soon
developed a grudging respect; the Oni for their size
and strength, and men for their technology and
tenacity. Many Oni, however fickle, will join a team
to honor agreements, to demonstrate their strength,
or just for the fun of it. They may not be the most
stealthy, but their effect on the enemy is remarkable.

MADOUSHI

All clans possess the mystics known as madoushi.
In some clans, they are revered as sages,
alchemists and healers. Other clans regard them as
witches, and tolerate them with barely concealed
mistrust and fear. Whether they are revered or
reviled, all madoushi are able to harness the
powers native to the lands of their clan. With
training, study, and meditation, a madoushi learns
to draw from the lines of Ki that race through

the landscapes of Kagejima, summoning the very
elements to do their bidding.




CLAN TORA

Great Getsu-san dominates the skyline of Kagejima. The Tora are often a difficult clan. Like their totem,
Named for the cool luster of its snow-capped peaks— they can be proud and haughty, always ready to
shining in the day and glowing in the moonlight—it pounce on an opportunity or perceived weakness.
is visible from anywhere on the island. The majestic They love games and contests of physical skill,

view is especially dramatic as one moves inland strength, and agility. Taunting and one-upmanship
from the eastern coast. Here, the land rises from the are common, especially among the Tora youth, and
coastal cliffs to the foothills of Getsu-san. Villages challenges for racing, rock climbing, swimming,
push into the borders of the great northern forests or similar competitions often quickly follow.

and skirt the edges of rougher land to the south. Arrogance, abuse, or excessive ego, however, are not
Beyond rice and timber, this region yields the rare tolerated. There’s always someone faster or stronger;
and wondrous minerals, materials, and the black and more experienced or skilled clan members have
blood of the earth that fill the island’s forges. These no qualms about knocking unruly youth down

are the lands of the Tora clan. several pegs if necessary.




These activities are more than fun and games. The
Tora see these challenges as the best way to improve
oneself and the clan. If you're the best, say so, but be
prepared to back it up. Everyone is expected to give
as good as they get, and to have a thick enough skin
to laugh off the taunts. Anything less is considered
poor sportsmanship. Likewise, the flamboyant
bragging and bravado is supposed to be just that—
more vim and vinegar than vitriol. Anyone who lets
it pass into true venom quickly finds himself with
more challenges than he can handle.

These attitudes make it hard for the Tora to
understand or trust anyone who doesn’t openly
express their passion or energy. If someone is an
excellent swordsman, he should say so. If someone
else is an incredible horsewoman, she should
announce it proudly. Likewise, those who will not
fight for their beliefs or ideals leave the Tora cold and
suspicious. Honor is of extraordinary importance to
this clan, and they express, pursue, and defend it as
loudly and ostentatiously as they do everything else.

On Kagejima, a clan that over specializes cannot
adapt and becomes vulnerable. The Tora have not
thrived for so long by being nothing more than
strutting athletes and boisterous braggarts. Despite
their outward emphasis on physical prowess, the
Tora recognize skill in nearly all its forms, and they
have applied their relentless refinement of talent
through constant challenge to many arenas.

Tora quickly learned to take advantage of the myriad
resources of their homeland. The mountainous
geography both toughened them physically

and provided access to minerals and metals in
abundance: lead, copper, tin, sulfur, mica, jade,
limestone, granite, flint, salt, niter, and iron, among
others. Indeed, the rough terrain proved a boon.
While many areas of Tora lands are ill-suited to
cultivation, they support many hardy and fast-
growing trees which provide a continuing supply
of charcoal. All this combines to make the Tora the
preeminent smiths and alchemists of Kagejima.

Constantly competing to improve the beauty
and quality of their creations, Tora smiths equip
their warriors with some of the finest and most
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lethal weapons and armor in the world. Their
understanding of metallurgy is unchallenged on the
island and rivaled only by a few masters working in
the Sun Empire’s most important and prestigious
cities. Their mastery of alchemy is, perhaps, not

as great, but they have taken this discipline in far
different directions than the stuffy and hidebound
potion-brewers of the Sun Court.

This combination of circumstances, attitude, and
material wealth has allowed the Tora clan to lead
the way in developing and refining numerous

new technologies. They built the first firearms

on Kagejima and, by most accounting, still make
the finest. They pioneered the creation of small,
concealable concoctions and clever tools that

their shinobi use to excellent effect. Indeed, all the
warriors of this clan boast a tremendous variety of
high-quality equipment to complement their finely
honed skills. They are among the most formidable
of foes, both for their raw physicality and
surprisingly subtle tricks. In the past decade, every
mission to the Sun Court has included at least one
Tora shinobi, and the clan elders have no intention
of seeing that change.




CHUNIN

504013120 ©

Allowance: 1
Close Combat Master, Fire Mastery

Choose 1 ability:

Pounce: Before attacking, the chunin may move

up to three spaces. This move may only be made if

it will result in the chunin being able to attack an
enemy model. After the attack, the chunin is Slowed.

Tiger Strike: Before the chunin attacks, its player
may give the chunin +3 €3 until the end of the turn.
For the rest of the round, the chunin does not roll
any defense dice.

KAIKEN YATIRL

1502020100 ©5020)0% O

Allowance: 2-4 Allowance: 0-2
Ranged 5: +2 i
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MADDOUSHI
15130273 ©

Allowance: 0-2
Engulf, Fire Mastery

Choose 1 ability:

Metal to Dust: At the beginning of the round make
an affinity test. If the test is successful, attacks
against the madoushi get -2 i, to a minimum of 1,
until the end of the round.

Volcano Pots: The madoushi may use its action to
make an affinity test. If the test is successful, one
enemy model within six spaces of the madoushi, and
all models adjacent to the enemy model, are Stunned.

KUNDICHI ' ONI

1%826)157 © ©4-82057 )% O

Allowance: 0-2 Allowance: 0-2
Nimble Precision Strike, Resilient




SYAKKD

504031299,

Close Combat Master, Hero, Precision Strike,
Regeneration, Resilient, Tora’s Claws

Vault: Byakko may move through spaces occupied
by other models.

e

Byakko might be mad. Then again, many say that
about the Tora. Even among a clan that so broadly
venerates its totem, however, Byakko is accounted
strange. Focused and intense, this young warrior
fights with the ferocity of his clan but matches this
with an uncharacteristic cunning. He is also daring
beyond sense, for Byakko truly believes himself the
incarnation of the White Tiger. Said to possess a piece
of the moon in its heart, this special kami supposedly
provides its host with mystical protection. Any

other who fought as Byakko fights would be called

YV
5630420 ©

Engulf, Fire Mastery, Hero, Resilient

Dragon’s Breath: Ryu may spend his action to have all
models that are in Ryu’s front influence zone take an
affinity test. If a model fails the test, they are Stunned.

e

As a young boy, Ryu was lucky. He showed a talent
and interest in alchemy and was able to apprentice
in this profession with his father. They traveled
together over much of northern Kagejima, gathering
exotic ingredients and conducting business. One
fateful trip through the mountains, however, saw
them fall victim to a howling group of bandits.
Again, in a way, Ryu was lucky. He survived, though
he perhaps wished he had not, and wandering

reckless or suicidal, but he absolutely believes himself
protected, and so far, it seems true. This lunatic piety
is strange, even among the Tora. Byakko might be
mad. Then again, he might be right.

Yamazaru monks found him sitting alone, sobbing
inconsolably in the remains of his father’s wagon.
As he grew in their monastery, Ryu showed
aptitude for the monk’s martial practices, and he
soon became a strong and focused fighter with an
understandable hatred for those who preyed on the
weak. Upon his maturity, he chose to return to the
Tora, and he brought his considerable skills and
drive for justice with him.
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CLAN YAMAZARU

At the farthest northern point of the island, the lush
bamboo stands and forests give way to craggy pines
and low mountains. The soil thins, and the granite
bones of Kagejima break through the greenery,
supporting plants as hardy and rough as the stones
around them. The air cools and occasionally

smells of snow, even in summer. Winding paths

cut through the sharp hills and mountains, dotted
with stone shrines and snow-topped Tori gates. The
storms here are infamous. Winds that howl like the
hungry dead lash the earth with stinging, driving
rain. Many feet of snow can fall in an hour. Only

the most fierce and stoic of men and beasts make
their homes here. Many a traveler has given grateful
thanks for the sight of smoke rising from the heavy-
timbered homes that appear suddenly around sharp
bends in the roads. These remote and solid villages
are the scant signs of civilization found among

the cold stone and dark trees in the lands of the
Yamazaru clan.

The Yamazaru, much like the lands they inhabit, are
strong and enduring, and touched by cold spirits.
They display a sometimes bewildering mixture of
frosty indifference and glowing warmth. Beneath



the flinty exterior their environment encourages,
most of them are good-natured, welcoming, and
even playful. Their surroundings can be harsh.
They must often hack and scratch their livelihoods
from an indifferent land, and the climate of their
home is unforgiving. While the Yamazaru value
stoicism and hard-edged practicality as survival
traits, they see the harsh cold of their mountain
homes as good reason to be warm and open in their
lives. The weather often limits travel, forcing clan
members and any visitors to find ways to live closely
with others. They often gleefully play pranks on
friends, family, and visitors alike. It’s not unusual
for neighboring villages to be involved in so-called
“wars of smiles”, exchanging a series of elaborate and
involved practical jokes, for years.

They are also renowned for their curiosity. Any
stranger who can produce a toy, bauble, device, or
other object of interesting operation or unusual
origin, will find an extra warm welcome among

the Yamazaru. Of course, while he may have all his
sake paid for, he will also have little peace, as young
and old will come in for miles to see the wonder.
This interest extends to new stories, rumors, ideas,
techniques, and the doings of great and small
people across Kagejima. Despite their remoteness,
the Yamazaru are often strikingly well informed.
Many merchants and travelers remark on this clan’s
willingness to try new things and experiment with
outside ideas.

For all their famed interest in objects and toys,

the Yamazaru almost universally regard material
possessions as merely shiny amusements. Tools are
useful for keeping body and soul together, and good
quality or clever devices can be of great help; but in
the end, however beautiful or helpful or enjoyable,
they are only aids to the individual or village. The
truly valuable things in life are found within oneself
and in relationships with others—family, friends,
and the clan.

The majority of Yamazaru have rich spiritual

lives. The connection to their mountain home

and its many kami does as much to support their
communities as it does to make their own days rich.
The chance to commune with the mountain without

the distractions of a busier, more cosmopolitan
lifestyle is what first drew the clan’s progenitors here,
and it is why so many of their descendants stay.

Yamazaru warriors are famous (or infamous,
depending who is telling the story) for their
unmatched feats of toughness, endurance, and
resilience. Their training exemplifies these traits.
Students will stand as still as a statue for days —
‘Catching Snow’ the instructors call it — and swim
wide mountain lakes without coming up for air.
Exercises often involve traveling days without sleep,
striking trees without bleeding, or moving massive
stones without bending. This sort of conditioning for
the body allows the Yamazaru to let their minds float
away from their physical hardships. Thus, they both
endure great punishments and learn to perceive the
greater wisdom hidden in plain sight.

For over a generation, no Yamazaru warrior has
entered the Moonlight Tournament without first
undergoing the test called “The Mountain Sees’.
Outsiders have never understood this ritual. Even
those who have witnessed it several times see it as
just another excuse to stand outside in bad weather.
Every spring, however, those who would compete
in the Tournament find places on the mountain
where they can see far and feel the wind, and on the
new moon after the equinox, they stand in these
spots to see what the mountain will show them. It
is a reflective time, a test of spiritual endurance,

for visions come to each participant. Few share
what they see, for such experiences are often deeply
personal, but many promising warriors have chosen
not to travel to the Moon Court after this test.




CHUNIN
040406120 ©

Allowance: 1
Close Combat Master, Earth Mastery

Choose 1 ability:

Back Flip: Before the chunin moves, it may move
into any empty space in its back influence zone. The
chunin automatically succeeds any required dodge
rolls and can move onto any terrain type that it
could normally move to.

Yama Fist: Before the chunin attacks, its player
may give the chunin +2 G and -2 €@ until the end
of the round.

KAIKEN YATIRI]
150303720 05010)04 O

Allowance: 2-4 Allowance: 0-2
Ranged 5: +1 Gid, Stealthy




MADOUSHI
156203913 © |

Allowance: 0-2

Earth Mastery

Choose 1 ability: le,
Healing Herbs: When a friendly model that is o
adjacent to the madoushi is Injured, its player T

may Stun the madoushi to have the model ignore
being Injured.

Mountain Flute: Ranged 10, Stealthy. Both Earth
and Void results Stun the target.

KUNDICHI

ON
17020209 © 964041200

Allowance: 0-2 Allowance: 0-2
Nimble Resilient, Yamazura’s Tail




SON GOKU

7030307 ©

Earth Mastery, Hero, Leap, Resilient

Lucky: Son Goku gets a Luck token at the beginning
of each of his activations.

M

Kagejima is nothing if not uncanny. The way the six
elements mix and the power within them influences
every aspect of life, however subtle. Every year,
numerous children are born with a touch of the
supernatural. Son Goku was born with the aspect of
the monkey. His high spirits and care-free attitude
are matched only by his skill, agility, and wanderlust.
Born to a family of weavers, Son Goku showed his
nature quite young, when the village elders sent

him to train with the clan’s best warriors at the

age of seven. Though many enter the Moonlight
Tournament for honor and glory, few yearn to win it

MIZARY
56204230

Close Combat Master, Focus, Guard, Hero, Resilient

Amazing Awareness: Mizaru may use his action to
have any model within eight spaces lose Stealth. No
LoS is required.

e

At age 14, Mizaru lost his sight to a witch’s

curse, and his story might have ended there. The
Yamazaru’s harsh homeland means that such an
injury makes one a beloved liability, relegated to
homebound chores. Mizaru rejected that life. He
refused to become bitter and focused his anger in
learning to overcome his affliction. He honed his
senses until he could navigate roads and trails by
sound and the touch of his scabbard, identify people
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more than Son Goku, for no other reason than the
chance to travel abroad. Kagejima is simply too small
to contain him.

by scent, and track any movement by the barest
noise. Many outside the clan thought it strange
when he joined the Yamazaru’s famed scouts, and
nearly insane when he became their captain only a
few years later. Any who have seen him spar with
the best swordsmen, pin a mountain thrush to a tree
with his kunai, or run flawlessly through a rocky
forest have no such doubts.



Yamazaru Oni

Yamazaru Chunin Yamazaru Kaiken

Yamazaru Yajiri

Yamazaru Kunoichi Yamazaru Madoushi Son Goku

























