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THE CENTURIES-OLD AUTHORITY OF THE ASHIKAGA SHOGUNATE HAS COLLAPSED, CASTING FEUDAL JAPAN'INTD A
PERIOD OF BRUTAL CIVIL WAR, LATER REFERRED TO AS THE SENGOKU JIDAI CLAN HAS TURNED UPON CLAN AS
DAIMYOS, LOCAL LIEGE LORDS, STRUGGLE TO ACCUMULATE POWER AND PRESTIGE.

EACH PLAYER CONTROLS A SAMURAI, A SKILLED WARRIOR PLEDGED TO THE SERVICE OF A DAIMYO AND THEIR
CLAN. THEIR DUTY IS TO DEFEAT ANY ENEMY THAT THREATENS THEIR LORD'S AMBITIONS AND TO TAKE THEIR HEAD
FOR HIS PLEASURE.

BLOOD WILL BE SPILT AND GREAT WARRIORS WILL FALL IN THIS BATTLE FOR JAPAN.

LAMETLAY OVERVIEL:

GAMEPLAY TAKES PLACE ACROSS A SERIES OF ROUNDS, IN WHICH EACH PLAYER CONTROLS A SAMURAI EMBROILED
IN THE FIGHTING THAT CONSUMED FEUDAL JAPAN.

THE PLAYER'S SAMURAI IS REPRESENTED ON THE BATTLEFIELD BY A MINIATURE ON A HEXAGONAL BASE. A SMALL
TRIANGULAR NOTCH ON THIS BASE MARKS THE SAMURAI'S FRONT FACING, WHICH IS IMPORTANT FOR
UNDERSTANDING ABILITY CARDS.

ABILITY CARDS REPRESENT THE SAMURAI'S ATTACKS, DEFENCES AND MENTAL PREPARATIONS. PLAYERS
CONSTRUCT A DECK OF 40 ABILITY CARDS BEFORE THE GAME, WHICH MAKE UP THE ENTIRE RANGE OF ACTIONS
AVAILABLE TO THEIR SAMURAI WITHIN A SINGLE DUEL.

EACH TURN, PLAYERS SELECT A SINGLE ABILITY CARD FROM THEIR HAND TO ACT AS THEIR SAMURAI'S ACTIONS.

ABILITY CARDS ARE ALWAYS RESOLVED TOP TO BOTTOM ONCE ACTIVATED, WITH EACH "LINE™ OF SYMBOLS, TEXT
OR GRIDS REPRESENTING AN ACTION RESOLVED AT THE GIVEN INITIATIVE VALUE.



SET-UT & DIALRAM:

EACH PLAYER CHOOSES A SAMURAI AND TAKES THEIR CORRESPONDING MINIATURE, SHUFFLED 40 CARD ABILITY
CARD DECK (1), PASSIVE ABILITY CARD (6) AND SAMURAI CONSOLE (2).

PLACE THE CONSOLE PAWN ON THE GATEWAY KAMAE POSITION AND THE WOUND, STUN AND BLEEDING WOUND
CARDS (5) WITHIN REACH OF ALL PLAYERS.

SETUP THE ADVANTAGE CARD USING THEIR CHARACTER'S INITIATIVE NUMBER (FOUND ON THE CONSOLE), TO SET
THE ORDER OF THE ADVANTAGE TOKENS, WITH THE HIGHEST INITIATIVE SAMURAI'S TOKEN PLACED AT THE TOP.

EACH PLAYER PLACES THEIR SAMURAI MINIATURE WITHIN THE ANY OF THE FIRST FOUR STARTING BATTLEFIELD
HEXES CLOSEST TO THEIR TABLE POSITION (3).

FINALLY, EACH PLAYER DRAWS THE TOP 5 ABILITY CARDS FROM THE DECK INTO THEIR HAND AND ADDS THE
PASSIVE ABILITY CARD (6). THE MAXIMUM HAND SIZE FOR ANY PLAYER IS 5, WITH THE PASSIVE ABILITY CARD
NEVER BEING COUNTED FOR THE PURPOSES OF WORKING OUT DECK SIZE OR IN-GAME HAND SIZE.
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READING ARILITY CHRDA: 4
< o8
» &
y .I"\ 2 t
9 EMERLENCY BLOCK - * 4y \\i7iATIVE SPEED: THIS NUMBER VALUE REPRESENTS THE 4
| o "4 ORDER IN WHICH AN ABILITY GARD AND ITS ACTIONS WILL . :
20y ) ACTIVATE ONCE REVEALED, RELATIVE TO THE INITIATIVE SPEED O
oon THE OTHER OPPONENT'S ABILITY CARD. THE ABILITY CARD ACTION
& WITH THE HIGHEST VALUE INITIATIVE SPEED IS RESOLVED FIRST.
> IF THERE ARE TWO INITIATIVE SPEEDS WITHIN A SINGLE BOX LIKE
B SHOWN, THE CONTROLLING PLAYER MAY CHODSE AT WHICH
'mO INITIATIVE SPEED THE ABILITY CARD'S ACTION WILL ACTIVATE, BY
1 CHOOSING (IN PLAYER ORDER) A SINGLE INITIATIVE VALUE AT OR
BETWEEN THOSE TWO VALUES.
iqk 2) GARD TYPE: ABILITY CARDS COME IN THREE CORE TYPES,
rene wners ron 10 ooe, SN . REPRESENTED BY A SYMBOL ON THE CARD. DEFENCES (W)
| | 44 ATTACKS (3) AND MEDITATIONS (4)
ST TR

3] ABILITY CARD ACTIONS ALWAYS RESOLVE IN ORDER FROM TOP TO BOTTOM. THIS DIVIDING LINE MARKS
WHERE ONE SEGMENT OF AN ABILITY CARD ENDS AND THE OTHER BEGINS. THERE MAY BE A NEW INITIATIVE
VALUE PROVIDED WHICH DETERMINES WHEN THE SECOND PART OF THE ABILITY CARD'S ACTIONS ACTIVATE.

4) INSTANTS: IF THE ABILITY CARD IS AN INSTANT (%), IT WILL BE SHOWN HERE- EITHER AS A
REPLACEMENT (=) OR A ADDITIONAL INSTANT (+). INSTANTS CAN BE PLAYED FROM THE HAND TO
IMMEDIATELY REPLACE THE SAMURAI'S CURRENT ABILITY CARD AND ITS EFFECTS OR TO ADD TO THEM.

0] POSITIONAL ATTACK/DEFENCE GRID: THIS GRID SHOWS THE RELATIVE POSITION OF THE PLAYER'S
SAMURAI (6] AND ITS FACING, ALONG WITH THE POSITION OF THE ATTACKING / DEFENDING EFFECT THAT
TAKES PLACE ON THE CORRESPONDING BATTLEFIELD HEX. THE SAMURAI'S POSITION IS ALWAYS SHOWN AS
FACING TOWARDS THE TOP EDGE OF THE ABILITY CARD, THIS CORRESPONDS WITH THE “FRONT FACING' OF
THE SAMURAI MINIATURE ON THE BATTLEFIELD.

71 KAMAE EFFECTS: [F A SAMURAI'IS IN A KAMAE (KAMAE SYMBOLS), THEY WILL RECEIVE ANY
CORRESPONDING BONUS FROM THAT KAMAE IN THE TOP-TO-BOTTOM ORDER IT IS STATED ON THE ABILITY
CARD.

8] CARD RANK AND NUMBER. USED IN THE DECK BUILDING SEGMENT OF THE GAME.



KEY CONCETTA:
CHARD INITIATIVE STEED:

ALL ABILITY CARDS HAVE INITIATIVE VALUES, WHETHER THIS IS PROVIDED ON THE ABILITY CARD OR IN THE CASE
OF INSTANTS, TAKEN FROM THE ATTACHED ABILITY CARD.

THESE INITIATIVE VALUES RANGE FROM 1T0 10 AND SET THE ACTIVATION ORDER OF THE ABILITY CARD ONCE
REVEALED IN THE ACTIVATION PHASE.

TIED INITIATIVES & ADVANTALE:

IF THE REVEALED ABILITY CARDS HAVE A TIED INITIATIVE BUT ARE DIFFERENT “TYPES", RESOLVE THE CARDS IN
THIS ORDER: DEFENCE (@), ATTACK (340 AND MEDITATION (4.

|F THE REVEALED ABILITY CARDS HAVE A TIED INITIATIVE VALUE BUT ARE THE SAME "TYPE", THE SAMURAI WITH
THE HIGHEST ADVANTAGE WILL RESOLVE THEIR CARD FIRST.

ADVANTAGE IS TRACKED ON THE ADVANTAGE TRACKER CARD. EACH SAMURAI'S RELATIVE POSITION IS SET AT THE
START OF THE GAME WITH THE ADVANTAGE SYMBOL (4% FOUND ON SOME ABILITY CARDS CHANGING THE ORDER.

KAMAE & KAMAE TREE:

KAMAE REPRESENTS THE SAMURAI'S POSTURE AND MENTAL ATTITUDE. EACH SAMURAI HAS A DIFFERENT
KAMAE “TREE" (FOUND ON THE KAMAE TREE], WHICH REPRESENTS THE SAMURAI'S CHANGING MENTAL AND
PHYSICAL DISPOSITION. <

KAMAE TREE

ALL SAMURAI START AT THE KAMAE ‘GATEWAY' (3) AND EACH o \
AVAILABLE KAMAE IS REPRESENTED BY SYMBOLS ON THE '}qf_{‘?*-*»

SAMURAI'S KAMAE TREE AND ON CERTAIN ABILITY GARDS. N\

SOME ABILITY CARDS AND THE PASSIVE ABILITY CARD ALLOWS \2) @ﬁ)

A SAMURAI TO MOVE FROM ONE KAMAE POSITION TO ANOTHER IF P\ .

ITIS LINKED BY A "BRANCH" (2].

BEING IN A KAMAE POSITION (1) WILL UNLOCK THE :*»O)

CORRESPONDING BONUS EFFECTS FOUND ON ABILITY CARDS AND :* '. '*,'l;-,: };1
e T, 1))

THE USE OF SOME SENSEI ABILITY CARDS.

TIP: EACH KAMAE SUITS A PARTICULAR STYLE OF FIGHTING ON THE BATTLEFIELD, WHETHER THAT'S ADDING
MOVEMENT T0 A CHARACTER OR BUFFING ATTACKS. MAKE SURE THAT YOUR SAMURAI CAN MAKE THE MOST OF THEIR
ABILITY CARDS BY KEEPING A CLOSE EYE ON THE SAMURAI'S CURRENT KAMAE POSITION AND THE KAMAE EFFECTS IN
THE CURRENT HAND OF CARDS.




KEY CONCETTA:
ounn & ELEEDING WOunD CARDS:

EACH TIME A SAMURAI IS STRUCK BY AN ENEMY ATTACK AND TAKES A WOUND (1), THE CONTROLLING PLAYER
MUST TAKE A WOUND CARD AND PLACE IT IN FRONT OF THEM. EACH WOUND CARD IS COUNTED CUMULATIVELY AND
MEASURED AGAINST THEIR SAMURAI'S TOTAL HEALTH POINTS TO JUDGE IF THE SAMURAI IS DEFEATED. MULTIPLE
(1) SYMBOLS WILL CAUSE MULTIPLE WOUND CARDS TO BE DRAWN.

IF THE ATTACKING ABILITY CARD HAS A () SYMBOL, THE PLAYER MUST TAKE A BLEEDING WOUND CARD INSTEAD.
FOR EACH BLEEDING WOUND CARD ON A SAMURAI, THE CONTROLLING PLAYER MUST TRANSFER AN ABILITY CARD
FACEDOWN FROM THEIR DECK ONTO THEIR DISCARD PILE IN THE DRAW PHASE BEFORE DRAWING THEIR ABILITY
CARD IN THE HAND.

5TUN CHERDS:

SOME ABILITY CARD ACTIONS CAUSE STUN EFFECTS (=2). EACH TIME A SAMURALI IS “STUNNED’, THE CONTROLLING
PLAYER MUST DRAW A STUN CARD INTO THEIR HAND. THIS CARD CANNOT BE DISCARDED IN ANY WAY BESIDES
PLAYING IT FACEDOWN IN THE DRAW PHASE.

IF A PLAYER'S HAND IS FULLY COMPRISED OF STUN CARDS AND THE PASSIVE ABILITY CARD IN THE DISCARD PHASE
AND EXCEEDS THE HAND LIMIT, THEIR SAMURAI IS DEFEATED.

INSTANTS:

IF THE ABILITY CARD HAS THIS SYMBOL (%), IT IS AN INSTANT. INSTANT CARDS CAN ONLY BE PLAYED ON A
NON-INSTANT ABILITY CARD OF A DIFFERENT "TYPE'. E.G., AN INSTANT ATTACK CARD CANNOT BE PLAYED ON AN
ABILITY ATTACK CARD.

INSTANT REPLACEMENT CARDS (%)) CAN PLAY FROM THE HAND ONCE ALL ABILITY CARDS HAVE BEEN TURNED
FACEUP BUT BEFORE THE PLAYER WITH THE INSTANT REPLACEMENT CARD HAS RESOLVED THEIR SAMURAI'S
CURRENT ABILITY CARD.

INSTANT REPLACEMENT CARDS ARE PLACED OVER THE PREVIOUS ABILITY CARD, REPLACING ITS EFFECTS WITH THE
EFFECTS LISTED ON THE NEW CARD.

INSTANT ADDITIONAL CARDS (J&) CAN BE PLAYED ONTO ANY NON-INSTANT ABILITY CARD BY A PLAYER BEFORE
THEIR SAMURAI'S TURN IS OVER. IF NO INITIATIVE VALUE IS GIVEN, ANY EFFECTS FROM THE INSTANT ADDITIONAL
CARD ARE RESOLVED SIMULTANEOUSLY AS AN ADDITIONAL PART OF THE ABILITY CARD'S EXISTING ACTIONS.

IF AN INITIATIVE VALUE IS PROVIDED OR DISPLAYED AS AN (=) SYMBOL, THEN ANY EFFECTS ARE RESOLVED
IMMEDIATELY AFTER THE ABILITY CARD’S WHICH IT HAS ATTACHED TO.



ROLND DRDER: ik

13 DRAW PHASE: 3 T
EACH PLAYER DRAWS A SINGLE ABILITY CARD FROM THEIR DECK. EACH PLAYER THEN SELECTS AN ABLU-TY CARD '
T0 PLAY FROM THEIR HAND AND PLACES IT FACE DOWN NEXT TO THE OPPONENT'S CHOSEN ABILITY CARD.

2] ACTIVATION PHASE:

EACH PLAYER REVEALS THEIR ABILITY CARDS SIMULTANEOUSLY AND RESOLVE THE CARD'S EFFECTS IN INITIATIVE
ORDER, STARTING WITH THE HIGHEST INITIATIVE. (SPEED 0 ABILITY CARDS ARE ALWAYS RESOLVED LAST DURING
THE ROUND SEQUENCE.) AFTER ALL ABILITY CARDS HAVE BEEN RESOLVED, DISCARD THEM FACEUP ONTO THE
DISCARD PILE.

3] DISCARD PHASE:
EACH PLAYER MUST END THE ROUND WITHOUT EXCEEDING THEIR MAXIMUM HAND SIZE, IF EXCEEDED, THE PLAYER
MUST DISCARD ABILITY CARDS (FACE DOWN] UNTIL THEY ARE EQUAL TO THE LIMIT.

NOTE: IF A PLAYER HAS NO ABILITY CARDS TO DRAW, THEY MUST ADD A WOUND CARD TO THEIR SAMURAI

ERAMPLE ROUTND:

BOTH PLAYERS (RED AND YELLOW]
DRAW A SINGLE ABILITY CARD FROM
THEIR DECK INTO THEIR HAND.

BOTH PLAYERS SELECT AN ABILITY CARD
FROM THEIR HAND AND PLACE IT
FACEDOWN NEXT TO THE OPPONENT'S
CHOSEN CARD.

BOTH ABILITY CARDS ARE
SIMULTANEOUSLY REVEALED AND
RESOLVED IN INITIATIVE ORDER.

RED PLAYED "SWIFT MIND" SPEED 9 (1)
AND YELLOW PLAYED "FIRM MIND’
SPEED 5 (2). RED PLAYER RESOLVES
FIRST FOLLOWED BY YELLOW.

RED MOVES INTO THE FRONT LEFT HEX AND USES THE OPTIONAL
ROTATE (3). YELLOW USES THE OPTIONAL DIRECTIONS TO MOVE
FORWARD TWO HEXES, ROTATE ONCE (4) AND THEN DRAWS 2 CARDS
FROM THEIR HAND FACE DOWN (5).

NEITHER PLAYER ARE IN A KAMAE YET SO THEY DO NOT BENEFIT
FROM THE KAMAE BONUSES (6]



"%

EXAMPLE ROUND CONT...: Tae

SECOND ROUND BOTH PLAYERS
DRAW FROM THEIR DECKS TO
THEIR HANDS AND BOTH PLAY
FACEDOWN AND REVEALING
SIMULTANEQUSLY.

BOTH PLAYERS REVEAL THEIR
PASSIVE ABILITY CARDS WITH
SPEED 0 (7). YELLOW PLAYER
HAS THE ADVANTAGE (8] AND SO
GOES FIRST. DISCARDING A CARD
IMMEDIATELY TO USE THIS CARD.

WHEN A PLAYER DISCARDS FROM THEIR OWN
ABILITY CARDS THEY MUST PLAY THEM FACE
DOWN INTO THE DISCARD PILE (9] (WHEN THEIR
OPPONENT FORCES THEM TO DISCARD THEY
ARE DISCARDED FACE UP).

YELLOW PLAYER DECIDES TO USE THEIR MOVE
ACTION WHILST RED DECIDES TO CHANGE THEIR
KAMAE ONE BRANCH FROM THEIR STARTING
GATE TO ‘BALANCED KAMAE (10). THIS
ALLOWS RED TO ACCESS THE "BALANCED'
BONUSES ON THEIR ABILITY CARDS (11 WHILST
THEY REMAIN IN THIS KAMAE.

THIRD ROUND, THEY DRAW AND PLAY A CARD. RED PLAYS "WILD SWING" SPEED 7 AND YELLOW PLAYS "CALM

DEFENCE" WITH SPEED BOUNDARIES OF 6 TO 2. RED INFLICTS TWO WOUNDS (12) TO YELLOW WHICH THEY DRAWN
FACE UP IMMEDIATELY. RED THEN ALSO DISCARDS 1 CARD (AS THE KAMAE ABILITY IS ACTIVATED). YELLOW THEN
RESOLVES THEIR ABILITY CARD BY FAILING TO DEFEND THEN FORCED TO STEP BACK 1 HEX OF THEIR CHOICE [13).




WHAT HAPPENS IF MY CHARACTER IS FORCED INTO MOVING INTO ANOTHER CHARACTER?
IF TWO CHARACTERS COLLIDE IN MOVEMENT THE ABILITY CARD OF THE PLAYER THAT MOVED
FIRST IS CANCELLED ON THE COLLISION AND BOTH PLAYERS RECEIVE A STUN CARD.

WHAT HAPPENS IF MY CHARACTER MOVES INTO AN ENVIRONMENT OBJECT OR THE ARENA
BOUNDARY?

THE PLAYER'S CHARACTER WHO IS MOVED INTO THE ARENA BOUNDARY OR ENVIRONMENT
OBJECT RECEIVES A STUN CARD.

WHAT HAPPENS IF [ CANNOT DRAW FROM MY DECK? & ¥
A PLAYER WHO RUNS OUT OF CARDS TO DRAW FROM THEIR DECK MUST DRAW A STUN CARD Fﬂﬁ' e
EACH CARD UNABLE TO BE DRAWN. . w .

WHAT HAPPENS [F MY HAND LIMIT IS FILLED WITH STUN CARDS?
[F YOU CANNGT DISCARD FROM YOUR HAND (YOU CANNOT DISCARD STUN CARDS FACE DOWN)
ANDIT HAS GONE OVER THE CHARACTER'S CARD LIMIT THEY ARE DEFEATED.

NECKH ERUILDING:

AT THE CORE OF BATTLE FOR JAPAN: SENJUTSU IS SAMURAI DECK BUILDER / CONSTRUCTION. EACH PLAYER CAN
CREATE A DECK OF 40 CARDS MADE UP OF CERTAIN CARD RANKS:

JADE; ONLY ONE JADE CARD IS ALLOWED IN THE ENTIRE DECK.

B AP OF D PR G R TTRRe O ik

GOLD; ONE OF EACH ABILITY CARD IS ALLOWED IN THE DECK.
— o LR TR T e e T

STEEL; UP TO THREE OF EACH ABILITY CARD IS ALLOWED IN THE DECK.
O T A I X RN T TR 1 LN AR

WO0OD; ANY NUMBER OF THESE ABILITY CARDS ARE ALLOWED IN THE DECK.
[T~

EXAMPLE OF A CHARACTER SENJUTSU DECK
B A (v 1t L L ]| assmemasmemnssimen aammmmens s

THESE SYMBOLS INDICATE THE
CARD IS FROM SEASON 1 AND IS
THE 29TH OF 106 CARDS.

X1 DRAGON MOON SLASH X1 EMERGENCY BLOCK X3 SWIFT MIND X4 QUICK STAB
X1 EVASIVE STEP X2 FIRM MIND X3 DEEP MEDITATION
X1 WAR CRY X2 HORIZONTAL CUT X2 POMMEL SMASH

X1 CALM COMPOSURE X1 LUNGING THRUST X2 WILD SWING
X1 DASH DOWN STRIKE
X2 SEVERING CUT
X2 STONE BLOCK
X1 WIND BLOCK

NOTE: SAMURAI CORE CARD DOES NOT COUNT TOWARDS DECK SIZE OR HAND SIZE.
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