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Introduction
Bushido tournaments should be fun, social experiences where players compete in 
a competitive but fair environment, each striving for their share of the 
Silvermoons available. 

Terms
Bye: A player who has no game in a round is said to have a bye round.

Judge: Tournament organisers will appoint one or more judges to answer rules 
questions.  During a tournament, the judge is the final authority on any rules 
issues.  For larger events it may be necessary to have a head judge and several 
judges.  Any event with more than one judge should appoint a head judge so 
there is one final authority on the day.

TO or EO: Tournament, or Event, Organiser
The person or group of people who are organising the event.  They are 
ultimately responsible for making the event happen and have the final decision 
on disagreements on the day.

Xi Han & Zoo
UK 2015
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Player Responsibilities
Logistics: Players should bring all their own models, profile cards, dice, 
measuring devices, markers, and templates they require for play. 
Players should have all the current, official profile cards for the models in their 
warbands and must show a profile card, or the relevant rules from the errata or 
rulebook as appropriate, if requested by their opponent. 
Players are responsible for checking the accuracy of any list-building app they 
use. These helpful tools should not be relied on for ensuring list validity.

Warband lists: Players should bring two copies of their list: one for the TO and 
one to show to their opponent before each game begins. 

Models & profiles: All models used in GCT organised play events must be GCT 
miniatures from the Bushido the game range. The miniatures must be fully 
assembled on the correctly-sized base for which the model was designed, and 
the base marked for facing and line of sight. Any non–GCT models, unassembled 
miniatures, or inappropriately based models are not permitted. 

Profile cards and special cards that have not yet been released to the 
general public at the time of the event are not permitted unless 
they are readily available at the event venue 
(such as a convention release). This need not be 
a retail release; only models & cards which have been 
sold to a limited group (such as volunteer models, or 
models that have never been on sale) are prohibited. 
This never applies to re-sculpts, which are permitted so 
long as the profile card has been released publicly.

Model conversions: Players must be unambiguous 
about model representation. At their discretion, 
the TO can make exceptions to approve any 
reasonable conversion. A converted model must 
contain a majority of parts from the original model 
for which the rules were written. The end result of 
any conversion must be clearly identifiable as the 
intended miniature and accurately represent it. 
Any conversions must be clearly pointed out 
to the opponent before each game to 
avoid confusion.

Hikari
Europe 2018
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Organiser Responsibilities
Logistics: The TO should arrange for enough terrain to cover all tables used for 
an event with the appropriate amount of terrain. They should allow enough time 
during the day between rounds for players to move their models, use the toilet, 
get refreshments, and socialise.

Judges: It is advised that the TO recruit a judge; someone with good rules 
knowledge and an ability to be impartial, especially if they are not confident 
about the rules themselves. TOs can always contact GCT and we can look for a 
Retainer Volunteer in their area.
For local events this may not be necessary as at more casual events it is quite 
common for difficult rules issues to be solved with help from players at 
neighbouring tables.  One person, however, should be appointed judge to make 
final decisions, and official answers can be sought after the event.

Records: We have provided a record sheet to make drawing each round easy, 
this is also available as a separate PDF.  We do recommend having some 
tournament software, & GCT require all Grand Masters events to use Longshanks 
tournament software.  Longshanks.org has a Bushido option and is set up to run 
Masters Format events.

Sportsmanship: Fair and honest game experiences are required in order for 
everyone to have a fun event. Players must execute the rules of the game 
accurately, and fully cooperate with opponents to honestly answer any questions 
that arise before and during games.
Players are responsible for holding their opponents to the same standards.
Judges will not be able to observe every game. If your opponent is doing 
something that is making you uncomfortable - stalling, bending the rules, or 
outright cheating then tell your opponent about it. Explain what they can do to 
remedy the situation in order to maintain a fair, honest, and fun game 
environment. If the behaviour continues, or a dispute arises, call a judge and 
explain the situation. The judge always has the final word on rules questions or 
debates. Players must accept all rulings made by the judge whether they agree or 
not. 

Cocked dice: Any dice that are not totally flat on the surface of the table should 
be rolled again until they are.
This is not considered a re-roll for game purposes; the roll is not complete until 
the dice shows a clear result flat on the table. 
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Ryujin
UK 2018
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Masters Format
The Masters format is the premier Bushido tournament. This allows players to 
show their mastery of the game as it should be played with competitive players 
fighting for scenario points, with sportsmanship a primary concern.

This format requires the most player skill and knowledge of the various scenarios, 
but should be accessible for newer players to join in and not feel overwhelmed.

Some Masters events attended by GCT Studios are designated Grand Masters. 
These large events allow for the top players to compete for the most coveted 
prize: the chance to work with GCT to design their own Bushido model and have 
it released as a new character to recruit in the game.

Rice Limit: We have three suggested limits but really any value is valid as suits 
your community or event.

Number of rounds: We suggest that 
the TO adjusts the rounds to the 
number of players, but a tournament 
should have at least 8 players to be 
considered official, and should run for 
3 rounds in order to establish a winner. 
The main determiner is the time you have available, of course.

Round timings: The length of each 
round should be adjusted dependant 
on the rice cost of the warbands for 
the tournament. 

Game Size Round Length
Small/Medium 75 minutes

Standard 120 minutes

Players Rounds
8-15 3

16-31 4
32-63 5
64+ 6

Small 40 Rice Usually just three models from a starter set.

Medium 70 Rice Starter set tournaments.
75 Rice Allows more customisation, including of starter sets.

Standard 100 Rice Most games are played at this size.
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First round pairings: The first round 
pairings should be determined at 
random and where possible not 
pairing players who regularly play 
against each other i.e. from the same 
town, club or store. 

Subsequent pairings: Pairings after 
the first round should be using the 
Swiss pairing system.
Players’ tournament points, derived 
from the Victory Points scored in each 
scenario, determine their rank at the 
tournament.
After each round, the player ranked 
first plays the player ranked second, 
third plays fourth etc.

Byes and odd numbers: If possible, 
the TO should have a stand-in - either 
a helper or themselves - to ensure 
even numbers of players in each 
round.
If, however, there is an odd number 
the bottom-placed player should 
receive a bye and 7 Tournament Points 
for that round. 

Player Timings: Each player has 2 
minutes to declare their activating 
model and the action it will take.
After 2 minutes, if a player has chosen 
a model but has not declared an 
action, that model loses an activation 
counter.
If the player has not chosen a model, 
their opponent removes an activation 
counter from any enemy model.
Play passes to the opponent.
In case of a rules question, difficult 
measurement, or similar delay, a judge 
may pause this clock while the correct 
result is determined.

Terrain and table setup: The TO 
should decide what terrain is placed 
on each table, how it is set up, and 
clearly explain to the players of the 
tournament how each piece should be 
interpreted.
Players should not move the terrain 
during a game or in between rounds.
At the start of each round players 
should still make a tactical test to 
determine who chooses the 
deployment zone and then deploys 
their warband. 

Scenario Points and Victory Points:
In Masters games neither 

Scenario Points (SPs) nor 
Victory Points (VPs) can be 

scored before the first 
turn of the game.

Karu
USA 2021
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Game results: A game ends when the time for the round has elapsed, the game 
has played through all the turns required for the scenario, or one of the players’ 
warbands has been entirely Killed or Removed From Play.

In any case, the game ends at the end of the current turn once the End Phase has 
been resolved. Only Victory Points scored before and during this turn count 
towards the final Tournament Points for each player.

Each player should then complete the details of the game on their warband 
Record Sheet and hand it to the TO.

Final standings: After the predetermined 
number of rounds, the player with the highest 
Tournament Points wins the tournament. If 
players have the same Game Score then 
suggested tie breakers are: 

• Games won
• Strength of Schedule
• SPs Scored
• Lowest turn number when an enemy VIM 
was removed from play.

Other tie-breakers may be used. If they are not 
on the above list, they must be published prior to the event.

Calculating strength of schedule (SoS): To do this, sum the Tournament Points 
scored by each opponent of the tied players. Between two tied players, the 
player whose opponents have the highest total score has the best Strength of 
Schedule score and earns the higher rank.

Example: Ben and Andy both have 29 Tournament Points.  To see who wins the 
event, we look up their opponents total scores.

Ben’s opponents have 7, 12, 23 and 23 Tournament Points, summing to an SoS of 65.

Andy’s opponents have 3, 5, 26 and 28 Tournament Points, Summing to an SoS of 62.

Ben has the higher SoS and so wins the Event.

This can be a time consuming procedure at an event so we recommend some 
tournament software.  All GCT Grand Masters are currently run using the 
Longshanks web-based tool.

Victory
Points

Tournament
Points

3-0 9
2-0 8
2-1 7
1-0 6
1-1 5
0-0 4
0-1 3
1-2 2
0-2 1
0-3 0
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Kokoro
UK 2017

Scenario Selection: The TO should choose the scenarios to be played prior to 
the start of the tournament, but players should only find out as each round 
begins. It is usual to choose at least one circle objective scenario, one centre 
objective scenario, one zone control scenario and, if you have 4 or more 
rounds, one VIM scenario. GCT or TOs may use scenarios other 
than those listed here. If there is a discrepancy 

between this document and the 
scenario sheet provided, always use the 

provided sheet as the 
differences are likely to 
be intentional.

GCT are always 
willing to discuss 
new scenario 
ideas for your 
event and we 
will attempt to 
publish any 
variants used in 
another 
document for 
everyone to 
try.

Some 
scenarios are 
labelled 
Advanced. 
Decide if your 
event will use 
these, as they are 
more complex and 
may be unsuitable for 
new players.
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Variants
Below are a few optional rules to tailor your tournament to make it stand out or 
to adjust the official format to suit your local players.

Organisation
Strict Swiss: Instead of calculating Tournament Points by the Victory Point result, 
players gain 1 Tournament Point for a win and 0 otherwise. 
Optionally - if stated before the event - ties may be broken by any listed tie-
breakers. If none are given they may be decided by the player who lost the 
deployment tactical test. 

After the first round, all pairings are based on current Tournament Point totals 
and pairings from previous rounds. Once all games in the previous round have 
been completed, sort the warband record sheets into piles based on 
the number of Tournament Points. Players should be paired against 
opponents who have the same current total Tournament Points.

If a pile has an odd number of players, pair the last player in the pile 
with the highest number of Tournament Points against someone from 
the pile with the next-highest Tournament Points— this is called 
“pairing down.” A player should not be paired down more than 
once per event. Byes receive 1 Tournament Point.

Play rounds until there is one undefeated player. 
Rankings are determined by strength of schedule.

Swiss by wins only: Pairings after the first round 
should be using the Swiss Pairing system. Each player 
should be randomly paired against a player with the 
same number of wins. No player should ever play the 
same player twice in the same event.

This is only recommended for large events run by hand, 
where it may be quicker than ranking players by points.

Players deploy terrain: During a tournament, the TO will 
leave enough terrain for the table but players set it up before 
each game. The TO should leave a pool of mixed terrain with a 
variety of types, suggested is not to have too much of any one 
type but to have as many different types as possible.

Minori
Germany 2024
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2-list:
Players bring 2 lists of the same faction. Before each game players have 5 minutes 
to look at their opponent’s lists and choose which of their own lists to use.
Players simultaneously reveal when both are ready.

Both lists are entirely independent but it is recommended that the Ronin Theme 
cards “Ordered For Battle” and “Strategic Deployment” are not permitted in this 
format.

Sideboard: Players bring 30 rice of additional cards in a Sideboard.
Players have 5 minutes before the game to swap cards.
Each of the following must be legal:

• base list without the sideboard
• list including the sideboard
• final list chosen to be played

Open List: Players do not bring an army list to the event. Instead they declare a 
faction at the start of the event and, after seeing the match-up for the round, they 
have 10 minutes to create an army list.

Hired Swords: Players may include 1 ronin model in their list that is usually 
permitted for their faction, even if their theme card does not allow ronin models.

Theme list compulsory: Every player must use a theme card from their faction.

Theme list prohibited: Players may not use theme cards.

Cycle deck restriction: The TO will list the Cycle Decks permitted 
for the event.

Perhaps a nostalgia 
event allows only the 
“Risen Sun” deck, or a 
themed event allows only the 
“Endless Winter” deck.
Another alternative could be a 
rotating tournament allowing only 
the most recent deck to be 
used.

Composition

Somabo
UK 2024
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Deathclock: While you are the active 
player, the clock will be on your time. 
Even if your opponent needs to make 
a roll or resolve an effect.

If an opponent is making a decision, 
roll, or resolving an effect that takes 
longer than a Rise roll, you may switch 
to their time.

It is both players’ responsibility to 
correctly manage the clock.

It is each player’s responsibility to 
switch to their opponent’s time once 
their actions or effects are complete.

If a player’s clock runs out, that player’s 
opponent scores all remaining VPs 
available.

Call the Clock: Players play with no 
clock but if a player is taking 
excessively long to declare an action or 
complete an activation the opponent 
may “Call the Clock” and a judge will 
give 1 minute to make a decision or 
complete the activation.

Judges can use discretion over specific 
activations. For example: in the case of a 
particularly close measurement, or if a 
rules issue arises it may take time to get 
the correct result.

Timed activations: Players have 5 
minutes to perform each model’s 
whole activation. The clock can be 
paused each time the opponent has to 
interrupt or make a choice.

Relaxed:
Best used for friendly local events.

It’s possible to play 3 rounds in a day 
and have time for Lunch and breaks 

between rounds.

Fast: Generally for large Grand 
Masters events or competitive practice 
for large events.
This allows for 4 rounds in a day with 
Lunch and breaks between rounds.

Ludicrous Speed:
Almost a format to its self!

This is a fun way to shake things up and 
play faster but may not be suitable for 

very competitive events where players 
need to carefully execute their tactics.

Timing & Duration

Game 
Size

Round 
Length

Death 
Clock

Small 
Medium 90 min. 45 min.

Standard 150 min. 75 min.

Game 
Size

Round 
Length

Death 
Clock

Small 
Medium 60 min. 30 min.

Standard 120 min. 60 min.

Game 
Size

Round 
Length

Death 
Clock

Small 25 min. 12 min.

Medium 35 min. 20 min.
Standard 60 min. 30 min.
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Old-school: Players may only measure 
distances on the table after an effect 
has been announced or an effect 
triggers that requires a measurement. If 
it is unclear whether a measurement is 

needed, such as a model 
attempting to avoid an aura, the 

movement is made in full 
and then check to see if 

the effect is triggered.

The effect will still 
happen at the correct point in the 
movement but the path cannot be 
changed.

When declaring Charge and Melee 
actions if the model fails to reach the 
target its activation ends and play 
immediately passes to the opponent.

Scenarios announced: Announce 
which scenarios will be played before 
the event.

Truncated points: Players score 
Tournament Points according to the 
following table:

Fully-painted: You know what fully-
painted is. If you have to defend your 
models, you should probably finish 
painting them. Any game using 
unpainted models will be scored as a 
loss for the player with a score of 1-0, 
or the actual score if better for the 
opponent.
This should be implemented subject to 
accessibility considerations.

Allow pre-release models: This 
scenario objective will permit models 
before their Release Date. 
This will usually be a GCT player using 
unseen models as a teaser for future 
releases.

Additional

Victory
Points

Tournament 
Points

3-0 5
2-0, 2-1, 1-0 4

1-1, 0-0 3
0-1, 1-2, 0-2 2

0-3 1

Hazkabo
UK 2016
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Scenario Rules
Bushido is best enjoyed by playing a scenario. Whilst beating your opponent into 
the ground until the last man is standing is fun, especially when learning the rules, 
there will come a time when you want to explore the full strategically challenging 
potential that Bushido has to offer.

Scenarios are named and then broken down into five simple sections, that when 
understood allow players to quickly pick up and play any scenario.

Name: Thematic title purely to add to 
the cinematic experience that a game 
of Bushido brings.

Type: All scenarios have one or more 
Types:

• Objectives
• Very Important Models (VIM)
• Zone Control

Types are linked to the scoring of 
Victory Points (VPs) in scenarios. How 
this is achieved is dependent on the 
scenario and is explained under its 
Victory Conditions.

Deployment: Where to deploy your 
models and any scenario objectives. If 
the scenario presents a choice then for 
a single game determine randomly, at 
an event the TO will announce what 
type is being used.

Game Length: The number of turns 
the game will last. 

Scenario Objective Interactions:
How models interact with any scenario 
objectives.

Victory Conditions: How the players 
ultimately win a game by scoring 
Victory Points.

Scenario Points: Used by some 
scenarios to decide a Victory Point.

Alignment: Scenario objectives and 
zones are one of three alignments 
(Friendly, Neutral or Enemy).

This can be shown on the battlefield by 
turning the scenario objective to face 
the player’s deployment zone to whom 
it is Friendly, and to face neither player 
when it is Neutral. 
If a scenario objective is Friendly to a 
player then his opponent considers it 
Enemy.

When scoring Scenario Points 
according to the alignment of a zone 
or scenario objective, score as follows:

Alignment Scenario 
Points

Friendly 1
Neutral 2
Enemy 3
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Lotus Kaidan
UK 2023
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V.I.M.
These are models that a player must kill, capture, or defend depending on 
whether it is theirs or their opponent’s.

If a warband contains no legal model to be VIM then it is considered to have had 
its VIM killed on turn 1 for VP scores.

In scenarios, if a model nominated as a VIM leaves play and returns, it is no longer 
considered a VIM. Players should nominate VIMs during game setup. If two 
models are considered to be the same model when recruiting a warband then, if 
chosen as VIM, both models are considered to be VIM.

Example: Kota's Human Form is chosen as a VIM, if she is replaced with her Fox Form 
then Kota's Fox Form is still the VIM.

The tournament pack may define the 
variant, in brackets, after the type:

e.g. Type: VIM (Hidden)

Otherwise, players can choose or 
randomly decide.

There are some requirements on 
which models can be selected:

• Unique
• not Insignificant

• not Animal or Abomination 
Types

If the scenario requires more 
than one VIM this will also 
appear in brackets after the 
type.

e.g. Type: 2 VIM (Hidden 
and Open)

Hidden: Each player secretly selects 
one of their models as the VIM. That 
model loses the Flank trait and 
Disguised state, and cannot gain them.
This is Hidden Information.
This is not revealed to your opponent 
until the End Phase of the last turn of 
the game. Players don’t declare when 
the VIM is killed but note in which turn 
each of their models were killed (This 
may be used as a tie-breaker in some 
variants).

Open: Each player simultaneously 
declares one of their own models as 
the VIM. That model loses the Flank 
trait and Disguised state and cannot 
gain them.

Nominated: Each player nominates 
one of their opponent’s models as the 
VIM. A player cannot nominate a 
Model with the Flank trait or one that 
may begin the game with the Disguised 
state. Nominated models cannot gain 
the Flank trait or Disguised state.
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Objectives
In these scenarios players are vying for control of specific terrain elements:

• Small, represented on 30mm bases
• Large, represented on 50mm bases

Most scenarios using objectives are one of two layouts:

• Centre objective scenarios have three scenario objectives
• Circle objective scenarios have six scenario objectives.

Scenario objectives are [Impassable, Blocking, (Small/Large)] terrain elements on 
the battlefield that players must attempt to interact with.

Some scenarios will have additional rules denoted by the following keywords and 
their rules are detailed as follows:

Decreasing: During the End Phase of a turn after scoring VPs, if a VP was scored, 
the player who did not score may choose one objective to remove.

Scenario Objective Interactions
Players can interact with scenario objectives by taking Simple or Complex 
Scenario Actions, listed in brackets after the Interaction:

e.g. Influence (Simple).

The effect of an action depends on the Interactions of the scenario. If there is 
more than one Interaction available to the model then the controlling player 
decides which to use. Only those Interactions outlined in a scenario can be used. 
The Interactions will appear as keywords:

Influence (Simple/Complex): The player changes the alignment of a scenario 
objective from Enemy to Neutral, or Neutral to Friendly.

Prayer (X) (Simple/Complex): The player removes one Prayer Token from their 
Prayer Pool and scores Scenario Points according to the alignment of the scenario 
objective the model is in BtB with.

A model may only declare a Prayer Scenario Interaction once per objective in any 
turn.

Each player starts the game with X Prayer Tokens. These are placed in a Prayer 
Pool for each player. 
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Zone Control
In these scenarios there are areas on the battlefield which the players must battle 
to control. A player controls a zone if, completely within its area, they have both:

• more models than their opponent
• a higher rice cost of models than their opponent

Note: The rice cost printed on the card is used, regardless of Enhancements, 
discounts etc.

If two models are considered the same model when making a warband, use the rice 
cost printed on whichever card has a rice cost.

If two or more models are bought for a rice cost (usually written “X for Both”) then 
each model is one model as usual, but both (or all) models must be in the same zone 
to contribute rice cost towards controlling that zone.

A player gains a number of Scenario Points 
defined by the alignment of the zone 
during the End Phase.

In Masters scenarios, zones are 4” or 8” 
diameter circles, with the layout 
detailed in the scenario.

Master Charlyn
USA 2022
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Game Length
The length of a game of Bushido can be Fixed or Variable and lasts a number of 
turns detailed below. The game ends at the End Phase of the last turn or if all of 
one player's models are removed from play.

Variable (X): During the Starting Phase of turn (X) one of the players rolls a 
single D6. If the result is 4 or more the game will finish at the end of the turn, If 
not then the game continues to the next turn when this roll will be made again. 
The game will always finish after the End Phase of the seventh turn.

Fixed (X): The game finishes after the End Phase of the designated turn (X).

Scenario Reset
Some scenarios reset aspects on certain turns:

Reset Scenario Points (X/Y/...): During the Starting Phase of turns X, Y, ... reset 
each player’s Scenario Points total to 0.

Reset Alignment (X/Y/...): During the 
Starting Phase of turns X, Y, ... reset the 
alignment of all scenario objectives to 
Neutral.

Yoshiko
Germany 2024
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Shiho Shirak
France 2023

Victory Conditions
Each scenario has three VPs available to the players. At the end of the game the 
player who has scored the highest number of VPs is the winner. If both players 
have scored an equal number of VPs then the game is a draw. Only 3 VPs can be 
scored in any scenario, so both players VP scores combined will always be three 
or less.

If the scenario has multiple scoring options and the order is relevant, resolve 
scoring in the following order:

1. Scenario Influence, including Decreasing removals.
2. Scenario Points, including Decreasing removals.
3. VIMs.

Last Turn: Any reference to the 
last turn for scoring refers to:

• Fixed Game Length:
the final turn a game could 
reach (usually 6)

• Variable Game Length:
the turn that has been 
determined to be the last 
turn by dice roll

If the game ends earlier (e.g. due to 
one player having no models remaining in 
play) then no last turn took place, so no 
scoring for that last turn applies.



20

Corner Square Deployment
Players set up their models completely 
within a 6” square in opposite corners 

of the battlefield.
Neutral edges extend 12” from each 

non-deployment corner.
Unless the scenario diagram provided 
at the event shows otherwise, players 

should use the corners as shown here.

Baseline Deployment
Models are set up with the base of the 
model touching the edge of the 
battlefield.
Neutral edges extend the full 24” along 
non-deployment edges.

Corner Edge Deployment
Players set up their models touching a 
battlefield edge within 8” of a chosen 
corner.
Neutral edges extend 12” from each 
non-deployment corner.
Unless the scenario diagram provided 
at the event shows otherwise, players 
should use the corners as shown here.
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Deployment
This section outlines the deployment of the players' models and any scenario 
objectives.

For models, deployment can be Baseline, Corner Edge or Corner Square. This 
defines the deployment area, centreline, and neutral edges.

Any scenario can use any type of deployment.

If the scenario uses scenario objectives then players should place them on the 
battlefield as instructed under this section of the scenario explanation in 
conjunction with the scenario’s diagram.

In some scenarios the size is fixed to allow enough 
space between the objectives, in others a choice of 
objective size is available.
If defined, the scenario 
objectives’ size will appear in 
brackets.

In tournaments, the TO will 
announce the scenario, deployment 
type, and objective size. 
Otherwise, players may agree or 
randomise as they wish. Some tables 
are included to aid in such 
randomisation.

Note: All elements which can be 
Friendly, Neutral, or Enemy are 
coloured blue, yellow, or red, 
respectively.

Edge Deployment
Enemy / Friendly / Neutral

Square Deployment
Friendly / Enemy

Centreline

Kenichi Gēmu
USA 2023
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Terrain Deployment
When players are deploying terrain, these rules apply to all terrain placed before 
the game begins. This replaces the relevant sections of the rulebook.

Terrain need not keep any distance from the edge of the table but must be at 
least 3” from any table edge within a deployment zone.

Very large terrain pieces (like houses) can be placed partially on the table to 
keep them from dominating the battlefield.

Pool Terrain: Terrain elements provided by the TO form a pool from which the 
players choose elements to deploy.

All pool terrain must be at least 3” from any other pool terrain in addition to the 
usual rules for terrain setup.

Warband Terrain: Terrain recruited into a warband, as the result of a terrain 
card, theme benefit, unique effect, or any card recruited into the warband. 

Warband terrain may not be placed overlapping other 
terrain at this point, but terrain deployed during the game 
is not restricted in this way.

Restricted Terrain: Impassable terrain elements, 
and those elements deemed unsuitable for 
models to end their movement on (e.g. “Void 
Rifts”, walls), are additionally termed 
restricted terrain.

No restricted terrain may be 
deployed within a scenario zone 
or deployment zone.

No restricted terrain may be deployed within 
3” of a scenario objective.

NOTE: If you can't deploy all of your 
models due to insufficient space, you 
are permitted to remove any 
impassable terrain that restricts your 
deployment space.

Kurēn
UK 2023
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1. Players move to their assigned table and share their warband list with their 
opponent.
2. Players make any list-composition changes permitted.
3. Players deploy any scenario objectives and zones as instructed by the scenario.
4. Players make a deployment tactical test. Winner chooses to be player 1 or 2.

5. If the TO is setting table terrain, skip to step 6.
i. Player 1 sets up the first terrain element.
ii. Players then alternate choosing & deploying terrain elements until at least 
six are deployed.
iii. They may continue adding more terrain elements after this but, if one 
player chooses to stop, the other may only deploy up to one more terrain 
piece.
Players have 5 minutes to setup terrain.

6. Player 2 chooses one of the deployment zones as 
dictated by the scenario.
7. Player 1 decides who will deploy their warband 
terrain first, then alternating between players 
until all warband terrain has been deployed.
8. Players simultaneously declare or 
Record any VIMs.
9. The player that was chosen to deploy 
their warband terrain first also first 
deploys their entire warband as detailed 
by the scenario.
The other player then deploys their 
entire warband as detailed by the 
scenario.
See the Scout and Flank traits for 
deployment exceptions.
10. The first turn begins.

Game Setup
Before starting the first turn, players need to set up the game using the following 
steps. This replaces the relevant sections of the rulebook p.23.

Kongu
UK 2024
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1-3 Objective 1 Depletion

2 Omaju

3 Sacred Idols

4 Shin Keii

5 Ninki

6 Õsatsu

4-6 Zone 1 Ryodo
2 Ryu-Seikyuu
3 Botokú

VIM 4 Ichi no Riten
5 Muzukashi

6 Seigyo

Scenario by Type

1-3 Basic
1 Depletion

2 Omaju

3 Sacred Idols

4 Shin Keii

5 Ryodo

6 Ryu-Seikyuu

4-6 Advanced
1 Botokú

2 Ichi no Riten

3 Muzukashi

4 Ninki

5 Õsatsu

6 Seigyo

Scenario by Complexity

Scenario Objective Size
1-3 30mm base
4-6 50mm base

VIM Type
1-2 Open
3-4 Hidden
5-6 Nominated
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Axiam
UK 2019

Scenarios
These 12 scenarios are suitable for scenario objective 
play.

At a tournament the TO will choose scenarios.

For pick-up games, you can generate a scenario 
randomly:

• Roll D6 or choose to use basic or advanced
• Roll D6 to determine the scenario

Alternatively you can randomly determine a scenario 
of a given type quite easily using the tables opposite. 
Any method to randomly determine a scenario is fine, 
provided both players are clear on the method. If you 
have a D12 to hand, you can simply use that.

Some TOs like to roll each scenario live in front of the 
players, this creates a fun moment of tension but 
make sure you have the required zones 
or objectives for any given scenario!

Note: in the following 
scenario diagrams the 
position of scenario objectives is 
measured to their centre point, whereas the 
position of zones is measured to their edges.
All elements which can be Friendly, Neutral, 
or Enemy are coloured blue, yellow, or red, 
respectively.

Depletion 26
Omaju 27
Sacred Idols 28
Shin Keii 29
Ryodo 30
Ryu-Seikyuu 31
Botokú 32
Ichi no Riten 33
Muzukashí 34
Ninki 35
Seigyo 36
Õsatsu 37

6” subdivisions
Scenario Objectives

Small (F/N/E)
Small / Large (F/N/E)

Zones
Enemy / Friendly
       Neutral
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Basic
Circle ObjectiveDepletion

She could feel the life drain from the small 
child locked in her motherly embrace, 
inhaling the last vapours of ki from the 
innocent as they escaped its corpse, the 
tendrils of life energising the witch.

Kato thought that Ikiryo almost looked at 
peace. The tall, elegant abomination 
relaxed her grip, allowing the lifeless body 
of the girl they had happened upon to slip 
limply to the dusty earth.

Kato turned his attention to the task at 
hand, the simple shrines looked like mere 
grave markers to those unable or unwilling 
to see their true power. The voice which 
guided him, and which was always right, 
had informed him of the importance of 
breaking these sites to their will. Speed was 
of the essence as, once unlocked, the 
energy here would be lost. Kato would not, 
could not, relinquish this power.

The girl had been unexpected and her 
presence concerned Kato. Raising a long 
bony finger he pointed with a blackened, 
dirt-encrusted nail instructing the kairai 
waiting motionless at his sides to form a 
perimeter.

Turning to Ikiryo, her suddenly wide eyes 
alerted him to the presence of the 
bakemono entering the graveyard. At the 
back of the horde of demons, atop  a rock, 
stood a smaller demon. Kato could feel the 
presence and power of another shugenja.

A smile crept across 
his thin, drawn lips.

Game Length: Variable (5)
Scenario Objective Interaction:
Prayer (5) (Simple)
Victory Conditions:
1. player with most SP End Phase turn 2
2. player with most SP End Phase turn 3
3. player with most SP End Phase last turn

Decreasing
Reset Scenario Points (3,4)



Omaju
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Basic
Centre Objective (Small)

Hiro knew he was a capable leader. He expected 
the Prefecture to grow and prosper under his 
leadership. He may be full of self doubt at times 
but deep down he was sure he could fulfil this 
destiny.

He hated this part however. Not given enough 
time to grieve his father he now must follow the 
funeral procession across the prefecture until the 
final burial at the Heavenly Dragon shrine.

Several of Hida’s guards who believed they 
failed the old Daimyo would be part of the 
procession.

At least they were family. The shisai leading the 
procession looked old, Hiro wondered if he 
would survive the long walk.

Worst of all were the Mourners. They were 
required of course, it would not do for there to 
be no mourners at any time on the march but 
Hiro could not bring himself to properly grieve 
while they were there.

At least this would be a month of relative peace 
and quiet. Nobody would bother him with trivial 
affairs of state during the march of grief and no 
enemy would dare attack a funeral procession.

Would they?

“Hanso! Find seven good men and follow half a 
day behind us.”

The gunso nodded 
and turned on his 
heel to obey. He 
didn’t need to know 
why, only that Hiro 
wished it, but most 
likely he had 
reasoned it out. 

Times were 
changing; 
perhaps some 
enemies now 
would attack 
such a sacred 
band of 
pilgrims.

Special Rules: The first Influence Action of the 
game (not per player) is Complex.

Game Length: Fixed (6)

Scenario Objective Interaction:
Influence (Simple)

Victory Points:
1. player with most  End Phase turn 2

2. player with most  End Phase turn 4

3. player with most  End Phase turn 6

Reset alignment (3,5)
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Basic
Centre Objective (Small)Sacred Idols

Hanso sat by Hiro's side as he contemplated 
their search. For weeks they had trawled through 
the undergrowth, setting camp in boggy 
conditions. The men were restless and agitated 
by their fruitless search.

When they had first departed Ryu they had 
found many sacred sites, leaving Shugenja there 
to effectively channel the residual power. This 
had taken practice; initial attempts had reduced 
them to rubble. These 
nodes were proving 
incredibly useful to 
the Takashi clan 
and Hanso was 
happy to be serving 
Hiro in the field 
again.

Since their last find, however, they had 
continued in vain. They had followed the old 
maps to locations where all that was left was the 
crumbled ruins of idols. Who had defiled them 
and why was unknown. It had begun to feel like 
they were chasing shadows.

Hiro, broke the silence to which they were so 
accustomed. In a quiet voice he relayed orders 
to Hanso who bowed low and left. The diligent 
gunso was pleased by the renewed vigour in his 
leader's voice; the idols could not wait.

He barked 
orders to the 

men to stop setting 
camp, forcing them to 

march through the 
evening and into the 

night. Only a Takashi 
force could respond with so 

little grumbling, he reflected.

This time when they arrived so did 
their recent nemesis that had, up 
until now, been one step ahead of 
them. Hiro's intuition, or the 
guidance he received from his 

ancestors, had once again proved 
decisive. As the demons of the Savage 

Wave roared their way into the sacred 
clearing, the men and women of the 
Dragon were waiting.

Game Length: Fixed (6)
Scenario Objective Interaction:
Influence (Simple)
Victory Conditions:
1. player with most End Phase turn 4
2. player with most End Phase turn 5
3. player with most End Phase turn 6

Decreasing



Shin Keii
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Basic
Circle Objective

The remaining leagues have been nothing but a 
blanket of emerald rice paddies and dusty dykes 
criss-crossing the land. You have been greeted 
by the lowing of half-submerged water buffalo 
and the friendly chatter of wrinkled farmers on 
your way to the grove. At the edge of freshly 
ploughed fields, swaying palm trees mark the 
villages and waterholes, while a constant blue 
haze in the distance points to where the 
mountains lie. The evenings are an explosion of 
fireflies, sparks, and stars while the dawn wraps 
you in ghostly mist and scatters a billion 
diamonds at your weary feet.

After a few more days you find what you have 
been looking for.

The power here is palpable, it makes your skin 
prickle and your hairs rise, and it smells like the 
air during a lightning storm. Before you, in the 
middle of the glade, are six stone lanterns laid 
out in a circle. Some are crooked and broken, 
but all are wrapped in vines and moss and rise 
from the ground like the bones of a hastily 
buried corpse.

The forest is silent; too silent. From the other side 
of the glade comes the unmistakable sound of a 

dry branch snapping under a misplaced 
footstep. It seems you’re not alone. 
From out of the trees and bushes 
come the distinct silhouettes of 

your mortal enemies readying 
themselves for the fight.

Game Length: Fixed (6)

Scenario Objective Interaction:
Prayer (5) (Simple)

Victory Points:
1. player with most SP End Phase turn 2

2. player with most SP End Phase turn 4

3. player with most SP End Phase turn 6

Reset Scenario Points (3,5)
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Basic
Zone ControlRyodo

“Greetings, your majesty!”

The deep, rumbling bellow of Master Po could 
sometimes strike as hard as his Wasp Punch, but this 
time he sounded jovial and genuine as he addressed 
the approaching Kitsune.

“I am master Po. My fellow masters are...” he trailed off 
as the Kitsune Queen swept past him without a 
sideways glance. Though Tsutsumi had known exactly 
where she was the entire time, he feigned surprise 
well enough to be polite. Blind as he was most 
outsiders were not used to him being so aware of his 
surroundings, never mind his ability to bullseye a 
target 20 paces away with a thrown pencil, or hit a 
daydreaming unsui with a banana peel from across 
the room.

“Will you favour us with your song?”

Her voice was enchanting, men had fought and died 
to hear that voice one more time. Her request had an 
effect even on Tsutsumi, whose face reddened, but 
he simply began to play. Once her requested music 
was playing and she had shown she was clearly in 
control here, the Queen returned to Master Po.

“We had heard you visited a few of our outlying 
villages; we are honoured that you chose to visit the 
Temple.”

A nod was all the recognition he received. A fox-like 
creature walked beside the queen, perhaps just as 
regally, and the two entered the meeting room out of 
the sun.

Master Morita greeted the Queen similarly to Po and 
was likewise indulged with a nod.

“And finally this is...”

A gasp from the Queen at recognition of the next 
monk cut short the introduction.

“Master Koju!” exclaimed the Queen, “I hope we are 
not keeping you from your work?”

“Kota!” The Queen clapped her hands twice. A young 
Kitsune appeared from elsewhere with a chair for the 
Queen and, surprisingly, one for Master Koju.

The fox-featured woman, just moments before the 
very image of refinement and superiority was almost 
flustered now, offering wine (somehow obtained 
from the cellars at Eddo), Inari-age, and other 
delicacies that Kota was holding out.

“You know Kota of course; she is proving to be an 
interesting scout for us. I do wish she would wear 
some proper clothes though; she’s hardly a kit 
anymore!”

The queen did not stop once she began talking and 
Master Koju seemed not to need to reply.

Morita and Po looked at each other; this was not as 
they had expected. Koju, as usual, seemed to expect 
everything that was going on and was politely 
nodding to the two kitsune.

The fox creature, previously so haughty, was 
skulking with its nine 
tails between its legs. 
Its eyes, locked 
on Master 
Koju, 
showed 
nothing 
but fear.

Game Length: Fixed (6)
Victory Conditions:
1. player with most SP End Phase turn 2
2. player with most SP End Phase turn 4
3. player with most SP End Phase turn 6

Reset Scenario Points (3,5)



Ryu-Seikyuu
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Basic
Zone Control

As she looked out over a magnificent vista, Hagane 
was amazed to see the gathered might of her clan. To 
maintain stability in the prefectures of the Golden 
Empire, the ruling clan always kept an army much 
larger than all of their rivals combined. To see them 
here in their thousands, this is a memory Hagane 
knew would never dim.

This army would rarely see the Jwar Isles however, 
here ten thousand leagues from home they battled 
the Emperor’s enemies and the others were keen to 
see the emperor’s newest general in action. In 
particular General Wusho, nominally the commander 
in this region, wanted to see what she and her army 
could do.

The enemy, from the west of the Golden Empire, 
were said to be part animal and fought 
dishonourably. Hagane knew her capabilities and her 
men’s discipline would see them through.

She went back into the command tent where all 
manner of maps, charts and papers were strewn 
around in a very precise mess. All officers of note 
were here and each had a part in the battles 
tomorrow. 

The roar and thunderclap alerted everyone to the 
presence of something outside. Some officers moved 
back into the tent, others drew weapons and went 
out to meet the disturbance, Hagane at the head of 
them.

A gold and blue serpentine dragon writhed as it flew 
through the air. It was not a huge creature, easily able 
to sit in a human chair but its presence was intense

“Takashi Hagane, you will go to your home and 
attend the Heavenly Dragon Shrine.”

The voice boomed loud enough to be clearly heard 
over any distraction but was soft spoken, an order for 
sure but the dragon was not offensive or rude.

“I cannot! Hiro sent me here, I have duties now to the 
emperor!”

She tried to answer but the dragon was already flying 
far away with the speed of a lightning bolt.

“It is good that your first thought is of the Emperor, 
but a dragon’s command is not to be ignored.”

The voice came from behind Hagane, one of 
the men in the tent.

Hagane turned to confront this one who 
cowered away and then presumed to give 
her instruction.

Instead she knelt before Koshimori Yukio.

“Form a company of men as honour 
guard, The Emperor commands you to 
return to the Jwar Isles.”

Few men could make such a 
proclamation but Teishin Koshimori 
spoke with the Emperor’s authority.

“A company of men? I do not need 
that protection!”

The outburst came before she 
could stifle it. Luckily the Teishin 
did not take offence.

“But I never travel with less than 
a full company and I will be 
going with you. Last time I 
was in the Jwar Isles, I do 
not think I saw this 
shrine. Time for 
another look I 
think.”

Game Length: Fixed (6)
Victory Conditions:
1. player with most SP End Phase turn 2
2. player with most SP End Phase turn 4
3. player with most SP End Phase turn 6

Reset Scenario Points (2,4,6)
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Advanced
Objectives & Zone ControlBotokú

Harukichi wiped the noodle juice from his 
chin with a neatly folded and beautifully 
embroidered silk napkin. His brow 
furrowed as he listened to the report from 
the young shatei knelt before him, head 
bowed in respect.

Harukichi wasn't a lord, but to his gumi he 
was the undisputed leader and he made 
the decisions.

As the boy told of the Jung warriors' 
poorly-concealed movements around the 
old shrines in the market square of this 
moderately size port of Katsuyama, 
Harukichi drummed his chubby little fingers 
upon the exquisitely crafted pommel of his 
cane. The five gold rings adorning his 

fingers – each a tribute to 
the Fortunes – made 

the clinking sound 
members of his 

gumi had 
become 
familiar with 
when 
Harukichi 
was 
considering 
his next 
move.

To his right the ever present colossal form 
of Manu stood statuesque, only his eyes 
moving, scanning the buildings and alleys 
around them for a possible threat to his 
Oyabun.

Harukichi felt a certain amount of surprise 
that the pirates could make such a poor 
move. To so openly and brazenly challenge 
the Syndicate's expansion was poor 
business. Harukichi and the leaders of the 
other gumi would have had no qualms 
allowing the Jung to continue their use of 
the port, resupplying without threat from 
the Prefecture. For a fair price, of course.

These Jung fools surely had to know that 
confronting the Syndicate would end up 
costing them more than just the moons 
lining their purses.

After a good ten minutes of thought. 
Harukichi let out a small sigh and smiled. 
He was a business man but also a gambler 
and, from what his men had told him, he 
liked the odds. Soon, with the blessing of 
the Fortunes, he would secure the location, 
the port, and more moons for the gumi.

Game Length: Fixed (6)
Scenario Objective Interaction:
Prayer (6) (Simple)
Victory Conditions:
1. player with most SP End Phase turn 4
2. player with most SP End Phase turn 5
3. player with most SP End Phase turn 6

Decreasing



Ichi no Riten
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Advanced
VIM & Zone Control

She stood looking down at the city of 
Jyoto, the city standing resolute in the 
mountains. She had assembled a warband 
of soldiers that she knew she could trust to 
aid her on this most important of 
undertakings. That she was chosen by the 
Old Bear to lead this force and complete 
this mission was the proudest moment of 
her life. The contents of the message she 
carried were more important to her than 
not only her own life but those of her men 
also. Yet She knew not a word of what it 
contained. She of course knew her 
destination: the Garrison of the Damned. 
She could have a decent guess that 
the message related to the demons of 
the Savage Wave.

She had been told that her knowledge of 
the Iron Mountains and, particularly, the 
Blood Pass would prove vital. She had 
been told also to expect the tengu 
and hill tribes to hinder her progress, 
to which she felt dismay. Why would 
they have any interest in the Garrison? 
She had no answer. If any bird, man, or 
demon tried to stop him they would 
die at the whim of her axe. Like-
for-like she would stop any 
other she met from relaying 
their own messages through 
the pass.

She was proud as her men walked with the 
confidence and assurance expected of the 
bear clan's forces. The ore in the walls of 
the pass glistened a sumptuous deep red, 
more beautiful than the clearest of rubies, 
in the last rays of the day's sun.

As a force of tengu elegantly swept down 
into the pass ahead, she momentarily 
regretted these noble creatures' blood she 
was about to spread. Her men enveloped 
her in a protective formation accompanied 

by a roar of, 
“Protect the 
messenger!”, that 
rumbled through 
the pass.

Game Length: Variable (5)
Victory Conditions:
1. player with most SP End Phase turn 3
2. player with most SP End Phase turn 5
3. player whose VIM is closest to the

opponent’s Table Edge End Phase last turn

Reset Scenario Points (4)
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Advanced
Circle Objective & VIMMuzukashí

Ito Itsunagi bowed low to his father and the 
assembled advisers and left the briefing room. 
He was to lead a small warband through the 
Shimogamo jungles to the true Temple of Orochi 
hidden in its depths.

This was a mission worthy of Itsunagi due to 
certain complexities that had come to light only 
recently. Information leaked by the clan's spies 
had engineered an opportunity to finally strike 
at the monks plaguing them at every turn. The 
Ito were willing to risk an important envoy in 
order to lure the monks out and they needed 
to maintain the pretence of being unaware 
of any risk.

Itsunagi's question of his 
mission's priority – defending the 
envoy, or taking out the leader of the 
monks – had received a cold-blooded 
and brutal response from the leader of 
the Ito clan. Failing to do either would 
be considered a stain on Itsunagi's 
honour.

As his small warband made their way through the 
dense vegetation, Itsunagi could feel the tension 
in the troops around him, the heat and humidity 
adding to the intense pressure they were all 
under. As they came to a hidden rise, the hairs 
on the back of his neck stood up and he knew it 
was about to begin.

As they took the rise, there in the clearing were 
the monks as he had anticipated. What he hadn't 
expected was them to be in the open, any 

advantage lost; unusually 
arrogant behaviour for a monk. 

The spies had done 
well.

As the forces quietly assessed 
one another, their leaders quickly 
decided upon their warband's targets 

before battle commenced.

Game Length: Variable (5)
Scenario Objective Interaction:
Influence (Simple)
Prayer (5) (Simple)
Victory Conditions:
1. player with most  End Phase turn 3
2. player with most SP End Phase turn 5
3. player whose VIM is closest to a scenario 

objective End Phase last turn

Decreasing



Ninki
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Advanced
Circle Objective

As Kame Sam rolled slowly and methodically 
rolled towards the grove, Master Ekusa sat 
motionless except for the bobbing motion of his 
mount’s awkward gait. Eyes shut, his face a mask.

As Riku Watched the Master he knew that 
although Ekusa's body sat atop his old friend and 
companion, his mind was elsewhere; a place Riku 
could only guess at. When he was younger he 
had had asked the Master where he would go in 
moments like this. The old monk had answered 
in his characteristically confusing way, "I go 
everywhere, for we are always here and 
nowhere.", punctuated with a satisfied little 
chuckle at the look of bafflement on the young 
boy's face, before affectionately rustling his hair 
with a heavy wrinkled hand and walking away.

Kame Sam's abrupt halt brought Riku back from 
his childhood reminiscing. Without opening his 
eyes the old monk announced, matter-of-fact, 
"we are here, but we are not alone".

The band had set out to find a site of spiritual 
significance. One where they would be able to 
commune with the old kami and seek guidance 
for the difficult times to come. Yet they were not 
the only ones seeking to harness the power of 
the ancient grove.

Entering the clearing from the mountain side, 
Riku smelt the unnatural, alchemical odour of 
firepowder used in the Takashi arquebuses even 
before seeing the clan's ashigaru entering 
through the opposite edge from the south.

The Prefecture commander barked instructions, 
content with the order and unity of his men's 
response, as the two warbands spread out 
around the perimeter of the sacred site, 
readying themselves for the inevitable 
confrontation to come.

Game Length: Fixed (6)
Scenario Objective Interaction:
Influence (Simple)
Prayer (5) (Simple)
Victory Conditions:
1. player with most  End Phase turn 4
2. player with most SP End Phase turn 5
3. player with most SP End Phase turn 6

Reset Scenario Points (6)
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Advanced
Centre Objective (Small) & VIMSeigyo

The figure fled across the rooftops. Several 
guards followed carrying tall lanterns to see 
above the high walls. 

“Here!” shouted Wakaba. Several men appeared 
and some fired arrows and the black shape the 
guard’s lantern had illuminated. Who knows if 
they hit? The shadow leaped to the next 
building and was lost again.

Wakaba went inside, trying to illuminate the 
whole room but only succeeding in casting 
shadows everywhere. The shape was there, on 
the floor. It must have been injured; it seemed to 
be writhing and unable to stand. Wearing all 
black and with a covered face, it could only be 
one of the shadow wind.

The old gunso entered, seeing the fallen ninja he 
brought in more guards. “Careful now, they are 
worth more alive but they are also dangerous, 
even when wounded.”

A bounty? The lord must have given instructions.

“OK, you can leave now” The gunso dismissed 
the guard who had found the ninja twice. He was 
intending to keep the reward for himself and his 
close associates, nobody would hear of Wakaba’s 
involvement. Still, all she could do was nod and 
walk out. Back the way they came...

Back the way they came.

Back to where the intruder was first seen.

Back to the lords son’s room.

Back inside where only two nurses remained with 
the child now that the guards had been drawn 
away.

Two throats slit and the child drugged and in a 
bag, Wakaba discarded her armour and lantern 
and her black clothes blended in with the night. 
A fine distraction had allowed her to get this 
close and she would soon meet with the third 
member of her team to get the young heir of this 
family to a safe location. Safe for the Shadow 
Crows at least.

Where the first 
shadow went, nobody 
ever discovered. 
The old gunso 
and his men 
finally closed on the 
writhing figure only 
to find the 
clothes filled 
with cats, all 
the arms 
and legs 
sewn shut.

Game Length: Variable (5)
Scenario Objective Interaction:
Influence (Simple)
Victory Conditions:
1. player with most End Phase turn 3
2. player with most End Phase turn 5
3. player whose VIM is closest to the 

battlefield’s central point
End Phase of the final turn

Decreasing
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ÕsatsuAdvanced
Centre Objective (Small) & Zone Control

Your heart beats wildly as the sweat stings your 
eyes. This is it, no time for discussion or 
conversation. You try to banish the galloping 
thoughts from your mind as you and your 
warband take to the field. The melee swirls all 
around you; a constant ebb and flow as both 
sides try to find a weakness in the defence of 
others. If it weren’t so deadly, it could almost be 
a dance. Yet it is, and so becomes a dance of 
death.

Killer-instinct takes control, as the sun flashes off 
sword and steel. Blood sprays and men scream in 
abject terror. Your nerves hum and your lungs 
burn; your heart booms in your ears like a 
temple gong. Your mouth is bone dry, your 
tongue like wood; the memory of water so very 
distant. There is a slight tremble in your hands 
that must also be defeated. The smell of kicked-
up dust and grass are in your nose.

You take a deep breath looking left and right for 
your closest foe. Everything slows. You are above 
it looking down, reading the battlefield, studying 
it, knowing it like one knows the faces of those 
they love.

There, in the middle. If victory is to be yours, 
then it must be held at all cost. No time to wait, 
you have to push on through. You must be bold 
and resolute, a rock for your enemy to crash and 
break upon! 

Special Rules: The alignment of the zones 
changes to match the alignment of the objective 
at the centre of that zone.

Game Length: Fixed (6)
Scenario Objective Interaction:
Influence (Complex)
Victory Conditions:
1. player with most  End Phase turn 4
2. player with most SP End Phase turn 5
3. player with most SP End Phase turn 6

Reset Scenario Points (5,6)



Satou Sadao
UK 2022
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