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BATTLE FOR JAPAN

TWO PLAYER LEARN TO PLAY

Let's play a Senjutsutwo player duel. One player plays as the Student

O LTUID N
character, the other plays as the Master character.
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Each character is represented by a miniature on a hexagonal base, e

featuring a raised triangle that indicates the character’s front facing
\ / where that character is facing.

DISCARD 1 CARD

> Each character possesses a Kamae Tree, character card, core ability
card, core weapon card, advantage token and Kamae ring.

' Take these components and then construct each character’s ability S ; . B ™
i card deck, as detailed to the right. Other characters and their cards
I'\ will not be used in this guide.
: CARDVALUE  CARD NAME CARD NUMBER CARD NUMBER
il REVEALING CARDS M 1STUDENTCORE  (038) B MASTERCORE  (008)
. x1 KATANA SWING (070 I (1 TACHI CUT (075)
< Senjutsuis played over a series of turns with each character using % x} ;IEGF}:.TE';ITHIgNT?’II%UL Eg4g} 25 «1 DRAGON REFLECTION  (009)
cards from their own ability card deck. This deck contains abilit A x 4 ol 1 DARK INSIGHT (012)
- cards that initiate your chayracter’s attacks, defences moveme:ts SR BRI g =
[ ! : , , £ x2 INSIGHTFUL BLOW  (044] i x2 DARK BARGAIN (014)
and mental preparations. L x2 OBEDIENCE (045) £ x2 DRAGON TAIL (015)
._. x2 ROCK STRIKE (046) 0«1 SIXTH SENSE (016)
Each turn, choose a card from your hand and play it ; "g Em‘mﬁsﬂﬁgmu Em} Ml L TAINTED WISHOM - 1
. =X &= 3 IDLE STRIKE (018)
face-down. Your opponent does the same. B2 MOUNTAIN SWITCH  (049] &4, 3 MASTERFULCUT  (019)
: _ : &= 2 TRANQUIL MIND (050] &= 3 REPOSITION (020)
Cards are turned over simultaneously, then resolved in order of their S0 «1 CALM COMPOSURE  (084) S x1SPLITTING STRIKE ~ (096)
initiative speed, starting with the fastest card (highest number value Al x; Ef;gll.rhfﬁs;EFEﬂcE Eggg% Sl 1 TAUNT (097
in the top left of the card). i oL (102]
P ] £ x1DIAGONAL SLASH (100) & 2 RIVER BLOCK (111)
% x2 HORIZONTAL CUT (105) . x2 ROLLING SLASH (112)
VICTORY 41 SWIFT BLOCK (115) &4 1 TRAINED MIND (17)
g x1 TRAINED MIND (117) % x2 WIND BLOCK (120)
You win the game by inflicting sufficient wounds to your opponent, = :: EEH:‘ ;EEIETN;!?TEIIN H;;% B2 QUICK STAB L2l
equal-to or above their wound limit (_ . 55,1 FIELD BANDAGES  (124)
1
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SETTING UP YOUR FIRST DUEL

0 Set up the snowy hattlefield board and advantage tracker as shown, including
your character’s advantage token.

4=} Place the wound cards, status effect cards and focus tokens in reach.

) Place the Student miniature on the indicated hex, facing the center of the
board.

e
TORR KAND 5 TO08 CAARACEENS
A LI, OO AL BIFOATER
— = s

A6 46
ME M NLITY GO
oF ORI HANE £ MW TN CAREE 10

TO0 AT ALK TR CA

A1) Place the Master miniature on the indicated
hex, facing the center of hoard.

<) Set up your player area as shown. Place your
character’s Kamae ring on the neutral Kamae

position JoF .

& STUDENT & 087

Take the following five cards from your character’s ahility card deck, add your character’s core ahility card and core weapon card to form your opening hand.

m cenutns wiresene) (048) @ STUDENT CORE CHRD ,f“  LIND ELOCK (120 ASTER CORE ChAD ;@3
J @ ATTACK. | i LORE. ( s " @ R,

QE‘,‘?,!'JF”L BLOW 4"‘ = (044) mng: ::'mmr:znm I&ﬁmﬂ L (117) TACHL Cut
La E‘ﬂﬁn“““ :g [121] + Q DISCARD 1 CARD g( F@Elz::fmnn" = [02[]] :) . ;llsml.”m“
] < .E%i (046) C B SN (s 5 IDLE STRIKE /88 (018) B
| ;%E,ﬁ;ﬂm“ ,f...f’ﬂ-' ag [117] - @ " ATk, [128] @ uﬂ i
EA} THH;HED menn g Eﬁ @l 4 ?@?Q g ‘! EIE;-CH 5THE % @) :

Remove the following four cards from your character’s ability card deck, place them to one side then shuffle both ability card decks.
Place the removed cards face-down onto your shuffled ability card deck in the order above, so that the top card will be the first card to be drawn.

6 WIS (105)- TOP CARD V.7
uprmg 38 (040) - SECOND GARD (;

DREDIENCE 5= (045) - THIRD CARD,

[ mesreseus ar (019 -TOPCARD
gimumismm U (112) SECOND CARD,
' (015) - THIRD CARD,

DRALON TAIL

e o ' % ATTACH, INSTANT REPLACENENT) | _
ROCK STRIKE ,Qgg (046) - BOTTOM CARD SINTH SENSE : (016) - BOTTOM CARD
e i Ll B

When both players are ready, start the game with the first turn.
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PLAYING THE GAME

to quickly learn the core rules of the game.

text applies to both players.

rules.

TURN 1

1. First, draw the top ability card from your ability card deck to your
hand.

. Then, choose an ability card for your character to use this turn.
. Student: Choose Trained Mind (117) and place it face-down.
. Master: Choose your Core Ability Card (008] and place it face-down.

. Reveal the chosen ahility cards. Compare the initiative speeds of the
revealed ability cards.

—, Initiative speed is the number in the top-left of an ahility card.
The higher this number, the faster the card.

The Student’s Trained Mind has a speed of two, beating the speed zero
Master's Core Ability Card.

Trained Mind is resolved first.

Ability card effects are always resolved from the top to bottom of the
card, one effect at a time.

Effects on the same line are resolved in any order you choose unless
there is a ‘Then’ present between the effects. In which case you resolve
the effects in order of left to right.
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You are going to play through the first 4 ability cards of each character open-handed

Text preceded by ‘Student:” or ‘Master:" is to be completed by that player. All other

Don't be afraid to repeat steps and talk through them to get an understanding of the

I P 1 1 e

TURN SEQUENCE:

Each turn of Senjutsu uses the following sequence:
1) Draw

2) Choose

3) Reveal

4) Resolve

5) Discard

TRALNED MIND

MERTATION,

| 2]

T3

DISCARD 1 CARD

1@? 2 e @ 1 - Ul
£1C2

GMIEE KAMAE UP T0 2 BRANCHES

DRAN UP T02 CARDS ;
e ———

USCARD 1 aTHEN. | O
SEARCH DISCARD - nnmg\—f

SEARCH + DRAW 12807 1.4
VIEW 35 HAND

TRAINED mMIND

MEDITATION.

LJ

CHANGE KAMAE UP T0 2 BRANCHES

DRAWUPTO2CARDS <

OR
SEARCH + DRAW 1 2 0R 1 44 0
DISCARD 1, A4 THEN
VIEW 54 HAND

-1 7 B 1 A B
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STUDENT - TRAINED MIND

D Trained Mind gives you two battlefield hexes of movement in any of the front
three directions then one rotate. These movement effects are optional, as
marked by the white movement effect icons.

‘(::' Move the Student two hexes directly forward. Do not rotate the Student.

4) There is an ‘OR’ move effect unlocked by being in the Kamae position ¢ .
The Student is not in the ¢ position so ignore the effect in the green bar.

) Now there s a choice hetween, ‘Change Kamae up to 2 branches’ OR
‘Search + Draw 1 528 0R 144"
You are going to change Kamae. Refer to the Student’s Kamae tree card.

4F Move the Student’s Kamae ring two branches to a new position. A branch is the interconnecting
line between Kamae icons. Arrows on the branch dictate if the branch only permits movement in
asingle direction.

6 Our first choice is made for you with the branch arrows, move the ring to the Kamae position

4&F  For the second branch movement, the Student’s Kamae ring can move hack to the neutral position
T, or the Kamae positions <@ or (. Move the ring to the @ position. As your Kamae ring
has moved along a pink branch to the new position, you immediately gain 1focus.

O Take a focus token and place it next to your character card. Focus is a resource that can be
spent to unlock ability card effects.

@) CTUDENT ® 037

Q Moving to the Kamae < has unlocked a movement effect on Horizontal Cut, the ahility card you
drew this turn.

iD We have finished changing Kamae, so must now resolve any remaining effects on your ability card.
As we are not in the Kamae — the effect highlighted to the right is ignored and your turn ends.

@ STUDENT @ 037

y
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; PLAYING THE GAME TURN |

MASTER - MASTER CORE CARD

Now resolve the Master's core card. (é? MST:E _

{D First we resolve “Discard 1Card".*
Discard the ahility card Reposition face-down to your player area.

- . . — D' LTV DISCARD 1CARD
& Your core card gives you one hex of movement in any direction and )

" uptotwo rotates. @ 1 C2

*Discarding Cards: If the opponent has seen the card being discarded, it is :
discarded face-up. In all other cases, it is discarded face-down.

Your opponent cannot look at face-down cards in your discard pile. Any

player may view face-up cards in any discard pile at any time.

@ Move the Master one hex directly forwards. Do not rotate.

@ Next you have three ‘OR’ options. You are going to “Change Kamae up to 1

branch”. (," T,
@ The Master's Position o leads directly along a branch to the ¢ position. (;fg 4

Move the Kamae ring along the pink branch to the new position .

@ As your Kamae ring has moved along a pink branch to the new position, you
|mmed|ately gain 1focus.

END OF TURN 1
Discard all ability cards played this turn to their owner’s respective discard piles.

Core cards are never discarded, return the Master’s core card to the Master player’s
hand.

@ MASTER
Play proceeds to the next turn.
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TURN 2
First draw the top ability card from your ability card deck into your hand.

Then choose an ability card for your character to use this turn.

d Ig- CHLM DEFENCE
@ IFFENE

7 SENJUTS c o Voo B
IF SUCCESSFUL: P _ T

BAIN 1 o2 'm‘

(1]

1 ey (1

5 TACHI CUT

THCHY, CORE. ATTHEN. WEAPON.

O DISCARD 1 CARD

P

Student: Choose Calm Defence (121] and place it face-down.
Master: Choose Tachi Cut (075] and place it face-down.

| Reveal the chosen ability cards.

MASTER - TACHI CUT

4D You have revealed Tachi Cut, your core weapon card. It resolves at dmaNTy — e
initiative speed five.

; \0q
{ STUDENT - CALM DEFENCE 49 5 CALM DEFENCE 0 g THCHI CuT
| @ DEFENCE. - " TACHL, CORE. ATTACK. WEAPON,
G Calm Defence has a varlaple initiative speed. This means you can ( ) = I‘ ” DISCARD 1 CARD
choose a speed equal to either number shown (6, 2] or any number \) 1

between (9, 4, 3). @

Calm Defence s a defence card. To block the Master's Tachi Cut attack,

“ choose initiative speed five to match the speed of Tachi Cut. IF SUCCESSFUL:
1 €)' The Student cannot use the optional rotate as it requires them to be in CTTIDE
the ' position. Ol1L ULJLINI

CALM DEFENCE

. @& DEFENCE.

43 Your card’s positional grid contains a black triangle representing your
character’s battlefield position. The triangle points in the same
direction as your character’s front facing.

6 The block icon & appears in the front three hexes relative to the
triangle. This means these hexes in front of the character have a block
effect applied to them, while resolving initiative speed five cards.

A=) Calm Defenceis a split ability card, containing a second section of
effects at initiative speed one. As we are still resolving initiative speed
five card effects, we move to resolving the Master’s card.
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EPLAYING THE GAME TURN 2

MASTER - TACHI CUT [CONTINUED]

The Student blocks the Master’s attack this turn! The Master must still try and

" 1 ) "
fulfil his attack ability card’s attack effect due to the ‘Commit To Hit"* golden rule. SISO ST ST G Gl NI T LS

the turn, you must attempt to fulfil the attack ability card’s attack effect.
4 First discard a card. Discard the Masterful Cut ability card.

A=) Then there is the choice of an optional movement to any of the front three F '\ - I
" hexesORan optional Rotate 2 if a focus is paid. To attack the Student you _ - MA S T E R
e :

are going to move to his front-right hex.

0 The § Wound icon on Tachi Cut’s positional grid means that this attack
~effect inflicts a wound on any character in that hex when the effect is
resolved.

@ Using their Calm Defence card the Student has applied a block effect to the
hex the Master is occupying, so the attack is blocked and the wound attack
effect is ignored.

STUDENT - CALM DEFENCE [CONTINUED]

‘B Although the Student successfully blocked the attack, he cannot use the
effect following /f Successful on Calm Defence as it requires the Student to be
inthe -~ position.

@ Calm Defence’s second section now is resolved at initiative speed one.

*B Move the Student directly backward one hex and rotate him right one facing.

Change the Student’s Kamae position by 1hranch by moving the Student’s Kamae ring
tothe () position, gaining 1focus by moving along a pink branch.

END OF TURN 2

Discard all ability cards played this turn to their owner’s respective discard piles. QEF 1 1ex C' 1
CHANGE KAMA UP 0 1 BRANCH

Core cards are never discarded, return the Master’s core weapon card to the Master
player’s hand.

- . a

Play proceeds to the next turn.

1
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TURN 3

First draw the top ability card from your ability card deck into your hand. B Lmwromms tan 4%

i ATTACK,

ja-5) L ELacK .
sl O Ci
SENJ U T e

Then choose an ability card for your character to use this turn.
Student: Choose Lightning Tail (040] and place it face-down.
' Master: Choose Wind Block (121)and place it face-down.

Reveal the chosen ahility cards.

STUDENT - LIGHTNING TAIL

LIGHTOING TAIL ﬂ E WIND RLOCK

'@ ek "“" a, DEFENGE,

- © © C

4P You're playing Lightning Tail, an initiative speed nine card. The Master’s fast
Wind Block won't be able to block it at the matching initiative speed.

1 O s you have revealed an ability card with a focus cost, that cost is paid now by
discarding 2 focus to the token pool.

MASTER - WIND BLOCK > DRAGON TAIL

Wind Block has a fast block effect, but it is not fast enough to block the Student’s
Lightning Tail. We are going to use an instant replacement card, Dragon Tail, to try to
attack and wound the Student instead.

.',I J(y-? i

4
SIWITGH TO ANY KMME A fb

4 ) Instant replacement cards feature this icon in their left side bar, WIND ELOCK

DEFENCE.

They can be used to immediately replace an ability card as long as the replaced
ability card is not of the same type. For example Wind Block is a defence card and
Dragon Tailis an attack card.

) Discard Wind Block and replace it with Dragon Tail.

As Dragon Tailis slower than Lightning Tail (Speed six against speed nine), we resolve
. Lightning Tail first.
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EPLAYING THE GAME TURN 3

STUDENT - LIGHTNING TAIL [CONTINUED]

Being in the ' position and having paid two focus, the Student satisfies the
conditions needed to play the card.

6 First complete the mandatory movement effect, move the Student
forward-left by one hex.

Solid black movement effect icons are mandatory, meaning you must execute
those movements to the best of your character’s ability.

6 Check the attack effect’s positional grid, you could wound the Master from
this position, but you can get into a better position by using the next line of
optional movement effects.

Here the Student takes a wound from the Master’s Dragon Tail card, but will be
behind their opponent, generally a fantastic position for your character.

0 Move the Student forward-left by one hex, and then use the optional rotate
effect to directly face the Master’s hex.

O Carry out the attack effect, the Master's hex is covered by the ! wound
icon on the positional grid and he is not blocking, so the Master takes
the first wound. Put a wound into the Master’s player area.

) Finally, switchto the @ position.

L Thisisa switch, not a branch movement, so the Kamae ring is placed
straight on the <@ position. It is not considered to have used branches for
the purposes of gaining focus or branch direction arrows.

@ STUDENT

9
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MASTER - (DRAGON TAIL) [CONTINUED]

0 Dragon Tailallows us to switch to any Kamae. To gain the optional rotate effect, the
Master needs to beinthe “._* or — position so do not change Kamae.

=) Next rotate left one so that the Student is directly behind the Master’s front facing.

“) The attack effect resolves, with a § wound effect applying to the hex directly behind
the Master on the positional grid. Put a wound into the Student’s player area.

4) This attack effect was successful, as it did inflict a wound on the opponent so the
Master benefits from the line of effects following /f successful:. As this line is
shaded by a focus cost, we must pay that now to resolve it.

The line starts with the this icon '% , representing a character that

is not you. Any effects following this icon are resolved against the character
affected by the successful attack or block effect.

4= Give the Student a stun and a hobble status effect.

STUDENT [CONTINUED]

You have just received a stun and a hobble. Read the text on these cards out loud.

{=) The stun card goes into your hand and takes up one space of your hand limit.

The hobble card goes into your player area. While it is in your player area, the initiative
speed of all your cards is reduced by one. At the end of each turn rotate the hobble card
until it has returned to its original orientation, then discard it from the player area.

END OF TURN 3

Discard all ability cards played this turn to their owner’s respective discard piles.

4 ) Student: Rotate the hobble status effect card.

Student: Being over your hand limit (_ 2 of five, you must discard a card to bring the total
number of cards in your hand down to match this limit. This cannot be the stun or your
core card or core weapon card. Discard the ability card Rock Strike.

Play proceeds to the next turn.
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EPLAYING THE GAME TURN 3

Wil §UNe  Eond (VIR OB OF BECW T B GRS

—F
&3 Fe

IF SUCCESSFUL:

= _;f WiIDI/INEE
ﬁ 5TUN
) STUN. STATUS EFFECT. l u.mlmn
2 @)k wawm
AENMMS 1N PSS COUNTS TOWARDS HAND SIZE 5@)
WHILE ACTIVE, REDUCE THE | ( J
< et CANNOT BE DISCARDED FROM HAND
T0 A MINIMUM INITIATIVE - SRR VA DEMAING [N DI
O LUDENT
ﬁg:‘u"ﬂ:ramm
(O

COUNTS TOWARES HAND SIZE
CANNOT BE DISCARDED FROM HAND

YOU MRY PLRY THIS CARD
WS AN REALITY EARD

BF Y0U HAVE A5 MANY STUN GRROS 1N
YOUR HAND A5 YOUR CHARRGTER'S
HAND LIMIT, YOU ARE DEF!

AT THE END OF THE TURN
ROTATETHISCARD 80° CLOCKWISE

%ﬂ HOEELE
WORBLE. STATHS EFFECT
VA T SR
j = - E=E e =
REMAINS IN PLAY ‘i A g§ v 252 EE
z2=N B2z z &HIE
WHILE AGTIVE, REDUCE THE INITIATVE SPEED . =BE E g0
OF YOUR PLAYED ABILITY CARDS BY 1 4 g7 = a
TO A MINIMUM INITIATIVE SPEED OF Iﬂ ! § 5; E F'E'}‘
gs3 =
SZ3
=g

THEN, IF THIS CARD 15 UPRIGHT, DISCARD IT
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Uy T P oy b el L Rl LR Ll R B R E R PTG T T T R

EPLAYING THE GAME TURN 4

CONTINUING THE GAME

Turn four has a lot of options for both characters.

O As the Student, playing an attack card here could catch the Master at an opportune time. Or use the opportunity to draw some new cards or change Kamae using your core
ability card. It is unlikely the Master would draw another Dragon Tail card. Another option is to play the stun card instead of an ability card, removing it from your hand.

Q The Master must work on either building distance from the Student or use Sixth Sense to rapidly turn to face the Student.

&) OTUDENT

Mg,

o

TURN Y I:IPTIIJNE

A’Iﬂ
)

@ TRALNED MIND
®@ 2

MENTITRN

< 2ma C 1

IF SUCCESSFUL:

& nisean 1 en IE SHTEFSSFHI - ”

STUDENT CORE CARD & l:uumsmmnnsnalnslzs 3| MASTER CORE r.mm 'H...
P Jrasenr Ciicioigt Ll -,( g}gzm@s
%, - CANNOT BE BISCARDED FROM HAND g o 7 -,v ._5? HANGE RANAE UP T0 2 BRANCHES
DISCARD 1 EARD P DISCARD 1 CARD E‘?g St g
YOU MAY PLAY THIS CARD \ ; -‘ 5 il smcmu:m!nnuﬂ
221 C ASAN ABILITY CARD ) ; ¢ & "" )
; g VIEW:5E tano
e ,__‘ IF YOU HAVE AS MANY STUN CARDS IN - R .
nmurTumm H T YOUR HANDAS YOUR CHARACTER'S ) 0 !urmumuus 7
e s g HAND LIMIT, YOU ARE BEFEATED A :
; \ DISCARD 1 A THEN
S ““15 = ) — . SEARCH BSCARD+OFAW 13 w
CHoR \ (i ¥ / CHANGE mn[ur 10 1 BRANGHSS,

RESET THE GAME: . . .
We recommend players learn the basics of Senjutsu using this

Alternatively you can reset the game and begin the duel again. Learn To Play guide hefore playing using the main rulebook.

= = Additional rules regarding card effects, terrain, additional special
1) Separate core ability and core weapon cards from your ability card deck. rules and deckhuilding can be found in the main rulebook.

2) Return all wounds, stuns, hobbles and focus to the shared pool. Solo Rules can be found in the Path Of The Ronin hook.

3) Move your Kamae ring to the J&§ position.
4) Take all remaining ability cards from your deck, including discarded cards from the previous duel. Shuffle them together.
9] Draw five cards from this shuffled deck and add your core cards to form your opening hand. Placing the remaining ability card deck face-down in your player area.

6] Place your character’s miniature back in the original battlefield hex.
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ABILITY CARD TYPES CARD RANKS
—y ~ Resolve tied initiative
E |nitiative Speed @ Defence cards in this order. g Jade
s \ .
= §  ses Matching Initiative Speed @ Attack A1 Gold
f K
No Focus Cost @ Core E Wood
Range |
2 GRID ICONS CHARACTER ICONS 4
Instant '
| r
00 @) Thesuen |
Instant Additional < A} .I
E The Master \‘
&' " | Instant Replacement \2 @ I'l
A Player Yy Targeted Character
I
@ Optional Step @ The Ronin ‘
! One Wound “ Two Wounds
1 as .
Mandatory Step -
. <) The Warrior
Bleeding Wound Block .
e O eeding Woun W Bioc |‘
@I priondmate @ Poison > Stun
C Mandatory Rotate »‘ Hobble y Execution
¥, :
%@% Focus 9Advantage @E‘g\/ Counter
Starting Advantage % Asterisk Effect
(_/Ep Hand Limit KAMAE TYPES

L

Aggression Balance Determination Neutral
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