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Kenshin's Arrival in Kyoto 
 
Game Journal #46 designed by Nakazawa Takatsuga 
 

1 IntroducƟon 
In the sixth month of Tensho 6 (1578), Uesugi Kenshin 
of Echigo, who was called the incarnaƟon of 
Bishamonten (the god of war), set out on his long-
cherished dream of marching to Kyoto. 
Standing in his way was the Oda-Tokugawa allied 
army, a massive force of 140,000 men. Thus began the 
greatest baƩle of the Sengoku period, a clash 
between "the strongest man of the Sengoku" and 
Oda, "the destroyer of the medieval era." 

This game is a simulaƟon that recreates baƩles of the 
Sengoku period based on the premise "What if Uesugi 
Kenshin decided to march on Kyoto?" 

Players are divided into the Uesugi and Oda sides, and 
they advance the game by moving the armies of their 
respecƟve facƟons. 
Each side is divided into the armies of several daimyo 
clans. 

2 Game Equipment 
(1) Game board: 1 
(2) Units (pieces): 1 sheet 

In addiƟon, please have ready two six-sided dice. 

2-1 Game Board 
This game includes one full-size game board depicƟng 
the campaign area. The following features are printed 
on the board. 

2-1-1 Map 

Hexagonal spaces (called "hexes") are printed on the 
board. Units are mainly moved in this porƟon of the 
board in order to advance the game. 

(1) Hexes 
These are printed to indicate the posiƟon of the units 
and to clearly define distances, etc. The units that 
appear in the game must always be placed within 
these spaces. 

(2) Terrain 
The hexes are color-coded to represent various types 
of terrain. These terrain types have different effects 
on the game. The effects of the terrain are described 
in the relevant secƟons of the rules. 

(3) Castles 
The castles owned by each daimyo clan 
are color-coded, just like the units. The 
numbers displayed with the castles 
represent the its durability on the leŌ 
and its strength on the right. 

Castles with a port symbol are castles that can trace 
naval supply lines and host naval units ("port castles"). 
2-1-2 Quick Reference Tables 

The following nine tables are available. Please refer to 
the relevant secƟons for instrucƟons on how to use 
them. 
(1) Combat Results Table  (See SecƟon 12) 

(2) Terrain Effects Chart  (See SecƟon 10) 

(3) AƩriƟon Table   (See SecƟon 9) 
(4) Siege Results Table  (See SecƟon 9) 

(5) Mōri Clan Deployment Table (See SecƟon 9) 

(6) Oda Clan Replenishment Table (See SecƟon 9) 
(7) Uesugi Clan Replenishment Table 
    (See SecƟon 9) 

(8) Random Events Table  (See SecƟon 9) 
(9) Minor Daimyo DeterminaƟon Table 
    (See SecƟon 9) 

2-1-3 Tracks 

Markers are placed in the spaces on these tracks to 
show the current state of the game. Please refer to 
the relevant secƟons for each item: 

(1) Phase Record Track   (See SecƟon 4) 

(2) Turn Record Track   (See SecƟon 4) 

(3) Score Record Track   (See SecƟon 21) 
2-1-4 Command Tracks 

This refers to the rows of squares located below the 
name of each Commander unit. One command track 
is provided for each Commander unit, and it is used to 
clearly indicate which units are part of a force 
organized by that Commander (see SecƟon 6). 
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2-2 Pieces 
The pieces used in this game consist of two types: 
units represenƟng combat troops and markers 
indicaƟng states during the game. 
2-2-1 Units: 

A unit represents approximately 2000 soldiers. All 
units are placed iniƟally with their front side showing. 
The units are interpreted as follows: 

 
(1) Unit Type 

The unit type is represented by a silhoueƩe. There are 
three types of land units: taishō, samuraidaishō, and 
bushō. There are two types of naval units: suigun and 
tetsu-sen. 

(2) Unit Name 

This indicates which warlord leads the unit. Units with 
an asterisk (*) to the right of their names are opƟonal 
units that can be added. (See SecƟon 23) 

Units with a double asterisk (**) are replacement 
units called for by a Random Event. (See 9-2 "Araki's 
Rebellion") 

(3) Commanders 

Units with a white stripe behind the name are 
Commander units. Commander units can organize 
forces using their Command Tracks. (See SecƟon 6) 

4) Combat Strength 

This is the value used when engaging in combat (see 
SecƟon 11). 
(5) AcƟon Points 

This value is used during the ReacƟon Phase (see 
secƟon 10) and the Forced March Phase (see secƟon 
10). Units showing the back side of their counters do 
not have AcƟon Points. Therefore, they cannot 
perform Forced Marches or ReacƟons. 

(6) Number of Steps 
A unit with its front side showing has 2 steps, and 
such a unit is called a 2-step unit. When a face-up unit 
takes a point of damage, it becomes a face-down, 1-
step unit. A 1-step unit has a Combat Strength of 1. 
(7) Daimyo Clans 

Units are color-coded according to the army of each 
daimyo's clan. 
2-2-2 Markers 

The following types of markers are included. Please 
refer to the relevant secƟons for instrucƟons on how 
to use them. 

 
(1) Turn Marker   (See SecƟon 4) 
(2) Phase Marker   (See SecƟon 4) 

(3) Victory Points Marker  (See SecƟon 21) 

(4) Engagement Marker (Front) (See SecƟon 10-7) 

(5) ForƟficaƟon Marker (Back) (See SecƟon 10-8) 
(6) Investment Marker  (See SecƟon 13-1) 

(7) Durability ReducƟon Marker (See SecƟon 13-2) 

(8) Control Marker 
This is used when a castle is controlled by a side 
different from its original owner. For convenience, it is 
sufficient to disƟnguish only between control by the 
Oda side or the Uesugi side. There is no need to pay 
aƩenƟon to the specific clan's name wriƩen on each 
marker. 

3 PreparaƟon for Play 
Before starƟng the game, each player prepares 
according to the following instrucƟons. 

(1) First, decide which player will control the Uesugi 
side and which will control the Oda side. 
(2) Spread out the map and place each player's units 
on it as follows. At this Ɵme, each player can organize 
forces as he likes, as long as the units are being 
deployed in the same hex. 

Uesugi Player's Forces 
Uesugi Army: Deployed at Kasugayama Castle (5604) 

 
Uesugi 
Kenshin 

 
Uesugi 

Kagekatsu 

 
Saitō 

Tomonobu 

 
Honjo 

Hidetsuna 
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Kitajō 

Takahiro 

 
Yamaura 
Kagekuni 

Naoe 
Nobutsuna 

Kakizaki 
Haruie 

    

    

    

  

  

Takeda Army: Deployed at at Nadeshima Castle 
(5722) 

Takeda 
Katsuyori 

Takeda 
Nobukada 

 
Kōsaka 

Masanobu 
Takeda 

Nobutoyo 

    

    

Takeda Navy: Deployed to Ejiri Castle (5330) 

 

   

Honganji Army: Deployed at Ishiyama Honganji 
(1628) (invested) 

Honganji 1 Honganji 2 

  

    

Kaga Ikki Army: Freely deployed to Kaga Ikki castles 
(3409, 3707, 3709) 

 
Kaga Ikki 

   

Bessho Army: Deployed at Miki Castle (1025) 
(invested) 

Bessho 
Nagaharu 

  

 

Hatano Army: Deployed at Yagami Castle (1521) 

Hatano 
Hideharu 

   

Saika-shu Army: Deployed at Saika Castle (1132) 

Saika-shu 
 

  

Mōri Army: Appears later in the game 

Mōri 
Terumoto 

 
Kikkawa 

Motoharu 
Kobayakawa 

Takakage 

 

    

    

    

Mori Naval Forces: Placed in the Mori deployment 
box) 
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Ukita: Appears midway through the game (Random 
Event "Yoshiaki's Uprising")) 

Ukita Naoie Ukita Tadaie 
  

   

 

Ashikaga Army: Appears midway through the game 
(Random Event "Yoshiaki's Uprising") 

 
Ashikaga 
Yoshiaki 

   

Oda side player's forces 
Oda Army (1): Free deployment in Omi Province 
castles 

Oda 
Nobunaga 

Oda 
Nobukatsu 

Oda 
Nobutaka 

Niwa 
Nagahide 

 
Takigawa 
Kazumasu 

   

    

    

    

    

     

Oda Army (2): Deployed to Kita-no-sho Castle (2912) 

Shibata 
Katsuie 

   

    

Oda Army (3): Deployed at Gifu Castle (3422) 

Oda 
Nobutada 

   

    

Oda Army (4) Deployed at Kameyama Castle (1822) 

Akechi 
Mitsuhide 

   

  

  

Oda Army (5): Deployed to Miki Castle (1025) (siege 
0) 

 
Hashiba 

Hideyoshi 

   

   

 

Oda Army (6) Deployed to Ishiyama Honganji (1628) 

Sakuma 
Nobumori 

 
Araki 

Murashige 
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Oda Naval Forces: Deployed at Toba Castle (3234) 

  

  

Oda Naval Forces: Appear in Turn 7 

 

   

Tokugawa Army staƟoned at Hamamatsu Castle 
(4332) 

 
Tokugawa 

Ieyasu 
Sakai 

Tadatsugu 
Honda 

Tadakatsu 

 
Ishikawa 

Kazumasa 

   

 

Neutral forces 
Miki Army: Deployed to Sakura Dō Castle (4214) 
Samuraidaishō: 

Miki Jitsuna 

   

Yamana Army: Deployed to Ariko Castle (1216) 
Samuraidaishō: 

Yamana 
Toyokuni 

   

Isshiki Army: Deployed to Takebeyama Castle (1818) 

Samuraidaishō: 

Isshiki 
Yoshimichi 

   

Takeda Motoaki Army: Deployed to Goseyama Castle 
(2218) 

Samuraidaishō: 

Takeda 
Motoaki 

   

Negoro-shu Army: Deployed at Negoro-ji Temple 
(1332) 
Samuraidaishō: 

Negoro-shu 

   

(3) Place the Victory Points markers on the "0" 
posiƟon of the Score Record Track. 

(4) Place the Turn marker on the "1" square of the 
Turn Record Track. 
(5) Place the Phase marker on the "Start of Turn 
Phase" space of the Phase Record Track. 

4 How the Game Progresses 
The game progresses by repeatedly following a fixed 
sequence of steps (wherein each step is called a 
"phase") as outlined below. This enƟre sequence of 
steps comprises a "turn". 

(1) Turn Start Phase 
• Siege results determinaƟon 

• Random Events 

• Mōri clan deployment 

• Supply line checks and AƩriƟon 
• Replenishment 

(2) Uesugi Movement Phase 

• FormaƟon 

• Movement 
• Overrun 

(3) Oda ReacƟon Phase 

• AcƟon Check 
• Movement 

• Overrun 

(4) Uesugi Forced March Phase 

• AcƟon Check 
• Movement 

• Overun 

(5) Uesugi Combat Phase 

• Field BaƩle 
• Investment 

• Assault 

(6) Oda Movement Phase 
(7) Uesugi ReacƟon Phase 

(8) Oda Forced March Phase 

(9) Oda Combat Phase 



6 
 

Once all of the above phases have been completed, 
one turn is finished. Move the Turn marker to the next 
space and repeat the procedure beginning with step 
(1). Also, advance the marker on the Phase Record 
Track as the phases progress. 

5 Stacking 
In this game, there is no limit to the number of units 
that can be placed in a single hex. 

6 Forming Forces [部隊] 
A Force is a single operaƟonal enƟty composed of 
mulƟple individual units. AcƟons are performed by 
each Force as a whole. Therefore, players must 
organize all of their units into the Forces as described 
below. 

6-1 Force FormaƟon by a Commander 
A Commander has the ability to organize other units 
into a single Force. This ability will henceforth be 
referred to as "Leadership." 
6-1-1 The Leadership of a Commander unit is 
represented by the number of spaces in his Command 
Track. One unit can be placed in each space. The more 
spaces there are, the more units can be organized into 
a single Force. 
6-1-2 A Commander can organize any number of units 
into a Force, as long as they are within the capacity of 
his Leadership ability. 
6-1-3 Commanders must form their Forces using 
other units from the same daimyo clan (excepƟon: 
SecƟon 6-1-8). 
6-1-4 A Commander can form a single Force with the 
units placed on his Command Track. This will 
hereinaŌer be referred to as "Command." 

6-1-5 A taishō unit can command samuraidaishō and 
bushō units. 
6-1-6 Samuraidaishō  can only command bushō units. 
However, a samuraidaishō unit that is being 
commanded by a taishō unit cannot command bushō 
units. 

6-1-7 Units that are being commanded cannot use any 
abiliƟes other than their combat strength. 
6-1-8 The following taishō units can command the 
units of allied minor daimyo: 

 
Uesugi 
Kenshin 

 
Mōri 

Terumoto 

 
Oda 

Nobunaga 

 
Takeda 

Katsuyori 

 
Ukita Naoie 

 
Tokugawa 

Ieyasu 

  

Minor daimyo are as follows: 

 
Ashikaga 

 
Yamana 

 
Hatano 

 
Honganji 

 
Isshiki 

 
Negoro-shu 

 
Kaga Ikki 

 
Takeda 

Motoaki 

 
Saika-shu 

 
Miki 

 
Bessho 

 

6-2 Force ComposiƟon 
The units placed on the map represent a single Force. 

There are three types of Forces: 

(1) Forces led by a taishō unit 
(2) Forces led by a samuraidaishō unit 

(3) Forces consisƟng of only one unit 

6-2-1 The presence of units on a Command Track 
indicates that they are under the Command of that 
Commander, and each one is not treated as a 
separate unit. 

6-3 How to Form Forces 
Forces are formed as follows. 
6-3-1 At the beginning of the game, each player can 
form Forces in each hex of his iniƟal unit placement as 
described in the scenario. 
6-3-2 Units in different hexes cannot be combined 
into a single Force. 

6-3-3 Once a Force is formed, its composiƟon cannot 
be changed unless a ReorganizaƟon is performed 
during a Movement Phase (see SecƟon 10). 



7 
 

 

7 Zones of Control 
Each Force and each hex on 
the map containing a castle 
has a surrounding area of six 
adjacent hexes called its "zone 
of control" (ZOC). 

7-1 Zones of Control of 
Forces 
All land Forces have ZOCs. 
7-1-1 Hexes on the opposite side of a sea or lake  
cannot be part of a ZOC. 

7-1-2 Forces under Investment (see SecƟon 8) do not 
exert ZOCs. 
7-1-3 A Force's ZOC has the following effects on 
enemy Forces and castles. See the relevant secƟons 
for details. 
• Movement restricƟons (see SecƟon 10) 

• Blocking of supply lines (see SecƟon 9) 

7-2 Zones of Control of Castles 
Each castle on the map has a ZOC consisƟng of the 
hex containing the castle and the six adjacent hexes. 
7-2-1 Hexes on the opposite side of a sea or lake  
cannot be part of a ZOC. 

7-2-2 The castle's ZOC has different effects on enemy 
Forces depending on whether the Force occupies the 
hex containing the castle or one of the six adjacent 
hexes, as follows. See the relevant secƟons for details. 

(1) The hex containing the castle: 

Same as a Force ZOC. 
• Movement restricƟons 

• Blocking of supply lines 

(2) The six hexes adjacent to the castle: 
Only blocking of supply lines. 

7-2-3 If enemy Forces have invested the castle (see 
SecƟon 8), the castle does not have a ZOC. 

8 Castles 
Castles on the map serve an important 
role as defensive strongholds. 

8-1 Castle Durability 
Castle Durability quanƟfies a castle's 
resistance to siege as well as the 
number of land units that can garrison that castle.  

8-1-1 Castle Durability can decrease due to Assaults 
(see SecƟon 13-2). Even when Durability decreases 
during an investment, the number of units that can 
garrison the castle remains the same as the original 
value. 
8-1-2 Castle Durability can be restored to its original 
value during the Replenishment Phase at the 
beginning of each Turn, but it cannot exceed the 
original value. 
8-1-3 When castle Durability decreases due to an 
Assault, a Durability ReducƟon marker is placed to 
indicate this. 
8-1-4 If the ownership of a castle changes as a result 
of a siege or Assault, the castle's Durability returns to 
the original value indicated on the map. 

8-2 Garrisons (籠城) 
A garrison is formed when land units located in the 
hex containing their own army's castle take refuge 
inside that castle. Units can also take refuge in a castle 
belonging to another daimyo if it is friendly. 
8-2-1 If a Force is in the hex of a friendly army's castle 
and the enemy player performs any of the following 
acƟons, that Force can avoid them by taking refuge in 
the castle: 
• Overrun 

• Engagement 

• Field baƩle 
However, players who successfully execute an 
Overrun, Engagement, or Field BaƩle can advance 
into the castle's hex and conduct a siege acƟon during 
the next Combat Phase. 
8-2-2 The defending player places an appropriate 
marker on the garrisoning Force to indicate that 
status. [It is not clear what marker this should be.] 
8-2-3 Regarding the hex containing a garrisoned 
castle, if there is at least one garrison unit sƟll 
present, a siege cannot be ended. If all units are 
eliminated from the hex, the siege ends at that point. 
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8-2-4 Forces under Investment can aƩack enemy 
Forces in the same hex as the castle during their 
Combat Phase (see SecƟon 11).  When mulƟple 
Forces aƩack, the combat modifiers used are those of 
the highest-ranking Commander. If there are mulƟple 
Commanders of the same rank, the player can choose 
which one to use. In this case, only combat modifiers 
based on the difference in the Forces' Combat 
AbiliƟes are applied; modifiers for terrain and other 
factors are not used. 

8-3 Castle Strength 
Castle strength represents the difficulty of aƩacking it 
and the ease of defending it during a siege. 

8-3-1 Castle strength never changes. 
8-3-2 Castle strength acts as a modifier when 
determining the outcome of an Assault. Specifically, it 
is a negaƟve modifier for the aƩacking side and a 
posiƟve modifier for the defending side. 

9 Turn Start Phase 
During the Turn Start Phase, the following steps are 
performed in order: 

(1) Siege Results DeterminaƟon 
(2) Random Events 

(3) Mōri Clan Deployment 

(4) Supply Line Checks and AƩriƟon 

(5) Replenishment 

9-1 Siege Results DeterminaƟon 
Players whose castles are under Investment must 
determine how much the morale of the garrison 
drops for each besieged castle, and then the besieging 
player can perform a Surrender Check for each castle 
where morale has dropped. 

9-1-1 Siege ResoluƟon 

Siege resoluƟon is performed by rolling one die and 
locaƟng the result in the Siege Results Table based the 
type of unit defending the besieged castle.  In the 
"Defending Unit Type" column of the Siege Results 
Table, the result shows the number of morale points 
the defending side loses. If morale drops, the 
reducƟon is represented by a numbered Investment 
marker. 

9-1-2 Surrender Checks 
The besieging player can perform a Surrender Check 
for any besieged enemy castles that have lowered 
morale. A Surrender Check is performed individually 
for each such castle.  Roll one die; if the result is less 
than or equal to the number on the Investment 
marker, that castle surrenders. 

9-1-3 Surrender of a Castle 
If a castle surrenders, it becomes the property of the 
besieging side, and all units defending the castle are 
removed (excepƟon: naval units). 

9-2 Random Events 
A Random Event is determined by rolling two dice and 
adding the results, then consulƟng the Random 
Events Table in the column corresponding to the 
current Victory Points count. The results of the 
Random Events are as follows. 

• Mōri's Advance 
You can deploy one Commander unit and one [sic] 
bushō unit from the Mōri army.  AddiƟonally, you 
receive a +1 modifier to your dice roll when checking 
for Mōri army deployment this turn. 

• Hojo Invasion 

Remove one Commander unit and two bushō units of 
the Uesugi army from the map. These units do not 
count towards victory points. This event can occur 
only once; subsequent occurrences will result in "No 
Event". 

• Yoshiaki's Uprising 
The Uesugi player can use the Ashikaga 
Yoshiaki unit. The Mōri, Saika-shu, Negoro-
shu, Ukita, Yamana, and Takeda (Motoaki) armies can 
be moved by the Uesugi player without any 
restricƟons. This event can occur only once. At this 
Ɵme, all Ukita army units and the Ashikaga Yoshiaki 
unit are placed in the Mōri army's Deployment Box, 
just like the Mōri army. They are then organized there 
and move onto the map from hexes at the western 
edge. 

• Ukita's DefecƟon 
The Mōri army is removed from the game. Remove all 
Mōri units, including those placed on the map. 
However, this effect is nullified if Uesugi Kenshin 
marches to Kyoto or if the "Yoshiaki's Rebellion" event 
has already happened. This event can occur only 
once. 

• Araki Rebellion 

 
Araki 

Murashige  

 
Takayama 
Shigetomo 

 
Nakagawa 
Kiyohide 

 

Araki Murashige and his retainers, Nakagawa Kiyohide 
and Takayama Shigetomo, betray the Oda side. Units 
with "**" to the right of their name can be used to 
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replace the original units if the "Araki Rebellion" 
Random Event occurs. 
Araki Murashige will immediately move to Arioka 
Castle [sic, but I cannot find it on the map and the 
Random Events Table sends him instead to Hanakuma 
Castle (1326) and Itami Castle (1626)], Nakagawa 
Kiyohide to Ibaraki Castle (1826), and Takayama 
Shigetomo to Takatsuki Castle (1925). AŌer the move, 
the Oda player will check whether each warlord has 
ended his betrayal. This check is done by rolling one 
die. For Araki Murashige a roll of 1 ends his betrayal 
and for Nakagawa Kiyohide and Takayama Shigetomo 
a roll of 1-5 ends the betrayal. If the betrayal is ended, 
the warlords' posiƟons simply change, and there are 
no other effects. However, warlords who do not end 
their betrayal will funcƟon as Uesugi warlords from 
then on. 
At this Ɵme, if Araki Murashige remains a traitor, the 
three will be treated as belonging to the same daimyo 
clan, and their main castle will be Arioka Castle 
[probably Itami Castle (1626)]. Conversely, if Araki 
Murashige ends his betrayal but the other two (or 
even just one of them) conƟnue their betrayal, each 
will be treated as an independent minor daimyo. Also, 
Araki Murashige can use Hanakuma Castle (1326) as 
his own castle. 

These checks are performed only once during the 
game. If the target warlord has already been killed in 
baƩle when this result is determined, it does not 
apply to him. 

• Neutral → Oda 

Using the Minor Daimyo DeterminaƟon Table, roll one 
die to determine which neutral minor daimyo will side 
with the Oda clan. If that minor daimyo is not neutral, 
the result is "No Event". 

• Neutral → Uesugi 

Using the Minor Daimyo DeterminaƟon Table, roll one 
die to determine which neutral minor daimyo will side 
with the Uesugi clan. If that minor daimyo is already 
on the Oda side, the result is "No Event". 

• Oda → Uesugi 

Using the Minor Daimyo DeterminaƟon Table, roll one 
die to determine which minor daimyo allied with the 
Oda clan will switch allegiance to the Uesugi clan. If 
the daimyo in quesƟon is not aligned with the Oda 
clan, then it becomes "No Event". 

• Uesugi → Oda 

Using the Minor Daimyo DeterminaƟon Table, roll one 
die to determine which minor daimyo allied with the 
Uesugi clan will switch allegiance to the Oda side. If 
the minor daimyo in quesƟon is not aligned with the 
Uesugi clan, then it becomes "No Event". 

• Saika-shu Neutrality 
The Saika-shu army is demoralized. Any remaining 
Saika-shu army units will move immediately to Saika 
Castle. 

•Saika-shu Rejoins the BaƩle 
If the Saika-shu forces have been neutralized, they 
now rejoin the Uesugi side in the war. 

9-2-1 Special cases for Random Events are handled as 
follows. 
(1) "Araki Rebellion" 

In the case of Araki's Rebellion, if the castle to which 
the unit should move is already under Uesugi control 
or is being besieged by Uesugi forces, a betrayal check 
is performed at the unit's current hex for 
convenience. Only if the unit actually defects will it 
move to the designated castle. If that castle is under 
siege by Uesugi forces, and if there are Oda units 
garrisoned there, they will join the besieging army. If 
there are no Oda units (the castle is empty), it 
automaƟcally becomes a Uesugi castle (it is counted 
as a captured castle and added to the Uesugi side's 
victory point total). 

(2) "Saika-shu Neutrality" 
In the case of Saika-shu Neutrality, the Saika-shu units 
that returned to Saika Castle (1132), along with the 
castle itself, revert to a neutral state. Units from other 
facƟons that were in the castle hex are moved to an 
adjacent hex of their controlling player's choice. In the 
rare situaƟon where Oda forces are being besieged at 
Saika Castle, the Saika-shu units that return to the 
castle hex do not become neutral but instead join the 
Uesugi forces besieging the castle. If other Uesugi 
units are being besieged at Saika Castle, the Saika-shu 
units do not become neutral but instead enter the 
castle and join the defenders. 

(3) "Oda → Uesugi" / "Uesugi → Oda" 

If a unit is in the same hex as an enemy unit, the side 
that gains the unit as an ally moves the defecƟng unit 
to any adjacent hex. However, if the unit is in a 
garrison with enemy units, it is moved outside the 
castle into the same hex. If the unit is being 
transported by a naval force (at sea), the defector unit 
is removed along with the naval unit, but it is 
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considered killed in acƟon and the points are added 
to the victory point total of the side that commanded 
the naval force. Also, if the unit is in the Mōri 
Deployment Box, it is simply removed and the points 
are added to the Uesugi side's victory point total. 

9-3 Mōri Clan Deployment 
The Mōri army is a daimyo clan on the Uesugi side in 
the game, and, although they have many units, their 
morale is low, and it is difficult to get them to operate 
very acƟvely. The only units of the Mōri army that the 
player can actually control are those that appear on 
the map according to the Mōri Clan Deployment Table 
each turn. 

9-3-1 Mōri Clan Deployment Table 
The Mori clan's deployment is determined by rolling 
one die on the Mōri Clan Deployment Table, with the 
result being the number of units that appear. 
The units that appear according to the Mōri  Clan 
Deployment Table are placed in the Mōri Deployment 
Box on the map. 

Units placed in the Mori Deployment Box can be 
organized there and then moved onto the map from 
the western edge hexes or transported by naval units. 

The Uesugi side can freely decide whether to have 
them enter the map, transport them by sea, or keep 
them in the Box. 

9-4 Supply Line Checks and AƩriƟon 
Each unit will undergo an aƩriƟon check if it cannot 
establish a supply line between itself and its main 
castle, as listed below. Replenishment also cannot be 
received. 

Uesugi Side's Main Castles 

Kasugayama Castle (5604) 

Takeda Army: Tsutsujigasaki Castle (5722) 
Mōri Army: Western edge of the map 

Ukita Army: Western edge of the map 

Ashikaga Army: None 

Hongwanji Army: Ishiyama Hongwanji (1628) 
Kaga Ikki Army: Komatsu Castle (3409) 

Bessho Army: Ki Castle (1025) 

Hatano Army: Yagami Castle (1521) 
Saika-shu Army: Saika Castle (1132) 

Oda Side's Main Castles 

Oda Army: Azuchi Castle (2523) • Kitanosho Castle 
(2912) • Kiyosu Castle (3524) • Gifu Castle (3422) • 
Kyoto (2024: not really a castle, but treated the 
same as a main castle) 

Tokugawa Army: Hamamatsu Castle (4332) 

Neutral Main Castles 
Miki Army: Sakurabora Castle (4214) 

Yamana Army: Ariko Castle (1216) 

Isshiki Army: Tatebeyama Castle (1818) 

Takeda Motoaki Army: Goseyama Castle (2218) 
Negoro-shu Army: Negoro-ji Temple (1332) 

9-4-1 Tracing Supply Lines 

Players trace supply lines from each unit to their main 
castle. Supply lines cannot be established through the 
following types of hexes: 

(1) Hexes occupied by enemy units 

(2) Hexes containing enemy castles 
(3) Enemy zones of control 

(4) Hexes across sea, lake, or mountainous terrain 

9-4-2 Even if a hex contains an enemy castle, a supply 
line can be traced through that hex if there are 
friendly units present in it. 

9-4-3 Similarly, even if a hex is in enemy zone of 
control, a supply line can be established through that 
hex if there are friendly units present in it. 
9-4-4 Since the Mōri and Ukita armies do not have 
their main castles depicted on the map, a supply line 
is considered to be established to their main castles if 
a supply line reaches the western edge of the map 
board, or if a naval supply line can reach the Mōri 
Deployment Box. 
9-4-5 Ashikaga army units do not need to establish 
supply lines. 

9-4-6 Distance is irrelevant to the establishment of 
supply lines. 
9-4-7 AƩriƟon 

AƩriƟon is determined by rolling one die for each unit 
that is subject to aƩriƟon due to the following 
circumstances: 
(1) Units that cannot trace a supply line to their main 
castle during a Turn Start Phase. 

(2) Units that fail their AcƟon Point Check during a 
ReacƟon Phase. 
(3) Units that fail their AcƟon Point Check during a 
Forced March Phase. 
If, at this Ɵme, the unit cannot trace a supply line to 
any castle of its allied daimyo (not limited to the main 
castle), it is considered isolated and a +1 modifier is 
applied to its aƩriƟon die roll. 
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Units besieged in a castle other than their own main 
castle are subject to aƩriƟon. However, the +1 
modifier to the die roll due to isolaƟon is not applied. 

9-5 Replenishment 
Replenishment restores unit steps and castle 
Durability lost during siege baƩles (see SecƟon 13) 
and Field BaƩles (see SecƟon 11). 
9-5-1 Replenishment is conducted for each side using 
that side's Replenishment Table. Roll one die for each 
side; the number indicated in the column 
corresponding to the die roll is the number of steps 
that can be replenished. 

9-5-2 Replenishment requires that a supply line be 
traced between the main castle and the unit. If the 
main castle is under siege, that main castle can only 
be used for Replenishment of units within that castle. 
(ExcepƟon: naval supply lines) 
The Oda army has five main castles (supply centers), 
so, in pracƟce, the Oda player can roll the dice once 
for each base, for a total of five rolls. The total 
number of steps by which the Oda army can be 
replenished is the sum of those rolls. 
9-5-3 Once the Replenishment results are available, 
immediately perform step recovery. The units that can 
perform step recovery must be able to establish a 
supply line from the main castle. 

Step recovery can be performed by using all available 
Replenishment steps on a single unit or by dividing 
them among mulƟple units. 
9-5-4 Please note that in the case of Replenishment 
for the Oda clan, it is only possible for units that can 
trace a supply line from the main castle. 
9-5-5 Unused steps obtained through Replenishment 
cannot be carried over to the next turn and will be 
lost. 
9-5-6 Eliminated units cannot be recovered. However, 
the Ikkō-ikki (Honganji/Kaga) are an excepƟon. if any 
of their units are completely eliminated, they can be 
restored and redeployed using a number of steps 

equal to the number of units that were destroyed. If 
mulƟple units are destroyed, the steps can be 
distributed to restore and redeploy mulƟple units. The 
rebuilt Ikkō-ikki units appear at the main castle of the 
corresponding Ikkō-ikki facƟon. They can be deployed 
as castle garrison troops even if the main castle is 
under siege. 

Please note: The above acƟon cannot be performed 
by any army other than the Ikkō-ikki 
9-5-7 Replenishment for castles with reduced 
Durability  is carried out in the same way as above, 
but for every 1 Replenishment point used, you can 
restore a castle's Durability by 3. 

10 Movement 
During his Movement Phase, a player can move any 
number of his Forces. Whether or not to move Forces 
is enƟrely up to the player. The ReacƟon Phase and 
Forced March Phase are also movement phases, but 
moving Forces in these phases requires a successful 
AcƟon Point Check. (Therefore, a unit that has 
suffered casualƟes and been flipped over to its back 
side cannot perform ReacƟon or Forced March). 

10-1 ReorganizaƟon (Movement Phase 
Only) 
Players can change the composiƟon of their Forces by 
reorganizing them prior to movement. ReorganizaƟon 
can only be performed during the Movement Phase 
and cannot be done during the ReacƟon Phase, 
Forced March Phase, or during advance aŌer combat 
or retreat. 
10-1-1 Force ReorganizaƟon can only be performed 
between Forces located in the same hex. It cannot be 
performed between Forces in different hexes. Force 
ReorganizaƟon involves changing a Force's 
composiƟon within the limits of the formaƟon rules 
(SecƟon 6). 

10-1-2 Force ReorganizaƟon is performed prior to 
movement. 
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10-2 AcƟon Point Checks (ReacƟon Phase 
and Forced March Phase) 
During the ReacƟon Phase and Forced March Phase, 
in order to move a Force, you must successfully 
perform an AcƟon Point Check. 
10-2-1 AcƟon Point Check 

The player designates the Force they wish to move 
and performs an AcƟon Point Check using that Force's 
AcƟon Points. An AcƟon Point Check is successful if 
the result of rolling one die is less than or equal to the 
Force's AcƟon Point value. 

If successful: the Force can move. 
If unsuccessful: the Force cannot move and must 
instead perform an AƩriƟon Check. 

10-2-2 There is no limit to the number of Forces that 
can perform AcƟon Point Checks.  Also, if an AcƟon 
Point Check is successful, the next Force's AcƟon Point 
Check can be performed only aŌer the current Force 
has finished moving. 

10-3 Principles of Movement 
Movement is the act of moving a Force from its 
current hex to another hex. 

10-3-1 Movement is performed one Force at a Ɵme. 
The order of movement is at the player's discreƟon. 
However, the movement of the next Force cannot 
begin unƟl the movement of the current Force is 
complete. 
10-3-2 All Forces move by traversing one hex at a 
Ɵme. The direcƟon of movement is at the player's 
discreƟon. 

10-4 Movement Procedure 
Players move their Forces using the movement 
allowance assigned to each Force. 
10-4-1 All land Forces are uniformly given an 
allowance of 6 movement points. Players move each 
Force within that range of 6 movement points. 
10-4-2 The movement points required for a Force to 
enter a hex vary depending on the terrain (see Terrain 
Effects Chart). 
10-4-3 Forces cannot be separated or merged during 
the course of movement. 

10-5 Influence of Zones of Control on 
Movement 
Enemy zones of control affect Force movement in the 
following ways. 

10-5-1 To enter a hex in an enemy ZOC during 
movement, you must expend +1 movement point in 
addiƟon to the normal movement cost. 

10-5-2 When entering a hex containing an enemy 
castle during movement, you must expend +1 
movement point in addiƟon to the normal movement 
cost, similar to entering a hex in an enemy ZOC. 

10-5-3 Forces that enter an enemy ZOC during 
movement (or that begin movement in one) do not 
require any extra movement points to leave that hex. 
10-5-4 Moving directly from one enemy ZOC hex to 
another enemy ZOC hex is permiƩed, as long as it is 
within the Force's movement range. 
10-5-5 If a friendly Force is already in an enemy ZOC 
hex or an enemy castle hex, you can move into that 
hex without expending an extra movement point. 

10-6 Movement RestricƟons 
10-6-1 Forces cannot move across sea or lake terrain. 
10-6-2 Forces cannot move into mountain hexes. 

10-6-3 Forces cannot move into hexes occupied by 
enemy Forces that are not under Investment. 
10-6-4 Forces marked as being engaged in combat 
cannot move or build forƟficaƟons. 

10-7 Engagements (交 戦) 
During movement or at the beginning of 
movement, a Force in a hex adjacent to 
an enemy Force's hex can place an 
Engagement marker on that enemy Force. 
Forces with an Engagement marker placed on them 
cannot move during the ReacƟon Phase or Forced 
March Phase prior to the next Combat Phase. 
Furthermore, they must parƟcipate in a Field BaƩle 
when the Combat Phase begins. 
10-7-1 Engagement markers can be placed on enemy 
Forces during movement. An Engagement marker can 
be placed by expending +1 movement point, 
regardless of the terrain of the hex occupied by the 
enemy Force. 

10-7-2 Neither the Force with an Engagement marker 
nor the Force that placed the marker can perform an 
AcƟon Point Check. 

10-7-3 The Force that placed the Engagement marker 
must aƩack the hex where the Engagement marker 
was placed during the next Combat Phase. This 
combat follows the normal rules for Field BaƩles, 
except that the side that placed the Engagement 
marker is always the aƩacking side. The Engagement 
marker is removed when the Field BaƩle ends. 
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10-7-4 An Engagement marker is also placed when an 
Overrun fails. In this case, the player who aƩempted 
the Overrun is considered to have placed the 
Engagement marker. 

10-8 ForƟficaƟons 
Forces can construct forƟficaƟons during 
any phase in which they can move by 
expending all of their movement points (instead of 
moving). In order to construct forƟficaƟons during a 
Forced March Phase or ReacƟon Phase, an AcƟon 
Point Check is required. ForƟficaƟons are represented 
by placing a ForƟficaƟon marker on top of the Force 
that constructed them. When a Force defending in a 

Field BaƩle has a ForƟficaƟon marker, it receives a 
bonus (see SecƟon 12). 
10-8-1 The marker remains in the hex where it was 
placed unƟl all of the Forces of the player who placed 
it have leŌ that hex.  AddiƟonally, the player who 
placed the marker can remove it from the map at any 
Ɵme if he wishes. 

11 Combat 
During the Combat Phase, a player can aƩack enemy 
Forces or castles. There are three types of aƩacks: 
(1) Field BaƩle: Combat against an enemy Force (see 
secƟon 12) 

<Example of Combat> 
 

 
Uesugi Kenshin and Kakizaki Haruie's forces aƩack Shibata Katsuie and Oda Nobuo's forces, which are located on a mountain hex. 

First, the combat strength of both sides is calculated. 

Uesugi Kenshin's force consists of 5 two-step units and 2 one-step units, and Kakizaki Haruie's force consists of 3 two-step units, so the aƩacking force's total combat strength is 18. On 
the other side, Shibata Katsuie's force consists of 5 two-step units and 1 one-step unit, and Oda Nobuo's force consists of 3 two-step units, so the defending force's total combat strength 
is 17. 

Then, both sides determine their combat results. 

The aƩacking Uesugi player rolls the dice using the 16-20 column of the Combat Results Table. The dice roll is 8, but a modifier is added based on the difference in Combat Ability. When 
there are mulƟple units of the same rank, the player can choose which unit's Ability to apply. In this case, the Oda player chose Shibata Katsuie, so, comparing his Combat Ability with 
that of Uesugi Kenshin, the values are 4 and 6. Since the aƩacking side's Combat Ability is higher, 2 (the difference in Combat Ability) will be added to the dice roll. 

Also, since the defending side is in a mountain hex, a terrain modifier of -1 is applied to the dice roll. The dice roll is 1, which, aŌer modificaƟon, becomes 9, and the combat result is a 
"2". 

The defending Oda player also rolls the dice in the 16-20 column of the Combat Results Table. The dice roll modifier in this case is -2 due to the difference in Combat Ability (Uesugi 
Kenshin has 6 while Shibata Katsuie has 4) and +1 for the defending side being in a mountain hex, resulƟng in a total modifier of -1. The rolled number is 6, which becomes 5, and the 
combat result is a "1". 

The aƩacking player decided to apply his 1 step of damage by reducing Jinbo Ujizane. 

Meanwhile, the defending player applies his 2 steps of damage by so reducing Fuwa Mitsuharu and Kanamori Nagachika by 1 each. 

Both sides sƟll have units with 2 steps remaining, and they agree to conƟnue the baƩle. 

AŌer taking damage, the total strength of Uesugi Kenshin's force is 11, and that of Kakizaki Haruie's force is 6, totaling 17. On the other side, Shibata Katsuie's force is 9 and Oda Nobuo's 
force is 6, totaling 15. 

The aƩacking player rolls the dice in the 16-20 column of the combat results table, and the defending player rolls in the 11-15 column. The rolled numbers are 9 and 7, respecƟvely, but, 
as in the first baƩle, the Combat Ability difference and terrain modifiers are applied, so the die rolls become 10 and 6, and the combat results are "3" and "1". Having received 1 step of 
damage, the aƩacking player inflicts 1 step of damage on Kawada Shigechika's unit in Kakizaki Haruie's force. 

The defending player received 3 steps of damage, so he inflicts 1 step of damage each on Maeda Toshiie in Shibata Katsuie's force, Ichihashi Nagatoshi in Oda Nobuo's force, and Miyoshi 
Yasunaga's unit. 

At this point, the defending player decides to retreat his forces. In response, the aƩacking player can pursue the retreaƟng forces (this is automaƟcally successful because Uesugi Kenshin, 
who is leading the troops, has higher combat ability than Shibata Katsuie). 

During the pursuit, only the pursuing side (the aƩacking player) can aƩack. His total combat strength is 16, so the dice are rolled in the 16-20 column of the Combat Results Table. The 
result is 12, but the Combat Ability modifier makes it a 14 (the terrain modifier is not applied during Pursuit). The result is a "5", and the defending player inflicts one step of damage on 
each of the remaining two-step units (the three units of Sasa Narimasa, Oda Nobuo, and Shibata Katsuie), reducing them all to one-step units.  The two units of Hara Masashige and 
Fuwa Mitsuharu are eliminated, and all remaining units retreat two hexes. The baƩle ends here, and the aƩacking player can advance his forces aŌer combat. 
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(2) Assault: Combat against an enemy castle (see 
secƟon 13) 
(3) Investment: Laying siege to an enemy castle (see 
secƟon 13) 

12 Field BaƩles (野戦) 
Players can engage in Field BaƩles with enemy Forces 
during the Combat Phase. When resolving a Field 
BaƩle, regardless of the overall situaƟon, the player 
iniƟaƟng the aƩack is called the aƩacker, and the 
player receiving the aƩack is called the defender. 
Field BaƩles are resolved one hex at a Ɵme using dice 
and the Field BaƩle Results Table. 

12-1 Principles of Field BaƩles 
Field BaƩles are resolved one hex at a Ɵme according 
to the following procedure: 
(1) Calculate the combat strengths of the aƩacker and 
defender. 

(2) Resolve the aƩacks from both sides 
(3) Apply the combat results to both sides 

(4) Decide whether one side retreats or the baƩle 
conƟnues 
Repeat steps (1) to (4) unƟl one side retreats or is 
completely eliminated. 

12-1-1 To resolve a Field BaƩle, the aƩacking player 
must clearly indicate in advance which hex he will 
aƩack from and which hex he will aƩack into. 
12-1-2 The aƩacking player can aƩack enemy Forces 
located in hexes adjacent to his own Forces. 
12-1-3 Combat is resolved one hex at a Ɵme. When 
aƩacking from a hex containing mulƟple Forces, these 
Forces must aƩack a single enemy Force in a single 
hex collecƟvely. 
12-1-4 Each Force can aƩack enemy Forces in a single 
hex once during a Combat Phase. It is not possible to 
aƩack enemy Forces in mulƟple hexes simultaneously. 

12-1-5 If there are mulƟple enemy Forces in a hex, the 
aƩacking player must aƩack them all together. 
12-1-6 Each defending Force can only be aƩacked 
once during a single Combat Phase. 

12-1-7 AƩacks cannot be made across seas or lakes. 
12-1-8 Combat is not mandatory. Players are free to 
choose whether or not to aƩack; however, if an 
Engagement marker has been placed, combat must 
take place. 
12-1-9 Engagement Markers 

Forces with an Engagement marker must parƟcipate 
in combat. In combat iniƟated via an Engagement 

marker, the side that placed the Engagement marker 
is the aƩacking side (see SecƟon 10-8). 

12-2 Resolving Combat 
Both players total the combat strength of the units 
parƟcipaƟng in the baƩle. This "combat strength" is 
the sum of the units' step counts. Each player then 
rolls two dice and consults the column in the Combat 
Results Table corresponding to his total combat 
strength. The sum of the dice indicates the damage 
inflicted on the opponent. 

12-2-1 Modifiers 
The dice roll used to resolve the aƩack is modified as 
follows: 

AƩacker's Combat Modifiers 
(1) If the defending Force is in a foothills or forest hex, 
subtract 1 from the dice roll. 

(2) If there is a river between the aƩacking and 
defending Forces, subtract 1 from the dice roll. 
(3) The difference in Combat Ability is calculated by 
subtracƟng the defending Force's Ability from the 
aƩacking force's Ability. 

Defender's Combat Modifiers 
(1) If the defending Force is on a foothills or forest 
hex, add 1 to the dice roll. 
(2) If there is a river between the aƩacking and 
defending Forces, subtract 1 from the dice roll. 

(3) The difference in Combat Ability is calculated by 
subtracƟng the aƩacking Force's Ability from the 
defending Force's Ability. 
All of the above modifiers are cumulaƟve. For 
example, if the defending Force is in a foothills hex 
and has built forƟficaƟons, his total modifier will be 
+2. 
12-2-2 Combat Ability 

When units are organized into a Force, only the 
Combat Ability of the Commander of the Force is 
used. 

If there are mulƟple Forces, the Combat Ability of the 
highest-ranking Commander is used, in the order of 
taishō, samuraidaishō, and bushō. If there are 
mulƟple units of the same rank, the player can choose 
which one to use. 

12-3 Combat Results 
The result shown in the table is the number of 
casualƟes inflicted on the enemy Force. The player 
who suffered casualƟes reduces the step count of the 
units composing his Force by the number of 
casualƟes. 
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12-3-1 When reducing the number of steps, priority 
must be given to reducing units whose front side is 
showing (2-step units). 

12-3-2 If a unit that has already lost a step loses 
another, then that unit is eliminated. 

12-4 Retreat or a Decision to ConƟnue the 
BaƩle 
If either Force consists enƟrely of 1-step units, that 
side's Force must retreat. Also, if either side wishes to 
retreat, that army may retreat. 

If both sides sƟll have 2-step units and neither wishes 
to retreat, the baƩle conƟnues, and steps (1) through 
(4) of SecƟon 12-1 are repeated. 

12-4-1 The aƩacking side declares whether or not to 
retreat first. 
12-4-2 When retreaƟng, all Forces that parƟcipated in 
the baƩle must retreat. If mulƟple Forces are 
retreaƟng, each one can retreat individually to 
different hexes. However, units within a Force cannot 
be removed from the Command Track and scaƩered 
across the map during the retreat, nor can they be leŌ 
behind during the retreat. 
12-4-3 Retreats can be from 1 to 3 hexes, and the 
player whose Forces are retreaƟng makes the choice 
about how many hexes to retreat. 

12-4-4 Retreats are conducted one hex at a Ɵme, 
moving away from the enemy Forces that parƟcipated 
in the baƩle. 

12-4-5 The direcƟon of retreat can be freely chosen 
by the owning player for each Force, but Forces 
cannot retreat into the following hexes: 

(1) A hex that requires crossing a sea or lake hex side 

(2) A mountain hex 

(3) A hex occupied by an enemy Force 
12-4-6 If there is a friendly castle in a hex where a 
Force is retreaƟng, the player can put the Force into 
garrison in that castle and end the retreat midway. 
Also, if there is a friendly castle in the hex that was 
aƩacked, the Force can remain in that castle. 

12-4-7 If all Forces on both sides consist enƟrely of 1-
step units, both sides must retreat. In this case, 
neither side can pursue. 

12-5 Pursuit 
If either side retreats, that Force may be pursued 
before the retreat takes place. 
12-5-1 Whether a pursuit can be carried out is 
determined by the difference in Combat Ability of the 
two armies' Forces, as follows: 

(1) If the pursuing side has greater Combat Ability, 
Pursuit is successful 
(2) If they have equal Combat Ability, Pursuit is 
successful 

(3) If the retreaƟng side has greater Combat Ability, 
the retreaƟng player rolls one die. If the difference in 
Combat Ability is less than the die roll, the Pursuit 
fails. 

12-5-2 If the Pursuit is successful, the outcome of the 
Pursuit can be determined by rolling two dice on the 
Combat Results Table, just like in regular combat. 
However, in this case, the pursuing side resolves only 
one aƩack unilaterally, and the retreaƟng side cannot 
roll the dice (i.e., cannot counter-aƩack). Even if there 
are mulƟple retreaƟng Forces, the Pursuit is resolved 
in a single instance. 
12-5-3 In the case of a Pursuit, the dice roll modifier is 
determined solely by the difference in Combat Ability, 
and no other modifiers are applied. 

12-6 Advance aŌer Combat 
Forces that have caused the enemy to retreat can 
perform an advance aŌer combat. This entails the  
Force moving into the hex previously occupied by the 
retreaƟng enemy Force. 
12-6-1 Advance aŌer combat, like movement, can be 
performed by some of the Forces or by all of them.  
Units organized into a single Force cannot be 
separated on the map to have some advance and 
others remain behind. 

13 Siege Warfare (攻城戦) 
A player can aƩack his opponent's castles. There are 
two types of siege warfare: Investment and Assault. 

13-1 Investment of a Castle (包囲) 
To invest a castle, you must have more units than the 
number of enemy land units in the castle's garrison.  
An investment cannot be iniƟated with an equal 
number of units. 

13-1-1 A castle Investment can be conducted by 
combining mulƟple Forces. 
13-1-2 To indicate that a castle has been invested, 
place an Investment marker on top of the Forces 
conducƟng the siege. Begin with the Investment 
marker with "0". The number on the Invested marker 
signifies the decrease in the castle's morale. 
13-1-3 If a castle has been invested, the troops 
defending the castle cannot leave the garrison, even if 
the Investment is liŌed, unless all enemy Forces have 
been removed from that hex. 
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13-1-4 A player whose castle has been invested must 
perform a Siege Results Check for each invested castle 
during the Turn Start Phase. (See SecƟon 9) 

13-1-5 If the number of invesƟng units in a castle's 
hex becomes equal to or less than the number of 
enemy units garrisoning the castle, the Investment is 
liŌed. When the Investment is liŌed, all morale 
penalƟes for the castle are removed. 

13-1-6 The Investment can conƟnue as long as there 
are more invesƟng land units in the castle's hex than 
the number of enemy land units defending the castle. 
The invesƟng troops may be replaced by other units 
through movement. 
13-1-7 If the invesƟng forces engage in a Field BaƩle 
against another hex, they must liŌ the Investment. 
However, if the enemy iniƟates a Field BaƩle, the 
Investment does not need to be liŌed unless the 
invesƟng Forces retreat. Also, there are no special 
restricƟons on the invesƟng troops when they are 
aƩacked in a Field BaƩle. 
13-1-8 A Force under Investment can aƩack enemy 
Forces in the same hex. In this case, terrain and other 
modifiers are ignored (see SecƟon 8). 
13-1-9 A castle with a port is not required to undergo 
a Siege Results Check as long as its naval supply line is 
not cut (it remains at Investment level 0).  As an 
excepƟon, naval units can be used to transport land 
units into or out of an invested port castle to reinforce 
or withdraw the garrison. 

13-2 Assault (強襲) 
Players can reduce the Durability of an enemy castle 
by launching an Assault on it. 

13-2-1 Only Forces located in the hex containing the 
enemy castle can launch an Assault. 
13-2-2 An Assault can be carried out even if the castle 
has been invested. 

13-3 ResoluƟon of an Assault 
Assaults are resolved similarly to field baƩles, but 
with the following differences. 
13-3-1 Assaults are resolved one hex at a Ɵme. If 
there are mulƟple assaulƟng Forces in that hex, these 
Forces can perform the Assault either together or 
individually. 
13-3-2 The Assault conƟnues unƟl the besieged castle 
falls or the aƩacking side retreats or ends the Assault. 

13-3-3 The total strength of the aƩacking side is 
limited to three Ɵmes the castle's Durability value as 
indicated on the map. 

13-3-4 The defending side can add the castle itself as 
one point of strength to their total strength, 
regardless of the castle's Durability. 

13-3-5 Modifiers 

The modifiers to the dice roll used to resolve an 
Assault are as follows. 
• For the aƩacking side: 

(1) Subtract the strength of the castle from the dice 
roll. 
(2) Determine the difference in Combat Ability 
between the unit leading the aƩacking force and 
the unit leading the defending force, and apply the 
following modifiers: 
• If the aƩacking side is stronger: add 1 to the dice 
roll. 

• If the defending side is stronger: subtract 1 from 
the dice roll. 
• If they are equal: no modificaƟon. 

• For the defending side: 

(1) Add the strength of the castle to the dice roll. 
(2) Determine the difference in Combat Ability 
between the unit leading the aƩacking force and 
the unit leading the defending force, and modify 
the result as follows: 
• If the aƩacking side is stronger: subtract 1 from 
the dice roll. 

• If the defending side is stronger: add 1 to the dice 
roll. 
• If they are equal: no modificaƟon. 

All of the above modifiers are cumulaƟve. 

13-4 Combat Results 
The combat results have the same meaning as in Field 
BaƩles. However, in the case of an invested Force, you 
can choose to reduce either the number of steps of 
the garrisoning units or the Durability of the castle. 
13-4-1 If the aƩacking player chooses to reduce the 
number of steps, he must prioriƟze reducing the steps 
of units that are showing their front side (2-step 
units). The garrison side does not have this restricƟon 
and can freely choose to reduce steps from 1-step 
units or from the castle's Durability. There is no 
penalty even if the Durability falls below the number 
of garrison units. 
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13-5 Retreat or a Decision to ConƟnue the 
BaƩle 
If all of the aƩacking units become 1-step units, the 
aƩacking Force must retreat one hex. 

Also, if the aƩacking player rolls the same number on 
both dice, he must end the Assault for that turn. 
The aƩacking player can stop the Assault at any Ɵme if 
he wishes. If the aƩacking player does not wish to 
stop the Assault, the baƩle conƟnues, and steps (1) 
through (4) of secƟon 13-3 are repeated. 
13-5-1 If the aƩacking Force is forced to retreat, the 
defending Force can pursue it. 
13-5-2 The Pursuit of the aƩacking side is conducted 
in the same way as Pursuit in Field BaƩles, but in 
addiƟon to the combat modifiers of the Commander, 
the strength of the castle can be added to the dice 
roll. The defending side can also add 1 combat 
strength as the strength of the castle itself. 

13-5-3 If Durability reaches zero and the castle falls, 
that castle becomes the property of the aƩacking side 

(see SecƟon 8), and the Assault ends. All units that 
were defending the castle are eliminated. 

14 Overrun (オーバーラン) 
An Overrun is an aƩempt to eliminate an enemy Force 
in an adjacent hex during the course of movement. 
The fundamental procedure is the same as for a 
regular Field BaƩle, but with the following 
differences. 

[There are no rules labeled 14-1 through 14.6] 

14-7-1 Overruns take place during movement. An 
Overrun is performed by expending movement points 
(based on the terrain) to enter the hex occupied by 
the enemy Force. 

14-7-2 Overruns can be performed mulƟple Ɵmes 
within the Force's movement allowance, as long as 
they are successful. 

14-7-3 If an Overrun is unsuccessful, an Engagement 
marker (see SecƟon 10-8) is placed on the enemy 
Force. 

<Example of Assault> 
 

 
Takeda Katsuyori's forces launch an assault on the forces of Tokugawa Ieyasu, who are garrisoning Hamamatsu Castle. 

The composiƟon of each force is as shown in the diagram above. The Takeda army is the aƩacking force, and the Tokugawa army is the defending force. 

The combat strength of each army is calculated. The aƩacking force is composed of 7 two-step units and 4 one-step units, while the defending force is composed of 7 one-step units, 
resulƟng in combat strengths of 18 and 7, respecƟvely. However, the defending force can add the castle's strength as 1 point of combat strength, so their strength becomes 8. 

Both players roll dice in the corresponding columns of the Combat Results Table. The results are 8 and 9, but the strength of the castle modifies the dice rolls. The strength of 
Hamamatsu Castle is 3, so 3 is subtracted from the aƩacking force's dice roll and 3 is added to the defending force's dice roll. Similarly to Field BaƩles, a modifier based on the difference 
in the commanders' Combat AbiliƟes is also applied, but since the difference in Combat Ability between Takeda Katsuyori and Tokugawa Ieyasu is 0, no modificaƟon is made. The 
modified dice rolls are 8 and 12, and the combat results are "2" and "3". 

The aƩacking player decided to inflict 3 steps of damage, giving 1 step of damage each to the units of Takeda Nobunaga, Asahina Yasutomo, and Anayama Nobukimi. On the other side, 
the defending player decided to reduce the castle's durability by 2. 

Since the aƩacking player wants to conƟnue the baƩle, both armies calculate their combat strengths again. The aƩacking force has suffered 3 steps of damage, so its strength is 15, while 
the defending force remains at 8.  Similarly to the first round, they both roll dice in the corresponding secƟon of the Combat Results Table. The results are 6 and 11, but, aŌer applying 
the modifiers, they become 3 and 14, and the combat results are "0" and "4". 

The aƩacking force suffered 4 steps of damage, resulƟng in all its units becoming one-step units. In this case, they can no longer conƟnue the assault and must retreat one hex. In 
response, the defending force can pursue. Pursuit during an assault is automaƟcally successful. Pursuit, like an assault, uses the Combat Results Table, and dice are rolled in the 
corresponding column. However, in a Pursuit, only the pursuing side can aƩack, and the only modifiers used are the difference in the commanders' Combat AbiliƟes and the strength of 
the castle. AddiƟonally, during a Pursuit, one point of the castle's strength can be added to the aƩacking force. The die roll is 7, but adding the castle's strength of 3 results in a total of 
10. The combat result is a "2", and the retreaƟng side suffers 2 steps of damage. The retreaƟng player decided to inflict 1 step of damage each on the two units of Nagasaka Tsuriaki and 
Atobe Katsusuke, eliminaƟng those units. This concludes the assault. 
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14-7-4 Overruns are conducted using the same 
procedure as a standard Field BaƩle, but only one 
dice roll is made. 

14-7-5 If there are mulƟple enemy Forces in a hex, the 
Overrun must be performed against all of them. 
14-7-6 The results of an Overrun are applied 
immediately during movement. If the defending Force 
is required to retreat, the Overrun is successful, and 
the aƩacking unit can move into the hex previously 
occupied by the enemy. No Pursuit occurs during an 
Overrun. 

14-7-8 If, as a result of the Overrun, both sides have 
units with 2 steps remaining and neither wishes to 
retreat, an Engagement ensues (see SecƟon 10-7). 
The aƩacking player declares whether or not to 
retreat first. 

14-7-9 Retreat 
Retreat is carried out in the same way as in Field 
BaƩles (see SecƟon 12-4). However, neither side is 
subject to Pursuit (see SecƟon 12-5). 

15 Killed in AcƟon 
If a land unit is eliminated, it is treated as having been 
killed in acƟon. 

15-1 Killed in AcƟon 
Land units killed in acƟon will not reappear on the 
map (excepƟons: Honganji and Kaga Ikki). 

15-2 Death of a Taishō 
If a taishō is killed in acƟon, all units of that daimyo's 
clan are removed from the map (they are counted as 
killed in acƟon and contribute to victory points). 
However, castles remain under the control of that 
daimyo's clan (unless they have been captured by the 
enemy). 

16 Navies 
Naval units are not treated the same as land units and 
do not control territory. They are special units that, 
even when located in a castle hex, do not directly 
parƟcipate in Investments or Assaults on the castle. 
The characterisƟcs of naval units are as follows: 

 

16-1 Naval Supply Lines 
Castles marked with an anchor symbol (port castles) 
can trace naval supply lines. Naval supply lines can be 
established between castles marked with an anchor 
symbol, allowing for Replenishment and supply lines 
as if they were connected by land.  Furthermore, port 
castles connected by a naval supply line cannot be 
completely Invested by land units alone. Therefore, if 
there is a castle hex serving as a supply source, Oda-
aligned port castles around Lake Biwa will not 
surrender due to Investment. 
23-2.1 [sic] Naval supply lines cannot be used if there 
are enemy naval units in the target castle hex or the 
sea areas adjacent to that castle, or in the castle hex 
available for supply or the sea areas adjacent to that 
castle. 

23-2.2 [sic] Replenishment can be conducted via naval 
supply lines. 

16-2 Movement 
A player can move any number of his naval units 
during his Movement Phase, ReacƟon Phase, and 
Forced March Phase. Whether or not to move them is 
enƟrely up to the player. Note that naval units do not 
require an AcƟon Point Check and can move freely 
during the ReacƟon Phase and Forced March Phase. 

All naval units have 1 sea movement point. 

16-2-1 Principles of Naval Movement 
Naval movement refers to moving a naval force from 
its current sea area to another one. Sea areas are 
treated as areas, not hexes (even though hexes are 
printed on the map for sea areas, you should 
disregard them). Players can only move their naval 
forces to the following coastal hexes and sea areas: 

• Seto Inland Sea Area 
• Pacific Ocean Area 

• Coastal hexes adjacent to the above areas 

• Mōri Deployment Box (treated as a sea area 
adjacent to the Seto Inland Sea) 
16-2-2 Movement is performed one naval unit at a 
Ɵme. The order of movement is at the player's 
discreƟon. However, you cannot begin moving the 
next naval unit unƟl the current naval unit has 
finished its movement. 

[There is no rule labeled 16-2-3] 
16-2-4 When a naval unit enters a coastal hex (or sea 
area) where an enemy naval unit is located, combat 
takes place automaƟcally. Place an Engagement 
marker on the enemy naval unit. 
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16-2-5 Naval units belonging to the friendly side 
located in a port castle hex can receive the protecƟon 
of that port castle when enemy naval units advance 
towards them. This is represented by placing the naval 
unit on top of the castle. In this case, no combat 
occurs. While it is not possible to invest a castle with 
naval units alone, you can force combat when enemy 
naval units leave the castle. 

16-2-6 Only Oda clan naval units can move between 
the Pacific Ocean area and the Seto Inland Sea area. 
<Example of Naval Unit Movement> 

In order for an Oda naval unit staƟoned at Toba Castle 
(3234) to move to Ishiyama Honganji Temple (1628), 
the route will be as follows: Toba Castle → Pacific 
Ocean → Seto Inland Sea → Ishiyama Honganji 
Temple. 

16-3 Naval Combat 
Naval combat takes place between naval units in the 
same sea area or in adjacent coastal hexes. This 
combat is resolved using the same rules as Field 
BaƩles, but terrain modifiers are not applied, and 
Pursuit does not occur.  Also, naval units are not 
considered land units, so their destrucƟon does not 
contribute to the victory points total. 
If a port castle falls as a result of an Investment or 
Assault and there are naval units belonging to the 
defending side in that castle, those units lose the 
protecƟon of the castle. Thus, if there are enemy 
naval units in that hex, an Engagement marker must 
be placed there. 

16-4 Naval Transport by Naval Units 
Naval units have the ability to transport land units by 
sea. 
16-4-1 A naval unit with transport capabiliƟes can 
carry and transport only one land unit [sic] at a Ɵme. 
It can transport all friendly units, even those 
belonging to other daimyo clans. EmbarkaƟon occurs 
when the naval unit begins its movement while 
occupying the same hex as the land unit. 
DisembarkaƟon occurs automaƟcally when the naval 
unit finishes its movement on a coastal hex. However, 
with the excepƟon of port castles under Investment, a 
naval unit engaged in sea transport is not allowed to 
end its movement on a coastal hex occupied by 
enemy land units (13-1-9). Note that a land unit 
cannot move on land and then embark in the same 
phase, nor can it disembark and then move on land in 
the same phase. 

16-4-2 An embarked land unit and the naval unit 
transporƟng it is considered to have a combat 

strength of "0" during naval combat. However, their 
Combat Ability remains unchanged. An embarked 
land unit does not exert a zone of control, and it 
cannot aƩack or be aƩacked by enemy land units. 

16-4-3 1-step naval units and Oda's ironclad ships do 
not have transport capabiliƟes. If a 2-step naval unit 
that was transporƟng a land unit is damaged and 
reduced to 1 step, the transported unit is eliminated 
(counted as killed in acƟon, contribuƟng to victory 
points). 
<Example of Naval Transport> 

A Mōri naval unit in the Seto Inland Sea finishes its 
movement during the Uesugi Forced March Phase in 
the invested Ishiyama Honganji hex, disembarks one 
Saika-shu unit that it had been transporƟng, and adds 
it to the garrison. In the subsequent Uesugi Combat 
Phase, the Saika-shu unit can aƩack the Oda army 
units invesƟng the castle along with the castle 
garrison. Note that the naval unit cannot parƟcipate 
in Field BaƩles or siege warfare, so its combat power 
cannot be added to ground combat. 
The Mōri naval unit in the invested Ishiyama Honganji 
hex embarks one Honganji bushō unit in the same hex 
during the Uesugi ReacƟon Phase and moves to the 
Seto Inland Sea area to transport it to the Mōri 
Deployment Box. 

16-5 Tetsu-sen (Ironclad) 
Oda's powerful tetsu-sen (ironclad) naval 
unit, commanded by Kuki Yoshitaka, 
should be deployed to Toba Castle 
(3234) at the beginning of Turn 7. 

16-6 Replenishment 
Naval units cannot be replenished. 

17 Mōri Terumoto 

Mōri 
Terumoto 

 
Kikkawa 

Motoharu 
Kobayakawa 

Takakage 

 

During combat, if Mōri Terumoto is in the same hex as 
either Kikkawa Motoharu or Kobayakawa Takakage, 
you can choose to use the Combat Ability of either 
the samuraidaishō Kikkawa Motoharu or the 
samuraidaishō Kobayakawa Takakage instead of the 
taishō Mōri Terumoto. 

18 Uesugi Kenshin 
At the start of each turn, if the Uesugi 
Kenshin unit is in Kyoto, the "Yoshiteru's 
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Rebellion" event on the Random Events Table is 
automaƟcally considered to have occurred. 

19 Ishiyama Honganji 
Ishiyama Honganji (1628) was an extremely strong 
fortress. Therefore, regardless of which units are 
garrisoned there, during siege resoluƟon it is treated 
as if a taishō is present within the fortress (note the 
importance of the naval supply line). 

20 Neutral Castles and Troops 
Neutral castles and Forces do not have zones of 
control.  Both players can move their units into hexes -
adjacent to neutral castles or Forces, but they cannot 
move their units into hexes occupied by neutral 
castles or Forces. 

21 Victory Points 
When a player scores victory points, he should move 
the Victory Point marker by the number of points 
scored. If the Uesugi side scores points, the marker is 
moved to the right (posiƟve), and if the Oda side 
scores points, it is moved toward the leŌ (negaƟve). 
This is done every Ɵme points are scored. The 
different types of points are as follows. 

Victory Points 
• Gain a castle with Durability of 3: 1 point 

• Gain a castle with Durability of 4-6: 2 points 

• Gain a castle with Durability of 7-10: 3 points 
• Gain a castle with Durability of 11: 4 points 

• Eliminate an enemy bushō unit: 1 point 

• Eliminate an enemy samuraidaishō unit: 2 points 

• Eliminate an enemy taishō unit: 10 points 
For the Uesugi side only, during each Turn Start Phase: 

• A Uesugi unit is in Kyoto: 5 points 

• Uesugi Kenshin is in Kyoto: 15 points 

22 Victory CondiƟons 
This game conƟnues unƟl the end of Turn 15 or unƟl 
one of the following terminaƟon condiƟons is met. 

22-1 TerminaƟon CondiƟons 
The game ends immediately if any of the following 
occurs: 
(1) The Uesugi Kenshin unit is eliminated. 
In this case, the Oda player wins.  

 
(2) The Oda Nobunaga unit is eliminated. 
In this case, the Uesugi player wins.  

(3) One of the players loses the will to conƟnue the 
game. In this case, the opposing player wins. 

22-2 Determining the Winner 
If the score is 30 points or more at the end of Turn 15, 
the Uesugi player wins. If the score is 29 points or 
less, the Oda player wins. 

23 AddiƟonal OpƟonal Units 
With the agreement of both players, any of these 
units marked with an asterisk (*) to the right of its 
name can be placed on the designated hex at the start 
of the game and used. 

Uesugi Army: Deployed at Kasugayama Castle (5604) 

    

Takeda Army: Deployed at Tsutsujigasaki Mansion 
(5722) 

    

 

 
 

 

 

 
 

 

 
 

 

 

 
 

 

 

 
 

 

 

Game Design: Nakazawa  Takatsugu 

AddiƟonal OpƟonal Units: Yamauchi Katsusuke 
ProducƟon: SimulaƟon Journal Co., Ltd. 
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Errata 
Regarding the movement points required for an overrun, is the +1 needed to enter enemy-controlled territory in 
addiƟon to the movement cost of the terrain where the enemy is located? According to the rules, hexes occupied by 
the enemy also seem to be considered controlled territory, so it seems necessary, but the overrun secƟon only 
menƟons terrain. 

No, it's not necessary. For example, if you want to launch an overrun aƩack against an enemy at 
Torigoe Castle in hex 3709 which is not currently under siege, you can resolve the overrun baƩle by 
paying a total of 4 MP: +1 MP for crossing the river hex side and 3 MP for the "mountain" hex terrain. 
Think of an overrun as a "one-round baƩle" that takes place during movement. 

In the 9-1-1 Siege ResoluƟon Table, does the "X" mark indicate surrender? 
The Siege ResoluƟon only determines any decrease in the castle's morale. Surrender is determined by 
a separate Surrender Check, and the castle does not surrender during Siege ResoluƟon. (See secƟons 
9-1-1 and 9-1-2) 

In the replay arƟcle, the explanaƟon of placing Engagement markers during Turn 5 states that, when aƩacking from 
two hexes, the aƩacking side does not combine the aƩacks from both hexes but rather aƩacks from each hex 
separately, aŌer which the defending side can allocate its forces and counteraƩack. However, rule 12-1-6 states 
that the defending side can only be aƩacked once per Combat Phase. Since the defending side is being aƩacked 
from two hexes, wouldn't they be subject to two aƩacks? 

We sincerely apologize for the confusion this has caused. 
Depending on the combinaƟon of acƟons, such as counteraƩacking an enemy who has declared an 
aƩack, the situaƟon can become somewhat complex. 
We ask for your understanding that there are excepƟons to the rule that "the defending side can only 
be aƩacked once per Combat Phase." 

In that sense, we are considering simply deleƟng secƟon 12-1-6. Incidentally, the rule that "the 
defending side can be aƩacked once per Combat Phase" has been removed in Sanada Gunki, the 
sequel to this system. 
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Notes on This English TranslaƟon 
This translaƟon of the exclusive rules for Game Journal 46 was created in December 2025 by Terry Gordon.  It is 
based on ABBYY FineReader OCR, machine translaƟon by Google Translate (with second opinions where needed 
from DeepL Pro), and a human effort to make the resulƟng text genuinely usable as game rules. But, please note 
that I do not speak, read, or write Japanese. 

As with the Sengoku Gunyuden rules translaƟons, you should keep in mind that Google Translate tends to want to 
translate 部隊 (force) the same way as ユニット (unit). These are two very disƟnct and important concepts in the 
game. Similarly, Google can get very confused when called on to cope with the terms籠城 (garrison), 攻城戦  
(siege), 包囲 (Investment), 野戦 (field baƩle), 強襲 (assault), and交 戦 (engagement). I hope that I have detected 
and disƟnguished all instances correctly. 


