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Hideoyoshi's War Chronicle
The Battle of Shizugatake

Game Journal #87

designed by Makoto Fukuda

Exclusive Rules

27.0 Introduction

"Hideyoshi's War Chronicle" is a simulation game in
the Sengoku Gunyuden series that recreates the three
major engagements that took place before Hideyoshi
Hashiba gained hegemony over the country: the
Battle of Yamazaki, the Battle of Shizugatake, and the
Battles of Komaki and Nagakute.

28.0 Game Equipment

This game comes with the following equipment:
(1) Map: 1 sheet

(2) "Hideyoshi's War Chronicle" counter sheet: 1 sheet
(approximately 250 pieces)

(3) "Hideyoshi's War Chronicle" markers: Please use
the relevant section from the "Yukimura Gaiden
Correction Counter Sheet" included in the magazine.
(approximately 60 pieces).

(4) Rule book: (this book)
(5) Other: Please provide several six-sided dice.
28-1 Map

This game comes with a map depicting the main areas
where Hideyoshi was active from Takamatsu Castle in
Bitchu in the west to Okazaki Castle in Mikawa in the
east.

28-1-1 Tracks
(1) Turn Record Track
Used to clarify game progress (see section 4).

(2) Stage Record Track / Operations Phase Record
Track

Used to clarify the sequence of play (see case 4-1).
(3) Score Record Track

Used to keep track of the scores.

28-1-2 Command Tracks

These are the squares next to the names of each
commander unit. When organizing a force (see
section 13), use these boxes to clarify which units are
under command.

28-1-3 Terrain Legend

The terrain legend is printed on the map. For the
effects of each terrain type, refer to the Terrain Effects
Chart on the Quick Reference.

28-2 Markers
The following markers are included in this game.
(1) Score Markers (Hashiba and Anti-Hashiba)

There are two types of score markers: x10 and x1.
Place them on the score track on the map to display
each army's score.

(2) Castle Markers

Castle markers are used in the "Tennozan" and
"Komaki-Nagakute" scenarios when the castles held
by each daimyo differ from those shown on the map.
They are not used in the "Shizugatake" scenario.

28-3 Quick Reference

The Quick Reference at the end of this book contains
the following tables:

(1) Combat Results Table

(2) Siege Results Table

(3) Call for Surrender Table

(4) Terrain Effects Chart

(5) Replenishment Tables

(6) Mori Clan Movement Determination Table

(7) Saika-shd and Negoro-shi Movement
Determination Table (for the Shizugatake Scenario).

(8) List of Owned Castles

29.0 How the Game Progresses

The game proceeds as follows:



(1) Initial Stage
(D Random Events Phase
@ Line of Communication Check Phase
(2) 1st Stage
(3 Anti-Hashiba Operations Phase
The Anti-Hashiba player acts with his forces.
@ Hashiba Operations Phase
The Hashiba player acts with his forces.
(3) 2nd to 4th Stages

The same procedures as in the 1st Stage are
repeated, but units that are not eligible to activate
in a Stage cannot act.

30.0 Armies

The alliances between the various armies and small
and medium-sized daimyo are specified in each
scenario.

30-1 Small and Medium-Sized Daimyo

In this game, small and medium-sized daimyo refer to
the following 18 clans:

Ukita, Takigawa, Tsutsui, Ikeda, Niwa, Hosokawa,
Nakagawa, Maeda, Nanjo, Gamo, Inaba, Mori, Oda
(Nobukage), Kanamori, Hachiya, Takayama, Kuki, Endo

30-1-1 Small and medium-sized daimyo join one of
the sides. Each scenario specifies which side they join.

30-1-2 Small and medium-sized daimy®d's units are
treated the same as the units of the forces they join.
Therefore, you can combine them when organizing a
force. However, you cannot form a force composed
only of units from small and medium-sized daimyo.

30-2 Affiliated Mercenary Generals

Generals with (*) after their names belong to different
daimyo depending on the scenario, so multiple unit
counters are included for each daimyo. Please use the
appropriate counter depending on the scenario you
are playing.

30-3 Tracing Lines of Communication

Most of the armies that appear in this game were
originally Oda retainers, and the battlefield is also
within the former Oda domain. Therefore, in this
game, it is possible to trace lines of communication
using the castles and troops of the allied forces and
small and medium-sized daimyo on your side.

31.0 Main Castles

31-1 Abandoned Main Castles

Armies that have lost their main castle due to its
reduction cannot trace a line of communication due

to basic rule 8-3-2 and cannot replenish their main
castle. However, as an exception, in this case they can
replenish their main castle even if they cannot trace a
line of communication. In this case, use the "Friendly
Castle" column.

31-2 Armies Without a Main Castle

Since the Mori Clan and the Saika-shi and Negoro-shi
do not have main castles on the map, they trace lines
of communication from the following hexes:

(D Mari Clan: 0111-0128
@) Saika-shii and Negoro-shii: 2434-3534

Also, the Maeda Clan, like the Shibata Clan, use
Kitanosho Castle (hex 4301) as their main castle.

32.0 Mori's Movement

For Hashiba Hideyoshi, the movement of the Mori
Clan was an important factor that influenced the
battle situation. Therefore, whether or not Mori will
act is determined in the Random Events Phase of each
turn.

32-1 Determining the Mori Clan's Movement

The Anti-Hashiba player determines the Mori Clan's
movement via the following procedure:

1. First, calculate the total combat strength of Hashiba
forces in the Chugoku region (Hoki, Mimasaka, Bitchu,
Bizen, Harima, Inaba, Tajima). Only units in castles are
counted.

2. The Anti-Hashiba player rolls the die and checks
where on the "Mori Clan Movement Determination
Table" where the roll intersects with the column
corresponding to the total combat strength. If a circle
appears there, the Maori Clan will be activated. If the
Hashiba Clan wins a decisive battle, subtract 1 from
the die roll, and, if they lose a decisive battle, add 1.
32-2 Units to Use

The Mori Clan uses the following units:
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[This includes all of the Mori units in the GJ62 counter
mix. There is no counter for KEF[&TE in GJ62, GJ6S,
or GJ72.]

33.0 Replenishment for the Saika-shu

and Negoro-shu

The columns used for replenishment for the Saika-sha
and Negoro-shi are different depending on whether
they are in Kii or another province.

34.0 Scenarios

34.1 Format

This game has three scenarios. Each scenario is
formatted as follows:

34.10 Scenario name

Describes the title, setting, and historical background
of the scenario.

34.11 Areas in use
Specifies the map areas used in the scenario.
34.12 Number of turns

Specifies the number of turns and time period of the
scenario.

34.13 Allied Clans

Specifies the clans that the player will control in that
scenario.

34.14 Deployment
Specifies the hexes in which units are deployed.
34.15 Reinforcements

Specifies forces that the player will receive in that
scenario.

34.16 Castles

Specifies the castles used in that scenario and the
players who own them.

34.1 Victory Conditions

Describes how the outcome of that scenario will be
determined.

34.18 Special Rules

Describes rules that are only used in that scenario.
34.2 Before starting a scenario

Each player prepares as follows before starting a
scenario.

(1) The castles owned by each army on the map are
marked in the army's color according to the castle
level.

(2) Place each unit in its deployment hex. If there is a
castle in that hex, the player in charge of that side can
choose whether or not to put that unit into garrison.
If multiple units are deployed in the same hex, they
can be used to organize forces.



35.0 Scenario 1: Tennozan

[6th Month of Tensho 10 (1502), Battle of Yamazaki]
[Published in Game Journal #68.]

This issue includes additional material for the "Tennozan" scenario for "Hideyoshi's War Chronicle," featured in GJ
issue 62.

In addition to the components included in "Hideyoshi's War Chronicle," GJissue 62, the "Tennozan" scenario uses
the following components:

(D Scenario sheet (this flyer).
@ Anti-Hashiba display sheet
(@ Additional counters

"The enemy is at Honnoji Temple!" In the early hours of the 2nd day of the 6th Month of Tensho 10, an army of
10,000 led by Akechi Mitsuhide, suddenly attacked Honnoji Temple where Nobunaga was. At that time, there were
only 100 soldiers at Honnoji Temple. The man who had come close to seizing control of the country died suddenly.
When Hideyoshi received the news that "His Lord has been killed," he had surrounded Takamatsu Castle and was
facing off against the Mori army of 30,000. The Mori did not want to fight. Hideyoshi immediately made a peace
agreement and headed to Kyoto where Mitsuhide was. This was the beginning of the battle for his life.

36.1 Areas in use: All areas of the map except Mikawa and Shima

36.2 Number of turns: 8 turns (Week 1 of the 6th Month to Week 4 of the of 7th Month)
36.3 Allied Clans

Hashiba side: Hashiba Clan, Kobe Clan, Kitabatake Clan, Shibata Clan
Anti-Hashiba side: Akechi Clan, Mori Clan

36.4 Deployment

Deploy the Hashiba side first.
Hashiba Side
(1) Hashiba Clan

Small and medium-sized daimyo under Hashiba's command: Ukita Clan and Nanjo Clan.

Hex 0126 (Takamatsu Castle, which under siege)
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Uklta Oké Togawa Nobuhara
Tadaie Toshikatsu Hideyasu Kageyoshi

The above units are besieging Takamatsu Castle. Place an Invested marker.
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(2) Kobe Clan

Small and medium-sized daimyo under Kobe's command: Niwa Clan and Hachiya Clan.
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Kobe Hachiya
Nobutaka Nagahide Yoritaka

(2) Kitabatake Clan

Small and medium-sized daimyo under Kitabatake's command: Oda (Nobukage) Clan.

Hex 4825
(Anotsu

Hex 4928 (Matsusaka Castle Castle)
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Kitabatake Okada Takigawa Tsugawa
Nobukage Shigetaka Katsutoshi Yoshifuyu

Oda
Nobukage

Anti-Hashiba Side

(1) Akechi Clan

Hex 0611
(Kano
Castle)
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Hex 3220
(Kameyama

Freely deployed in the 6 hexes surrounding 3521 (Kyoto) Castle)

Akechi Akechi Saito Akechi
Mitsuhide Hidemitsu Toshizo Shigetomo

(2) Mori Clan

Hex 0126 (besieged in Takamatsu Castle)

These four units are in Takamatsu Castle, Hex 0127
and their morale has dropped to -2. (Niwase
Also, Takamatsu Castle's durability is 2. Castle)

Shimizu
Muneharu
Others
Hex 3521
(Kyoto) Hex 3527 (Koriyama Castle)
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Hex 2511 (Miyazu Castle)
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The Tsutsui, Ikeda, Hosokawa, Nakagawa, Takayama, and Gamo Clans are not on either side yet. Place neutral
markers. Small and medium-sized daimyo with a neutral marker are always considered to be in garrison.



35.5 Reinforcements
Hashiba side

Turn 5 (Week 1 of the 7th Month)

Appears at Kitanosho Castle (4301)
FeBE  ReBx | THMA
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Shibata Shibata Fuwa
Katsuie Katsumasa Katsumitsu

il 20|

Anti-Hashiba side

KanaMori
Nagachika

The following Akechi Clan units will appear as reinforcements at Azuchi Castle
when the Akechi commander in Azuchi Castle (4217) replenishes them.
At this time, Akechi units must occupy both Kyoto and Azuchi Castle hexes.

3
2

35.6 Owned Castles
See "List of Owned Castles"

(1) Castles that are grayed out in the "List of Owned Castles" column have different ownership from that shown on
the map. Please indicate them by placing the appropriate daimyd's castle marker or main castle marker.
(2) Castles marked as "Neutral" in the "List of Owned Castles" are not owned by either side. Please indicate them
by placing a Neutral marker.

Main

Neutral Castle Castle

35.7 Victory Conditions
(1) Hashiba: The Hashiba player wins if he achieves one of the following two victory conditions. -
(D Defeat (i.e. eliminate) Akechi Mitsuhide. B K %

@) Take control of the three castles that were the bases of Akechi Mitsuhide's rebellion: Kyoto
(3521), Azuchi Castle (4217), and Sakamoto Castle (3719). Azuchi Castle and Sakamoto Castle must
be opened or forced to surrender.

(2) Anti-Hashiba: The Anti-Hashiba player wins if he achieves one of the following two victory conditions.

(D Take control of Kyoto (3521) and Azuchi Castle (4217) and kill (eliminate) two or more sddaishd (% %)
(excluding Oda Nobunaga).



@) At the end of the game, control Kyoto and 10 or more castles.
35.8 Special Rules
(1) The Turn 1 Random Events Phase of this scenario proceeds as follows:

D Honnoji Incident:
Anti-Hashiba players can attack Oda Nobunaga in Kyoto. This can be done in either a skirmish or a Decisive

Battle.

(2 0da Nobusumi Survival Check: -
After the Honnoji Incident, anti-Hashiba player checks whether Oda Nobusumi is alive or not. @ @ 1% %
He rolls the die, and, on a roll of 1-5, he is dead and will not appear in the game. Wizl

; i

On a 6, heis alive, and the unit is placed in Kyoto and can be used as a taishd (%) of the Akechi
Clan from then on.
(Oda Nobusumi: Son of Oda Nobuyuki, who was killed by Nobunaga, and also the son-in-law of Mitsuhide.
At the time of the Honnoji Incident, Nobusumi was in Osaka but was suspected of treason and pursued by
Kobe Nobutaka and Niwa Nagahide, leading to his suicide.)
(@ General Movement Determination:

The Anti-Hashiba player rolls the die for each neutral daimyo to determine which side they will join. The die
roll is modified by the corresponding modifiers 1-7.
Small and medium daimyo who are not on either side will remain neutral. Note that the Kitabatake and Kobe
Clans only need to determine whether they can act from Turn 1, and will automatically be able to act
beginning with Turn 2.

(2) Beginning with Turn 2, during the Random Events Phase a determination will be made for the movements of the

small and medium-sized daimyo who are still neutral.

(3) Battle of Takamatsu Castle:

When the Honnoji Incident occurred, Hideyoshi Hashiba was in the middle of attacking Takamatsu Castle (Bitcha)
(hex 0126), so he could not move immediately.

(D The Hashiba and Ukita forces in Bitchu cannot leave Bitchu until Takamatsu Castle is opened or forced to
surrender.

@ The Mbri Clan was reluctant to fight the Hashiba Clan. Therefore, the Mori Clan can use only the five units on
the map.

(3 Hideyoshi cannot assault Takamatsu Castle because he has already laid siege to it with flooding.

@ Once the Hashiba side has opened Takamatsu Castle or forced it to surrender, a peace agreement is made
with the Mori Clan. The Mori Clan will thereafter be neutral and will follow the restrictions in section 32.

(4) You cannot enter a hex containing a neutral force.

|

(5) At the end of each Operations Phase, if an army has troops occupying a castle marked as | g
"Neutral" on the "Castle List", it thereafter become that army's own castle. i | |
(6) For the Anti-Hashiba player only in Turn 1, if an Akechi force is occupying a hex with an empty -

castle (of any army) at the end of its Operations Phase, the Anti-Hashiba player can use that castle as an Akechi
castle from then on.

(7) 1ga was in a state of chaos after an uprising. Therefore, movement within Iga costs twice as much as usual.
35.9 Optional Rules

If Oda Nobunaga survives, he can act in the Hashiba player's Operations Phase. He can act together
with all forces stacked in the same hex as if he were their commander.

ety R

Game design: Makoto Fukuda

Reprint production: Simulation Journal Co., Ltd.




36.0 Scenario 2: Shizugatake

[4th Month of Tensho 11 (1583), Battle of Shizugatake]

At the Kiyosu Conference to decide the successor of the Oda Clan, Hideyoshi, who defeated Mitsuhide in the Battle
of Yamazaki, recommended Nobunaga's grandson Kohoshi. However, Nobunaga's third son, Kobe Nobutaka, who
participated in the Battle of Yamazaki and naturally thought he would be the successor, along with his supporters
Shibayama Katsuie and Takiyo Kazumasu were not happy about this.

They gradually began to reveal their opposition to Hideyoshi.

36.1 Areas in use: All areas of the map except Mikawa and Shima

36.2 Number of turns: 12 turns (Week 1 of the 2nd Month to Week 4 of the of 4th Month)
36.3 Allied Clans

Hashiba side: Hashiba Clan, Kitabatake Clan

Anti-Hashiba side: Shibata Clan, Kobe Clan

36.4 Deployment

Deploy the Hashiba side first.
Hashiba Side
(1) Hashiba Clan

Small and medium-sized daimyo under Hashiba's command: Ukita Clan, Nanjo Clan, Hosokawa Clan, Ikegawa Clan,
Takayama Clan, Nakagawa Clan, Tsutsui Clan, Niwa Clan, Hachiya Clan, Gamo Clan, Oda Clan, Inaba Clan, Endo Clan,
Mori Clan

Hex 1623 (H|meJ| Castle)
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Hex 0113 Hex 0911 Hex 0611 Hex 1114
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Hex 5013 Hex 5606

(Ogaki (Yahata
Castle) Castle) Hex 5812 (Kanayama Castle)
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Endd Mori
Yoshitaka Nagayoshi

(2) Kitabatake Clan

Hex 4928 (Matsusaka Castle)

Tsugawa
Yoshifuyu

Kitabatake Sakuma Okada Takigawa
Nobuo Masakatsu Shigeo Yutoshi

Anti-Hashiba Side

(1) Shibata Clan

Small and medium-sized daimyo under Shibata's command: Maeda Clan, KanaMori Clan

Hex 4301 (Kitanosho Castle)

*x 23
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Shibata Sakuma Shibata Fuwa
Katsuie Morimasa Katsumasa Katsumitsu

KanaMori
Toshiie Nagachika

(1) Kobe Clan

11



Small and medium-sized daimyo under Kobe's command: Takigawa Clan

Hex 5313 (Gifu Castle)

7015
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Kobe

Nobutaka

Freely placed in castles owned by the Takigawa Clan
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Takigawa Sajl
Kazumasu Masuji

36.5 Owned Castles
See the "List of Owned Castles"
36.6 Victory Conditions
At the end of the game, each player scores as follows.
(1) Points for acquiring castles
If a player has taken a castle that was an opponent's castle at the start of the game, he scores as follows.
D Level 0: 1 point
@ Level 1: 2 points
@) Level 2: 3 points
@ Level 3: 5 points
® Level 4: 10 points
(2) Points lost due to unit elimination

For each unit of his army that is eliminated during the game by death in battle, surrender, etc., the player loses
points as follows.

(D sodaisho (% % ): 5 points
@) Taisho (%): 3 points
) Busha: 1 point
(3) Points for units besieged
A player scores 1 point for each enemy unit that is besieged.
(4) Special points for the Hashiba player
The Hashiba player receive special points if the Anti-Hashiba player takes the following passive actions:
@ If Shibata Katsuie has not yet left Echizen, Katsuie will be considered to have surrendered to EeBx
Hideyoshi, giving him 40 points.
@) If Kobe has not declared the start of his action, Kobe will be considered to have surrendered to
Hideyoshi, giving him 10 points.
The above points are added and subtracted, and the score difference between the two sides is compared.

If the Hashiba player have a surplus of 30 points or more, the Hashiba players win. If the surplus is less than 30
points, the Anti-Hashiba players win.

12



36.7 Special Rules
(D The only anti-Hashiba army that can act from the start of the game is the Takigawa Clan.

@) During Turns 1 to 4, due to a heavy snowfall Shibata's army cannot act unless they roll a 6 during the Random
Events Phase. From Turn 5, they can act freely.

@ Kobe can begin acting at any time. When he starts to act, declare it during the Random Events Phase.
@ Hashiba's troops cannot enter Echizen until Shibata's troops leave Echizen.

(® Hashiba's troops cannot enter within two hexes of Gifu Castle (hex 5313) until Kobe starts to act.

® Hashiba's forces in Mino (Inaba, Endo, Mori) cannot act until Kobe starts to act.

(@ Hashiba's troops cannot attack Shibata's troops that are still in Echizen unless Shibata's troops leave Echizen or
attack first.

The Kitabatake Clan can use both Kiyosu Castle (hex 5416) and Matsusaka Castle (hex 4928) as their main castle.

@ Anti-Hashiba players check the movements of the Saika-shi and Negoro-shii forces in the same way as they
check the movements of the Mori forces. The check is made according to the rules in section 32, but the Hashiba
units in question are those in Kinai (in this case Settsu, Izumi, Kawachi, and Yamato). The units that can be used are
as follows:

Saika-shii: ;’F:ﬁt—% !9935351
33| 31
3 2

Suzumoto Matoba
Magoichi Masatatsu

Negoro-sha:

Dehara
Ukyo

13



37.0 Scenario 3: Meijin Tournament

[Tensho 12 (1584), Battle of Komaki and Nagakute]
[Published in Game Journal #72.]

This issue includes additional material for the "Komaki-Nagakute" scenario for "Hideyoshi's War Chronicle,"
featured in GJ issue 62.

In addition to the components included in "Hideyoshi's War Chronicle," GJ issue 62, the "Komaki-Nagakute"
scenario uses the following components:

(D Scenario sheet (this flyer).
@ Anti-Hashiba display sheet
(@ Additional counters

Note: Of the units of the Hashiba army that appear in this scenario, the following five (names written in black) have
matching units as in the "Tennozan" scenario. Be careful not to mix up the units with the same names used in each
scenario.

aaz;mz| ‘m;mq Tl [Mm— E;Jmfzn‘
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Hideyoshi defeated Akechi Mitsuhide at the Battle of Yamazaki, and Shibata Katsuie and Kobe Nobutaka at the
Battle of Shizugatake, solidifying his foothold in the country. Tokugawa leyasu, the "best archer in the Tokaido
region," put a stop to Hideyoshi's rising momentum.

In the 3rd Month of Tensho 12, leyasu dispatched forces at the request of Nobunaga's second son, Kitabatake
Nobukatsu, who feared Hideyoshi's power, and set up camp in Komaki. In response, Hideyoshi also dispatched
forces to Inuyama, and the two men faced off in Owari. This was the beginning of the Meijin Tournament.

37.1 Areas in use: All areas of the map

37.2 Number of turns: 10 turns (Week 2 of the 3rd Month to Week 3 of the of 5th Month)
37.3 Allied Clans

Hashiba side: Hashiba Clan

Anti-Hashiba side: Tokugawa Clan, Kitabatake Clan, Saika-sh and Negoro-shi
37.4 Deployment

Deploy the Hashiba side first.

Hashiba Side

(1) Hashiba Clan

Small and medium-sized daimyo under Hashiba's command: Ukita Clan, Nanjo Clan, Hosokawa Clan, Ikeda Clan, the
Takayama Clan, Nakayo Clan, Tsutsui Clan, Niwa Clan, Hachiya Clan, Gamo Clan, Oda Clan, Inaba Clan, Endo Clan,
Mori Clan, KanaMori Clan, Takigawa Clan, and Kuki Clan
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Hex 3126 (Osaka Castle)
Ax%s | nEsx| |Rezs| [EnEn |(PERE [ze=x |[xosm| |rEEn| |2erm| [eesm
G2y (mesx [BEEN (SSSM | [E= | BN | (R
oW WY O GRS B ()

Hashiba Hashiba -
asAER  [RWAR ’#lfii-l wA-g

Ga (G G

E

Hideyoshi Hidetsugu

(PrAM LERE Pﬁ:ﬁ] | Az

G8 Gn G @e

|
|

3
£

3
&
bt
a4
|
&
it
=

|
|

G

3]

Hex 1623 (Himeji Castle)
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Hex 3112
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Hex 4924 Hex 5430

(Ueno (Toba
Castle) Castle)
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Endo Mori
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Tokugawa Side

(1) Tokugawa Clan

Hex 6021 (Okazaki Castle)
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(2) Kitabatake Clan

Hex 4928 (Matsusaka Castle)

Takigawa
Katsutoshi
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Freely placed in castles owned by the Kitabatake Clan

g | EAMIS
20] 21 vms) O] |
o B B

Kitabatake Sakuma
Nobukatsu Masakatsu

€;
2

37.5 Reinforcements

[Tokugawa side]
(3) Saika-shi and Negoro-shi

The following units can appear in any turn the Tokugawa player desires. Also, it is not necessary for all of them
appear in that turn.

They appear in any hexes in Kii or in coastal hexes in lzumi.

Saika-sha: #ARTEH (9'7;5 8R Negoro-shi:
33| 31
3 2
Suzumoto Matoba Suginobo Dehara
Magoichi Masatatsu X8 Ukyo X8

37.6 Owned Castles

See "List of Owned Castles"

(1) Castles that are grayed out in the "List of Owned Castles" column have different ownership from that shown on
the map. Please indicate them by placing the appropriate daimyd's castle marker or main castle marker.

(2) Osaka Castle is treated as a normal level 4 castle.

Main Castle
(Osaka Castle) Main Castle Castle

Fara;_'\ B EE
ILILEN, X (ay © |

37.7 Victory Conditions
At the end of the game, each player scores as follows. The player with the most points wins.

(1) Points for capturing castles
If a player captures a castle that was owned by his opponent at the start of the game, he scores as follows:
@D Level 0: 2 points
@ Level 1: 3 points
@) Level 2: 5 points
@ Level 3: 10 points
® Level 4: 20 points
(2) Points lost due to unit loss

For each unit of your army that is killed in battle, surrendered, or removed during the game, you will lose points as
follows:

(D sodaisho (% % ): 5 points
@) Taisho (%): 3 points

18



(3 Busha: 1 point
In addition, Saika-shi and Negoro-shi units are worth 1 point for every 2 units eliminated (regardless of rank).

(3) Tokugawa Special Points: If the Tokugawa player occupies Sakai with Tokugawa units at the end of the game, he
receives 10 points.

37.8 Special rules

(D The Kitabatake Clan can use both Kiyosu Castle (hex 5416) and Nagashima Castle (hex 5119)as their main
castles.

@) The Takigawa Clan can use Anotsu Castle (hex 4825) as their main castle.

@ The Hashiba forces cannot enter Kii until the Saika-shi and Negoro-shii appear.
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First edition (Tsukuda Hobby): July 1988
Reprint (Simulation Journal): March 2017
Game design: Makoto Fukuda

Reprint production: Simulation Journal Co., Ltd.

Reprint materials provided by: Kazuharu Kano
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Hideyoshi's Military Chronicle: Quick Reference

Combat Results Table

Modifiers
swegn| O | 3|5 |9 |13|19(25|31(41|51(61[73(85[99| .. .
~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ o~ ~ higorrmer 1Sk_:_rm|§hes
ie Rol 2 4 8 1 1 40 . lerrain
- R,,I,l 2 g l2d) 50 50160172184 198 2. Field battle modifier difference
D o T 1T |2 | 2 | 3 | 3. Morale difference
f— 1 L L]
1 1 2 2 3 4 5 Decisive Battles
0 1 1 2 3 | 4°| 5°| 7 | 8 | 1.Field battle modifier difference
1 1 2 2 3 4°| 5 6 8 9 2. Morale difference
2 1 112|234 5|5 |7 | 8| 10° Assauls
1. Castle level
3 1T (112 (2|3|4|5|6° 7|9 [10] 5 12ran
4 1 1 2 [£2:] 3 | 4°] 5 6°| 7 | 8 | 9 | 11| 3. Morale difference
5 1 1 112 (3|34 |56 |8 |9 |10°% 11 ambush Attacks
6 101|123 [3|45|6|7]|9°10° 11|12 ! Ambushmodifier +1
2. Field battle modifier of highest-
7 1 1 1 2 3 4*| 5 6°| 7 8|10 |11 ]|12]|13 ranking ambush unit
8 1 a1 2 3 4°| 5 6 =7 9*° 10112 |13 | 14°| 14° 3. Morale difference
or L] L
9 o 1 2|12 |4|5|6 |7 8]10]1215%15% 15|15 *: At least 1 unit eliminated
S|ege Incident Results Table Modifier: Morale difference
Garrison Limits Die Roll Incident
lavel Numben 0 1 2 3 4 5 1% 2 f' ‘Atraitor appears. 2 units are eliminated. If there are none, 2 durability |
ower | |evels are removed.
umber Atrai . 1 unit is eliminated. If th . 1 durabili
sume | 5 | 10 | 20 | 30 | 50 | 100 a8 ot b e g
Siege Results Table 0 Special operation successful. Durability level -2
DaRon 1 2 3 2 5 6 y | Rumors of a traitor. Morale -1
e ot | Morale | Morale — — — 2 Rumors of a traitor. Morale -1
mehumbey 5 5 3 | Besieged soldiers fatigued. Morale -1
Limit : Morale Morale Morale — —
2 Number | Incident -1 El El 4 |Besieged soldiers fatigued. Morale -1
5 Results of siege revealed. Durability level -1
6 Results of siege revealed. Durability level -1
il ;'ghe, Besieging troops' morale drops. Morale -1

Modifiers: 1. A sddaishd (**) in garrison ... -2
2. Ataishd (*) in garrison ... -1

Call for Surrender Table

3. Morale difference

10 |4iower |56 |7+8[9+10| — - - -
9 |3iwr |4~6|7+8|9+-10| - - - -
8 |[lowr [2~4|5~8| 9 10 — - —
7 |Oiwer |1~3 |4~7| 8 9 10 - -
6 |Oowe |12 |3~7| 8 9 - - 10
5 — [lowr |2~8]| 7 8 9 - 10
4 — |Oower | 1~5]| 6 7 8 - 19-10
3 — |Obwr |1~4]| 5 6 1 8 910
2 — |Oower. | 1~3| — |4-5]| & 7 |8~10
1 - ! - |3+4|5+6| 7 [8~10
O(hecuste)|  — — — — |15 2 [3-4/5~10




Terrain Effects Chart

Strategic Counterattack Line of
Terrain Type |[Normal Movement Movement Attack Modifier Modifier Assault Modifier | Communications
Flat Land 1 1 — — — 1
Rough 2 1 -1 — -1 1
Foothills 4 3 -2 -1 -2 3
Mountain No entry No entry - - — Not allowed
River +1 +1 -2 -2 - +1
No entry or No entry or
Sea/Lake ,y ,y — — — Not allowed
crossing crossing
Marsh 4 No Entry -1 -1 — Not allowed
. Counterattack Cannot trace
IAttack on b d ) .
Enemy castle | C3nnotenteran HACKONDESICBEA | ,oningt besieged —(level through an enemy
Castle enemy castle or an|force force "
+1 adjacent hex -1 number) ca.s € oran
+1 adjacent hex
Replenishment Table Modifier: Morale
. _ . . Kobe & Small & Medium| Saika-shii & .
Hashiba Mori & Ukita Kitabatake Daimy Negoro-shi Shibata
Die |_. Friendly| Friendly| Friendly| Friendly| .
Roll Friendly Castle| Other Castle Other Castle Other Castle Other Castle Other |Friendly Castle Other
-lor
e I -1 -1 | 1| -1|-1]-1]-1]-1]-=2 -1 -1
0 0 -1 0 -1 -1 -1 -1 -1 -1 -1 0 -1
1 0 0 0 0 0 0 0 0 0 0 0 0
2 1 0 1 0 0 0 0 0 1 0 1 0
3 1 0 1 0 1 0 1 0 1 1 1 0
4 1 1 1 1 1 0 1 0 1 1 1 1
5 2 1 1 1 1 1 1 1 2 1 2 1
6 3 1 2 1 2 1 1 1 3 1 2 1

Mori Clan Movement Determination Table

Saika-shi and Negoro-shii Movement

Total Combat Strength of Hashiba Units in the Chugoku Region Determination Table (ShIZUgata ke)
Total Combat Strength of Hashiba Units in Kinai
scenario1 | 2>° | 5665 | 66-75 | 76-85 | S0°F
fewer more
Scenarios | 36or 57 or 4or 25 or
- - - 5-8 9-12 | 13-18 | 19-24
283 fewer 37-42 43-49 50-56 more fewer more
Die Roll
lor . . . . .
lower 1 or lower — — — —
D
o I I I I I : (Ol —[—[—-T-1~-
e 3 O — — — — 3 O O _ . . _
R4 S O — _ - 4 OO |O | — | — | —
o 5 O O O — — 3 O] Oo0o|O0|O| — | —
|
sl o]lo ]l o] o] — s (O]oJo]Jo]o]| -~
7 or 7 or
hger | © | © | O | O | O e | O | OO O] OO

Modifiers: 1. Hashiba wins a decisive battle
2. Hashiba loses a decisive battle
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Scenario 1 "Tennozan"

Clan Movement Determination Table

Clan lkeda |Nakagawa|Takayama| Tsutsui |Hosokawa| Gamo |Kitabatake| Kobe
Hashiba 3 or lower 3 or lower 3 or lower 1 or lower 2 or lower 1 or lower 1 or lower 1 or lower
Akechi 8or higher: 7or higher 7or higher 60r higher, 7or higher 8or higher =] —

Note: The Kitabatake and Kobe clans must roll to determine whether to begin action during Turn 1.
In Turn 2 they automatically begin action on the Hashiba side.

Modifiers:

1. Oda Nobutsuna is alive................

2. Akechi side occupies Kyoto and
Azuchi (both hexes)....................

[ I S )

. Hashiba Hideyoshi is in Himeji......
. Oda Nobunaga is alive.................
. Méri clan has begun action...........
. Akechi clan wins a battle..............

7. Akechi clan loses a battle.............

REPLENISHMENT TABLE

Modifier: Morale

......... +1

» 3| Akechi Mori e
2 8 | "dere | omer | "oen | omer | TonY | omer
......... =3 = — 1 =2 — 1 ] — 11
......... +1 lower
......... +1 —11=1 —-1l—11=1
......... -2

DA |WIN|=|[OE

Nl [=a =t |=2 OO
) g | (=) Ty (=)

0
0
1
1
1
1

Scenario 3 "Meijin Tournament”

REPLENISHMENT TABLE

Modifier: Morale

= . s Saika-shi and

g | Akechi Mori Kitabatake | ~Ncgoro-sho

.9 | Friendly Friendly Friendly Friendly

a Castle other Castle Other Castle Othey Castle Othes
o

o —1|=1|—1|=1[-1]=1]-1]-2
ower

OO [WIN|[—

NIN=Ra|s[a|O|O

Nt |t ]t ] 2t |[OI1O
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List of Owned Castles

Owners are shown with castle markers - Not used in this scenario

Province Castle Name | Level Hex SEEMELD L chnario Z Scepario b
Tennozan Shizugatake Komaki/Nagakute
Bz AR 0 0113 Nanjo Nanjo Nanjo
Hoki WL 1 0312 Nanjo (main castle) Nanjo (main castle) Nanjo (main castle)
ﬁiﬁasaka AL 0 0519 Ukita Ukita Ukita
{En YA 2 0126 Mori EF| Ukita Ukita
Bitchu JEE 1 0127 Mori 5] Ukita Ukita
BT fi (L4 2 0326 Ukita (main castle) Ukita (main castle) Ukita (main castle)
Bizen KA LI 0 0622 Ukita Ukita Ukita
AR 1 1020 Hashiba Hashiba Hashiba
Nite 0 1420 Hashiba Hashiba Hashiba
fa%ma Yigkei 2 1623 Hashiba (main castle) Hashiba (main castle) Hashiba (main castle)
T 4% 1 1824 Hashiba Hashiba Hashiba
=REg 3 2125 Hashiba Hashiba Hashiba
JEEEF I 1 0611 Hashiba Hashiba Hashiba
:ﬁa J=Rire 3 0911 Hashiba Hashiba Hashiba
TR 1 1114 Hashiba Hashiba Hashiba
JAAIR 0 1713 Hashiba Hashiba Hashiba
BE EAlE 0 1911 Hashiba Hashiba Hashiba
Tajima 7 Ik 1 1915 Hashiba Hashiba Hashiba
B 0 2012 Hashiba Hashiba Hashiba
WA L1 0 2309 Hosokawa Hosokawa Hosokawa
'Ii?fgo R 1 2511 HOSOIC(:\SA{;)(mam Hosokawa (main castle) | Hosokawa (main castle)
355 1 2812 Hosokawa Hosokawa Hosokawa
" IR 0 3112 neutral Niwa Hashiba
vavﬁasa RHE LI 0o | 3512 neutral Niwa Hashiba
P Aifidn 0 3810 neutral Niwa Hashiba
&g Lk 0 2415 Akechi Hashiba Hashiba
. EI 1 2417 Akechi Hashiba Hashiba
'Iifba I\ B35k 2 2619 Akechi Hashiba Hashiba
=] % 0 3018 Akechi Hashiba Hashiba
AL 1 3220 Akechi Hashiba Hashiba
TEFRIR 0 2426 Ikeda Ikeda Hashiba
= 0 2522 Ikeda Ikeda Hashiba
. A7 [ 5% 1 2924 lkeda (main castle) Ikeda Hashiba
*SJE:TSU RIIR 3 3126 Kobe (main castle) Ikeda (main castle) Hashiba (main castle)
e PR 1 3223 Taka)c/gsmtlae)(main Takayama (main castle) | Takayama (main castle)
KA 1 3224 Nakag:;\t/;)(main Nakagawa (main castle) | Nakagawa (main castle)
Elii ST R 0 2830 neutral Hashiba Hashiba
Tal?/qvachi I\ 0 3227 neutral Hashiba Hashiba
KFI AR I3 1 3527 Tsutsui (main castle) Tsutsui (main castle) Tsutsui (main castle)
Yamato e Uk 1 3531 Tsutsui Tsutsui Tsutsui
L3 V5 7 <F ik 0 3422 neutral Hashiba Hashiba
Yamashiro | jEhf 0 3523 neutral Hashiba Hashiba
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TN 0 3719 | Akechi (main castle) Hashiba Hashiba
A% 0 3820 neutral Hashiba Hashiba
PN 0 4015 neutral Niwa (main castle) Hashiba
SET 7ok 4 4217 neutral Hashiba Hashiba
Omi Rk 1 4413 Hashiba Hashiba Hashiba
PeFn Lk 1 4415 Niwa (main castle) Hashiba Hashiba
A R 0 4416 Hachiya (main castle) Hachiya (main castle) Hashiba
H B35 0 4420 Gamo (main castle) Gamo (main castle) Gamo (main castle)
B 1 4008 Shibata Shibata Hachiya (main castle)
HET JRF 3 0 4204 Shibata Shibata Niwa
Echizen At/ 1 4301 Shibata (main castle) Shibata (main castle) Niwa (main castle)
N2 0 4802 |KanaMori (main castle)| KanaMori (main castle) KanaMori (main castle)
AR 0 5012 neutral Inaba (main castle) Inaba (main castle)
PACEE ) 1 5013 neutral Hashiba Ikeda (main castle)
- 1=IZE 0 5016 neutral Hashiba Hashiba
ﬁﬁ) 1 o Bk 0 5214 neutral Hashiba Kitabatake
M7 B35 3 5313 neutral Kobe (main castle) Ikeda
I\ 0 5606 neutral Endo (main castle) Endo (main castle)
1L 0 5812 neutral Mori £ (main castle) Mori # (main castle)
PEITIR 1 5319 neutral Kitabatake Kitabatake
AERUAIE: 2 5416 neutral Kitabatake (main castle) | Kitabatake (main castle)
B Nen 0 5515 neutral Kitabatake Kitabatake
Owari IR 0 5519 neutral Kitabatake Kitabatake
PNIIE 1 5614 neutral Kitabatake lkeda
SH IR 0 5718 neutral Kitabatake Kitabatake
=3 75 A% 1 5823 Tokugawa
Mikawa ]2 2 6021 Tokugawa (main castle)
LR 2 4723 Kobe Takigawa Hashiba
LR 2 4825 Oda (main castle) Oda (main castle) Oda (main castle)
PR 1 4924 Oda Oda Oda
E? e 2 4928 Kitabg;z‘:;z)(mai” Kitabatake (main castle) Kitabatake
LLiRE 1 5022 Kobe Takigawa Kitabatake
5 b 3 5119 neutral Takigawa (main castle) Kitabatake (main castle)
AR 1 5120 neutral Takigawa Kitabatake
;E;I%na JRRE 1 5430 Kuki (main castle)




Hashiba Clan

Oy 7]

Ukita Clan
FELER

Niwa Clan

Gamo Clan
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Mori Clan
%ﬂﬁm
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Saika-sha
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Negoro-shu

CLANS AND IKKI

Mori Clan

lkeda Clan
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Hosokawa Clan
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Kanamorl Clan
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Shibata Clan

Takayama Clan
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* 122
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Akechi Clan

Tk
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Flat Land* Rough* Foothills* Mountain* Swamp* Sea/lLake Castle River Sea/lLake Border

* If the terrain is mixed, the most prevalent type applies. (only if there is no land) Hexside Hexside Hexside

@6HEIE

In the ZunTzu gamebox, the English versions of map charts and tracks
are terrain pieces. You can use the ZT terrain feature to remove them
and show the original Japanese versions.
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Notes on This English Translation

This translation of the exclusive rules for Game Journal 62 was created in March 2025 by Terry Gordon. It is based
on ABBYY FineReader OCR, machine translation by Google Translate (with second opinions where needed from

Deepl Translator and Systran), and a human effort to make the resulting text genuinely usable as game rules. But,
please note that | do not speak, read, or write Japanese.

| made a few minor changes in May 2025.

A few more changes in December 2025, including the addition of the Scenario 1 and Scenario 3 charts.
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