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LEARNING THE GAME

Many of you have already played Legend
of the Five Rings and are familiar with the
rules. If you are one of these players, you
may wish to sRip to Page 40 to see what is
new with War of Honor. If you are familiar
with the game but want a refresher course,
you may wish to sRip to the Quick Play
Guide on Page 44. For everyone else, the
game rules are divided into three parts.
First, game setup and the different types of
cards are described (Pages 5-13). Then the
turn sequence is outlined (Pages 18-30).
Finally, a Glossary gives the meaning of the
game terms you will find on the cards and
Clan Fortresses (Pages 32-33).
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.War of Honor is a card game of tactics and strategy for 2 or more players,
~ who take the roles of warring Clan lords in the fantasy Empire of Rokugan.
~ Starting with your Stronghold and two decks of cards, you will bring forth
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an army of heroes, and play devious strategies in a struggle for honor and
supremacy. Provinces and Fortresses will fall, reputations will be made or
ruined in court. And behind it all, the insights of the Five Rings will give

- wondrous benefits to those with the wisdom to learn them.

LEGEND OF THE FIVE RINGS

The War of Honor boxed game uses decks of cards from the Legend of the Five Rings
(L5R) Collectible Card Game. It simplifies the card game’s rules, and adds rules for
multiplayer action. This box contains decks for the following four clans: the Dragon,
Lion, Phoenix, and Scorpion.

Two new things make War of Honor different from the collectible card game. First, players control

- Fortresses which give additional abilities and can be eliminated by attacks. Second, the victory
~ conditions are tracked in a different way. In. War of Honor, you win by achieving goals that

A el

PR WS

— WAR or HONOR &




- Mystic warriors from the northern mountains, the Dragon explode in battle with chains of martial arts
~moves. They have special ways of achieving insight into the elemental Rings, which makes the Path of
Enlightenment a natural goal for them.

THE LION CLAN

Proud and honorable, these fierce samurai excel at meticulous strategies, but are also savage attackers. The
Lion Clan are masters of warfare. The Path of Military is the victory they can achieve most easily.

THE PHOENIX CLAN

. Elemental magic is the strong point of the Phoenix. Their ranks are ﬁlled with Shugenja: mag1c-w1eld1ng .
_ priests dedicated to the five elements. These Shugenja use elemental spells in pursuit of victory. While their 3 v

spells can unleash great destructive forces, the Phoenix prefer peace. They are most likely to win along the
Path of Honor. x

THE SCORPION CLAN

Clans, using courtlers and magistrates to uncover the secret sins and weaknesses of their characters This
leads naturally to victory by the Path of Dishonor.

*: p-‘H%xagonal tiles

{E COMPONENTS

eth's to \hc};ory Score Board

'_27 Clan Fortress tiles, with Clan Mon

on the back
Pl.;uus i;1les

‘¢ 1 Tos hi }fanbo tile, the starting tile

' '_' Qu1ck Rules t11es

GAME SETUP

1. Punch out the tiles from their frames. Separate them according to their back patterns. There should be 3 Fortress tiles for each Clan, plus 2
Plains tiles without Clan Mon.

2. Unwrap the cards. Each separately wrapped card set should be kept together. Find the Stronghold in each card set and turn it face-up,
keeping it with the other cards in the set. Put the corresponding Clan tiles by each card set.

3. Choose which Clan each player will take for the game. Normally, you should shuffle the Strongholds and deal one out to each player at
random. But if all players agree on who gets to play which Stronghold, then go with that agreement. Once Clans are chosen, give each player
their respective cards, Fortress tiles, one of each ability designator (Battle, Limited, Open), 2 Plains tiles, and Clan Markers. The numbers on
the Markers are used to help differentiate between multiple players of the same Clan. For example, if there are two Phoenix players, one should
used the Markers with the number 1, while the other should use the Markers with the number 2. If there are not multiple players of the
same Clan, the numbers on the Markers are meaningless.

4. Put any unused Strongholds, cards, Clan Markers, Fortress tiles, and Plains tiles back in the box.

5. Put the Score Board to the side, leaving room in the middle of the table. Each player finds his or her Clan Markers and places one Marker in
the starting spaces of each track on the Score Board.

6. Each player sets aside his or her Stronghold card, and the card Border Keep. Then, each player separates his or her cards into Fate (green
backs) and Dynasty (black backs), and shulffles each of these two sets of cards separately as individual decks.

7. Players set up their Stronghold and decks as shown in the illustration. The Fate deck goes about where your right hand is, and the Dynasty
about where your left hand is. The Stronghold is placed in front of the decks, in the play area, and so is your Border Keep card. Dynasty cards
you discard go into their own discard pile to the left of the Dynasty deck, and Fate cards are discarded to the right of the Fate deck. Personalities
that are destroyed in play should be kept apart, in the discard pile, from those who are just discarded from Provinces.

. o . p
8. Put the Toshi Ranbo tile in the middle of the table. Players set up their Stronghold and decks

9. On the punchboard with the Toshi Ranbo tile, the markers are double-sided and have as shown in the illustration below.
an Honor value (the Fan symbol) on one face, and a Dishonor value (the Mask symbol) on
the other. These markers are numbered 1, 2, 4 and 8, and are to help you keep track of how
much honor you have gained, or how much dishonor you have caused on any one turn.

Keep these Markers within easy reach of everyone for use throughout the game.
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10. Put aside all Bamboo Harvesters cards. These will be handed out later.
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THE CARDS
S ‘The game uses two separate
* = decks, the Dynasty deck of
' black-backed cards and the
# =  Fate deck of green-backed
" cards. You draw Fate cards

into your hand, but deal
§ Dynasty cards into Provinces
3 - on the table. These plus
¥ ~ your Stronghold and starting
| 3f Holdings make up your play
deck.

‘ Decks are not reshuffled when
£ they become empty. However,
ol if a deck becomes empty during
iy play, there are no negative
¥ “effects, other than having
3 ' no more cards of that type
4 available.
ﬁi_ E STRONGHOLD
S MEEETTTEN i
o - ; is card represents your
it W starting base of operations,
. . and defines what Clan you
B A - are as a player. You start
e with it in play.
B CARD TITLE: At the top of the

& Stronghold in a white bar is its

oy title. All L5R cards have a title.
x CLAN ICON (MON): To the left
I . of the title is a symbol that shows
;’,_’, ‘ you what Clan you are playing.
PROVINCE STRENGTH: The topmost of three symbols at the

N - right of your Stronghold gives your base Province Strength.

ol ,3-‘ L - GOLD PRODUCTION: The middle of your Stronghold’s three
ﬁ{g&@t};; - symbols, the coin, is its Gold Production.

? ' ;.’:.,Iﬁ  STARTING NUMBER: The bottom number on a Stronghold, in

Qﬂxﬂf Y,
~ the boxed game, is used only to determine who goes first.
il 4,
;‘g;?‘ . TEXT BOX: Like all other L5R cards, the Stronghold has a text

£o2
}Tg Pa

box (see “Reading The Cards,” on page 11).




DISHONORABLE STATUS

Some things

can dishonor

a Personality,
disgracing him
in the eyes of
RoRugan. Turn
the Personality’s
card 180 degrees
upside down to show this dishonorable state.

A dishonorable Personality’s Personal

Honor is always zero. After a Personality is
destroyed while dishonorable, the player who
last controlled him loses Honor equal to the
Personality’s printed Personal Honor.

When one or more dishonorable
Personalities are involved in gaining one or
more points of Honor, the Honor gain does
not happen and they are rehonored (restored
to honorable status). Specifically, rehonoring
happens:

* Before a player gains Honor from an action
or trait that targeted, came from, or was
performed by one or more of his or her
dishonorable Personalities.

e Before a player with one or more
dishonorable Personalities in his or her
army gains Honor from destroying enemy
cards in battle resolution. In a tied battle,
all dishonorable Personalities in an army
are rehonored before being destroyed, and

their army’s leader gains no Honor.

HOLDING

These cards represent .
resources in yohr,}ands
Holdings, like many cardsg
have a Gold Coste=the
number in'the rouﬁ‘& —1—
that you must:pay to bring
them into play: oldmgs enter
play bowed (see page 15)-

RING

The Rings show understanding
of the five mystlc elements

from which! Legend of the Five
Rings takes its name. You-may
put ngs into play when.you
have fulfilled their condition

for entermg play.You canalso
discard them from your hand for
a one-shot effect.

STRATEGY

Strategy cards are cards you play
. from your hand and then discard.
~ A Strategy usually has one.or

i

more ablhtles Y 4

' GOLD COST: Alk ﬁrategy cards mWar of
Honor have'a %}ofd Cost of zero. You don’t
' need to Py \Gold to play them. ; Ny

L

FOCUS 'VALUE: Like:all F)atepclards Strategy
cards also have a Focus Value in the black
circle at the bottom of the card. This value is
used in some cards’ effects.

PERSONALITY

A Personality card represents
one of the notable characters
of Rokugan. The title bar of a
Personality will have the icon
of his Clan alignment.
FORCE: A Personality’s Force,

abbreviated as “F,” is found in the lighter
colored icon at the top left.

CHI: Chi, or inner strength, is found in
the dark colored icon at the top right,
and is abbreviated as “C.”

HONOR REQUIREMENT: Honor Requirement is the leftmost

of the three icons. This stat has no function in the War of Honor
boxed game, but is included to make the cards compatible with the
Collectible Card Game.

GOLD COST: Personalities have a Gold Cost, the middle of the
three icons, which you must pay before you bring them into play.

PERSONAL HONOR: Personal Honor is found in the fan, the
rightmost of the three icons. It stands for inner virtue and honeor in
the eyes of society. Its abbreviation is “PH.”
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FOLLOWER

Followers
represent
troops,
creatures,
or advisors.
They have
Force, in
the icon at
the top left,

Wh1ch helps their unit in battle.
The leftmost icon in the middle

7% is Honor Requirement, another
stat from the L5R card game that

is not used in the War of Honor

boxed game.

Followers, Items, and Spells are all attachment cards.

e s B TR

[tems
represent
special objects
and artifacts.
Unlike the
separate Force
of Followers,
[tems have a
Force modifier
in the upper left hand icon that
directly raises their Personahty s
Force.

Items likewise have a Ch1
modifier.

If something in the game needs
to check an Item’s Force or Chi
specifically, use the value of its
modifier.

Attachment cards enter play by being attached to a Personallty placing the card
under the Personality with the title showing. -

An Attachment’s Gold Cost, shown in the coin icon in the middle of the card, must
be paid before it enters play.

SPELL

Spells
represent
magic scrolls
used by a
Shugenja

(a person
trained in

4 e magic of

Rokugan).

Spells have no Force r Chi
bonus. They: \)vﬂl only attach toa
Shugenja.

2
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UnNiTs

A Personality and all his attached cards make up a unit. The total Force of a unit is the sum of the
Force of the Personality and each Follower in the unit, whether these cards are bowed or unbowed.
Items contribute directly to the Personality’s Force and are not added separately.

-w

'.‘

- game effects and

under the first

-" bonuses or suffer penaltles from effects in the game.
o \'A card’s current stat is the printed or base stat,

t'oge,ther with all bonuses and penalties currently
‘1r[ effect on it. Stats have a minimum value of zero,
_even if they are calculated to be negative.

1

-._'Ekcimple Matsu Sakaki has 4 Force. Bayushi
. Sorii gives him -5F until the end of the turn using
 his ability. SakaRi is now considered to have 0

-- - Force - he cannot have negative Force. SakakRi

then has “Charge” played on him, which gives
him +3F (because he is Lion Clan) until the end
of the turn. Sakaki’s Force is now recalculated.

":"7 The -5F is still in effect, so his current Force is

 his base 4 Force, plus 3 from “Charge”, minus 5
from Sorii; a total of 2 Force.

TEXT BOX

The text box
tells you a card’s

L[oN Clan SnMUR.u
COMMANDER ® PARAGON

liﬁ‘litations . “The Lion would never commit such a disgraceful "5
i act. 'H:; implication that we had done 50 w, m
maore i p Ji 1t was /e
e All Cards Dragon have revealed the truth, however fr is
Sh Oul d b e rea d the Scarpion who ave to blame, and it is the

S(OF'PJGH RJMJ ﬂ‘}ﬂ!f!l!ﬂ}r Ib! LHHHJIH!I R’nl’ﬂ'}.
Cardinal Rule
of L5R:

If the text of any card contradicts the rulebook,
follow the card text, not the rulebook.

T he text box may contain any, all, or none of the

ollowmg four parts.

keyword is a phrase of one or more words that

2 ysually appears at the top of a text box above a

aligned to the Lion Clan and be a Samurai.

Keywords are separated from each other by solid
dots (e). If keywords appear on more than one line
in a text box, the ones on different lines are separate
as well. A keyword may be made up of multiple
words, like “Dragon Clan,” but it is treated as a
single phrase.

After a card’s keywords come its traits: phrases
in normal print that describe the card’s effects or
restrictions.

ABILITIES

Below any traits, there may be one or more abilities:
blocks of text that describe actions you can take at
certain points in the game. An ability starts with one
or more of the boldface designator terms Limited:,
Open:, or Battle:.

The designator limits at what time in the game the
action can be taken.

An ability with two designators such as Battle/Open:
can be used at either time, and is treated as both

types.

Some abilities have one or more keywords before the
designator, such as Political Limited: Some card
effects may check for these keywords.

Example: The Ring of Air lookRs for Kiho actions
(actions from cards with the Kiho keyword), as
well as Spell actions (actions from a Spell card).

Sometimes, after the designator, there is text
followed by a second colon ().

For example:
Open: Bow this card: Gain 1 Honor.

Anything between the designator and the second
colon is part of the constraints block, and is required



in order to take the action. For more information on
these terms, see When Can I Take an Action?, page 20.

After the constraints block, if any, comes the effects
block. This describes the effects the action has when
it resolves.

Limited: If your Family Honor is 10 or less,
discard a card and choose a performing Courtier:
Gain 1 Honor.

This ability has a constraints block. In this
block, the phrase “if your Family Honor is 10
or less” is a condition, “discard a card” is a
cost, and “choose a performing Courtier” lets
you know that you must choose one of your
Courtiers to perform the action. It also has one
effect, “Gain 1 Honor.”

Battle: Give all of your Samurai at the current
battlefield +1F. Straighten them.

This ability has only one colon, so it has
no costs, triggers, or conditions. It involves
two effects: giving your Samurai +1F and
straightening them.

SELF REFERENCE

In traits and abilities, a card may refer
directly to its own title; for example, a card
named “Togashi ORi” may read “After ORi
enters play:” This refers to the card itself, and
not to any other copy of the card with the

same ndame.

FLAVOR TEXT

At the bottom of the text box, in italic type, comes
a card’s flavor text: a short quote about the world of
Rokugan. Flavor text has no game effect.
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yers should determine seating position randomly
*'by shufﬂmg and deahng the Strongholds to each

A bowed card is turned
90 degrees to the right to
show that it has spent its

la‘yer W1th the highest Starting Misriber o efforts. Costs and effects

is d)r her Stronghold takes the first turn (see Turn throughout the game may
equence page 18). Turn order then proceeds clockwise bow an unbowed card, or straighten a bowed
: ‘éﬁnd the table. If there is a tie (for example, lfyou are card, returning it to the unbowed state.

- .If you are going last, you also start the game with
one Holding titled Bamboo Harvesters in play and
bowed. In a four (or more) player game, the last
two players each start the game with one Bamboo
Harvester in play and bowed.

ur s \mmll "
Bow this card: Produce 2 Gold.

“Lumber it a1 rre commodity. bt fortunately 5
Bainboo It it s Koimune il

~ your deck, refilling the provinees face-up. 4

PaAyiING GoLDp CosTs

Your Stronghold and Holdings can be bowed to produce an amount of Gold that is given by a
Stronghold’s Gold Production stat or a Holding’s traits. Gold produced by a single source must all be
spent to pay for one cost. Extra Gold does not carry over to other purchases. Multiple sources of Gold
can be added together to pay a cost.

Example: Your unbowed Dragon Clan Stronghold has a Gold Production of 4. You also have a Gold Mine Holding
and a Border Keep Holding in play and unbowed. The Gold Mine bows to produce 3 for you and the Border Keep
bows to produce 2. If you now wish to buy a card that costs you 8 Gold, you need to bow all three of these cards to
produce 9, because the most you can produce from any two of them is 7. The extra 1 Gold is lost, and may not be .
used to pay for anything else.
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CREATE PROVINCES

To create your provinces, take the top four cards of
your Dynasty deck and lay them face-down, from
left to right, between your Dynasty and Fate decks.
These cards mark your provinces, or game areas
representing your lands, one card to a province.

If a province is ever without a card, refill it
immediately with a face-down card from the top
of your Dynasty deck. You may not normally look

at any face-down cards, even ones in your own
provinces. Nothing special happens if you run out
of Dynasty or Fate cards; provinces remain even if
there are no cards to fill them.

Each province has a separate Province Strength
stat, whose base value is the Stronghold’s Province
Strength.

PLACE TILES

Starting with the starting player and continuing
clockwise, each player places one of his or her five
tiles (three Fortresses and two Plains). Tiles are laid
down in a hexagonal grid, fully touching edge to
edge.

e A new tile must be placed either next to Toshi
Ranbo, or in such a way that it touches two or
more existing tiles.

e A tile cannot be placed so that four or more
tiles are between it and Toshi Ranbo, by
shortest route.

e Tiles are placed face-up so that the abilities
on the Fortress tiles can be seen. It does not
matter which way the tiles are rotated when
you place them.

Players continue to take turns clockwise placing
their tiles until all of them have been placed.

Over the course of the game, Fortress tiles may be
turned face-down. However, a player’s last face-up
Fortress can never be turned face-down. While face-
down, a Fortress acts the same as any other Plains
tile.

FILL YOUR HAND

Draw six cards from the top of your Fate deck and
hold them so you can see their faces and your
opponents cannot. This is your hand.

Your preparations are now over. You are ready to
start the first turn of the game.
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THE TURN SEQUENCE

The starting player takes the first turn following
each of the steps described below in order. Once
he or she has completed a turn, the player to his
or her left takes a turn, and so on, until the game
ends.

1. STRAIGHTEN PHASE

As the player whose turn it is, you straighten all your
bowed cards, including your Stronghold. (Note that
the Bamboo Harvesters card has text that stops it
straightening on the first turn.)

2. EVENTS PHASE

Starting with your leftmost province, turn its card
face—up.

Then:

e If it is a Holding or Personality, nothing happens
at this time.

e If it is an Event, take it out of its province. Its
effects resolve now, before the province is refilled.
Once an Event has resolved, discard it.

Note that events only resolve in the Events Phase. If
you reveal an Event at any other time (such as during
the Action Phase by using the ability on Border Keep),
it does not resolve at that time.

After dealing with your leftmost province, do the
same for each of your other provinces, moving from
left to right.

3. ACTION PHASE

The player whose turn it is can take Limited and Open
actions in this phase. Other players may only take
Open actions in the Action Phase if it is not their turn.

As the player whose turn it is, you have the first
opportunity in the Action Phase to take a Limited
or Open action, or pass. The next player to your left
then has a chance to take an Open action or pass.

GAINING
AND
LosinG HONOR

In War of Honor, each
player Reeps track of

his or her own Honor
losses and Honor gains
separately each turn.
Honor losses and Honor
gains do not count against
each other, but are Rept
track of with separate
Honor/Dishonor Markers.

Gaining 8 or more Honor
in a single turn will let you
move your Clan Marker
one space forward on the
Honor track of the Score
Board. Also, making other
players lose 8 or more
Honor in a single turn
from card effects or Rilling
dishonorable Personalities
(see “Dishonorable status”
on page 8) will also let you
move your Clan Marker
one space forward, but on
the Dishonor track.

Honor gains or losses
above 8 in a single turn
don’t need to be tracked.
Players do not need to
keep a running track of
total Honor turn to turn.
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This continues around the table, as many times as
needed. The Action Phase ends when all players
pass, one right after another.

If a player passes, he or she can still take an action
later on in the phase.

Taking actions in turn until all players pass one after

the other is called an action round.

WHEN CAN [ TAKE AN ACTION?

You can normally take actions from abilities on
Strategies and Rings in your hand, from abilities
on your cards in play, from abilities available to all

players (see “Equipping” on page 22) and from abilities on

your face-up Clan Fortress tiles.

Limited actions are taken in the Action Phase only
by the active player. Open actions are taken in the
Action Phase by any player.

Battle actions can only be taken during a battle’s
Combat Segment.

To take an action, go through these steps:

A. CHECK CONDITIONS

Some required conditions may appear in an
ability’s constraints block, such as “If you control a
Shugenja...”

There are three other limitations:
e Abilities on bowed cards may not be used.

e A card or tile must normally be in play and
face-up, or be a Strategy or Ring played from
your hand, to use its abilities.

e Each separate card ability and tile ability may
only be used once per turn.

B. ANNOUNCE

To take an action, announce it to your opponent.
If it comes from a card in your hand (such as a
Strategy or Ring), show it. If it comes from a card
with multiple abilities, specify which you are using.

" C. REQUIRED PERFORMING AND TARGETING

| ~ An action may have a number of performers and
| targets mentionied in its constraints block, using the
. }‘;--ﬁ_;_,word “performing” or “target;” for example, “Bow

+ your performing Samurai with less than 3 Force”
 or “Target an enemy Personality.” In this step, you
. 'must identify and choose a card (normally, a card

in play) to match each of the performers and targets
- mentioned in the action, in the order mentioned. If

- the action allows, a performer and a target may be
~ the same.

" Exception: Targeting mentioned in the effects block
is not required at this time if it is done by another
~ player or is optional, for example, “you may target
~ aSamurai”. These kinds of targeting are done as
W Ceffects resolve.

BB PAY COSTS
©  Inthis step, you pay the costs of the action.

g id Anything in the constraints block that tells you to
change the game state is a cost of the action; for
example, “Bow one of your Samurai:”

To pay a cost, the change must actually, fully
happen. For example, if a Personality is already
bowed, you can’t use him to pay the cost “Bow your

. Pfa ' Personality.” Also, cards out of play can’t normally

%% pay your costs.
E. ACTION RESOLUTION

:;. If all targets and performing requirements are met
»‘;;? ~ and costs are paid, the action’s effects happen in the
Eﬂ . order they are mentioned.

n.--"f'l!a" ‘

RS F. TiDY UP

‘.'I..'L fx,y'-v

Finally, if you took the action from a Strategy card

et
o . in your hand, discard it.
b )

" TRAITS AND EFFECTS

~ = The Elemental Ring cards each begin with a trait

= that describes a condition you can meet to put it

. into play (for example, having taken three or more
- actions from Spells or Kiho cards in a turn, for Ring

Errects ARE INDEPENDENT

Once effects start to resolve, they will be
applied no matter what happens to the card
they came from. Also, some effects may be
prevented from happening before they are
applied, or while they are ongoing. For
example, a Personality might be affected by
a card that negates his bowing. If another
effect would then bow him the whole action
is still legal to take, and the action’s other
effects still happen, even if the bowing
doesn't.

VAR or HONOR *©




of Air). On meeting that condition, you may play the
Ring from your hand, putting it among your other
cards in play.

Gold-producing Holdings may have a trait such as
“Bow this card: Produce 2 Gold.” This means they
can be bowed at any time you need to produce Gold
to pay other costs.

A trait such as “Miyahara has +1F for each other
Lion Clan Samurai in her army” has a continuous
effect that is “always on” while the card is in play.

HOW LONG DO THINGS LAST?

Some costs or effects are instantaneous, and marked

by physical changes to the game components,

such as bowing cards, dishonoring Personalities, or
flipping tiles. This kind of change does not wear off
by itself.

Other costs or effects involve changes that are not
physically marked by the game components — for
example, “Give the Personality +3F”. This kind of
change normally lasts until the turn ends. ;

EQUIPPING

There is an action available to all players that lets
them play attachments on their Personalities during
their Action Phase.

Limited: Any number of times per turn, choose
your performing Personality: Attach a target
attachment card from your hand to him.

Note that for Phoenix Clan players using the City of
Tears Stronghold, this action is a Battle/Open action
instead when equipping Spells — so they can attach
Spells during other players’ turns as well as in a
battle.
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m ay now optlonally create
(“declare”) an Attack Phase

i you have any units in play.
: An Attack Phase has several

_ "are the Attacker. Choose
) Qne of the other players to
attack he or she becomes

the leader of your respective
> side in the attack.

! ,',iﬁqokmg at the tiles,

~ announce which of your face-
up Clan Fortresses you are
launching your attack from,
and which of the Defender’s
face-up Clan Fortresses you
_ are attacking. You can attack
. any other player’s face-up

- Fortress anywhere on the

' board, but you get a benefit
__ aiter the attack if you attack
“an adjacent Fortress (see
“Resolution Segment” on page 27).

% As the Attacker, you may
. invite any, all, or none of
~ the remaining players who
' 1 ", control a face-up Fortress
- adjacent to the attacking

,Ar p]ayer need not accept
rrefuse your invitation
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defending Fortress, and may invite players that you
invited. You will not know whether your invited
allies will help you until they commit to battle!

Next, battlefields come into being, one battlefield
in front of each of the Defender’s provinces (the
areas holding Dynasty cards). Battlefields are
invisible areas that hold units. They stand for
specific locations in the campaign that’s being
fought between the two Fortresses. A battlefield has
two sides —attacking and defending. Cards on the
attacking side at a battlefield will be placed in front
of that battlefield’s area, facing in to attack. Cards
on the defending side will be placed opposite the
attacking cards, facing the opposite way.

(" The Battlefield

B. MANEUVERS SEGMENT

In Maneuvers, the Attacker first simultaneously
assigns any number of his or her units led by an
unbowed Personality from home to the attacking
side at battlefields. The Attacker may assign units
to one battlefield or different battlefields, and may
keep some or all of them home.

After the Attacker assigns his units, the first player
the Attacker invited to his left may assign, from his
home, any number of his units led by an unbowed
Personality to any battlefields, in any arrangement

desired. Then each other player the Attacker
invited, continuing in turn order, may do the same.
Players the Attacker did not invite may not assign
to the attacking side during this attack. Once an
invited player assigns any units to the attacking
side, he or she becomes an attacking ally.

Then the Defender assigns units from home to the
defending side at battlefields, in the same way.

After this, players the Defender invited, in turn
order, may each assign units on the defending side,
unless they have already become attacking allies.
They cannot assign different units to opposite
sides of an attack, even if they are at separate
battlefields. This assignment follows the same rules
as for attacking allies. Players who assign to the
defending side become defending allies.

After the first time each attack an invited ally
assigns one or more units, he or she gains 2 Honor.
Honor is not gained for moving units during the
Combat Segment.

Assigning a unit places it at that battlefield, and
is different from “moving” between locations

(see “Movement” on page 26). A unit led by a bowed
Personality may not be assigned.

C. FIGHT BATTLES

The Attacker chooses a battlefield, and a battle is
fought there. When that battle is over, the Attacker
chooses a new battlefield and another battle is
fought there. This repeats until all battlefields have
been fought at.

Exactly one battle happens at each battlefield, even
ones with no units. There is no further opportunity
for a battle at a battlefield that has already been
fought at, even if some units find their way there.

BATTLES

Battles have a Combat Segment, then a Resolution
Segment.

WAR or HONOR  ©




* RULE OF PRESENCE

e

fa player has been 1nv1ted by both Attacker

n *Defender but has not become an ally by

a's_,élghment he or she may move a unit into the
attlé But he or she must choose which side to

- mg ye to, and for the rest of the attack, becomes

an ally of that side. Once allied, an ally may

“or ly move Aunits to the side of the battlefield he
or she is a}lgned with. -

RULES OF LOCATION

e To legally take a Battle action from a card ina
unit, the unit must be at the current battleﬂeld

COMBAT SEGMENT

‘The Combat Segment is an action round of Battle
actions focused on the current battlefield, starting

. with the Defender and continuing clockwise around
~ the table - even if the next player clockwise is an
ally of the Attacker.

* To be legally targeted by or perform a Battle Y ¥
Action, any cards in a unit must-be at the g
current battlefield. et Hh vt 22

WHEN CAN I TAKE A BATTLE ACTION?

The Attacker, Defender, and any invited allies may
take Battle actions. Battle actions follow these
additional rules:

Exception: Battle actions that say they move a urut P
to the current battlefield are legal to take, regardless‘* R Akey
of Presence and Location, if the rules of Presence = f.-‘?-ﬁi.', A
and Location would be satisfied with the unit there, ¢ Sy o

MOVEMENT | RN
Some effects will move units to and from battleﬁelds
during the Combat Segment. There are two rules that iyl
regulate this: %

To legally take any Battle action, you must control
one or more units at the current battlefield.

> Attacker and Defender total their armies’ Force

Some actions may let you ignore this rule, being el i e
he battlefield. An army’s Force is the total of the

playable “even if you control no units at the current
battlefield.” However, in that case, you must have
been invited as an ally by the Attacker or Defender.

* A Personality who has already beeninan
attacking army during a battle resolution in '
the current Attack Phase will not move to a

battlefield. ﬂ;u: highest Force wins.

1If the attacking side wins, destroy all units in the
defending army. If the attackmg army’s Force was
3 - greater than the defending army’s Force plus the
) ~ Province Strength of the battlefield’s province, the
il Attacker also destroys the province.

f’ "'VVhen a province is destroyed, discard any cards in
1,t'. Push together the other provinces and the two
&ecks to show the shrinking of their owner’s lands.
1f 'l;”h Defender has no provinces left, he or she is
el méted from the game.

AT th‘e defendmg side wins, destroy all units in the
#:ackmg army.

e leader of the winning side (the Attacker or

[
1) i
Ly A l‘

efém_der) gains Honor equal to twice the number
& /0 of cards in the enemy army that were destroyed

. by resolution. This Honor gain happens even if

the Attacker or Defender did not personally “win”
; 'Q;pqattle because they had no units present at
'OLutl(m (see ‘Win”, page 33)

ml.p&?; each with one or more units, have
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L
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3 TR | i /
A i W 4 . i
i ) AT R V.
"R = vt A% 4 i | _-'ﬁ': . It WY Ty ' ¥ i

it; a side with no units has zero Force. The side with

equal Force, the battle is a tie. The Attacker and
Defender each destroy all units in the enemy army,
and each gains Honor equal to the number of cards
they destroyed. If the battle is tied on zero Force and
either or both sides have no units, the battle has no
outcome.

When these effects have been applied, the battle’s

resolution ends. Next, all attacking units, attacking
allies’ units, and defending allies’ units at that
battlefield bow, then return home, as effects of
resolution. Return after battle is not movement.

Defending units stay at that battlefield, and return
home only at the end of the Attack Phase. They do
not bow.

The battle itself then ends.

Once the last battle has ended, all battlefields cease
to exist. Any units still at battlefields bow if they
were attacking, and return home.

If the Attacker’s Fortress was adjacent to the
Defender’s Fortress, the Attacker may straighten one
of his units that returned home from a battle or from
the attack (that is, straighten each card in the unit).

If one or more of the Defender’s Provinces were
destroyed, then unless the Defender’s Fortress being
attacked is his or her last one, flip the Defender’s
Fortress face-down.

The Attack Phase now ends.

5. DYNASTY PHASE

BUY CARDS FROM PROVINCES

During the Dynasty Phase, in any order you like
and as many times as possible, you can bring
face—up Holdings and Personalities into play from
your provinces.

To bring a Holding into play, pay its Gold Cost.
Unlike other card types, Holdings always enter
play bowed.

To bring a Personality into play, pay his Gold Cost.




When you bring Personalities with your Clan
alignment keyword into play they follow two
special rules:

e You may bring them into play paying 2 less Gold.

e If you aren’t choosing to pay the 2 less Gold
and it is your turn, you may choose to gain
Honor equal to your Personality’s Personal
Honor just before you bring him into play,
once per turn.

DISCARD FACE-UP CARDS

Before your Dynasty Phase ends, once you are done
bringing cards into play, you may discard face-up
cards from your provinces one by one, refilling the
province face-down each time before continuing.

In the End Phase, you draw a Fate card. Then, if
your hand is above the maximum hand size of eight,
discard cards down until you are at the maximum
hand size.

During the Path to Victory Phase, each player’s
progress toward victory conditions is recorded,
starting with you (the Active Player) and going
clockwise. Each player’s Markers may move forward
along the four Paths to Victory, depending on their
accomplishments that turn. You may only advance

one step along each separate Path per turn, but may.
advance during other players’ turns aswell as your
own. You may advance one step along two or more =

different paths in a turn.

For example, the Lion player destroys two
provinces and plays Ring of Earth. During the
Path to Victory Phase, he will take one step
down the Path of Military and one step down the
Path of Enlightenment.

You advance one step on the Path of Military if you

were the Attacker, or an attacking ally, and armies
containing one or more of your units destroyed one
or more of the Defender’s provinces this turn.

You advance one step on the Path of Honor if you
gained a total of 8 or more points of Honor through

You ad\gance one step on the Path of
Shonor if you caused other players to
! gnlﬂse a total of 8 or more points of Honor
; l;hls turn. Your card effects causing
Honor loss count toward this, as well as
ur effects that caused Honor loss by
'troﬂlmg dishonorable Personalities
é% “Dishonorable status” on page 8). If
\were the leader of an army that
dusea Honor loss by destroying any
_1s}h(‘morable Personalities in battle
resolution, this also counts toward the
~ 8 points of Honor loss. Honor gains

_ are not counted against your Dishonor
total. Losses caused to different players
re totaled together.

'}Y.ou advance one step on the Path of
Enlightenment after a turn ends in
which you put any Rings into play using
their own trait, meeting the condition on
the Ring, which you have not previously

T

7

MuLTIPLE PERSONALITIES?

Some Personality cards appear more than
once in the deck. This is intentional, and

you can have more than one non-Unique
Personality with the same name in play. The
different cards are just a way to represent
different people with the same general stats
and abilities. There is also a Personality

card in this set (Isawa Kyoko) who is a more
experienced, Unique version of a non-Unique
Personality. In the collectible card game there
are rules for replacing one version with a more
experienced version; in War of Honor, the
Experienced Personality is just an individual
who has managed to distinguish herself.

~ put into play this game.

e o e P R T

e

A player who takes a step along a Path

ablhty found on that space of the Path
10 Victory. Players advancing along
multlple Paths may choose the order in
'Whl_ch to activate multiple abilities. All
abilities are one-time effects. If a Path
- ability causes you to'have more than
the maximum number of cards in your
hand, you do not have to'discard down
0 the maximum at this time.

he turn ends when the Path to Victory
hase does. The player to your left now
es his or her turn.
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--:-4 WINNING THE GAME

At the end of the Path to Victory Phase, before the Active Player ends their turn, if any player is on the fifth
step of any Path to Victory, he or she wins and the game ends. If two or more players reach Victory on the

same turn, the tie is then broken by counting the total number of steps each of those tied players has taken =
along all four Paths. e

For example, the Lion and Scorpion player have reached the 5th'step of the Paths of Military and Dishonor,
respectively, on the same turn. The Lion has taken 5 steps along the Path of Military, 2 steps along the Path
of Honor, and 2 steps along the Path of Enlightenment - a total of 9. The Scorpion has taken 5 steps along
the Path of Dishonor and 3 steps along the Path of Enlightenment — a total of 8. The Lion wins the game.

If there is still a tie, then: if one of the tied players is the Active Player, he or she wins.
Otherwise, the tied player who wins will be the first to go after the Active Player.

For example, the Phoenix and Dragon players both have reached the 5th step of a Path to Victory and have
the same total number of steps. It is the end of the Scorpion player’s turn. The Lion player is next, followed
by Phoenix and then Dragon. The Phoenix player wins, because she would become the Active Player before
the Dragon.




RULES GLOSSARY

This section collects rules associated with
. specific game terms that have not been
explained in the main rules.

ACTIVE PLAYER: The player whose turn it is.

ADDITIONAL ACTION: Some effects will allow you
to take an additional action of a certain type; the
additional action begins right after the current action
ends. Things that refer to an “additional action” refer

A ~only to an action granted by the words “additional

action.”

BASE: Refers to a stat, keyword, or other game text
as printed on the card, without modification.

CLAN ALIGNMENT: A keyword ending in “Clan”
that refers to one of the major Clans. This set
features the Dragon Clan, Lion Clan, Phoenix Clan,
and Scorpion Clan.

CONTROL: You gain control of a card when you
bring it into play, and normally keep control of it

* ~while it remains in play.

DEAD, DESTROY: When an effect destroys a

Tl Personality, he enters the discard pile in the dead

state. Turn the card 90 degrees to the right, or put
the card apart from the others in the discard pile, to
show this. Some cards (like Family Library) check to
see whether a Personality in the discard pile is dead
‘or discarded, so it is important to keep track of this.

DISCARD: To put a card in its Dynasty or Fate

“ discard pile. “Discard” by itself means “discard a

Fate card from your hand.”

DISCARDED: The state of a card that is not dead in
a discard pile.

DISHONOR: See “Dishonorable status” on page 8.
DRAW: To put the top card of your Fate deck into
your hand.

ELEMENT KEYWORD: One of the five keywords
 for the mystic elements of Rokugan: Air, Earth, Fire,
~ Water, and Void.

ENEMY: Referring to the player on the opposing
side to you during a battle (the “enemy leader”), and
to cards in units he or she controls: IMPORTANT: .
Cards not in units (such as Holdmgs) are not TR
“enemy cards.” e S ¢

ENGAGE: The point in time when a battle begms A W stead.

FORTRESS: Fortresses are the Clan t11es that heflp AT *i '_ e it A Personahty or Follower is performing
make up the game board. They represent where yoxfl’r f its controller is the player takmg the

armies are camped. They each have a spec1al ablllty SR . i,,'
that you may use once per turn. b
HOME: The location in front of a player’s provmces

where cards normally enter play, as opposed to L
battlefields.

HONORABLE: A Personality not in the drshonorable RRR
state. See Dishonor. e i '“ :

IN PLAY: At home or at a battlefield, but not in your 38 g
hand, discard, deck, Provinces or other places. A

LEADER: The Attacker or Defender in a battle. If you
are the Attacker or Defender, you are the friendly
leader to your allies, and the other player (Defender
or Attacker) is the enemy leader to your allies.

LOCATION: An area holding cards in play.
Battlefields and each player’s home are locations.
LOOK: To inspect a face-down card without '
showing it to-anyone else or changing its posmon
(for example, in a deck). : . 4'-9 ;f :

“$pell in the Personality’s unit.

e Personality or Follower is exp11c1tly chosen
C perform the action (for example, “Bow your
jdlerformmg Samurai”).

PLAINS: Plains are the generic tiles that help make
,,up,;the game board. They represent empty tracts of
N\ .4 land that your army travels over to get to players’
i ortresses Plains tiles-have no mechanical effect.

ﬁED ATTACK: A Rahged Attack represents a
lhtary effect that destroys at a distance, such as

? i'nged X Attack”, where X stands for a

mber, is shorthand for the text “You may

Pollowers in the current enemy army. If you do
‘ and‘lt:? Force is equal to or less than X, destroy

© A B A
‘{v‘ H@NOR See Dishonor.

L To turn a face—down card face-up.

MOVE: To change the position of a unit from one e |
location to another. Effects that move a unit to a PR
battlefield always move it into its controller’s side
there:

NEGATE: A negatron effect is one that uses a form:
of the word “negate,” such as “Negate all Force '; L
bonuses on him.” While a negation effect lasts, it
makes another effect or type of effect fail to happen
whenever it would occur.

_ CH, To look through a deck or other area for
rd’of a spec1ﬁed kind. After you search a deck,

h cﬁ’br |
' &VY‘ Toﬁelﬁssplay the face of a face-down card to

OPPOSED: A card, side, or army is opposeﬂ at B

- d:i‘l\.lﬁ..-\ o Ll

all other players, then return it to its face-down state.
SHUGEN]JA: A person trained in the magic of
Rokugan. Only Shugenja Personalities can attach

Spell cards.

SWITCH: When an effect switches the locations of
two units, each one simultaneously moves to the
location of the other. If one movement is negated,

the other one is also negated.

TRANSFER: To move an attached card from one
Personality or province to another. You do not need
to pay the costs of the transferred card, but you do
need to meet any restrictions on attaching.

TOSHI RANBO: Toshi Ranbo is the capitol of

Rokugan and is the starting tile. It has a trait all
adjacent players can use, but otherwise acts as a

Plains.

WEAPON: A keyword found on some Item cards. A
Personality can have only one Weapon attached.

WIN: Any player with units at a battlefield on

the winning side is a “winner” of the battle, and

is responsible for destroying enemy units and
provinces in resolution, for purposes of such effects
as Military Alliance, playing the Ring of Earth, or
advancing along the Military Path. A player without
units there has not won the battle even if he or she
is the Attacker or Defender. However, an Attacker or
Defender without units there still gains Honor from

enemy cards destroyed by the other players on his or. 20y
her side.
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EXAMPLE OF PLAY

A few turns have gone by in this four-player game between Allen (Lion), Bob (Dragon), Cindy _ o
(Phoenix) and Daria (Scorpion). It is Allen’s turn. All cards in his provinces are face-down. s

Allen has two Personalities in play: Ikoma Toraji and Matsu Nishijo. He has his Stronghold and two R -Fbrtl*es,s controlled by Cindy (with the Battle: ablhty) to attack. Daria, the Scorpion, has a Fortress ad]acent
Holdings: Copper Mine and Border Keep. He has used Border Keep’s second ability this game, so it can’t be < to tﬁ of these ‘but Bob only has a Fortress adjacent to Cindy. Allen invites Daria to ally and Cindy invites
taken. His face-up Fortresses have an Open ability giving +2F and a Battle ability that moves a defendmg ] -ﬁ'nd Bob
unit home. Vg i

<,

Straighten & Event Phase A AN

. “Allen straightens his cards in play and then turns over
his province cards left to right. He first reveals an Event,
Military Alliance. The event resolves and a new effect is
added to the game — anyone destroying a province will
get 3 extra Honor. Even though Military Alliance does
not enter play, Allen puts it above his Fate deck as a
reminder to all players that its effects are active for the
rest of the game. The next two cards are Personalities
and a Holding [Akodo Dosei, Ikoma Toraji, Large Farm].

b3 ( T +2F bonus for attackmg (unit total
" F), Both attack the provmce next to

‘ dpportumty to assign as an attacking
 ally. She decides to ally with Allen the
~ Attacker instead of Cindy the Defender.
~ She assigns her Bayushi Sorii (3F) to
 the battlefield where Allen assigned, then her Bayushi Shigeo (4F) to the battlefield next to that. Shigeo has
_ "~ the Ronin Brotherhood (4F) attached, and the unit’s total Force is 8. Daria gains 2 Honor for allying. At this
~ point both Cindy’s provinces under attack are threatened with destruction by armies whose Force is each
~ greater than the Province Strength of 6.

/%1 Action Phase ' i ""\,‘m

The Action Phase now begins. Allen has the first option to take a Limited or Open action, including
attaching cards. He has a Deathseeker Troop follower in his hand, which costs 3 Gold. He attaches it to
Ikoma Toraji, bowing his Copper Mine to produce the Gold.

m.dy has only one unbowed Personality. She assigns Agasha Gifu to
7 \,-' ',;cfefe,l;ld at the province next to her Fate, against the combined army.

~ Bob now chooses whether to assign any allying units to Cindy’s side.
GH ) .ﬁsslgns Togashi Taro (3F) to oppose Shigeo and Togashi Shiori (4F)
" to oppose the joint army at the other battlefield. He gains 2 Honor for

'Everyone else going clockwise has a chance to take an
Open action. Bob bows his Ring of the Void in play to
draw a card, according to its text. Cindy and Daria pass.

: . | g llying.

Allen now uses an Open action on his Fortress, giving i -

Matsu Nishijo +2 Force. This time around the table, Bob I - , { yuls s the Attacker, Allen chooses to resolve the two empty battlefields
passes but Cindy takes an Open action. Her Stronghold _ ol £ _ _ RN f Ist. ’._Nobody wants to use any actions to move units there, so the
lets her attach Spells as an Open action, and she 1 & moc | e . battles end without incident.

bows a Silver Mine to produce 3 Gold for the Groves of
Stone Spell in her hand, attaching it to her Shugenja
Personality Agasha Gifu, who already has a Shielded by
Tempest spell attached. Allen then passes and so does
everyone else. The Action Phase is over.

e next resolves the Shigeo vs. Taro battle. The order of play in the
nbat Segment starts with the Defender, Cindy, but she has no units
gﬁe and doesn’t want to move any in, so she passes. This means that
goéé next. She plays the Battle Strategy card Begone, Fool! from

TSR A b and ”];I:us dishonors Taro, and moves him home. Bob loses 2 Honor.
i e S o
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T&Q mg up the Force of each army now, the coming. Bob passes, and because this comes after
e;.fémling army has Gifu’s 4E, while the bowed everyone else passing in order, resolution begins.

! o’f}eathseeker Follower and Nishijo don’t contribute

E( "ce“”I’orajl has zero Force, and Sorii has only

‘R
Ay
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Allen has no units there and passes, so Bob goes
next. He has no units in the battle, and passes.
Cindy also passes and so does Daria. The battle
then resolves, and Shigeo’s unit’s 8 Force exceeds
the Province Strength of 6, with no defending
army to add its Force; the province is destroyed.
At this point Daria plays the Ring of Earth in
response to destroying the province, and she also
gains 3 Honor from Military Alliance. Shigeo goes
back home, and he and his Follower bow.

The defending army has 6 Force: Shiori’s base 4,
plus 2 from the earlier Cold Hands, Stone Heart. The
attacking army has 0 Force — the bowed Follower
and bowed Nishijo don’t count, and Toraji’s Force
has been reduced to 0 with a -3F penalty.

isa Maglstrate Daria chooses to target Gifu,

T &Tﬂg the Shugenja home and bowing her (but her  The Defending side wins and all attacking cards are
] i,remam unbowed). Allen passes, out of Battle destroyed; the Personalities go

' into the discard pile sideways,
showing they are dead and
not just discarded, but the
Follower is just discarded. Even
though Bob’s Shiori is the only
Personality left at the battlefield,
the honor is gained by the
Defender, Cindy. She gains 6
Honor, two for each of Allen’s
cards destroyed. Her total
Honor gains for the turn now

ob grins, and says “It’s not over yet!” Even though
'ﬁas no Personalities at the battlefield, Bob

a.ys a special Battle Strategy card, Settling the
{omeless, which says it can be played even with no
érsonahtles there. He sends home Daria’s Bayushi

The big battle now begins. Cindy has the first action, and
uses Gifu’s ability without discarding a card to bow the
Deathseeker Troop (which, as a Follower, counts as a
“card without attachments”). Daria passes. Allen uses his
Venerable Plains of the Ikoma Stronghold ability, discarding
the card Courtesy to bow Togashi Shiori. Because Courtesy
is a Bushido Virtue he gains 2 Honor. Bob plays the Strategy
Spinning Heel Kick, straightening Shiori and getting another
action. He uses this to play another Strategy, Cold Hands,

Stone Heart, and removes Matsu Nishijo’s ability, gaining stand at 8.
+2F, drawing a Fate card, and getting yet another action. Bob _
uses Shiori’s own ability to bow Matsu Nishijo. O e i " R The battle is over. Shiori returns home, bowing

because he was an ally. At the end of the Attack
Phase, Cindy turns her attacked Fortress face-down,

It is Cindy’s turn. She uses the Battle action on her Groves of
because she lost a province in the attack.

Stone spell to give the current province +4 strength (now at 10).

Daria bides her time and passes, even though she can take an action B
with Bayushi Sorii at the battlefield. Allen uses the Battle ability on &
his other Fortress to move Togashi Shiori home. Bob passes. - )

Returning to Cindy’s turn, she still has Gifu at the battlefield, so
she plays the Strategy card Unstoppable Power, targeting Ikoma WA
Toraji. There are three different element keywords in her army w0
(Gifu’s Earth and Fire, and Shielded by Tempest’s Air; the Earth
on her other spell is the same keyword as Gifu’s Earth so it o

doesn’t count). Toraji takes -3 Force but he only has 2 Force to

lose, so he goes down to 0. Cindy gains 2 Honor (not 3, because
Toraji only actually lost 2 Force before hitting the minimum of 0).
Each player has now gained 2 Honor this turn, except for Daria .
who gained 5 (2 from allying and 3 from Military Alliance).

ob then announces that he has taken four Battle
ns from different cards in this battle (Spinning
Kick, Cold Hands Stone Heart, Togashi Shiori,
ling the Homeless) and plays the Ring of Water
om his hand. Everyone passes, and Bob bows

é‘ ng of Water, using its Battle ability to move

0 gashl Shlorl back to the battlefield. Everyone else
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Dynasty and End Phase

Allen moves on to his Dynasty Phase. He can pay 3 Gold by bowing his Stronghold and 2 Gold bowing his
Border Keep. He bows his Stronghold to bring in a new copy of Ikoma Toraji, paying only 3 Gold because
Toraji is in his Clan and gets the -2 Gold discount. The 2 Gold from Border Keep go to bring in a Large
Farm, overpaying for its 1 Gold cost; it enters play bowed. In the End Phase, Allen draws a Fate card, and
has only 4 cards in hand, so does not have to discard.

Path to Victory Phase

The Path to Victory Phase now happens. Allen achieved none of the Paths;
even though the attack destroyed a province, he had no units at that
battlefield at resolution. Bob played a Ring, so moves one step along the
Path of Enlightenment (to space 2; he carries out the effect on that space
and straightens his Ring of Water). Cindy gained 8 Honor this turn and so
moves along the Path of Honor to space 1, drawing a Fate card. Finally,
Daria also played a Ring and destroyed a province, so she moves along
both the Path of Enlightenment and Military, both to space 1; her 5 Honor
gained was not enough to move along Honor. She draws a card from the
Enlightenment advance, and straightens her Bayushi Shigeo (but not his
Follower) from the Military advance.

‘WAR or HONOR * PATHS ro VICTORY

VISTORY

Bob’s turn now begins, and the game continues...



ADVANCED PLAY

Many players may already be familiar with the Legend of the Five Rings CCG and want to use their
own deck, rather than the decks provided here. If you already know the rules for playing L5R, use
all rules for a regular L5R CCG Multiplayer game, modified with the rules below.

The Fortresses exist, adding an extra step at setup, giving additional abilities, restricting attacks and allying,
and giving a benefit for an attacking unit who attacks an adjacent Fortress. (see “Resolution Segment” on page 27)

You have to control one or more units in order to declare an attack.

If another player’s Fortress’s Limited or Open action causes you to lose Honor, you may ignore Honor
Requirements on your Personalities for the rest of the game. Note: This only applies if you are not using
the pre-constructed decks provided. If you are using the provided decks, ignore Honor Requirements (for
Personalities and Followers) at all times.

Dishonorable Personalities are not rehonored for allying. (see “Dishonorable status” on page 8)

Victory depends on the Paths to Victory, not the usual victory conditions. (see “Winning The Game” on page 30)
Having no provinces left still eliminates you from the game.

The War of Honor rules on required targeting and Ranged Attacks replace the Celestial Edition rules; all
required targeting is found in the constraints block, and Ranged Attack targeting is not required.

CARD CLARIFICATIONS AND RULES REMINDERS

' o5 ' MILITARY ALLIANCE: The Honor gain is not affected by the presence of dishonorable personalities in the
ks attacking army, and does not rehonor them. :

BORDER KEEP: The two abilities can both be used on the first turn. This card is best used to replace -
Personalities on the first turn, looking for two Gold-producing Holdings to bring out. The once-per-game ga
ability can be used to have another chance at two Gold Holdings on the first turn, or can be saved for later =~

in the game - usually, to get rid of Holdings and bring out Personalities, which will be more useful then.

Events revealed by these abilities do not resolve until your next Events Phase.

TOGASHI NAHAKARA: To be drawn, the shown card must be a Kiho or Tattoo, and must haye a Battle ability.
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: " MATSU NISHIJO: You cannot take this action if
' W I-- there are no enemy cards at the battlefield to target.

ué &,,z AGASHAASAI The Kolat, Ninja, and Shadowlands

= are sinister groups that are not represented in the
y ';», War of Honor boxed card set. “You expose him”
“ﬁ \‘color text that has no game effect.

- ASAKO MEISURU You can straighten cards
belongmg to allied players in Meisuru’s army.

Savi 5& ISAWA KYOKO (EXPERIENCED): “She pacifies the
‘ ei'remy is color text that has no game effect.

RAMIFICATIONS 0 Personal Honor also includes
: a dishonorable Personality.

o " ISAWA NAKI: His ability gives him a new keyword
~on top of any keywords he already has.

i 24 tBAYUSHI MAEMI: A Personality cannot have

? trregatlve Force; so a Personality with 0, 1 or 2
Force affected by Maemi’s ability will still become
dishonorable.

------

RING OF EARTH: By the definition of “win” (see
page 33), you may only play this if you had any

~ units on the winning side in the battle’s resolution,
and may play it even if you were an ally.

GROVES OF STONE: ‘An Earth Shugenja does not
need to bow to perform this Spell.

ALLEGATIONS: This can target an already
dishonorable Personality, so that you can bow him
or move him home.

8 CHANGING PATHS: To play this card accurately,
~ you need to be familiar with the entering play

~ conditions of all the Rings in your deck (see

~reminder list on the RINGS ENTERING PLAY

REQUIREMENTS tile)

:_DANCE OF THE VOID: The granted player ability
can only be used once per turn, and can only be
taken as an additional action.

"FROM EVERY SIDE: The bonus or penalty to
'jaroumce strength is a one-time adjustment based

on the number of units on that side at the time the
action takes effect. It does not change if units appear
or disappear from the battlefield.

VIPER TATTOO: “his tattoo comes alive” is color
text that has no game effect.

CITY OF TEARS: With this Stronghold, its player
can take the Equip action, which is normally

a Limited action, as a Battle or Open action if
attaching a spell; that is, you can attach a Spell
either in any player’s Action Phase, or in a Combat
Segment of a battle. If you do this as a Battle action,
you may then take an additional action to use a
Battle ability of the Spell you attached.

SETTLING THE HOMELESS: If you have no units
at the battlefield, you need to have been invited
by at least one player to take this action. However,
you don’t necessarily have to play it to benefit
your allies...
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VARIANT RULES

OPTIONAL RULES

ey

OR *

OPTIONAL WIN CONDITIONS

Players may choose (before the game begins)
to use one of the following victory conditions
instead of the standard victory condition. These
are still checked in the Path to Victory Phase.

SEEKING YOUR PATH

To win, a player must have at least taken one step
.~ along each of three Paths to Victory, as well as
« _reaching the final step on at least one Path.

STUDENT OF ALL

The winner is the first person to have advanced at least
two steps along each of the four Paths of Victory.

SECRET MISSIONS

All players must write down the names of at least
three Paths to Victory in secret at the start, and
secretly allocate 9 points between them (at least
one point in each). This is his secret mission. When
a player’s Path to Victory advancement meets or

'+ exceeds his mission goals, he reveals his secret

#» mission and wins the game.

ow ends and all players total their number

f steps. The Lion player has 5 Military, 1

- Enlightenment, and 1 Honor for a total of 7.
‘he Dragon player has 3 Enlightenment and 3

For example, the Lion player secretly writes
down his goals of 4 Military, 3 Honor, and
2 Enlightenment. After some fighting has
occurred, he has 3 Military, 4 Honor, and 1

Enlightenment. The Lion player attacks again litary for.a total of 6. The Scorpion player has
and destroys a province and plays the Ringof Jishonor, 2 Enlightenment, and 2 Military, for
Earth. He now has 4 Military, 4 Honot, and = = 1 total of 8. The Phoenix player has 4 Honor, 2
2 Enlightenment. In the next Path to'Victory ilitary, and.1 Enlightenment for a total of 7.
Phase, he reveals his secret mission and wins the = The Scorpion player wins
ame. e ol

g R ST IDO BRAWL

A TRUE SAMURAI i d e, A ‘game does not end when a player reaches the

To win, a player must reach the fifth step on one :

Path to Victory and at least the third step on another eliminating all other players’ provinces.
Path to Victory. % -
']ayer must reach the fifth step on the Path of
ilitary to win.

'CLASSIC MODE

- Players keep a running total of their Family Honor,
- beginning at their Stronghold’s Starting Number,

- adding to it with each Honor gain and subtracting
,vfro_m.it with each Honor loss. The game does not

OVERALL CHAMPION

The game ends when a player reaches the fifth step
on any Path to Victory. However, it is the player with
the most steps across all Paths at that time who wins
the game.

"

For example, the Lion player destroys a province
and during the Path to Victory Phase, reaches s
the fifth step on the Path of Military. The game =

J_\_/icto'ry.

, i‘Ir:IS'I?ad a player wins if one of the following

; %RBEns

L3 &H’g‘-begins his turn at 40 or more Honor
e\

3 0:‘I§é?‘fias put five elemental Rings into play by
- theirown text -

39‘ All.w'o‘_thér players are eliminated from the game

owing happens
e ever ends his turn with -20 or lower Honor

~# He has no provinces left

] g

th step of a Path to Victory. The only way to win is

The following are alternate rules for playing the
game.

GEMPUKKU

Players start with one Fortress face-up, and the
others are face-down. When a player takes a step
along a Path to Victory, he may flip one of his
Fortresses face-up. Victory is achieved normally.

STRENGTH OF WILL

Fortresses may not be flipped face-down by other
players. A player may still flip his own Fortress face-
down.

* end when a player reaches the fifth step of a Path to

| pl,éié;rer is eliminated from the game if one of the -




'QUICK PLAY GUIDE

' First, read the rules on each of the card types.
7% A turn consists of:

1. STRAIGHTEN PHASE. Straighten all your
bowed cards in play.

2. EVENTS PHASE: Turn up the cards in your
Provinces, going from left to right. If you turn
- up an Event, do what it says, then refill the

* . Province from the top of your Dynasty deck,
face-down.

3. ACTION PHASE: You can take a Limited or
Open action from any of your cards or Fortress
tiles in play, or from Rings and Strategies in
your hand. You can also pay for and equip

an attachment to a Personality as a Limited
action. Each other player going clockwise may
take an Open action, then your chance to take
- a Limited or Open action comes again. This
. continues until all players pass one after the
S50 other.

4. ATTACK PHASE (OPTIONAL): If you control
at least one unit, you (the Attacker) may
declare an attack against another player (the
‘Defender), saying which of your face-up

-~ Fortresses you are attacking from and which
% of the Defender’s face-up Fortresses you are
attacking.

e You, then the Defender, may invite any of
the other players to ally. An invited player
must control a Fortress next to the Attacking
or Defending Fortress, according to who
invited them.

* You assign any of your units led by unbowed
Personalities to the attacking side at

into play Personalities and Holdings face-up in
your Provinces, refilling with face-down cards
from your Dynasty deck. Personalities with
your Clan alignment may join you for 2 less
Gold, or once per turn you may pay full cost
for such a Personality and gain Honor equal

to his Personal Honor. Holdings enter play
bowed.

6.END PHASE: Draw a card from your Fate
deck, then discard from your hand down to
your maximum hand size of eight if it has nine
or more cards.

battlefields. There is one battleﬁeld in front -‘-,1".- _

of each of the Defender’s Provinces. Players =~
you invited may then assign attacking allies
in turn order.

e The Defender, then any players he or she
invited who did not assign on your side,

7. PATH TO VICTORY PHASE: Starting with
you and proceeding in turn order, each player
advances one step along the Path of Military
if he had units in an army that destroyed an

of the winning side (Attacker or Defender)
gains 2 Honor per card destroyed. (Tied

''''

may assign units in the same way. ; ’f; ad Jdestroyed and the Attacker and Defender each 1631;;13‘12)}&;1?1)1’0?1 1}) }i(évn;;fé ggeoiti?oio(n%?:)

e You, the Attacker, decide which battleﬁeld f_ %ﬁln S sDupOsing card destroyed). P T oG s turr%; one step along tl'%e Path
to ﬁght at ﬁrst. EaCh battle fOllOWS thlS & r If the Wmnmg Slde beat the lOSlng Slde Of Dishonor lf hlS effects caused Other players
SCHHENTS . R)"‘a.n amount of Force greater than the to lose 8 or more (gross) total Honor between

a. The Defender, then each other player S EERBESCCTS Province Strength, destroy the them this turn; and one step along the Path of

(including you) in turn order, may take Battle - = Province. After the Attack Phase ends, turn Enlightenment if he put any Rings into play

actions from cards in play or Rings and { s ¢ Defender’s Fortress face-down (unless itis  this turn. Apply each effect of the new step as

hélr last face-up Fortress). If all the Defender’s

you advance. If a player reaches Victory, the
rovi‘nces are gone he or she is out of the

game ends and he or she wins; ties are broken |
by total number of steps advanced across all
Paths.

Strategies in hand, continuing around until all
players pass one after the other. A player must
control a unit at the current battlefield to take
a Battle action, and any of its performing or
targeted cards must also be at that battleﬁeld

;.\ d‘?‘
‘e. Attacking and allied units return home

bow. If the attacking Fortress was next

he- de . Fortress the A tacker Eer The next player now takes his or her turn.

b. The battle at that battlefield resolves. Add
up the Force of all unbowed Personalities and. at
Followers on each side (Items add Force to the e
Personality whether bowed or umbowéd) '

| —'w the next battle. When all battles are

&me, dré‘féndlng units return home bowed.

) o
¢ . R .
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5. DYNASTY PHASE: You may pay for and bring ]
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The Lion Clan marshals its forces at the Plains of Thunder,
determined to exact revenge against the scheming Scorpion
Clan. The Dragon Clan attempts to reconcile the two armies,
even as it refuses to reveal evidence that might exonerate
the Lion, and incriminate the Scorpion. And the Phoenix
Clan races to intervene before the situation becomes a War
of Honor to turn the Empire against itself.

In this exciting multiplayer card game set in the Legend of the
Five Rings universe, you will form and dissolve alliances, engage
in political maneuverings, and wage mighty battles to determine
which clan will triumph over all others. War of Honor comes
with decks for four clans: Dragon, Lion, Phoenix, and Scorpion;
a scoring board; markers; and movable tiles that allow-a different
game every time. :

War of Honor is a complete gaming experience, but also includes
tiles for each of the other five Clans of Rokugan, allowing you to
expand the game with cards from the Legend of the Five Rings
collectible card game if you wish.

A Legend of the Five ngs card game» of tactics and strategy

Tor 2 or move playevs ﬁ \
N




* Enlistment
Military Alliance

o 3x Copper Mine
"3x Large Farm

. 3x Simple Men
"~ 3x Small Farm

3x Akodo Dosei

3x Matsu Sakaki
3x Ikoma Toraji

1x Matsu Fumiyo
3x Matsu Mansaiko
* 3x Matsu Miyahara
3x Matsu Nishijo
3x Matsu Yosa

Dytiasty

Wlsdom Gained

3 3x Diamond Mine
~ 3x Gold Mine
" 3x Temple of Harmony
=% . 3x Border Village
» ll.f’ilx The Seeker’s Temple
b ‘_:'. i \1x Traveling Peddler
B * Ix Family Library

f 'Dgix Shinsei’s Tomb

3x Togashi Akagi

3x Togashi Chiko

3x Togashi Gato

3x Togashi OKi

1x Togashi Nakahara
3x Togashi Kanmu
3x Togashi Shiori

3x Togashi Taro

1x Expendable Resources «

3x Permanent Encampment '

?u Dragon Tetsu Kama Mura

" " Emissary of the Ivory Kingdoms

-Fate

' ng of Earth
Ring of the Void
Ring of Water

 3x Black and ‘White
~2x Courtesy
' 2x Charge

3x My Enemy’s Mercy

3x Prideful Allies

3x The Lion’s Charge

1x Paths of Honor and Glory
1x Unpredictable Strategy -
3x Settling the Homeless

3x Embracing Virtue

3x Glorious Path to Victory

3x Akodo Regulars

3x Ashigaru Conscripts
3x Deathseeker Troop
1x Hired Legion

Fate

Ring of Air
Ring of Earth
Ring of Flame
Ring of the Void
Ring of Water

2x Changing Paths

3x Striking Through the Void
2x Cold Hands, Stone Heart
3x Spinning Heel Kick

3x The Wrath of Osano-Wo
3x Stagnation

3x Chokehold

2x Viper Tattoo

3x Fist and Blade

3x A Warrior's Wisdom

3x Fortuitous Alliance

3x Settling the Homeless
2x Dance of the Void

'.Deck Lls’fs

o
.

Phoemx City. of Tears

3x Temple to.the Ancestors ‘ i

2x Diamond Mine

3x Rich Coffers k. s \
3x Silver Mine’, = ;
2x Temple to Shinsei
3x War Encampment
2x Agasha Asai_

3x Asako Hoshimi

3x Asako Meisuru

1x Isawa Kyoko exp.
3x Isawa Kyoko

3x Isawa Naki

3x Isawa Akihiro

3x Agasha Gifu

':“W o N

Scorpion - Seven Stings Keep

Dynasty
Imperial AmbassadorshipI

3x Border Village

3x Geisha House

2x Small Farm

1x Family Library

3x Diamond Mine

3x Disreputable House
1x Shrine to Fukurokujin

3x Bayushi Shigeo
3x Bayushi Hikoko
1x Bayushi Hirose
3x Bayushi Jutsushi
3x Bayushi Sorii

3x Bayushi Maemi
3x Bayushi Saka

3x Soshi Idaurin

1x Soshi Tabito exp.

) 4

i

.‘ ‘Ring oFA}r

~ Dynasty - - -x”'. Sk e
. ' i T _'.;:L'."- J

«+ Welcome Home -~ * = * . .

* Birth of the Sword .~ .
1x Acrobat Troupe % v {

Ix Wall of Honor

Fatey - e
. Ringofkath o~

* 3x Seeking the Guﬂty '

v

. = h
Note: The cards “Border Keep” and “Bamboo Harvesters” follow-special rules. See rulebook for:d\%% _sm*i ) i ,,.‘: ~
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- 2x Grbﬁeiﬁéétone : X ?L ‘:'
* 1xHeayen's Tears ‘“"v‘”

S%yry of the Sea Rk 3
o er,(lpestﬂoi Flame =
3% The:Storm Within »“ .J' :

3x Sh,lelded by Témpqst
8

\

2%y Setthng the Homeless
3x Chasing Osano-Wo

3x, Fron'n Every Side

3x Block Supply Lines
3x Desperate Mediation "
3x Unstoppable Power

‘Ringof the Void N
Ring of Watter | - :__”a

2x- Allegatlons o AN .
3x Shameful Death N 1 : R
1x Relentless Convxctlop $
3x Shameful Rebuke = = y‘
3x Magistrate’s Accusation «
; 3xb Ramlﬁcatl(gls ¥

* 3% Restoring Order | -

3x Gameof Sincerity
3x Begone, Fool! 0. Al
3x Set{.hng?the Homeless " A

Ax Romn Brothe}hood

~3x A Samurals Soul

3x Blades of the kn Phoen
.'s'?' r.-".'.,'m




“Explore the €Memldl€mpireﬁ !

Look for Legend of the Five Rings starter
decks and booster packs to add to your
War of Honor experience! Add new Clans
to the game, including the Crab, Crane,
and others. Create new versions of the
Clans you currently have, such as dueling
Dragons or military Phoenix.

Starter Decks are ready to play right out
of the box. Just match them with the

" Clan tiles from War of Honor and your
battle for the Rokugan is underway!

Live as a samurai of Rokugan w1th the o R
Legend of the Five Rings Roleplaying Game! ' = @
The crltlcally acclaimed Fourth Edition is 0y
available in stores, along withseveral . |
supplemental books that will put you in the
sandals of a noble samurai, pious shugenja, .
or Crafty courtier, seeking to brlng g‘lory and *
honor to your Clan.
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In Rokugan, Honor is Str_onge_r than Steel!
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