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W Attached model gains the Ninja Type and the ﬂllrﬂ*
e following Unique Effects: e
L H[I\‘F' At the start of this model’s activation choose 1 of the o
e following: il
'“"W' » This model gains Intangible until the end of the J} | w
i f* activation. 5?‘1]*"*("
Tpm” » Until the end of this activation, if this model Kills an 'J.ma__wy
Enemy model in a Melee Exchange, it gains an TR
i Bl i
il Activation Counter. I

Tﬁ_mfﬁl' Kohai: During Deployment, this model gains the Ki th
fﬁli"ﬁ* Feat of 1 Friendly Ninja model in its Warband, it is 'Hﬂrff"f*l
Wind  assumed that the Ki Feat is written on this model's “ﬂ*ﬂ'
- card. If multiple models in the Warband have this rule, |

T the t choose th d feat o
i y may not choose the same named feat. ﬂ"ﬁ‘iﬂ
m Requirement [Kiyozumi Kicho] F

1"‘| g ! ri I W
. & Though rescued from her fate in the Shadow

LUt ?

| H Wind Clan, Kicho realises that it might “w rjr
X *M l be the only place she belongs. % I‘r
Iﬁtih | _ T[Wf' '
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After Deployment, choose an Enemy Hozumi
model, that model is placed Elsewhere and
gains Flank, it may enter play using those rules.

Requirement [ The Kiyozumi Family Theme]

"Begone with you!”
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EVENT

Play during Ki Generation. Immediately
distribute 3 Ki Tokens between non-Soulless
models in the Warband.

Requirement [ The Hozumi Family Theme]

‘Rule fairly when you cannot be wise."
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Eq’ﬁg EVENT

Mh | Exchange, the Kiyozumi model gains | Liﬂ%‘n’,
gm;- | Indomitable (X) until the Melee Exchange is | }
i-m;mj resolved. X is equal to the number of

1 non-Samurai the Kiyozumi model is in BtB with.

T{a
v:jﬁ Requirement [ The Kiyozumi Family theme]

W The Kiyozumi Family know they are better
i than most of the rabble in the Jwar Isles. Inclu-

Hﬁﬁ ding the Hozumi.
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ENHANCEMENT

In the Starting Phase, place the Attached model
+ within 1" of its current location.

Requirement [Ryokeen]

I; I, " They say a little kindness goes a long way.




X keep my family safe.
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ENHANCEMENT
ikl
Whenever this model takes Damage or fails a Ki hﬂ‘w
Test add 1 Depression Counter to this card. ] T\_iﬁ
For each Depression Counter on this model }1;,-‘- 1\:.)11
reduce its Maximum Ki by 1 and it gains ;J'

Bodyguard [Kiyozumi](+1").

il

Requirement [Kiyozumi Haiboku]

I may not be the man [ once was, but | will
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m\'}“ The Attached model gains Fear (5) and when
WT the Attached model makes a Melee Damage
wd Roll, it may mark X Wounds, up to its current
Unmarked Wound boxes. If it does, this
model’s Bite Weapon gains +X Weapon
Strength.

Requirement [Ryokeen]

hﬂw 4§ Alittle unkindness also goes a long way.
|
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Play in the Starting Phase. Hozumi models gain
Immune [Frightened] until the End Phase.

Requirement [ The Hozumi Family Theme]

’ W “We will proceed regardless.” - Kiyozumi
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h Target other Friendly model gains +1 to its Melee r'

4 { Pool or Ranged Pool until the End Phase.

l”d‘“"' Reputation 2] | [TaCTE: ﬁw
"f During an Enemy model's activation in which it enters :T
. »BtB with this model, that Enemy model gains a i
.. 4 Stunned Marker. This Ki Feat may only be used once

..} per model in any activation.

Onique Elfects
| This model may only use its Encourage Ki Feat on
{ Peasant, Villager, and Hozumi models.

"] Bravery: This model may re-roll a failed Fear Test.
{ Prowess [Melee](1): During a Melee Exchange this
model may reroll up to 1 of its own dice.

f*’{

|

i-ﬁ
It

1l -
t:[muw.mmmmmwmmmnmmwtm mmm

lﬂ L mmw.um 'mtﬁm



‘*rh’r%?‘}*ﬁ-‘t I WP“ LRl H‘“”"* “"W s M“ﬂ}* m“"‘

T A1 A e -'i 0 "i" 'll"l‘

‘Hov i.t 'm ")cuhzm ;

-1 = .1. [ﬂr‘h%ﬁ

Daisho ,
Powerful Attack (1) i
Push Attack (0) , /

, Wmﬁ vhj I
i

*niﬂ?
Hlﬁhﬂ

.Braverﬁ./, Proweﬁs [-Mellee:jﬂ)

nhmr'l'# L

. ]

W Encourage  @@ITe e

LG G L LA AR AR A etk kbR L ALl LML G AL LR A mm.uﬂ%mmmn% sh".&ﬂ- nﬂ«uﬂtnh 4



W MWW* HW*WWWW#}IM ﬂ%n*ﬂ %whﬁﬂ!ik}mﬂ%ﬁw&w ﬁnmﬂtw&',

L1k
|
§E AR ) _l v __l: th i l 1" 1111 L) \-_,'-___.
e 1w =3 TR o

Wﬁ Ancestral Armour @@ »W,wf«
1T JHII

| ﬁh The next Enemy Damage Roll on this model is h1sr¢
#W ignored if the individual dice values of the Damage |
| Roll are the same number. it

”" Onique Clfects i

Thus, With a Kiss, | die: If Hinadori is removed from

| play, this model loses all Ki Tokens and is also ’HT\T)]
il i removed from play in the End Phase of the last turn. ﬁ 1*f
i ,in"

] This model cannot declare Melee or Charge actions ’F'WT*
| against Hinadori. I

1 Armour (2): Reduce the result of Damage Rolls i
W made against this model by 2. ﬁm
i { Bravery: This model may re-roll a failed Fear Test. q,'w
Prowess [Melee, Ranged](1): During a Melee ALWH
| Exchange or Ranged Attack Test, this model may i
{ reroll up to 1 of its own dice.
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,ﬁ'm, Ghost Fire 9. . *!mwf

rm? Transfer 1 Ki Token from all models in the Pu]se to Pw

i this model, each model that transferred a Ki Token [ W
m[w suffers 1 Wound. Wounds caused by this effect i
| Lignore Tough. X'is equal to the number of Ghost ?I] i
!-‘-T‘T‘-“’f Tokens on this model. W
" Obey (3] S [Ta€P[OKi) d}?trmv
W Target Enemy model gains 1 Control Marker. H))
i*{ fl “u1"*
it Onique Clfects i
"1 Summoned Ghosts: This model begins the game with 3 ’:{W
!r\ \#n Ghost Tokens. When this model suffers Wounds, instead ?Thw
| removea Ghost Token for each Wound that would be | :’.-ﬂ.
Y surrered When this model spends Ki Tokens, it may W'l
""" instead remove any number of Ghost Tokens and pay Wi
lfi. h’if that many fewer Ki. #[H-‘dﬂ
H"‘L"FL Ghosts: If this model successfully attacks in a Melee }I#iif-m#

“M Exchange while using this Weapon, the opposing model ! P”
ki J

gains a Frightened Marker. ” i
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n
Wil While this model is in play, when a Friendly model  ji
:m].hst spends a Virtue Token you may choose the prw
ﬁ':”r'\ | following effect: ’;“"{'I’T”V

i f” | * You may force a Damage Roll against this model lwrﬂ
to be re-rolled. i

T'-"tﬁ* '1L||tw_ i
N If this model is recruited into a Warband with i H

i {"1 f
] Hozumi Koga, Koga and this model begin the fmwl
T*“‘T' game with a Virtue Token. H‘h" I“
_"HH.* This model may be recruited into any Warband ‘”74’1”
1 that has recruited Hozumi Koga but not The il
,T(. . Hozumi Family Theme. *ﬂﬁ”‘
W] Requirement [Kiyozumi Hinadori] M i
!TMW ; a'r,, i)
i:“#’ )r

EJT“ Nothing in the world will ever be the same.
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ENHANCEMENT

The Attached model gains Mantra.
Discard this card when the Attached model
does not succeed in an Opposed Ki Test.

Requirement [Kiyozumi Sadaka]

W What will you sacrifice for the ones you love?
1 |already made my choice.
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ﬂﬁ Alacrlty @." @ W if*
! This model gains an addltlonal Actwatlon Counter %
. d An Enemy model may cancel this Ki Feat by spending ..,
' 1 1 Ki Token, this model gains that Ki Token, and the |
. L Ki Feat has no other effect but is still considered to
"f have been used this turn.

! Onique Clfects
| Armour (2): Reduce the result of Damage Rolls
"] made against this model by 2.
W Fortune: During Ki Generation, this model's
W controller may flip a coin and call head:s or tails. If
L] they call successfully, double the number of Ki
/"1 Tokens gained; if not this model gains no Ki Tokens
11} instead.

"] Jump Up: At the start of this model’s activation, but
i before its action is declared, you may remove any
‘w Prone Markers from this model.
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1 Friendly non-Kami Ronin models in the Aura when this Ki

| Featis used gain 1 Ki Token. Models in the Aura gain
{ Bodyguard [Haiboku](3").

g Nuki Do (1] 1 Jpe:
|| When this model does not have the Initiative, it gains +1

[ Melee Pool, Dodge (+1) and Defensive until the end of
i the current Melee Exchange.

Onique Cffects

| This model must use its Bodyguard trait whenever it is
i able.

Bodyguard [Kiyozumi](3“): If an Enemy model declares
1 1 an action that would move it into BtB with a [Kiyozumi]

'] Friendly model, or Targets the [Kiyozumi] Friendly model
WY with a Ranged Attack, this model may switch positions
i ' with the Friendly model before the action begins.
.} Prowess [Melee](1): During a Melee Exchange this

model may reroll up to 1 of its own dice.

1 Spirit (-1): This model modifies its Ki Statistic by -1 when

resolving Ki Tests. -

Tactician (1): This model adds 1 dice when it

| performs Tactical Tests.
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I*f ﬁ*ft_ Prayer of Healmg 9.
r 1&; This model may Target any mode] WIthin the Aura
HW‘ with its Heal trait.

i Soothing Shomyo 3@/ X" &

, ﬂ‘r“* Models in the Aura gain Immune [Berserk].

i When rolling a Damage Roll against a Friendly model i
| within the Aura, after the result is determined, roll an ';"U::;r.__
!”ﬁ' | additional dice and then choose 1 dice to remove, ] T’
E“F | use the remaining 2 dice for the Damage Roll. “111"*'
il Onique Clfects i
I!T" W‘ This model cannot declare Melee or Charge actions r‘:‘f‘r*_ﬁ'
w'-“ﬁ' against Koga. HW
m:li Oh Happy Dagger: If Koga is removed from play, this WT
“ﬂ“'h model gains Vengeance [Enemy] and is also removed *}W;'ﬁ‘r
| from play in the End Phase of the last turn. !H;_i'“ h‘

Mk L
L:‘[“f Heal (2): This model may declare a Simple Heal action
;-._.W and attempt to enter BtB with another non-Soulless ik

i?‘?ﬁhr-' model by moving up to its Move Statistic. If, at the end | i']’*ﬁ 1
i; ;‘ri of its movement, it is in BtB with the chosen model, g
1 1 Heal 2 marked Wounds from the Wound Track £

i

ek 4
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A This model gains Camouﬂage (2 ) until the End
.. Phase.

Wﬁ Lu rker

W‘? Shadow Arts (2 ] A P& ¥

"I This model gains Lightfooted and Assassin until the

.- % end of the current activation.

Onique Clfects

o While attempting to Target this model, Enemy

A models lose Sixth Sense.

Soulless: This model automatically succeeds at Fear

] tests and has Immune [Frightened]. This model also

automatically succeeds at Opposed Ki Tests when it

"1 is not the Active model.
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1 Enemy models that are not in the Aura cannot draw :T
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LoS. )

: 2 i
Onique Clfects WM
1} Immune [Control]: This model may not gain Control |
Wl Markers. ’L '
Prowess [Melee](1): During a Melee Exchange this
] model may reroll up to 1 of its own dice.
'} Steadfast: This model may freely choose how to i
{ allocate dice in Melee Exchanges when Frightened. If | W‘
"M this model declares an action to bring it BtB with a }*LW“
Wil model with Fear and fails the Fear test, it must |
1;;1- continue with the action and becomes Frightened. |
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ENHANCEMENT

If the Attached model begins its activation
within 3" of Koga or a Friendly Monk, it loses
Cowardly for the rest of the activation.

Requirement [ Taiyo]

W We prize nothing more highly." - Kozumi
' A Daihanji
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f"ﬂ‘ ENHANCEMENT

ﬁ"rﬂﬂr

"] Attached model gains Leadership [ Villager,
Wy Peasant](1/4").

'} The Attached model may be Recruited into a
Fhiij% Warband with the Bastions of the Mountain
lﬂ‘lﬂﬁ Theme.

1o

mﬁ Requirement [Hozumi Daihaniji]

ﬁ’;wr# While respected for his accomplishments and
¥ position, Daihanji knows he can walk

Hliﬁ unarmoured at night through his holdings. ’i 1"‘

T’ﬁhﬁ‘rk il None would raise a hand against him since % i‘; "
none have any quarrel with him.
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Wiy

E!* When a non-Soulless model within 4" of the
Wil Attached model is Killed, the Attached model
i | gains 1 Ghost Token.

Requirement [Hozumi Maha]
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wh? " Even the Kiyozumi hope Maha does not blight UII«‘H
. 4 the Hozumi family for long. )
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ENHANCEMENT

{ While this model has Ki Tokens equal to its
Maximum Ki Limit it gains Fearless and Tough

(1).

Requirement [Kenmeina]

; II i} Once you accept the coin, you finish the job.
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,' Nature: This model cannot declare Melee or Charge

'} actions against Hozumi Koga.
04 Nurture: When recruited into The Hozumi Family
Lif Theme, this model gains Co-ordinated Attack

. A [Hozumi].

Aloof: This model may not perform Scenario

1 Actions.

] Dodge (1): During a Melee Exchange this model may i
wd pick up to 1 Attack dice rolled by its Opponentto

| be rerolled.

Lightfooted: While moving, this model treats
Difficult Terrain elements as if they were Normal.

"W Sixth Sense: This model is never Surprised, ignores
' the Camouflage trait and has Immune [Blind].
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| Sidestep
{ Defence (1)
{ Push Defence (0)
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" Play before Deployment.
Wl Each Time Kenmeina succeeds in an Attack or
irur.;s | Defence of a Melee Exchange, gain 1 Scenario
i#hiﬂﬁ Point.

i Each Time Hozumi Koga does not succeed in
“1’ | an Attack or Defence roll in a Melee Exchange,
mﬁ gain 1 Scenario Point. This effect lasts for the
"1 whole game.

iﬁﬁw
Wl Requirement [ The Kiyozumi Family Theme] m{m‘#
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1§ Supplies
il Remove a Reload Marker or add an Ammo Token to
. | amodel in the Pulse.

Onique Clfects
m Enhancement - Equipment cards bought for

Warbands that have recruited this model cost -1 Rice
H (to a minimum of 1).

i il

W tests.

Cowardly This model must re-roll successful Fear
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b Friendly models begin the game with 1 Ki i
1 i Token. l
'_T{ :“. » Hozumi, Taiyo and Ryokeen models may WFW
i always be recruited into this theme. ’}k‘w
'."*"'{“f’“l + In the Starting Phase you may choose 1 Enemy *‘f‘u“‘f"
XTM model to gain the Aloof Trait until the End 'f;%lﬁmg
i Phase. fffh
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.
1 Attached model gains the following weapon:
hrflr

Hf i Hozumi Katana

Wi Parry (1)

i g Pierce (1)

WL m Push Defence (0)
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"1 Requirement [Hozumi]
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11’*“?” Said to be made of Minimoto Steel, this blade ‘\Hl&w'
| 4 has been in the family for generations. )
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Y - Before the first turn, you may change the 'WW
1 alignment of 1 Objective. If you choose not to f”ﬁ“‘*
m[h do this Kiyozumi models count as 2 models L
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il ability. You win all tie breaks, regardless of the ;“Yf‘f""
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ENHANCEMENT

Attached model begins the game with 1
additional Ki Token.

If the Attached model is recruited into a
Warband with Kiyozumi Hinadori, it gains
Fearless.

Attached model may be recruited into any
Warband that has recruited Kiyozumi Hinadori
but not The Kiyozumi Family Theme.

Requirement [Hozumi Koga]

It.changes how you live and how you die.
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