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The plains of the Lion lands receded ever farther behind the two men as they 
rode, although the view of their home was obscured somewhat by the ranks 
of the soldiers who followed on the horizon behind them. Ahead of them, 

to the north, the Great Northern Wall Mountains loomed, growing larger with each 
moment but never seeming any closer. Between them and the mountains were the 
foothills, which stretched immediately before them.

Akodo Masao frowned. “It seems so simple, and yet is so far.”

The other man chuckled. “Ah, the impetuousness of youth.”

Masao’s frown deepened. “You are less than a year older than me, Senzo!”

“True,” Akodo Senzo said with a nod, “but just older enough to be a year ahead of 
you at the dojo, and thus I have an additional year of experience in the field.”

“That does sound familiar,” Masao nodded. “I believe you last mentioned it roughly 
ten minutes ago.”

Senzo laughed again, louder this time, but it was short-lived. “We should enjoy 
this beautiful countryside,” he said after a moment. “The devastation in the Dragon 
lands is significant, I have heard.”

Masao’s expression was a mixture of grave concern and youthful enthusiasm. “The 
Army of Fire,” he said. “We will face them on the field of battle soon. I cannot wait 
for that moment to arrive.”

“There is great glory to be had purging such disgusting barbarians from the Empire,” 
Senzo agreed, “but do not allow your enthusiasm to overwhelm your good sense. 
The filth possess incredible abilities, powers conferred upon them by the Dark Oracle 
of Fire, and they are amazingly cunning. Underestimate an enemy and you will be 
overwhelmed.”

“The first lesson of our sensei, I know,” Masao said. “Still, I wish…”

A sudden blossom of fire somewhere ahead of them, just at the edge of their vision, 
caught the eye of both men at once. They exchanged a glance. “Could the Army of 
Fire be this far south already?” Masao asked.

“There have been multiple reports of scouting patrols making it past the Dragon 
provinces,” Senzo said. “We should investigate.”

Masao hesitated for a moment. “We have no authorized papers to travel through the 
Dragonfly lands…” he began.

“This is war, and we go to aid the Dragon. The Dragonfly will not bar our path, 
regardless of our history.” Senzo spurred his horse forward. “And if we rescue them 
from an attack by the Army of Fire, then perhaps we can bury the grudge between 
our two clans forever.”

The two Lion scouts rode forward at a gallop.

***

“I am most grateful for your assistance in this matter, most honorable Dragon-sama,” 
the elderly farmer said with another scraping bow. “I am unworthy.”

The tattooed monk Togashi Shintaro smiled slightly. The old man’s fawning was 
appropriate for a peasant paying respect to a representative of a Great Clan, but it was 
somewhat tedious regardless. “Enough, friend,” he said patiently. “I am happy to help. 
We must look past times of war and plan for the future, would you not say?”
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“Of course, my lord,” the farmer agreed. He gestured with his lantern to the enor-
mous boulder that dominated the small field. “As you can see, however, this stone is 
most formidable. I have poured water into its cracks during the winter, and, as you 
just saw, stuffed them with straw and set them ablaze, all in hopes of cracking the 
thing open. To no avail. It will forever plague my farm lands, I fear.”

“We shall see about that, my friend,” Shintaro said. He closed his eyes and focused 
his chi, the flaming tattoos across his torso flickering as if alive. He summoned his 
inner energy and unleashed a gout of flame that engulfed the boulder, blackening it 
almost instantly. Under the relentless, supernatural onslaught, the two men could 
hear the stone beginning to creak and crack.

***

Masao and Senzo observed from a distance. “The Army of Fire,” Masao said. “It 
must be.”

“It… appears that way,” Senzo said with a frown. “Why is he attacking that rock?”

“The peasant hides behind it!” Masao hissed. “He is toying with his prey! We must 
save him!”

“Something about this feels wrong,” Senzo said.

Masao waited no longer, unslinging his bow and firing an arrow in one smooth, fluid 
motion, then instantly firing two more.

***

Shintaro sensed that something was amiss and ended his gout of flame, even as the 
boulder fell into two pieces. He snatched the first and second arrows from the air, but 
the third buried itself into his shoulder almost to the fletching at the end. He grunted, 
more in surprise than in pain, but a little of the latter as well.

The old farmer screeched in alarm, casting about for the source of the arrows. “The 
Lion!” he shouted. “The Lion have come back to destroy us all!”

“What?” Shintaro demanded, tearing the arrow from his flesh with a snarl of pain.

“Do not worry, my lord!” the farmer said, running toward the castle in the distance. 
“I will summon the honorable Mirumoto stationed at Kyuden Tonbo, and they will 
purge the villainous Lion from these lands once and for all!”



6-6- 7-7-

Legend of the five Rings (L5R) is a collectible card game set in the Asian–
inspired fantasy Empire of Rokugan. Each player brings a customized deck of 
cards to the game, which he or she develops through buying and trading for 
new cards. 

The Cards
The game uses two separate decks, the Dynasty deck of black–backed cards and 
the Fate deck of green–backed cards. These plus your Stronghold and starting 
Holdings make up your play deck. 

Stronghold 

- Stronghold -

CLan  
Mon

This card represents your starting base 
of operations. It does not go into your 
decks. You start with it in play. 

No other card can target or affect your 
Stronghold unless it specifically men-
tions the word “Stronghold.” 

CaRd titLe: At the top of the Strong-
hold in a white bar is its title. All L5R 
cards have a title. 

CLan Mon: To the left of the title is a 
symbol that shows you what Clan you 
are a player of, or no icon if you are 
unaligned. 

Base PRovinCe stRength: The top-
most of three symbols at the right 
of your Stronghold gives your base 
Province Strength. 

goLd PRoduCtion: The middle of your 
Stronghold’s three symbols, the coin, 
is its Gold Production. 

goLd  
PRoduCtion

Base  
PRovinCe 
stRength

staRting 
faMiLy  
honoR

text Box

CaRd  
titLe
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staRting faMiLy honoR: The bottom 
number on a Stronghold is Starting 
Family Honor. It gives a starting value 
for your Family Honor score (Honor 
for short) that may rise and fall during 
the game. 

text Box: Like all other L5R cards, 
the Stronghold has a text box (see 
Reading the CaRds, p. 11). 

Dynasty Card Types 
Holding 

These cards represent resources in 
your lands. Holdings, like many cards, 
have a Gold Cost—the number in the 
round coin—that you must pay to 
bring them into play. 

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, or no icon 
if unaligned. 

foRCe: A Personality’s Force, abbrevi-
ated as “F,” is found in the lighter col-
ored icon at the top left. 

Chi: Chi, or inner strength, is found in 
the dark colored icon at top right, and 
is abbreviated as “C.” Special Rule: If a 
Personality’s Chi is ever zero, destroy 
him immediately. 

honoR RequiReMent: Personalities 
may have an Honor Requirement, 
shown in the leftmost of the three 
icons in the middle (the square ban-
ner). A dash (–) in this icon means 

- Holding -

- Personality -

ChifoRCe

PeRsonaL  
honoR

goLd  
CosthonoR  

RequiReMent

goLd Cost
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that the Personality has no Honor Require-
ment. 

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 honor in the eyes 
of society. Its abbreviation is “PH.” Personal 
Honor has a maximum value of 5 in the 
game. 

Event 

Events represent important happenings in 
Rokugan. They appear unpredictably in your 
provinces. 

Region 

Regions identify a province with a particular 
area in Rokugan. They have special traits 
and abilities. 

Celestial

Celestials represent the favor of powerful 
supernatural forces. They enter play when 
revealed in your provinces and can usually 
be discarded for an effect.

Fate Card Types 

Strategy 

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

goLd Cost: Strategy cards have a Gold Cost, 
the coin in the middle. This is often zero, but 

- Event -

- Region -

- Celestial -
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sometimes a higher number. The Gold 
Cost is part of the cost of any action 
on the card. 

foCus vaLue: Like all Fate cards, Strat-
egy cards also have a Focus Value, in the 
black circle at the bottom of the card. 

Ring 

The Rings show understanding of the 
five mystic elements from which Leg-
end of the Five Rings takes its name. 
You may put Rings into play when you 
have fulfilled their condition for enter-
ing play. You can also discard them 
from your hand for a one–shot effect. 

Attachments
Followers, Items and Spells are all 
attachment cards. 

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

An Attachment’s Gold Cost must be 
paid before it enters play. 

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. If a Personal-
ity leaves play (for example, by being 
destroyed), all cards in the unit leave 
play in the same way. When a unit is 
targeted, this targets its Personality. 

- Ring -

foCus vaLue

- Strategy -

goLd Cost

foCus vaLue
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Follower 

Followers represent troops, creatures, 
or advisors. 

They have Force, in the icon at the top 
left, which helps their unit in battle. They 
also have an Honor Requirement, the 
leftmost icon in the middle, which is the 
minimum Personal Honor a Personality 
must have to attach that Follower. 

Item

Items represent special objects and 
artifacts. 

Unlike the separate Force of Follow-
ers, Items have a Force modifier in the 
upper left hand icon that directly raises 
or lowers their Personality’s Force. 
Items likewise have a Chi modifier. 

- Item -

Chi  
ModifieR

foRCe  
ModifieR

goLd Cost

foCus 
vaLue

- Spell -

goLd Cost

foCus 
vaLue

- Follower -

Chi

foCus 
vaLue

foRCe

goLd  
Cost PeRsonaL  

honoR
honoR  

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

Spell 

Spells represent magic scrolls used by a Shugenja (a person trained in the magic 
of Rokugan). 

Spells have no Force or Chi bonus. They will only attach to a Shugenja. Actions 
on Spells that have somehow become attached to a non-Shugenja Personality 
may not be taken. 

Please note there are no spells included in these pre-constructed decks.

Reading the Cards 

Stats 

Force, Chi, Province Strength and Gold Cost are examples of stats, or number 
values. Stats may gain bonuses or penalties from effects in the game, and 
effects may also give stats a minimum or maximum value. Minimums and 
maximums are applied on top of any existing bonuses or penalties. 

Most stats have a minimum value of zero; only Honor Requirement, Family 
Honor, and modifiers with a + or – sign can have negative values. 

Text Box

The text box tells you a card’s game effects and limitations. All cards should be 
read under the first Cardinal Rule of L5R: 

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

The text box may contain any, all or none of the following four parts. 

Keywords 
A keyword is a phrase of one or more words that usually appears at the top of a 
text box, above a dividing line. For example, a Personality can be aligned to the 
Phoenix Clan and be a Samurai. 

Some keywords have meaning in the rules, while others are only descriptive 
terms. 
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Keywords are separated from each other by solid dots (•). 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; a “Dragon Clan” card is not the same as a “Dragon.” 

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

Some traits start with a trigger, a phrase that ends in a colon (:) and refers to 
something in the game—for example, “Before your turn ends:” or “After this 
Personality enters play:” A trigger can also involve costs which must be paid for 
the effects to occur. After the colon, there will be effects that happen whenever 
that trigger occurs, such as “Gain 2 Honor.” 

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:, Battle:, or Reaction:. 
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 Politi-
cal Limited: or Kiho Battle: These keywords, and any keywords of the card 
itself, describe the card, the ability, the action it creates, and its effects. 

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 either targeting, a trigger, a condition, or a cost of the action. For 
more information on these terms, see When Can I Take an Action?, p. 16. 

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

Because of the story-based nature of Legend of the Five Rings, abilities on certain 
cards may include unusual phrasing such as “He has shamed his clan.” Such 
phrasing is for color only. Phrasing that is relevant to the rules will either refer to a 
keyword or title that can be found on cards, or to a term defined in these rules. 
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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. 

Setting Up The Game
Remove any Strongholds, and any Holdings titled Bamboo Harvesters or Bor-
der Keep, from your other cards. These cards do not go in decks. Then, sepa-
rate the rest of your cards into Fate and Dynasty decks. 

Strongholds 
You start with your Stronghold in play. 

Going First 
The player with the highest starting Family Honor takes the first turn (see Turn 
Sequence, p.15). If you are tied, choose at random which of you goes first. 

Starting Holdings 
Along with the Stronghold, each player begins the game with one special Hold-
ing titled Border Keep in play. 

If you’re not going first, you also start the game with one Holding titled Bam-
boo Harvesters in play and bowed. If you are going first, keep Bamboo Har-
vesters out of the game; it does not go into your deck. 

Bowing and Straightening 
A bowed card is turned 90 degrees to the right to show that it has spent its 
efforts. Costs and effects throughout the game may bow an unbowed card, or 
straighten a bowed card, returning it to the unbowed state. 

Paying Gold Costs 
Your Stronghold and most 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 
and abilities. Gold produced by a single source must all be spent to pay for one 



-14- -15-

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. 

Decks And Discard Piles
Shuffle your two decks separately, give your opponent a chance to cut or shuffle 
them, and put them in front of you. The Fate deck goes about where your right 
hand is; the Dynasty deck about where your left hand is.

Dynasty cards you discard during play will go to a face–up discard pile to the left 
of the Dynasty deck. Fate cards you discard will go to their own face–up discard 
pile to the right of the Fate deck.

If a Personality in play is destroyed, he is dead and not just discarded; either 
turn him 90 degrees sideways while in the discard pile, or make a separate part 
of the discard pile for dead Personalities.

Provinces
Next, take the top four cards from the Dynasty deck and lay them face down 
side by side, from left to right, between the two 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.

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

The Hand
Draw six cards from the top of your Fate deck and hold them so you can see 
their faces and your opponent cannot. This is your hand. These cards are con-
sidered face–down, even though you may normally look at them. 
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Other Equipment 
• Both players need to keep track of their current Family Honor. Paper and 

pencil or a set of dice will do. 

• The Imperial Favor represents the good graces of the Empress. An object is 
required to show who has the Imperial Favor. 

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. 

2. Events Phase 
Starting with your leftmost province, turn its card face–up. Then: 

• If it is a Holding or Personality, nothing happens now. 

• 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, if it hasn’t been put in play 
by its own effects, discard it. 

• If it is a Celestial, discard any of your other Celestials in play, then bring it 
into play. Unlike Events and Regions, Celestials enter play this way when-
ever revealed, not just in the Events Phase.

• If it is a Region, it must enter play attached to the province it was revealed 
in. Move the Region up partway in the province and resolve any of its 
entering-play effects. When you refill the province, leave the Region’s title 
visible. 

Provinces will not attach more than one Region. Regions that will not attach to 
their province are discarded immediately after being revealed. 

Once a Region is in play, its traits apply to you and you can use its abilities. 
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After dealing with your leftmost province, do the same for each of your other 
provinces, moving from left to right. 

3. Action Phase 
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 other player then has a chance to 
take an Open action or pass. If a player passes, he or she can still take an action 
later on in the phase. The Action Phase ends when both players pass, one right 
after the other. 

Taking actions in turn until both players pass one after the other is called an 
action round. 

When Can I Take An Action? 
You can normally take actions from abilities on Strategies and Rings in your 
hand, from abilities on your cards in play, or from abilities granted to you by the 
rules or card effects. 

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. 

Reactions state a trigger, or point in time when they can be taken. 

If more than one Reaction can be triggered at the same time, their order is 
resolved by a separate action round. The active player has the first opportunity 
to take a Reaction to the trigger or pass, and the action round continues until 
both players pass consecutively. 

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: 

• Abilities on bowed cards may not be used. 

• A card must normally be in play, or be a Strategy or Ring played from your 
hand, to use its abilities. 

• Each separate card ability and player ability may only be used once per turn. 
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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 or targets mentioned in its con-
straints or effects, using the words “performing” or “target”; for example, “Bow a 
target Samurai with less than 3 Force.” In this step, you must choose all perform-
ers and targets mentioned in the action, in the order mentioned.

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

Normally, cards must be in play to be legal performers or targets. 

D. Pay Costs 

In this step, you must pay any costs of the action, in the order mentioned. 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:” The Gold Cost on a Strategy card is a cost 
of all of its actions and is paid before any others. 

To pay a cost, the change must actually, fully happen. For example, if a Person-
ality has a Chi of 4 and a minimum Chi of 1, you can’t use him to pay the cost 
of giving him –4C, because the Chi penalty won’t happen fully. 

Cards out of play can’t normally pay your costs. Cost payments are not effects. 

E. Action Resolution 

If all targets are met and costs are paid, apply the action’s effects in the order 
they are mentioned. Once effects start to resolve, they will be applied no matter 
what happens to the card they came from. 

If an action brings a card into play, you must pay the card’s costs at that point, 
or it will not enter play. 

Some effects may be prevented from happening before they are applied, or 
while they are ongoing. For example, a Personality might have the trait “Effects 
do not bow this Personality”. If an effect is prevented, the whole action is still 
legal to take, and the action’s other effects still happen. 
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F. Tidy Up

Finally, if you took the action from a Strategy card in your hand, discard it. 

Traits and Effects 
Traits can also have effects. A triggered trait is like a Reaction; it has a con-
straints block before its colon that contains conditions, triggers, and costs 
that must be paid for the effects after the colon to happen. There are four 
main differences between a triggered trait and a Reaction. 

• A triggered trait is not optional; you must apply the effects when the trigger 
is met. 

• A triggered trait, unlike an action, can be used when its card is bowed. 

• A triggered trait, unlike an action, is not restricted to once per turn. 

• Triggered traits happen before any Reactions to the same trigger can be 
taken. 

A trait without a trigger, such as “Your Samurai each have +1F,” has a continu-
ous effect that is “always on” while the card is in play and any conditions of the 
trait are met. 

How Long Do Things Last? 
Some costs or effects are instantaneous, and marked by physical changes to 
the game components, such as bowing cards, adding tokens, and changes to 
Family Honor. Such changes do not wear off by themselves. 

Other costs or effects involve changes that have a duration, lasting until a 
certain point in the game, and that are not physically marked by the game 
components. 

These include changes to stats such as “Give a target attacking Personality 
+2F,” as well as changes to abilities, traits, keywords and conditions of things 
in the game, such as giving a card the trait, “This Personality does not bow 
from battle resolution.” All ongoing costs or effects last until the end of the cur-
rent turn, unless they give a different duration. 

Non-triggered traits, such as “All Oni have +1F”, have continuous effects. 
These effects apply while conditions on the trait (if any) are met. They affect 
the card with the trait itself constantly, but they only affect other cards after the 
card with the trait enters play, and they end when that card leaves play. 



-20- -21-

Actions Available To Players In The Action Phase 
There are several actions that all players may take (player abilities) in the Action 
Phase, each with its own descriptive term. 

Equip 

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

Lobby 

 Political Limited: If you have higher Family Honor than each other 
player, bow your target Personality with 1 Personal Honor or higher: 
Take the Imperial Favor. 

Imperial Favor 

The Imperial Favor is controlled by one player at a time. It normally starts the 
game uncontrolled. However, if there is exactly one Dragon Clan player in 
the game, he or she starts the game controlling the Favor, because the current 
Empress comes from the Dragon Clan. 

Discarding (giving up control of) the Favor is a cost of certain actions, including 
the following two player abilities: 

 Political Limited: Discard the Imperial Favor and a card: Draw a card. 

(“Discard a card” is short for “Discard a Fate card from your hand.”) 

 Political Battle: Discard the Imperial Favor: Move a target attacking 
enemy unit home. 

4. Attack Phase (Optional) 
The active player may now optionally create (“declare”) an Attack Phase. An 
Attack Phase has several segments in order. 

A. Declaration Segment 

The player declaring the attack is the Attacker, and the other player is the  
Defender. 
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Create battlefields associated with each of the Defender’s provinces. Battlefields 
are locations in a battle, with two sides —attacking and defending. One or more 
units on a side make up an army. 

B. Infantry Maneuvers Segment 

In Infantry Maneuvers, the Attacker first simultaneously assigns any number of 
his or her units 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. 

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

Assigning a unit places it at that battlefield, and is different from “moving” 
between locations. A unit led by a bowed Personality may not be assigned. 

C. Cavalry Maneuvers Segment 

A unit is Cavalry if its Personality, and all its Followers (if any), have the Cavalry 
keyword. 
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In Cavalry Maneuvers, the Attacker and then the Defender assign any of their 
Cavalry units as in the Infantry Maneuvers segment. 

D. 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 
Most battles will happen as part of an Attack Phase, but some effects create 
battles separately. Battles have a Combat Segment, then a Resolution Segment. 

Combat Segment 

The Combat Segment is an action round of Battle actions, starting with the 
Defender. 

When Can I Take A Battle Action? 

Battle actions follow these additional rules: 

Rule of Presence 

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

Rules of Location 

• To legally take a Battle action from a card in a unit, the unit must be at the 
current battlefield. 

• To be legally targeted by or perform a Battle Action, any cards in a unit 
must be at the current battlefield. 

Exception: Battle actions that say they move a unit to the current battlefield are 
legal to take, regardless of Presence and Location, if the rules of Presence and 
Location would be satisfied with the unit there. 
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A Personality who has already been in an attacking army during a battle reso-
lution in the current Attack Phase will not move to a battlefield. 

Once both players have passed consecutively, the Combat Segment ends. 

Resolution Segment 

The Attacker and Defender total their armies’ Force at the battlefield. An 
army’s Force is the total of the Force of all unbowed Personalities and Fol-
lowers in it; a side with no units has zero Force. The side with the highest 
Force wins. 

If the Attacker wins, he or she destroys all units in the defending army. If the 
attacking army’s Force was greater than the defending army’s Force plus the 
Province Strength of the battlefield’s province, the Attacker also destroys the 
province. 

When a province is destroyed, discard any cards in it, and any Regions 
attached to it. Push together the other provinces and the two decks to show 
the shrinking of their owner’s lands. 

If the Defender wins, he or she destroys all units in the attacking army. 

The winner of a battle also gains Honor equal to twice the number of cards in 
the enemy army that were destroyed by resolution. 

If two armies, each with one or more units, have 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 at that battlefield bow, then return home, as effects of resolu-
tion; return after battle is not movement. Defending units stay at that battle-
field, 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, the Attack Phase ends. Battlefields cease 
to exist. Any units still at battlefields bow if they were attacking, and return 
home. 



-24- -25-

5. Dynasty Phase 
Buy Cards From Provinces 

During the Dynasty Phase, in any order you like and as many times as pos-
sible, 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, Hold-
ings always enter play bowed. 

To bring a Personality into play, pay his Gold Cost. If your Family Honor is 
below a Personality’s Honor Requirement, he will not enter play under your 
control at any time unless he is aligned with your Clan and it is the Dynasty 
Phase (see following paragraphs). 

When you bring Personalities with your Clan alignment keyword into play 
during the Dynasty Phase, and only then, they follow three special rules: 

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

• If you aren’t choosing to pay the 2 less Gold, you may choose to gain 
Honor equal to your aligned Personality’s Personal Honor just before you 
bring him into play, once per Dynasty Phase. 

• If your Family Honor doesn’t meet your aligned Personality’s Honor 
Requirement, you may still bring him into play paying 2 more Gold than 
normal. Together with the rules above, this means you may pay the full 
Gold Cost and not gain any Honor, or pay 2 more than the full Gold Cost 
and gain Honor. 

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. 

6. End Phase
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. 

The turn ends when the End Phase does. The other player now takes his or 
her turn. 
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Winning The Game
There are four ways to win a game of L5R. 

• MiLitaRy viCtoRy: Your opponent loses when his or her final province is 
destroyed. 

• dishonoR viCtoRy: Your opponent loses if his or her Family Honor is ever 
at or below –20. 

• honoR viCtoRy: You win if you start your turn on 40 Family Honor or 
higher, gaining victory by securing control of the Imperial Court. 

• enLightenMent viCtoRy: You win instantly if you control five Rings with 
five different element keywords (Air, Earth, Fire, Water and Void), each 
of which last entered play by its own text. You have won by being recog-
nized as a mystically enlightened master. 

Deck Construction
You can expand and change this deck by trading for or buying other cards, fol-
lowing these rules for a legal play deck in Celestial 40/40 format: 

• The Dynasty and Fate decks must each have at least 40 cards. Your 
Stronghold and the Starting Holdings titled Border Keep and Bamboo 
Harvesters do not count toward this minimum, and copies of those cards 
may not be included in decks. 

• All cards in the play deck (including the Stronghold) must be Celestial 
Edition legal, having the Celestial Edition icon ( ) in the lower right 
hand corner of their most recent printing (MRP). In all L5R formats, cards 
are considered to have the stats and text of their MRP in English. 

• You can have no more than three copies of any card, by title, in your 
decks. 

• You can have no more than one copy of each Event card and Unique 
card, by title, in your decks. 

Note that Experienced cards, see p. 30, are an exception to the last two rules. 
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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. 

aLLy: A term used in the multiplayer rules (see http://rules.l5r.com online). 

aRMoR: A Personality will not attach more than one Armor at a time. 

Base: Refers to a stat, keyword, or other game text as printed on the most recent 
printing of the card, without modification. If the card is a created card, “base” 
refers to the text it was created with. 

ChaLLenge: A challenge is an effect that creates a duel between two Personali-
ties (see dueL). One Personality will be the challenger, and the other will be the 
challenged; they must be controlled by different players. 

Challenges may not be refused unless they say they can. If the challenged Per-
sonality’s player refuses, the duel doesn’t happen. Otherwise, the challenged 
player accepts, and the two Personalities enter a duel. 

CLan aLignMent: A keyword ending in “Clan” that refers to one of the nine 
major Clans: Crab, Crane, Dragon, Lion,  Mantis, Phoenix, Scorpion, Spider, 
and Unicorn. 

ContRiBute: A Personality or Follower contributes Force when its Force is added 
to its army’s Force. This is part of a battle’s resolution, but can also happen when 
an army’s total Force is calculated for other reasons. 

ContRoL: You gain control of a card when you bring it into play, and normally 
keep control of it while it remains in play. There are two exceptions: 

• an attachment is controlled by its Personality’s controller 

• a Region is controlled by its province’s owner. 

Some effects may also change control of a card between players. Immediately 
after a player successfully takes control of another player’s card: 

• if the card is a Personality at a battlefield, it goes to the new player’s side of 
the battlefield; 
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• if the card is an attachment, it is transferred to one of the new player’s Per-
sonalities at any location who may legally attach it; 

• otherwise, it enters the new player’s home. 

CoPy: Some effects may copy a keyword, trait, or stat from one card to another. If 
a stat is copied, set the copying card’s stat to the current value of the copied card’s 
stat. A card will not copy its own text or stats. 

CouRtieR: Courtier Personalities can commit seppuku using a Reaction avail-
able to all players; see sePPuku for details. 

CReated CaRds: Some effects may create cards in addition to the cards included 
in decks. You may use pieces of paper, face–down spare cards, or other objects 
to keep track of these. 

If an effect that creates a card gives no value for a stat the card type normally 
has, that stat’s base value is zero. Exception: Created Personalities have a “–“ 
Honor Requirement. 

Created attachments and Regions attach to a Personality or province as part of 
their creation effect. Other cards you create enter play in your home. When a 
created card leaves play, remove it from the game. 

dead, destRoy: When an effect destroys a 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. 

disCaRd: To put a card in its Dynasty or Fate discard pile. Discard by itself means 
“discard a Fate card from your hand.” 

Exception: If a cost or effect requires you to discard the Imperial Favor, this 
means that you give up control of the Favor and it becomes uncontrolled. 

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

dishonoR: Some things can dishonor a Personality, disgracing him in the eyes 
of Rokugan. Turn the Personality 180 degrees upside down to show this dis-
honorable state. 

A dishonorable Personality’s Personal Honor is always zero. After a Personal-
ity is destroyed while dishonorable, the player who last controlled him loses 
Honor equal to the Personality’s base Personal Honor. A destroyed dishonor-
able Personality remains dishonorably dead even in the discard pile. 
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When 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, this 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. 

• Before a player gains Honor from attaching a card to one of his or her dis-
honorable Personalities. 

• 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. 

do not, does not, WiLL not: These phrases in a card effect means that 
another effect fails to happen. The phrase “(an action’s) effects do not hap-
pen” means that all effects of the action fail to happen, as well as its costs 
and targeting. 

dRaW: To put the top card of your Fate deck into your hand. 

dueL: A duel is a confrontation that comes from a challenge between two  
Personalities. Follow these steps:

1. Each player puts his or her hand aside and takes the top three cards of his 
or her Fate deck to form a focus pool. The focus pool is face–down but vis-
ible to its player. Cards are not played as normal from the focus pool; they 
are focused instead. 

2. The challenged player has the first option to focus or strike. To focus, a 
player chooses a card from his or her focus pool and puts it face–down. If 
the player focused, the other player then has the option to focus or strike. 
The players continue to take turns focusing until one of them strikes. A 
player who can’t focus must strike. 

 Each player may focus one card per duel from his or her hand instead of 
focus pool. 

3. Once a strike has been called, turn all focused cards face–up. Any traits 
on focused cards with the special trigger “Focus Effect:” resolve; the player 
whose turn it is chooses the order. Ignore anything on focused cards that 
doesn’t specifically refer to the card’s use as a focus. 
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4. Duel resolution now happens. Each player totals the Focus Values of his or 
her focused cards, and adds his or her Personality’s duel stat to this total. 
The duel stat is Chi unless another stat is given. The higher total wins the 
duel, and the lower total loses. The duel effect may give consequences for 
the loser or winner. 

 If the two totals are equal, the duel is a tie; both players lose and take the 
loser’s consequences. 

 The duel ends when duel resolution ends. 

5. Discard all focused cards and end all changes to their Focus Value. Then, 
each player puts any cards still in his or her focus pool on the bottom of his 
or her Fate deck, in any order. 

dueList: Immediately before the first opportunity to focus or strike in a duel, 
if a Duelist Personality is the challenger, and the challenged is a non–Duelist 
with an equal or higher duel stat, the Duelist gains the first chance to focus. The 
Duelist must use this chance to focus instead of strike, if possible. 

eLeMent keyWoRd: One of the five keywords for the mystic elements of Roku-
gan: 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. Cards not in units are 
not “enemy cards.” 
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engage: The point in time when a battle begins. 

enteRing–PLay: An effect that is triggered by its own card entering play. 

exChange: When an effect exchanges two stats, note their current values. Then, 
simultaneously set each stat to the noted value of the other one. 

exPensive: Referring to the value of a card’s Gold Cost stat; for example, “more 
expensive” means “with a higher Gold Cost stat.” 

exPeRienCed: Some Personality cards have the Experienced keyword, which is 
sometimes followed by a number representing the Personality’s experience level. 
A Personality with Experienced and no number has experience level of one. A 
Personality without Experienced has experience level zero. 

Any number of single Personalities with the same title but different experience 
levels may be included in a deck. 

During the Dynasty Phase, you may bring an Experienced Personality into play 
normally, or you may overlay him onto one of your Personalities with the same 
title but lower experience level. 

When you overlay, you do not need to meet Honor Requirements, but you do 
need to meet other requirements and restrictions, including Loyal. 

You do not have to pay Gold costs unless the overlaying Personality is two or 
more experience levels above the overlaid Personality, and more expensive than 
the overlaid Personality. In that case you pay the difference between the two 
Personalities’ Gold costs. 

An overlaying card is stacked on top of its less experienced version without 
entering play. 

This stack is treated as one card until it leaves play; then, all cards in the stack 
except the topmost are removed from the game. The stacked card has the text 
and stats of the overlaying card, and has the base abilities (but not traits, key-
words, or stats) of any underlying cards, plus any abilities that underlying cards 
themselves inherited from cards they overlaid. On overlaying, the stacked card 
keeps all states, ongoing effects, attachments, and tokens of the underlying card, 
and is considered to be the same card. 

Experienced cards that are not Personalities follow the Experienced deck con-
struction rules, but do not overlay. 
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foCus, foCus PooL, foCus effeCt: Terms used in dueling. See dueL. 

hoMe: The location in front of a player’s provinces where cards normally enter 
play, as opposed to battlefields. 

honoRaBLe: A Personality not in the dishonorable state. “Honorably dead” 
refers to such a Personality who is dead. See dishonoR. 

huMan: This term refers to a Personality or Follower who does not have the Non-
human keyword. It is not itself a keyword. 

ignoRe: When a cost or requirement is ignored, it is no longer a cost or require-
ment of whatever you were doing. 

infantRy: This term refers to a Personality or Follower who does not have the 
Cavalry keyword. It is not itself a keyword. 

kensai: A Kensai Personality can attach two Weapons. 

LeadeR: The Attacker or Defender in a battle. You are the friendly leader; the 
other player is the enemy leader. This term has greater relevance in multiplayer 
rules (see http://rules.l5r.com online). 

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 chang-
ing its position (for example, in a deck). 

LoyaL: A Personality with the Loyal keyword will not be controlled by a player 
who does not share a Clan alignment with the Personality. 

May not: This phrase forbids a choice you might make; for example, to tar-
get a particular card, or to take an action. Unlike Do Not/Will Not or Negate, 
when something is forbidden with May Not, it can’t be chosen in the first 
place. 

May ReMain BoWed: This phrase means that while the card is bowed, its con-
troller may negate any effect that straightens the card, until the card straight-
ens or leaves play. 

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

navaL: The Naval keyword allows you to take the following action available to 
all players: 
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 Reaction: After engaging, once per battle, if you are the Attacker and 
your current army has more Naval cards than the side opposing it, 
target your Naval Personality: You have the first opportunity to take a 
Battle action, which must be performed by the targeted Personality. 

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

oPPosed: A card, side, or army is opposed at a battlefield if there are one or more 
units in the enemy army. 

oPPosing: For a card to be opposing another card, they must be at the same 
battlefield, on different sides. 

oveRLay: See exPeRienCed. 

oWn: You own all cards that were originally in your deck and that you brought 
into play from outside the game, including cards you created. Cards you own 
can never go into another player’s decks or discard piles; they always go to yours 
instead. 

PeRfoRM: A Personality or Follower is performing an action if its controller is the 
player taking the action, and any of these things is true: 

• The action comes from an ability on the Personality or Follower. 

• The action comes from an ability on an Item or Spell in the Personality’s unit. 

• The Personality or Follower was targeted in the action’s constraint block 
(the section between the two colons). 

• The Personality or Follower is explicitly chosen to perform the action (for 
example, “Bow your performing Samurai”).

PeRManent: A permanent effect refers to an effect whose duration lasts until the 
end of the game. Permanent effects can still be negated, ended, and changed by 
other effects. 

Ranged attaCk: A Ranged Attack represents a military effect that destroys at a 
distance, such as archers’ arrows or a magical fiery bolt. “Ranged X Attack”, where 
X stands for a number, is shorthand for the text “Target a Follower or a Personality 
without Followers in the current enemy army. If its Force is equal to or less than X, 
destroy it.” The targeting in a Ranged Attack is required targeting. 

RehonoR: See dishonoR. 
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ReMove fRoM the gaMe: When a card is removed from the game, set it aside. It 
exists outside all areas of the game, and will not come back into the game. 

ReveaL: To turn a face–down card face–up. 

saMuRai: Samurai Personalities can commit seppuku using a Reaction available 
to all players; see sePPuku for details. 

seaRCh: To look through a deck or other area for a card of a specified kind. 
After you search a deck, you must reshuffle it after you take any card(s) you 
searched for. 

sePPuku: An act of ritual suicide. If an effect directs a Personality to commit sep-
puku, apply the following effects: “Rehonor the Personality, then destroy him; 
these effects will not be negated.”

Additionally, all players have the following ability:

 Reaction: Any number of times per turn, before you lose Honor from 
an action that targeted or was performed by one of your Courtier or 
Samurai Personalities: He commits seppuku. If the seppuku destroyed 
him, reduce the Honor loss to one. 

set: When a stat is set to a particular value, give it a bonus or penalty such that 
it reaches that value. 

shoW: To display the face of a face–down card to all other players, then return 
it to its face–down state. 

shugenja: A person trained in the magic of Rokugan. Only Shugenja Personali-
ties can attach Spell cards. 

singuLaR, unique: A player will not bring into play or take control of a Singular 
or Unique card if he or she already controls a Singular or Unique card with the 
same title (but see exPeRienCed, p. 30). If a player takes control of a unit with 
a copy of a Singular or Unique attachment he or she already controls, discard 
the new attachment.  The Unique keyword also restricts deck construction. 
See Deck Construction, p. 25. 

suCCessfuL: An action or effect is successful if it caused any changes in the 
game state. 

sWitCh: When an effect switches the locations of two units, each one simultane-
ously moves to the location of the other. If one movement is negated, the other 
one is also negated. 
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taCtiCaL, taCtiCian: An action with the Tactical keyword can only be per-
formed by a Tactician Personality (see PeRfoRM, p. 32). Each Tactician can 
only perform one Tactical action per turn. 

All players can take the following Tactical Battle action. Keep in mind that, due 
to the above rule, it can only target each individual Tactician once per turn:

 Tactical Battle: Any number of times per turn, discard a card and 
target one of your Tactician Personalities: Give him a Force bonus 
equal to the Focus Value of the discarded card. 

teRRain: A Battle action with the Terrain keyword represents the ground on 
which a battle is fought. Terrains follow special rules. 

Terrains are played as a Battle action; their Strategy card enters play at the 
current battlefield before the action’s resolution. 

A Terrain action may not be played if a Terrain is already in play at the current 
battlefield. 

When a Terrain leaves play, its effects with a duration end, and none of its 
delayed effects will happen. 

After battle resolution, discard any Terrains in play at that battlefield. 

token: A marker in the game. You may use beads, pieces of paper, or other 
common objects as tokens. Tokens may have a keyword (such as Corruption). 
They may also give a stat bonus or penalty (such as –1C) to whatever they are 
on. This bonus or penalty is considered to come from the last effect that placed 
the token on the card or area. 

Tokens are not cards. They are removed from the game if the card they are on 
leaves play. 

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. 

unaLigned: A Personality, player, or Stronghold without a Clan alignment. 

unique: See singuLaR. 

WeaPon: A Personality can have only one Weapon at a time attached. Excep-
tion: See kensai.



Online Rules
Visit http://rules.l5r.com for errata and comprehensive rules cov-
ering rare situations, plus variant rules for 3 or more players, draft, 
sealed deck and more. Rules questions can be asked and officially 
answered at the L5R CCG Rules Questions forum (http://www.
alderac.com/forum/).

™


