
 

 

CHO-RYU “LEAPING DRAGON” 
 

Adaptation of Dragon Rampant for late Sengoku battles 

by Rick Wynn 

ADAPTING DRAGON RAMPANT 

THE BASE UNIT of Sengoku warfare 

represented in the game is the sonae, historically 

some 300-800 warriors in a mix of sub-units 

(kumi). Each of the individual kumi of a sonae 

would have a particular task and usually a 

specific type of warrior (ashigaru, bushi, 

hatamoto, etc) and armament would 

predominate. At the scale of these rules, 

however, the important thing is that all the 

different types of arms and missions - musketry, 

archery, pike, close-combat foot, and mounted 

combat – were represented within the sonae 

itself.  In other words, each sonae was  

independently capable of shooting, defending, or 

attacking, and it was not possible for a general 

to, for example, strip one daimyo’s sonae of all 

of its missile troops and assign them to another 

lord. Clan-based warfare doesn’t work that way. 
 

The sonae is represented on the table by four 

stands: the taisho stand with the unit’s banner, 

the bushi stand with the unit’s mounted and/or 

foot samurai, the pike stand and the teppo stand 

with the unit’s muskets and bows. These four 

stands are always together in column (single file 

of stands) in a particular arrangement. 

 

Type Attack Move Shoot Cour Armor Attack 
Value 

Defense 
Value 

Shoot 
Value 

Move 
Allow 

STR Special 
Rule 

Sonae 7+ 7+ 7+ 4+ 3 4+ 5+ 5+/12” 8” 12 Ranger 

 

Dragon Rampant Stats for a Sonae 



 

  

FORMATIONS (rule change) 

Within the sonae itself, various formations and 

arrangements of the component kumi were 

adopted, often designated with poetic names. 

Although there were many such formations 

and of course there would have been 

considerable variation between clans, for game 

purposes we will simplify these to 4 basic types. 

Each non-battered sonae is shown in one of the 

4 following formations: 
 

• Arrowhead: depict by Bushi in front, +2 to 

success for Attack orders, gain Counter-

Charge. 

• Bird in Flight: depict by Taisho in front, +2 

to success for Move orders, gain Fleet-Footed. 

• Keyhole: depict by Teppo in front, +2 to 

success for Shoot orders. 

• Mountain: depict by Pike in front, Defense 

Value changed to 4+. 

 

Units can change formation at the end of any 

successfully ordered Move order.  Battered 

units are not considered in any formation, but 

if they rally, they may do so into any desired 

formation and facing. 

 

 

Additional Special Rules by clan/unit 

include: 

• Honjin: the general’s personal sonae (+1 to 

courage checks for this and all other 

subordinate sonae within 12”). A medium-

sized army might have two or more generals, 

each leading a te or “wing”. 

• Fierce: increase Attack Value to 3+. 

• Disciplined: +1 to rally from Battered 

status. 

• Reckless: gain Wild Charge. 

• Elite: increase Courage to 3+. This trait 

could also represent an oversized sonae 

(which feels the impact of a given level of 

losses somewhat less). 

• Wavering: When applying hits to Armor, 

round UP to determine Strength losses. This 

trait could also be used to represent an 

undersized and therefore brittle sonae. 

 

 



 

  

one forward wheel and then must move 

directly forward into contact with the target. A 

unit performing a Shoot action does not change 

facing at all (presumably the missile-armed 

kumi moved to the flank to deliver fire, but the 

sonae as a whole kept its primary facing). 
 

If a unit is charged (Attacked) by an enemy 

unit whose front edge began their turn entirely 

behind the line defined by the defending unit’s 

front edge, it suffers an additional -1 modifier 

to any Courage check required as a result of the 

melee. 
 

LINE OF SIGHT/LANE OF FIRE (rule 

change) 

In order to charge (Attack) or Shoot an 

opponent, a sonae must have a clear Line of 

Sight (LOS) to it. LOS is drawn from the center 

of the unit’s edge which is closest to the closest 

point of the target.  In addition, to Shoot at an 

opponent the sonae must have a clear Lane of 

Fire (LOF) of 1” on either side of the LOS.  

LOS/LOF is blocked by units (enemy or 

friendly), buildings, hill crests, and more than 

1” of woods, bamboo, etc. 
 

OTHER RULES CHANGES 

Change the ORDERED ACTIVATIONS rule 

on page 28 from “A failed ordered activation 

test will end your activation phase 

immediately.” -to- A failed ordered activation 

test will end that unit’s activation.  You may 

try to activate other units that have not already 

gone. 

 

 
FACING AND MOVEMENT (rule changes) 

Units have a facing. If the proposed target of an 

Attack or Shoot order is not within 45° of the 

front of the unit, there is an additional -1 to the 

order activation roll. This is cumulative with 

any formation bonus, e.g. an “Arrowhead” 

ordered to Attack to the flank succeeds on a 

6+. 
 

A unit performing a Move action may only 

move directly forward or forward wheel, or 

directly backwards at half rate, in any 

combination. It may then make one formation 

change – either to switch formations as noted 

above, or to face directly left, right, or about. A 

unit performing an Attack action may make  

 



 

  

LEADER TRAITS FOR GENERALS  

• AGGRESSIVE: Sonae under this general 

cannot deploy in or change into “Keyhole” 

formation.  

• ABRASIVE: General’s own (Honjin) sonae 

gives the +1 Courage check bonus to itself 

only. 

• STRATEGIST: In this scenario, his forces 

may choose to deploy last and/or move first 

even if allies do not. 

• SWORDMASTER: The general’s own 

(Honjin) sonae may re-roll one miss in every 

melee. 

• HIDDEN AGENDA: The scenario may 

specify that one or more “subordinate” daimyo 

test under certain conditions, with possibilities 

ranging from uncontrollable aggression to 

outright betrayal.  

 

 

 

 

 

• IMMOBILE: Through age, injury, or 

disease this general is unable to walk and 

must be carried. His personal honjin sonae 

cannot be given an Attack order and if it is 

ever forced to retreat from melee the general 

is lost and therefore his sonae no longer gives 

the +1 to Courage checks to his forces. 

• BATTLE PLANNER: Once only per 

battle, may give pre-arranged signal which 

allows all his non-battered units within 24’ to 

change formation (but not facing) for free at 

start of turn, before issuing other orders. 

Units in line-of-sight to the Honjin sonae 

make these formation changes automatically, 

those not in LOS succeed on a 6+ on 2d6. 

 



 
 

  

GLOSSARY 

Ashigaru: A warrior recruited from the 

commons, i.e. not born a samurai. Such men 

formed the majority of the armies. In this era 

the social lines between peasant and samurai 

were not as fixed as they became in the later 

Edo period; many provincial samurai did part-

time agricultural work and it was relatively 

common for an ashigaru who proved himself to 

be raised to samurai status. 
 

Bathtub: A style of wargame which represents 

a larger action by eliminating an entire echelon 

of organization (e.g. representing an infantry 

division as being composed of four battalions, 

whereas in reality it comprised four regiments 

each of three battalions). 
 

Bushi: A samurai warrior. In this era he would 

have been fully armored and his main weapon 

would have been the spear (yari) with swords 

as backup; he might either be mounted or fight 

on foot. Only limited number of bushi would 

have carried bows or muskets, but some 

certainly are depicted in period art. Compared 

with the underemployed civil servants of the 

Edo era, the Sengoku bushi were hard-bitten 

and practical warriors. The era saw legendary 

examples of samurai courage and loyalty – and 

also frequent instances of cowardice and 

treachery. 
 

Daimyo: An independent feudal lord. Could be 

the ruler of only part of a single province with 

but a few hundred troops to command, or ruler 

of several provinces with an army of thousands. 

 

Hatamoto: An officer in service to a daimyo. 

Hatamoto: An officer in service to a daimyo. 

Hatamoto literally means “around the banner”. The 

rank strictly speaking required an income sufficient 

to provide military service for himself and several 

retainers, but many would have been richer and 

more influential than this. 
 

Honjin: The main sonae of a clan, led by the 

daimyo himself. 
 

Kumi: A subunit of a sonae, with troops armed in a 

similar fashion and with a particular tactical 

mission. Kumi could be missile troops (musket or 

bow), long spear units, samurai cavalry and their 

direct retainers, command troops with flags and 

drums, or logistics troops with packhorses etc. A 

kumi might be further subdivided into “squads”. 
 

Sonae: A tactical group of 300-800 warriors, 

composed of troops entirely from or recruited by a 

particular clan and organized into sub-units (kumi). 

During the Sengoku, one of the prerequisites for a 

lord to be considered a daimyo (literally “great 

domain”) was the capability of fielding one or more 

sonae. 
 

Taisho: The commanding general of a sonae. If the 

sonae was not the chief one of the clan, there would 

be a representative of the great lord called a 

Metsuke to monitor the behavior of the taisho and 

report on the deeds of the sonae to the daimyo. 
 

Te: A group of several sonae. 
 

Teppo: The musket, or arquebus, introduced into 

Japanese warfare by the Portuguese in 1543. The 

Japanese-manufactured weapons tended to 

emphasize accuracy rather than enhanced hitting 

power. Consequently the lighter Japanese weapons 

never required the musket-rest used by European 

gunners. 

 



  

 

The Battle of Sekigahara 
 

Battle scenario for Dragon Rampant Sengoku variant CHO-RYU 
 

WESTERN ARMY 

NORTH TE:  

• 1 honjin, abrasive sonae (Ishida 

Mitsunari) 

• 3 ordinary sonae 

MIDDLE TE:  

• 1 honjin, elite sonae (Ukita Hideie)  

• 1 reckless sonae 

• 3 ordinary sonae 

SOUTH TE:  

• 1 honjin, elite, immobile sonae (Otani 

Yoshitusgu)  

• 1 reckless sonae 

• 1 ordinary sonae 

 

EASTERN ARMY 

NORTH TE:  

• 1 honjin sonae (Kuroda Nagamasa) 

• 1 elite sonae 

• 1 ordinary sonae 

MIDDLE TE:  

• 1 honjin, elite, Battle Planner sonae 

(Tokugawa Ieyasu)  

• 1 reckless sonae 

• 2 ordinary sonae 

SOUTH TE:  

• 1 honjin sonae (Fukushima Masanori)  

• 1 fierce sonae (Ii Naomasa, Red Devils) 

• 1 ordinary sonae 

 

The Battle of Sekigahara (1600) was one of the largest battles in feudal Japan.  A coalition of western forces 

commanded by Ishida Mitsunari faced off against an army of easterners lead by the powerful Tokugawa 

Ieyasu. The battle swayed back and forth until the Kobayakawa clan switched sides and threw the battle in 

favor of Tokugawa.  The outcome led to the Tokugawa Shogunate which would rule Japan for the next 

two-hundred years. 



  

Terrain:  

Stream: Sonae must halt at stream, can 

cross next turn; stream has no other 

effect. 

Hills give +1 Armor to defenders in 

melee but not versus shooting;  

Woods give +1 Armor versus shooting 

but not in melee. 

 

4’x5’ battle board 

DEPLOYMENT: West deploys within 18" of their edge and no closer than 12" from the 

Kobayakawa; then East deploys within 18" of their edge and no closer than 12" from West or 

Kobayakawa. Sonae may be deployed in any formation; the te should keep more-or-less to 

their north/middle/south arrangement. Once both sides have deployed, West takes first move. 
 

KOBAYAKAWA 

2 sonae in own te on the southern hill, initially uncommitted; starting on turn 3 each side rolls 

2d6 at end of each of their turns, on a 10+ for West and 9+ for the East the Koboyokawa join 

their faction. They will immediately join the opposition if they are shot at or attacked before 

committing. 
 

VICTORY: First side to 7 VP wins: 

 2 VP per destroyed enemy honjin sonae 

 1 VP per other destroyed sonae 

Once the Kobayakawa commit to a side, the other side does get VP for destroying their units. 

 

 

Woods 

Stream 

Hill 

Kobayakawa 
on hill 


