1/31/2004

Dear reader,

I play one of the most wonderful and brilliant games to have ever been created, Legend of the Five Rings- but you probably already know that, if you are reading this. This document is a compilation of the most substantial and important writings I’ve done as a player of this game and as a proud member of the Crane Clan. As a whole, this is a living record of my L5R experience. Some of the best times I’ve had over the past five years have come through this game and the amazing people I’ve met while playing it, and I hope the words below can share even a fraction of the happiness I’ve been privilege to. I have taken these writings from mainly the Crane Clan list, but also some posts from the old Crane board on www.gamingminiatures.com/voe/crane, and the mailing lists L5Rinfo and L5R-ccg. Its not all my writings, because I wanted to express not just a personal experience, but also a small piece of history within this game, five memorable years as seen from the perspective of the Crane. Five years worth of tournament decks and tournament victories, a tribute to the past and an inspiration for the future of my beloved clan. A couple of decks were not mine, but designed by friends of mine who did well during GenCon 2001- Sam Chen and Eric Plumb- that I posted for them on the Crane list. There are also some words taken from Brandon Flores, undoubtedly one of the best of the clan who was so central to the drama that played itself out over Gold Edition. 

There are so many people I would love to thank. Ben, who first taught me to play the game. Eli, from whom I received my Ancestral Sword of the Crane Clan and who ran the tournament that I won my first sword. Ivan- dear friend, I hope I have helped hone your skills as much as you have honed mine, and I hope you remember our time together as fondly as I do. The Castro Valley playgroup- Ed, Darold, Joel, Sam, Simon, all three other Jasons, Kellen, Carlos, Ridwan, Marty, Dave, Ben, both Chrises, all four Eric(k)s, Patrick, Tom and others. The Atlanta playgroup- Jonathan, Rich and Justin. My sensei, Jay Luo, from whom I learned the Art of playing Crane. My new home, the Sacramento playgroup, for such warm and generous welcome to humble even a Crane. My friends on #l5r- so many of whom I hope to one day meet, for showing me this game transcends cultures and continents with its magic. Dan Tibbles- for bringing together those who love this game the most one weekend every year. The artists who have done pictures for the Hoturi sketchbook, an heirloom of our clan. AEG for having the courage and dedication to make this unlikely miracle happen. John Wick and Ree Soresbee for creating characters that are unforgettable, and telling their stories. And always, Rachel- love of my life, always you.

My dear friends, may our fellowship never be broken.

I call this the Tao of Kakita Dairu, and it is an apt title. In my writings I express my ideas, passions, hopes, dreams and joy. I hope you have a good time.

Sincerely,

Jason Liang

Asahina Daisan/ Kakita Daisan/ Kakita Dairu/ kakitadai

5/9/2000

Dairu’s Memoirs

I’ve heard that many people recall some early moment of their childhood: the beauty of their mother’s face, the strength of their father’s words, the joyful sensation of laughter or the glorious sensation of sunlight.

I am not so fortunate. My earliest memories are of goblins and the Shadowlands.

I have no memories of my childhood, and no past.

For countless years I lived in the foul, a human being, and I was a general of goblins. I fought a war in the Shadowlands, a mindless conflict, a pointless violence, for goblins, created imperfect by the Dark Lord, have no souls. I commanded my tribe in this endless war over a handful of li, and I crafted precise, bloody raids against the neighboring goblin tribes and against the ratlings. I lead on the field, wielding Skull Crush, a crude tetsubo, learning my tactics not from books, but from survival. Goblin and ratling alike learned to fear me, the Human. And my tribe prospered. Under my leadership, the tribe expanded our home from Really Large Valley all the way to the River of Rotting Bird Eyeballs, and we completely exterminated seven of the Fifteen Great Ratling Tribes.

Why did I help the goblins? All I knew was this war and this conflict. All I valued was victory. The cause of my tribe was righteous and spilled goblin blood the only medium to convey the message.

I lived. I was victorious. I grew old. Eventually I died.

I woke up in the Inn of Bayushi Mikio, on the road from the lands of the Scorpion to the lands of the Crane. His daughter, Ukiko, had found me a week ago, a young man, dirty, naked and unconscious, sprawled in a rice field. When I awoke, I could speak, but I had no memories, not even of the Shadowlands. I had no identity, and Mikio suggested I should search for my past among the Crane, as my hair was white. Mikio provided me with clothes and provisions, and I started down the road to Shiro no Kakita. Later I would return Mikio for his kindness by sheltering him and his family during the Scorpion purge and again during the exile.

When I reached Shiro no Kakita, I presented myself to Kakita Toshimoko and his friend and student, Doji Hoturi. Toshimoko was sympathetic to my strange tale, and fortunately he had a pleasant memory of  Bayushi Mikio’s fine inn and sake. He told me that a man has only one life and if it was my choice, I could spend my one life in dedication to the Crane. 

I was enrolled in the Academy, and I graduated quickly with fair praise from my senseis. Although I did not yet recall the Shadowlands, my experience with weapons was still present. I served Toshimoko- sama as a soldier during the campaigns against the Lion, and in peace I tended to the flowers in the Kakita gardens. 

Two more major events occurred in those four years before Bayushi Shoju slew the Emperor and brought the wrath of the Heavens upon his doomed Clan: the dreams, and Yukue.

I have no dreams, only nightmares. And in my nightmares I remember the Shadowlands. Some nights are dreamless. In the other nights, I slowly recollected my life as the Human. I recollected a lifetime of goblin tactics, a lifetime of violence, some things I’m glad I didn’t recollect and many other details I wish I hadn’t. Once, I was visited by Daidoji Uji. Uji- sama had heard about my nightmares, and he wanted me to write down what I remembered about the wars in the Shadowlands. I did as he asked, and a few years later presented him with my two war treatise on goblin and ratling tactics, the Goblin- do and the Nezumi- do. While the works are controversial, it has helped the Crab in the Shadowlands on some occasions and is now studied at the Hiruma War College. 

And then I met Yukue.

The silent child, the second daughter of a Kakita lord, one day she wandered into my garden as I was working on the bonsai. She stayed a while and then ran off giggling. 

The next day she came back.

Every day she came by and watched me working at my garden. I would greet her, and she would smile or laugh, but she had no words. Her father was happy, perhaps her daughter would become a gardener, as she was to silent to be an effective courtier. But soon we all realized that Yukue was not meant for gardening. The Fortunes had decided that her words were meant not to be heard, but to be read.

She came to watch me gardening once, but this time she brought ink and white parchment. She would watch me for hours, almost in meditation, and perhaps once an hour, she would put down a new word on her haiku, which was finished by the end of the day. Everyday a new haiku, which worried her father, as her words did not seem to make any sense. Her father frowned and said, “At least she is trying to say something, but these haikus are not very good at all!” However, the great poet, Kakita Shijin, did not agree! 

Yukue’s mother had had the poems presented to Shijin- sama, and from the first words he read a new sparkle appeared in his wrinkled, tired eyes. He wanted Yukue to come study poetry with him before he passed into the Void, and he proclaimed that Yukue was a prodigy, destined to surpass all other poets in fame and influence. The only problem was that Yukue would only write when she was watching me garden! It became a small joke that perhaps my gardening was her inspiration! At first Shijin- sama was slightly upset, but then he said that perhaps it was for the best. Yukue did not need guidance, and her form was innate. She would produce the greatest poetry the Empire has ever seen, with or without his instruction. He continued to collect her poems though, and under his sponsorship Yukue’s poems are now heard and read in all the great courts of the Empire, although secretly many of the noble lords confess they do not understand what is so special about her poems!

Then Bayushi Shoju revealed his hand and played his first move. He would change everything.

I believe in the ages to come, Shoju will be remembered for his deed far more than any other son of Man, even the sons of Hantei. He will be studied, his motives discussed, analyzed and dissected, his personality and every detail of his past examined and still the question remains: why? 

I remember the shock and anger when Kakita Yoshi, at home for rest, announced that the carrier pigeons had brought the message that the Son of Heaven was slewed by the blade of the Scorpion, and his blood stained the hands of Bayushi Shoju. The retribution was swift and violent, and even the Great Bear was outraged at Shoju’s insolence. The mad man was put down, and his clan suffered the consequence. The Heir of Heaven, Hantei the 39th, had survived, and he felt the anger and hatred the whole Empire felt. An anger and hatred only Scorpion blood could quench. 

About a week after Shoju’s coup, my old friend who had helped me, Bayushi Mikio, now a refugee from the Purge, came to Shiro no Kakita. His Inn had been burnt down by Lion and Crane, and there was no place for his family. I was indebt to Mikio and I realized that this poor man had nothing to do with the actions of Shoju, he was just a poor bastard, who loved his work and his family, poor unlucky bastard born with Scorpion blood and a Scorpion name. I passionately advocated his cause to Toshimoko- sama, and Toshimoko, after long deliberation, showing the same generosity and compassion he showed me and would later characterize his tenure as the Emerald Champion, granted refuge for Mikio and his family. Mikio slowly rebuilt his Inn, just outside of Shiro no Kakita and under the lord’s protection. It has taken him many years, but his sake is as fine as ever and now his business is as prosperous as it ever was. Indeed, the Kakita Artisan School has been debating to add wine- making as an art to teach, and Mikio is being considered the discipline’s first instructor!

But peace was not for the Empire, and the retribution for Shoju’s action would now be felt by an entire Empire. The Wasting Disease swept through the land and with it came the Clan War. My gardens were left fallow as once again I took up my katana and defended the Crane home against the Lion and the False Hoturi and his army of madmen and goblins. Although my tactics could not save Shiro no Kakita and we were forced to retreat to the Asahina Temples, my understanding of the tactics of the Shadowlands army prevented my men from falling into many of the cunning traps the goblin warlords had set up. While the castle could not be saved, my men raided Shiro no Kakita after the retreat and we recovered many of the fine manuscripts and paintings stored in the Kakita Vaults. 

Again I fought, at the Day of Thunder alongside our blessed Champion Doji Hoturi. The fortunes favored the Empire that day and Fu Leng was defeated, but it did not favor the Crane, as our Champion was dead by the touch of the Dark Lord. When it was all over, the Crane mourned and rebuilt. I was given greater duties by the new lord, Doji Kuwannan, and I spent most of time as an instructor in the Daidoji Tactics School, and my gardens were left fallow. Yukue tended them, although unfortunately for my flowers her talent with words is not the same as her talent for flowers! 

Kuwannan prepared the Crane for war, and unfortunately he was right to do so, for the new Emperor, Akodo Toturi, was found kidnapped by the Scorpion and again the armies formed and marched. 

The fighting is endless, and the armies of the Crane are exhausted. We fought to defend the Scorpion lands against the predations of the Mantis. We fought the Unicorn. We fought the Lion. We even fought ourselves in civil war. I don’t understand what has happened, or much about the Ninja, but now again the Wings of the Crane march to war. To the Shadowlands. To the Gates of Jigoku. 

About all I understand is that we fight to save the Empire’s Past. If the Shadow succeeds and destroys the Gate, the Past would be no more. All that happened, all the suffering and happiness would be no more. Everything would have been futile, everything would have been in vain, even Love and Art. The shame of failure would be unbearable. We must reach the Gate.

The Shadow is the antithesis of the Kakita. Kakita make, the Shadow unmakes. The Kakita believe in one individual, and how every man’s life, no matter how common, will change the future. That is the secret of the Kakita artisans and the key to their patience: it is their faith that Art is worthwhile, that anything a man does with his effort will not be futile, even Art. For the Kakita, this War with the Shadow is about more than just the past. The Shadow seeks to destroy the Past and history and if it succeeds, it will be the Kakita’s despair.

Yesterday Kuwannan fell to a goblin blade. Because of my memories of the Shadowlands, Uji- sama has asked me to command more of the Crane army in his absence. I now lead over 700 crane samurai in this war. I pray that my memories of my past life in the Shadowlands will lead my men to safety and victory. We will defeat the goblins, but I do not know how we will fight the Shadow itself.

If we fail, all is lost. If we succeed, I know my destiny.

If we defeat the Shadow, my destiny is to remain here in the tainted lands. I know these lands as well as myself- they are my earliest memories. I also know they can somehow be redeemed.

I am more than a soldier. I am a gardener, and with all I have learned, and with prayers, I will try and restore some of this land. The Earth here has suffered for so long, and lived with the Taint upon it for so long, I can’t begin to describe its agony. But after this war, it will not fight alone. My hands will help it fight the Taint, and even though I know this effort is surely doomed, I have felt since I have returned here that this is my destiny.

What greater role will my effort play and the Celestial scheme? I do not know. But some good will come out of my life. Perhaps my work will fail, but perhaps it will inspire the future to fight. 

I have no memories of my childhood, and no past. Perhaps I no longer have a future either. But I have a duty, to destroy the Shadow. And I have a destiny, to reclaim this tainted land. I have been sheltered by the Past of the Crane, and with Fortune, I will help save the Past and add to history with my own tale.

I am a gardener. Unlike other artists, my work does not preserve, only the memories of my actions. My tale then, is my work, and hopefully, like the other Artistic works kept by the Kakita, the Art that is this one life will be there for the future, its Beauty to be appreciated and inspire.

Kakita Dairu

Crane Bonsai Keeper

6/25/2000

Atlanta Kotei Report

Its 10:34 Eastern Time and I've just gotten back from my first major tournament: Atlanta Kotei at The Warroom in Norcross, Georgia. Be sure to visit the Warroom for the largest selection of L5R singles at decent prices you'll find anywhere, and of course for anything Clan War and L5R RPG as well.

We had over 50 people attend, with two large groups from Montgomery, Alabama and New Jeresey, and Bo, who eventually eliminated me, came by himself from Maryland. Distinguished guests included Eric Devlin of Kawmied (that man is everywhere! He is tireless!), Jaye, last year's Crane Champion, and our most honorable host, Joel Logan! (more on that later) I don't have any clan breakdown, and I don't know the winner yet, but the top four decks were:

TA Shrine Honor

Scorpion Yogo dishonor/ military (Daniel)

Honorable Akodo Lion tactician (Bo)

Monk enlightenment? (I'm not sure if it was even Monk though)

The Crane had the most representatives with 8, Unicorn had 6, Lion had 5 or 6, there were probably 3 or 4 Phoenix players as well, and I saw some Dragon players as well.

Format was six rounds of swiss breaking to top 16.

I also have no last names either in my report. I can probably find that out next week, so I might post a short follow-up.


As for me, I made it into the top 8 with a Crane non- Shrine Exploding honor run deck with Hantei Sensei. The deck and analysis will be after the tournament report, but basic tricks were using Creating the Monkey Clan and Remember What You Have Seen to get 5 honor off of my three unaligned personalities: Ki- Rin, 1 Lady Kitsune and 1 Oni no Pekkle, and then blow them up with To Do What We Must (TDWWM) or Mountains of the Phoenix (MoP) for of course the man Kakita Shijin. It is like the Exploding Dragon Deck Chris Bergstrom used to win the Seattle Kotei. And in short, the one thing that I felt would destroy my deck, which were events, did indeed "done me in" (to quote Eliza Doolittle).

OK, on with the show.

Report:

Before the tournament began, I played 4 matches against Warroom regulars Jonathan Freeman (Crane for Kotei, usually Unicorn) and Rich (TA for Kotei, usually Crane). Played Rich first, and his TA with Norikazu Sensei was corrupt and FAST. First match begins badly with him Taking the initiative, and despite taking out a 1st turn Akuma with Moutains of the Phoenix, the TA machine grinded me to little bits behind a Sneak/ Deadly (BTW I saw WAY to many Sneaks this Kotei, damn Seige of Sleeping Mountain). 2nd match I was behind the whole game in provinces, but and early Bandit Attack stripped his gold while Shijins came out and I lived behind two Entrapping Terrains to squeak to 40 honor. I drew two Entrappings in a row late in a game, and they were the difference, as well as naming Sneak to Hantei Sensei. I don't think anyone watching could believe my luck that game! Against Jonathan's Shrine deck, I went first on cuts, had the better focus for the important duels and he saw neither Shrines nor gold until the game was too late.

The Atlanta Kotei began at around noon with of all things, a challenge! Despite protests that Koteis weren't storyline, a coalition consisting of one member of each of the ten honorable clans challenged any Shadowlands or Ninja player who were willing to a first round duel. I think two (of the Shadowlands players) accepted, and the challenge was most memorable because one of the Shadowlands players accepted the challenge from the poor brave Scorpion player who had stepped up to represent his clan! Daniel, that most admirable Scorpion, would lose the first round (which from what I heard was *very* close because he was actually beaten the Shadowlands player militarily, but lost by dishonor due to his own dishonor cards!), but he would be blessed by either Kharma or great skills, as he made it into the top four and perhaps won the whole darn thing! 

Round 1: Akodo Lion with Kaede Sensei (Bo)

Bo goes first and brings out Matsu Morigishi, but has Gold problems. I use my Hantei Sensei on my turn to name Charge, and Bo didn't know what to name, so he just threw out Rise to the Ashes. This would NOT be the case in our rematch. Now, I don't remember much about who or what I bring out in my rounds, because its all pretty similar: Ariteko, Reju, Uji. So I either bring out gold or a chump, etc... etc... I was up to 20 by the end of the third turn, and the key to the early game was Flattery to bring out Ring of Earth. Then he brings out Asako Sagoten and quickly catches up in honor on my turn. I get some more, honor, still sitting behind Ring of Earth and on my next turn, lo and behold, Test of Stone pops for me and Reju takes on Sagoten, dishonoring that evil thing and slowing him down for the one turn I needed to pull ahead on honor. He can't take my Sorrows Paths and I think a second Flattery ends all hope for a miracle win.

I saw Merchant Caravans (MC) this game, but I ditched them because I had enough gold. I am paranoid about Bandit Attacks!

Now, I had noticed one name on the postings: Joel! I was so surprised, I had no idea he lived around here, and immediately after the round I went to his table, waited for his round to finish, and introduced myself. Joel, again, thank you so so much for devoting your time to this page!

Round 2: Otaku Unicorn with Hantei Sensei (Mike)

This was the match where I drew all my To Do What We Musts. And all my Mountains of the Phoenix. And an Entrapping Terrain. I went first on cut, got out gold because I knew I needed to get people to defend. Behind Ariteko and Ujis 2nd turn, I am up ahead in honor, and Sorrows Path lets me defend with my paltry forces. I can't remember too much else about this game, I think most of my honor gains were off Ki Rin, Lady Kitsune and Shijins. Test of Stone and Iaijutsu Art kept 3 Tetsukos and 2 Goshis away with Ki Rin, and he tries to steal Ki Rin with Kitsu Osen exp, but he can't dress up as a creature too well. Hantei named Strength of Purity to save my provinces early. e took one province this game, and the rest remained unrazed. 

Round 3: Junzo's Army with Nio Sensei (Sau)

Before I begin, Sau is a *truly* honorable Junzo player! After the round of 16 he was 3-3 and couldn't have broken, but he was named into the top 16. He went right up to the judge to straighten it out, and it turned out there was a computer error. He and Daniel showed great sportsmanship, I can't say enough;) The best players in gaming ARE L5R players! Even our "villains!"

How the round went: I bring out Uji first turn, because I know he is coming out fast (I used to play Junzo) and I am lucky enough to also get a MC. True to form, he brings out Urigirimono first turn, Shadowlands Marsh and First Black Scroll, important thing is no gold. Second turn I make the BIGGEST mistake I made all tournament: I forgot I was playing Junzo and named A Test of Courage to Hantei Sensei (he like MOST of the military decks I played against, named Iaijutsu Duel). Not only did I have great defensive cards (A TDWWM and a MoP), I DIDN'T bow for the favor (on purpose though). I do get out Shijin though. Then his turn: he attacks and I MoP. This time, he gets nothing but gold. My turn, I get out a second Shijin and Ki Rin. Hidden Emperor takes a province. His turn: Severed From the Emperor pops, I have an Avoid Fate but I fear Kisada's Funeral more. So I completely blew my Sensei. And then to add to the insult, he Double Evil Portents my two Shijins and Ki Rin. Was that the card I should have named? Sho was. Then he attacks with +2/+2 Moetechi and Kukanchi. my 0/1 Uji defends, blows up Kukanchi with TDWWM and Moetechi can't pump to take the province. I rebuild, gaining honor steadily with Stronghold and Sanctifited Temples, and I think Lady Kitsune came into play as well. But what won it for me was Emperor's Peace the turn before I hit 40, and Imperial Edicts on the turn I hit 40. By now he has massive force with Oni no Okura, Moto Tsume, Oni no Ugulu, more Moetechi, plus he plunks down 3 2 force followers. I have NO defensive cards in my hand. In the end he can come up with 35 force to take three provinces, but he couldn't come up the the 40 to take all four. 

Round 4: Eternal Halls of Shiba with Kaede Sensei (Richard)

Now, I had played Richard twice with the Phoenix last week in the Warroom's small tournament to see who was going to play with what, and I had a bad feeling about this match, because no matter how good you are, winning 3 in a row against Phoenix Harmony/ Master of Five is at best unlikely. He goes first, his start is poor, but he gets out a first turn Agasha Gennai exp. Don't remember much about my start, I think in the first two turns Emperor's Peace and Hidden Emperor showed up in all their uselessness. He gets out Shugenjas and more gold (Kossori bows for Silver Mine) and my Hantei Sensei alarm goes off on my turn because he can start Rising next turn. Looking back, this is where I could have done something different to maybe win the match. I name Rise to the Ashes, because naming Rise won me the previous two matches. He names Imperial Edicts (we played before, remember, so he knows this is what hurts him most). What I should have done was name Fires of Retribution to eliminate his Master of Five (I know that is the only way he could get Fire). Third turn he Auguries for Master of Five, gets out more shugenjas and leaves Isawa Norikazu exp2. He has out: Kossori, Isawa Taeruko, Isawa Hochiu and Gennai. My turn, more honor, I'm going fast but not fast enough. Second (perhaps) mistake: I had the chance of challenging Kossori to Iaijutsu Challenge, PERHAPS putting him to -1 if he refused to deny Norikazu. But I knew he would Norikazu for Sun in Shadow, I had only 1 in my deck and hadn't drawn it, but it MIGHT have made a difference. His turn, I Avoid his Master of Five. Norikazu hits play. My turn, more honor. His 5th turn, Master of Five shows up again, no answers. Norikazu fishes the Sun in Shadow out of my deck, and he Earths with Taeruko, Airs with Whispers on the Wind, Waters with Boundless Depths of Water, Voids with Look into the Void and reacts with Fires of Retribution to destroy it. My turn, I get up to I think 34 honor, could have gained five more, but it makes no difference. Not enough tricks. Its game. 

The difference was I was worried too much about Rise/ Finding the Harmony, when I should have gone after Master of Five, which is much more dangerous. I probably would have still lost against Finding the Harmony, but I would have had a better chance and I should have definitely waited later to Hantei Sensei that game.

Round 5: Esteemed House with Taka Sensei (Jaye)

The one player I did not want to play against was Jaye, who is a Great Crane player. You know the type: he knows when he will hit 40 honor three turns in advance, and knows exactly how he'll hold you off for those three turns. And every game, every card is used, nothing is wasted, not even Focus. Shijin helped, but it is Great players that made Crane great and a winning clan (and I hate to rag on Phoenix but this is something I have not seen from Phoenix enlightenment players. Nothing wrong with being strong, though, all power to Phoenix for being king of the hill). 

Jaye was also 3-1 and had lost to another Phoenix Enlightenment 3rd round. I think the game was decided almost by opening cut: I get MoP for cut, he goes first. First turn Fantastic Gardens and Sacrifices For Our Future. I have to take gold because he is up 9 and I wont be able to take the Favor even IF I take Uji (just thinking about it now, I might have been able to give a gift to force him to ditch a card to gift and force him to lose Sacrifices. Might have made a difference). Not much to say, he gets out 2 Fantastic Gardens, between which and Stronghold and Sacrifices (and keeping the favor) he is getting 6 or 8 honor a turn. I get out Ariteko to be Occult Murdered. Later, Uji Iaijutsu Challenge his Toku keeps me in the game (he discards a 4 and a 3 to two 4's), and I try to follow it up with Iaijutsu Art, thinking he is out of fours, but my Void Ring ties his His Most Favored. When he finally gets over 9 gold my Hantei takes our Ancestral Swords. My only hope is Creating the Monkey Clan. He beats me to Ki Rin, my tricks are too slow and I go all out for a miracle win. His turn, I count he can only get up to 38, but he does the new Crane trick, attacks with Reju, MoP for Shijin to hit 40. I was too dazed, but I think this is another mistake I made because I think I could have thrown someone in there to Entrapping Terrain because I KNEW he was attacking to MoP... 

My turn: Test of Stone pops, I have hope! Or so I believe Uji beats Ki Rin, before he can rehonor with Ariteko, Uji Iaijutsu Challenges Ki Rin. I am thinking, if he accepts, I kill Ki Rin and he loses 5, and I gain 5, or he refuses and loses 7. He refuses. He still has the Favor. He negates the honor loss. Game. I end on 34. If the duel had gone through, and he didn't have the favor, I would have been at 39. 

So, some mistakes that might have not made any difference, but he went first and in all honesty against a player like Jaye I think that's game right there;)

Round 6: Iron Fortress of the Daidoji with Kisada Sensei (Joel Logan)

After playing last round against a Crane I had not wanted to play, I definitely did not want to face another Crane player, especially Joel! In fact, before the posting, I still believe he jinxed us by pointing out that we were both 3-2 and could face eachother this round!

Joel had a slow gold start first turn, and I begin with Ariteko. His Return of Fu Leng (!) takes a province, but I am gaining honor very fast. He attacks with Uji with Beserkers 3rd, to be TDWWM by Reju. Kuwannan comes out 4th turn I think, and 5th turn gains Heavy Infantry (and I realized that HE had not gotten a force bonus, his UNIT did). So no favor. My Uji tries Mountains of the Phoenix, but is no match for Kuwannan's Superior Tactics. But everyone knows that the Crane provinces were built on Entrapping Terrain, and Kuwannan has to wait until next turn. He has enough gold for Sword: Hantei names the Ancestral Sword, I think he named Block Supply Lines. Kuwannan comes again and finds more Entrapping Terrain. Another unit Wedges, but my courtiers Flattery his superior officers to order a fatal withdraw. Final attack,  he has two units, Lady Kitsune blows up one with TDWWM and Shijin writes a nice poem about her sacrifice. 

While Joel did not make into final 16, it must be noted that going 3-2 with the Crane Stronghold that 9 out of 10 Crane players do NOT prefer is a great showing, and something to be proud of IMHO.


I break;)

Round 7, Round of 16: Shinomen Forest with Kaede Sensei (Kevin)

I had somewhat of an advantage because I had heard about a Naga enlightenment deck.... although I didn't know if this one was enlightenment or military at first. My first turn is Jade Works and Merchant Caravan. I leave a Shijin and a Lady Kitsune. His first dynasty card is one of the two Events that I dreaded: As the Shadow Falls (AtSF). DoHHH!!! And he pops Oseuth and MC. Actually, I could have gotten out my Shijin with Lady Kitsune, but I forgot that... not a major mistake though. My turn, Hidden Emperor pops and he renounces, so I know he is the enlightenment Naga, AND I know he must use Finding the Harmony, because I am not attacking him for him to get out Earth. Nothing else to do but get out Lady Kitsune and start bowing for the favor, digging for that Bandit Attack. Its not an easy decision, because if he Iaijutsu Arts Lady Kitsune with Oseuth, I am in a hole that I can't get out. His turn, Imperial Gift for Mempo of Void. Hm... not Armor of Osano Wo.... no Art. He gets Ninja Spy and a Ghedai. OK, Shugenja. Hantei Sensei alert. My turn, Hantei takes Finding the Harmony. He used the spy, know I have Sun in Shadow in my hand, and takes that.  I get Sanctified, Hiruma Dojo and Small Farms. His turn, Chrysantenum Festival: yea! My turn, AtSF is over, first card is Soul of Thunder! It goes to Lady Kitsune. Well, Oseuth could make short work of her, so I need to bring out my Poet to gain SOME honor for her... other provinces are 2 Sorrow's Paths and Uji. I bring everyone out.

His turn, Oseuth gets Armor of Osano Wo. OK, he's not dead yet. He attacks with just Oseuth. I have three personalities and three provinces to defend (Sorrow's Path will take care of the other two). Here I make a dumb mistake. I block Oseuth with Lady Kitsune, Uji and Shijin to the other provinces because I WANT to kill her and gain 5, but I forgot that I will gain 7 for her next turn. So I end up Flatterying Oseuth home. Ofcourse, Ghedai puts Oseuth at Shijin, and Shijin TDWWM, ending the threat of Ring of Earth in play.

What I should have done, of course, was block with Uji. and TDWWM. Then I save Shijin and gain 7 for Soul of Thunder.

My turn, my favor ditching has finally been rewarded with a Bandit Attack, and I take out Deep Forest and MC. Emperor's Peace popped up, and that's bad, because now that I've gotten 7 for Lady KItsune, I want to kill her off so she doesn't bite me with Iaijutsu Art!. I keep the favor this turn, but I am afraid that Kevin will Iajutsu Art, force me to ditch the favor losing 5 to Lady Kitsune, and then Rise From the Ashes. No Art. Benefices of the Emperor, he goes for high, I go for high (mostly because nothing else I wanted to discard)and we end up in tie. He tries to Rise anyway, Imperial Edicts takes it and his One Life One Action takes my two other Edicts (he knows I have Edicts with the Ninja Spy). His Malakash is digging cards for him. My turn, I finally get a chance to attack with Lady Kitsune, blow her up to Mountains of the Phoenix and gain my 5. His turn, more shugenja. He Arts for Ring of Fire, I have no objection, can't stop Oseuth anyway. My turn, he plays Deeds not Words. Annoying. I spend the gold on the card that will win the game for me: Doji Satsume.

With Satsume out, he can't Rise: I will just challenge the person he attaches Rise to. I get up to 39 on my turn. His turn, he attacks with Oseuth. Uji takes Oseuth with TDWWM, Shijin writes a poem, and its game.

Round 8: Round of 8: Akodo Lion with Kaede Sensei (Bo)

And here is where our story ends.

Bo's first card: Evil Feeds Upon Itself. No avoid. His second card: Winter Warfare. No avoid. He brings out Morishigi. Crane fights on;) I have Uji and MC and Iaijutsu Challenge in hand. I Hantei Charge. He now knows what ANY military deck should Hantei against Crane: Flattery. I had Flattery in my hand, and wouldn't have needed to Hantei so early, if not for the Winter Warfare. So is life. I bring out Uji and MC, his turn another Morishigi. At least he has gold problems. My turn, Iaijutsu Challenge puts me at 10 and kills Morishigi, Uji bows for favor, but I can't send home so favor is ditched for a card...

And that's about it for the game. My fate hand is the worst fate hand I could have gotten. Besides that Iaijutsu Challenge, the only defensive card I drew was 1 TDWWM too late to help and Entrapping Terrain, which his stronghold killed (I never bothered to use it). And my useless Flatteries, all three of them. The rest of my Fate hand were THREE Remember What You Have Seen, not one Unalighened personality came up. That could have put me over too. He is using Gohei's Daisho to fill up his hand, I don't even bother with favor because I know he has A Test of Courages. No more TDWWM. No Emerald Champion Arrived. No 2nd Entrapping. No Emperor's Peace. No hope. About all that did good was Hidden Emperor 

There were two choices that MIGHT have made a difference. Satsume showed up 4th turn and I MIGHT have gotten him out 5th turn. If I had gotten him out, I could have started chopping Lions, and I have never lost a duel against a Lion player. This would have bought me another turn or two, but my fate hand and Dynasty were so terrible that I think the Morigishi, Suhada and Keno horde would still have overwhelmed.

The second choice would have been to not use Hantei Sensei. Many factors here. Evil Feeds had taken one province and I didn't want to go down to two provinces before my 2nd turn. Winter Warfare nuked my early defensive position because I didn't have TDWWM.

I think I FORGOT that Morigishi Charging with Akodo Stronghold is NOT Matsu Yojo Charging with the Ancestral Home of the Lion:( 

Finally, I had not realized how important Flattery was to my defensive position, and the Akodo Stronghold being the monster that it is didn't help matters much. When we get our two new shugenja, Hitsu- Do will definitely help things out.

Ah well:( Things like this happen. Who knows. I was in the game until my last Dynasty card was revealed. I would have won if it had been Emperor's Peace, Lady Kitsune or Ki- Rin in there.

Anyway, of course I had a lot of fun! Wow, I played ten games of L5R in one day! I hope to see Rich, Richard, Joel and Jaye at the DragonCon Soul of the Empire pre-release tournament, and much thanks to the judge, Jimmy, who humored my Remember What You Have Seen question!

(Which, by the way is: do you still gain the honor if you can't bring the personality in play? Say you use it in response to Arrival of the Emerald Champion and your opponent Confusions at Court)

Deck:

Esteemed House of the Crane

Doji Satsume

3 Daidoji Uji

3 Daidoji Reju

3 Kakita Shijin

3 Kakita Ariteko

Ki- Rin

1 Lady Kitsune

1 Oni no Pekkle

1 Charter of the Crane Clan

3 Marketplace

2 Jade Works

2 Hiruma Dojo

1 Sanctified Temple

3 Small Farms

3 Merchant Caravans

Inheritance

Imperial Gift

Emperor's Peace

Hidden Emperor

Test of Stone

Soul of Thunder

Creating the Monkey Clan

2 Sorrow's Path

The only major changes I was thinking about in the Dynasty deck was taking out the Small Farms. I hate Small Farms: rarely useful, useless in the end, and too weak. A third Sorrow's Path, and after that Earth Dragon and Void Dragon (or Water Dragon) would have been my choices. Or two more Lady Kitsune. She's risky to play, almost as bad as Pekkle, but she has by far the best personal honor to gold ratio of any personality, and unlike Pekkle I don't mind detonating her.

Fate:

Ancestral Sword of the Crane Clan (never got it out. My Gift was a no show most of the rounds.)

Daidoji Yari (same)

3 Iaijutsu Challenge

3 Iaijutsu Art

3 Bandit Attack

3 To Do What We Must

3 Flattery

3 Entrapping Terrain

3 Mountains of the Phoenix

3 Remember What You Have Seen

3 Bend Like a Reed

3 Imperial Edicts

1 Avoid Fate

1 Arrival of the Emerald Champion

1 The People's Hero

1 Sun in Shadow

Ring of Earth

Ring of Fire

Ring of the Void

Hantei Sensei

Most glaring is of course 1 Avoid Fate. What can I say, its all I have. I wish I had thrown in Night of Three Stars, it could have canceled the Winter Warfare! Ring of Fire was a last second addition against Kisada's Funeral, the third Event that destroys my deck. If I had gotten two more Sun in Shadows, I would have replaced Ring of Fire and The People's Hero with those and that would have been the onl changes I would have made (besides 2 more Avoid Fates:()

If I had played Iaijutsu Duels instead or Remember What You Have Seen I (probably) would have won my last match, but Iaijitsu Duel does not go into this deck for several reasons. One, RWYHS is FAR better against Phoenix, you'll never get into a battle against Phoenix, and of course Phoenix was my metagame. Second, seventy percent of the time my opponent will name Iaijutsu Duel to Hantei, and its not a bad choice (except of course Flattery is a better choice:() Third, among Merchant Caravan, Iaijutsu Art and Iaijutsu Challenge, my hand gets eaten up already. If I didn't need my hand, I would have played Sacrifices:( Not enough fate cards for that third duel.

In hindsight, Bandit Attack was a bad choice. That was my anti- Lion card too:( I underestimated Lion deprived of Merchant Caravans. Looks good on paper, take down Phoenix gold (Grove of the Five Masters), Crane honor producing holdings, limit Lion to Stronghold gold. Too bad Bo didn't need the MCs:( So, those would have been my two other Avoid Fates:(

Ok, not going to end a tournament report with a frowny face, so:)

Kakita Dairu

Crane Bonsai Keeper

7/17/2000
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Kosaten Shiro Exploding Crane Honor Run for Gen Con 2000

This article will focus on the current metagame for Gen Con 2000, as well as discuss two cards that are not found in a typical Exploding Crane deck, but worth considering because of the new stronghold: Kakita Yuri and Kakita Torikago. Despite three recent rulings against Crane honor run decks, in my opinion this is the strongest deck type out there and most likely to win Gen Con.

First, the general goals of an Exploding Crane deck are as follows:

a. Achieve an honor victory by the end of your 5th turn, 6th turn at worst.

b. The fate deck and events should metagame most heavily against military decks.

c. Against another honor run deck, honor run faster.

d. Use Otomo Sensei against any enlightenment deck. You will be able to leave your stronghold unbowed after the 2nd turn, and an Enlightenment deck will NEVER be able to enlightenment before you win by honor if they can not search for their rings. Otomo Sensei trumps not only Kaede Sensei and Wisdom Gained, but also Walking the Way. Your opponent MUST draw their rings in this case. Save Imperial Edicts to cancel Amnesia.

e. Against Master of Five decks, use Kakita Torikago (see below), a heavy anti- event strategy or And the World Stood Still.

Second, if your opponent plays with the right events, their events will help them more than your events will be able to help you. In addition to three Avoid Fates, you should also consider Defenders of the Realm and Night of Three Stars. If that is too heavy of a commitment to the fate deck, you should consider Troll Raiders and Age of Man. I would recommend sacrificing the fate deck over events for two reasons: high focus cards can always be utilized with Iaijutsu Art or Flattery, and whereas changing your fate deck affects your ability to defend the most, if you take out your events you will certainly slow down your honor gain and in effect you will beat yourself instead of forcing your opponent to beat you. Will three Avoid Fates be enough to win Gen Con? It might be, but if it were up to me I wouldn't gamble on that question:(

Common events that will slow or seriously hurt Crane honor run decks:
Kisada's Funeral

As the Shadow Falls

Time of the Void

Duty to the Empire

Return of Fu Leng

March of the Alliance

Winter Warfare

Enemy of My Enemy

In Time of War

Doom of the Crane

Third, lets discuss the personality base. Three personalities are indispensable: Kakita Ariteko, Kakita Shijin and Doji Reju. For completeness, short justifications: Ariteko to grab the favor on the second turn, Reju for Iaijutsu Art and to duel firt turn Matsu Goheis or Oni no Akumas and Shijin wins you the game if you get him out. Three of each makes nine, leaving room for three of one more non- unique Crane personality, three of another Crane personality or unaligned personality (Oni no Pekkle or Lady Kitsune) and maybe some unique personalities for 15-17 personalities. Usually it is Daidoji Uji for the alternate Crane personality, but because of the economic advantage of Kosaten Shiro, two other personalities are now viable and can take place of Uji.

Kakita Yuri

0 force, 2 chi, 2 personal honor

10 honor requirement, 7 gold cost

Crane Clan Negotiator

Political Battle: Bow the Negotiator to send home unbowed one unit that is attacking you. You must pay gold equal to the Force of the unit.

Kakita Torikago

0 force, 1 chi, 2 personal honor

5 honor requirement, 6 gold cost

Crane Clan Courtier. May remain bowed.

Political Limited: Bow while you have the Imperial Favor. Select a bowed Personality. The target Personality may not straighten until after one of the following occurs: the courtier straightens or is destroyed, or you lose the Imperial Favor.

Not only is Yuri more affordable due to Kosaten Shiro, but also by nature of the stronghold you will have the extra gold to use his ability by the 4th turn, when you will need extra help to keep a fast military deck from overwhelming your defenses. Yuri's greatest strength is in combination with Mountains of the Phoenix and Sorrow's Path, two cards found in the majority of current Exploding honor decks. By spending two gold to send home Matsu Morigishi or Toku, you force your opponent to destroy a more threatening foe such as Gohei with Ashirgaru, or the bearer of the Clan Sword. This loss of force can also allow you to play Flattery, or play Flattery and Ring of the Void. Because Yuri does not have to be at the same battle as his target when using his ability, he can be left at home, or assigned to defend provinces your opponent has not declared attacks against in case of Superior Tactics or Tactical Maneuvers. This allows you to put Lady Kitsune or Kakita Ariteko in harm's way for Mountains of the Phoenix or To Do What We Must. Finally, Yuri is stronger when you are weaker: you will have more gold to send units away if you get a bad start and have only gold the first two turns, or if you only have two provinces left to buy dynasty cards. His ability to use your extra gold, although inefficient, lets you utilize every dynasty card you get against a military opponent.

Kakita Torikago caught my eye because his ability is immensely useful even if, indeed especially if your opponent is not using a military deck. This makes him an answer to Asako Sagoten, Agasha Gennai exp, Shosuro Taberu, Bayushi Goshiu and your opponent's Kakita Shijin. In combination with Imperial Summons he is a permanent solution to Rise From the Ashes, Amnesia, Armor of Earth, Isawa Norikazu exp2 or Kolat Servant. Finally, by locking down your opponent's shugenja such as Isawa Taeruko, he will slow down a Master of Five deck to give you the win in 5 turns. Your opponent must make you lose the Imperial Favor or destroy Torikago from the time between the end of your Limited phase to the end of your turn in order to trump his ability, which is extremely difficult to do. Decks are more dependent than ever on their personalities' abilities, which makes Torikago much more powerful than when he was printed back in Shadowlands.

My advice: if you are including Sorrow's Path, consider Yuri. Otherwise, include Torikago. In some testing, I generally found Yuri to be too slow because of his honor requirement. He is almost certainly a third turn personality, at best. For personalities 13-15, I find that getting an honor kick for Ki Rin/ Lady Kitsune X1/ Oni no Pekkle X1 and Creating the Monkey Clan/ Remember What You Have Seen clinches me the game in most cases, but if you are using Lessons of Honor, Daidoji Uji X3 or Doji Yosai X3 can be better choices. Finally, for unique personalities, the ones to consider are: 

a. Doji Satsume,  who is an answer to Asako Sagoten, deadly to Shadowlands Horde and Lion decks, one of the best duellers in the game when you need one, and has a 5 personal honor so Shijin can write a nice poem about his passing. Although he is 15 gold, you can use him the turn he comes into play (on your opponent's turn), making him as "fast" as a 10 gold personality.

b. Kakita Yoshi exp3. He's like his Imperial version except he is cheaper and easier to use in a battle.

c. Hantei the 38th. Deeds, Not Words. Tribute to Your House. The Wind's Truth. Rise From the Ashes. Bayushi Goshius. In a pinch, he will help destroy Dens of Spies. And in the case your opponent is playing with him... you'll wish you had a version also to put into play. He is very expensive though.

d. Toturi nonexp is four honor for nine gold, making him almost as efficient as the Crane sword. But for nine gold, you also gain four honor for each unbowed Kakita Shijin you have in play. In a pinch, you can keep him alive, use the favor to cancel the honor loss and rehonor him with Ariteko, in which case he is a big 6/5 double chi blocker for 9 gold. Make sure you confirm that you can sepukku him immediately as he is brought into play before putting him in your deck though. 

e. Isawa Norikazu exp2 and Iuchi Karasu exp2. They are both broken;) And of course by playing them your prevent your opponents from playing them.

Finally, as for a choice of Sensei, I would be comfortable with Otomo Sensei as my primary Sensei. Not only will this card win you the game by itself against an enlightenment deck and a natural counter to Kaede Sensei, don't overlook discarding your opponent's Imperial Gift Kitsuki Kaagi's Journal as well. I used to swear by Hantei Sensei, but after my Lion opponent blew a gaping hole in my defense by knocking out my Flatteries... ... well, lets just say the drawback really bites. One final Sensei to consider is Yodin Sensei. If you can hit 40 honor in five turns, using minimum personalities and without targeting your opponent's personalities, this is a winner as you are limiting your opponent to about five personalities as well. This will be a great Sensei for Shrine decks, but Exploding concept can also work well because Sorrow's Path and Mountains of the Phoenix let you destroy your opponent's personalities without targeting as well, and The Twelfth Black Scroll becomes a game over card. Running Yodin Sensei would require a huge change in your Dynasty deck though: probably nine personalities at most: Kakita Shijin, Lady Kitsune/ Oni no Pekkle, and Ariteko.

Anyway, good fortune to the Crane next week! Don't forget those His Most Favored and Clan Heartlands!

Kakita Dairu

Crane Champion, Atlanta Kotei 2000

11/5/2000

(First posted on Crane Homepage)

Hi everyone! Just got back from my Spirit Wars prerelease and here are my

initial thoughts. I saw around 80 percent of the cards, so please forgive if

there are glaring omissions! I also have some ideas about the new Spirit

stronghold, and will post that later.

10. Lay the Blame

What a versatile card for many clans. Blame is perfect for honorable clans

that run corrupt, such as Kitsu Lion, Corrupt Toturi, Corrupt Fox and

Corrupt Spirit. For the Crane, it allows Daidoji Iron Fortress players to

run Black Markets and still vie for the Imperial Favor. Finally, for Crane

honor runners, this card fills a hole in card selection since Imperial:

protection from a first turn Breach of Etiquette. A first turn Shijin

reduces the honor loss from Breach to 2 with this card, and Shijin with

Ariteko first turn completely nullifies the effect of the Breach. Its 3

focus value makes it more appealing than the only other card with the same

effect, Defend Your Honor.

9, Suzume Sensei

Dueling got their Sensei last expansion with Shirasu Sensei, now Crane honor

run gets their Sensei. Although the Suzume are few, they are extremely

honorable and for the most part, cheap. Suzume Makashino is a clear

honorable alternative to Oni no Pekkle with an ability that might help

against Lion and Unicorn military decks. Suzume Roshi plays the same roles

as Daidoji Uji, and his ability can be useful if you pack Han- Kyu or Poison

Dartgun. Both items have great focus value. Finally, Suzume Yugoki is 1 less

gold than Doji Chomei and good for a Iron Crane deck that isn't afraid to

pay for good defensive beef. Like Chomei, Yugoki can take provinces with

Strength of Purity, To Do What We Must for 9 and pump up to 7 force besides

Doji Kuwannan exp3.

8. Lady of the Forest Sensei

In this set, the Dragon might have gotten the shugenja perfect for the

Crane, but with this Sensei the Crane got a whole family of shugenja: the

Kitsune. Tsuke is a shugenja off the box for 2 honor, Ryosei for 1 honor,

and Kitsune Diro is a 3/4 shugenja off the box enough said. Doji Chomei exp

just makes them all the cheaper, especially with an Alliance with Yoritomo's

Alliance. Is The Wind's Truth good enough to consider this card? Facing Your

Devils? Nature Provides? Hitsu- do? Torrential Rain? Fear's Bane? Asahina's

Breath? Force of Will? All of the above? Enough said.

7. Simple Huts

A simple card which simply translates to more free gold for Kosaten Shiro.

Simply note the Gold Bug. Not a complete replacement for the loss of Large

Farms, but you could buy some pretty expensive stuff between this and

Blessings of the Land. Not bad for the Lion either. Unfortunately.

6. Miya Yemi

Wished every other card you drew was His Most Favored? That is what Miya

Yemi basically does for you: by discarding the favor as a Limited Action,

you gain 3 honor. A first turn personality for Esteemed House and Kosaten

Shiro makes her better than Temple of the Ancestors. She is also unaligned,

so take advantage of Creating the Monkey Clan with Ki Rin. Finally, Yemi is

a good use of the favor while Sacrifices For Our Future is in play. Five

honor each turn is a pretty good sacrifice.

5. Poorly Placed Garden

Okay Kosaten Shiro Crane, this is the apology for Fantastic Gardens, so feel

free to enjoy! Yes Jay, you can switch to Kosaten Shiro now (as opposed to

running Taka Sensei off Esteemed Hourse);) And as a gardener who died trying

to reclaim the Shadowlands, I very much enjoyed the quote!

4. Fields of the Sun

Imagine this scenario. You get Fields of the Sun out, and Clan Heartland.

Well, you win. Hey, another use for Ariteko!

3. Shiryo no Hotei

Now Crane honor runners have a second chance to get Shiryo no Hoturi, easily

one of the "automatic" cards in current honor runners. Shiryo no Hoturi is a

game winner. No reason why Shiryo no Hotei is not the same.

2. Fall on Your Knees

Probably the hottest rare in Spirit Wars. For Crane, this guards your

Imperial Favor, cancels the Lion terrain control stronghold ability and

guards your duels from Flee the Darkness and other cancel cards. I don't

like this type of card, but versatility makes up for its metagame aspects.

1. Daidoji Hachi

No big surprise here;) Hachi is the first legitimate tournament quality

personality the Crane have gotten since Kakita Ariteko, and 6 sets have been

a long time waiting! Obviously this card is a mistake, the designers used

the Fox/ Toturi's Army template instead of the Crane template. How 2/4/3

with an awesome dueling ability fitted into 5 gold, when Daidoji Kedamono

came in at 6 gold and Doji Jiro 7 gold is beyond my comprehension. Must be

some crazy higher math they are doing;) Hachi not only beats Doji Yosai, a

Crane staple, not only rivals Shijin for cost efficiency, not only is

exactly Daidoji Sembi with two more chi and an ability (well, two higher

honor requirement), he has completely revived the Daidoji Iron Fortress

stronghold. The possibilities are stunning: you can bow your stronghold to

pay four gold to give Hachi a Kakita Teacher, duel with Iaijutsu Challenge

and unbow your stronghold to pay for personalities. On your turn your

stronghold is bowed. so you can Iaijutsu Duel when the Lion come over, win

and use the stronghold for a second duel. Of course, obviously if your

stronghold was unbowed in the first place, that is one more extra duel from

the box (assuming they accept). Hachi has uses for the other Crane boxes as

well. For Esteemed House, he increases your Iaijutsu Challenges honor gain

by 2. For Kosaten Shiro, he gives you a Block Supply Lines after you win a

duel when you are using Kakita Yuri. Unbowing your stronghold is also useful

for a variety of Senseis, such as Uji Sensei.

I guess this means we have been forgiven for Shijin.

Honorable Mention: Witch Hunt, Through the Flames, Birth of the Sword,

Revealing the Bastard, Bitter.

Kakita Dairu

Dead Bonsai Keeper

Kakita Daisun

Crane Seer

11/26/2000

Back in Ambition’s Debt, Crane and Shadowlands Horde players alike shared a moment of mutual understanding when we both rejoiced at Norikazu Sensei, only to realize that our clans, the two clans who most needed a card to control events, could not apply the teachings of the Mad Prophet.

Three expansion sets later, salvation has arrived for Crane players at least, in the form of:

Emperor’s Under- Hand

Holding

3 gold cost

Unique. The Emperor’s Under- Hand costs 3 less Gold for a Scorpion player. 

Limited: Bow the Emperor’s Under- Hand to target another player.  You may look at either the face- down Dynasty cards in the player’s provinces or the player’s hand (your choice).  You may discard the Imperial Favor to discard one of those cards.  Lose 1 honor.

The first feature I would like to point out of this beautiful card is that it is under costed at three gold.  Three gold is affordable for every stronghold beside the original Scorpion (who get it for free) and the original Horde box.  It comes off of Jade Works, Empty Crevasses, Hiruma Dojos and most of the clan- specific gold holdings (Iron Mine, Stables, etc…).  Even poor Lion players can get in the fun.  At three gold, this holding will never sit in your province waiting for your opponent to pick it off on their turn.  To compare, for three gold, you could also buy Hawks and Falcons.  Maybe if you lived in Atlanta…

Emperor’s Under- Hand is best suited to clans that have a good chance of claiming the Imperial Favor: Crane, Dragon, Lion, Phoenix, Scorpion, Monk, Unicorn, Toturi’s Army and the Spirits.  Even without the Favor, any player using Hantei Sensei will find the contents of their opponent’s hand most interesting.  But while finding out what your opponent has in their hand and in their provinces is useful for almost any situation, being able to discard the most offensive of those cards turn after turn is devastating. 

Discarding cards from your opponent’s fate hand will often completely destroy their strategies.  An enlightenment opponent will lose any elemental ring they have in their hand to the discard pile, and when combined with Otomo Sensei, that is instant death.  A military opponent stripped of Sneak Attack, Deadly Ground, Rallying Cry, Counterattack and Kitsuki Kaagi’s Journal has almost no chance of defeating his military or defending foe.  Forcing your opponent to lose cards such as Rise From the Ashes and Torrential Rain will deny them those extra turns they needed to get their victory.  Even Shadowlands Horde players will know that there is no hope when one by one their Avoid Fates end up in their discard pile.  Finally, there is no feeling better than the comfort of knowing that your Imperial Favor will not be lost in Confusion, your opponent can not Flee the Refugees and your Soul of Thunder was not in Truth working for your opponent all along.

Once you are done destroying your opponent’s hand, you can set the Under- Hand to wreck havoc on your opponent’s dynasty deck.  Under- Hand provides some of the clans most meta- gamed against (Phoenix, Crane and Monk) the chance to control and avoid those events that have traditionally been used to hose those clans in tournaments.  By deligently checking your opponent’s provinces every turn, the Crane will never have to respect Kisada’s Funeral, tremble As the Shadow Falls or fight in Winter Warfare.  The Phoenix will never have to sit idle As the World Stood Still or watch their shugenja succumb to a horrible tainted death when The Twelfth Black Scroll is Opened.  Finally, Monk players who systematically trade for and burn every copy of Doom of the Brotherhood that they find will breath a little easier when Hantei Sensei takes out their Dharma Techniques (unfortunately it can’t stop a first turn Doom).

Even clans that do not fear being hosed by events can benefit from selectively eliminating their opponent’s personalities.  A military opponent can strip away Iuchi Karasu exp2 or Isawa Norikazu exp2, personalities that could easily turn the game around.  Scorpion players will have an easier time denying their opponents the 10 chi necessary to destroy Den of Spies.

And of course, the Emperor’s Under- Hand is the perfect card to hose Master of Five.  Once you have the Under- Hand out, your opponent would be foolish to Augury for Master of Five, and indeed foolish not to simply concede.  Unless they can somehow deny you the Imperial Favor, you will make sure that their victory condition will never resolve.

Although part of the devastating power of the Under- Hand is that its effect is extremely difficult to counter, there are some common solutions.  It has been ruled to be a political action and a use of the Imperial Favor, so Confusion at Court will provide one turn of relief (especially to protect your dynasty deck because the Underhand cannot hit cards which have been turned face up), and Hantei the 38th, who is a solution to some other common problems like Rise From the Ashes and The Wind’s Truth, can flex his political muscle and permanently hold the Under- Hand in check, provided you can gain the Favor (or 16 force) to get him out in the first place.  The Emperor’s Naga counterpart, Dashmar, provides less flexibility but is probably much easier to get out for most clans.  Events that cancel political actions such as Duty to the Empire are also a possibility.  However, in general cards to cancel political actions not taken by a personality are hard to come by (as any honor running player looking for an easy solution to Deeds Not Words or Tribute to Your House would know), and even if you pack cards that will destroy or steal Holdings, such as Explosives, Bandit Attack, Blackmail, Contested Holding or Hurricane, your opponent has a good chance of voiding that card before you get a chance to use it.  Perhaps your best and only defense… is to get the card out before your opponent does.

Note: one other strategy to use against the Under- Hand, if it becomes a powerful enough force in tournaments to warrant metagaming (and I suspect it will be) is to use Kakita Yoshi to deny your opponent the Imperial Favor.  When your opponent lobbies for the favor, you use your next action to take it away from them.

Three clans deserve special mention with the Under- Hand.  The Scorpion not only get this card for free, but the Under- Hand can also be used to lead Aramoros and Ninja Shapeshifters on a raid of your opponent’s provinces.  The Crane will always be able to claim the Imperial Favor with Kakita Yoshi, even if their opponent has higher honor. Combine Kakita Ichiro’s ability to lobby an extra time for the Favor and Doji Yosai exp’s ability to copy any political action and your opponent will wish dearly that he had played more honorable. Lets not mention throwing Ninja Shapeshifters here as well. Finally, a Taka Tricks Crab deck, once it claims the favor, can get multiple uses of this card using Yasuki Taka and the Under- Hand complements well with Kuni Yori.  

There are only three faults with this card.  One, not only is it unique, it is also not possible to search for it.  You cannot Walking the Way for a dynasty card, Augury for a Holding, or claim it while Restoring the Doji Treasury (it does not produce gold). Second, your opponent will get a chance to empty the key cards in their hand before you get a chance to do it for them.  Unless you Plans Within Plans twice and have Yasuki Taka lying around conveniently, your opponent will get one limited phase to play the rings in their hand or attach their Ancestral Sword or Kitsuki Kaagi’s Journal.  Of course, if you can force him to Hesitate, your strategy will be perfect.  Finally, the Under- Hand is a holding, so you can’t use it to lobby for the Imperial Favor (Crane joke, just ignore). 

I fully expect to see the Emperor’s Under- Hand in almost every tournament deck from here on out to the end of Gold Edition.  It might not come out every game, but it will win you the games that you do get it.  And it will cost you the games that your opponent gets it.

Oh, I forgot to make note that using the Under- Hand costs you 1 honor.  Okay… from one Crane’s perspective anyway, 1 honor is well worth the comfort of knowing that the works of Kakita Shijin will never glorify the Phoenix instead, and my poor Daidoji will never have to face Matsu Tsuko in the middle of Winter Warfare. 

I’m sure our kindred spirits within the Shadowlands would agree.

Jason Liang

Kakita Daisan

Crane Seer

12/15/2000

Every copy of Corporate Downsizing has been removed from my Netrunner decks

and burned.

It's been a sad month for the things I put money into for entertainment.

Smashing Pumpkins had their last concert. Generation X, my favorite comic

book series, cut by Marvel and that dastard Joe Quesada. Doomtown bit the

bullet.

Its a little unfair that a game as great as L5R, which has brought so much

enjoyment to my life, is facing extinction while really bad games like Star

Wars and Star Trek TNGCCG are still churning out ugly expansion after ugly

expansion. Trouble with Tribbles? Death Star II? Barf.

As for AEG, I think there is a good hope that AEG will buy L5R. I don't know

what AEG plans to do with the money from selling Do Unto Others, but I have

a feeling that that set will sell VERY VERY well. Most of the Doomtown

players I know personally (although honestly I don't know that many) are

planning on picking up at least 3 sets, and I am definitely getting 1 set (I

don't play, I just collect the personalities:p) I know that Dave Williams

said that they are guaranteed a loss for Do Unto Others, so perhaps that

money is going to cover debts, but they should have some profit from

Doomtown in total. Perhaps Doomtown's last gasp will breathe life back into

L5R.

My plan from now until L5R's new owners are announced is to support AEG by

buying more AEG product. One great item to pick up for Christmas is the Day

of Thunder commemorative Clan War miniature set. Limited edition, all new

sculptures of the Seven Thunders, plus the Hooded Ronin, 8 miniatures retail

price $39.95. Good deal. (Just found out it is not being released before

Christmas:( Valentine's Day gift perhaps?) 8 sturdy miniatures instead of 30

pieces of card board for $80 that is "gold legal" sounds like a much better

deal.

Between $80 for DUO and $40 for Seven Thunders, I guess I am voting with my

dollar now;) If only I could cut my addiction to Invasion now...

BTW, Clanwar.com says to email Steve to support sale of L5R to AEG, not sure

if they are correct and Steve is the right man to send the letters to. Luke

seems to be a better candidate.

Anyway, that is all for now. I had planned to work on an in depth strategy

article on the Open Crane tournament deck that I play tonite, now that I am

done with finals, a la Scott Hasdall's request for more sophisticated

strategy articles, but I guess everything is in hiatus right now.

Happy holidays and wishing for the best,

Kakita Daisan

Crane Seer

jason liang

----- Original Message -----

From: Lemar Johnson <dimmeview at HOTMAIL.COM>

To: <L5RINFO at ORACLE.WIZARDS.COM>

Sent: Tuesday, December 19, 2000 5:27 PM

Subject: Re: [L5RINFO] AEG et al...

snip

>
> In that case, dealing with it would be to find something better to do.

That

> IS reality -- if you can't win, don't play. It's why most of us don't

> skaeteboard on the highway or play with loaded dice. What's the point when

> the outcome is predetermined and one's skill is irrelevant?

>
> I don't want to be insulting (I contend with the statement, not the

person),

> but the argument that imbalance is realistic is simultaneously specious,

> misleading, and cliche. Specious because it glosses over the issue at

hand.

> Misleading because it addresses a completely different issue than play

> functionality -- that is, "realism", the adherence of theme and mechanics

to

> something that paralells the subject matter in real life. Realism would be

> that two players could, within the game, ally to put a puppet on the

throne

> and thus share a victory _within_the_game mechanics_, or other such design

> issues. This is an issue of fairness of play, not theme. The argument is

> cliche because it's come up since Imperial.

>
> Actually, my favorite (that is to say, most despised) instance of it is

> after I had started playing and had picked up the Scorpion starter and

found

> that it had basically no flexibility and many inferior cards -- hard

> dishonor was its only thing, making both sides come down to luck. (Of

> course, LSD could meta against it). Some people asked why the designers

had

> come down so hard on Scorpion, which didn't have near the effectiveness

> players expected from the "sneaky" clan. Several players glibly responded

> that they were weak in story so they were weak in play.

>
> As if that were relevant. And as if Crane, who was being utterly decimated

> in story ("Death to Crane! Death to Crane!") wasn't tagging off with Lion

in

> winning tournies.

Crane wasn't winning tourneys, besides Test of the Emerald Champion. That is

why (from what I've been told) we lost the Doji and Kakita Castles in the

story. Things turned around for Crane in Anvil of Despair for that reason,

prompting the creation of To Do What We Must (a last ditch effort to save

ourselves by sacrificing our few remaining samurai) complemented with Kakita

Shijin so that the deeds of our Samurai would bring us honor.

Players influence the story, and in return the story IS reflected in cards:

the corruption of the Lion clan, the infiltration of the Unicorn by the

Kolat, the militarization of the Crane, the creation of the Monkey clan.

Even Jama Suru/ Dark Heart of Iuchiban/ Kyoso no Oni exp;)

Story decides cards. If story did not decide cards, you would be accusing

the game designers of "playing favorites." Dave Williams lion, John Wick

scorpion, Mindy the mice, etc...

... and of course story determines cards only to a certain extent, or else

there would be a vicious cycle: successful clans would become more powerful

in the storyline, get more powerful cards to reflect this, and dominate

tournaments even more.

When talking to *playtesters*, the things became clearer:

> many of the new Scorpion cards were overpowered, so they cut back on them

to

> a great extent without re-compensating. The same thing occured with Naga.

> Both clans have been mostly reeling from those early hits since.

>
Scorpion has strong cards. The weaknesses of the Scorpion are structural

weaknesses: they are not honorable, and dishonor is a waste against the

Shadowlands. You can't change these two facts without completely reinventing

the clan. Scorpion military is sneaky: you play tricks and politics to win

battles, and you use information and intelligence to control what happens,

but sometimes brute force is more important. If Scorpion samurai were as big

as the Crab and could ride horseys like the Unicorn, they wouldn't be

Scorpion- ish.

Naga, meanwhile, is a problem with the structure of L5R itself: the

stronghold is all important compared to the personality base. Naga: terrific

personalities, horrible strongholds. Phoenix: lackluster personalities

(except Taeruko, now), fantastic strongholds every single one of them. All

things being equal, these two clans should be balanced against each other.

But it is a structural fault of L5R that strongholds are all important.

> I've never heard Dave or anyone else on the design team quote "realism" as

> an excuse for imbalance. Imbalance is imbalance. It is a flaw. It is

> something to fix.

>
> If this game were realistic, Naga would have dominated during Clan War

(they

> never lost a battle in the first arc -- *ever*), Crane would begin the

game

> with two provinces up to Time of the Void, Phoenix would lose a Province

> automatically every other turn in Strict Jade due to the aggression of the

> Mantis, and no Scorpion would be targetable by anyone's card effects once

> they're *banished*.

>
> This isn't a RPG where everything can be emulated, and no one expects

that.

> If there is a problem with the power level of a card, it is a bug, not a

> feature.

I think the idea I am pushing is that the identity of the clan is what might

be holding that clan back. The same could be said of Crab, Dragon, as well

as Naga and Scorpion. To a lesser extent, Unicorn as well, although they are

a successful and strong clan. Balance I think would be extremely difficult

to accomplish, because it is extremely fragile.

Also, most cards can be used by most clans. Phoenix's strength is shugenja:

so they can benefit from powerful cards such as Wind's Truth and Finding the

Harmony. Crane's weakness is horrible shugenja, so we can't use Wind's

Truth, but we have the duellers to use other powerful cards such as Iaijutsu

Art, Iaijutsu Challenge and Iaijutsu Duel. Finding the Harmony is still

Finding the Harmony no matter what clan uses it, as long as they have the

shugenja to suport it, which is why a Naga enlightenment deck made it into

the elimination rounds of Atlanta Kotei. Phoenix uses it better than most

clans with the Shiba stronghold, but that is their advantage.

Once shugenja and kiho were weak, now they are strong. That is the only

thing that has changed, and demonstrates how fragile balance is.

Regards,

Kakita Daisan

Crane Seer

"The rice must flow!"

----- Original Message -----

From: Luca Lettieri <luca.lettieri at GRAPESNET.COM>

To: <L5RINFO at ORACLE.WIZARDS.COM>

Sent: Wednesday, December 20, 2000 1:58 AM

Subject: Re: [L5RINFO] AEG et al...

snip

> You misread what I said. 100 was intended as a percentual, i.e.

> 100%. If you divide the total number of tournament victories (100%)

> by the number of available clans (the only important thing here,

> since I've never seen anyone complaining about the fact his clan

> could only win with one particular stronghold: the problem is the

> clans who cannot win with ANY stronghold), which is (or rather,

> was) 13, you get the 7.69% figure. To put it in other words, in an

> ideal world with absolutely perfect balance, each of the 13 clans

> would have been winning torunaments 7.69% of the time (now that

> the clans are 8, the figure would be 12.5% each).

>
> Compare the 7.69% to 30%, and you see that Phoenix was

> winning almost FOUR TIMES as much as it should have been.

> Perfect balance is impossible to reach, all right; but _total

> imbalance_ is crappy in any case. I was responding to the original

> post which stated the imbalance wasn't too bad; IMHO, these

> figures show it was _extremely_ bad.

snip

> If there was a plan, I'd expect that plan to rotate between _all_ the

> clans, not just Phoenix, Crane, Phoenix, Lion, Phoenix, Crane,

> Phoenix, Phoenix, Phoenix, Phoenix.

>
> As someone else already said: imbalance in a game is a BUG,

> *not* a feature.

Not to complain or nit, but your math logic is faulty. A figure of 7.69%

does not take into account bandwagonning or simple clan popularity/ support.

Phoenix/ Crane happen to be the clans most often played in tournaments,

which should at least double that 7.69% to around 15%.

Its more accurate to say that if 15% of the players at a tournament play

Phoenix, if all the clans are balanced against each other, 15% of the

victories will go to Phoenix.

Say we have a 50 player tournament, I would except 8- 10 Phoenix players at

least, which is 15- 20%. Compared to 2-3 Naga players, so that is 4-6%. This

reflects a little of the inconsistency.

You can also attribute structural reasons why some clans dominate over other

clans. Lets take a look:

Consistent winning clans

Phoenix: Starting honor 7/6/6/5

Lion: Starting honor: 7/6/5/1

Crane: Starting honor: 6/5/4

Unicorn: Starting honor 5/4/4

Fox: Starting honor: 6

That is the 5 highest starting honor clans in the game.

Clans many consider to "need more help":

Crab: 4/3/3

Naga: 3/3/2/2?

Dragon: 5/4/2 (the 5 being relatively recent)

Scorpion: 2/2/0

Rest of the Yoritomo's Alliance: 3/2

Some of the lowest starting honor clans here.

Of course, there are abberations such as Horde.

This is a structural problem, as is that strong defensive clans (Crab, Naga,

Dragon) have a harder time winning as well. Unless you change the rules of

the game (straight cut or die roll to begin, for instance) or the identity

of the clans, you can't help these structural issues. Its not Dave Williams'

fault if Crab and Dragon players don't use Take the Initiative and Breach of

Ettiquete.

I'm not saying that there are not balance problems with L5R: there are!

Feeenix IS broken, now! But it is not as bad as your analysis claims. And I

know for a fact that you can make kick ass Crab decks! But if no one plays

kick ass Crab decks because they feel like Crab "need more help to be

tournament worthy," it doesn't help the appearance of things.

And if Phoenix were truly over powering (such as the Black Summer of Magic),

then Scorpion would be almost just as successful in tourneys, because they

are the perfect anti- Phoenix clan.

Kakita Daisan

Crane Seer

"The rice must flow!"

----- Original Message -----

From: Luca Lettieri <luca.lettieri at GRAPESNET.COM>

To: <L5RINFO at ORACLE.WIZARDS.COM>

Sent: Wednesday, December 20, 2000 6:26 AM

Subject: Re: [L5RINFO] AEG et al...

snip

> I don't have exact info, of course, but IIRC, IA affiliation shows a

> definite trend of Dragon and Scorpion popularity. And there's that

> tourney which rewarded the most popular clans, where Dragon and

> Scorpion took the first two places.

> At any rate, these two clans (among others) definitely win too little

> compared to the number of players sporting decks belonging to

> them.

>
The two big major tournaments I've been to, Atlanta Kotei and California

RST, were Phoenix/ Crane dominated as far as representation was concerned.

There were like 3 Scorpion players and 3 Dragon players, compared to (if I

remember correctly) 10 Crane and 8 Phoenix. Phoenix, Crane, Unicorn, Lion

and Horde win representation. If most players were playing Dragon or

Scorpion, I would be doing much better (well, not really. As a Crane, I hate

playing against Dragons and stupid Yoshi;().

> > If you go to straight cut, you make a LOT of new problems. Like an

> > almost uncontrollable Shadowlands Horde. And straight honor would just

> > go right down the toilet. And Breach of Ettiquete would be broken.

>
> Then come up with something different. Hey, I didn't say it was

> easy or that I was able to do it; but I don't get paid for it, so this

> makes sense, eh? The fact remains: there's a structural problem.

> Trying to pass it up as "planned" is not going to cut it.

>
OK. I agree that every clan released should be competitive. Every clan

should have strengths.

Truthfully, every clan DOES have strengths, even Naga. Some clans can ignore

honor requirements. Some have free gold. Some are great at defense. Some

actually have shugenja.

Crab would dominate everything if honor wasn't so viable. But thats not the

case. But a Crab military will hands down beat any other military, I think.

That might not be enough to win most tournaments, but them is the breaks

right?

Each clan has an identity, OK? Even if honor was unviable (and Crane honor,

at least, needs more and more tricks such as Tribute to Your House now that

we have competition from Spirit and Phoenix), I wouldn't want the designers

to change the identity of the Crane clan (e.g. we become a military/ cavalry

powerhouse). Each clan is also limited by their identity: Crane will never

have good shugenja, or decent force, Phoenix will always have stupid

samurai, Dragon personalities will never work well with their gold scheme,

Lion will never be rich. But no clan was designed to be a loser clan.

Do you understand structural problems? You can't fix structural problems

without completely changing the game. Even Magic has structural problems.

You can start over and create a new game, but I think the only game close to

being without serious structural weaknesses is Netrunner, (and most people

would completely disagree with me on that because they think the Corp is

over powered, which is completely not true).

> > The problem is Taeruko, and no one complained about Taeruko when she

> > first came out.

> >

> > Is there anything unbalanced about Taeruko when she first came out?

> > Not really. Did she get better as time goes on and new cards are

> > printed? Sure. Bayushi Tangen was pretty putzy before the Towers of

> > the Yogo. Regions of Rokugan was pretty coasterish before Spawning

> > Grounds. Kolat Instigator wasn't too useful before Moetechi (although

> > I never figured out why Dragon weren't using it).

> >

> > Anything unbalanced about Empty Crevasse? Not really. Its a good deal

> > 2 gold for 3 gold, thats about it.

> >

> > Does Taeruko work for Unicorn? Yes. No one complaining about that now.

> >

> > Everything clan has SOMETHING strong.

>
> Two caveats:

>
> A) Empty Crevasse is a special card: the first of its kind (gold-

> producing fort.). As such, it should have been the target of

> particular attention. Or to put it more bluntly: they should have

> caught that one *before* releasing the set.

>
> B) All you need to fix the problem is something like "Phoenix

> cannot play this fortification". Or "You cannot reduce the cost of

> this fortification". Or "this fortification cannot be fetched by Isawa

> Tsaeruko". Or anyone of dozens of ways to solve the problem. And

> Tsaeruko/EC is not strong: it's **BROKEN**, so it warrants

> corrective action. An action which hasn't been forthcoming.

>
snip

I've heard rumors of Taeruko MRP in Gold. That would be the quickest you can

expect changes. And this is a management problem, not a true problem with

card design.

Taeruko I think was extremely well designed. A Master of Earth, so she

fetches Fortifications. Very earth- like ability, 5 gold is about right,

stats are not too special.

> First, in open, Phoenix is so ridiculously faster than anyone else,

> than even metagaming against them won't guarantee anything,

> Scorpion or no Scorpion.

snip

This is not true at all.

I know that Crane can keep up with Phoenix in speed, as can Lion in

military. All of the powerhouse militaries are looking at 2nd turn province

kill ability anyway, which is the fastest military CAN go. Personally, there

is not enough Phoenix hate in tournaments that I've been to (and WAY too

much honor hate). Like in an election, if honor and military waste all our

resources killing eachother, of course Phoenix will end up the winner.

It really doesn't make sense claiming that in Open Phoenix is SO much faster

than the other clans, when the only type of events which Phoenix has had a

strong run are Strict Jade Global Storyline Tournaments.

> > So here we see that things aren't quite as bad as you make it sound.

>
> You're right, they're even worse. I suppose almost one and a half

> year of total tournament dominance by one clan is not so bad, eh?

> What's bad then? Two years? Five? Fifty?

>
I think many Unicorn players would like to disagree about your statement of

total tournament dominance. Which clan won Legacy of the Naga?

When you make a statement like: Dragon should be winning more tournaments,

or Naga should be winning more tournaments, sure. But Phoenix do not have

complete tournament dominance. Sure, there is an almost guarantee of a

Phoenix player in eliminations, but the same can be said of Crane, Unicorn,

Lion and Horde. If Phoenix were so dominant, I'm sure Scott Hasdall or Chris

Bergstrom would be playing Phoenix, but they have won with Unicorn and even

Dragon! Its not like you hit a Phoenix player at a tournament and you go, "I

concede" the same way Scorpions hitting Horde players do. At least I don't.

I've beaten enough Phoenix players to know that against players who know

what they are doing and designed their decks well, the Phoenix don't have

too much of an advantage.

Unicorn are only a small step behind the Phoenix in terms of victories, and

I think if you get Kosaten Shiro enough time, the Crane will catch up to the

other two as well. Its been what, four months only since Kosaten Shiro has

become tourament legal? The same with Yodin Sensei and Yodin Unicorn decks.

> > If Phoenix were truly dominant, out of elimination to 16, I would

> > expect to see 10 Phoenix players. If one Scorpion player also makes it

> > into the 16, that Scorpion well most likely breeze through

> > eliminations and win the tournament. The high number of different

> > factions wouldn't matter: only Phoenix and counter- Phoenix would make

> > it to eliminations anyway.

>
> Not so. As it has been stated, Phoenix dominance is expressed in

> terms of about 30% winning ratio, which IS dominant when you're

> speaking about 13 factions and an ideal 7.69 perchentage.

Why are you still quoting this 7.69% when idea perentage reflects

participation? Ninja get like 2% tournament participation. Are they still

entitled to that 7.69%?

> > As for the Horde, Horde is not so prevalent that there is a very good

> > chance a Scorpion player will face a Horde opponent only once during

> > swiss I'd say.

>
> Once is enough to lose, either in swiss or in the finals. And you're

> overlooking another factor: winning against the dominant 30% of

> the opposition is not going to do you any good if you lose against

> the remaining 70%.

>
First off, you will make it to elims if you go 5-1 or 6-1 in a tournament.

So that is a wrong statement.

Second, of course Scorpion wouldn't deserve to be in the eliminations if it

couldn't hold its own against other clans. But dishonor is surely a strong

element in this game, and with the dominance and prevalence of the high

starting honor clans, any Scorpion worth his salt should be able to be

competitive against the rest of the field. No Unicorn, Lion or Crane I think

enjoys playing against the Scorpion. There is simply not enough room to meta

effectively against dishonor.

> > So there ya go;) If things were so bad with Phoenix, everyone would be

> > playing either Phoenix or Scorpion (and possibly Junzo). And that is

> > not the case at all;)

>
> That's because of clan loyalty. Try this little stunt: put a 30.000$$

> prize on an L5R tournament, then tell us which clan the

> competitors choose. I've got a gut feeling you'll turn up with

> something like 95% Phoenix, with the remaining 5% being top

> players trying for the surprise effect.

Chris Bergstrom is as mercenary of a top player as I've encountered, and

never once have I read a tournament report where he was playing Phoenix. The

same goes with Scott Hasdall (although he is not as much of a mercenary;)).

I doubt this hypothetical tournament would have 95% Phoenix: the best L5R

players are too smart for that. Playing Phoenix doesn't guarantee anything,

and in the end the best players will play with what they are most

comfortable with, and the would win too.

You are over reacting to the recent run of global storyline tournaments, and

your statistics are horrible. Phoenix won Gen Con last year, but they have

only won Gen Con once. That alone does not put them as any more broken as

Monk, Lion or Crab. It wasn't even Phoenix vs. Phoenix in the finals, as it

was two years ago, when 2 COMPLETELY DIFFERENT Monk decks made the finals.

The idea the Phoenix completely dominates large tournaments is so much

propaganda: you seem to either be spreading it, or have fallen victim to it.

Yes, they are a prevalent and major force, but so are Unicorn, Lion and

Crane and (some predict) shortly Spirit. Scorpions can topple even the most

well planned decks, and its almost impossible for any deck to beat a Monk

enlightement or Water Monk military deck with a good start. Horde is much

less suicidal than it was two years ago. Crab is all around solid and more

than a match for any other military deck. Toturi's Army is still hanging

around and are producing some of the best military or defensive honor decks

around.

So please, stop bagging on "poor card design" because while yes, the Phoenix

are a noticable notch better than the other clans right now, it is not a big

enough of a lead to guarantee anything, and it doesn't spoil the game at all

for me at least. And I lost to 2 Phoenix honor runners at RST, and I know I

could have won those matches had I not make the mistakes or designed my deck

better.Tier 1 clans are all very competitive, there is no issue here. If you

want to champion a cause, try closing the gaps between Tier 1 and Tier 2,

and Tier 2 and Tier 3.

Kakita Daisan

Crane Seer

"The rice must flow!"

----- Original Message -----

From: Shaun Scott <hidaokami at UREACH.COM>

To: <L5RINFO at ORACLE.WIZARDS.COM>

Sent: Wednesday, December 20, 2000 7:29 AM

Subject: Re: [L5RINFO] AEG et al...

snip

>
> >A figure of 7.69% does not take into account bandwagonning or

> simple clan popularity/support.

>
> You cannot _seriously_ be suggesting that Phoenix has 4 times

> as many players, or plays in 4 times as many tournaments, can

> you?

>
Read what I wrote. That's not what I was suggesting at all.

> > Phoenix/ Crane happen to be the clans most often played in

> tournaments, which should at least double that 7.69% to around

> 15%.

>
> Your reasoning does not bear with the established facts.  Check

> Herald #15.  As Mindy herself says "The Phoenix numbers were

> not overwhelming", in fact there were *more* Dragon players, or

> Shadowlands.  So, by your reasoning, Dragon or Shadowlands

> should have won Strike at Midnight.  Of course we know that

> Shadowlands came in 2nd.  That's a reasonable expectation given

> their turnout.  It does not explain Phoenix's success nor does

> it support your "theory".

>
I would definitely agree that the Dragon are underpowered (for structural

reasons, card selection reasons, or as I am starting to suspect, the HDM

effect). "I" am not the one throwing around analytical percentages here. I

didn't come up with this 7.69% figure.

Besides... um, Strike at Midnight? Hello, that was before Iron Mountain was

even published. Kinda hard to win a regional storyline tournament when your

choice of two strongholds were Mountain Keep and Kyuden Hitomi.

AND besides, I am talking about tournament participation in general,

specifically clan representation in large tournaments (30+).

My point is that the 30% tourney win rate of Phoenix is much closer to the

more accurate tourney representation numbers than a faulty assumption of a

flat 7.69% for all clans.

> > Its more accurate to say that if 15% of the players at a

> tournament play Phoenix, if all the clans are balanced against

> each other, 15% of the victories will go to Phoenix.

>
> But there aren't.  Your numbers would suggest that there are

> twice as many people playing Phoenix as any other clan.  That

> just ain't so.

I am not saying the game is perfectly balanced! I'm not that idealistic, or

stupid! I'm a Crane player who openly admits that Shijin is broken in many,

many ways! I am NOT throwing around numbers here! I was critiquing that

7.69% and YOU are not critiquing my critique, you are drawing assumptions

that I never make!

I am just saying that Phoenix is not having a 4X dominance of what it should

be doing, it is closer to 2X dominance, which is not much at all considering

how tightly balanced this game is! A 2X deviation from what is expected is

perfectly reasonable for a small inbalance: if Phoenix was completely

dominating, you would see closer to 70% or 80% tourney win rates.

>
> > Consistent winning clans

> > Phoenix: Starting honor 7/6/6/5

> > Lion: Starting honor: 7/6/5/1

> > Crane: Starting honor: 6/5/4

> > Unicorn: Starting honor 5/4/4

> > Fox: Starting honor: 6

> >

> > That is the 5 highest starting honor clans in the game.

>
> And the winningest (except Lion)

>
> > Clans many consider to "need more help":

> > Crab: 4/3/3

> > Naga: 3/3/2/2?

> > Dragon: 5/4/2 (the 5 being relatively recent)

> > Scorpion: 2/2/0

> > Rest of the Yoritomo's Alliance: 3/2

>
> And most of these do not win often.

>
> Your "structural" problem means BALANCE.

>
> >Unless you change the rules of the game (straight cut or die

> roll to begin, for instance) or the identity of the clans, you

> can't help these structural issues.

>
> You certainly can.  You can print cards that help the weaker

> clans, instead of all the shizit for the stronger ones (come

> on - "let's give Phoenix a bitchin' box, then let's print a lot

> of cool cards for them!")

>
Um, printing great cards wont change structural problems. Case in point:

Dead Eyes, Mariko, Empty Crevasses, Toritaka, Iron Mountain, Kachiko exp3...

You either have to completely change the rules of the game, or change the

identity of the weaker clans.

I like Stefan's idea of 2 dynasty cards on turn 1 more, but that sucks too.

Taking only 2 dynasty cards means you have a very good chance of being gold

screwed or personality screwed or even screwed, it makes it a DISADVANTAGE

to have higher starting honor.

> >Its not Dave Williams' fault if Crab and Dragon players don't

> use Take the Initiative and Breach of Ettiquete.

>
> Ah, but they do.  Yet "Rise from the Cheese" still triumphs.

>
They do? That's news to me, I hardly ever get breached by Crab or Dragon

(unless it is dishonor Dragon). Or taken by Crab or Dragon.

> > Feeenix IS broken, now! But it is not as bad as your analysis

> claims.

>
> Support your claim with some actual statistics, please.  Show

> us if there is some truth behind it.

>
Phoenix wins 30% of tournaments. Based on large tournament participation,

they should be winning around 15-20% (that would be a guess from my large

tournament experience). This means that Phoenix is over powered, but not by

that much, especially compared to other Tier 1 clans such as Unicorn and

Crane.

> > And I know for a fact that you can make kick ass Crab decks!

> But if no one plays kick ass Crab decks because they feel like

> Crab "need more help to be tournament worthy," it doesn't help

> the appearance of things.

>
> There are more Crab players in my area than any other clan.  We

> are loyal, we play Crab every week at tournaments.  Yet, who

> wins?  Usually Fox.  When the Phoenix player was here, he won

> all the time. Often Unicorn.

>
That is funny;) The Crab player at my store always eliminates me (except

last weekend, because he was trying out poorly placed gardens) and I don't

fear Phoenix at all. And Joel, who plays Yoritomo's Alliance at my store

(#10 YA, #1 in California) really, really does not like playing against my

deck (he claims he's never won against me, I think he has won a few times,

but I don't really recall);)

Unicorn should always win;) Talk about a clan good at everything.

> > And if Phoenix were truly over powering, then Scorpion would

> be almost just as successful in tourneys, because they

>  are the perfect anti- Phoenix clan.

>
> Faulty logic.  Just because the Scorp can take out the Phoenix

> does not mean they will win the tourneys.  They have to *get*

> to the Phoenix, and they get beaten before they face him in the

> final round...

Phoenix are not truly dominantly over powered. If they were, you would see

the above scenario closer to truth.

Regards and happy holidays,

Kakita Daisan

Crane Seer

"The rice must flow!"

12/20/2000 Okay, I looked this up. Thanks to Yogo Ono and Ikoma Andy for this info:

Myth #1: Phoenix dominance in Strict Jade

Strict Jade RST results:

4 tournaments

1st place finishes:

2 Shadowlands

1 Naga

1 Scorpion

2nd place finishes:

1 Scorpion

1 Unicorn

1 Phoenix

1 Brotherhood of Shinsei

Doesn't really fit into the "Phoenix won the GSTs, they rule Strict Jade"

theory. Or the "Phoenix so rule, they dominate all formats" theory. Among

3rd and 4th places finishes, there was just 1 more Phoenix, 4th at Kaiu Pass

RST. Remember that Unicorn was closely matched with Phoenix from the

unofficial GST results.

Okay, let's look at Extended Jade:

3 tournaments

1st place finishes:

2 Phoenix

1 Unicorn

2nd place finishes:

1 Unicorn

1 Horde

1 TA

More or less the results you would expect from GST. This is Tier 1

domination, its unjustified to say that it is Phoenix domination alone.

Unicorn had 2 more finishes in the 3rd or 4th places.

Finally, Open:

5 tournaments

1st place finishes:

3 Phoenix

1 Toturi's Army

1 Fox

2nd place finishes:

3 Crane

2 Phoenix

More Tier 1 domination. More can't be said without knowing more about this

decks that were played (what type of Crane? what type of Phoenix?). Two of

the Opens were Phoenix 1 Crane 2, so obviously the Cranes need to put in

some more hosers for Wind's Truth (IRC one of those Crane decks was packing

Enough Talk! along with whatever other hosers, just didn't draw it). So it

is not complete Phoenix domination in Open, it is shared with Crane and had

the cards been shuffled differently It cmight be Crane 2 Phoenix 1 or

something like that.

So, from this data (and previous data):

Tier 1:

Phoenix

Unicorn

Crane

Tier 2:

Shadowlands (really close to Tier 1 now, probably Vu has inspired many

people to give Horde a shot;))

Spirit (pure speculation)

Fox

Lion (I've heard reports that Ijiasu is giving Lion a 2nd breath though, so

I'm expecting them up in Tier 1 soon)

Toturi's Army

Brotherhood of Shinsei

Tier 2.5:

Scorpion

Crab

Ninja (just not enough support here)

Mantis

Tier 3:

Ratling

Dragon

Naga

Obviously Crane is not Tier 1 outside of Open, etc...

The Tier 2 clans seem to be experimenting with different styles:

untraditional decks like TA duelling, Monk honor, Crab honor, senseis etc...

have been placing well as have the traditional decks of these clans.

Phoenix placed 8 out of 24 1st/ 2nd spots, roughly 33%. I can't do 3/4

because no results from Nebraska/ Seattle, but it would seem they are around

30% as is the figure we were working with. I had expected some better

figures for Lion though.

Obviously design has been aimed at boosting Crab and Dragon, with goodies

for Crab and more duelling support for Dragon, so maybe Crab will move to 2

or even 1 soon, and Dragon to 2.5.

More or less what you would expect, really. Phoenix is doing better than the

rest of the Tier 1 clans, probably because they are well suited against

Crane (with Wind's Truth). Its just as back during Dark Journey Home,

Unicorn got a boost because Tashima murdered Toturi's Army. The problem is

not centralized in Phoenix, it extends to Crane and Unicorn as well.

I think most military decks would rather see Phoenix than Crane, but that is

just a guess.

I think Tier 2 to 1 will require a more concentrated theme, but is really is

close. The problem is that the honor run 2 variants just can't match Crane

and Phoenix honor run, and all the militaries give each other a hard time

(because the militaries aren't strong on defense).

2.5 and 3 clans are really structural IMHO. You have to ask: what would the

Scorpion need to be Tier 2? What would the Crab need?

So that is the data and the analysis.

On a liter note:

Top 3 clans a Crane Honor run player likes to play against

1. Ratling

2. Horde

3. Fox

Top 6 clans a Crane Honor run player does not like to see:

1, Lion

2. Phoenix

3. Scorpion

4. Crane

5. Unicorn

6, Crab

Kakita Daisan

Crane Seer

----- Original Message -----

From: Loki <loki at BU.EDU>

To: <L5RINFO at ORACLE.WIZARDS.COM>

Sent: Wednesday, December 20, 2000 11:47 AM

Subject: [L5RINFO] Crane Deck Design Help (was Re: [L5RINFO] AEG et al...)

snip

> My friend just recently decided to start playing the L5R CCG (I got him

> hooked... <G>), and chose Crane as his clan.  He wants to design a

> politically based deck, and I offered to help him.

snip

Ah, politics;)

The first personality that comes to my mind when I think of Crane politics

is Kakita Torikago. Torikago increases your political advantages by

supressing your opponent's most useful personalities (by keeping them

bowed).

The first personality that I should have thought of is Kakita Yoshi. Nonexp

bows as an Open for the favor, whether you have high honor or not. Yoshi

exp3 lets you keep the favor after the first time you use it, effectively

giving you 2 uses of the favor.

Kakita Ichiro exp lets you spend the favor to generate duels. Your opponent

must accept or slowly be dishonored to death.

The Emperor's Under- Hand is also a great use of the favor to control your

opponent. I wrote an article on it for Superior Tactics if you want to read

that.

Finally, Imperial Summons is also very useful, because you'll often be able

to leave your stronghold unbowed for it.

As for themes, a Crane/ Scorpion political stranglehold deck could work very

well! Scorpions can contribute Yogo Asami, Bayushi Yojiro nonexp and some

much needed Shugenja for Wind's Truth. Kachiko is a consumate politician,

especially inexp, exp and exp2. Taberu nonexp and exp is great at stealing

honor gains of course.

What are the "Must have" cards?

> What are some common strategies (the only one I'm familiar with is "Buy

> tons of 3 PH people for full, bow Fantastic Gardens, duel here and

> there... ;P)?  Thanks in advance, and I look forward to an interesting

> discussion.

Kakita Shijin is the first to come to my mind for a must list, followed by

Kakita Ariteko. Other cards for must (in a best deck) are His Most Favored,

the Crane Sword, Shiryo no Hoturi in a duelling deck, and Large Farms in

Kosaten Shiro.

Many Crane decks place a lot of stress of Kakita Shijin, and without a

doubt, for non- shrine non- yodin Crane honor run decks, Shijin will always

be the greatest stress point, simply because he can gain so much honor for

you. To make the basic Crane honor run deck better though, it is important

to spread honor gain between many different venues:

Ways to gain honor:

1. Kakita Shijin (Lady Kitsune, Suzume Mukashino (with Suzume Sensei), Ki

Rin, Toturi, To Do What We Must, Mountains of the Phoenix)

2, Personal honor: Kakita Shijin, Doji Reju, Daidoji Uji, Kakita Ariteko,

Daidoji Sembi, Daidoji Hachi

3. Events (Creating the Monkey Clan, Sacrifices For the Future, Selection of

the Chancellor, Imperial Funeral, Imperial Gift)

4, Holdings/ Regions (Poorly Placed Gardens, Fantastic Gardens, Sanctified

Temples, Sensei's Shrine)

5. Duels (Test of Stone, Iajutsu Art, Iaijutsu Challenge, Iaijutsu Duel,

Shiryo no Hoturi)

6. Items (Ancestral Sword of the Crane, Imperial Standard)

7. Actions (His Most Favored, Remember What You Have Seen, Honorable

Seppuku)

A successful Crane deck balances speed (honor gain), defense (against

military) and metagame (against Horde, etc...). Thats all I can think of

right now, I'm a little fried. I'll post your request to the Crane message

board at www.gamingminiatures.com/crane and you can check later to see if

the others have some ideas.

Kakita Daisan

Crane Seer

1/24/01

This is of interest to L5R players, so I think it is worth posting:

As Bayushi Chimizu reported to www.deathseeker.com, John Wick has written an

article for www.gamingoutpost.com, which can be found at this link:

http://www.gamingoutpost.com/forums/index.cfm?Action=ShowThread&ccurrentthre
ad=28765&ccurrentmessage=28765&ccurrentforum=3&site=GO

To summarize, the article attacks Dungeons and Dragons 3rd Edition, and

criticizes Ryan Dancey, who oversaw the production of 3rd Edition.

Dancey replies to Wick in this post here:

http://www.gamingoutpost.com/forums/index.cfm?Action=ShowThread&ccurrentthre
ad=28765&ccurrentmessage=29027&ccurrentforum=3&site=GO

and I write a short note on the alignment of Darth Vader here:

http://www.gamingoutpost.com/forums/index.cfm?Action=ShowThread&ccurrentthre
ad=28765&ccurrentmessage=29064&ccurrentforum=3&site=GO

Its not too significant, but interesting reading for the L5R crowd. Not sure

if there are sides to be taken or anything, or the sentiments of people on

this list who might know of what is going on (such as Andy, Mouse or Ed). Of

course I am curious on the opinion of the more knowledgable people on the

list, but of course I do not expect them to post their sentiments in this

public forum. Not really much to discuss I think, but again, just

interesting reading.

Please no Scorpion flame to this post.

Kakita Daisan

Crane Seer

1/25/01

First off, I have a lot of thoughts on this subject, so be prepared, this is

one of many responses;)

----- Original Message -----

From: Jon Paulson <Takezo1385 at AOL.COM>

To: <L5RINFO at ORACLE.WIZARDS.COM>

Sent: Thursday, January 25, 2001 12:25 PM

Subject: [L5RINFO] Dragon Crane: personality base comparision

>
> 2 Gold 2ph   Favoring: Crane

> ----------------

> Kakita Ariteko  -

>
This is of course a huge advantage to Crane, who are almost certainly

packing 3 Aritekos. A free personality that you can sometimes get honor for

is a deal to good to pass up, and Ariteko kicks Rekai's butt;) I hate it

when people are all complaining about Rekai when she doesn't make it into

any of my non- open and open decks.

> 4 gold/ 2 PH    Favoring: Dragon

> ------------------

> Doji Reju   -   Togashi Shinseken

> Daidoji Uji  -   Mirumoto Yuyake

>                 -   Tamori Chosai

>
> Kakita Yoshi exp2

> Doji Shizue exp

>
Here is a major problem, because some of the best Dragon people (Gennai,

Daini) are taking up valuable personality slots, whereas Crane don't have

anything more expensive that is worth playing, so 3 Reju is almost automatic

(as is with Ariteko). Chosai is extremely new and who knows perhaps he will

revolutionize Dragon decks.

> 5 gold/ 2PH     Favoring: Dragon

> -------------------

> Doji Benku      -  Agasha Tamori

> Asahina Dorai -  Togashi Senai

>                      -  Mirumoto Ukira

>
Again, here Ukira is too new to know if he will be a factor.

>
> 5 gold/ 3 Ph       favoring: crane

> -------------------

> Daidoji Sembei -  Mirumoto Daini

> Daidoji Haichi  -

>
Dragon definitely win with quality here. I have not used Hachi's ability in

Kosaten Shiro once, so that - honor requirement on Daini is fantastic. It

shows how sad and shallow the Crane personality base is when Sembi makes it

into many Jade and even Open Crane decks.

>
> 6 gold / 3PH    Favoring: Dragon

> --------------------

>                    - Togashi Mio

>                    - Mirumoto Uso

>                    - Kitsuki Mizouchi

>
Not really a factor here, because 6 gold is just so hard to produce with

Dragon. No question that the Crane have a better gold scheme to take

advantage of their people's personal honor.

> Ignoring the tie result, Dragon has favor of gold cost PH ratio in  4 out

of

> 6 groups (or 2/3's). Which indicates that *dragon* is in fact are the clan

> with the better gold honor ratio for personalities. Ain't that odd  :P

>
> Since crane has the weaker selection, I can only assume that the "vastly

> superior" robo honor decks of the crane comes from a differance in play

> style. I wouldn't want to imply that either group is particulary unskilled

or

> less imagintive. But there has to be some reason for the disparity, and

since

> KS is pretty darn new the stronghold alone is highly unlikely to be the

> cause...

Many, many factors that can be attributed to the success of the Crane vs.

that of the Dragon. First, Crane have a much more shallow personality

scheme, which can be a blessing in disguise because its easy for Cranes to

tell which are their best personalities. Its much harder to pick Dragon

personalities because so many of them have powerful abilities (but don't

come into play for full honor).

Another major factor is starting personal honor. 5 and 6 is vastly superior

to 4 and 5, not just in head to head, but against other clans as well (but

the head to head advantage is extremely significant).

Crane's superior economics is another advantage that I've mentioned, and it

is probably the greatest of all the advantages (except starting family

honor).

The "deck concept suffocation effect" of the Honorable Dragon Movement,

however well intended, probably is another major factor. Kolat Masters and

Ambushes are a Crane deck's ace in the hole in some situations, and it

doesn't help matters that among Dragons you are outcasted or at least looked

down upon for playing a little dirty.

And if we are talking about Open, Shijin is the card that makes all the

difference between Crane being Tier 1 and Crane being the Tier that Dragon

is in.

Finally, honor running is effortless for a Crane deck (well, Tribute to Your

House is necessary now with Phoenix and Spirit honor powerhouses), but much

more difficult for Dragons traditionally. Dragons are always tantalized by

the POSSIBILITY of taking provinces militarily, because they can't keep up

honor wise and sometimes military is their only way to go. L5R gives great

benefits when you can do one thing well, as is honor in the Crane case, and

diversity and versatility have much less of a role than in other gamem

systems.

However, there are many other important things to note. Chris Bergstrom won

the Seattle Kotei, probably one of the most competitive Koteis held, with a

Dragon honor runner. I saw the deck list, and that is a good deck. I would

not say that Dragons can not win a major tournament.

Second, many of the great duelling cards that will benefit Dragon decks

(Lessons of Honor, Witch Hunt) have been recently printed. Their impact has

yet to be felt.

Third, the balance in L5R is so tight that anything can happen. I would not

count Dragons out at all.

Kakita Daisan

Crane Seer

----- Original Message -----

From: Nick Jost <Njost at FRONTPATH.COM>

To: <L5RINFO at ORACLE.WIZARDS.COM>

Sent: Friday, January 26, 2001 9:36 AM

Subject: Re: [L5RINFO] Wick article and Dancey response

snip

>
> I loved Ryan's post.  Its a good reminder that John didn't birth L5R, a

bit

> of misinformation he's hell bent on spreading.

Please give John Wick the credit he is due. I am not a person who will deny

the work of John Zinser, Matt Wilson, Dave Williams and the other notaries

did to make sure L5R survived its infancy, I was there at Y2C and heard the

dinner speeches. But I think John Wick's contributions were unique,

irreplacable and crucial. Dancey's post clearly has a tone which belittles

John Wick's enormous contributions to L5R, and clearly belittles the work

that John Wick has done since L5R. Meanwhile, I have never read John Wick

claiming that he was the sole creator of L5R, or not given credit to the

other people who initialized the game. He claims credit for many of the

story elements, which is his right.

>
> And for those of you that have followed John's articles...this was the

> height of hypocrisy.  Where was the clearly worded non-emotional critique?

> Why slam Ryan because John didn't get a long review?  Why complain about

> layout when his own game (L5R RPG) got knocked for layout?  Why complain

> about black and white art (same reason)?

Orcworld was printed as a mono- color book as is the case with L5R2D,

Vampire3D and practically every other book on the market. DD3D was printed

in color because Wizards is the only company who can afford to produce such

a lavish product and charge such a ludicrous price for it. I am agreeing

with John Wick's analysis that printing monochrome sketches on color pages,

and not using the best artists in the fantasy art industry, are both very

odd management production decisions. The Player's Handbook, Dungeon Master's

Guide and Monstrous Compendium are far from what they could have been, given

Wizard's resources and clout in the gaming market. For one I don't think

that on a production value basis DD3D lived up to the hype.

Kakita Daisan

Crane Seer

----- Original Message -----

From: Nicholas Cascone <nicholas.cascone at WORLDNET.ATT.NET>

To: <L5RINFO at ORACLE.WIZARDS.COM>

Sent: Wednesday, January 31, 2001 5:53 PM

Subject: Re: [L5RINFO] Kage/Uona/Yori Sensei (was: [L5RINFO] worst sensei)

snip

>
> > > Uona Sensei (enormous downside, teeny tiny upside)

> >

> > Acutally a nice upside and no downside in the right deck.

>
> What's so great about looking at your top Fate card?  If it's good, you're

> going to get it anyway.  OK, so you discard it every once in a while.  In

> the meantime, you can't use Imp Gift, Fate deck recycling/manipulation,

> Taeruko tricks, etc.  I'd really have to work hard to make a deck that

> would work well with this, and it probably still wouldn't be

> tourney-quality.

>
Uona is horrible for three of the four clans that can use it: Monk, Dragon

and Phoenix: precisely because those clans rely on using spells to further

card manipulation. However, for the 4th clan, Crane, Uona is top notch.

Crane do not have access to the shugenja needed for card manipulation, and

also besides Crane is much more reliant on Dynasty than Fate deck. Thus,

against a military I search Dynasty, giving me roughly 4.5 provinces to

start the game with, getting me to Shijin faster, and Emperor's Peace,

weeding out unnecessary gold, having a higher personality percentage.

Against another honor deck, I search the fate deck for His Most Favored, Sun

in Shadow and Tribute to Your House, which is "ace in the hole" against

honor runners. Uona is quality assurance for the dynasty deck: once you are

down to 2 provinces, you want to make sure that those dynasty cards count.

So, Uona is far from the worst sensei in the game from a Crane perspective,

only losing Imperial Gift (and I run Imperial Gift anyway for the 2 honor,

although it will probably be replaced by Sacrifices For the Future now).

Uona is also powerful under Sacrifices because while you can't draw, you can

still eat through your fate deck for a fate card you need when you do decide

to start drawing again.

So, I think Uona is the best Sensei for Crane right now (with Lady of the

Forest, Suzume, Shirasu and Otomo 2nd, 3rd, 4th and 5th in that order). So

it is far from the worst Sensei. I was going to write an article for

Superior Tactics on Uona (nonexp, exp, exp2, Sensei), which could still be

in the future, but I need more experience with Uona Sensei before finishing

it.

My vote for worst Sensei goes to Hoturi. A cool guy but a terrible teacher I

guess;) His Dad Satsume is up there (or down there) too. And I have some

hatred for Seppun Sensei too, because it only stops 1 (tournament) card when

it was suppose to all those honor hosing cards:P

Kakita Daisan

Crane Seer

3/1/2001

Hiya,

We've been having a lot of fun doing a Survivor simulation over at

www.mumur.com (a REM fansite) where we've been voting REM songs off the

island for the past month or so. I feel this is a fun activity we could do

on this list, so... well, I propose we have a L5RInfo Survivor contest!

If we did personalities, first it probably wouldn't be constructive and

second (and more importantly) it will become a major flame war. So, for L5R

Survivor, we will be voting on Action Cards (and hopefully this will be

revealing in mechanics):

Action Card: Any L5R fate card which is not an item, follower, spell, kiho

or Sensei.

Thus, Kharmic Strike and Path of Wisdom would be considered Action cards.

How it works:

We first take a preliminary vote, where you vote once for the Action card

that you feel is the best Action card in the game. What does "best" mean? It

can mean anything: most powerful, most broken, most pivotal, most often

saves your butt, best art, best mechanic fits flavor, least convoluted,

highest focus value, just about any criteria you want to use. Ultimately,

when we start voting off actions, it will become apparent that all criteria

are important in judging who to kick off.

You vote by posting a reply to the topic: L5R Survivor: Preliminary Vote.

Please only post votes to this thread. If you want to discuss the cards

being voted on, post it to L5R Survivor: Preliminary Discussion. With your

vote you can include a short argument to convince others to vote the way you

did, but make sure for this vote and the subsequent votes that the card you

are actually voting for is clearly labeled (IE CAPITALIZED).

Voting will close on Sunday, March 4, 11:59:59 PM Pacific Standard Time. I

will then tally all the votes, and announce which actions have "made it on

to the island." This will be the 10+ actions with the most votes (there will

be a cutoff "minimum" votes to make it on the island). Then I will start the

threads "L5R Survivor: First Vote" and "L5R Survivor: First Discussion" and

this time, you vote for the action to get kicked off the island. In about

three or four days, I will close the polling, announce the action that got

the most votes off the island, and we repeat until only 1 action survives!

So, for the preliminary vote, choose the card you want to win. Then for the

subsequent votes, choose the card you most do not want to win (or not, there

is usually a lot of politics in choosing).

Anyway, I hope this will be successful, entertaining and constructive.

Asahina Daisan

Crane Seer

----- Original Message -----

From: Nancy Sauer <nancysauer at HOTMAIL.COM>

To: <L5RINFO at ORACLE.WIZARDS.COM>

Sent: Sunday, March 04, 2001 7:02 PM

Subject: Re: [L5RINFO] L5R Survivor: Preliminary Discussion

> >From: Kakita Seigi <kakitaseegi at YAHOO.COM>

> >

> >Obviously we have no Honor Cranes among us...

> >

> >To Do What We Must

>
>   Heh.  You've obviously never played against one of my military Crane

> decks.  I have always thought that the best way to take a province was to

> get rid of the defenders...permanently.  (Takes care of that whole

> Counterattack thing, you know.)

>
>
> >

> >My second choice was Flattery, but everyone thinks

> >Flattery is insanely broken, so trying to defend it is

> >a lost cause.  ;-)

>
>   I think this may illustrate the whole "Local enviroments are so

important"

> discussion.  I've never heard anyone in my area call Flattery broken, and

at

> Gencon I got to listen to Kaori's husband (I think that was him, it was

> awhile ago) explain how it was actually a bad card because it drained your

> fate hand.

>
>   I personally never have used it, as I have always thought that the best

> way to defend a province was to get rid of the attackers... permanently.

I

> guess I'm not that creative when it comes to strategy. :)

>
I think the most important aspect of Flattery is that it covers all the

weaknesses that a traditional defense can't handle. It is like Entrapping

Terrain because it does not target (no Confusion, Flee or Test of Courage)

and it guarantees saving your last province. It is like Refugees because You

can use it even when you can't get a guy to a battle (Yodincorn), if your

defender gets sent home, or if your opponent surprises you with movement

(Tactical Maneuvers). It is like Block Supply Lines in that it doesn't

matter if your opponent is using followers, yet unlike BSL it hurts weenie

Phoenix military as well as big Crab Onis. It turns your useless metagame

cards like Sun in Shadow and Defenders of the Realm into vital defense.

Flattery is the Ace in the Hole against military for honor runners, just as

Tribute to Your House is the Ace in the Hole against honor runners. Both

have a high price to use, but both do their job better than anything else:

no other cards come close. A combination of envelope power and almost

impossible to stop makes both cards staples.

Boy my English is getting bad 2nite;)

Cheers,

Asahina Daisan

Crane Seer

Twelve cards gather around the campfire...

Which ones will survive to the next round?

Thanks to everyone who contributed to the preliminary voting! By your

demand, here are the twelve contestants for L5R Survivor!

Breach of Etiquette

Evil Portents

Face of Ninube

Rallying Cry

A Secret Entrance

Superior Tactics

Sneak Attack

Tactical Maneuvers

Take the Initiative

To Do What We Must

Toturi is Drugged

Uncertainty

Because we couldn't establish a higher cutoff than a nominating vote, and

have 12 contestants, for this first round of Survivor the TWO cards with the

most votes will leave the island. This changes the dynamics of the Survivor

game quite a bit: because I expect the voting to be so close, this will be

the round where it will be most possible for even heavy hitters like Evil

Portents to be knocked out of the race. Every vote is a Mark of Death!

Voting opens as soon as you get this message. Please vote once by replying

to this thread for one card which you feel is clearly WORSE than the other

contestants. I will close voting on Wednesday, March 7 11:59:59 PM Pacific

Standard Time. Again, to make things easier on me, please use this thread

only for voting! if you wish to discuss issues, please post to L5R Survivor:

First Discussion.

Cheers,

Asahina Daisan

Crane Seer

3/6/01

Is this politically correct?!?

Okay, here's my try at being a Kender...

Crab: Come now friend. Everyone knows who Kuon's real father is.

Crane: I've heard all about your superior "one handed technique." Take my

advice, use the other hand once in a while, or else you will get muscle

imbalance.

Dragon: I've got to ask... if Hitomi told you to shove a katana up... I see.

No wonder. Ouch.

Lion: Here, little pussy cat.

Mantis: Isawa Castle. Yeah, what happened to you guys exactly?

Phoenix: O! You can give off sparks from you hands! You must be great at

parties! (GenX Jubilee joke)

Scorpion: Aren't you suppose to be protecting the Emperor or something? Let

see, so far we've had one betrayed, one poisoned, and one kidnapped and

ninjafied. Of course, that is probably all part of the Great Secret Scorpion

Plot to get everyone to underestimate you guys. Well... great job, its

working.

Unicorn: *does secret handshake* What? Surely you recognize the secret

handshake! All Unicorns recognize the secret handshake!

Monk: Hate to break it to you guys but... Koichi really hasn't achieved

enlightenment by emptying his mind. He was just born simple. You can stop

calling him Great Master now.

Ratling: No no cheese cheese for you you.

Sorry about the bad ones;) Hm I wonder if Rikimaru's site is still up... bet

he would love some of these posts.

Cheers,

Asahina Daisan

Crane Seer

----- Original Message -----

From: Todo YJA Monk <peoples_champ at HOTMAIL.COM>

To: <L5RINFO at ORACLE.WIZARDS.COM>

Sent: Saturday, March 17, 2001 7:44 PM

Subject: Re: [L5RINFO] L5R Survivor: Discussion

> >Uncertainty.  It's merely useful while the other two cards are dreaded.

> >I've never had a game come down to "if he draws uncertainty I lose" and

> >I've never Walked the Way for an Uncertainty either.

>
>
> I agree. A lot of these people are just picking evil portents because they

> never want shadowlands cards to win anything without even thinking of the

> point of this little game.  To choose the most useful, powerful cards.

Evil

> Portents is much much more powerful and useful than Uncertainty.

Of course, if you look from it from a card balance point of view,

Uncertainty stands out from both Evil Portents and Breach. Its rare to hear

people whine, complain or be angry that they lost from a well- played

Uncertainty, but I know that many people feel angry and resentful when they

are "hosed" by a first turn Breach or a timely Portents Bomb. If people lose

to an Uncertainty, they will sometimes even congratulate the other player

for a good play. Some cards, such as Uncertainty, Dark Lord's Favor, Shame,

etc... can be powerful without your opponent feeling that they lost because

their opponent was exploiting a broken card.

Here is a way of looking at things:

Some cards are so bad (weak) that if you lose to that card, your reaction

would be: "I can't believe I lost to ^!&(%(!"

Some cards are so broken (powerful) that if you lose to that card, your

reaction would be: "Dave Williams ruined L5R for making (*&@#%! I'm quitting

L5R!" Or "My clan is unplayable because of @*#&%(#!"

Some cards are so confusing and convoluted that you go, "Err, how did you do

that again? Are you from LA or something?"

And some cards invoke none of the above reactions, and you go, "Wow, good

game. I really enjoyed it. That Block Supply Lines killed me, I didn't see

it coming."

It doesn't help either Breach or Evil Portents, that they've made so many

enemies and messed up so many players in big tournaments over the years.

Power of course is an important criteria, but not only is it not the only

criteria to judge, as a criteria it also has many weaknesses. Card power,

especially in L5R, is extremely situational. Counterattack does no good if

your opponent never attacks you. Sneak Attack is far worse than To Do What

We Must when you are facing Matsu Gohei ready to blow up your last province

with an explosion of Charges and Strength of Purities. Evil Portents doesn't

help save Akuma from Iaijutsu Duel the same way Another Time can. Power has

an important role in determining the best card, but other criteria such as

card balance and flavor are much more consistent and also have their place.

Uncertainty is with certainty a powerful card, its not "Venerated Stature,"

or "Where Tsanuri Fell." It also has ton of flavor, turning a game of L5R

into storytelling: "Kaiten was the better duelist, but he died to Uso's

blade because his Uncertainty game Uso the edge that day." "Mikio's

Uncertainty about Lord Toku's competence made him vulnerable to the

overtures of the Kolat Masters." One quality of the greatest cards in L5R is

reflecting a complex or subtle real world effect into simple, elegant game

mechanics. Cards such as Breach of Etiquette, Kolat Master, Arrows From the

Woods, Block Supply Lines, Bend Like a Reed and To Do What We Must do this.

Uncertainty, which portrays a tragic moment of weakness, belongs in this

category as well. Evil Portents flavor is pretty bad: "Osuno knew this would

be the day the Wall fell, when he woke up to the smell of the stench of a

thousand goblins."

Cheers,

Asahina Daisan

Crane Seer

Superior Tactics argument:

Okay, just realized that I didn't answer Todo why I am voting off Superior

Tactics. Well, I think in the very first vote discussion I wrote that I was

contemplating between Superior Tactics and Tactical Maneuvers, so those who

remember that post remember the arguments I made there.

Many people feel Superior Tactics is universal, powerful, unique and widely

used. Especially in military decks right?

Well, I think that is a myth.

Fact: Both finalist decks at Gen Con 2000 were military decks.

Fact: Neither of the finalist decks at Gen Con 2000 used either Superior

Tactics or any form of terrain destruction.

Fact: Neither of the finalist decks at Gen Con 2000 used any terrain.

Not only did Superior Tactics not show up in either deck, when both decks

were military decks, but one of the important functions of Superior Tactics

would have been completely useless had you played against either of the

decks. So Superior Tactics is neither Universal (it is a Battle Action that

the finalist decks at Gen Con, both of whom were military, did not use) and

it would be hard to argue that it is widely used either. Perhaps it has

become obsolete, perhaps terrains/ terrain destruction has become obsolete,

especially with the Akodo stronghold. Who knows.

Second, Superior Tactics is powerful is not really true too. The effects of

Superior Tactics can be countered in many ways, for one. Move to another

battle? Your opponent sends you home with refugees or the Favor, which he

was going to do anyway. You've just lost a fate card. Or he moves into the

battle with you and duels you. Or he flatteries you home. Destroy a terrain?

Your opponent plays another one. Deadly- Superior Tactics- Deadly Ground is

all too familiar. Come One at a Time- Superior Tactics and you've lost

someone already. If you want terrain control, why not prevent your opponent

from playing the terrain in the first place? Sneak Attack is much better

than Superior Tactics in that sense, or The Sun Returns, which no one

nominated. While you could always play Charge or Frenzy to get back to the

Force you lose to Uncertainty (although only during battle) very few

commonly played actions will get you back the lost chi.

So, add to these the bad art on Superior Tactics, the fact that is lacks

"excitement value," that is lacks story or flavor value, and the targetting

restriction and you really don't have a strong card I think. Uncertainty at

least can be used (and often is used) outside of battle, making it more

versatile and more powerful. It seems to me that unless your primary

criteria is focus value, Uncertainty is heads over Superior Tactics. Of

course Uncertainty did not make either of the finalist decks either, but

considering both decks packed Kolat Masters, I'd expect to see it in those

decks more than Superior Tactics.

Cheers,

Asahina Daisan

Crane Seer

I'd suggest that the fans of To Do What We Must and Toturi is Drugged begin

to be nice to each other and form some sort of an alliance. Its pretty

obvious that neither card will be able to hold its own against either

Rallying Cry or Sneak Attack in an upright vote with so many people voting

on "power" or "utility" or whatever.

In defense of To Do What We Must, for what its worth:

1. It is one of the most powerful battle actions in the game. If you would

call a top 10 battle actions, To Do What We Must would be up there, or close

to it. Few cards outright destroy the other personality, especially without

contingencies (such as a duel) or without a specific limit as to how

powerful the card destroyed is (as with a ranged attack). To Do What We Must

has 3 effects: first, you have a unit in the battle, so you can play with

duels or destroy terrains or drop Entrapping Terrain or Mountains of the

Phoenix. Second, you blow up enough force so your opponent will not take the

province. Third, you are destroying your defender, so your opponent does not

gain honor for destroying an opposing army, (or be able to play Ring of

Water or some other effect). Destroying an opposing personality for 0 gold,

who might have some followers or items attached, is great for a battle

action. It may be "just" a battle action, but it is a powerful battle

action. If you adjust that Stand Against the Waves is much tougher to pull

off, it is about the same power level as Stand Against the Waves.

2. Its not just limited to Crane decks. To Do What We Must is effective for

all sorts of defensive honor decks, such as Crab, Dragon or Spirit. To Do

What We Must for those clans, is one of the only cards that can stop a first

turn Akuma, and permanently too. The combination with Kakita Shijin, which

many of these decks whore, is too great not to consider. Cranes get a

benefit when using TDWWM, but it is neither restricted in a Crane deck nor

only powerful when used with Cranes. Like other cards, it is powerful in the

right deck. No fate card is powerful in all decks (a generalization, but one

which I think I could defend), and TDWWM does have its place and power in a

defensive honor runner decks.

3. The most significant reason to not drop To Do What We Must is to consider

its origin and rich history. There is only one other card, Sun in Shadow,

which is as perfectly created as To Do What We Must (as I'll explain below).

The History of To Do What We Must (as was told to me such a long time ago)

Everyone who remembers the Crane Clan back in Imperial Edition remembers how

much the Crane sucked. The Crane always wound up last in tournaments as

Gohei, Kamoko and Amoro stomped over Kakita Yuri and Kakita Torikago. This

was reflected in the storyline, as one by one the Crane lost their castles.

Thus when Anvil of Despair was released, the Crane clan was completely

redefined by two cards. One was of course Kakita Shijin. The other was To Do

What We Must. Consider this, the hint of the century: To Do What We Must

represented the desperation of the Crane, noble samurai sacrificing their

lives to save their Clan's last bastion. It was the hope of the designers

that this card would allow the Crane to finally compete with the other big

boys. No other card other than Sun In Shadow exhibits this same perfect

reflection of tournament need fullfilled arising from tournament from story

from card mechanic. No other card has had so much impact plus story

implications as this, except Sun in Shadow: for this card did indeed alter

the destiny of the Crane Clan (although Shijin gets credit too of course).

To Do What We Must marked the ascension of the Crane from the bottom of

desperation to rebirth and glory, both in the storyline and in tournaments.

Of course To Do What We Must has had much more of an impact. Not only did

the card spawn a tournament quality deck type, the Exploding Crane deck

(which for those who don't know, is suppose to signify "Exploding in Honor",

not exploding people), but it completely redefined how players saw the Crane

Clan. No longer were the Crane full of pansy courtiers like Yogoso, Yuri and

Yoshi, but the clan had courageous samurai willing to sacrifice everything

for the honor of their clan, such as Uji, Toshimoko, Kuwannan, Hoturi, Sembi

and Yosai. Not even the Clan champion was above the ultimate sacrifice, if

it would save the last province. I doubt any card has had as much of a

storyline impact as To Do What We Must. Without TDWWM, no one would have

envisioned Iron Cranes, or Kuwannan leading the fearsome army of the Crane.

Even the famous Crane motto came because of this card: One man, one sword,

one strike: one life can make the difference. To Do What We Must was the

final card that enabled the one lone Crane samurai the stop an entire army

of angry Lions with his legendary, heroic actions. Come One at a Time is the

direct descendant of the environment and the Crane clan which TDWWM created.

Most often, a clan is defined by their new stronghold. To Do What We Must

was a card that redefined an entire clan. Very few cards can make such a

claim (only other one I can think of is Rise From the Ashes), and none of

them are on the list.

As a side note: Sun in Shadow

Sun in Shadow is the other card with a "perfect" origin. It came at a time

when the tournament environment needed a strong card to stop kihos: the

tournament scene was dominated by powerful kihos such as Flee the Darkness,

The Wind's Truth and Finding the Harmony (which was in the same set). Thus

there was a tournament need for a strong metagame card against kihos.

Meanwhile in the storyline, Amaterasu was going to  commit jigai because of

the death of the Moon. Thus came Sun In Shadow, the younger cousin of Solar

Eclipse, a successor to Solar Eclipse which made sense in the story, which

had logical continuity with the card that came before it (Solar Eclipse),

and which had an important place in the environment. This is what makes Sun

in Shadow such a "perfect" card: a. it filled an important need in the

environment, b.  its effect was clear c. it was logical in a mechanics sense

(when the Sun is in Shadow, magic is weakened and kihos fail) and d. it was

logical from the storyline "why" the Sun would be eclipsed.

To Do What We Must and Sun in Shadow are, IMO, both the "right" type of L5R

card: playable, powerful, rich in both history and story telling power. I'm

not sure if TDWWM is the best card on the list, but it has a  history and

impact which makes it unique to the other cards on the list.

Of course, the art is great too. Read the title. Look at the art. You know

what the card does, even before you read it.

Cheers,

Asahina Daisan

Crane Seer

	From:  jliang2@u... 
Date:  Sun Apr 15, 2001  5:25 am
Subject:  Crane Dishonor deck

	Okay, I've played this deck in about 4 tournaments now, and I have a
lot of fun with it so I thought I would share it;) The only problem
it has is that its slow developing economically, and it seems the
gold scheme can't support the gold intensive fate deck (although I
think adding in a second Izaku Libary or a Silk Works will fix this
problem). Unlike Scorpion dishonor, this deck can actually beat SLH
very consistently;)

Crane Darkest Magicks Dishonor

Kosaten Shiro

Dynasty:

Doji Shizue exp
2 Asahina Tomo
3 Asahina Uojin
3 Asahina Dorai
3 Doji Reju
3 Kitsune Diro
3 Ryosei
Emperor's Under- Hand
3 Den of Spies
3 Simple Huts
1 Izaku Library
3 Large Farms
2 Small Farms
3 Merchant Caravans
3 Agasha Tunnels
Imperial Gift
Inheritance
Iris Festival
Alliance
Battle of Isawa Palace
In Time of War
As the Shadow Falls (I can't believe I'm putting this in a Crane
deck;))

Fate:
Ancestral Sword of the Crane Clan
Kitsuki Kaagi's Journal
1 The False Tao
The Wasting Disease
Doom of Fu Leng
The Iron Citadel
A Terrible Oath
1 Touch of Death
3 Force of Will
2 Walking the Way
3 Rise From the Ashes
1 Amnesia
2 Secrets on the Wind
2 Purity of the Seven Thunders
1 Sympathetic Energies
1 Stale Wind
3 The Wind's Truth
1 Ambush
2 Shame
2 Kolat Assassin
3 Lessons of Honor
2 Test of Honor
2 Flattery
3 To Do What We Must
2 Martyr
Lady of the Forest Sensei

Some comments:

I've tried Fear's Bane and I can never get enough shugenja out to use
it effectively, so they went out. I've never gotten the Doom of Fu
Leng/ Sympathetic Energies combo going either (for some reason that
combo is unnaturally effective in my Corrupt Unicorn deck), so that
is the first thing I'm thinking of taking out.

I wish I had Touch of Despair. Then out goes Doom of Fu Leng, and in
comes 3 Tomb of Jade.

A problem is that you can't cast Iron Citadel too early, or else you
ruin your economy. Not only do you lose the Kosaten Shiro advantage,
you also lose the Fox aligning to your clan (as well as 4 gold for
the stronghold of course).

Sometimes I wish I am running a third Secrets on the Wind, so that is
also worth considering.

A Terrible Oath is absolutely necessary in the deck, it is one of the
only ways of scaling Shadowlands Marsh (besides Purity of the Seven
Thunders, which gets extremely expensive). Make sure your Iris
resolves first before casting;)

The False Tao is against Ring of Air of course, although Ring of the
Void is also a good hit. Kitsu Sensei is a major problem that no one
plays with, but Amnesia will take care of that as well as O- Ushi
Sensei. Maybe Elemental Ward instead of False Tao... I used to run
Doom of the Brotherhood, but the extra meta against enlightenment
isn't as important as stopping Ring of Air guaranteed. Maybe add in
Robbing the Dead to get back stuff lost to Agasha Tunnels.

I wish I had room for the metagame cards Sun in Shadow and Avoid
Fate. Not too many events hurt this deck, but I did lose last weekend
to Return of Fu Leng which was annoying. Maybe Witch Hunt instead of
Sun in Shadow.

Anyway, have fun with this, any feedback would be appreciated.

Cheers,

Asahina Daisan
Crane Seer


4/23/01

The results for the final L5R Survivor vote are here!

The winner is:

Superior Tactics

Results of Final Vote:

Total Votes: 29

Superior Tactics        iiiiiiiiiiiiiiiii (17)

Rallying Cry                iiiiiiiiiiii (12)

Rallying Cry had an early lead, but supporters of Superior Tactics pushed it

over towards the end and it never gave up the lead.

Anyway, thank you to everyone who participated in L5R Survivor. I'm glad

(although perhaps a little disappointed) that there were no major (or minor)

flame wars as a result of all this;). Its been entertaining and some times

surprising how the voting turned out. Please if you have any comments on L5R

Survivor or the results, post them;)

I would like to find out if people on this list are interested in doing

another L5R Survivor with strongholds, so if there is enough positive

response I will start it.

Cheers,

Asahina Daisan

CRaNe SeER

	From:  jliang2@u... 
Date:  Tue May 1, 2001  6:05 am
Subject:  Re: The Heart of the Crane

	Dear Kaori,

I love reading your posts, you obviously put more work into them then
many of us would even think to. And I would say you are also the
foremost authority in the spirit of our beloved clan;)

The only aspect of our clan I would add (from what little I actually
know of our clan's history and heritage) is that we are a clan of
creators, more than the other clans. Creation is the frameset by
which this clan views the world, a characteristic shared by all four
families. We are aware of both the task at hand and the end result,
whether that be poetry, bonsai, civilization, history, memory or
peace. I realized this while characterizing my previous IC, Kakita
Dairu, especially in light of Voluturum and the Shadow, which I
called the antithesis of the Kakita, unravellers not only of
creation, but of the memory of creation. As the humble bonsai keeper
wrote before he left his homeland for the final journey, the fruit of
his labor withers and is forgotten as one season dies and spring
returns. His true "work (noun)" is the tale of his life, and like all
works, it is something which he hopes to be good enough to be a
source of inspiration and admiration. I'd say the metaphor of the
Crane is that of the Greek Fates, that each life is a tapestry,
although I think in the Crane case instead of the Fate's hand doing
the weaving it is the person's own choices and actions that determine
the end result. I would not bring this up if I did not sincerely feel
that this is a fundamental aspect of our clan. I think that
ironically, many people who love the Crane such as many of the
members on this list, love our heroes, both the major and the small.
We love their tales and deeds, the drama of their struggles, as one
would love art. I love, OOC, our heroes the same way that a Crane (as
I undertand Crane), IC, would love our heroes.

If part of the above made little sense, hopefully I will get around
to writing the (many chaptered) tale of Asahina Daisan, which will be
a tale of action, mystery, conspiracy and romance all underscored by
the philosophy outlined above as its theme (no kidding!).

Anyway, I am glad that you (addressing to Kaori specifically now) are
still with us despite the ennuyeux due to the stagnant sales
negotiations. Your unwavering passion for our clan is an inspiration.

Cheers,

Asahina Daisan
cRAnE SeER

--- In CraneClan@y..., "Jeanne Kalvar" <jadehunter@m...> wrote:
> Over the inevitable, do not grieve,
> But seek the ever-changing and find the core.
> - Kakita Kaiten Exp, Spirit Wars.
>
> A few months ago, an excellent fiction writer, Akodo Hikaze, wrote
to me
> with a request. He told me that he wanted to write a fan fiction
story
> about the Crane, but he was having a very difficult time
identifying with

snip

>
> Kakita Kaori
> Littlest Kenshinzen
>
>
>
>
>
> --------------
> Jeanne Kalvar
Jadehunter@m...
>
> The only problem with Haiku is that you just get started and then


	From:  jliang2@u... 
Date:  Sun Jun 10, 2001  4:12 pm
Subject:  

	2001 North Carolina Kotei Tournament Report

Pre Tournament-

I realized on entering the Charlotte Convention Center that I had
forgot to pack my Artist's Sketchbook. Last year at DragonCon I had
seen Andy Lee do an ink brush sketch of Silver Surfer as a fan's
request, and I had promised myself to have a sketchbook ready to get
an Andy Lee Hoturi or Kachiko next time I met him at a convention.
This was a bad sign. At least Billy Tucci, Chris Bachalo and Andi
Watson weren't there.

I found the Montgomery Visions group at a table and recognized John,
who had also played Crane at Atlanta Kotei 2000. The other people
from Montgomery there were Eric, Travis and Booth. Unfortunately no
Hazel who I also remembered from Kotei last year. Travis and I played
a game of 7th Sea to pass the time before the convention opened.
Ironically, it was Gosse vs Gosse. He started Dupre and Hans,
Entertainers, Entertainers and I started Dupre and Hans, Entertainers
and Henderson. Travis had an early sailing edge by dropping 2 Peter
Silvers, Melinda Gosse and a William Highport. I was able to
Unwritten Rules for Gaspar exp bringing into play 2 Fine Galleys, and
a Torvo Espada. We both had Well Equiped Sickbays and I tried running
from him for a while until we were both at 9 crew. Then we boarded.
My Torvo who Wasn't Left Handed was Betrayed, but he soaked all the
hits by himself due to the Sickbay. The extra card advantage from I'm
Not Left Handed and extra hits from Well Equiped Armory gave me an
advantage however, and Travis conceded.

After the game we went to the Convention, and I detoured to say hi to
David Mack (this is the 4th convention I've attended with David and
Anh). The Scorpion Soul of Mamoru will be in all my Crane Gold decks
because she looks exactly like a Noh Agent;) Anyway, I also picked up
a free Final Fantasy Movie Maxim poster, and then the tournament
started (well, not really there was about an hour and I talked about
Gold Edition with Visions).

Swiss Round 1- Kenny Jones- Kosaten Shiro duelling honor w/ Toshimoko
Sensei

I was sorry to bump into Kenny because he is also on the Crane
Listserver, but that is how the computer put us. We were at a table
with 2 other Crane players playing against eachother: Crane was by
far the most played Crane at this Kotei (also at Atlanta last year
too, ironically). I was glad, seeing so many Cranes, to be packing
two Tribute to Your House. We were both running pretty close, but I
had the edge with going first and controlled the favor through out
the game. An Iaijutsu Art with Bend Like a Reed gave me a 4 honor
edge, and I pulled out to 44 by bringing out Toturi, sepukku and
using my 2 Shijins. I also had Tribute in my hand, so the game was
pretty much over.

1-0

Swiss Round 2- Brandon- Towers of Yogo military w/ Kaede Sensei

I had a first turn choice between Reju and Shijin, chose Shijin
because I wanted to have Reju unbowed next turn to defend with.
Brandon brings out Geisha House so I have time to build up on
defense. He attacks third turn with Jujun and I think Hisa with
Beserkers. Tomo blows up Hisa with To Do What We Must and I play Ring
of Earth as insurance against Kisada's Funeral. A turn later
Retirement hits Hisa, Jomyako and my Reju. Abresax is hit with
Imperial Levying. I hit 40 another turn later. I feel bad for
Brandon, I had out all 3 Shijins.

2-0

Swiss Round 3- John Ling- Kosaten Shiro shrine honor w/ Hantei Sensei

I joke to John that he should Hantei for swords first turn. He
doesn't so I know he probably drew the sword in his hand;) I start
first and had an awesome opening: Ariteko and 3 Large Farms. John
gets Ariteko and a Poorly Placed Gardens waiting for next turn. I had
an early lead with an Iaijutsu Art, but John, despite a poor gold
opening, has more speed with the Poorly Placed Gardens and a Shrine
in play, as well as turns of tons and tons of people. A sequence (my
turn) of Soul of Thunder (on Doji Satsume) and Imperial Levying
(hitting Satsume for 8 honor: 3 + 5 for Shijin) was pretty funny, on
hindsight I should have picked someone else. The turn before he hits
40 (I need another turn) I have the favor still and Emperor's
Underhand. With what he has on board he hits 38 on his turn, so
should I check his 2 unrevealed provinces (he has Shrine, Shrine,
Sembi in 3) for personalities or his had for the Sword or His Most
Favored? I check the provinces and sure enough there is a Shijin. On
his turn though, the Shijin is replaced with Reju and it doesn't make
a difference either way because he drops the Sword. I drew no
Tributes this game, despite digging every turn.

2-1

Swiss Round 4- Sanjeev Dimri- Kosaten Shiro duelling honor w/ no
Sensei

We took this game slowly because Sanjeev is teaching his patient wife
to play the game. Sanjeev has a really bad start which is worse
because he sits the Poorly Placed Gardens in his provinces. This game
I also bring out Satsume, am afraid to duel because of Kharmic Strike
but do some duelling nontheless. Imperial Levying kills my own His
Most Favored (with the Crane Sword) but I am so high on honor that it
doesn't make too much difference. Sanjeev is a really courteous
player and I'm sure he will soon be an excellent Crane player.

3-1

Quarterfinal Round- Booth- Spawing Ground SOLID w/ Shoju Sensei

I bring out Ariteko, Large Farm and Merchant Caravan first turn and
Tomo and the Emperor's Under- hand second turn. Booth has a Goblin
Wizard and has the gold for Contested Holding, but he needs to ditch
most of his hand to bow my Tomo and would lose the duel Ariteko vs
Goblin Wizard. For the next six or seven turns as Booth is waiting
for Moetechi to show up, the Underhand surgically empties his hand of
nastiness such as Night of 10,000 Fires, Kolat Assassin, Toturi is
Drugged and Explosives. Imperial Levying hits eliminating his entire
board, which consisted for 1F Goblin Wizards and 1F Bayushi Arerus
(as well as my 1F Doji Reju). Then I bring out Doji Satsume and
things look even worse. Ki Rin shows up and stops his Ogre Outlaw.
Booth finally gets out his first Moetechi, but I hit 40 honor the
turn his 2nd Moetechi shows up. Booth picks his Ogre Outlaw for Shoju
Sensei, Satsume challenges and a 5 chi + 4 chi (Moetechi) striking
Ogre Outlaw dies to a 6 chi + 4 chi (Bend Like a Reed) Doji Satsume.

4-1

Semifinal Round- John Ling- Kosaten Shiro shrine honor w/ Hantei
Sensei

John goes first this time and he has an amazing, amazing start. I
start digging for Tributes, when in hindsight the Tributes were going
to be nuked by Hantei Sensei anyway so I should have been digging
Dynasty for people. John has 2 Shrines and a Poorly Placed Gardens
out by turn 2. My own Imperial Levying kills his Sembi, giving him 5
honor with Shijin. I catch up fast behind His Most Favored, Creating
the Monkey Clan Ki- Rin and 4 honor for Toturi (no Shijins out) but
he hits 40 by turn 4. In hindsight, I should have attacked earlier,
hope he defended, dump my hand with Flattery and prayed for the Sword
(which WAS coming up). Hantei nukes Tribute and that is game. Asking
John after the game, he wouldn't have defended, but he WOULD have
counterattacked because he had Strength of Purity and Wedge in his
hand.

Final Round- John vs Eric Sacred Temples of the Phoenix Walsh Dragons
w/ Hantei Sensei

Eric bribes John with the Heroes of Rokugan set, 3 Evil Portents, 3
Kolat Masters and the 12th Black Scroll. After deliberation John
agrees. I am stunned by the large bribe, and darn it had the cards
gone my way that could have been me;) Evil Portents and Kolat Masters
are SO Crane cards;)

The tournament started with 38 people, unfortunately the Augusta play
group did not show up. I had a great time at the tournament, met a
lot of new people, and would like to thank Scott Ilkenhons for a
great tournament. Not only did the tournament run on time (a first),
Scott gave the tournament a lot of flavor by wearing a kimono and
decorating with an evil- looking cloth Black Scroll (don't worry, I
wont reveal what the Kanji written on it say;)). Congrats to the
Visions play group for their first Gen Con final round appearance, I
look forward to seeing all of you (and Hazel and Jason) at Atlanta
next month;)

Results-

1. Phoenix Sacred Temples w/ Hantei Sensei Walsh Dragons Eric

2. Crane Kosaten Shiro w/ Hantei Sensei shrine honor John Ling

3. Shadowlands Spawning Grounds SOLID military ???

4. Crane Kosaten Shiro exploding honor w/ Uona Sensei Jason Liang

My deck list is below. This, if you compare it to the deck I played
at Kotei last year (I made top 8 then) is pretty much the same deck,
just adding in more money cards when I get them (3 Avoid Fates this
year!). My big decision was running Torikago (who I usually run),
Tomo or Yosai (for Enough Talk!). Tomo won out over Yosai because
Witch Hunt not only stops Rise From the Ashes and The Wind's Truth
(like Enough Talk, which can't stop Tribute or Deeds) but also other
annoying spells like The Wasting Disease, Touch of Death and Kitsu
Tojo. I didn't run Wind's Truths because I felt everyone would be
packing 3 Sun in Shadows anyway (and although it could have helped in
the last game, John WAS packing 3 Sun in Shadows). I also considered
Poisoned Honor to stop Tojo and Sagoten, of course if I had Kolat
Masters (sob sob) they would be in there for Tojo, Sagoten and
Shijin. In hindsight if I play this deck again I would add in 3 Asako
Sagoten instead and a third Tribute to Your House. The deck isn't
fast enough to beat Crane Shrine or BASH without the Tributes, so I
must play with Sagoten. Also I am considering Tetsuya Sensei instead
of Uona Sensei so I can have less defense and put in Walking the Ways
instead (also Imperial Gift).

Crane2k

Kosaten Shiro

Dynasty- Doji Satsume
Doji Shizue exp
3 Asahina Tomo
3 Doji Reju
3 Kakita Shijin
3 Asahina Ariteko
Toturi
Ki- Rin
1 Lady Kitsune
Emperor's Under- hand
3 Marketplace
1 Silk Works
3 Large Farm
3 Merchant Caravan
2 Sanctified Temple
2 Treacherous Pass
Inheritance
Crysanthenum Festival
Emperor's Peace
Imperial Levying
Creating the Monkey Clan
A Soul of Thunder
Retirement
The World Stood Still

Fate-
Ancestral Sword of the Crane Clan
Kitsuki Kaagi's Journal
1 Kolat Bodyguard
His Most Favored
2 Iaijutsu Art
1 Ambush
1 Kolat Assassin
2 Tribute to Your House
2 Flattery
1 Arrival of the Emerald Champion (signed)
3 To Do What We Must
2 Block Supply Lines
1 In Search of the Future
2 Iaijutsu Duel
2 Imperial Edicts
2 Bend Like a Reed
2 Fall on Your Knees
2 Witch Hunt
3 The Sun In Shadow
3 Avoid Fate
2 Defenders of the Realm
Ring of Earth
Ring of the Void
Uona Sensei

Anyway, this is the end of the transmission, everyone go see Tomb
Raider! When o when will AEG reveal Captain Melinda Gosse? I am
betting that the Gosse get a 5 Movement Cost ship!

Cheers,

Asa ha ha ha hina Daisan
cRAnE SeER


	From:  jliang2@u... 
Date:  Wed Jul 25, 2001  6:36 pm
Subject:  Request for Gen Con

	My fellow noble clanpeople,

Words can not express the pride I felt when it was finally confirmed
that our Clan had successfully defended the Emerald Championship.
Three times we have been challenged to defend our honor, and each
time we have risen to the occasion when it has most counted.

This latest triumph is truly legendary: as I have often stated, while
I had felt we would always be strong in regular tournaments as was
the first two Tests, I had felt that the Crane would never win a
Global Storyline Tournament, where the skill, heart and courage of a
single samurai or samurai-ko mattered less than a Clan's brute
strength. I am most proud that your courage, faith and loyalty have
proven me wrong. The Crane have won many, many storyline tournaments
over the years, but this one is the jewel in my eye. I have always
been proud of our clan and of all of you, but today I am more proud
than I would have ever thought imaginable.

And I can not forget to give my thanks to our allies among the other
noble clans of the Empire, who for this tournament put aside their
devotion to their chosen clan and aided us to this victory. I know
that your contribution was instrumental to our triumph. Thank you for
this noblest of favors. I sincerely hope that the storyline will
reflect your faith in the Crane as the rightful stewards over justice
in the Empire. May our new Emerald Champion bring peace, justice and
prosperity to all our lands.

Finally, about Gen Con. I have studied Toturi's four heirs and my
heart tells me that none of them are worthy of the Throne and none of
them have earned or deserve the support of the Crane. If I had to
choose amongst them I would choose Sezaru, the wisest of the Winds
who has learned at the foot of each of the noble clans, but if it
were my choice to choose an heir I would not choose any of them. My
request then is thus: if a Crane makes it into the final round of Gen
Con, please consider this action as representative of our clan in the
storyline. Before the match starts, anounce that you deem none of the
Winds are worthy to rule the Empire, and none of them deserve the
support of the Crane. Forsake for the match your ability to draw aid
from your chosen Wind, and for the match do not use the Imperial
Favor. Your chosen Wind will win their choice of location to hold
Winter Court, but by this action the Neutrality and Impartiality of
the Crane will be declared.

May the blessings of Lord Yakamo be upon you next week, and may Lord
Hoturi be proud of our actions now and forever.

Regards,

Asahina Daisan Crane Seer

	From:  jliang2@u... 
Date:  Tue Jul 31, 2001  2:27 pm
Subject:  Card Thoughts

	--- In CraneClan@y..., "Brandon Flores" <protomew@h...> wrote:
snip

> Since this is an opinionated list, I try and keep my comments to
myself when
> I see decks get posted that don't jive *at all* with what I
consider to be
> smart, well constructed decks. I don't want to ruffle any
feathers because
> hey, who's to say what I think is "correct" or "most efficient"? If
what
> GreyCrane runs works for him, I say he should run it.

snip

>
> Until I see more open behavior exuding from this list, don't
expect me to be
> nearly as free with my card thoughts aside from story ideas.
Argue story
> with me any day, but when it comes down to the science, stats
and
> probabilities of luck, cards, implied skill and common sense,
I'll keep to
> myself.

I do wish we would discuss card strategy more on this list, and
its too bad that Brandon feels that such discussion wouldn't be
helpful in general. Certainly on this list we get many types of
decks from many different regions in the world. We get decks
from people just picking up Crane, and we get decks from
people who have worked on their deck for a year or even longer
(for instance, my Crane2K deck I've been playing since Kotei last
year, and it contents have drastically changed. Indeed, the initial
impetus of the deck, Sorrow's Path, isn't even in the deck
anymore!). So I expect there to be a lot of differing opinions on
what is good and what is ass, and I respect (most) opinions.

Anyway, I do hope Brandon reconsiders and will comment on
other people's future decks (I firmly believe in getting other
people's opinions, so he has free reign to criticize any of my
decks) as well as do card analysis for us. I of course would not
expect him to share his deck lists with us if he felt it would not be
beneficial to him.

Anyway, here are some thoughts I've had on some odd cards in
the Gold Environment:

Overview. Its not a surprise we are doing well in Seeds of War.
First there is basically only enough Crane personalities for one
Crane personality base, and I'd say Kosaten Shiro is in most
ways superior to Iron Fortress. So we know what we are playing.
Iron Crane 2k. Second, its an old Crane strategy. Other clans are
learning new tricks and adapting to their new decks and new
gold structures. We've been doing this since Anvil of Despair.
Our experience with our deck strategy is our second advantage.
Third, most of the other clans are adjusting to the loss of
Merchant Caravans, and we are adjusting much more easily
because of Kosaten Shiro's economic advantage.

Emperor's Under- Hand. As some of you know, I did a card
analysis article for Superior Tactics on the Underhand back
during Spirit Wars. My analysis was geared mostly for Open, as
the Gold list hadn't been revealed then. Of course because there
are less cards to screw honor, EUH is much less necessary in
Gold, and also there is absolutely no guarantee you will control
the favor (outside of Tanitsu) considering many clans are strong
in honor and I'd expect many people to be honor running. I've
found that the two places it is most useful in Gold Edition are
duelling and in battles. Dueling you get to take out their high
value focuses as well as tricks such as He's Mine! Poisoned
Weapons, Kharmic Strike and such. For military, its there to
check for Sneak Attacks and Superior Tactics. So I would put it in
Crane duelling decks, although duelling is definitely not
absolutely the best way to go about honor running. Certainly
there are not too many important Events to check for, the biggies
would be Imperial Funeral, In Time of War, Peasant Revolt and
Retirement as well as other people's Welcome Home and
Imperial Gift. We are practically immune to Imperial Census,
so...

Events. Certainly In Time of War will be a standard card in non-
military decks as it is one of the few ways of slowing down honor
runners. My friend Rich suggests to build honor runners around
small honor gains to help counter In Time of War. Alternatively,
Revealing the Bastard could help some.

Retirement and Imperial Funeral are certainly awful events for
the Crane, but there are fate deck solutions (see below).

Refugees. As an honor runner, expect to be bowed out often.
Three strong events will bow your entire army: Imperial Funeral,
which will be in most Shadowlands decks, Retirement which will
be in most smart military decks (as well as most Shadowlands
and Ratling decks) and Peasant Revolt which hurts us more
than it ever has. Expect to lose multiple provinces in one turn if
Tsudao is not your wind. Refugees (maybe backed up by Fall on
Your Knees) is the best bet to have more than one province
remaining after this onslaught. With gold being as tight as it is
and no Ashigaru, the most common followers you'll see are
Matsu House Guard, Doji House Guard and Elite Spearmen.

Honorable Sepukku. Mostly for two cards: Imperial Funeral and
Iaijutsu Challenge. During Funeral Sepukku will net you some
honor, hopefully enough to put you over the top. Best with Iaijutsu
Challenge, instead of losing 1 honor for refusing (or giving your
opponent 5 honor) you gain 2 or 3 honor instead. If your Wind is
not Naseru.

Perfect Cut. Not legal for Gen Con. I think this card will be great
against Sword bearers issuing Iaijutsu Challenges. Instead of
losing 7 or having your opponent gain 5, you gain 5. That is a
huge turn around. One of the few good solutions to that situation.
Pefect Cut is in the same category as Poisoned Weapon and
Kharmic Strike. Not as versatile as Poisoned Weapon, but it'll dig
you out of situations that PW can't and it doesn't have an honor
loss.

Decks. I think the best deck would be similar to my friend Rich's
deck. I'm not sure how much he is willing to share of his deck
with the list, but the general idea I have is to play an honor runner
with Nagoris and also run Time of War. Get the honor advantage
with Nagori, Deeds Not Words and Iaijutsu Challenges (if you
are duelling) and then if your opponent gains 5 a turn and you
are gaining 5 a turn (more on their turn with Nagoris) then you
will win the honor race. I'd say Kharmic Strikes too as Nagori and
Kimita will surely be challenged to Iaijutsu Challenges, and run
Kimita for Energy Transference and Touch of Death to kill their
Nagoris. Everything else is beefy defense: I don't think there is
any defense better than Temple of the New Tao, but I'm sure
there are other equally viable options.

Finally, duelling. Duelling is quite chancey in Gold Edition. There
are some great low focus cards in Gold Edition that you'll want to
play with, and it probably isn't worth sacrificing them so you'll
have higher focus values for duelling. Going first isn't so great
except against Lion, so you can afford to go low focus. Duels
aren't needed defensively, with To Do What We Must, Strength of
Purity, Outflank ,Temples of the New Tao, Terrains (Dispersive,
Entrapping), Two Graves and BSL etc... against a military deck
win one battle on defense and the game is yours.

Everyone have a great time at Gen Con!

Cheers,

Asahina Diasan
Crane Seer


	From:  jliang2@u... 
Date:  Fri Aug 31, 2001  1:22 am
Subject:  Re: Terrains - How Good Are They

	--- In CraneClan@y..., "Kakita Yasuyo" <yasuyo@a...> wrote:
snip

>
> Then there is Torrential Rain and Flattery both of which do the
same thing
> as Entrapping terrain, and both of which are harder to stop and
have better
> focus values to go with the rest of the deck.
>

snip

>
> So what do people think - Terrains good or bad?
>

I no longer care about focus value in my Crane deck. The way to win
duels in Gold Edition is not through superior focus value, but
raising your chi with Strength of Purity/ Celestial Sword/ Bitter/
Golden Obi of the Sun Goddess. There are too many great low focus
value cards (Strength of Purity, Fall on Your Knees) to care about
maintaining a high average focus. Especially once A Perfect Cut is
legal. A couple of 4's and Strike of Flowing Water is all you need.

One Terrain that no one has mentioned, but that I find is absolutely
fantastic is Dispersive Terrain. Out forcing the attacking army is
the single greatest way to turn around the game, and Dispersive
Terrain will let you do that, barring Stand Against the Waves. So I
think Dispersive is the No. 1 Terrain in Gold Edition.

Entrapping is nice, but buying one turn is not as important in Gold
Edition because it will rarely win you the game anymore. You've got
to destroy your opponent's force, not just avoid getting run over for
a turn. Entrapping has 3 great strengths in Gold Edition: 1. against
Stand Against the Waves, it saves your army. 2. It combines with
Ranged Attacks well. 3. For situations where your army is bowed out
(Retirement, Imperial Funeral).

Finally, Come One at a Time is also strong enough to win the game for
you in some situations. If you are down to your last province though,
defending with 1 guy for 1 terrain is probably much too risky.

The Scout means that some ranged attacking strenght should be
considered in decks running Terrains.

Cheers,

Asahina Daisan
Crane Seer

	From:  jliang2@u... 
Date:  Mon Sep 3, 2001  12:43 pm
Subject:  Solution to the Yasuki War?

	I think one way we can have a peaceful solution to the Yasuki War
would be to play Crane/ Crab alliance decks with the new Yasuki
stronghold. Show that we can share the provinces peacefully! You
could name Crab or Crane depending on your opponent. Alliance the
other clan, Oath, etc... Crab are better defenders/ attrition w/ Yu,
and Crane are better duellers for Iaijutsu action.

Yasuki Estates

Dynasty:
Doji Kurohito exp
Daidoji Rekai exp2
Kakita Kaiten exp
3 Yasuki Hachi?
Doji Yasuyo?
3 Yasuki Heikichi?
3 Asahina Sekawa?
Hida Kuon exp
3 Hida Kuroda
3 Hida Reiha
2 Hida Hio

3 Silk Works
3 Hiruma Dojo
2 Small Farms
2 Fantastic Gardens
3 Poorly Placed Gardens
Alliance
Imperial Gift
Welcome Home

Fate:
Celestial Sword of the Crab
Celestial Sword of the Crane
Bitter
3 He's Mine!
3 A Perfect Cut
3 Oath of Fealty
3 Focus
3 Dead Eyes?
Test of Mights?
Iaijutsu Duel?

Just an idea, help me out here;)

Cheers,

Asahina Daisan
Crane Seer

	From:  jliang2@u... 
Date:  Mon Sep 10, 2001  7:17 pm
Subject:  Naming the True Evil

	I, Asahina Daisan, as a member of my family, the Asahina, and my
clan, the Crane, hereby recognize that my true purpose is not to
fight my kinsmen, the Crane. My true purpose is not to fight the
Crab, or the Unicorn, Dragon, Lion, Mantis, Nezumi or Scorpion.

I recognize that the name of my true enemy is the Shadowlands.

Therefore, this I vow:

Until the Shadowlands are no longer the most powerful clan in the
Gold Environment, I will not play Deeds, Not Words in any tournament
Crane deck. Instead, all the Deeds, Not Words which would have gone
into my decks will be replaced by either Through the Flames or For
the Empire! Let the minions of darkness feel the bite of my Kakita
blade and the wrath of my Kakita soul. In conflicts with the other
samurai of the other clans, let the more prepared prevail. In
conflicts with my own clansmen, let the more honorable between us
prevail.

To all my other kinsmen who recognize the Shadowlands as the true
enemy, and to all the other honorable samurai of the other clans, you
too are welcome to take this vow.

I hope for this point forth, our weapons and resources will be
directed towards the true enemy, and not towards ourselves.

Cheers,

Asahina Daisan
Crane Seer


	From:  jliang2@u... 
Date:  Wed Sep 12, 2001  1:47 am
Subject:  Re: I never imagined...(offtopic)

	All this has been just so crazy. I did not really wish to write any
posts for L5R today and probably wont post again for a couple of
days, simply because it seems so irrelevant right now. So Jay, I'll
reply to your multiplayer post in a couple of days, don't worry, I
wont forget about it.

Before I take a couple days hiatus, I'd like to thank everyone who
has supported Asahina Daisan's vow to fight the Shadowlands. OOC, I
hope everyone understands that I am not trying to create a storyline
effect, and its not a commentary on the Crab/ Crane War at all.
Instead, I am simply vowing that until Shadowlands are no longer the
best, Shadowlands will be the only metagame to be found in my
tournament decks. Its pretty dumb for me to pack Deeds and metagame
against other honor runners when those cards do nothing against what
is by far the strongest clan right now. I think Honor v. Honor
metagame is definitely interesting and an important and skillful
aspect of deck construction, and indeed probably necessary for non-
Crane honor runners to win against Cranes, but I hope (and thanks to
everyone who agreed) that metagame against the Shadowlands is much
more important and intelligent. I'm so sorry to have posted this
after what happened yesterday, but I had planned on clarifying that
and all.

So everyone take care of themselves, especially for the next few
days! My prayers are with you, my L5R family and your families and
loved ones.

Sincerely,

Jason Liang
Asahina Daisan

--- In CraneClan@y..., damian_silverblade@h... wrote:
> I never imagined mankind could sink so low...
>
> *stares at the World Trade Center, the pentagon, and who know what
> else yet*
>
> I would like to call for us all to stop fighting over a game for a
> few hours, as a sign of respect for the numerous people who just
lost
> their life, or their loved one. Perhaps there were members of the
L5R
> community in there, I don't know. I don't even know if there were
> friends of mine in there.
>
> So please people, call off the fighting over Crab and Crane for
today.
>
> Even if you don't want to do it to honor them, there are much more
> important events going on.
>
> Kakita Himoto
> Badly Shaken Crane. Very badly shaken.


	From:  jliang2@u... 
Date:  Wed Sep 12, 2001  2:04 am
Subject:  New Roll Call (Please Reply)

	Dearest everyone,

It would ease my mind for everyone to reply on their situation so I
have some assurance that everyone is okay. I am blessed to be able to
say that I was not personally affected by yesterday's terrorist
attacks, but I would feel lousy to be feeling so unaffected if there
is someone I knew who is no longer with us.

Again, my thoughts and prayers are with everyone,

Sincerely,

Jason Liang

	From:  jliang2@u... 
Date:  Wed Sep 12, 2001  3:21 pm
Subject:  Neutral Ground NY Update

	I'm not sure how many of these people played L5R, most of them I
recognized as Magic players. I think www.neutralground.com will
update this list once in a while so that is a good place to check for
updated info.

From www.neutralground.com:

<<

Neutral Ground Online is temporarily closed because of recent events.
Our thoughts and our hearts go out to those who were injured and
killed. We want to salute the thousands of rescue workers and
everyday New Yorkers who went beyond the call in this trying time.
This is a time for temperance and healing and not a time for
accusations or recriminations.

For those of you concerned about Neutral Ground regulars who live and
work in New York; here is a list of people that I have heard from and
know are ok:

Alex Shvartsman
Al Tran
Andrew Dias-Matos
Brian David-Marshall
Brook North
Cary Newberger
Chris Pikula
Damon Samuel
Darren Chun
Dave Price
Don Lim
Eric Kessleman
Hogan Long
Illya Kreer
Jeff Wu
John Healy
Matt Wang
Mike Aten
Mike Flores
Mike Pustilnik
Mike Short
Nick Watkins
Paul Jordan
Paul Leicht
Rich Fein
Rob Pisano
Scott McCord
Sayan Bhattacharyya
Vince Kozlowski
Wayne Rosen
Zvi Mowshowitz



If you are a Neutral Ground regular that I don't know, who worked in
the area and are not on this list please email me.

Peace,
Hogan Long
hogan@n...

>>

Sincerely,

Jason Liang
Asahina Daisan

	From:  jliang2@u... 
Date:  Sat Oct 6, 2001  2:15 am
Subject:  Daidoji Iron Fortress deck

	Dearest everyone,

I am just back from my store's weekly Iaijutsu Duel single
elimination gold tournament, where my new Daidoji Iron Fortress deck
took first place, beating 2 Lion decks, a Spawning Grounds deck and
our store's best player playing Ratling. Went honor vs Horde, Lion
and Ratling (admittedly he had a horrible start) and Rensei went
military all the way on another Lion player during the finals with
Doji House Guard. Thanks to Pat, Chris, Jason and Kevin for the great
games!

I'm just posting because I truly believe Daidoji is the strongest
crane stronghold right now.

Deck list:

Crane Mighty Mouse

Stronghold: Iron Fortress of the Daidoji
Wind: Toturi Sezaru

Dynasty:
Kakita Rensei
Daidoji Rekai exp2
Doji Kurohito exp
Kakita Kaiten exp
Akodo Ginawa exp4
Ki Rin
3 Doji Kurohito
3 Kakita Kyruko
3 Daidoji Hachi
3 Daidoji Megumi
Emperor's Underhand (with errata)
3 Marketplace
3 Jade Works
3 Hiruma Dojo
1 Sanctified Temple
1 Port
2 Small Farm
2 Historian
2 Mapped Region (used 0 times)
1 Temples of the New Tao
Imperial Gift
In Time of War (really considering taking it out)
Welcome Home

Fate:
Celestial Sword of the Crane
Bitter
2 Naginata
Hunting Tiger
Doji House Guard
Empress Guard
2 For the Empire
1 To Do What We Must
3 Strength of Purity
3 Iaijutsu Duel
3 Superior Tactics
3 Come One at a Time
2 Dispersive Terrain
3 Fall on Your Knees
2 Ovefconfidence
3 Call to Arms
2 Enough Talk!
2 Kakita Technique
3 Strike of Flowing Water
2 A Perfect Cut
Ring of the Void

Notes:
a. Almost made the deck: Through the Flames, Golden Obi of the Sun
Goddess, Doji Yasuyo.

b. # of times Daidoji Iron Fortress duelling ability was used: 2

c. # of times Daidoji Iron FOrtress duelling ability was accepted: 0

d. # of times Kurohito issued his special duel: 0

e. # of times Megumi cut someone in half with Kakita Technique: 1 (vs
the great white rat)

f. # of times Come One at a Time was used: 0

g. # of times Kyruko got Bitter: 2

h. # of times I emptied my hand: 0

i. # of Iaijutsu Duels Rensei issued: 5

j. # of Iaijutsu Duels Rensei lost: 0

k. # of times Fall on Your Knees cancelled Sneak Attack: 7

Kryuko was pretty ineffective the whole game, but there isn't much
better than her for DIF (maybe Yasuyo). I think her ability can be
great, but don't plan around it.

Also, I wish I still had a copy of Reju exp2 but I don't he'd
probably be in there otherwise.

Cheers,

Asahina Daisan
Crane Seer


	From:  "Brandon Flores" <protomew@h...> 
Date:  Sat Oct 6, 2001  10:31 am
Subject:  Re: [CraneClan] Daidoji Iron Fortress deck

	
I'll agree in that Daidoji is Crane's best deck ATM. If you want any more
proof, let's look at the difference between YP/KS and IF when it comes to
early personalities, since it's rare that we ever get outhonored.

Palaces/Shiro (5 PS): Atoshi, Nagori, Kimita
Fortress (6 PS): Hachi, Megumi, Kimita

Gee, which lineup looks a little more stable to you?

Granted, you lose the economy of Shiro. Would you truly lose the whole
"going first" aspect? Let's see (stereotypically speaking, barring
Takes)...

Lion: They went first before, that's nothing new.

Phoenix: They went first most of the time, even out of Towers.

Scorpion/Horde: You've still got them.

Unicorn/Dragon: Against their popular strongholds, cut and pray. Even then,
these games are close with or without going first. Your box duel should
prove the clincher vs. the Horses (along with the 6 PS). Against the
Dragon, your PH should carry you.

Crab: You should outrun them and even outcut them, problem is having all the
answer to all of their military tricks. Your mileage may vary.

Crane: If it's a smart Shiro, they'll outrun you. Then again, not all
Cranes are smart. If they were, the hype crated behind the "power of the
Crane" would have generated more than a storyline win in another freakin'
country.

Rats: If I need to explain...

Anyhow, on to other thoughts. I'll be damned if I tell someone to change
their deck after they win a tournament.

Wind choices: It's pretty simple. Which wind makes your life easier under
most cases? Tsudao does the job against all the low honor clans without
chancing bum draws through Sezaru. Extra cards are nice and all, but I'd
rather know I have an answer for something attacking me every turn. She may
be useless against the higher honor clans, but then again so is Sezaru.
He's only useful vs. other honor, and they have a jump on you to begin with.

Another quick note, Ki-Rin costs 3G. I've found that not only is the 15HR
much slower to hit, but the gold cost makes me wince even though it's
paltry. It's just not the same as free.

Personality schemes I've found work best with a "meager" 16 people. Megumi,
Hachi, Kurohito, Sekawa, then the Uniques of Handen, Kurohito Exp, Rekai
Exp2 and Reju Exp2. Which also leads me to using Campsites, the extra cards
(even if it's just one or two) present an advantage your opponent isn't too
keen on handling. I'd run Temples of the New Tao but I've been prone to
sending Shugenja to block.

Now for controlling other honor, that's a little secret I'll keep to myself.

When it comes to fateside and "duel trickery", here's a couple notes.

-"A Perfect Cut" (the card) won't be legal until An Oni's Fury. Boo!
-Kakita Technique doesn't stop the Shosuro Techniques or Poisoned Weapons.
I've found it...not so good.
-Strike of Flowing Water works in drawn out duels, which I'm finding are
harder and harder to come by. People would rather salvage their hand and
win the battle than get sucked in.

Other notes, the attrition Fate works well in Daidoji in that with Tsudao +
SH, people figure they're losing two attackers per turn. In my games, even
against honor, I've used the SH 2-3 times per game.

That's about it. I'm taking my pile out to Sacramento to play next weekend
at their One Heart (a haul from Milwaukee, I need a road trip). We'll see
how it holds up vs. some of the quicker (read: Non-SoCal *snicker*) players.
Otherwise, mine's been a haus in tests.


Brandon "Hawke" Flores
Chuda Haikazu, Raving Poet
Soul of Rezan * Samurai * Ninja
DEG Central, Rikugunshokan of the Dynasty


8/23//2001

Kakita Shijin

0 Force, 2 Chi, 3 Personal Honor

6 Honor Requirement, 3 Gold Cost

Crane Clan Poet

Reaction: Bow immediately after one of your personalities has been

destroyed. You gain honor equal to the Personality's current Personal Honor.

He's the man that defines Crane in Open. Just as Lions love their Gohei,

Unicorn love their Kammoko, Horde love their Moto Tsume (or Evil Portents

how you will), Crane love Shijin. Its surprisingly not obvious why this card

stands in the same league as powerhausi like Gohei, Kammoko and Tsume. His

stats do not scream province killer (despite a very funny promo AEG put out

around Crimson and Jade which claimed Shijin + 2 Strength of Purity was a

killer combo to take 3rd turn provinces). But Shijin alone makes Personal

Honor an important stat comparable to chi and force, and in some forms of

Crane decks Personal Honor becomes a personality's most important

characteristic. Shijin is the one card that let Crane survive in a world

filled with Goheis and Kammoko (well, him and Avoid Fates).

Shijin has a historic significance which each Crane should know: he created

a new way to play Crane. Instead of gaining honor by simply bowing holdings

(or the Crane stronghold) and the only determining factor of winning being

able to bring out enough defenders to hold off military decks, Shijin made

interaction the fastest way to gain honor. The easiest way for your units to

get killed is in battle. Shijin gave Crane the edge in attrition. Instead of

fearing military decks, Shijin changed the Crane so that they welcomed

playing against military. This is reflected by the fact that Shijin is

weakest against non- interactive decks. In my opinion, Exploding Crane or

Iron Crane are still the most interactive and fun ways of playing this clan.

Shijin enabled so many cards to be viable to Crane that would have otherwise

been filler: certainly To Do What We Must and Ambush are quality, but not so

some of the other cards you might find in an Exploding Crane deck: Lady

Kitsune, Mountains of the Phoenix, Arrival of the Emerald Champion, A Soul

of Thunder, Remember What You Have Seen, Kolat Bodyguard.

Shijin altered the destiny of the Crane Clan forever. Dragon- Crane and

Holding Crane became Exploding Crane and Iron Crane, which gave rise to

Rekai and Kuwannan. I think most of the hardcore grass roots Crane players

didn't have Shrine Crane as their first Crane deck: it was Iron Crane or

Exploding Crane. Shijin made his mark on the Crane Clan, and his presence

insures the Crane's viability in Open.

Cheers,

Asahina Daisan

Crane Seer

8/23/2001

The most under rated, under utilised card ever?

Kolat Bodyguard

+1 Force, +2 Chi

5 gold cost, 3 focus value

follower. You may attach this follower to a Personality controlled by

another player. Any player may bow one of their Personalities as a Limited

action to challenge this Personality to a duel that cannot be refused. A

player my only perform this action once per turn.

Well, maybe not. Kolat Bodyguard is not for every clan and every deck. But

he is almost never played by the clan that should be using him or at least

considering him in every deck: Crane honor runners.

Attached to your personality, the Kolat Bodyguard is a Naginata for 5 gold

that counts as a follower. Which means you get a dueller that wont be bowed

in battle by Stand Against the Waves or shot down by Arrows From the Woods.

You get both the benefits of a Naginata and a follower. You get the 2 chi

bonus to protect your Personality from Evil Portents, Kolat Master and Kolat

Assassin. Your opponent would be smart not utilizing that challenge

option...

Attached to your opponent's personality, at the most basic as long as you

have a good dueller you get Kolat Assassin at half the gold cost and no

honor loss. If you have Kakita Shijins out, you gain a way of utilising your

Shijins every turn, something very few decks can overcome. Finally,

attaching an infantry follower negates cavalry units such as Matsu Agetoki

and Moto Gaheris (not Kammoko, which surprises me that a Unicorn personality

can't attach a Kolat follower).

Kolat Bodyguard has a versatility not usually seen in fate cards, especially

powerful PK fate cards. Most decks are better off running a couple of

followers anyway, and the Bodyguard does quadruple duty as a Naginata, a

Follower, PK and tech.

Cheers,

Asahina Daisan

Crane Seer

	From:  [image: image1.png]




 HYPERLINK "http://groups.yahoo.com/group/CraneClan/post?postID=TOyAXRsG2JRF3igrIT_NUpHFOBGNAuZ8VCnPNhjM4NI9VOVcF6DfidwEU5BlYfF-ODgn6SnvCiLMshxG2nXhFXh1R7g" jliang2@u... 
Date:  Wed Oct 24, 2001  8:23 pm
Subject:  Question for Rich [RICH]

	First, I must make clear that although my question might sound
inflammatory, angry, satirical or rhetorical, but its not. I don't
mind the contents of our latest clan letter: it is very in chracter
for Kurohito. I don't mind Kurohito either: he is as strong, noble,
intelligent and cultured a champion as the other ones we've had, and
the Dragon, Scorpion and Crab would be lucky to have had champions as
strong. Finally, I don't mind the (predicted) results of Black Crane
Palace: although I feel that the multiplayer format really prevented
the Crane from winning it over the Crab, its likely that a straight
tournament format would have been biased against the Crab given how
pathetic they are in the current environment.

So my question: how do I express myself as an obedient Crane player
in a tournament?

See, here is what I can do. I can challenge Crab players every round
of every tournament I'm in, and I have no doubt that I will win each
and every one of those challenges. I can play with cards
that "metagame" against the Crab to demonstrate my commitment to the
war, even if I don't really need to. I can even play with
filler "storyline" cards that have anti- Crab stroyline implications.
But if I (and the majority of Crane players) do that, the Shadowlands
will walk away with every single tournament from now until the end of
the Gold Environment. Because emprically as it stands, Crane and
Horde are the strongest clans in Gold Edition, and the only clans
that can reliably beat Shadowlands are Crane with dedicated anti
Horde metagame, Lion with dedicated anti Horde metagame and Ratling.

So I don't mind turning my attention from the Horde to the Crab. In
fact, I LOVE playing against Crab players. I love kicking their
pathetic butts. Crab is the clan I love playing against most in all
of Gold Edition. And I will lose against Horde and not win the
tournament and I dont mind that at all. But the real consequence will
be that Horde will win every tournament and you'll have to deal with
the consequences of that.

Cheers,

Asahina Daisan
Crane Seer
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Date:  Wed Oct 24, 2001  8:36 pm
Subject:  Lets Do as Our Champion Commands and HATE the Crab

	A few weeks ago I decided to dedicate my decks to hate the
Shadowlands.

Our Champion Kurohito has decreed in the Crane letter that the Crab
should be our primary focus.

Here are my thoughts.

There is NO WAY the Crab can win the Yasuki War. When it comes down
to it, there is no way (except in multiplayer) that Crabs can beat
Cranes in Gold Edition, mano y mano. Their stronghold, their economy,
and their personality base are just too PATHETIC compared to ours. A
deck from their best stronghold has no chance against a deck from our
worst stronghold. They need to metagame against Crane just to have a
chance. If we metagamed against them, they would be totally hosed.

So here is what I propose.

Metagame against Crab.

In every tournament, every game, challenge the Crab and crush them.

Piss off the Crab players in your area. Be an asshole. Let them know
that every round of every tournament, all they will fight are Crane
and they will not win a single game. Make the game not fun for them
to play. After losing week after week, I am confident that they will
not want to play and will even want to quit the game. Or if they like
it and are masochistic they will join the Dragon.

The point is, make THEM, the Crab, not want to fight this war
anymore. We shouldn't be the ones complaining about ending the war.
We have the better decks. We are in the stronger position. THEY
should be the ones trying to negotiate peace, because they are going
to get their butts kicked. Make them complain to Rich, let them
threaten to end the war or they will quit the game.

If the Crab players get angry at you, point to your Crane letter and
tell them to take it up with AEG. As far as I'm concerned, that is
what our Champion has told us we should be doing, and what AEG is
telling us we should be doing. Its just how I interpret our last
letter. Crabs do not respect weakness. This war will end when THEY
(which I see to be the Crabs and the story Kami) want it to end. It
is our duty to hate the Crab so much that they will want this stupid
war to end, and then we can all get back to hating the Horde again.

Cheers,

Asahina Daisan
Crane Seer
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Date:  Thu Oct 25, 2001  1:35 pm
Subject:  Re: Lets Do as Our Champion Commands and HATE the Crab

	--- In CraneClan@y..., nickj@e... wrote:

> [SNIP]
> > In every tournament, every game, challenge the Crab and crush
them.
>
> OK...
>
> > Piss off the Crab players in your area. Be an asshole.
> [SNIP]
>
> Nope...now you blew it. Why can't we have fun winning as good
> sportsman? Does winning have to be evil? If you want to take your
> real world pacificm to this level you might want to pick up a
> different game.

I don't mean to play without sportsman conduct. I mean make the Crab
players in your area DREAD coming to tournaments and playing Crab
because if they do they are going to get their ass wupped. Make them
so angry and frustrated that they change clans. And when they ask you
WHY you are doing this, your reason is this is AEG's mandate to the
Crane players. Winning the Yasuki lands and humiliating the Crab
should be our primary goal.

> > The point is, make THEM, the Crab, not want to fight this war
> > anymore. We shouldn't be the ones complaining about ending the
war.
> > We have the better decks. We are in the stronger position. THEY
> > should be the ones trying to negotiate peace, because they are
going
> > to get their butts kicked. Make them complain to Rich, let them
> > threaten to end the war or they will quit the game.
>
> That just sounds trite, and I hope, since it crosses over from Game
to
> Real, that its a joke.
>

Well, its not a joke. The Crab player in my area HATES Gold Edition
because Crab can't compete with Crane. He doesn't have O- Ushi Sensei
which is why Crab are viable in Open. He doesn't play in the Gold
Environment tournaments anymore. Its pretty stupid I think for the
story to be pitting players against eachother with such animosity as
this story has done. The story has made it NOT FUN to play Crab or
Crane, for different reasons.

The Crab players ARE being assholes, BTW. The way I interpret the
clan letter, Kurohito is giving us permission to be assholes right
back. I find it FUN to crush trash- talking Crab players. However,
its more fun being the asshole with the bigger beatsticks. The Crab
are so stupid that they pick a fight that THEY CAN'T WIN. We need to
make them learn that painful lesson. Like Kaiten said, we need to
teach them to go back hiding behind their shells.

Cheers,

Asahina Daisan
Crane Seer
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 HYPERLINK "http://groups.yahoo.com/group/CraneClan/post?postID=EGDuNcZgiS6VlEqiFCpHZRfoKZwq_HUM09a4QplfiiO47rr8mI14xrp0mH65F3zoRyP34i4Qiy3ySJhQ2Nj-389M" jliang2@u... 
Date:  Thu Oct 25, 2001  4:20 pm
Subject:  Re: Lets Do as Our Champion Commands and HATE the Crab

	--- In CraneClan@y..., "Peter Bilodeau" <ppb@g...> wrote:
snip

> Wow, I think it's time for some perspective here. You can't be so
> naive as to think that personalizing this to the point where you
> can't draw a distinction between the "Crab" and the "Crab players"

The Crab PLAYERS are the ones making all the noise. Its not Kuon who
is telling Crabs to commit sepukku. They HATE us. They are the ones
who need to learn a lesson. Perhaps once they understand how it feels
to be HATED they will be less vocal about war.

as
> the target of your campaign of humiliation is anything BUT poor
> sportsmanship. Being an asshole to other players does not enrich
the
> game for you or anyone else.

As a Crane I agree with you completely. But the point is that a lot
of Crab PLAYERS don't see it that way. Explain your point about being
an asshole not enriching the game to CRAB PLAYERS.

First: it seems to me that ironically, Crabs in the storyline and
Crab players are often VERY similar. They don't respect anything
except strength.

Second: I know that there ARE many nice Crab players out there. But:
there are a ton of asshole Crab players out there and they are much
louder than the nice Crab players. I have not yet read a single Crab
post trying to negotiate peace. Second: there are some asshole Crane
players out there too (and I'm starting to turn into one of them) but
the majority of Crane players I've met are nice players and most Crab
players still treat them like dirt.

Crab players need to change their perspective. They have to treat
Crane players with more respect. Just because their storyline persona
are savages who hate Cranes doesn't mean that they should treat Crane
players the way they do in tournaments and on the mailing lists. We
have to teach the Crab how it feels to be on the receiving end of the
hurt stick.

Driving people from the game just
> drives people from the game. There's no moral victory there, and
it
> certainly doesn't help the storyline get better.
>

I think you should treat your opponent courteously. Even Crabs. What
I mean about being an asshole is challenging them in every
tournament, every round. For me, that is NOT a nice thing to do. Like
the saying goes, "Pick on someone your own size." Which for us SHOULD
be the Horde of the Lion. But AEG is telling us that our fight is
with the kiddies. Say you are playing basketball. Usually people pick
eachother up by height or skill. But what if you aren't so good (the
Crab) and the other team's best player insists on guarding you (the
Crane)? You never get the ball, you never make a shot, you look
foolish. You don't have a good time. For me that is unsportsmanlike
and being an asshole, but that is what AEG is telling us we should
do, and that seems to me the only way to end this stupid war (force
the Crab players into capitulation).

We've got to teach the Crab players a lesson about respect. For some
reason they don't respect the brokenness of Kosaten Shiro. It would
be wise for them to learn that lesson. And its best for both Crane
and Crab PLAYERS that this war be over as quickly as possible.

I think reading Kaori's thoughts really got to me. At that point this
war stopped being a silly plot point and started to turn into a
glimpse of what is wrong with this game. I want L5R to be the best
CCG ever, and one thing we need to change is to make sure that all
players respect each other.

Cheers,

Asahina Daisan
Crane Seer
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Date:  Thu Oct 25, 2001  4:32 pm
Subject:  Re: Lets Do as Our Champion Commands and HATE the Crab

	--- In CraneClan@y..., nickj@e... wrote:
snip

>
> "Pissing people off" is by definition unsportsmanlike. I like the
> Crab/Crane war. I think its good for the story, but I don't see
> taking it into the real world as a good idea.
>

Read Kaori's OOC post. I don't think taking the STORYLINE too serious
is good either, but tell that to the Crab players.

> > Well, its not a joke. The Crab player in my area HATES Gold
Edition
> > because Crab can't compete with Crane. He doesn't have O- Ushi
> Sensei
> > which is why Crab are viable in Open. He doesn't play in the Gold
> > Environment tournaments anymore. Its pretty stupid I think for
the
> > story to be pitting players against eachother with such animosity
as
> > this story has done. The story has made it NOT FUN to play Crab
or
> > Crane, for different reasons.
>
> Umm...your Crab friend sounds more frustrated at *duelling* that
the
> GE. If so, he should meta-defend against duels. I've built some
> solit Crab Honor AND Military decks. The stats produced by Scott a
> while back didn't show Crab that far behind.
>
> Dead eyes for example is an *awesome* card in Crab hands. Its the
> mini-wedge.
>

As Crane players, we would LIKE to believe that Kosaten Shiro is not
one of the two broken strongholds in Gold Edition, but 8 other clans
disagree with us. The Crab have some good things going for them:
Utagu, Poorly Placed Gardens, Dead Eyes, Kuroda, Outmaneuvered by
Force among others... but they are PATHETIC compared to us. Crab
Military: corrupt or honorable, too slow to beat a Crane's defense.
Crab Honor: has almost NO advantages compared to Crane honor, can't
even defend as well as we can. They don't have a personality base
made for defense/ honor. We have the perfect personality base for it,
as well as the perfect stronghold for it. Crab decks simply DIE to
Crane honor/ dishonor. The honor runners MUST run Utagu, who is duel
bait.

> The story line, in developing conflict in a game, has not in any
way
> made the game not fun. If anything it has done the exact opposite.
>
> > The Crab players ARE being assholes, BTW. The way I interpret the
> > clan letter, Kurohito is giving us permission to be assholes
right
> > back.
>
> Um, again, haven't had that experience. I've enjoyed some banter
with
> the Crab, but not hostility against *me*.
>

Then its lucky for you.

> > I find it FUN to crush trash- talking Crab players. However,
> > its more fun being the asshole with the bigger beatsticks. The
Crab
> > are so stupid that they pick a fight that THEY CAN'T WIN.
>
> I think they *can* win it, which makes it fun. I think our
internal
> indecision is gonna' kill us.
>
> > We need to
> > make them learn that painful lesson. Like Kaiten said, we need to
> > teach them to go back hiding behind their shells.
>
> Learn, in the game, sure. I'm all with you.

If you feel that its a fair fight, then there is nothing being an
asshole about challenging Crab players every round of every
tournament. I don't feel like its a fair fight, which is why I'd feel
like I'm being an asshole if I did it.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image6.png]




 HYPERLINK "http://groups.yahoo.com/group/CraneClan/post?postID=JejIrYwqdNGA9tKClWtiSCCcjlyRHUTHQrriMfI9nwuxdF5P0H6ZcpkdLSiL1UqNKqWE8UlBIbPW6xD9RY2lniTSiC7R5Q" jliang2@u... 
Date:  Fri Oct 26, 2001  12:07 pm
Subject:  Re: Lets Do as Our Champion Commands and HATE the Crab

	--- In CraneClan@y..., "Peter Bilodeau" <ppb@g...> wrote:
> --- In CraneClan@y..., jliang2@u... wrote:
> > The Crab PLAYERS are the ones making all the noise.
>
> You pack a lot of conviction for a player who has said he knows ONE
> local Crab... one who you have incidentally decided to drive out of
> the game or at least to change clans.
>

First: my local Crab player, Kellen Walker, is NOT what I mean by an
asshole Crab player. Yes, he really hates Crane in the storyline and
wants to beat Crane players in tournaments, with prejudice. But he
doesn't hate players simply because they play Crane (although he
dislikes people playing Crane).

Second: I've met many Crab players at major tournaments. In
comparison to representatives of the other clans (especially Horde) a
lot of them come off as mean and antagonist towards the Crane.

Third: I did not DECIDE to drive my local Crab player out of the
game. He formed his opinion of Gold Edition and the Gold Environment
LONG before this thread. Its stupid for the storyline to set up two
sides against eachother where one in the CCG is superior in so many
areas to the other side.

snip

> > First: it seems to me that ironically, Crabs in the storyline and
> > Crab players are often VERY similar. They don't respect anything
> > except strength.
>
> This is perhaps one of the most ignorant assumptions I've seen made
> on this or any other list. It's roughly the equivalent of saying
> that Crane players are most often whiney, arrogant prigs who are
> obsessed with their own well-being. Either statement is pretty
> ludicrous.
>

I did not say all Crab players. I said Ironically, often VERY
similar. Which is from MY experience. Which is not a limited,
regional experience. Crane players as seen from this mailing list do
often whine BTW. Much more so than their IC counterparts. There is no
IC basis there.

snip

>
> Methinks you are mixing up online IC exchanges for reality again.
> I've been to tournaments all over the northeast, and the worst I've
> heard from either side is good natured bantering or mutual
> consolation over the storyline.

But I've experienced worse.

Are there arses on the lists? or on
> IRC? Absolutely, and I personally have issues with a couple of
> people on the Crab list.
>

Are there Crab arses in tournaments? Yes. Are there so many of them
that their behavior detracts from the game? Yes.

> Now, the question you need to ask is, should you deliberately turn
> into an arse yourself because of the behavior of a small minority?
>

Good question. What is another way to change what is wrong with this
game?

> The majority of Rings players I've met, regardless of what faction
> they're drawn towards, are pretty cool people.

I agree. Which is why the conduct of a number of Crab players stand
out.

I've yet to come
> across this weird player factionism you say is so rampant. The way
> you talk, it's as though you're playing with a bunch of street
gangs
> who whack each other with SoBe bottles when someone wearing the
wrong
> colors shows up.
>

I know, its awful. Its not the way this game should be played.

snip

Challenge them because it's in keeping with the story and
> because the two of you might actually have some fun as a result.

Its more like a chore.

If
> you're incapable of doing that, you might consider a break from the
> game because you're not having fun anymore.
>
>

But I love this game. I want it to be better.

snip

Most everyone complains
> about the brokenness of Kosaten Shiro in this environment, even a
lot
> of Crane players. They do this about as often as they complain
about
> the Gold Shadowlands. What's your point?
>
> Minor point, though (and I make a lot of minor points): You're
still
> working at cross purposes with yourself. The "brokenness" of a SH,
> clan, or decktype is not the way to earn respect of other players.
> Sure, you win a lot, but there's a lingering suspicion that it has
> more to do with the broken box than it does with your own skill.
> That's when you start getting accused of "cheese

I just don't understand why the Crab players are SO actively pro-
war. They are not going to get anything good out of this. The only
result is a sound beating by Crane players at tournaments. Who wants
to play against Crane? Its probably more fun (less stressful) to play
against Horde. Have the Crab come CLOSE to winning a major tournament
yet?


>
> > It would be wise for them to learn that lesson. And its best for
> both Crane and Crab PLAYERS that this war be over as quickly as
> possible.
>
> Why? You're not starving. I'm not getting cut down. No one is
> dying, getting maimed, or otherwise suffering as a result of this
> fictional war. We all get to play a game that has a dynamic story
> that players get to affect. Often, I think players get to affect
it
> a little too much. More often, I think they take it WAY too
> seriously.
>

For Crane players, because other players are starting to hate us for
screwing with the storyline (when we haven't done anything to affect
it). For Crab players, so they don't have to challenge (or be
challenged by) Crane players all the time which will help how they do
in tournaments and thus enjoy the game more.

snip

> > I want L5R to be the best CCG ever, and one thing we need to
> change is to make sure that all players respect each other.
>
> And you intend to achieve this by showing a singular lack of
respect
> for the players of one of the Clans. Am I the only one who
> recognizes the sheer and utter hypocrisy of this?

I guess I am being hyprocritical, but it is hard to respect some of
the Crab players when they behave so horribly.

Cheers,

Asahina Daisan
Crane Seer
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Date:  Fri Oct 26, 2001  3:17 pm
Subject:  Re: Lets Do as Our Champion Commands and HATE the Crab

	--- In CraneClan@y..., "Peter Bilodeau" <ppb@g...> wrote:
snip

> Crane clan or Crane players? Sorry, but I have to ask, are you
> certain that it wasn't just you that they were antagonistic to?
>
>

Not me. In one case they were making a new player (playing Crane)
feel really bad about playing Crane by calling Crane players bad
things and such. It was her first tournament and she wasn't expecting
the hostility and it was upseting both for her and for me to watch it.

> > I did not say all Crab players. I said Ironically, often VERY
> similar. Which is from MY experience.
>
> And you'll note that I didn't say all Crane players. You'll also
> note that I didn't actually voice the opinion. Instead, I pointed
> out that making generalizations about people based on their clans
is
> a pretty pointless exercise.
>

You'll note that I wrote "ironically." It would also be ironic if
Crane players reflected their IC personas. On the whole you are right
that generalizations don't work, but a suprising number of Crab
players I've met behave like assholes like their IC personas. No way
I can tell you why, I can only hypothesize that something about the
Crab Clan attracts a large number of asshole players.

> On the whole:
> Crab players are not barbarous
> Crane players are not vain
> Dragon players are not enlightened
> Lion players are not proud
> Phoenix players are not mysterious (and they cannot wield magic)
> Scorpion players are not sneaky
> Unicorn players don't ride horses
> Shadowlands players are not tainted
> Nezumi players are not rats
>
> And I'm still waiting for a list of Crab PLAYERS who hate Crane
> PLAYERS as universally as you say.
>
>

Sorry, can't make a list for you.

> > Which is not a limited, regional experience.
>
> Oooo, nice dig. Once again I must fall before your mightiness.
> Reports I've gotten from friends who have gone to GenCon, Origins,
> and others, though, seem to back my experience in New England up,
but
> maybe that's just because we're a little more laid back than you've
> appeared in this thread. <shrug>
>

I didn't mean that as a dig. I just mean to say that I have evidence
to believe that this isn't centered around my area, that is not just
one of two isolated Crab players but it seems from my experience that
it is many Crab players.

snip

> > > Now, the question you need to ask is, should you deliberately
> turn into an arse yourself because of the behavior of a small
> minority?
> >
> > Good question. What is another way to change what is wrong with
> this game?
>
> Lessee... How about not being an arse?
>
> Better suggestions... representing the best aspects of the clan you
> claim to represent? submitting cards or trying to become a
> playtester in an attempt to bring more balance to the game?
teaching
> new folks how to play?
>
> If you're going to insist on making it work, at least make it
> productive work. Wandering around with as much bile as you've
> displayed is just going to further sour you and everyone you target
> on the game and it's players.
>

How does doing what you suggest reduce player vs player hostility
based on Clan preference? I want to give the asshole Crab players a
reality check. I am led to believe that they wont ever change until
they understand what its like to come to a friendly tournament and
encounter unprovoked hostility.

> > I just don't understand why the Crab players are SO actively pro-
> war. They are not going to get anything good out of this. The only
> result is a sound beating by Crane players at tournaments. Who
wants
> to play against Crane?
>
> Ah, this question actually has a simple answer, which I offered in
my
> previous post. The Crab got handed a bum situation and decided to
> run with it. The players embraced the storyline and have advocated
> in-story armed resistance because there has yet to be a convincing
> argument from the other side that this is right and/or just.
>

Its spilled over to out of story behavior, at least on the Crab part.
I've seen it spill over on the Crane part too, but its not nearly as
bad as the Crabs.

> Random aside.... A long time ago, I voiced an opinion that it would
> be really cool if the Crane were given either a villainous or anti-
> heroic role, but I didn't think it would ever happen because there
> would be hardly any Cranes who'd be willing to take up the banner.
> I'm largely being proven right. Gods below, people, conflict
drives
> this story, and samurai drama often focuses on fall and redemption
> themes. The anti-heroes are generally at the center of it all, but
> it seems like that's become a place that no one has been willing to
> step up to. The Dragon botched their opportunity, and I think the
> Crane have gone a long way to botching theirs as well.
>

snip

But the Crane AREN'T the villains in the storyline! That would be
Daigotsu/ Onisu/ Kyoso no Oni/ Sahai. Rich has said all along that if
there IS anything to blame, it is on both Crab and Crane sides. The
two clans are equal in this.

> Incidentally, that's largely the attitude that Rekkai has taken in
> this.
>

No, Rekai is being a samurai about this. Players aren't samurai,
which is what a lot of people has said I was confusing in this thread.

>
> >Its probably more fun (less stressful) to play against Horde. Have
> the Crab come CLOSE to winning a major tournament yet?
>
> As my most highly regarded Yasuki friend pointed out, that's hardly
> the point. Blame the card base, and credit the players for how
well
> they've done in the face of such abominations as KS.
>
snip

> >For Crab players, so they don't have to challenge (or be
challenged
> by) Crane players all the time which will help how they do in
> tournaments and thus enjoy the game more.
>
> This makes no sense. The results of tournaments are not really
going
> to be any more affected by challenges (unless your TO runs his
events
> screwy), than they are by Crane just being in the mix. A 3-2
record
> is still a 3-2 record, and a 5-0 is more likely to advance to the
> finals.
>
>

Its easier to go 5-0 or even 3-2 when you don't face 3 or 4 Kosaten
Shiro decks. its more like the Crab are going 1-4 these days, with 3
of those losses to Kosaten Shiro. The challenges skew the
distribution, and what is worse all the Crane have high tie breaks
because they get the challenge wins early and have high tie breaks
because all their losses are against each other.

> > I guess I am being hyprocritical, but it is hard to respect some
of
> > the Crab players when they behave so horribly.
>
> I've noted that you said "some." Not "all" or "most" or even "more
> than any other faction" (at least not here.) Instead of dumping on
> Crab players or the players of any other single clan in general,
why
> don't you save your anger for the dickheads, whatever clan they
play?
>

By some I mean the Crab players who behave like assholes. Which on
your scale would be "more than any other faction." The Crabs because
they've taken it to a new low.

Cheers,

Asahina Daisan
Crane SEer
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Date:  Sun Oct 28, 2001  10:19 pm
Subject:  Re: Digest Number 613

	--- In CraneClan@y..., Rich Wulf <rwulf@m...> wrote:
snip

> >Piss off the Crab players in your area. Be an asshole.
>
> Not acceptable.
>
> PERIOD.
>

Noted. Personally, I like the play Kurohito in your deck suggestion
much, much better.

> >Let them know
> >that every round of every tournament, all they will fight are Crane
> >and they will not win a single game. Make the game not fun for them
> >to play. After losing week after week, I am confident that they
will
> >not want to play and will even want to quit the game. Or if they
like
> >it and are masochistic they will join the Dragon.
>
> I take very great offense to this suggestion, and hope dearly that
it
> is not serious. This is a game. People play to have fun. Getting
> angry in character is okay, but you shouldn't be taking pains to
piss
> people off in real life.
>

Ideally people play to have fun. But sometimes L5R goes beyond just a
game, a card game. Sometimes it is more than a card game in a good
way: community, sportsmanship, creativity, passion. I've never been
to Gen Con, but I am guessing that is what L5R Gen Con is all about.
Its the "soul" that L5R has that Magic doesn't have. L5R sells and
markets itself as more than the game itself. But more so with this
storyline than any other storyline thus far, L5R goes beyond a game
in a bad way: specifically the disrepectful and unsportsmanlike
conducted that I have observed Crab players treat Crane players,
especially since O- Ushi's death. I know that its mostly trash talk
for fun, and it WAS like that when Gold Edition first started (I
think everyone was just RELIEVED that L5R wasn't dead), but now it is
harassment and abuse. And I know from discussions in this forum that
it isn't everywhere and not the experience of every Crane player, but
I do think that the Crane players most vocal on this subject have not
experience this harassment and don't understand where I'm coming
from. I don't know WHY the Crab players I'm talking about treat Crane
players with so much directed malice: perhaps O- Ushi's death has
hurt their pride in the game and it spills over to their OOC
interactions, or perhaps they've always harbored these feeling and
the storyline now gives them an "outlet" to express them, or perhaps
its nothing nearly as dramatic as that. Maybe because their IC
counterparts care so little for honor that they feel they don't need
to hold themselves up to much of a standard in tournaments as well.

Magic doesn't have these type of problems because its just a game
(its got other problems like cheating and unsportsmanlike conduct for
highly competitive individuals, but that also results when Magic is
more than just a game, i.e. when there is money involved). L5R is
more than just a game. That is the nature of this product that AEG
sells, and AEG must deal with the consequences of that. AEG can't
claim that L5R is just a game and turn a blind eye to the problems
created when players take L5R as more than just a game when part of
the appeal that sells the game is that it is more than just a game
(the storyline, clan loyalty, etc). Remember the old tournament
system rewarded clan loyalty with the Clan Warlord and Standard
Bearer titles.

> You shouldn't make people want to quite the game. That's just
> immature and hurtful.
>

I know this. I just wish the Crab players (I'm talking about) knew it
as well.

snip

> >Make them complain to Rich, let them
> >threaten to end the war or they will quit the game.
>
>
> I think that you're seriously blurring and confusing the line
> between in character and out of character behavior, and if you are
> serious this is the sort of behavior that I *will not stand for.*
> Anyone playing a the game specifically to insult, harrass, or annoy
> another player is guilty of unsportsmanlike behavior and certainly
> has rather dubious honor.
>

Again, noted. I am not confusing IC and OOC behavior though. My
thoughts have absolutely no IC basis. IC my character is an Asahina
who doesn't care a koku about the Yasuki War: the Shadowlands are the
enemy. OOC I don't care much about the Yasuki War. Things such as
whether the Crane win Black Crane Palace tournament, etc... they
matter to me because they are about the Crane, but there is no way I
would take any of the storyline personally. The unsportsmanlike
conduct of Crab players at tournaments DO concern me, and my thoughts
are a reaction to that. Not to anything IC or in the storyline.

> And as an interesting side note: Forcing people to threaten me
> personally is not a very way to get on my good side. Make a note of
> that.
>

Noted. But players threatening you is not what I meant to say. I was
saying for them to threaten to quit the game in general. Which is
still bad, but its not personal.

>
> >If the Crab players get angry at you, point to your Crane letter
and
> >tell them to take it up with AEG. As far as I'm concerned, that is
> >what our Champion has told us we should be doing, and what AEG is
> >telling us we should be doing. Its just how I interpret our last
> >letter. Crabs do not respect weakness. This war will end when THEY
> >(which I see to be the Crabs and the story Kami) want it to end. It
> >is our duty to hate the Crab so much that they will want this
stupid
> >war to end, and then we can all get back to hating the Horde again.
>
> No.
>
> Anyone validating unsportsmanlike behavior out of character with in
> character basis (such as flavor text) is not only irritating, but
> they are a hypocrite as well.
>

The Crane letter was more than flavor text though. I have done more
thinking about this. Here is what I am thinking.

As far as I can interpret it, the letter was written and addressed to
online (and otherwise) Crane player response that the Crane shouldn't
fight a war with the Crab and should look for a peaceful solution.
Why can't I interpret this letter as simply storyline flavor? Because
as far as I know in the storyline, the Crane completely support
Kurohito. The only indication of anyone not completely in support of
Kurohito is Asahina Kimita in Unto Death, and she wasn't vocally
against him and besides she's an Asahina. So as far as the storyline
concerns there ARE no Cranes that the Crane letter addresses. The
letter is addressed (intentionally or unintentionally) to the Crane
Players, because they are the ONLY "Cranes" who are not with
Kurohito.

> If you want to win the war, do it in character. Keep it in the
game,
> people. If you're not an adult at least pretend to be one for the
> sake of my sanity.
>

Well, I have no right to tell you how you should do your job, or any
of the L5R writers. And I know you had no part in Kurohito killing O-
Ushi, which is at center of so much of the anger and (in some cases)a
justification for unsportsmanlike behavior on part of the Crabs. But
I hope you take into consideration my request right now to please
step lightly on the subject of the Yasuki War and hopefully try to
diffuse the situation with your writings and direction. The behavior
that I've observed is clearly not good for the game, and I feel that
part of the reason for this behavior is the direction of the
storyline. In a story its good to have conflict and characters hating
each other, but please don't push that line or else you will have
real players hating each other as well.

Cheers,

Asahina Daisan
Crane SEer

> Rich Wulf
> L5R Writer Guy
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Date:  Sun Oct 28, 2001  11:07 pm
Subject:  The Death of Champions

	So I am investigating why the Crab are so upset at the Crane. Now,
more and more (especially after going through the Crab list, wow what
a mess that is) that yes a lot of the Crabs are just "going along"
with the war because its what they've been given. But I think a lot
of Crab players are upset that O- Ushi was killed by Kurohito and
have displaced their anger on Crane players. So why are the Crab
players so upset at O- Ushi's death, and why is it so easy for them
to hate the Crane for it?

So I wrote down how each of the clan champions featured in the CCG
has died, and this is what I came up with:

Clan Champions

Doji Satsume- Killed by the Scorpion
Bayushi Shoju- Killed by the Crane

Hida Kisada- Died from wounds from Fu Leng
Doji Hoturi- Killed by Fu Leng
Togashi Yokuni- Killed by Fu Leng
Matsu Tsuko- sepukku
Shiba Ujimitsu- Killed by Phoenix
Shinjo Yokatsu- Um... disowned by clan (killed by Shinjo?)

Hida Yakamo- Killed by Shadowlands
Doji Kuwannan- Killed by Shadowlands
Mirumoto Hitomi- sepukku
Ikoma Tsanuri- Killed by Shadowlands
Yoritomo- Killed by Shadowlands
Shiba Tsukune- still alive
Bayushi Yojiro- still alive
Moto Gaheris- old age?

Hida O- Ushi- Killed by Crane
Doji Kurohito- still alive
Togashi Hoshi- still alive
Kitsu Motso- old age?
Matsu Nimuro- still alive
Aramasu- killed by Scorpion*
Yoritomo Kitao- still alive

Other super important dead characters-
Toturi- sepukku, killed by Shadowlands
Isawa Tadaka- killed by Shadowlands
Bayushi Kachiko- sacrificed herself to stop the Ninja
Utaku Kammoko- killed by Shadowlands
Doji Shizue- killed by Ninja

* Most Mantis players don't believe Aramasu is dead, and the smart
Scorpion players shouldn't either. So Aramasu doesn't really count as
dead... I might be fudging a little but it makes sense with my theory.

Statistics-
# Killed by Shadowlands- 10
# Killed by Ninja- 2** (Kachiko, otherwise it is sepukku)
# Killed by Crane- 2
# Killed by Scorpion- 1*
# Died through inter- clan reasons- 2
# Committed sepukku- 2
# Died of natural causes- 2
# Still alive- 6 (Unicorn and Crab don't have champions yet)

Great Clans that have not killed another clan's champion-
Crab
Dragon
Lion
Mantis
Phoenix
Unicorn

I guess it is acceptable to most players when the Horde (or Ninja)
kills their characters, because there is usually not TOO much outrage
over it. (Although Toturi being killed by the Horde is pretty
shocking). The Crane players for instance, while shocked by the early
departure of Ashina Kimita, dont really exhibit animosity towards
Horde players for it.

So O- Ushi is the third case where one of the Great Clans kills
another clan's champion. The first was the Crane killing Shoju. While
there was not much controversy over this (Shoju was executed by
imperial edict) this and the role of the Crane in the Scorpion
progrom that might or might not have occured did cause conflict
between Crane players and Scorpion players. The second, the Scorpion
killing Satsume, did not have much impact. The reasons were probably
that this (like Shoju) was pre- clan war and also Satsume wasn't very
prominent in the story and no one really got to know him until
posthumously. So Kurohito killing O- Ushi is a first in many ways- a
champion (or other super important character) getting killed by
someone representing one of the Great Clans. Also the first time a
Champion has died to an Iaijutsu Duel/ Challenge. And look at all the
trouble that this has contributed to.

So what is the point? If one is in charge of a CCG (or other game)
where players identify strongly with a faction, do not have super
important and popular characters of one faction be killed by a
character of another faction which is not an "evil" faction. The
result is a hostility which is bad for the game.

So why doesn't this analysis hold salt with Doomtown or 7th Sea?
After all, characters in those CCGs die all the time... well maybe it
does hold salt there as well, let me do some more research.

Cheers,

Asahina Daisan
Crane Seer
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Date:  Mon Oct 29, 2001  12:03 pm
Subject:  Re: The Death of Champions (Shoju's Death)

	Actually, I looked it up. The version of Shoju's (first) death that I
was alluding to probably originated from John Wick's short
story "Long Knives:"

"But I did not come here to taunt you, Great Lord. I have brought you
news. Do you wish to hear it?" The Emperor was silent. "Very well.
You see, it has come to pass only last evening that your great
Emerald Champion has fallen." She watched him carefully, but again
there was no sign of recognition. "He was found dead this morning
from a gaisha's needle. Yes, the man you commanded to slay my husband
is now in his grave," and her voice fell to a whisper, "and you shall
be following him soon."

-John Wick, "Long Knives"

Also, quotes from the first Scorpion letter:

My best beloved servant,

Much has happened in the two years since our ancestral sword was
broken and our Champion was killed on the doorstep of our burning,
crumbling home.

-Kachiko, from Scorpion Letter 1

Establishes that in the original story Shoju was not killed in the
Throne Room.

And the first Crane letter:

As for the rumors of the rebirth of the Scorpion Clan, let me put
your worries to rest. I have just received a letter from our
Champion, Doji Hoturi. He even now speaks to the Emperor in the
Imperial Palace, and he assures me that there is no need to be
concerned with the fallen Bayushi family. Their Champion is dead and
their scheming High Lady is separated from the politics of the Empire.

Kakita Yoshi, from Crane Letter 1

Which doesn't make too much sense now a days because Shoju probably
died 2 years from the start of the Clan War and not on the eve of the
Clan War. And also Doji Hoturi is the champion, so Satsume is dead,
but Satsume was the one that killed Shoju... or else Kachiko
assassinated Hoturi...

So I guess most of this was retconned by the RPG and the Scorpion
novel...

Cheers,

Asahina Daisan
Crane Seer
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"kakitadairu" <jliang2@u...> 
Date:  Wed Dec 5, 2001  12:36 am
Subject:  A Gentle Reminder

	To the Crane: Give them purpose. The Empire is a place where
courageous deeds should never go unnoticed, and where honor should be
rewarded with glory and immortality. Show the Empire how to find
worth in their actions; ensure that they have a reason to live.
Without beauty and culture, the world is an ugly place - your call is
to make certain that the fight has purpose, that there is something
worth fighting for.

- Ree Soresbee, Gen Con 2000

Cheers,

Asahina Daisan
Crane Seer
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"kakitadairu" <jliang2@u...> 
Date:  Sat Dec 8, 2001  1:23 am
Subject:  Kakita Dueling Academy (Open)

	REPOST from www.gamingminiatures.com/crane

Just won an Open tournament with it. Not our best in Gold Edition,
but maybe the best in Open.

Deck list:

Kakita Dueling Academy

Wind: Toturi Tsudao

Dynasty

Doji Satsume

Doji Hoturi exp2

Kakita Toshimoko exp

Asahina Tomo exp

Doji Shizue exp

2 Doji Yosai

3 Doji Reju

3 Kakita Shijin

3 Kakita Ariteko

Ki Rin

Kakita Kenjutsu School

Charter of the Crane Clan

3 Marketplace

2 Hiruma Dojo

1 Silk Works

3 Sanctified Temples

3 Merchant Caravans

2 Small Farms

Imperial Gift

Imperial Levying

Inheritance

A Soul of Thunder

Unexpected Assault

Welcome Home

Fate

Ancestral Sword of the Crane Clan

Bitter

His Most Favored

Revealing the Ancient Wisdom

3 Iaijutsu Art

3 Iaijutsu Challenge

3 Shame

3 Iaijutsu Duel

3 To Do What We Must

2 Superior Tactics

2 Come One at a Time

3 Fall on Your Knees

2 Bend Like a Reed

1 Strike of Flowing Water

1 Offer of Fealty

2 Political Warfare

3 Defenders of the Realm

3 Avoid Fate

Ring of Earth

Ring of the Void

1 Yoritomo Sensei

Will probably cut Unexpected Assault and Offer of Fealty for either
Emperor's Peace or Sacrifices for the Future and Judgment if I ever
get it. Will have to consider Imperial Standard as well. Also wish I
could add some regions like Shrine/ Fields of the Dead.

Went 4-0. Beat: KS Crane w/ Sagoten (Hantei Sensei), Kyuden Hitomi
Tattoo blitz w/ Kisada Sensei, Corrupt Crab w/ O- Ushi Sensei and
Water Monk w/ Yokuni Sensei. Overall I am very proud of the wins
against Corrupt Crab and Water Monk (our best players), although the
Crab had an awful start (4 useless events KDupe/Plague
Spreads/resolved IG and something else) and I had a god draw against
Water Monk (Challenge, Art, Shame and Ring of Earth).

Cheers,

Asahina Daisan
Crane Seer
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"kakitadairu" <jliang2@u...> 
Date:  Sat Dec 8, 2001  2:56 am
Subject:  Re: Kakita Dueling Academy (Open)

	--- In CraneClan@y..., Ling <daidojiling@y...> wrote:
>
> --- kakitadairu <jliang2@u...> wrote:
> > REPOST from www.gamingminiatures.com/crane
> >
> > Just won an Open tournament with it. Not our best in
> > Gold Edition,
> > but maybe the best in Open.
>
> <snipdecklist>
>
> Jason,
>
> Have you playtested this against FORD and BASH yet?
> Those are the real Open litmus tests. Or whatever
> nastiness is going to emerge in open out of Shiro
> Mirumoto.
>

Ling,

There is no nastiness that is going to emerge in open out of Shiro
Mirumoto. I repeat... nah, not going to repeat.

FORD- yes I can test against this, Joel (Yoritomo Jiriki) seems to
play FORD (Foxes/Oni/Ratlings Deck) almost exclusively now. I'll get
back to you on it. I've always been able to be close against FORD
though. The event control helps, and Shijin almost always supplies a
way to win. I lose provinces left and right though (and center).
Against FORD, the game seems extremely accelerated. I lose provinces
fast, but I also gain honor super fast. Must be the constant attack
thing. I suspect the dishonor element will rock FORD though.

BASH- err, pray? Sagoten is controllable, but Sagoten isn't the issue
is it? Hopefully in a large tourney SOMEONE else is running Deeds...
Again, perhaps relying too much on Shame, but what else can you do? I
would definitely pressure them with attacks though. I could ask
Marlis (Spirit warlord) to throw together his BASH and see. You know
what my solution is (you remember right?);)

Finally, there is a third decktype which I think makes Open broken.
At One Heart Sacramento Open tournament, a Ninja Events deck almost
took first place (he got tired of playing it and conceded). Dark Path
w/ Tetsuya Sensei, 25+ events, mostly PK and province kill (with the
new events from APC Plague Spreads, Unexpected Assault). Hand: more
pk/ anti honor as you'd expect. No personalities. Wins through Doom
of the Dark Lord/ deck destruction OR dishonor/ Den of Spies/ In Time
of War/ Doom of the Crane. Loses against Fox and Norikazu Sensei and
that's about it. Can't count to Five without personalities. Perhaps
Yokuni but I know very people playing Yokuni Sensei. IMHO a dueling
deck sucks when there is no one to duel with and no one to duel.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image14.png]


"kakitadairu" <jliang2@u...> 
Date:  Mon Dec 10, 2001  10:51 pm
Subject:  Re: A plea to Brandon and Itoku

	--- In CraneClan@y..., "b_tasogare" <b_tasogare@y...> wrote:
snip

Scott, toeing IC and OOC again...;) I've heard of Fire Chickens
before, but not Flambe'd Scorpion Chickens;)

>
> You see the immediate. I see somewhat longer. You do not wish to
> serve where you are not respected. From my view, you are currently
> not respected here. This is not surprising, considering the
general
> culture of the people who speak here.
>
> Some people must learn their mistakes for themselves. Perhaps you
> should let them do so?
>

Well, I respect Brandon. I was there at Sacramento One Heart and his
performance there with IF impressed me to no end. Also his dedication
to the Crane: I've visited his old website, so I know where he's
coming from. And I'm glad he's back with the Crane.

snip

>
> You are the only real leader the Crane Clan player base has.
>

??? Well that's not true. Brandon is the most respected Crane
tournament player right now, but by no means the only one. Off the
top of my head, Mark Wooten in UK, Paul Ryan in Australia and Jay Luo
in Atlanta. Besides being one of the highest ranked (and highest
point/ tournament) Crane players under the old DCI, Jay has reached
the final/ semifinal of the Southeast Kotei twice in the last 3
years, the once and current Southeast Crane Champion. Ling and Hazel
are up there too;) Not to mention all of our semifinalists at this
year's Gen Con. I'd think they all would be listened to with respect
based on their accomplishments.

On the lists and off the tournaments, Jeanne is easily the most
respected member of our community.

I think that perhaps other, less involved communities would also love
to have Brandon contributing to their lists, and Brandon would be
respected in any clan of his choice. While he is with the Crane, he
isn't holding the whole ship afloat with his bare hands, but he has
made invaluable contributions.

I know I don't have to say this Scott, but Flattery will get you no
where;)

> It's actually remarkable how similar the treatment you receive from
> the players mirrors the treatment Kurohito receives from the Crane.
>
> If _I_ didn't know better, I would think that Rich was using
this. ;)
>

Nah, I think they will just print an Experienced Rezan who is aligned
to the Crane;) Certainly this will be true by the way the new set has
treated us.

Cheers,

Asahina Daisan
Crane Seer


----- Original Message -----

From: Santiago Perez <santiagompg at teleline.es>

To: <l5r-ccg at alderac.com>

Sent: Friday, December 07, 2001 9:21 AM

Subject: RE: [L5R-CCG] A little late

> Well, about this videogame question, I personally would see with pleasure

> something like Age of Empires. The differences between Clans match those

> different abilities every civilisation has in that game, and can also

> reflect in the game.

>
I agree completely!

A few years ago I was planning out a L5R RTS (in my head of course). It

would simulate the Clan War. You could choose which clan, and each clans

assets were its provinces, ancestral items, spells and personalities, in

addition to an initial army. Basically, your samurai/ shugenja personalities

would ride out to the villages, recruit ashigaru who with time and

experience and equipment could turn into infantry, cavalry, pikemen,

spearmen, shugenja students and the clan's special unit (Beserkers,

Kenshinzen, etc...). Each personality had like a command stat which

determined how much Ashigaru they could recruit from each village, and

villages get depleted with heavy conscription.

Ashigaru

+ bow = Ashigaru Archer + experience = archer

+ yari = Ashigaru spearmen + experience = spearmen + experience = elite

spearmen

+ pike = Ashigaru pikemen + experience = pikemen + experience = elite

pikemen

+ shugenja training = shugenja students

+ horse = scout + experience = light cavalry + armor = medium cavalry + hv

armor = heavy cavalry

light cavalry + bow = horsebowmen

light cavalry + yari = mounted spearmen

+ experience = light infantry + armor = medium infantry + hv armor = heavy

infantry + experience = elite infantry + bow = samurai warriors + horses =

samurai cavalry

and like Kenshizen would be elite light infantry + Crane training

The game would be driven by events some predetermined (i.e. Beiden Pass and

Test of the Emerald Champion) and some random (Dealing With Shadows). Other

sources of troops are spells (Animate Dead), dealing with the Shadowlands

and hiring Mantis. Of course Shadowlands is also playable. Some of the

events would be quests (like Bandit Hunting and Test of the Emerald

Champion) where you would have to either duel someone or find a certain item

(the personality you assign to it wouldn't be leading armies).

When your samurai die, barring magic, they're dead, so samurai and other

personalities (shugenja,courtiers) are a finite resource that can't be

wasted. Spells and ancestral items could be destroyed and captured, etc...

The goal would be to unify all the clans under your control so that when the

Shadowlands takes over Rokugan is strong enough and organized enough to

oppose it (not exactly how it happened, but still...).

The game would operate both on a tactical battle mode and a world logistics

mode. I didn't want a heavy empasis on build and destroy RTS, but

conceivably you can create fortifications and even start new villages.

Battle would be similar to RTS Clan War, with a lot of moral checks,

maneuvers and magic. Also food, rations, terrains and weather conditions

would have been important. Isawa Tsuke would have been a monster!

Yoritomo would have to rally the minor clans to his cause first;)

The Scorpion would be able to hire Kolat Assassins and Geisha Assassins to

kill people, but would have a very weak starting army.

Cheers,

Asahina Daisan

Crane Seer

	From:  [image: image15.png]


"kakitadairu" <jliang2@u...> 
Date:  Sun Dec 16, 2001  5:23 pm
Subject:  OT: CTHD Action Figures!!!!!!!!!!!!!!!!!!

	Hi everyone!

Just got back from Tower Records (last round of Christmas Shopping).
The Crouching Tiger Hidden Dragon action figures from Action Asylum
are out!!! I just HAD to pick up a Lo, Dark Cloud action figure for
myself! Some thoughts:

The figures look fantastic, and the packaging features the figures
well.

Lo, Dark Cloud: I knew from the stance that poor Lo didn't have any
articulation on the legs, but the facial expression is dead on! This
is MacFarlane quality rendition, and the natural pose is
charismatically dynamic. Can't stress how much I love the rendition
on this figure. Turns out he's got more articulation than you would
expect from a Macfarlane figure: both his head and arms are extremely
poseable and his torso twists as well. He stands up pretty well, but
on uneven surfaces his a tendency to lean back on his heels (doesn't
fall over though).
Overall, with some white and blue paint and a yari I'm sure he will
kit- bash easily into a Hoturi/ Kurohito/ Toshimoko action figure as
well.

Jen Yu: Unfortunately she is ninja- masked, not a true Zhang Ziyi
action figure that zz fans would want. But the articulation on her
looks fantastic with a ton of leg articulation (I love leg
articulation). I hope they make an alternate Jen "Unmasked" action
figure. For any Hiroko fans out there this will be a great Hiroko
action figure, and with some scalpel work you could conceivably turn
this into a Matsu Hiroru action figure as well.

Shu Lien: Easily going to be the hottest action figure in the series,
it was sold out of the store when I got there, and I'm pretty sure
soon you will hear international news reports of roving mobs of rabid
Michelle Yeoh fans looting Toys R Us in Japan, Russia and the
Phillipines;) From the picture on the back, the figure looks to be
just as articulated as the Jen Yu figure, plus a great Michelle
rendition, plus she comes with Green Destiny! Could kit- bash well
into a Daidoji Megumi action figure, or with even more paint a
Asahina Kimita action figure. Us Crane and our limited female
characters:( I guess she could probably kit bash into Yoshi/ Tanitsu
with some scalpel work as well.

Li Mu Bai: Well, this was the figure I was disappointed in. Chow
probably doesn't translate well into action figures, but there is
something unnatural about the pose that they chose. Looks like Arnold
in Junior:( The only redeeming quality (besides the fact that it IS a
chow yun fat action figure) is the incredible base, which is the most
impressive base I can think of off the top of my head from an action
figure ever. I dunno about kit- bashing: with some imagination I
guess you could do Togashi Mitsu or Doji Kuwannan (maybe just use the
head and put it together with a Mideval Spawn body?), or with paint,
scapel and an imagination, pregnant Hida O- Ushi. Actually, it
probably wouldn't make a bad Hitomi action figiure...

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image16.png]


"kakitadairu" <jliang2@u...> 
Date:  Fri Jan 4, 2002  8:37 pm
Subject:  Re: Who is Flores? Does the all seeing boss know?

	

>Mr. Flores, would you be so kind as to tell me why I should even
>consider your opinions in deck construction, since you seem to
>consider yourself a leading deck designer.

If you have just started playing, then the one thing which Brandon
can offer you which you do not have is tournament experience.
Tournament experience is the most important asset for a Crane player.
Once you know how to play Crane, especially in tournament finals
situations, your deck design doesn't matter. You can play with the
cards you are comfortable with and you will be competitive. So here
is some advice from me, who has a bit more tournament experience than
you: don't worry so much about deck construction. There is no best
Crane stronghold, no best Crane economy, not best Crane personality
base, no best Crane region (well, its hard to beat Campsite though,
because its broken!!). To be a better player, the best thing you can
do is to play in more tournaments. The expansion tournaments and
Season tournaments are ok, but you will learn a lot once you attend
Kotei, RST or a major storyline tournament. And you will learn a lot
if you play with an experienced Crane player as well.

As for strategy discussion, you will have no better friend than
Brandon here. He is one of the posters most interested in deck
strategy. Without Brandon, this list could be called CraneClanStory;)
As to whose advice to listen to, everyone is worth listening to
because everyone is coming from a different metagame. The people I
always mark for read on strategy are Brandon, Ling, Hazel and Jay (if
Scott hasn't scared him off this list yet) because I've met all of
them in tournaments and I know them to be serious Crane players
(well, Hazel is off being a Scorpion dupe;)). Of the players I
haven't met, Paul Ryan and Mark Wooten who I have not recalled
recently are also great resources.

Our clan has a long history of major tournament wins, I believe
longer than any other clan (although Phoenix is close). Although Gen
Con is ever elusive... this is because there is so much you can do
yourself to learn about honor running, playing defense and playing
Crane. Crane decks may not be the most powerful (although there are
ways to make your deck more powerful), but a lot of your success will
be due to your own experience and learning. Once you know what you
are doing, there are so many ways of playing Crane that it doesn't
matter what you choose.

Some examples:

In Open I did not play with Superior Tactics.

In Open and Gold I do not play with Iaijutsu Challenges.

In Open I never played with Rekai.

In Open I played Remember What You Have Seen.

In Gold I play with Outflank.

In Gold I play with Test of Might.

Iaijutsu Challenge and Daidoji Rekai are both great cards, and worth
playing in a Crane deck. Yet I've seen Crane decks with Arrows From
the Woods but no To Do What We Must, Crane decks without Fall on Your
Knees, Crane decks without Entrapping Terrain and Crane decks that
would die without Entrapping Terrain. I've seen Crane decks that play
Ring of the Void every game, and I almost never play my Ring of the
Void. Some people swear by For the Empire and I've had the worse luck
with them. Some people swear by Hantei Sensei yet I'm the only Crane
I've met playing with Uona Sensei. I never played Kolat Master in a
Crane deck, although I've always wanted to. The bottom line is that
is makes no difference, once you know what you are doing just play
with what you are comfortable with. Even Crane staples such as
Shinsei's Shrines are not necessary: I never owned a single Shrine in
my whole career (alas the Region I got out of my Mantis starter was a
Sunken City).

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image17.png]


"kakitadairu" <jliang2@u...> 
Date:  Sat Jan 5, 2002  9:45 pm
Subject:  Re: Who the players are.

	--- In CraneClan@y..., "mightygodking" <chdb@b...> wrote:
> > This is assuming that Doomtown was a quality game...
> >
> > My opinion, for those who haven't heard it yet, was that Doomtown
> > was very fun to collect, despite having 10,000 excess copies of
> > Wise Cloud that I don't know what to do with. As for gameplay, I
> > have problems with the victory condition. It should be filed next
> > to Dune under: bad game because victory condition was resource
> > generation.
>
> It wasn't resource generation, but rather resource control.
> (The "ghost town" decks that were the exception to this rule got
> stamped down hard in later expansions.)\
>

Hm. I remember the Black "Jack" Summer when Blackjacks took nearly
every storyline tournament... right after Fondue got nerfed by the
new Event rule. So Doomtown wasn't about resource generation?

> And Doomtown was aces in multiplayer, which L5R isn't, despite the
> presence of multiplayer cards.
>

No disagreements about L5R being a bad multiplayer, but multiplayer
is a different animal completely. I think multiplayer isn't what
sells the top CCGs though, looking at Magic, Pokemon, Star Wars, Raw
Deal and L5R. About the only games off the top of my head designed
for multiplayer are Vampire, Doomtown and Lord of the Rings, and
having experienced Lord of the Rings multiplayer (where I went 2nd
with a hand full of Minion cards), I think LotR multiplayer is pretty
weak. Vampire is Richard Garfield, and I don't think Doomtown tops
it. Multiplayer isn't what its about, and even if it were Doomtown
isn't tops at it.

And speaking of bad multiplayer games...

> > Um, 7th Sea can't talk. 7th Sea is a game where a deck (such as
the
> > one that won Gen Con last year) consistently wins on the first
> > turn.
>
> That's not the fault of the game's design. That's the fault of AEG
> refusing to go "type 2" and make a Gold Edition of 7th Sea, which
the
> game *desperately* needs.

I think actually the blitz aspect balances it. Or else its about
whose got the bigger ship (Reis or the 'Din of course!). But that is
just as bad as saying Warlord is balanced because everyone has access
to broken cards...

Most games of L5R in Open are decided by
> the end of the second turn and frequently the first - is L5R a
better
> game because it takes another four turns to play out the certain
> victory?
>

L5R Open is not decided on the first or second turns. Barring that
damn Ninja deck and that damn Spirit deck that breaks L5R Open, Open
is a lot of work to prepare for and very rewarding, and if they would
go to a "best of 3" structure during eliminations I'd say there would
be very little luck and chance of it at all. Open is very, very
balanced between Crane, Lion, Phoenix, Scorpion, Fox, Crab, Toturi's
Army, Unicorn and Monk. The presence of Ninja and Spirit just means
it becomes a game of who you hit, unfortunately.

> I mean, they even changed borders with Iron Shadow (and the IS
> playset is pretty balanced, too). They had the chance to go type 2
> and they point-blank refused, even when the players asked for it.
>
> As for speed decks in 7th Sea, I played a speed cannon deck at the
> story tournament in Toronto. Got to the final eight and then lost
> because I drew a bad hand. That's the chancy part of playing a
speed
> deck in 7th Sea - you're basically gambling with every game.
>

I think its safe to say that if you aren't playing a deck that's
going to go off turn 1, you aren't making it to final 8. Unless its a
well metagamed deck, such as Jason Marlis' Montaigne at Gen Con this
year (Marlis is from my store).

> > 7th Sea also changed border designs and killed rarity, which are
> > both major botches.
>
> We're talking about playability here. Neither border designs nor
> rarity levels have anything to do with playability. Hell, the Iron
> Shadow starters (the ones with the fixed power rares) make for
quite
> possibly the best sealed deck games for any CCG *ever*.
>

The only game with a successful sealed deck following is Magic. I
think most L5R players tolerate sealed deck because they get to see
new cards. 7th Sea does have playability issues. Like blitz. Even
solving blitz, its got broken card combinations. Even solving the
broken card combinations, its got redundancy and overall balance
issues. And on a personal note, I love all the factions and they are
all flavorful, but it doesn't translate into gameplay.

> You can argue that those decisions hurt 7th Sea's *collectability*,
> but not its playability. And the only reason (apart from the IS
> rares) for including previously rare cards in sealed decks was
> because in each case the cards required errata.
>

I thought we were discussing why 7th Sea was dying. There are many,
many reasons why games die, even games without playability issues.
The history of CCGs has been like a Magic game between two Red
wizards: lots of stuff in the graveyard, very little permanents lying
around.

The most common argument I've heard why Doomtown died was because it
was mismanaged during the changeover from Wizards to AEG, and
secondarily because of poor Boot Hill sales. I believe while poor
management hurt Doomtown, it also had conceptual, design and
collectibility issues which limited its growth potential, which made
the game's player base stagnate despite the wonderful production and
design quality of both Ashes to Ashes and Eye For an Eye.

Legend of the Five Rings for all intents and purposes was mismanaged
during the changeover as well, yet Gold Edition sales were strong if
it it dies it will be due to AEG's expansions, not the changeover. So
it kind of invalidates the changeover theory.

I'd say 7th Sea has even more serious design issues than Doomtown,
better collectibility (somewhat) and better conceptual, but what is
going to kill it is 1) the design issues 2)the Iron and Shadow border
change which has more or less failed to attract new players [and even
alienated some old players, like myself] (as well as Iron and Shadow
collectability issues, the boosters are too player unfriendly[even
moreso than Decipher, if possible]) and 3) the layover from Iron and
Shadow to Syrneth Secret. I hope Syrneth Secret does well, but I
can't imagine how it could revolutionize the game so much that it
revitalizes the game.

> > Here is to $5 boxes of Shifting Tides.
>
> And THAT'S due to massive overprinting on AEG's part.
>

That's due to a dead game. With a border change. Taking up valuable
shelf space. But hey, it'll go fast at $5. I'll even pick them up at
$10. More Ship of the Lines so I can play Napoleon with l' Admiral;)

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image18.png]


"kakitadairu" <jliang2@u...> 
Date:  Sat Jan 12, 2002  10:11 pm
Subject:  RE: Clan Stereotypes

	Well, this exercise took me a while, but among Tolkein, Wheel of
Time, Dragonlance, Shakespeare, Tenchi Muyo! and more obscure sources
I think I have most of the families covered.

The format is:

Clan
Family name (stereotype)- examples (source)

Crab:
Hida (Defender)- Boromir
Hiruma (Scout)- Aragorn
Kaiu (Engineer)- Washu (Tenchi Muyo!)
Kuni (Biologist)- Rowan Mayfair (Anne Rice, the Witching Hour)
Toritaka (Hunter)- Rhuarc (Wheel of Time)

Crane:
Doji (Perfectionist)- Elrond, Tenchi (Tenchi Muyo!), Lanfear (Wheel
of Time), Sammael (Wheel of Time), Rahvin (Wheel of Time), Demandred
(Wheel of Time)
Kakita (Artist, Creator)- Aram the Tinker (Wheel of Time)
Asahina (Enchanter)- Elayne Trakand (Wheel of Time)
Daidoji (Black Ops)- Faile Bashere (Wheel of Time)
Yasuki (Economist)- Bill Gates (Pirates of the Silicon Valley)

Dragon:
Mirumoto (Swordsmen)- Madmardigan (Willow)
Kitsuki (Forensics, Psychologist)- Sherlock Holmes, Encyclopedia
Brown, Kiyone (Tenchi Muyo!), Javert (Les Miserables)
Togashi (Savant)- Astinus (Dragonlance)

Lion:
Matsu (Knights) Sturm Brightblade (Dragonlance)
Akodo (Generals) Laurana (Dragonlance)
Ikoma (Historians)- Matt Cauthon (Wheel of Time)
Kitsu (Geneaologists)- Um, Kitsu Djeiko

Mantis:
Yoritomo (Conqueror)- Conan, Tanis (Dragonlance), Kitiara
(Dragonlance), Macbeth (Shakespeare)
Tsuruchi (Archers)- Legolas
Moshi
Kitsune (Druids, Shaman)-

Phoenix:
Shiba (Yojimbo)- Lan Mandragoran (Wheel of Time), Caramon
(Dragonlance)
Isawa- Ayeka (Tenchi Muyo!), Raistlin (Dragonlance)
Asako (Mad Prophet, Philosophers)- Romeo (Shakespeare), Hamlet
(Shakespeare)
Agasha (Pyrotechnics)- Gandalf, Ryoko (Tenchi Muyo!)

Scorpion:
Bayushi (Mastermind)- Carmen Sandiego
Shosuro (Mafia, Blackmail)- Iago (Shakespeare), Heidi Fleiss
Soshi (Corrupted)- Frodo, Gollum, Padan Fain (Wheel of Time)
Yogo (Betrayers)- Othello (Shakespeare), Lord Soth (Dragonlance)

Unicorn:
Shinjo (Horse lords)- Talmanes (Wheel of Time), Jean Valjean (Les
Miserables), Jesus
Utaku (Battle Maidens)- Arwen (from the Movie)
Moto (Barbarians)- Err, Ghengis Khan. Sorry. Historical. But. Genghis
Khan. Err. Moto Gaheris.
Ide (Merchants)
Iuchi (Wizards)- that Wizard from the Conan movies. Otherwise Hamlet
talking to poor Yorik (Shakespeare).
Horiuchi

Cheers,

Asahina Daisan
Crane Seer
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"kakitadairu" <jliang2@u...> 
Date:  Sun Jan 27, 2002  10:48 pm
Subject:  An Empty Victory: Deck Review and Tournament Report

	Dearest everyone,

We had a Season of the Crane at Gamescape, San Francisco today. We ran
it as a swiss tournament. I decided to play my Yasuki Palaces ?Empty
Victory? deck which does not use personalities. I had not playtested
it beforehand. Although I did not do too well in the tournament (2-2,
did not make top 4 [none of the Cranes did]), my deck did better than
I expected it to, especially against military, and I will share it
with you.

I'd love some feedback on the deck, but I might not answer for a while
because I wont have access to the Internet for a couple of days.

Round 1: Alex (Shiba Halls Honor Run)

I made many mistakes in the game which resulted in Alex winning the
game through honor. First, I did not Avoid Fate his first turn
Imperial Gift because I did not realize I had drawn the Avoid. Second,
I did not use my Underhand to get rid of his Imperial Standard which
he got with the Gift (I thought I could keep him from the favor but
forgot he had Sanctified Temples out). Third, I did not Kolat
Assassinate Miya Yemi when I had the chance. Finally, my Proposal of
Peace came out a turn too late. He hit 34, then on my turn I hit 37,
and then on his turn he hit 40 off of 3 Sanctified Temples.

Round 2: Jaymar (Yogo Towers Military)

Unfortunately this game I did not draw an Avoid Fate, and the one card
which kills my deck, In Time of War, shows up on the 3rd turn (I am
only at 15), and wrecks me. I get to 35 honor before he takes my last
province. If I had one more turn before the Time of War hit, I would
have gained at least 10+ more honor that next turn and it would have
been a completely different hand! Also, my +province strength cards
don?t show up.

Round 3: Kurt (Kyuden Hida Military)

This was actually the stronghold/ strategy I feared the most because
of the permanent force. I repel his early Masagaro w/ Damned with
Defensive Duty, dropping Ring of Earth, and Uncertainty/ Low Morale
next turn. A timely Spreading Plague kills Amoro, and a Kolat Mastered
Hida Kuon takes the Imperial Favor and holds him off. It does come
down to the last two provinces and he has enough force to take both,
but I have both Acquiring the Favor and In Search of the Future in my
hand (as well as Fall on Your Knees to back them up) and the favor
sends home the force he needs to take one of my provinces.

Afterwards we play a rematch. I get first turn Price of War and out
honor him easily.

Round 4: Mike (Kakita Dueling Academy Honor Run)

And impossible match up for Mike, I get first turn Price of War and
get insane honor over him. He tries to go military but doesn?t get a
single province.

In addition, I playtested during the tournament against Sam (Kosaten
Shiro Honor Run), winning both games easily, and Ivan Jen- Honorable
Shiba Halls military, going 1-0, Shiba Halls honor run going 2-0 and
Corrupt Asako Towers military going 2-0.

An Empty Victory

Yasuki Palaces (Crane)
Wind: Toturi Tsudao

Dynasty:
Kyoso no Oni exp*
2 Ogre Bushi*
3 Silk Works
3 Trading Grounds
3 Small Farms
3 Sanctified Temples
3 Kabuki Theater Troupes
3 Fantastic Gardens
1 Hawks and Falcons
Dark Oracle of the Earth
Emperor?s Underhand
3 Poorly Placed Gardens
2 Connecting Walls
3 Sorrow?s Path
Imperial Gift
Occult Murders
Peasant Revolt
A Plague Spreads
The Price of War
Proposal of Peace
Retirement
Strength of the Earth

* These are used purely for Defensive Duty. If corruption is an issue,
they can be easily be replaced with Togashi Hoshi exp2, Qatol and
Matsu Nimuro, or Nimuro/ Kuon exp/ Chagatai exp, or even Cranes
(although unfortunately none of the Cranes have over 4 force naturally).

Fate:
2 Kolat Assassin
2 Kolat Master
3 In Search of the Future
3 Low Morale
3 Uncertainty
2 Imperial Edicts
3 Defensive Duty
3 Refugees
3 Guard the House
3 Overconfidence
3 Fall on Your Knees
3 Acquiring the Favor
3 Avoid Fate
3 One Life, One Action
Ring of Earth

Changes I would make: I?d add in Unexpected Confrontation in the
Dynasty, which I do not own, and probably Temple of Bishamon because I
am probably weak against Horde. In fate, I?d take out Imperial Edicts
for either more Kolat Assassin, or maybe even Celebration (to beat In
Time of War). If Horde becomes a problem, Shadowlands Sickness. I
don?t believe there is much more defense you can play without
personalities.

I learned: Defensive Duty is a GREAT, GREAT card. Its beautiful, and I
would play with it in a regular Kosaten Shiro Iron Crane deck, even
though most Cranes are only 4 force max. I also learned to appreciate
To Do What We Must a lot more.

I miss Ariteko. Sniff. Stupid bloodspeakers.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image20.png]


"kakitadairu" <jliang2@u...> 
Date:  Sun Feb 3, 2002  1:42 am
Subject:  Re: SotC tourney report and Deck List.

	--- In CraneClan@y..., "mrchris93" <heywoodc@p...> wrote:
> Hmmm. Never ever been screwed by an event? Did you play open at all?
>
> But in reference to gold and what has been said on here I think
there
> is ample potential for event screwage. If you haven't met it you're
a
> very lucky player but you will eventually.
>

Back in 1999 when I was first starting to play L5R in tournaments (I
just got my Clan Sword a month ago), I played in the Southeast Kotei
and, without owning a single Avoid Fate, make top 8 and was Crane
Champion. I did go out due to my Lion opponent popping both Return of
Fu Leng and Winter Warfare on his first turn, but I ended the game at
34 honor anyway and if I had played a little smarter (and if by luck
I hadn't played my opponent earlier in the Swiss so he knew exactly
what to name with my own Hantei Sensei) I probably would have beaten
him. Events did screw me, I can't think of a worse start for an honor
runner to fight against (and Lion of all clans!), but if I had played
perfectly I still would have pulled it off.

In Open, there are many, many events that screw with Crane and honor
running. And a smart military deck will use most of them. I think in
Open Avoid Fates (and Defenders of the Realm) would improve any honor
run deck, which would translate into them having highest priority in
any honor running deck, but I think that Events screw with honor
running, not completely screw honor running. Obviously you can't
count on drawing them, so your deck MUST be versatile enough to deal
with them. Kisada's Funeral, Time of the Void, As the Shadow Falls,
Return of Fu Leng, Kachiko's Kiss, Shoju Sensei, Hantei XVI: part of
the challenge (and satisfaction) of Open is being able to win despite
all these challenges. So to summarize I think any honor run deck in
Open should have 3 Avoid Fates, but you are not screwed if you don't
have them.

Honor runners have it easy in Gold. Price of War frankly screws
everyone running personalities, so I see it as only in another honor
running deck. In contrast, In Time of War is only seen in military
decks, and if you are strong at defending, even In Time of War wont
save your opponent (although ITOW + Suspscions is very annoying). I'd
rather be having Deeds instead of Avoid Fate if my opponent is
running Price of War, more defense instead of Avoid Fate if my
opponent is military.

If a deck in Gold Edition needs to have 3 Avoid Fates to honor run
successfully and dies if In Time of War goes off, then I suggest all
Crane players play Yasuki Palaces no personality decks. Because I've
found that In Time of War is the only thing that deck will lose to.
But the truth of the matter is that Crane honor runners are not
completely hosed by In Time of War and indeed it is probably a card
which checks Crane (or Phoenix/ Dragon) honor run from completely
dominating tournaments, just as Iris was a check on Horde decks.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image21.png]


"kakitadairu" <jliang2@u...> 
Date:  Sat Feb 23, 2002  1:25 am
Subject:  Re: For those who are interested....

	--- In CraneClan@y..., Daidoji Gisei <daidoji_gisei@y...> wrote:
>
> --- kakitadairu <jliang2@u...> wrote:
> > My personality- less Crane deck has now won 30 games
> > straight.I think
> > its the best deck in Gold Edition right now.
>
> Two questions: Is it fun to play? Are you going to give us
> any clues about what's in this marvel?
>
>

I did post it a while back, actually.

An Empty Victory v1.1

Yasuki Palaces (Crane)
Wind: Toturi Tsudao

Dynasty:
Matsu Nimuro
Togashi Hoshi
Qatol
3 Silk Works
3 Trading Grounds
3 Small Farms
3 Sanctified Temples
3 Kabuki Theater Troupes
3 Fantastic Gardens
Dark Oracle of the Earth
Emperor's Underhand
3 Poorly Placed Gardens
3 Connecting Walls
3 Sorrow's Path
Imperial Gift
Occult Murders
Peasant Revolt
A Plague Spreads
The Price of War
Proposal of Peace
Retirement
Strength of the Earth

* These are used purely for Defensive Duty.

Fate:
3 Kolat Assassin
2 Kolat Master
3 In Search of the Future
1 Deeds, Not Words
3 Low Morale
3 Uncertainty
3 Defensive Duty
3 Refugees
3 Guard the House
3 Overconfidence
3 Fall on Your Knees
3 Acquiring the Favor
3 Avoid Fate
3 One Life, One Action
Ring of Earth

Its strong against the current metagame. You autowin against honor
and dishonor military.

Strong against:

Crab- Kolat Assassin, Kolat Master
Crane- Autowin
Dragon- Autowin
Lion- Overconfidence, Defensive Duty, In Search of the Future, Price
of War
Horde- Overconfidense, Defensive Duty, In Search of the Future,
Peasant Revolt, Avoid Fate
Unicorn- Your defense neutralizes their offensive advantage, i.e. you
don't need units in the battle to defend
Ratling- Price of War screws them, as does the Kolat actions

Scorpion and Phoenix are tricky, because Scorpion tend to run In Time
of War and its hard to say what the Phoenix is up to. I am 6-1
against Phoenix (lost to honor run because I played dumb) and 3-1
against Scorpion, losing because I had no Avoid and In Time of War
resolved. I think Scorpion is an extremely slow military though so
you should be fine as long as you can stop In Time of War. IToW
screws all honor runners anyway, what else can you do?

Its glaring weakness is Time of War, and it does the best it can
against that with 3 Avoid Fate and the Underhand. One Life to stop
Deeds, Imperial Scrutiny, etc... Defensive Duty is the best card
against any sort of blitz deck in the current environment.

Is it fun to play? If you like playing defense, its pretty fun! There
aren't enough events to play "robot Crane" so this isn't a "robot
Crane" deck. You must play defense. And you probably have to be a
little lucky sometimes, which can also be fun. Its a lot more fun to
play than Yodin Crane anyway. I dunno. Is KDA that fun to play? I've
seen many players get frustrated by that deck. And Crane v. Crane or
Crane v. Dragon is never "fun"...

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image22.png]


"kakitadairu" <jliang2@u...> 
Date:  Sat Mar 2, 2002  1:55 am
Subject:  Re: No Personalities

	--- In CraneClan@y..., "a faux" <afaux@h...> wrote:

>
> mmmm no, Im pretty sure its just bad.

Bad is relative.

Its the right deck for the right player that wins games. If you are a
lucky player, this is the right deck for you. If you are an unlucky
player, perhaps you should play Phoenix or Dragon. If you are an
extremely lucky player, perhaps you should play Warlord or Magic.

I think you should try it out. If it turns out you are unlucky
player, play something else. Playtest a deck before playing it in a
tournament! Important rule! Remember this for Kotei! Don't go into
Kotei with a deck you haven't tried beforehand!

"There is no good play, better play or bad play; there is only the
correct play and the wrong play."

- John Finkel

"When faced with overwhelming force, fight on entrapping terrain."

- Art of War

Cheers,

Asahina Daisan
Crane Seer
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"kakitadairu" <jliang2@u...> 
Date:  Mon Mar 4, 2002  12:55 am
Subject:  Re: No Personalities

	--- In CraneClan@y..., "a faux" <afaux@h...> wrote:
> Players need skill, in both deck building and play. Arguing that
deck has
> nothing to do with it is foolish.

In L5R deck building is building the deck that is right for you. I
feel that in L5R there is no deck that is universally right for
everyone. There is no best deck by itself- you cannot take the deck
out of context for the player who is playing it.

you also state that each player can get
> the cards he/she needs, this is also not true, you have to make due
with
> what you have. And this isn't always the players optimal deck.

No, you misinterpet me on this. See above for clarification.

> Sorry but not everyone has a playset of everything. As another
thing you
> also assume that the best player will win, you left out draw in
your
> determination of luck.

Once you play enough L5R, you realize (as I have) that there is
no "luck of the draw [in Open. I have not yet made my mind in Gold]."
Whenever I lose a game, I look at the top cards of my fate and my
dynasty. Once all the information is disclosed, there always was
something I could have done differently to win the game- ditch
earlier, not ditch earlier, drawn a card with the favor, ditch a card
with Uona Sensei, chosen to dig fate or dynasty wrong with Uona
Sensei, focused one more card in a duel, focus one less card. I do
not lose because of draw- I lose because of incorrect plays. Some
deck styles have stronger match ups than other deck styles- dueling
(Iaijutsu Challenge) is strong against honorable clans and weak
against Horde, etc... and that is where luck comes in a tournament.
But (assuming some form of free will) you do not lose because of a
bad draw or a bad match up, there is almost always some choice you
could have made that would have resulted in you winning the game.

This holds true in Open, but perhaps it doesn't hold as true in Gold
because Gold is very mechanical. It holds somewhat true in Gold
though. One game I can recall (which will illustrate Finkel's point):

I used Emperor's Underhand on an Unicorn player. I was holding 2
challenges and 1 duel in my hand and 1 Kakita Technique. In his hand
was a Kharmic Strike. I took the Kharmic Strike: it was the "best"
play at the time because my defense depended on duelling with the
hand I had. My strategy was to bring the Unicorn to negative honor so
they couldn't bring out more people. Afterwards, I used the
Challenge, which was refused. At the end of my turn, I drew into a
second Kakita Technique. I eventually lost the game because the
Unicorn got Imperial Gift/ Celestial Sword and I lost my provinces at
46 honor. But looking back at the game, I could have made a different
choice with the Emperor's Underhand.

If I hadn't taken the Kharmic Strike, my opponent would have probably
accepted my first Iaijutsu Challenge, which I would have won with
Kakita Technique. Then, if I had held my 2nd Challenge, I could have
gained 5 more honor off of my 2nd Challenge.

On the other side of things, for my opponent, if I had let him kept
the Kharmic Strike (and taken another card), his best choice in a
Challenge would appear to be to accept the Challenge and lay the
Kharmic, or refuse the challenge and seppuku. But in this case as
well, the "best" choice turns out to be the incorrect choice.

So the incorrect play, which appeared to be the "best" play at the
time (given that I didn't know I would draw into a 2nd Kakita
Technique or that my opponent would gain 4 honor the next turn), was
the incorrect play.

Some of the best Magic players in the world believe that the most
critical skill in Magic is intuition. Believing that there are "best"
plays denies the fact that relying on the correct intuition will
result in success whereas logic and calculation will sometimes result
in error.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image24.png]


"kakitadairu" <jliang2@u...> 
Date:  Mon Mar 4, 2002  4:41 am
Subject:  Re: No Personalities

	--- In CraneClan@y..., Kevin Walsh <hjalkar@r...> wrote:
> On Mon, Mar 04, 2002 at 08:55:25AM -0000, kakitadairu wrote:
> > Once you play enough L5R, you realize (as I have) that there is
> > no "luck of the draw [in Open. I have not yet made my mind in
Gold]."
>
> Sure there is. That time when Rekai was the only personality on the
> table, she was Kolat Duplicated, and I got another Rekai and a
Rekai xp2
> the next turn was definitely a luck of the draw issue. Any games
where
> I draw nothing but personalities early on are almost certainly
lost, and
> for reasons that have little to do with my skill.

To discuss this we would have to talk more about specific deck
construction theories and less about general theories. I still think
if you play perfectly, most of the time you can overcome your own bad
luck or your opponent's good luck. And a well- tuned deck will not
have that much bad luck... if you have an awful opening draw, perhaps
you are playing with some "late game" cards that you should replace
with "early game" cards. Also, one problem I find with many decks is
they have low potential, i.e. there is not enough choices you can
potentially make to have right choices (for instance, many TA decks).
This is one of the reasons I love Uona Sensei because she
dramatically increases the cards that I can potentially see through
the course of the game. But she is incredibly difficult to master!

It's just not having
> money in the early game and not having personalities in the late
game
> (and lacking the ability to pay for fate cards at crucial points).
>

I think in Open there is a trade off because I actually honor run
faster the games where I open up with more personalities (partially
because some of my events such as Test of Stone and Soul of Thunder
need personalities to work, as well as dueling, and the extra card
from the favor). I can't get by if I don't see ANY gold, but I can
function with just one gold holding.


> > But (assuming some form of free will) you do not lose because of
a
> > bad draw or a bad match up, there is almost always some choice
you
> > could have made that would have resulted in you winning the game.
> >
> While what you say is partly true, you can't have perfect knowledge
> before the game, unless you're cheating.
>

Yes, and I think this is an important point. If both players had
perfect knowledge, then L5R WOULD be a game of luck because no one
would make any mistakes. Because players almost never play perfectly,
it is not a game of luck, but of skill, the greatest of which is
intuition.

> > Some of the best Magic players in the world believe that the most
> > critical skill in Magic is intuition. Believing that there
are "best"
> > plays denies the fact that relying on the correct intuition will
> > result in success whereas logic and calculation will sometimes
result
> > in error.
> >
> Well, humans are better at intuition than at logic or calculation.
>

I agree completely, but few people have the confidence to trust their
intuition, which is why you get people "choking" in elims;)

Final word on luck- luck is a large factor, bad luck and good luck
definitely exists, but if you have the experience and confidence, you
can overcome luck. It doesn't decide the winner as much as
experience, intuition and confidence. I do feel though that sometimes
luck makes it not fun because its too challenging and I hope one day
AEG changes tournament elims to be best of three, which would at
least GIVE the illusion that there is less luck involved (of course,
as the saying goes when it rains it poors, like in Warlord when you
roll 10 times and don't get anything over 10, or when you roll three
1's in a roll;)). I think best of 3 there is more potential for
correct plays and incorrect plays, so it would have a net effect of
allowing skill to determine the winner.

To clarify: skill DOES determine the winner, but if you are lucky you
need less skill some games and if you are unlucky you'll need more
skill some games.

Cheers,

Asahina Daisan
Crane Seer
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"kakitadairu" <jliang2@u...> 
Date:  Wed Apr 10, 2002  6:36 am
Subject:  Re: TotRC crosspost winning Decklist from L5R FR

	--- In CraneClan@y..., "mrchris93" <heywoodc@p...> wrote:
> I got this from the french l5r list and I thought the crane might
be
> interested in it because I certainly am.
>
> I'm not a hardcore crane tactician but I can see some serious flaws
> with this deck and I'd like your ideas and input on it as well.
>

snip

I actually just got done playtesting it with Micah Paroni on Gempukku
for about 5 hours. Its actually an extremely well designed deck. For
instance, the Barricades which seem awful at the beginning is a
perfect fortification for an early Taeruko to fetch when you have no
gold/ Sekawa out. Plays almost like a Phoenix deck;) Controls honor
extremely well and has no problem defending for 7-8 turns. Also is a
card drawing engine. I commend the designer and winner of Test of the
Ruby Champion.

The only changes I would see is Superior Tactics and perhaps Fall on
Your Knees. The Barricades are great against Sneak, but this deck
cant stop cavalry/ movement well when it is backed up by Test of
Courage/ Confusion at Court. Also, in one game I could have used a
Crane sword to go with the Imperial Gift. But the deck already has
good balance and I am reluctant to pull cards from it.

Why does it work? It has the most insane economy I have ever seen.
Also, many of the cards are extremely powerful and skill intensive
(i.e. Touch of Death).

This is definitely the most skill intensive Gold Legal deck I have
yet played. I had a great time play testing it. You definitely need
to know the game well, the cards well and the deck well to be
successful with it, especially with early ditching etc... it speaks
highly of the playing skills of the deckbuilder to use such a
challenging deck. Hopefully some of the other Crane players will look
past the whole "Europeans Suck" stereotype/ propaganda, try this deck
out, and we will be able to adopt it to Kosaten Shiro when we
eventually lose the Fantastic Yasuki Palaces.

Again, my commendations for the creator of the deck.

Cheers,

Asahina Daisan
Crane Seer
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"Brandon Flores" <protomew@h...> 
Date:  Thu Apr 11, 2002  12:04 pm
Subject:  Re: [CraneClan] Re: TotRC crosspost winning Decklist from L5R FR

	
>From: "kakitadairu" <jliang2@u...>
>
> > I also notice that Touch is 8 gold (stunting your turn), Atoshi
>requires you
> > to keep favor and not be killed (PK fodder, and not even good
>enough to be
> > the first target), and Sekawa/WtW/Void means squat when I'm
>attacking your 5
> > card hand, one of which is possibly Flattery, and the other 4 cards
>are LOW
> > FOCUS values.
> >
>
>Well would disagree. This deck has explosive gold, dropping Touch of
>Death on the 3rd ++ turn will not hurt its development at all. This
>deck is also less gold intensive than KS because the personalities
>are cheaper and fewer. The personalities are weenies, even if they
>spend 10 gold to kill/ control a personality that was a 4 gold
>(Atoshi), Atoshi still keeps a personality bowed for one turn which
>is probably well worth the 4 gold you paid and the 10 gold your
>opponent paid to get rid of him.

The deck's "explosive gold" has all of what, 12 GPH in it? Pardon me while
I scoff openly, especially when any other personalities capable of casting
the spells also bow to produce said gold, with some even discarding cards to
do it.

"Cheaper and fewer" does NOT equate to good, although I agree it does cut
costs. Where you get off assuming I'm, or anyone else for that matter,
spending 10 gold to kill anyone is absurd, unless you've gone and spent 10G
or more as an investment on the personality (say, Kuon [5]+ The Damned [5]
being a 10G investment for Crab).

>The focus in this deck is pretty high actually. Its not really
>feasible for it to take out the Deeds/ Word of the Anvil, this deck
>is all about controlling honor flow. The spells/ kihos not usually
>found in an all samurai Crane deck (Torrential Rain, TWT, Touch of
>Deach) are all extremely high focus.

So the high focus cards you named are the ones you're trying to keep for
later, right? So the Torrentials to stop battles...TWT you're trying to
abuse...Touch that you're trying to off my people...wait, you're pitching to
Flattery? The logic doesn't compute, on any scale.


Brandon "Hawke" Flores
Chuda Haikazu, Sword of the Snake
Soul of Rezan * Samurai * Ninja * Poet
DEG Central, Rikugunshokan of the Dynasty
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"kakitadairu" <jliang2@u...> 
Date:  Thu Aug 1, 2002  8:39 pm
Subject:  Gen Con Thoughts

	First, I wish all of the Crane players going to Gen Con good fortune.
I am confident we will do very well this year!

There have been a lot of Dragon/ Scorpion/ Phoenix honor/ dishonor/
Judgment pk decks running around in here in San Francisco/ Castro
Valley, perhaps a side effect of Bryan Reese winning the Kotei, so I
have some uncommonly seen meta cards for you to consider as you
figure out which deck types you'll want to have an extra edge against:

Geisha Assassin: Will take out Doji Nagori, Kaukatsu and assorted
shugenja bearing Secrets on the Wind. 4 focus value.

Traitor's Grove: Will take out Doji Nagori and Daidoji Rekai.
Definitely an interesting card for Crane because SO many other clans
whore Nagori right now.

Streets of Otosan Uchi: Good meta card against Asako Towers which
gives many defensive Crane decks headaches. Not quite as strong
otherwise as Campsite, but still effective defense.

Kakita Kyruko: Got this idea from the Crane Champion at NorCal Kotei.
A strong personality against Asako Towers and will bust some annoying
critters like Doji Nagori, various shugenja, goblins etc...

Kakita Atoshi: Atoshi has been making a comeback around here! Again,
good against Secrets, shugenja, Nagori, Nimuro, etc... must get him
out early though or he will get Judged first.

Ninja Thief: To steal Judgment. Or you can play with your own
Judgment. I am thinking of making a "Don't Look a Gift Sword in the
Mouth" deck when BB comes out, lots of fun with Bitter, Honorable and
Chakamodo.

Running Shugenja:

Ryoshun's Last Words: Against another shugenja honor runner, walk for
this to bust Secrets.

Endless Deluge: If you have a lot of PK and shugenja, this is strong
against Asako Towers.

Everyone have a good time! I think you will definitely see Judgment/
Secrets- based Dragon PK honor runners, so be sure to be prepared for
them. Their weakness is sometimes they get sh*t gold and lose
automatically, but you don't want to be unprepared if they get the
gold to get the engine going. If I have time I will have fiction soon!

Cheers,

Asahina Daisan
Crane Seer
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"kakitadairu" <jliang2@u...> 
Date:  Mon Aug 12, 2002  6:41 pm
Subject:  Re: Will We Ever Win?

	--- In CraneClan@y..., "popejubal" <mike_wilson@g...> wrote:
snip
Massive Chi
> Advantage is no longer possible in Gold edition (it's just too
> expensive to build someone up that far)

Tell that to the Dragon Clan:p (I've seen WAY too much Tsuge/ Blade
of Truths/ Judgment)

and dirty tricks require lots
> of fate cards,

Again, the Dragon seem to get by this problem, I wonder why:p

Our advantage in dueling is our obscene number of Toys (unique double
chi personalities). At least we have some options: we can duel like
Timmy (Rensei! Reju! Shiryo no Hotei! Judgment!) or we can duel like
Spike (Kyruko! Poisoned Weapons! Bend Like a Reed!).

We can't duel like Dragon. We can't duel everyone to death. Even with
Sekawa/ RotV our fate doesn't support it. We can only win a certain
number of duels, and we must pick those duels carefully. Duelling is
an important form of defense for the Crane, but we are much more
versatile than that. Duelling should not be our clutch, because we
have raw force as well, something the Dragon don't have. Raw force is
one of our selective advantages, and we must embrace it (or another
of our selective advantages), not try to beat the Dragons at their
strength. If the Dragons can't win through pure duelling, fat chance
we can.

Cheers,

Asahina Daisan
Crane Seer
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"kakitadairu" <jliang2@u...> 
Date:  Mon Aug 12, 2002  7:05 pm
Subject:  Re: Will We Ever Win?

	--- In CraneClan@y..., "kakitaaaron" <kakitaaaron@y...> wrote:
> This is the 2nd year in a row Crane have failed to make it into the
> top 8. Both this and last year, Crane made a strong showing in the
> prelims and reached the top 32 with more or as many players as any
> other faction.
>
> But for some reason, we haven't been able to cinch the victroy. Or
> advance as far as random wins would seem to let us (e.g. 6 cranes
in
> 32...3 in top 16...1 in top 8).
>
> And, at the same time, Crane will win in any but the most
> competitive areas. GSTs, which in the past had been to our
> disadvantage, are now something Crane has a reasonable chance of
> winning.
>
> A few observations and thoughts:
>

snip

A couple of things to keep in mind:

1) Gen Con is traditionally won by Military. Every year. Why?
Military has the least amount of slots to devote to meta. Military
also doesn't need to devote as much slots to meta as honor. Gen Con
is the most diverse tournament field imaginable. It is incredibly
difficult to meta for Gen Con. Crane is the king of metagaming: the
reason why Crane does so well in regional environments is because
Crane can easily devote the most slots to meta. But Gen Con nullfies
this advantage. Military, not needing to meta (besides obvious things
like Suspicions) has the edge at Gen Con.

2) Crane was the majority of the field. Players who qualified on
Thursday or Friday, or advanced on Saturday, by default are playing
decks with strong matchup against Crane. The four decks in top four:
Canary, Scorpion Dishonor, Shadowlands, Unicorn, all have at least
decent match ups against Crane. Because Crane is the majority of the
field, we eliminate the clans that have bad match ups against us
(Lion, Crab) which are strong match ups against our bad match ups.

3) Someone above mentioned the luck factor. I totally disagree with
this. Kosaten Shiro is the most robust deck in Gold Edition right
now. I can go second, get gold screw first turn and still win. That's
what happened to me at NorCal Kotei Round 5 vs. Dan (forgot his last
name, Seattle player not Tibbles playing Lion). Dragon, Phoenix,
etc.. can't do that. They have decks and gold schemes which will
sometimes defeat themselves if they get gold screwed. Current Kosaten
Shiro eliminates a lot of the luck factor in Gold Edition. Its not
just our gold scheme, but gold scheme + personality scheme.

4) Someone else mentioned that they believe post BB KDA and IF will
dominate, but those two decks suffer the same fault as the rest of
the field: they will also lose to first turn gold screw. They don't
have the ability to overcome gold screw like Kosaten Shiro.

5) What I think about post BB:

KDA is still not good. It forces us to play like Dragon, only our
stronghold is not as strong as Shiro Mirummoto and 2) our advantage
here, Sekawa, empties our hand which is a disadvantage when we are
trying to duel with the stronghold.

Our shugenja are even stronger now with Mystic Dojo/ Trade Hub. We
must also consider Lesser Shrine (which is awesome in KDA) and Devout
Acolyte. The drawback of shugenja is we sacrifice our main advantage
in honor run, natural force, plus we don't play the shame game as
well as Dragon or Phoenix. We need to find a deck that maintains our
good match ups (Lion, Crab, Mantis, Phoenix Honor) while improving
our bad match ups (Scorpions, Horde, Dragon). I think we should also
consider more militant decks because it seems to me that we have
enough advantages in the right places to field the strongest
honorable military deck out there right now.

I of course look forward to our new stronghold, but not knowing what
it does, we have to work with what we have right now. BB brings a lot
of new options and being a meta set is fantastic for Crane.

Cheers,

Asahina Daisan
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"kakitadairu" <jliang2@u...> 
Date:  Tue Aug 13, 2002  5:05 pm
Subject:  Re: Will We Ever Win?

	--- In CraneClan@y..., "dasewh" <sean_whittaker@h...> wrote:
snip

> (An aside--you probably were playing Danny Walker or Dan Carew)

*nods* It was Dan Carew. Very close game, he wasn't able to sit back
and honor out without trying to take some provinces.

> While I agree that Kosaten Shiro can recover better than most from
a
> gold screw, I wouldn't concur that it can reliably come back and
> win. I had an opening flush (going second vs. Lion) at the Seattle
> Kotei consisting of two events and two Kurohitos. I came back to
> take a province while my opponent carefully sat back and won by
> honour. It's not easy to recover, KS or not.

I agree. Its not easy, but it certainly is not impossible for Kosaten
Shiro to do it. Shiro Mirumoto can't recover from first turn gold
screw. If it gets Sanctified or Chieko or nothing at all first turn,
it is down for the count. Both the best Dragon player we have here
(Zhi) and the best Phoenix player (Ivan Jen) tell me that no other
deck in Gold is able to survive a bad start and that is one of their
reasons why KS is broken. The only other clans that I've seen survive
screw are Unicorn and Shadowlands, and Shadowlands can't do it
against a good Kosaten Shiro start.

> >

snip

> I did not say the other two Crane strongholds would *dominate*. I
> did say that *well-conceived* KDA and IF decks should perform
> *better* than most KS decks, post-BB. Why? IF can for example,
> under a worst case scenario, at least bring out a Hachi or Megumi
> first turn, and set up an early attack/lobby for the
Favour/Iaijutsu
> Challenge. Kosaten Shiro can't. KDA can bring out Doji Okakura or
> Doji Nagori, and stand a chance via an early Suspicions & duel-
> fetching.

In addition to Okakura and Nagori, Atoshi and Kimita are also seen in
KS decks as well (although I concur not all of them at the same
time). Kimita/ Nagori helps insure favor control/ meeting honor
requirements etc... both KDA and IF have a much greater risk of being
behind in honor the early game. But more importantly is that KS can
rebuild the gold scheme to parity with the opponent, and with Silk
Works start to get back honor parity as well because the guys are
hopefully coming into play for full. IF will have problem with both
Gold parity and Honor parity. IF stops blitz, but blitz is only one
of the problems you have to overcome when you get gold screwed.

But comparing worst-case scenarios is not a fruitful line
> of enquiry, IMO, as it is a poor starting point for this
> discussion. Running 17 or 8 gold-producing holdings renders the
> odds of a completely horrendous draw to neglible probabilities...

Um. Not true. Gold screw always happens no matter how many gold
holdings you are running. Its less with 18, but then you get into
gold flood which can be devastating esp with high honor requirements.

To compare decks/ strongholds, you MUST look at worst case scenarios.
Without worst case scenarios, both Kosaten Shiro and Shiro Mirumoto
are nightmare match ups. A typical (start SW/ HD/ MP/ JW) KS start
will break 20 in four turns. A typical Shiro Mirumoto (start any gold
except Santified/ Kabuki) will have the gold for Judgment lock in
four turns. If you don't consider that Shiro Mirumoto's gold will
consistently fail it, it is much better than any Crane deck. But
looking at the Kotei results, you can see that KS's robustness over
Shiro Mirumoto is evident.

snip

> I have a post-BB KDA deck that I'll gladly put up against anyone.
I
> dispute your assertion that it is a poor stronghold, as it can card-
> search very well (box & Walks, plus Naseru's Strength if you choose
> to go that route) and understandably contains a modest amount of
> effective duel-supporting cards in both fate and dynasty to match
> Shiro Mirumoto.

I don't think it can match Shiro Mirumoto. Both the card drawing and
the fact that you can slap on two weapons makes it a superior dueling
stronghold. KDA fate will never flow as well as Shiro Mirumoto fate,
considering the stronghold, Mirumoto Tsuge and Chieko.

Is KDA competitive? Sure. My friend Eric Plumb qualified for Saturday
with KDA. Because it is similar to Shiro Mirumoto, it probably will
do well. But I think it is inferior to Shiro Mirumoto, the advantages
you gain for being Crane (Sekawa, TDWWM, possibly Tanitsu) doesn't
outweigh the Dragon stronghold + Mirumoto Tsuge.

I have found that KDA works very well as it
> splashes devastating dishonour with double-chi personalities and a
> couple of items to ensure victory in duels. Nor is it difficult to
> set up the Ring of Void via Asahina Sekawa and Iaijutsu Arts. An
> obvious caveat is that KDA has to run for the hills and honour-run
> as fast as possible against Shadowlands, eschewing Challenges and
> sucking up a few dead Fate cards against them, which is why I pack
> the Ki-Rin and one Purity of the Seven Thunders, which becomes
> remarkably easy to play if Doji Akiko hits the table.
>

I find myself asking how is KDA improving over KS's bad match ups,
Scorpion/ Horde/ Asako Towers etc... The dishonor is probably good
against Scorpion, but Kosaten Shiro does honor/ dishonor just as
easily, and probably safer as well. KDA does not have as strong
Outmaneuver by Force against Dragon either. I like the stronghold,
but when I try it out I find it seriously needs a way to draw more
cards and often has trouble hitting honor requirements. When I win
with it, I feel like I am doing it by blind luck. If Shiro Mirumoto
can't cut it consistently, neither will KDA.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image31.png]


"kakitadairu" <jliang2@u...> 
Date:  Wed Aug 14, 2002  1:50 am
Subject:  Gen Con Semis Deck:: Kosaten Shiro

	This is the deck Sam Chen used to qualify for Saturday at Gen Con. I
am posting it for him. I will try to get Eric Plumb's KDA deck list
tomorrow for you guys. Sam went 6-1 to qualify on Friday. He used a
modified version of it on Saturday and went 4-3. His three losses on
Saturday were against Canary, Shiro Mirumoto duel and Kosaten Shiro
honor. In hindsight he says he made a mistake against the Dragon
which lost him the game (he should have focused against an Iaijutsu
Lesson). The modifications were for a field heavy with honor runners.

This deck was developed by Ivan Jen and Sam Chen. The deck makes up
for some of the bad Crane match ups such as Asako Towers by going
military against the bad match ups.

Format is: Semis/ Qualifiers

Deck: Emergence of the Tortoise

Wind: Tsudao

Dynasty
Doji Kurohito exp
Daidoji Rekai exp2
Doji Reju exp2
Yasuki Hachi exp
3 Doji Yasuyo
3 Doji Kurohito
3 Yasuki Hachi
3 Doji Okakura
Shrine of the Dragon Clan Champion
The Emperor's Under-hand
Crane Tradesman
3 Marketplace
3 Jade Works
3 Silk Works
3 Hiruma Dojo
2 Sanctified Temple
2 Small Farm
2 Poorly Placed Garden
2 Campsite
Welcome Home
Imperial Gift

Fate
Celestial Sword of the Crane
Armor of Shadows
Imperial Standard
Uji no Shiryo
Doji House Guard
Empress Guard
Hunting Tiger
3 Imperial Honor Guard
2 Geisha Assassin
3 Deeds Not Words
3 Block Supply Lines
3 To Do What We Must
3 Superior Tactics
2 Iaijutsu Duel
2 Outmaneuvered by Force/ In Search of the Future
2 Enough Talk!
2 Imperial Edicts/ For the Empire
3 Avoid Fate
2 Fall on Your Knees
2 Rallying Cry
1 Counterattack

(So, he added the Outmaneuvered by Force and Imperial Edicts as meta
against Dragon and Crane for Saturday)


Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image32.png]


"kakitadairu" <jliang2@u...> 
Date:  Mon Sep 2, 2002  1:15 am
Subject:  Fwd: Game Design thoughts

	I posted this on the Yahoo SF VtES group a couple of hours ago.
Curvei (Ian, a very skilled Vampire player) had previously commented
that he tried to enjoy L5R but felt it was too unbalanced. This is my
post in response to his explanation of "unbalanced." Thoughts and
comments?

--- In SFBayArea-VTES@y..., curevei@a... wrote:

snip

> With L5R, Magic, and some other CCGs, my problem is that it's far
too easy
> for one player to dominate another player even if their decks are
at the same
> level. It's too easy to establish board control. Sometimes, the
cards in
> the game have something to do with the problem, like mass
destruction in
> Magic. Sometimes, the natural progression of games tends to
produce
> snowballing. I see L5R fitting the latter.
>

Okay, I see where this is going. The question to ask then is:
ideally, how much should the [rules] of a CCG benefit a player for
adopting an early game (blitz) strategy versus a build up strategy?

In card games, players compete on three levels: strategies, tactics
and logistics.

Deck building affects strategy, tactics and logistics. However unlike
tactics and logistics, a player's overall strategy is mostly
determined by his deck.

Ideally, a game penalizes a blitz strategy by limiting the long term
options. CCGs often defer to limited resources to reflect this.

A blitz strategy is meant to disrupt a build up strategy. In order to
win with a build up strategy, a player must be able to counter blitz
strategies.

Thus the following scenarios in two player CCGs:

Blitz vs. Build Up: The player who wins the blitz vs. counter blitz
match up
has won strategically.

Build Up vs. Build Up: The player who has the more effective build up
strategy has won strategically.

Blitz vs. Blitz: Ideally, the player who has more counter blitz than
his opponent, which detracts from his ability to blitz (otherwise,
too much of an advantage is given to blitz, they win strategically if
they have the most effective blitz in all match ups), has won
strategically.

Ideally in a CCG:

Superior tactics and superior logistics should be able to overcome a
disparity in inferior strategy.

So the question redefined:

Should a build up player who has lost the blitz vs. counter blitz
match up be allowed by the [rules] to recover? I feel that when a
blitz player has beaten his opponent's counter blitz, the [rules] of
the game should reflect that he has won the game unless he makes a
gross tactical mistake.

Thus the [rules] of an ideal CCG should support the following
paradigm:

If a player wins the strategy match up, he wins the game if he does
not make a tactical mistake OR if his opponent has inferior logistics.

If a player loses the strategy match up, he can still win the game if
he has superior logistics AND his opponent makes a tactical mistake.

In addition:

The winner of a blitz vs. blitz match up is affected by tactics
primarily and logistics secondarily.

The winner of a build up vs. build up match up is affected by
logistics primarily and tacitcs secondarily.

> While still bothered, I worry less about CCGs that have broken
cards because
> those can always be errataed to fix the game, assuming the company
recognizes
> the problem and is interested in fixing it. Magic, for instance,
though, can
> never escape the problem of (un)even mana flow because too many
mechanics of
> the game can't be fixed without completely changing the game and
because
> people like it the way it is.
>

Therefore when we critique a card game, we must identify our critique
as towards the game's [rules] and towards its [cards]. I assume you
are criticizing the [rules] of L5R, and I'm guessing it is the lack
of attrition in battles element of the l5r [rules] that is being
criticized. I think with the case of L5R, it has cards that allow you
to win even if you are losing on the board, if your opponent makes a
tactical mistake. My favorite example of this:

When I first started playing L5R, I had a Shadowlands Horde deck
which is a blitz deck. There was one game when I outforced my
opponent's army, thus I started destroying my opponent's provinces,
but I was unable to destroy my opponent's army because he did not
commit them into battle. When he was down to 2 provinces, I attacked
with my entire army at one province because he had enough force so
that I had to commit everyone or else I might not win a battle. I did
not have a Rallying Cry in my hand (so my logistics had failed me).
After my army was bowed, he played a Counterattack (so he had
effective logistics). He destroyed my two provinces which had
personalities with the Counterattack, and on his turn destroyed my
two remaining provinces. Although I had the edge in force the entire
game, because I had make a gross tacticai mistake and my logistics
failed me, I lost the game.

L5R's no attrition element did not take effect that game. L5R because
there is no attrition, puts its emphasis on committing units into
battle. It forces you to commit every resource into a battle, which
means it is easier to make tactical mistakes.

The problem with competitive L5R is that the most experienced players
make very few tactical mistakes. There is very little tactical
disparity in most games and thus games are won solely based on
Strategy or Logistics, or reflectively deck building and luck. A
game at this state is no more fun than rolling dice.

> Admittedly, I was deeply into a CCG (Wheel of Time) that was
notorious for
> its snowballing problem. But, I enjoyed the game more for deck
building than
> playing, the most interesting part of the game was probably towards
the
> beginning before it became too one-sided and/or the challenge was
to prevent
> the game from getting too one-sided rather than actually winning,
and it was
> getting better.
>

I think you've identified the blitz vs. counter blitz match up here,
which IS where the strategic emphasis should be.

> I'm not concerned with number of viable strategies when speaking of
balance,
> when speaking of boredom maybe. This assumes that a game with
unequal sides
> - Star Wars, Wheel of Time, Netrunner, etc. - that each side has
strategies
> as strong as the other. This wasn't the case with WoT until the
first
> expansion, but I was already invested and I actually could get
things changed
> (or established, like timing rules didn't exist for quite a while)
to a
> degree.

Factionalization creates its own set of problems in a CCG>

Cheers,

Jason in love with Helen(a)

End Forward

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image33.png]


"kakitadairu" <jliang2@u...> 
Date:  Mon Sep 2, 2002  1:59 am
Subject:  Re: Gateway 2002 Report, 2nd Place

	--- In CraneClan@y..., TZAR890@a... wrote:

Congratulations Jordan!

I saw part of the game against Kellen (both Kellen and Ivan are in
our playgroup), had to leave before the final rounds, and was
impressed with your deck which is very similar to my pre BB deck.
Talked to Ivan today, he was impressed by your Kakita Technique in
game 3 which surprised him just as much as his Uncertainty surprised
you lol;) He said it was that duel that made the game so close in the
end;) No doubt he will be even more impressed when he learns you were
only fielding 1 Fall. You really almost had him, you are both great
players. I look forward to meeting you at a future tournament.

Cheers,

Asahina Daisan
Crane Seer

PS I have attached my deck list to this post. My own tournament
report is not worth posting beyond saying that playing Ivan 1st round
and getting bumped into the loser bracket early was only the start of
a very long and torturous tournament.

Kosaten Shiro, in the year before the Fall of Otosan Uchi (My how
Broken Blades changes everything!). Posting this also as a
historical/ archival evidence.

Stronghold: Kosaten Shiro

Wind: Toturi Tsudao

Dynasty (40):

Daidoji Rekai exp2
Doji Kurohito exp
Doji Reju exp2
Yasuki Hachi exp
3 Doji Yasuyo
3 Doji Kurohito
3 Yasuki Hachi
2 Doji Okakura
2 Kakita Atoshi
Crane Tradesman
3 Marketplace
3 Jade Works
3 Silk Works
3 Hiruma Dojo
2 Sanctified Temple
Emperor's Underhand
2 Poorly Placed Gardens
Traitor's Grove
2 Campsite
Welcome Home
Imperial Gift

Fate (41):
Celestial Sword of the Crane
Bitter
Uji no Shiryo
Doji House Guard
3 Advance Scout
2 Geisha Assassin
1 Uncertainty
3 Deeds, Not Words
3 Outflank
2 Shosuro Technique
1 Strength of Purity
2 Iaijutsu Duel
2 Test of Might
3 Block Supply Lines
3 To Do What We Must
3 Superior Tactics
2 Overconfidence
2 Fall on Your Knees
2 Outmaneuvered by Force
3 Avoid Fate

Comments:

I ran the Underhand to stop events like you are running Shrine: Ivan
loves Shrine of the Dragon Champion and would suggest to run both;)
Well, you see what I cut to make it to 40 dynasty: I gave up on both
Rensei and Ki Rin. Traitor's Grove was my swing meta card, which
could have been any of the following: Ki Rin, Streets of Otosan Uchi,
A Matter of Pride, Shrine of the Dragon Champion, Doji Okakura,
Kakita Atoshi, Small Farm. I decided on the Grove because I had so
little else against Honor/ Dishonor in my deck.

Fatewise, Imperial Standard and Empress Guard were last second cuts
to my deck to make room for the Shosuro Techniques. My Standard
honor, when I could spare the favor to drop it, kept and getting
stolen:p Given another chance, I would definitely bump up to 3
Uncertainty: in most circumstnaces the same functions as Flattery,
with some more efficiency and other perks as well.

> Â Â Â Â Â Â Â Â Â Â Â  On Saturday August 31st, 66 players came to
Gateway 2002 to
> discover the truthof what happened to the black scrolls. I was
among them.
> What follows is my report:
>
>
>
> Â Â Â Â Â Â Â Â Â Â Â  As always, I decided to play Crane at this
tournament. I wanted
> to try something new, though.So I spent the three weeks before
Gateway
> franticly trying to get a military Crane deck working.
Unfortunately, it just
> didnâ€™t work out so I end going withmy usual Honor Crane with a
couple of last
> minute modifications (deck list atend.)
>
>
>
> Round 1: Warrens of the Nezumi
>
> Canâ€™t remember anything much here. Pretty easy honorvictory.
>
> 1-0
>
>
>
> Round 2: The Spawning Grounds
>
> I was really hoping to avoid playing Shadowlands. My deck usually
isnâ€™t fast
> enough to beat them.Â  I pass 40 honor with a single province (and
a
> campsite.) He attacks and I draw 7 (already having a full hand.) I
have
> aflattery but my focus only adds to 42 while he has a 46 force. I
duel one
> ofhis big units with my only defender. Sadly, I didnâ€™t notice
that one of the
> units has an Ikiryo so he kills my guy (Kurihito Exp with an
Imperia
> lStandard.) Then he plays Snowy Fields and having no more units in
the
> battle, Icanâ€™t do anything. Last province gets smushed
>
> 1-1
>
>
>
> Round 3: Kosaten Shiro
>
> Pretty standard Crane v. Crane honor race. He goes first and gets a
slightly
> better gold chain than I do. Thisgame made me wonder why Shrine of
the Dragon
> Champion doesnâ€™t get played more.Though I lost, it made things a
lot closer.
> My deck has many cards that areuseless against other honor runners
so I had
> plenty of fodder for the Shrine.
>
> 1-2
>
>
>
> Round 4: Ancient Halls of the Lion
>
> He goes first and gets tons ofgold. By the end of his fourth turn
he has
> something like 10 holdings. No personalities, though. By the time
he is able
> to start buying them I set up anice defense that he canâ€™t seem to
penetrate.
>
> 2-2
>
>
>
> Round 5: Kyuden Agasha
>
> This guy is part of a large group of players (all wearing shirts
with Fox
> mons) who havenâ€™t played in awhile. Ihonor out pretty quickly
then spend the
> rest of the round helping him to improve his deck.
>
> 3.2
>
>
>
> Round 6: Unicorn
>
> For some reason I canâ€™t rememberanything at all about this game
except that I
> won.
>
> 4-2
>
>
>
> That brought the swiss rounds toan end. They begin taking sign up
for the
> booster draft. I donâ€™t sign up for it yet because there is a
chance I could
> be in the top 16. After about 20 minutesto I go to check on if I
made it.
> Turns out I was the first of the 4-2s not toget in, but the horde
player from
> the second round wants to go play Warhammerso he give me his slot.
I end up
> with the 16th seed. I actually considered not going on in the
tournament
> since I wanted to do the boosterdraft and I would have to play the
only
> undefeated person in the next round. Eventually I decided that as
long as I
> have this chance, I should take it.
>
>
>
> Round of 16: Yasuki Palaces
>
> I was slightly shocked to see howwell a Yasuki Palaces deck had
done. I was
> sure this game wouldnâ€™t be easy. We both get great starts and his
brings out
> some rather large personalities veryearly. He takes a couple of
provinces
> when I get to around 30 honor. Its couple of turns to 40 and he his
unable to
> take out any more provinces.
>
> 5-2
>
>
>
> Round of 8: Utaku Palaces
>
> The key to this game was a 3rd turn Daidoji Rekai. Donâ€™t think I
could have
> won without her.
>
> 6-2
>
>
>
> From here on it was decided matches would be best of three to
prevent players
> from getting screwed by an unlucky draw.
>
>
>
> Round of 4: Kaiu Walls
>
> This deck only used 6personalities (3 Utagu and 3 Taeruko.)Â He is
still able
> to gain massive amounts of honor a turn from hisholdings. I mange
to take a
> province and use a couple of Deeds, Not Words tokeep his honor
down. My
> Imperial Edicts and Outmaneuvered By Force take care ofhis Winds
Truths and
> Secrets on the Wind. Our second game is more or less aduplicate of
our first
> game. Even though he is playing three deeds, he doesnâ€™tsee one in
either
> game. They are the main reason I play Outmaneuvered, anyway.
>
> 8-2
>
>
>
> Final Round: Asako Towers
>
> First game he gets very bad gold and concedes.
>
> 9-2
>
> Second game I get bad gold and canâ€™t hold him back.
>
> 9-3
>
> This was a wonderful game. We bothget great starts. He takes a
province
> fourth turn. Rekai comes up and I take aprovince. I challenge his
only unit.
> He accepts. I focus my whole hand. Hefocuses his whole hand except
for a
> single card. I win the duel. He takesanother province and I take
two. My last
> two provinces both have Campsites. Heattacks the two remaining with
a one
> unit each, both with 7 force. My onlydefender is a Yasuki Hachi. I
let him
> have the undefended province. He has twoshugneja to cancel my
actions. I
> favor his last unit, he cancels, I play Fal lOn Your Knees, and he
bows the
> other shugenja. I still have a To Do What We Must in my hand I plan
on using
> shortly. Unexpectedly, the last card in hishand is an Uncertainty.
I have
> nothing else I can do. The Match, and thetournament, go to him.
>
> 9-4
>
> After the game I realized that Ishould have favored at the
undefended, let
> him cancel it, then play TDWWM and Fall. I had three Atoshiâ€™s out
so I could
> have easily locked down his people.And my Rekai would have attended
to his
> final province.
>
>
>
> Deck list:
>
> Kosaten Shiro/ Toturi Tsudao
>
> Silk Works x3
>
> Hiruma Dojo x3
>
> Jade Works x3
>
> Market Place x3
>
> Sanctified Temple x3
>
> Crane Tradesman
>
> Poorly Placed Garden x3
>
> Emperorâ€™s Under-Hand
>
> Shrine of the Dragon Champion
>
> Yasuki Hachi x3
>
> Doji Yasuyo x3
>
> Doji Kurihito x3
>
> Kakita Atoshi x3
>
> Doji Kurihito EXP2
>
> Daidoji Rekai EXP2
>
> Doji Reju EXP2
>
> Yasuki Hachi EXP
>
> Kakita Rensai
>
> Ki-Rin
>
> Welcome Home
>
> Imperial Gift
>
> New Emerald Champion
>
> Boastful Proclamation
>
> Campsite x3
>
>
>
> Celestial Sword of the Crane
>
> Bitter
>
> The Imperial Standard
>
> Ring of Earth
>
> Ring of the Void
>
> Uji no Shiryo
>
> Iaijutsu Duel x3
>
> Iaijutsu Challenge x3
>
> Imperial Edicts x3
>
> In Search of the Future x3
>
> Deeds, Not Words x3
>
> Outmaneuvered By Force x3
>
> To Do What We Must x3
>
> Superior Tactics x3
>
> Block Supply Line x3
>
> Kakita Technique x2
>
> Counterattack x2
>
> Flattery x2
>
> Avoid Fate x2
>
> Fall On Your Knees
>
>
>
> Â Â Â Â  There are two cards in hear which I think are extremely
undervalued.
> Kakita Atoshi and Shrine of the Dragon Champion. Atoshi has been
agame winner
> for me numerous times. He is also a Samurai (the only non-samurai I
play is
> Ki-Rin, and unless Iâ€™m against Shadowlands I wonâ€™t play it.)
With Avoid
> Fate, there is a chance of your opponentâ€™s event coming back up,
with
> theShrine you wonâ€™t have to worry about it again.
>
> I don't play more Fall on Your Knees or another Flattery
because I
> don't have them.
>
> ~Doji Loranth
> Jordan Sandler


	From:  [image: image34.png]


"Jason L" <jliang2@u...> 
Date:  Fri Sep 20, 2002  12:15 pm
Subject:  Re: This debate again...

	--- In CraneClan@y..., "popejubal" <mike_wilson@g...> wrote:
snip

>
> Everyone from the Dynasty or in any kind of named group that I've
> ever played against has played honorably and well. In fact, the
only
> times I've seen truly unsportsmanlike behaviour has been from
> scrubs.
>
> The second worst example was the Dragon player at last year's
GenCon
> Friday qualifier who had no personalities left on the board and
only
> one province who refused to conceed the game to me when time hit
> (after he played slowly through the entire game) in the face of my
35
> force on the table because "he never conceeds to Shadowlands". He
> wasn't stalling (he was just fairly slow), but he said that he
would
> have conceeded to a player from any other faction, but because I
made
> a story choice that he didn't approve of, he would bite his own
nose
> off to spite my face (if you'll forgive the mangled metaphor).
>

If there was no stalling, I don't think either player deserves a win.
Your deck has to try to win the game and beat your opponent within
the time limit.

This same thing happened to me at GatewayCon this year. In the second
round, I played against a stupid Scorpion deck that didn't try to win
at all, his deck seemed just to prevent honor runners from winning. I
was crawling 2 honor a turn with IToW/ Tjeki/ Suspicions in play. He
kept on losing honor from his own actions, so there was no way he was
going to win by honor, he could only gain 1 honor a turn. Time was
called and I was at 28 to his 16 honor, I had 4 provinces and he had
2 left. He wanted me to concede to him because he "had In Time of War
in play." I was disgusted that he felt L5R Gold was only about
getting one card into play. By that same reasoning, my Traitor's
Grove stopped HIM from winning as well, so maybe he should have
conceded to me! I did not want to concede to a stupid deck that
doesn't try to win. If you don't want to give your opponent the
choice of not conceding to you, don't play stupid lock decks that
don't try to win.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image35.png]


"Jason L" <jliang2@u...> 
Date:  Sat Sep 21, 2002  1:20 am
Subject:  Deck: Asahina Family Tactics

	Okay, I tried my Asahina Family Tactics deck today. This deck has
been stewing in my unconciousness ever since Hoturi's Blade came out,
and with the coming of Mystic Dojo, I thought, why not?

To be fair, it did not do too well. I am inclined to say that it is a
poor militarny deck. Tried it with Tsudao and Sezaru, not really
clear which one is better yet. I think adding in Test of Courage will
help but it needs some more work even than that, probably bump up to
3 Flee the Darkness as well. Also, Akiko can come out. Take a look,
suggestions and critiques are welcomed.

Asahina Family Tactics
Kosaten Shiro

Daidoji Rekai exp2
Asahina Sekawa exp
Asahina Handen
Doji Akiko
3 Asahina Keitaro
3 Asahina Sekawa
3 Asahina Kimita
3 Doji Okakura
3 Marketplace
3 Silk Works
3 Daidoji Merchants
1 Jade Works
3 Mystic Dojo
2 Devout Acolyte
3 Trade Hub
Emperor's Underhand
Ki Rin Shrine exp
Honor's Lesson Dojo
Oracle of the Void
Oracle of Water
Imperial Gift

Fate
Celestial Sword of the Crane
Cukandomo
Uji no Shiryo
Doji House Guard
Empress Guard
Kisada's Fist
2 Imperial Honor Guard
3 Hoturi's Blade
3 Elite Spearmen
2 Cascading Fire
3 Walking the Way
3 Fire and Air
1 Open the Waves
2 Flee the Darkness
2 Arrows From the Woods
3 Superior Tactics
2 Three Stone River
2 Sneak Attack
2 Fall on Your Knees
1 Counterattack
3 Rallying Cry
2 We Will Have Revenge
Ring of the Void

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image36.png]


"Jason L <jliang2@u...>" <jliang2@u...> 
Date:  Wed Jan 8, 2003  8:46 pm
Subject:  Re: Kyuden Doji Decks [and other thoughts]

	--- In CraneClan@yahoogroups.com, "julesv77 <Sburri@w...>"
<Sburri@w...> wrote:
> Well since Ranko has posted his Kyuden Doji Deck I´ll add mine for
> review :
>

Been a while since I posted, in addition to deck comments there are
some other thoughts I've been having towards the end.

> Kyuden Doji
> Wind Empress Tsudao
>
> Dynasty 42
> Welcome Home
> Imperial Gift
> Test of the Jade Champion
> 3 * Small Farms

Small Farms buy too little to be useful. Go up to 2 X or 3 X Gifts
and Favors and of course Crane Tradesman.

> 3 * Marketplace
> 3 * Kobune Port
> 3 * Daidoji Merchants
> 3 * Hiruma Dojo
> 1 * Gifts and Favors
> 3 * Fantastic Gardens

I think these are necessary in either Kakita Dueling Academy or
Kyuden Doji honor runners.

Where is Shrine of the Sun?

> Ki-Rin´s Shrine xp

I like this only because it gives you 0 gold Geisha Assassin. Under-
hand is still a better choice for me just to discard another honor
runner's Deeds, Not Words.

> 2 * Campsite
>

Depends on how much PK you are going for. In addition to Geisha
Assassin, if you throw in Ki Rin or some other form of PK/ Denial
(Atoshi), Sorrow's Path, Streets of Otosan Uchi or more events will
help out more. Anti Region cards are very accessible to military
decks now, Campsite will still be strong against an unlucky/
unprepared opponent but it is not as dominating as it once was.

>
> 2 * Kakita Munemori
> 2 * Kakita Yariga
> 3 * Yasuki Hachi

I am in the "we have more stable personalities than Hachi now" camp.
I'd try Okakura or Atoshi over him.

> 3 * Doji Yasuyo
>
>
> Daidoji Rekai xp
> Doji Kurohito xp
> Doji Reju xp
> Kakita Nakazo
> Kakita Rensei
> Konetsu
> Yasuki Hachi xp
>

Ki Rin and Miya Yemi are both strong, situational non- samurai
personalities to consider.

>
> Fate 43

General comments here:

Are you really switch enough to run without 3 X Deeds, Not Words? I
doubt it. You MUST win the honor race.

Iaijutsu Art is one of the more silly/ abusive combinations with this
stronghold. Now that there is Shrine of the Sun, no reason not to
exploit it.

> 3 * Block Supply Lines
> 2 * Fall on your Knees

Do you need 2 X Fall AND 2 X Keen Eye?

> 3 * Geisha Assasin
> 3 * Iaijutsu Challenge

Add in the Arts and you will have a great personality denial engine
when Ki Rin hits play.

> 3 * Iaijutsu Duel
> 3 * In Search of the Future

Perhaps Overwhelmed instead.

> 2 * Keen Eye
> 3 * Outmaneuvered in Court

A better 4 focus for me is Balance in Nothingness. Particularly
because all your duellers will be bowing at some point and be hit by
Ambush/ Touch.

> 3 * Superior Tactics

You might not need this with more PK.

> 3 * To Do What We Must
> 2 * The Shadow´s Claw
> 3 * The Time is not Right
> Shiryo no Hotei
> Bitter
> Celestial Sword of the Crane
> Chukandomo
> The Imperial Standard
> Doji House Guard
> Empress Guard
> Hunting Tiger

I would go with a follower that increases chi instead of Hunting
Tiger.

> Ring of Earth
> Ring of Void

Have always doubted the ability of non- Sekawa Crane decks in putting
rings into play. Would definitely throw in Balance in Nothingness
over them.

Okay, general thoughts.

Our four strongholds:

Kosaten Shiro-

The standard, generic, all purpose stronghold with 6 starting honor
and an ability that is always useful.

Main advantage: Poorly Placed Gardens is the huge edge against other
honor runners. Secondary advantage is that Silk Works is more solid
than Daidoji Merchants.

Main disadvantage: The ability doesn't directly enhance the
personality base, unlike the 3 other strongholds. However, it is the
best stronghold for high Force personality base (Yasuyo/ Kurohito or
Yasuyo/ Kurohito/ Enai/ Seishiro) and the best stronghold for a
shugenja based Crane deck (since the other stronghold abilities don't
exactly enhance shugenja too much either).

Iron Fortress of the Daidoji-

Main advantage: Still the most solid, straight forward, uncomplicated
Crane personality base (Hachi/ Megumi/ Enai/ Heizo). The personality
base takes the MOST advantage of Daidoji Merchants.

Main disadvantage: The 4 starting honor means going 2nd against honor
runners. MUST take provinces against many decks, particularly honor
runners. Prone to Kolats.

Kakita Dueling Academy-

Main advantage: The stronghold ability complements a variety of
personality bases. Nakazo and Yariga are solid in many types of
decks. Once it gets the Favor, the ability will make silly honor
swings against honor runners.

Main disadvantage: The 6 province strength doesn't balance out the 5
province strength. Has the most problem going switch of all the Crane
strongholds, since it doesn't go first as often and the poorer
economy tends towards low force personality bases. Duel intensive
fate deck dilutes military cards.

Kyuden Doji

Main advantage: The 6 starting honor is married with cheap dueling
tricks such as Geisha Assassin, Iaijutsu Art and Test of the Emerald
Champion. Between the better chance of going first, being forced to
commit to 7 gold cost personalities might even make the personality
base more stable than Kosaten Shiro. The big question: is 7 gold cost
personalities + dueling tricks > 8 gold cost perosnalities + Poorly
Placed Gardens?

Main disadvantage: Commits you to both dueling AND enough samurai to
take advantage of the stronghold's best ability. Compared to Kosaten
Shiro which neither needs to make the dueling commitment nor the
samurai commitment, this stronghold is a calculated risk in forced
deck design.

Crane Dynasty with Personalities thoughts:

For KDA/ IF/ Kyuden Doji Samurai- based:

Gold (18):
Crane Tradesman
3 X Marketplace
3 X Daidoji Merchants
3 X Hiruma Dojo or Mystic Dojo
2 X Temple of the Sun
2 X Gifts and Favors
2 X ???
2 X ???

Replace Daidoji Merchants with Silk Works for Kosaten Shiro.

Events (2):
Welcome Home
Imperial Gift

Personalities (16):
Kakita Nakazo
Doji Reju exp2
Daidoji Rekai exp2
Yasuki Hachi exp
12 or 13 other personalities

Regions, non gold producing holdings (4):
Emperor' Under- hand
???

Again, the Under- hand's advantage against other honor runners makes
it mandatory in my book.

So, some issues:

1) Gold scheme: the wild spots. Unless more military heavy/ switch,
one wild card should produce honor, which means Sanctified Temples or
Kabuki Theater Troupes. These slots in Kosaten Shiro (taking out
Daidoji Merchants for Silk Works) will be 2 X Sanctified Temples and
2 X Jade Works or Mystic Dojos. In non Kosaten Shiro, you will want
the Ports to boost the Merchants, so 2 X Sanctified Temples/ Kabuki
Theater Troupes and 2 X Kobune Port/ Port or Trade Hub, probably in
that order of preference. I wish we could commit to less 4 gold cost
holidings, but are there really any better alternatives? The only one
I can think of is taking out the honor producers for Jade Works,
which I would do for a switch deck.

2) Non- unique Personality base. Daidoji is easy. In other
strongholds, cheaper is better. You can't go wrong with 3 X Okakura
and/ or Atoshi.

For non- Iron Fortress:

4 gold cost: Doji Nagori
5 gold cost: Yasuki Hachi
6 gold cost: Doji Okakura, Kakita Atoshi, Asahina Kimita
7 gold cost: Kakita Munemori, Kakita Yariga, Kakita Kyruko, Kakita
Noritoshi
8 gold cost: Doji Yasuyo, Doji Kurohito, Asahina Sekawa, Doji Jotaro,
Kozue
10 gold cost: Doji Tanitsu

3) Unique Personality base. The four I listed above, Hachi, Rekai,
Reju and Nakazo, are our top tier pound for pound for honor runners.
If you are switch enough you won't need Nakazo or Hachi. Konetsu is
so fantastically priced that he would be my 5th choice if you feel
you can run with 5, and definitely him over Yasuki Hachi nonexp. Our
uniques are solid, but not as solid as cheaper, non- unique
personalities. The four above bring enough power to warrant including
them. Kurohito exp, Kazo, Akiko and Rensei just don't bring enough
oomph (or in the case of Rensei, his gold cost makes him extremely
"balanced", too balanced without making a judgment call). I would
only recommend putting in the others in place of Yasuki Hachi nonexp.

4) Non- Crane Personality base. Miya Yemi fits will with Konetsu, and
if you are ballsy enough throw in Tanitsu as well. Ki Rin works well
with our various forms of dishonor. Kohuri is the cheapest samurai (3
gold), not exactly Toku but perhaps worth considering for some decks.
Ivan uses Tamori Hariko in KDA, and she is enough of a card advantage
to perhaps warrant it.

5) The wild cards. For honor runners, two of them need to be Poorly
Placed Gardens/ Fantastic Gardens/ extra Kabuki Theater Troupe or
extra Sanctified Temples. Alternatively, Hawks and Falcons/
Historian/ Lesser Shrine, MAYBE if you are pressed for gold. One or
two regions, the extra region at the cost of an extra gold/
personality, although personally I don't think you need that much
defense. So the region(s) must bring enough defensive power to the
table, a la Campsite, Sorrow's Path or Streets of Otosan Uchi. Ki Rin
Shrine exp/ Oracle of the Void/ perhaps also Water for more militant
decks. Some great events out there: Test of the Emerald Champion for
Kyuden Doji, Test of Stone/ Selection of the Cancellor for Kakita
Dueling Academy, Vengeful Dead/ Boastful Proclamation in general. I
don't think Boundless Sight is worth it, since for me it comes at the
cost of a non- unique personality, which will be better than a unique
personality on the first turn, plus Avoidable. I would throw in
Boundless Sight if my fate deck banks on Double Chi though, to pull
Hachi or Reju. As you see, with the introduction of Temple of the
Sun, we no longer have room for dynasty metagame.

So to finish dynasty:

18 gold/ 17 personalities/ 2 Gardens, Underhand, Imperial Gift,
Welcome Home

or

18 gold/ 16 personaliites, 2 Gardens, Underhand, Imperial Gift,
Welcome Home, Streets of Otosan Uchi

For Kyuden Doji

18 gold, 15 personalities, 3 Gardens, Underhand, Imperial Gift,
Welcome Home, Test of the Emerald Champion

or

17 gold, 15 personalities, 3 Gardens, Underhand, Imperial Gift,
Welcome Home, Test of the Emerald Champion, Region

Strategy thoughts:

Most Crane decks built will have trouble against lockdown, PK and
Asako Towers and Dragon. Some also have trouble against blitz,
although that depends more on fate than dynasty. The solutions are PK
and Switch. A better balanced Crane deck will have access to PK or
Switch to deal with these oddball situations. PK is not a great
solution against Asako Towers, and Switch is not good against PK and
perhaps Blitz.

PK: Judgment, Ambush, Touch of Death, Energy Transference, Secrets on
the Wind, Kolat Assassin, Kolat Master, Geisha Assassin, For the
Empire, Iaijutsu Challenge, Iaijutsu Art, Shame, Remorseful Sepukku,
Kakita Atoshi

Switch: Followers, Items, Force Pumps, Rallying Cry, consider
Imperial Honor Guard for pure switch.

Fate thoughts:

Besides Deeds, Not Words, it is up in the air. Keep in mind how much
defense you will need. Do not go overboard with too much PK AND
defense. The best defense cards in Gold have proven to be To Do What
We Must and Block Supply Lines. Superior Tactics should rarely be
cut. Iaijutsu Duel is still strong. Overwhelmed complements a strong
PK deck. Save some slots to access PK or Switch. If you are dueling,
make sure you can increase your chi. A large chunk of the fate will
already be determined by your personality base

Fate:
2 X Deeds, Not Words
1 X Crane Ancestor
1 X Celestial Sword of the Crane

I am sufficiently annoyed by Shadowlands decks to play with Bitter.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image37.png]


"Jason L <jliang2@u...>" <jliang2@u...> 
Date:  Sun Jan 12, 2003  9:09 pm
Subject:  Gardening for Honor (was Re: Kyuden Doji Decks [and other thoughts])

	--- In CraneClan@yahoogroups.com, Daidoji Gisei <daidoji_gisei@y...>
wrote:
> --- "Jason L <jliang2@u...>"
> <jliang2@u...> wrote:
>
>
> A long and interesting post, and I'm still digesting most of
> it. But there's one part that stuck me right off.
>
> > 5) The wild cards. For honor runners, two of them need to be
> > Poorly Placed Gardens/ Fantastic Gardens/ extra Kabuki
> > Theater Troupe or extra Sanctified Temples.
>
> I virtually never play with PPGs or FGs. My logic has been
> that a PPG is a big neon sign that says "Attack Here First", and
> while FGs produce honor, Sanctified Temples produce gold and
> honor and are cheaper to boot.
>
> So I am curious, what are the pros and cons of various
> honor-producing holdings? Is it better to go for flexiblity
> (with KTTs or STs), or do the Gardens produce enough honor to
> make their single-mindedness worth while?
>

My perspective is that, against another Crane, Dragon, Unicorn or
Phoenix player, the stronghold advantage of Kosaten Shiro is the
Poorly Placed Gardens. With both Gifts and Favors and Mystic Dojo,
both Dragon and Phoenix have more fluid economies. Dragon have the
card draw and Phoenix have 6 X The Wind's Truth (or cheaper spells)
to win the honor race. The PPG is Kosaten Shiro's unique advantage,
just like Geisha Assassin/ Iaijutsu Art/ The Time is Not Right are
the unique advantages of Kyuden Doji. Kosaten Shiro not running PPGs
would be like Shiba Halls not running The Wind's Truth, which is dead
against Horde: you could do it, but then you should seriously
consider switching to a better stronghold. My philosophy has always
been "when playing honor, be prepared foremost to defend yourself."
As a pure honor runner, the best match up is an opponent that is
attacking me. For me it is a balance between the first tenent and the
second tenent: "when playing honor, be the faster honor runner."

As for the honor holding comparisons, it depends on what dynasty
ratios you are comfortable with. Some work, and some don't. I run 18
gold producing holdings, 3 of whom produce honor (counting the
Tradesman), and 6 or 7 dynasty cards that are neither gold producing
holdings or personalities, and I am comfortable that I can get away
with so many. If I took out PPG/ FG, it would be for a holding (like
KRSexp), event, or region and I would have to replace one of my
normal gold producing holdings for an extra KTT or ST. I figure that,
prepared for defense, I won't need the extra defense of a region and
would rather have a long term honor investment (the Gardens) over a
risky short term investment (Boastful Proclamation, Test of Stone,
etc...). Back in Open, when events gained you 5 to 10 honor (Creating
the Monkey Clan, Soul of Thunder, Enlightened Ruler) the honor events
were worth running, but the 3 honor for Boastful is very sketchy for
me. None of the gold/ honor holdings are bad choices, we don't have
too much early honor requirement problems so Sanctified Temples is
probably better than Kabuki Theater Troupes, although KTT might be a
better combination for Hachi exp/ Tradesman depending. The four are
probably superior in most situations to Historian, Master Poet,
Temple of Bishamon, Lesser Shrine and the other honor producing
holdings.

Cheers,

Asahina Daisan
Crane Seer


Well, I have been off this list for a while and at this point am semi- retired from L5R (or at least Gold Edition) all together, but this has been an important discussion and here are my thoughts on all these topics. In this post I will cover:

I. Introduction

II. What I enjoyed in Open

III. What worked for Gold

IV. What is wrong in Gold

V. What factors should decide the winner in a game of L5R

VI. The issues for Diamond

I. Introduction

First, let me introduce where I am coming from. I started in Crimson and Jade and have played Crane for most of that time, and I learned military with Shadowlands. I started playing in tournaments in 1999. I have not won a storyline or national tournament, but I have placed well (top 4/8/16) in Kotei, RST and other such events. The last major tournament I attended was GatewayCon 2002. I enjoy Open much more than Gold Edition and I will discuss the reasons below. Its going to sound like I am trying to defend Open, especially when I am criticizing Gold, but I truly understand why some players prefer Gold over Open and I am using the comparisons only as a point of reference to what L5R has been and could be.

II. What I enjoyed in Open

The two aspects of Open play that I enjoy are 1) learning and 2) close games. The way I see it, Open was all about these powerful “bomb” cards that my deck had to deal with, either through the game rules, strategy or cards in my deck. Some “bombs” were devastating if I couldn’t stop or mitigate their effects, and the other “bombs” were fatal: they would stop me from winning the game if I couldn’t stop them. Some examples:

Devastating:

As the Shadow Falls

Desperate Measures

Return of Fu Leng

Time of the Void

Tao of the Naga

Winter Warfare

Purusha

O- Ushi Sensei

Breach of Etiquette

Crushing Attack

Evil Portents

Deadly Ground

Stand Against the Waves

Storms of War

Wasting Disease

The Wind’s Truth (pre- errata)

Fatal:

Spirit stronghold

Kisada’s Funeral

Hantei XVI

Asako Sagoten

Shoju Sensei

Kitsuki Kaagi’s Journal

Finding the Harmony (pre- errata)

Every tournament I went to I learned how to make my deck better and how to play my deck better. I learned which cards were devastating and which were fatal, and next tournament my deck would be better because I would have accounted for it with a solution. The thing with L5R (and Open more than Gold) is that the solution doesn’t need to be a card, it could be a strategy instead. If you suspect Deadly Ground, don’t defend with everybody. Defend with enough force so that they can’t take your province without an action. Defend with enough force so that they can’t take your province and must also burn a Rally or else be destroyed by the Counterattack. Against Stand Against the Waves, or Storms of War, defend with more people than you need to. Assigning carefully and conservatively minimizes the damage of your opponent’s bombs. Another solution was that some cards could solve many different problems. Event control (Avoid Fate and Defenders of the Realm) alleviated a lot of the problem cards. Iaijutsu Art slows down Sagoten enough to get the win, and played Ring of Fire to get over Kisada’s Funeral. Torikago locks down many of the problem personalities, including Sagoten. Kolat Bodyguard deal with Stand, was PK for Shoju Sensei, boosted chi to beat Kitsune Diro, Agetoki and Den of Spies. And of course, Doji Satsume, the solution to everything (him and the Underhand). Some “bombs” could be mitigated through deck diversity/ content: 3 rings and Doji Satsume for Kisada’s Funeral, Flattery and To Do for Winter Warfare, Entrapping Terrain for Stand Against the Waves. The environment filled with all sorts of different potential bombs, the winner takes all rules, made every choice and every card important, forced the players to play and build decks creatively and find creative solutions. Not only was Open about learning the rules, the cards and the environment, and assigning, but also about learning how to apply force effectively, how to exploit low chi, and to use the Favor effectively. The question for Crane always was: what is the best way to apply the Favor to stop my opponent’s bombs? Some of this translates into Gold, but not much. Games were achingly elegant, or sometimes had a desperate, clawing ugliness, but it was so often one event, one personality, one card away, one force, one chi, one honor, or one focus value that make the difference between winning and losing. That is, if you played perfectly. More often when I lost, it was because I read the situation incorrectly and made the wrong choice. Had I done things differently, I would have won. The choices: giving up the favor for the extra card. Ditching during dynasty, ditching during discard. Assignment. Which unit to assign with, which unit to send home. Which fate card to Merchant away, when to use Merchant and when to keep the card in the hand. Where to look with Uona Sensei. Which card to name with Hantei Sensei, or to use Hantei Sensei at all. So many of the cards were powerful, but only if you used them correctly. There are important choices even to simple, powerful cards, like Matsu Gohei. 

Some cards have proven, in both Open and Gold, to be great enough “bomb” or “bomb solutions” to be staples. Its these bombs that make L5R an exciting, tense, and dangerous game. For me, it is important that cards be powerful enough to have a powerful effect on the game. These cards have proven to “work”, they have defined how L5R is played, and L5R players must “learn” to use them effectively to be better players. Sneak, Deadly, Iaijutsu Duel, Superior Tactics, Rallying Cry are all at this power level. These and other cards: Entrapping Terrain, Flattery, Kolat Assassin, Counterattack, Iajutsu Art and others, have proven themselves to be able to contribute to exciting, enjoyable matches. L5R doesn’t need to be defined by them, but the solution to deck diversity isn’t taking them out, its to create new, creative, expansive cards that rival them. I am making a distinction between cards that have proven themselves to contribute to exciting games, and cards that “define” the flavor of L5R. There is of course a lot of overlap: Iaijutsu Duel, Deadly Ground, Shame, Remorseful Seppuku, Block Supply Lines are all cards that define the flavor of L5R and are important to be kept in rotation because of that fact alone. I hope that Diamond can capture the excitement and challenge of a variety of “bomb” cards that Open had.

III. What worked for Gold

First the praises. I was very excited by Gold when I saw the Gold Edition card list. The fate list was very well picked, and although there were some notable and interesting cards excluded, it was a very well defined base set. I felt that honor had a definite advantage- powerful expansion cards like Iaijutsu Art and To Do What We Must had been included, even Ki Rin and Golden Obi of the Sun Goddess, and most of the cards that I as an honor runner was most afraid of such as Kisada’s Funeral and As the Shadow Falls had been removed! Of course, the splitting of the Favor weakened honor a lot and basically meant that although I had less “bombs” to deal with, I had less power to deal with them. So I thought that would be balanced out.

Crane honor came out of Gold Edition very dominant and strong, but to the credit of Gold Edition, it has started to balance out particularly with the latest sets. Recruitment Drive for instance has given Lion strong card advantage and lasting power. Takezo and the better Crab personalities that have come out have made Crab difficult to defend against. Mantis can be impossible to defend against in the late game. Both Unicorn and Lion now honor run enough to switch effectively. It used to be that, as a Crane honor runner, if I did not effectively lose in the first three turns, I wouldn’t lose no matter how many turns, I could simply defend perpetually against military decks often without Campsite, with some “caution” cards to protect my victory such as Call to Arms to beat pre- MRP Imperial Funeral. In Time of War was dangerous in a dishonor/ honor deck, but did very little for military decks. But that was in the past. I think now the situation has changed so that given enough turns, a military deck will defeat an honor runner’s defense. So now the race between military and honor is a “true” race to the finish, not a race decided by the first three turns. 

The second great addition of Gold Edition was that finally both the Dragon Clan, and to a lesser extent the Mantis found identity. Mantis had Fox box and METH, but Dragon have never really had game- mechanic based identity before Shiro Mirumoto. Now Dragon have a distinct niche different from Crane, Scorpion and Phoenix. Dragon wins through fate and Crane through dynasty. Dragon’s personalities have better “bang for the buck” and the Phoenix are “cheaper is better.” 

Third is that Gold environment starters and the Gold Edition boosters have been very accessible to new players. Its easy to learn from the starter decks, the well- illustrated rule book, and to build decks from the cards from the starters. 

Finally, Gold Edition has diversified the holdings available in L5R. Very useful 2 for 2s, 3 for 2s and other gold producers have made economies much more interesting to build. Of course, economy is also more important in Gold because personalities are more expensive. There was less room for versatility when dynasties consisted of 12-14 holdings, whereas in Gold it is 14-18, or sometimes even more. Less powerful events also make room for more holdings. This makes its own set of negative consequences (more on this later) but “staple” holdings such as Mystic Dojo, Gifts and Favors, Shrine of the Sun, and other interesting holdings like Trade Hub, Master Sculptor and House of the Red Lotus have truly diversified and expanded the game.

IV. Wrong is wrong with Gold

But now the criticism. I have formed several criticisms for Gold and how it has been handled. The most flagrant problem with Gold is that there are six cards which are much too powerful or disruptive for a slowed- down and powered- down environment. These cards are game winners in every sense of the word: I win 95% of the games that I get Rekai out:

Judgment

Emperor’s Under- hand

Daidoji Rekai

Doji Reju

Agasha Hammanari

Time of War

Also, two of the strongholds do so much of the work (as opposed to the rest of the deck) that I wish they hadn’t been in Gold, simply because other clans do not have anything as powerful to work with:

Towers of the Asako

Yogo Towers

I think these type of strongholds, which basically give abilities to multiple personalities, are too strong in general and hope they are avoided in the future. Shiro Mirumoto is almost there, but the stronghold limiting its own use to once a turn balances it. Of course, I admit I see potential Crane bias against those two strongholds in particular.

Events are too weak in Gold. Events had a very specific function in Open: they had powerful effects and could swing a losing game around, but were balanced by their randomness. Most events in the Gold environment don’t swing the game enough to justify their use. Imperial Gift and Peasant Revolt are the only staples in Gold that pass the Open “strength test.” The events I felt were worth playing with are either powerful “bomb” cards like Revolt, Imperial Funeral, Vengeful Dead and Revering the Past (Emerald Champion is a mini bomb) or freebies like Blood Money and Alliance. Welcome Home is actually a little strange: the 3 honor is pretty weak for an event, especially by Open standards where events netted between 5 and 10 honor usually, but its better use is as a mini- inheritance to get out personalities that shouldn’t be out so early, such as a 2nd turn Hachi taking provinces. In Time of War, the strongest meta card in Gold (I see Vengeful Dead more like a bomb than a meta card) is actually weak meta against honor, but had that awful lock with Suspicions/ Nagori/ Kaukatsu. In Time of War is not fun and I feel very strongly that a “stronger” meta card without as annoying (and everlasting) an effect, such as As the Shadow Falls, Kisada’s Funeral or especially Far From the Empire would have make a much more interesting environment.

Events were weak across the board, but too many of the fate cards and regions printed in the expansions were much too weak to see play. Weak regions and terrains that do not expand play because they aren’t worth running, weak actions such as Furious Strike which in almost all cases is weaker than Contentious Terrain or Charge or what not. A lot of the fate cards are just much too narrow, and most of them besides being narrow just didn’t weren’t powerful enough even when they could be played:


Cards that greatly expanded gameplay:

A Perfect Cut

Advance Scout

Defensive Duty

Mining Foreman

Matsu Hyun

Outmaneuvered by Force

Outmaneuvered in Court

Political Warfare

Clan specific holdings

Snowy Fields

An Oni’s Fury

Break the Wave

Ancestral Shrine

Cascading Fire

Engage the Enemy

House of the Red Lotus

The Jaws of Victory

Ki Rin’s Shrine exp

Know the Enemy

Naga Tattoo

Nezumi Technique

Shintao Library

The Tunder’s Clap

Dark Allies

Aid of the Grand Master

Cowardly Conscripts

Gift of the Water Dragon

Honor’s Lesson Dojo

Jagged Earth

Ki- Rin’s Blessing

Moto Steeds

Naseru’s Strength

Sezaru’s Strength

Untested Troops

Veteran Samurai

Broken Blades

Cut Them Off

Devout Acolyte

Loyal Yojimbo

Moth Tattoo

Moto Kubulai

Mystic Dojo

Open the Waves

Open Warfare

Overwhelmed

Path of the Dragon Star

Relentless Assault

Run Him Down

The Shogun’s Fealty

Slaying Fields

Solitary Engagement

Trade Hub

Traveling Merchants

Twisted Forest

We Will Have Revenge

Cards that have no right to exist:

Most of the Events in general, such as In Light of Darkness, Brightest Winter, Thunder Calls to Fortune, Celestial Vision… 

A Perfect Cut

By Will of the Wind

Fukurokojin Seido

Furious Strike

In Light of Darkness

Memorial

No One Wins

Open Arms

Persuasion

The Power of Nothing

Reasserting One’s Mettle

Spyglass

Standing Tall

Summoning the Gale

Thunder Calls to Fortune

Too Much Too Soon

The Wolf Speaks

An Oni’s Fury

Aikune’s Wrath

Burning the Tombs

An Error in Orders

Frontal Assault

The Jaws of Defeat

Kaneka’s Advance

Kharmic Unison

Know the Truth

Rewards of Rank

Sleepless Nights

Sun Tao’s Tessen

Thunder of the Earth

Vengeance

Written in Blood

Dark Allies

Akodo Map

City of the Lost

Heavy Armor

Inspiration

Light a Candle

No Failure

Rubble of Beiden Pass

Shrine of Reverse Fortunes

Strength of Unity

Taken Unawares

Violence Behind Courtliness City

Wall of Steel

Broken Blades

Blessed Ward

Consumption

Fields of Amaterasu

Lady Moon’s Curse

Plumb the Darkness

Ten Thousand As One

Three Pronged Assault

Most of the cards fall into the “I don’t mind, its playable or efficient but doesn’t really expand the game” category like Moment in the Sun, Power, Quench the Ashes, Slaughtering the Scout, Scroll Cache, etc…

I do feel that Gold is still balanced towards honor runners, although military has improved in consistency. The problem is that it is too easy to get to 40 honor. I think Gold would be more balanced between military and honor if the threshold was 50 honor. Far From the Empire, as I mentioned above, would be a good card, or As the Shadow Falls.

A major problem with Gold is that besides the limited number of “bomb” cards that were in Gold, most of the rest and the new cards are too filler, too narrow and too weak. They perform very specific roles: cancel specific actions, give specific bonuses. This leads to very little creativity during gameplay. A lot of gameplay is whether “you have it or you don’t.” I do enjoy some of that in L5R and in Open as well (asking a Lion “Do you have Lies Lies Lies?” and then showing them the Breach), Open, with the cards being more powerful, had more creative gameplay. Personalities had more abilities, although a lot of it was too narrow. The cards are very stiff, and lack versatility, and the gameplay suffers because of that.

By removing Merchant Caravans, fate cards are a lot less flexible. There are a lot less choices involved with them: either using them for the action, or using them for focus value. Lions get Tactician. As a result, fate cards aren’t important-> less versatile = less powerful = less important. It becomes important to draw a lot of fate cards because so many of the cards become “dead” in many situations.

Splitting the Favor into the Winds, while it is a nice storyline touch and balances honor somewhat, also removes an important choice from the player. The Favor only doing one thing makes it much easier to use: either use it or don’t use it. It doesn’t involve important decision making, intuition, reading the situation, foreplanning. Less decisions makes the game less interactive.

Gold, because the cards are weaker, makes the later turns less important. Winners can often be accurately predicted after four or five turns. Weak events means it is hard to turn around a bad start. People complain that Open games are over in five turns, when in Gold games are decided in five turns and sometimes games are decided before the game begins through match ups. Contrary to the myth Open games aren’t decided by the first two turns of the game. In Open, because personalities are cheaper and actions are stronger, each player has access and benefit of most of his dynasty and fate each of his turns. So he gets about 7 dynasty cards and 7 fate cards by the end of turn 2. Dynasty can transmute into fate, fate into Dynasty and vice versa, but there is a strong balance. The Dynasty cards are roughly balanced in value as are the fate cards. There are very few truly poor starts that lead to imbalanced resources. While Gifts and Favors alleviates the problem for Gold (not counting the extreme match up inequities) there is a huge difference between in good start and a poor start in Dynasty access, (also a poor start means you need to sacrifice more of your hand to keep your provinces in tact) and that difference is aggravated as the game drags out. If you have a much better start than your opponent, without a match up issue, its easy to conservatively out produce your opponent for the win. This situation plays way to much emphasis on luck.

Finally, the personalities introduced in Gold are very bland. Personalities in Open had cool little abilities or niches that reflected their story: Toku was weak but brave, Shizue hated Ninjas, Hoturi exp hated Scorpions. Toturi had his cool mechanic and his high honor requirement which fit his quote “one must bow to help a fallen man” or something. Moto Tsume’s requirements told the player a lot about who he was. Xieng Chi and Kamoko were bold attackers. So many of the personalities had neat little abilities that reflected who they were and what their role was, so that even vanillas like Daidoji Uji and Matsu Tsuko had a lot of personality (“He’s plain, solid, to the point. She doesn’t need anything else, she’s the complete package, the epitome samurai.”). I feel that a lot of creativity went into the personalities before Gold, but the Gold personalities are so vanilla, indistinguished gameplay wise that they become just numbers. They have very little personality. Not all suffer from this: Snowflake with her 3PH comes to mind, but so many of the others: Shosuro Hatsuko, Ogagura, a ton of the Crabs, their abilities just don’t say anything about them. Kurohito exp is solid, but where does that dueling ability come from? Who knows? His nonexp version had a lot more personality. Little meta abilities, such as Hoturi exp, False Hoturi, the Nameless One, Tohaku, tell a ton about who they are. The character designs in the new sets lack energy and creativity to me.

V. What factors should decide the winner in a game of L5R

Too much of Gold the emphasis is on match up, deck building, pre- game strategy, and then luck. Of course a lot of it is knowing how to play the game, but that’s just another “do you have it” requirement, not something that contributes to the game being fun. Playing Gold doesn’t involve a lot of the other skills that make for exciting games- creative gameplay, lots of decisions made with limited knowledge. There is some bluffing and some reading your opponent, but there is so much emphasis on luck and match ups that those take a back seat and only come into play when match up, experience and luck dictate that it is a close game. I’ve had a lot of close games in Gold, and a lot of very fun and memorable games as well, but I’ve had too many drawn out, routine, hopeless or robotic games that weren’t nearly as worthwhile.

VI. The issues for Diamond

Clan Concepts: as long as the clans follow their concepts, Lion, Crane and Shadowlands will always do well: the pure honor versus the poor military decks. How well Dragon and Phoenix does depends on what spells are in the environment, since they are both honor/ military with magic clans. There is an inherent imbalance in this, and I’m not sure how it should be solved. Unicorn has always had a lot of potential but needs to be played perfectly. Mantis’ niche needs to be better defined, and the Scorpions’ niche needs to translate better into game mechanics.

Enlightenment: I’d love it if Enlightenment were viable again. For me, Enlightenment should be like honor, except it is harder to accomplish but can’t be as effectively meta’d against. So I’d like to see more anti- honor meta: honor’s challenge is to get around the anti- honor meta and defend, enlightenment’s challenge should be to achieve enlightenment and defend, and military’s challenge is to nullify the opponent’s defenses while being able to defend. Honor is easier and faster than enlightenment, but enlightenment should be able to make it a close race through anti- honor meta.

Honor is too Fast: Honor is too fast in Gold, I would like to see events or other cards (or perhaps a change in the rules) that increases the amount of honor needed to win the game, perhaps with a condition attached. 40 honor is just not balanced for a slower L5R environment.

Dishonor: I think dishonor should be about pointing out the weaknesses and breach of etiquettes your opponents make. I think Breach is too strong, but Command of the Kami was a great dishonor card, a “fixed” Breach. Revering the Past also fits the “flavor” of dishonor. The way I imagine dishonor, dishonor cards should be about: if you are honorable, you should be able to do this, and if you can’t, you bring shame to your name and your clan. Lessons of Honor is another good example of this, ha ha you can’t duel so enjoy two honor loss each turn, also Deeds, Not Words and Mercy. I like the idea of Scorn, but it needs to be boosted to be easier to use and have a stronger effect. Also, I think it should be more tempting to cause yourself dishonor. More cards that will dishonor your own personalities and cause you honor loss, like Ambush, Feign Death and Frenzy. I think the design team should define “honorable” behavior and design cards that hurt deviations from that behavior. Also, I like the idea of dishonor cards hurting more when personal honor is high, for instance it causes 5 extra points of honor loss if the opponent has over 20 honor. Hm… I have some ideas!

Deadly Ground: I think when Akodo stronghold leaves the environment, Deadly Ground will be weakened as terrains will become more viable. Its funny, Deadly Ground took me out of Kotei last year (actually, 2 Sneaks, a Deadly and a Night Battle in the same battle did me in). I rarely lost against pure military and invariably when I lost against pure military it was not blitz but Deadly Ground that beat me. Plus even the games I won against Deadly Ground were made much closer because of it. So after Kotei I added two Advance Scouts and two Shosuro Technique (to handle Judgment) in my deck and I haven’t had a problem against Deadly Ground since. I think Deadly is a great “bomb” card and not strong enough to be a “problem” card. Even if you are outforced, there are so many choices you can make even without the right cards in your hand: you can choose to not defend, you can defend with one unit to force them to use the Deadly, you can defend with just enough so they can’t take the province and therefore make them choose to let you take an action, if you have Counterattack in your hand… etc… I love the “devastating” cards because you can win in spite of them and the victory will be all the sweeter. I also enjoy the “fatal” bombs because they demand to be accounted for. 

Thanks for reading, I just want L5R to be as good as it can be.

Cheers,

Asahina Daisan
Crane Seer

	From:  [image: image38.png]


"Jason L <jliang2@u...>" <jliang2@u...> 
Date:  Thu Feb 20, 2003  8:48 pm
Subject:  Re: Orccon report

	--- In CraneClan@yahoogroups.com, "clickthrough <frwan@h...>"
<frwan@h...> wrote:
> Hello,
>
> Congratulations on the win, Scott.
>
> I have some quick questions for you, though:
>
> A significant number of players argue that the Crane Clan, and
Crane
> players, are unfairly persecuted on the grounds that "KS is too
easy".
>
> Others have argued that KS is itself weak, and that "real"
> or "skilled" Crane players play the other Crane strongholds. On
> occasion, they claim that the other strongholds perform better in
> tournament situations than KS.
>

Kosaten Shiro, believe it or not, is the most versatile of the Crane
strongholds. The three other strongholds "enable" fairly specific
cards that, for those strongholds to perform optimally, should be
run. The four cards that Kosaten Shiro enables are:

Silk Works
Poorly Placed Gardens
Doji Yasuyo (enabled by Silk Works)
Doji Kurohito (enabled by Silk Works)

Kosaten Shiro is probably the only competitive deck in Gold running 6
non- unique personalities that cost 8 or more gold.

Running both Yasuyo and Kurohito, the most obvious deck to build at
this point is a high force defense, honor or honor/ switch deck. But
it is definitely not the only decktype that can be successful out of
Kosaten Shiro. Shiro is also the best Crane stronghold for strong
shugenja base, pure military, Ratling Crane, corrupt military, the
seven samurai deck, Crane ronins, etc...

Iron Fortress enables the fantastic Daidoji, but forces the fate to
overcompensate against honor runners due to its low starting honor of
four. Iron Fortress' fate becomes less versatile because it has to
overcompensate against the honor match up.

Kakita Dueling Academy doesn't "enable" any extra cards, but the
stronghold's ability requires both a) iaijutsu cards and b) the
ability to get the favor. I think KDA is a great stronghold in Open,
BTW. Fetching either Duel or Art is huge in Open, and there is a lot
less competition for honor.

Kyuden Doji enables all sorts of dueling cards, but the stronghold
commits you to dueling and if you don't take advantage of that you
are better off with Kosaten Shiro with the beefier personality base
and the PPGs. If you aren't looking to build a deck that centers
around dueling, Kosaten Shiro is a better choice.

All of the above I have stated before.

The other honor runners in Gold are:

Eternal Halls of the Shiba- 6 X The Wind's Truth versus honor, 6 X
Facing Your Devils versus military. Go first, abuse Miya Yemi to
compensate for Kosaten Shiro's PPGs, Walks, Kamis, Master of Earth
digs for Gardens and Barricades. Gets better bang out of Scroll Cache
than Kyuden Agasha. But has trouble against military, especially
Ratlings, Lions, and Cranes, and Crabs walk over Kami.

Kyuden Agasha- Better defense against military, but turns out this
stronghold doesn't duel well (spending money on spells means its not
being spent on weapons, I guess). More "middle" than Eternal Halls,
if Kakita Dueling Academy is the most "Phoenix" Crane stronghold,
this is the most "Crane" Phoenix stronghold. Overall, not *too* much
different than Eternal Halls.

Shiro Mirumoto- A strong match up against Kosaten Shiro boosts this
stronghold's performance. Although on average the personalities have
less force, much better PK completely turns the force advantage. This
is one of the best strongholds to go military on Kosaten Shiro, and
then hit the switch or build and finish the Crane off. Has trouble
with Ratlings, Unicorn and Lion.

Utaku Palaces- Like all Unicorn strongholds, cavalry gives Unicorn so
much power to win the game, but it has to be exercised correctly. If
the Unicorn plays perfectly, they will win. More often than not when
they lose, its because they did not choose the correct strategy.

Ancient Halls of the Akodo- A very tough stronghold with undercosted
personalities. Very hard to play because its hard to judge when
attacking will win you the game and when the choice is to not attack.
I think Open Crane players will do very well with this stronghold
because they have the temperament for it.

Scorpion beats Crane
Crane beats Crab
Crane beats Lion
Crane (switch) beats Phoenix
Phoenix (honor or military) beats Crane (pure defensive)
Crab beats Phoenix
Phoenix beats Scorpion
Dragon (honor) beats Crane
Lion beats Dragon
Lion beats Phoenix
Unicorn and Shadowlands are the least dependant on actual match ups,
most on play skill.
Kosaten Shiro beats everything except Scorpion, Asako Towers, and
other honor runners. The other strongholds don't really change that,
although Iron Fortress has a better match up against Scorpion and
Asako Towers.

Cheers,

Asahina Daisan
Crane Seer

PS Fred, I remember you from Kotei last year and wish you and the
whole Seattle crew well;) But you guys just lost GP so there is a
cold place in my heart for Seattle right now:p


----- Original Message -----

From: James Donnithorne-Tait <jfed2 at cam.ac.uk>

To: <l5r-ccg at alderac.com>

Sent: Sunday, February 23, 2003 1:00 PM

Subject: Re: [L5R-CCG] Hey design team, what's up with the rats???

> >  > there's not much of anything that really screws with the rats.

> >

> >     1. In Search of the Future (Treacherous Terrain to a lesser extent).

>
> I played a Shiba Rats deck recently. ISOTF slowed me down a little, but

was

> never life-threatening. I still outforced anyone who hadn't Mastered a

Kano.

>
> >     2. Anything that takes Kan'ok'tichek out of play.

>
> Gotta love Loyal Yojimbo/Balance in Nothingness. Great cards for solving

> that sort of problem... I ran two Loyal Yojimbos for the tourney, and

nuked

> 3 Kolat Assassins with them. In retrospect, Balance would have been a

better

> card to run since Kano is _always_ bowed, and it kills Shames and Masters

> too ;)

>
> Rats are robust. Heavy pkill is too slow. Light pkill can be meta'd

against.

> And sneak/scout plus deadly/night battle stops ISOTF and battle pkill very

> nicely ;)

>
I have ran Rats out of Kyuden Agasha since... well, since Kyuden Agasha came

out. Asked Jeff Alexander if Kyuden Agasha worked with the Conjuror at EtG2

last year, built the deck a week after. I agree Rats (out of the Rat box)

have great match ups, but they still go about even against dedicated

military/ blitz decks. Its also fairly non- interactive: I probably win 40%

of my match ups irregardless of *anything* my opponent can possibly pull

out, but the other 60% of the time I don't draw every piece of the puzzle,

and my opponent has the opportunity to stop me. I'd say Phoenix Rat's

weakest match up is Lion (Akodo or Matsu), Crane, and *maybe* Rat box. I eat

through Dragon, Phoenix, Unicorn, Scorpion, Mantis, Horde, etc... Crab decks

aren't trying to blitz enough.

Phoenix rats is like every other Phoenix deck: weak against blitz and

dependent on the shugenja. If you don't fear Lions, its a great way to go.

Its the military deck that eats through Crane much more dependably than

anything this side of Yogo Towers.

Cheers,

Asahina Daisan

Crane Seer

----- Original Message -----

From: Jared DS <jaredds at WPI.EDU>

To: <l5r-ccg at alderac.com>

Sent: Monday, February 24, 2003 12:06 PM

Subject: Re: [L5R-CCG] Hey design team, what's up with the rats???

> I'm attempting to see how you stop interaction in battle by honor decks.

Do

> you just stop them from taking the first action every game? Because

there's

> almost no way to do that. You have sneak they have fall. You don't always

> draw your battle enders, they have Sup Tacts to cancel them anyways. Honor

> runners don't run slow where I come from.

>
Well, here is a deck list. Long story short, Scout/ Deadly/ Night Battle/

Snowy Fields, and most of the time Flee/ Terrain will work also. Armor of

Sun Tao and OLOA to cancel Superior Tactics. I'm a long time Crane player. I

wouldn't design a military deck that couldn't eat through Cranes like...

rats eating through cheese.

Betrem's Nightmare (Rodents Have Infested the Library)

Kyuden Agasha

Wind: Tsudao (Kaneka is good, but kills my events too often)

Dynasty-

Zin' tch

Chithith (or Tek' tek' kir) X 3

Kan' ok' ticheck X 3

Por' ee- rep X 2

Nir' um' tuk X 3

Yoee' trr X 3

Ik' krt X 3

Ratling Conjuror X 3

Emperor's Under- hand

Silver Mine X 3

Jade Works (or Corrupt Iron Mine) X 3

Corrupt Silver Mine X 3

Gifts and Favors X 2

Sorrow' s Path X 2

Alliance

Imperial Gift

In Time of War

Peasant Revolt

Vengeful Dead

Fate-

Armor of Sun Tao X 1

Scout X 3

Ratling Bushi X 3

Ratling Scout X 3

Ratling Pack X 2

Walking the Way X 3

Path of the Dragon Star X 1

Block Supply Lines X 3

Deadly Ground X 3

Night Battle X 3

Snowy Fields X 1

Balance in Nothingness X 3

One Life, One Action X 2

Counterattack X 1

Rallying Cry X 3

Ryoshun's Last Words X 1

Flee the Darkness X 3

Ring of the Void

I've decided that the Shiba Halls version is much better though, definitely

running Tek' tek' kir in that case. Would probably sub out the Por'ree reps

for Chithith X 2, and run an extra Ryoshun's Last Words.

Cheers,

Asahina Daisan

Crane Seer

	Date:
	Thu, 27 Feb 2003 06:17:51 -0800

	From:
	"Jason Liang" 

	Subject:
	[L5R-CCG] My Own Diamond List

	Hi everyone,

I'm a bit ashamed to admit that I was bored enough to do this, but I...

1) went through every single L5R card ever designed

2) created a raw list of the cards that I felt were best designed, including

their original set

3) eliminated the cards that were unbalanced, overly complicated, redundant,

unused, useless or had strange flavor

4) organized the remainder by what I felt was their ideal rarity

So I will post both my final Diamond proposal, as well as my raw lists.

You'll see on my raw list, most of the cards I decided to cut had a * next

to them. These are cards that seem well designed, but have never really

affected the metagame. In essence, no matter how well they were designed,

they might as well never have been printed. So most of these got cut (even

alot of quasi- staples like Hurricane, Hawks and Falcons, etc...). **

denotes cards that were not used in Open and were not in Gold, but I feel

that they probably would have had an impact if they had been included in

Gold.

My final list is sorted by rarity, then card type. My raw list is sorted by

card type only, so that might be easier to read for some. You'll see that a

lot of the cards I selected wound up fixed in a clan starter. This means I'd

want this card to be printed only in the Diamond Edition starters and not in

the boosters. These cards are often very clan specific. Also there is a

Fixed All rarity which are cards that are not in boosters but are found in

all the starters except the Shadowlands starter.

I did not include any aligned personalities on my final list. I feel these

are the most arbitrary part of determining a L5R base set. But you can see

the ideas I had for personality bases on my raw lists.

To AEG: I, Jason Liang, understand and agree to the following terms:

Unsolicited artwork, story lines, character developments and other

intellectual property (collectively "work") received by Alderac

Entertainment Group (AEG) is considered a gift of all the donor's rights,

title and interest in and to the Work (including copyright, trademark or

other intellectual property rights), which Work is given to AEG for no

consideration, and becomes the property of AEG. AEG are in no way

responsible to pay any transfer fees, licensing fees, royalties or any

other consideration to the donor. The donor is giving the donor's

permission to use such Work, and AEG thereafter shall have the exclusive

right to use, alter, register or otherwise treat the Work in any way AEG

see fit.

Based on the above understanding, I hereby submit the enclosed Work.

Diamond Proposal List

L5R Diamond Proposal List

Fate Rares- 53

Fate Uncommons- 63

Fate Commons- 147

Total Fate (Booster)- 263

Total Fate- 322

Dynasty Rares***- 30 (60)

Dynasty Uncommons***- 41 (82)

Dynasty Commons***- 39 (91)

Total Dynasty (Booster)- 110 (233)

Total Dynasty- 158 (291)

Total Rare***- 83 (113)

Total Uncommon***- 104 (145)

Total Common***- 186 (238)

Total Booster***- 373 (496)

*** Does not include Aligned Personalities () estimation including aligned

personalities, assuming 3 rare, 4 uncommon and 5 common personalities per

clan, 3/5/7 for Shadowlands, and assuming each starter will include the

fixed champion (not a reprint).

Rare- Item- Unique (11)

Bitter (Spirit Wars)

The Dragon Pearl (Scorpion Clan Coup)

Gohei's Daisho (Honor Bound)

Honorable (Spirit Wars)

The Imperial Standard (Forbidden Knowledge)

The Jade Hand (Imperial)

Porcelain Mask of Fu Leng (Shadowlands)

The Obsidian Hand (Shadowlands)

Togashi's Daisho (Hidden Emperor)

Yakamo's Armor (An Oni's Fury)

Yoritomo's Kama (Dark Allies)

Rare- Ancestors (6)

Shiryo no Akodo (Anvil of Despair)

Shiryo no Kisada (Hidden Emperor)

Shiryo no Kakita (Anvil of Despair)

Seiko no Shiryo (Broken Blades)

Gaheris no Shiryo (Broken Blades)

Uona no Shiryo (Broken Blades)

Rare- Followers- Unique (2)

Emerald Magistrates (Fire and Shadow)

Lost Souls (Soul of the Empire)

Rare- Followers- Infantry (3)

Lion's Pride (Dark Journey Home)

Samurai Warriors (Imperial)

Veteran Samurai (Dark Allies)

Rare- Followers- Naval (1)

Mantis Bushi (Shadowlands)

Rare- Followers- Shadowlands (1)

Ogre Warriors (Shadowlands)

Rare- Followers- Miscellaneous (1)

Spirit Guide (Imperial)

Rare- Spells (5)

Fist of Osano- Wo (Imperial)

Purity of the Seven Thunders (Forbidden Knowledge)

Tomb of Jade (Shadowlands)

Torrential Rain (Imperial)

Touch of Death (Imperial)

Rare- Kiho (5)

Palm Strike (Broken Blades)

Will of Air (Broken Blades)

Will of Earth (Broken Blades)

Will of Fire (Broken Blades)

Will of Water (Broken Blades)

Rare- Action- Limited (4)

Ambush (Imperial)

Geisha Assassin (Imperial)

Kolat Master (Imperial)

Test of Honor (Imperial)

Rare- Action- Open (1)

A Gift of Honor (Shadowlands)**

Rare- Action- Battle (5)

Arrival of the Emerald Champion (Anvil of Despair)

The Arrow Knows the Way (Forbidden Knowledge)

Beserker Rage (Broken Blades)

Overwhelmed (Broken Blades)

Superior Strategist (Crimson and Jade)

Rare- Action- Reaction (6)

Faith in My Clan (Dark Allies)

Know the Enemy (An Oni's Fury)

Feign Death (Imperial)

Scroll Cache (Broken Blades)

Sneak Attack (Imperial)

We Will Have Revenge (Broken Blades)

Rare- Action- Focus (2)

Focus (Imperial)

The Path of Wisdom (Time of the Void)

Rare- Holdings- Unique (7)

The Bronze Gong of the Hantei (Anvil of Despair)**

The Festering Pit of Fu Leng (Shadowlands)

Honor's Lesson Dojo (Dark Allies)

Ki Rin's Shrine Experienced (An Oni's Fury)

Kisada's Shrine (Broken Blades)

Shrine of Osano Wo (Hidden Emperor)

Shrine of Stone (Broken Blades)

Rare- Regions- Unique (5)

Clan Heartland (Crimson and Jade)

Kuni Wastelands (Forbidden Knowledge)

Plains of Otosan Uchi (Forbidden Knowledge)

Ryoko Owari (Hidden Emperor)

Streets of Otosan Uchi (Scorpion Clan Coup)

Rare- Regions (1)

Ronin Village (Dark Allies)

Events- Rare (13)

Chrysanthemum Festival (Imperial)

The Enlightened Ruler (Time of the Void)

The Farther You Fall (Shadowlands)

Imperial Ambassadorship (Hidden Emperor)

Imperial Gift (Imperial)

Imperial Levying (Shadowlands)

Pillaged (Dark Allies)

Regions of Rokugan (Time of the Void)

Revering the Past (Spirit Wars)

To Save an Empire (Time of the Void)

Test of the Emerald Champion (Imperial)

Test of the Jade Champion (Dark Journey Home)

The Wave Men (Dark Journey Home)

Personalities- Unaligned- Rare (4)

Dairya nonexp (Imperial)

Ki- Rin (Imperial)

Miya Hatori (An Oni's Fury)

Yodin (Anvil of Despair) (monk)

Uncommon- Item- Weapon (1)

Obsidian Blade (Time of the Void)

Uncommon- Item- Miscellaneous (4)

Fan of Command (Imperial)

Jade Arrow (Shadowlands)

Whistling Bulb Arrow (Dark Allies)

Warhorses (Shadowlands)

Uncommon- Followers- Infantry (4)

Command Staff (Honor Bound)

Doomsayers (Dark Allies)

Elite Heavy Infantry (Time of the Void)

Imperial Honor Guard (Anvil of Despair)

Uncommon- Followers- Archery (1)

Defenders of the Wall (Soul of the Empire)

Uncommon- Followers- Naval (1)

Mantis Budoka (Forbidden Knowledge)

Uncommon- Followers- Shadowlands (1)

Horde of Fu Leng (Time of the Void)

Uncommon- Followers- Miscellaneous (2)

Kenshinzen (Honor Bound)

Kolat Bodyguard (Crimson and Jade)

Uncommon- Spells (6)

Animate the Dead (Imperial)

Blood and Darkness (Fire and Shadow)

The Element's Fury (Forbidden Knowledge)

Essence of Fire (Anvil of Despair)**

The Wolf's Proposal (Broken Blades)

Walking the Way (Imperial)

Uncommon- Kiho (3)

Aid of the Grand Master (Dark Allies)

Bloodstrike (Honor Bound)

Brothers in Blood (Soul of the Empire)

Uncommon- Action- Limited (6)

Explosives (Imperial)

For the Empire (Time of the Void)

Hunted (Dark Journey Home)

Kakita Teacher (Ambition's Debt)

Lies, Lies, Lies. (Anvil of Despair)

The Prophecies (Ambition's Debt)

Uncommon- Action- Open (4)

Darkness Beyond Darkness (Honor Bound)

Entrench (Ambition's Debt)

Open Warfare (Broken Blades)

Unrequited Love (Hidden Emperor)

Uncommon- Action- Battle (16)

Blackened Sky (Hidden Emperor)

Bribery (Forbidden Knowledge)**

A Chance Meeting (Ambition's Debt)

Crushing Attack (Forbidden Knowledge)

Defensive Duty (A Perfect Cut)

Dying Effort (Ambition's Debt)

Family Tactics (A Perfect Cut)

Final Stand (Time of the Void)**

Moving the Shadow (Forbidden Knowledge)**

One Last Battle (Fire and Shadow)

An Oni's Fury (Crimson and Jade)

Relentless Assault (Broken Blades)

Soul's Sacrifice (Fire and Shadow)

Strength of Purity (Imperial)

Treachery and Deceit (Honor Bound)

You Walk With Evil (Crimson and Jade)**

Uncommon- Action- Reaction (18)

Ancestral Protection (Spirit Wars)*

Avoid Fate (Imperial)

Cowardice (Crimson and Jade)**

Dirty Politics (Ambition's Debt)

Doubt (Hidden Emperor)

Fall on Your Knees (Spirit Wars)

Honorable Seppuku (Imperial)

Martyr (Imperial)

Outmaneuvered in Court (A Perfect Cut)

The Perfect Gift (Anvil of Despair)

Political Mistake (Scorpion Clan Coup)

Political Warfare (A Perfect Cut)

Run Him Down (Broken Blades)

Shosuro Technique (Fire and Shadow)

Sniping (Soul of the Empire)

Tactical Maneuvers (Ambition's Debt)

The Time is Now (Time of the Void)

To Avenge Our Ancestors (Anvil of Despair)**

Uncommon- Action- Focus (1)

A Perfect Cut (Promo)

Uncommon- Elemental Ring (5)

Ring of Air

Ring of Earth

Ring of Fire

Ring of Water

Ring of the Void

Uncommon- Holdings- Unique (8)

Fu Leng's Skull (Hidden Emperor)

Grove of the Five Masters (Hidden Emperor)

The Master Painter (Scorpion Clan Coup)

Oracle of Air (Imperial)

Oracle of Earth (Imperial)

Oracle of Fire (Imperial)

Oracle of Water (Imperial)

Oracle of the Void (Imperial)

Uncommon- Holdings- Retainers (1)

Intelligence Agent (Spirit Wars)

Uncommon- Regions (2)

Fields of the Morning Sun (Hidden Emperor)

The Yasuki Estates (Crimson and Jade)*

Uncommon- Events (23)

Alliance (Imperial)

As the Shadow Falls (Anvil of Despair)

Doom of the Crane (Shadowlands)

A Final Duel (Scorpion Clan Coup)

The Hero's Triumph (Time of the Void)

Imperial Funeral (Forbidden Knowledge)

The Karmic Wheel Spins (Scorpion Clan Coup)

Ki Rin's Blessing (Dark Allies)

Lions Attack the Crane (Scorpion Clan Coup)

New Year's Celebration (Shadowlands)

The Price of War (Forbidden Knowledge)

Restoring the Doji Treasury (Hidden Emperor)**

Retirement (Anvil of Despair)

Revealing the Bastard (Spirit Wars)

Sacrifices for Our Future (Hidden Emperor)

The Search Begins (Hidden Emperor)*

Selecting the Chancellor (Dark Allies)

The Shogun's Fealty (Broken Blades)

A Soul of Thunder (Time of the Void)

Traveling Merchants (Broken Blades)

War Weary (Ambition's Debt)

Wisdom Gained (Hidden Emperor)

The World Stood Still (Scorpion Clan Coup)

Personalities- Unaligned- Uncommon (7)

Dangai (Dark Journey Home) (monk)

Harima (Time of the Void) (monk)

Koichi (Crimson and Jade) (monk)

Matsu Hiroru (Imperial)

Miya Yemi (Spirit Wars)

Suana (Crimson and Jade) (monk)

Takao (Crimson and Jade) (monk)

Common- Item- Weapon (8)

Fox Nagamaki (An Oni's Fury)

Masamune Katana (Fire and Shadow)

Masume Wakizashi (An Oni's Fury)

My Father's Weapon (Broken Blades)

Ono (Ambition's Debt)

Tachi (A Perfect Cut)

Taijikku (A Perfect Cut)

Tetsubo (Shadowlands)

Common- Item- Armor (3)

Armor of the Mountain (Broken Blades)

Armor of Sun Tao (Imperial)

Brilliant Armor (Broken Blades)

Common- Followers- Infantry (9)

Advance Scout (A Perfect Cut)

Ashigaru Hordes (An Oni's Fury)

Bandit Gang (Crimson and Jade)

Elite Medium Infantry (Time of the Void)

Elite Pikemen (Honor Bound)

Gunso (Broken Blades)

Heavy Infantry (Imperial)

Ronin at the Wall (A Perfect Cut)

Untested Troops (Dark Allies)

Common- Followers- Archery (5)

Archers (Imperial)

Ashigaru Archers (Dark Journey Home)

Ashigaru Spearmen (Dark Journey Home)

Elite Spearmen (Hidden Emperor)

Spearmen (Imperial)

Common- Followers- Cavalry (4)

Armored Steeds (Soul of the Empire)

Heavy Cavalry (Imperial)

Moto Steed (Dark Allies)

Scout (Imperial)

Common- Followers- Ratling (3)

Ratling Conscripts (Shadowlands)

Ratling Scout (Dark Journey Home)

Ratling Scroungers (Spirit Wars)

Common- Followers- Shadowlands (6)

Goblin Chuckers (Imperial)

Horde of Fu Leng (Time of the Void)

Hurlspit Goblins (Soul of the Empire)

Ikiryo (Shadowlands)

Undead Cavalry (Ambition's Debt)

Zombie Troops (Imperial)

Common- Spells (12)

Burning Blade (Broken Blades)

Cascading Fire (An Oni's Fury)

Contemplation of the Void (Shadowlands)

Energy Transference (Imperial)*

Essence of the Void (Anvil of Despair)

Fire and Air (A Perfect Cut)

The Fire from Within (Shadowlands)

Force of Will (Shadowlands)

Open the Waves (Broken Blades)

Path of the Dragon Star (Broken Blades)

Star- Filled Steel (Spirit Wars)

Whispers of Twilight (Honor Bound)

Common- Kiho (14)

The Boundless Depths of Water (Hidden Emperor)

Chasing Osano- Wo (Hidden Emperor)

Double Chi (Crimson and Jade)

Facing Your Devils (Hidden Emperor)

Fist of the Earth (Crimson and Jade)

Flee the Darkness (Hidden Emperor)

The Great Silence (Hidden Emperor)

Private Augury (Broken Blades)

Purity of Spirit (Dark Journey Home)

Question Without an Answer (Soul of the Empire)

Ryoshun's Last Words (Soul of the Empire)

The Thunder's Clap (An Oni's Fury)

Void Strike (Crimson and Jade)

Wisdom the Wind Brings (Crimson and Jade)*

Common- Action- Limited (11)

Dark Lord's Favor (Time of the Void)

Empty Words (Hidden Emperor)

Iaijutsu Art (Scorpion Clan Coup)

Iaijutsu Challenge (Imperial)

Kolat Assassin (Imperial)

Lessons of Honor (Soul of the Empire)

Ninja Thief (Imperial)

Ninja Kidnapper (Forbidden Knowledge)

Oath of Fealty (Imperial)

Remorseful Seppuku (Imperial)

Shame (Imperial)

Common- Action- Open (7)

Command of the Kami (Fire and Shadow)

The Company You Keep (An Oni's Fury)

Deeds, Not Words (Dark Journey Home)

Imperial Summons (Ambition's Debt)

Low Morale (Honor Bound)

A Pure Stroke (Hidden Emperor)*

Uncertainty (Ambition's Debt)

Common- Action- Battle (20)

Arrows From the Woods (Shadowlands)

Banzai Charge (Broken Blades)

Block Supply Lines (Imperial)

A Chance Meeting (Ambition's Debt)

Defensive Duty (A Perfect Cut)

Family Tactics (A Perfect Cut)

Flattery (Hidden Emperor)

Forced March (Shadowlands)

Forward, March (Ambition's Debt)

Iaijutsu Duel (Imperial)

In Search of the Future (Ambition's Debt)

Nezumi Technique (An Oni's Fury)

Outflank (Imperial)

Refugees (Anvil of Despair)

Return for Training (Spirit Wars)

Solitary Engagement (Broken Blades)

Stand Against the Waves (Crimson and Jade)

Storms of War (Hidden Emperor)

Superior Tactics (Imperial)

Test of Might (Shadowlands)

Common- Action- Battle- Terrain (15)

Accessible Terrain (Shadowlands)

Break the Wave (Dark Allies)

Cavalry Screen (Soul of the Empire)

Come One at a Time (Fire and Shadow)

Deadly Ground (Imperial)

Encircled Terrain (Imperial)

Energy Terrain (Honor Bound)

Entrapping Terrain (Imperial)

Flooded Pass (Hidden Emperor)

Narrow Ground (Crimson and Jade)*

Night Battle (Anvil of Despair)

Slaying Fields (Broken Blades)

Snowy Fields (A Perfect Cut)

Three Stone River (Spirit Wars)

Traversable Terrain (Imperial)*

Common- Action- Reaction (26)

Arrows From the Ranks (Hidden Emperor)

Bend Like a Reed (Time of the Void)

Call to Arms (Shadowlands)

Confusion at Court (Shadowlands)

Cornered (Anvil of Despair)*

Counterattack (Imperial)

Face Me! (Dark Allies)

The Final Breath (Forbidden Knowledge)

Fires of Retribution (Scorpion Clan Coup)

Guard the House (Spirit Wars)

Lay the Blame (Spirit Wars)*

Loyal Yojimbo (Broken Blades)

No Hiding Place (Dark Allies)

Offer of Fealty (Time of the Void)

One Life, One Action (Honor Bound)

Outmaneuvered by Force (A Perfect Cut)

Overconfidence (Ambition's Debt)

Rallying Cry (Imperial)

The Secret Entrance (Scorpion Clan Coup)

Sharpest Blade (Fire and Shadow)

Slaughter the Scout (An Oni's Fury)

Stand Aside (Broken Blades)

The Sun in Shadow (Ambition's Debt)

Take the Initiative (Hidden Emperor)

A Test of Courage (Time of the Void)

Witch Hunt (Spirit Wars)

Common- Action- Focus (4)

Another Time (Shadowlands)

Fatal Mistake (Time of the Void)

Karmic Strike (Imperial)

Strike of Flowing Water (Crimson and Jade)

Common- Holdings- Gold Producing (13)

Ancestral Shrine (An Oni's Fury)

Daidoji Merchants (Broken Blades)

Friendly Traveler Village (An Oni's Fury)

The Hiruma Dojo (Hidden Emperor)

Lesser Shrine (Broken Blades)

Mystic Dojo (Broken Blades)

Pearl Divers (Imperial)

Rice Paddy (Broken Blades)

Sake Works (Imperial)

Shintao Library (An Oni's Fury)

Silk Works (Hidden Emperor)

Trade Hub (Broken Blades)

Trading Grounds (Anvil of Despair)

Common- Holdings- Honor Producing (1)

Temple to Shinsei (Honor Bound)

Common- Holdings- Retainers (4)

Devout Acolyte (Broken Blades)

Go Master (Imperial)

Master of Bushido (Honor Bound)

Mining Foreman (A Perfect Cut)

Common- Holdings- Fortifications (6)

Barricades (Honor Bound)

Bridged Pass (Crimson and Jade)

Connecting Walls (A Perfect Cut)

Garrison (Scorpion Clan Coup)

Moat (Imperial)

Poorly Placed Gardens (Spirit Wars)

Common- Holdings- Miscellaneous (1)

Fortress of the Dragonfly (Honor Bound)

Common- Regions (3)

City of Gold (Broken Blades)

Farmlands (Forbidden Knowledge)

Sorrow's Path (Ambition's Debt)

Personalities- Unaligned- Common (11)

Hizuka (Time of the Void) (monk)

Hoshi Maseru (Hidden Emperor) (monk)

Ichiro Kihongo (Ambition's Debt)

Koan (Dark Allies)

Lady Kitsune (Time of the Void)

Mamoru (Shadowlands)

Ninja Spy (Imperial)

Seppun Kossori (Hidden Emperor)

Suzume Mukashino (Anvil of Despair)

Toturi Miyako (An Oni's Fury)

The Wandering Monk (Dark Allies) (monk)

Fixed All (except Shadowlands)

Bokatu (Soul of the Empire)

Ginawa nonexp (Imperial)

Ryosei (Crimson and Jade)

Morito Tokei (Imperial)

Tonbo Toryu (Ambition's Debt)

Jade Works (Imperial)

Large Farm (Hidden Emperor)

Small Farm (Imperial)

Kabuki Theater Troupe (Honor Bound)

Sanctified Temples (Imperial)

Fixed Crab

Iron Mine (Imperial)

Blacksmith (Imperial)

Far From the Empire (Fire and Shadow)

Shiryo no Hida (Crimson and Jade)

Light Infantry (Imperial)

Medium Infantry (Imperial)*

Dead Eyes (Ambition's Debt)

Salt the Earth (Hidden Emperor)

Diversionary Tactics (Forbidden Knowledge)

Frenzy (Imperial)

Fixed Crane

Marketplace (Imperial)

Port (Imperial)

Fantastic Gardens (Imperial)

Glory Grounds (Soul of the Empire)*

The Rising Sun (Shadowlands)*

Shiryo no Hotei (Spirit Wars)

Diplomatic Apprentice (A Perfect Cut)

Lies (Dark Allies)

Imperial Edicts (Hidden Emperor)

Petition Forgiveness (Broken Blades)

To Do What We Must (Anvil of Despair)

The Fog of War (Scorpion Clan Coup)*

The Price of Innocence (An Oni's Fury)*

Fixed Dragon

Gyosho (Ambition's Debt) (monk)

Shioda (Scorpion Clan Coup) (monk)

Gold Mine (Imperial)

Goldsmith (Hidden Emperor)

Test of Stone (Imperial)

Shiryo no Togashi (Anvil of Despair)

Biting Steel (Imperial)

The Thunder's Clap (An Oni's Fury)

Arrowroot Tattoo (Dark Journey Home)

Dragon Tattoo (Dark Journey Home)

Dragonfly Tattoo (Dark Journey Home)

Firefly Tattoo (Soul of the Empire)

Hummingbird Tattoo (Fire and Shadow)

Mountain Tattoo (Dark Journey Home)

Phoenix Tattoo (Dark Journey Home)

Wasp Tattoo (Dark Allies)

Enlightenment (Forbidden Knowledge)

Defend Your Honor (Shadowlands)

Enough Talk! (Shadowlands)

The People's Champion (Scorpion Clan Coup)

Fixed Lion

Copper Mine (Imperial)

Bushi Dojo (Forbidden Knowledge)

Winter Warfare (Crimson and Jade)

Shiryo no Ikoma (Time of the Void)

Elite Light Infantry (Time of the Void)

Bountiful Harvest (Imperial)**

Charge (Imperial)

Noble Sacrifice (Hidden Emperor)

White Shore Plain (Fire and Shadow)

The Soul of Akodo (Scorpion Clan Coup)

Fixed Mantis

Kobune Port (Imperial)

Shipyard (Ambition's Debt)

Kolat Courtier (Soul of the Empire)

Shiryo no Osano Wo (Hidden Emperor)

Ivory Isle Mercenaries (Dark Allies)

Kobune Crew [naval] (Hidden Emperor)

Sailors for Hire (Broken Blades)

Jagged Earth (Dark Allies)

For My Clan (Soul of the Empire)

Kyujutsu (Time of the Void)*

Fixed Phoenix

Silver Mine (Imperial)

Izaku Library (Time of the Void)

Battle of Isawa Palace (Crimson and Jade)

Shiryo no Asako (Time of the Void)

The Eye of Shorihotsu (Forbidden Knowledge)

Firestorm Legion (Honor Bound)

Earthquake (Imperial)

The Fires that Cleanse (Forbidden Knowledge)

Tomb of Jade (Shadowlands)

The Wrath of Osano- Wo (Crimson and Jade)

Fixed Ratling

Peasant Revolt (Imperial)

Ratling Villages (Hidden Emperor)

Ratling Bushi (Imperial)

Ratling Pack (Imperial)

Fixed Scorpion

Chinoko (Crimson and Jade)

Suspicions (Hidden Emperor)

Geisha House (Shadowlands)

House of the Red Lotus (An Oni's Fury)

Shosuro Dojo (Ambition's Debt)

Shiryo no Goju (Dark Journey Home)

Disfavored (Anvil of Despair)*

Extortion (Crimson and Jade)**

Sabotage (Honor Bound)

Bad Karma (Crimson and Jade)

Slander (Anvil of Despair)

Fixed Shadowlands

The Falling Darkness (Shadowlands)

Corrupted Iron Mine (Shadowlands)

Corrupted Silver Mine (Anvil of Despair)

Shadowlands Marsh (Dark Journey Home)

Goblin War Standard (Time of the Void)

Goblin Sneaks (Time of the Void)

Oni Horde (Dark Allies)

Skeletal Archers (Shadowlands)*

Skeletal Troops (Imperial)

Fearsome Strength (Fire and Shadow)

The Face of Fear (Anvil of Despair)

Fixed Unicorn

Stables (Imperial)

Artificer (Forbidden Knowledge)*

Shinjo Groomsman (Hidden Emperor)

Utaku Meadows (Hidden Emperor)

Are You With Me? (Crimson and Jade)

Shiryo no Ujik- hai (Spirit Wars)

Daikyu (An Oni's Fury)

Medium Cavalry (Imperial)

Scouting Team (Hidden Emperor)

Arrival of the Unicorn (Scorpion Clan Coup)

Fresh Horses (Crimson and Jade)

Shinjo's Breath (Hidden Emperor)

Suspended Terrain (Shadowlands)

Cut Them Off (Broken Blades)

Cheers,

Asahina Daisan

Crane Seer




	Date:
	Thu, 27 Feb 2003 06:21:03 -0800

	From:
	"Jason Liang" 

	Subject:
	[L5R-CCG] My Own Diamond List (raw lists)

	Here are the raw lists that I compiled. They might be easier to visualize,

and you can also see the cards that I cut.

To AEG: I, Jason Liang, understand and agree to the following terms:

Unsolicited artwork, story lines, character developments and other

intellectual property (collectively "work") received by Alderac

Entertainment Group (AEG) is considered a gift of all the donor's rights,

title and interest in and to the Work (including copyright, trademark or

other intellectual property rights), which Work is given to AEG for no

consideration, and becomes the property of AEG. AEG are in no way

responsible to pay any transfer fees, licensing fees, royalties or any

other consideration to the donor. The donor is giving the donor's

permission to use such Work, and AEG thereafter shall have the exclusive

right to use, alter, register or otherwise treat the Work in any way AEG

see fit.

Based on the above understanding, I hereby submit the enclosed Work.

Diamond Proposal Raw Lists

Fate

Item- Unique (11)

Bitter (Spirit Wars)

The Dragon Pearl (Scorpion Clan Coup)

Gohei's Daisho (Honor Bound)

Golden Obi of the Sun Goddess (Anvil of Despair) (cut)

Honorable (Spirit Wars)

The Imperial Standard (Forbidden Knowledge)

The Jade Hand (Imperial)

Mantle of the Jade Champion (Dark Journey Home) (cut)

Porcelain Mask of Fu Leng (Shadowlands)

The Obsidian Hand (Shadowlands)

Togashi's Daisho (Hidden Emperor)

Yakamo's Armor (An Oni's Fury)

Yoritomo's Kama (Dark Allies)

Item- Weapon (10)

Dai Tsuchi (Hidden Emperor) (cut)

Fox Nagamaki (An Oni's Fury)

Masamune Katana (Fire and Shadow)

Masume Wakizashi (An Oni's Fury)

My Father's Weapon (Broken Blades)

Naginata (Imperial)* (cut)

No- Dachi (Forbidden Knowledge)* (cut)

Obsidian Blade (Time of the Void)

Ono (Ambition's Debt)

Ryokan's Sword (Time of the Void)* (cut)

Tachi (A Perfect Cut)

Taijikku (A Perfect Cut)

Tetsubo (Shadowlands)

Tonfa (Broken Blades) (cut)

Item- Armor (3)

Armor of the Mountain (Broken Blades)

Armor of Sun Tao (Imperial)

Brilliant Armor (Broken Blades)

Item- Miscellaneous (7)

Daikyu (An Oni's Fury)

The Eye of Shorihotsu (Forbidden Knowledge)

Fan of Command (Imperial)

Goblin War Standard (Time of the Void)

Han- kyu (Shadowlands) (cut)

Isawa's Helm (Scorpion Clan Coup) (cut)

Jade Arrow (Shadowlands)

Personal Standard (Forbidden Knowledge)* (cut)

Sampan (Broken Blades)* (cut)

Whistling Bulb Arrow (Dark Allies)

Warhorses (Shadowlands)

Ancestors (14)

Shiryo no Akodo (Anvil of Despair)

Shiryo no Ikoma (Time of the Void)

Shiryo no Hida (Crimson and Jade)

Shiryo no Kaiu (Time of the Void) (cut)

Shiryo no Kisada (Hidden Emperor)

Shiryo no Hotei (Spirit Wars)

Shiryo no Kakita (Anvil of Despair)

Shiryo no Togashi (Anvil of Despair)

Shiryo no Goju (Dark Journey Home)

Shiryo no Shosuro (Crimson and Jade) (cut)

Seiko no Shiryo (Broken Blades)

Shiryo no Ujik- hai (Spirit Wars)

Gaheris no Shiryo (Broken Blades)

Shiryo no Asako (Time of the Void)

Uona no Shiryo (Broken Blades)

Shiryo no Osano Wo (Hidden Emperor)

Followers- Unique

Emerald Magistrates (Fire and Shadow)

Lost Souls (Soul of the Empire)

Followers- Infantry (19)

Advance Scout (A Perfect Cut)

Ashigaru Hordes (An Oni's Fury)

Bandit Gang (Crimson and Jade)

Command Staff (Honor Bound)

Doomsayers (Dark Allies)

Elite Heavy Infantry (Time of the Void)

Elite Light Infantry (Time of the Void)

Elite Medium Infantry (Time of the Void)

Elite Pikemen (Honor Bound)

Gunso (Broken Blades)

Heavy Infantry (Imperial)

Imperial Honor Guard (Anvil of Despair)

Light Infantry (Imperial)

Lion's Pride (Dark Journey Home)

Medium Infantry (Imperial)*

Pikemen (Forbidden Knowledge)* (cut)

Ronin at the Wall (A Perfect Cut)

Samurai Warriors (Imperial)

Untested Troops (Dark Allies)

Veteran Samurai (Dark Allies)

Warrior Monks (Time of the Void)* (cut)

Followers- Archery (7)

Archers (Imperial)

Ashigaru Archers (Dark Journey Home)

Ashigaru Spearmen (Dark Journey Home)

Defenders of the Wall (Soul of the Empire)

Elite Spearmen (Hidden Emperor)

Firestorm Legion (Honor Bound)

Spearmen (Imperial)

Followers- Cavalry (7)

Armored Steeds (Soul of the Empire)

Heavy Cavalry (Imperial)

Horsebowmen (Time of the Void)* (cut)

Hurricane Initiates (Fire and Shadow) (cut)

Medium Cavalry (Imperial)

Moto Steed (Dark Allies)

Mounted Spearmen (Time of the Void)*

Scout (Imperial)

Scouting Team (Hidden Emperor)

Followers- Naval (5)

Ivory Isle Mercenaries (Dark Allies)

Kobune Crew [naval] (Hidden Emperor)

Mantis Budoka (Forbidden Knowledge)

Mantis Bushi (Shadowlands)

Sailors for Hire (Broken Blades)

Followers- Ratling (5)

Ratling Bushi (Imperial)

Ratling Pack (Imperial)

Ratling Conscripts (Shadowlands)

Ratling Scout (Dark Journey Home)

Ratling Scroungers (Spirit Wars)

Tattered Ear Tribe (Hidden Emperor) (cut)

Followers- Shadowlands (11)

Goblin Chuckers (Imperial)

Goblin Sneaks (Time of the Void)

Horde of Fu Leng (Time of the Void)

Hurlspit Goblins (Soul of the Empire)

Ikiryo (Shadowlands)

Ogre Warriors (Shadowlands)

Oni Horde (Dark Allies)

Skeletal Archers (Shadowlands)*

Skeletal Troops (Imperial)

Undead Cavalry (Ambition's Debt)

Zombie Troops (Imperial)

Followers- Miscellaneous (4)

Diplomatic Apprentice (A Perfect Cut)

Kenshinzen (Honor Bound)

Kolat Bodyguard (Crimson and Jade)

Shield Wall (Forbidden Knowledge)* (cut)

Spirit Guide (Imperial)

Spells- (26)

Animate the Dead (Imperial)

Biting Steel (Imperial)

Blood and Darkness (Fire and Shadow)

Burning Blade (Broken Blades)

Cascading Fire (An Oni's Fury)

Contemplation of the Void (Shadowlands)

Earthquake (Imperial)

The Element's Fury (Forbidden Knowledge)

Energy Transference (Imperial)

Essence of Air (Time of the Void) (cut)

Essence of Earth (Time of the Void)* (cut)

Essence of Fire (Anvil of Despair)**

Essence of the Void (Anvil of Despair)

Fire and Air (A Perfect Cut)

The Fire from Within (Shadowlands)

Fires of Purity (Imperial)* (cut)

The Fires that Cleanse (Forbidden Knowledge)

Fist of Osano- Wo (Imperial)

Force of Will (Shadowlands)

Mystical Terrain (Time of the Void)** (cut)

Open the Waves (Broken Blades)

Path of the Dragon Star (Broken Blades)

Purity of the Seven Thunders (Forbidden Knowledge)

Stale Wind (Shadowlands) (cut)

Star- Filled Steel (Spirit Wars)

The Wolf's Proposal (Broken Blades)

Tomb of Jade (Shadowlands)

Torrential Rain (Imperial)

Touch of Death (Imperial)

Walking the Way (Imperial)

Whispers of Twilight (Honor Bound)

Wind Born Speed (Imperial)* (cut)

Winds of Change (Imperial)* (cut)

Kiho- (23)

Aid of the Grand Master (Dark Allies)

Bloodstrike (Honor Bound)

The Boundless Depths of Water (Hidden Emperor)

Brothers in Blood (Soul of the Empire)

Chasing Osano- Wo (Hidden Emperor)

Double Chi (Crimson and Jade)

Facing Your Devils (Hidden Emperor)

Fist of the Earth (Crimson and Jade)

Flee the Darkness (Hidden Emperor)

The Great Silence (Hidden Emperor)

Mizu- do (Hidden Emperor) (cut)

Palm Strike (Broken Blades)

Private Augury (Broken Blades)

Purity of Spirit (Dark Journey Home)

Question Without an Answer (Soul of the Empire)

Rest, My Brother (Time of the Void) (cut)

Ryoshun's Last Words (Soul of the Empire)

The Soul Goes Forth (Scorpion Clan Coup)* (cut)

The Thunder's Clap (An Oni's Fury)

Void Strike (Crimson and Jade)

Will of Air (Broken Blades)

Will of Earth (Broken Blades)

Will of Fire (Broken Blades)

Will of Water (Broken Blades)

Wisdom the Wind Brings (Crimson and Jade)*

The Wrath of Osano- Wo (Crimson and Jade)

Actions- Limited (37)

Ambush (Imperial)

Bountiful Harvest (Imperial)**

Dark Lord's Favor (Time of the Void)

Dead Eyes (Ambition's Debt)

Disfavored (Anvil of Despair)*

Empty Words (Hidden Emperor)

Enlightenment (Forbidden Knowledge)

Explosives (Imperial)

Extortion (Crimson and Jade)**

For the Empire (Time of the Void)

Geisha Assassin (Imperial)

Hunted (Dark Journey Home)

Iaijutsu Art (Scorpion Clan Coup)

Iaijutsu Challenge (Imperial)

Kakita Teacher (Ambition's Debt)

Kolat Assassin (Imperial)

Kolat Master (Imperial)

Lessons of Honor (Soul of the Empire)

Lies (Dark Allies)

Lies, Lies, Lies. (Anvil of Despair)

Ninja Thief (Imperial)

Ninja Kidnapper (Forbidden Knowledge)

Oath of Fealty (Imperial)

The Prophecies (Ambition's Debt)

Remorseful Seppuku (Imperial)

Salt the Earth (Hidden Emperor)

Shame (Imperial)

Test of Honor (Imperial)

Tribute to Your House (Honor Bound) (cut)

Arrowroot Tattoo (Dark Journey Home)

Dragon Tattoo (Dark Journey Home)

Dragonfly Tattoo (Dark Journey Home)

Firefly Tattoo (Soul of the Empire)

Hummingbird Tattoo (Fire and Shadow)

Mountain Tattoo (Dark Journey Home)

Phoenix Tattoo (Dark Journey Home)

Wasp Tattoo (Dark Allies)

Actions- Open (16)

Arrival of the Unicorn (Scorpion Clan Coup)

Command of the Kami (Fire and Shadow)

The Company You Keep (An Oni's Fury)

Darkness Beyond Darkness (Honor Bound)

Deeds, Not Words (Dark Journey Home)

Entrench (Ambition's Debt)

Fresh Horses (Crimson and Jade)

A Gift of Honor (Shadowlands)**

Imperial Edicts (Hidden Emperor)

Imperial Summons (Ambition's Debt)

Low Morale (Honor Bound)

Open Warfare (Broken Blades)

Petition Forgiveness (Broken Blades)

A Pure Stroke (Hidden Emperor)*

Uncertainty (Ambition's Debt)

Unrequited Love (Hidden Emperor)

Actions- Battle (46)

Arrival of the Emerald Champion (Anvil of Despair)

The Arrow Knows the Way (Forbidden Knowledge)

Arrows From the Woods (Shadowlands)

Banzai Charge (Broken Blades)

Beserker Rage (Broken Blades)

Blackened Sky (Hidden Emperor)

Block Supply Lines (Imperial)

Bribery (Forbidden Knowledge)**

Carrier Pigeon (Crimson and Jade)* (cut)

A Chance Meeting (Ambition's Debt)

Charge (Imperial)

Coordinated Strike (Hidden Emperor) (cut)

Crushing Attack (Forbidden Knowledge)

Defensive Duty (A Perfect Cut)

Destiny Has No Secrets (Time of the Void) (cut)

Diversionary Tactics (Forbidden Knowledge)

Dying Effort (Ambition's Debt)

Fearsome Strength (Fire and Shadow)

Family Tactics (A Perfect Cut)

Final Stand (Time of the Void)**

Flattery (Hidden Emperor)

Forced March (Shadowlands)

Forward, March (Ambition's Debt)

Frenzy (Imperial)

Iaijutsu Duel (Imperial)

In Search of the Future (Ambition's Debt)

Moving the Shadow (Forbidden Knowledge)**

Nezumi Technique (An Oni's Fury)

Noble Sacrifice (Hidden Emperor)

One Last Battle (Fire and Shadow)

An Oni's Fury (Crimson and Jade)

Overwhelmed (Broken Blades)

Outflank (Imperial)

Refugees (Anvil of Despair)

Relentless Assault (Broken Blades)

Return for Training (Spirit Wars)

Sabotage (Honor Bound)

Shinjo's Breath (Hidden Emperor)

Solitary Engagement (Broken Blades)

Soul's Sacrifice (Fire and Shadow)

Stand Against the Waves (Crimson and Jade)

Stand Firm (Crimson and Jade)* (cut)

Storms of War (Hidden Emperor)

Strength of Purity (Imperial)

Superior Strategist (Crimson and Jade)

Superior Tactics (Imperial)

Test of Might (Shadowlands)

To Do What We Must (Anvil of Despair)

Treachery and Deceit (Honor Bound)

You Walk With Evil (Crimson and Jade)**

Actions- Battle Terrain (19)

Accessible Terrain (Shadowlands)

Break the Wave (Dark Allies)

Cavalry Screen (Soul of the Empire)

Come One at a Time (Fire and Shadow)

Contentious Terrain (Imperial)* (cut)

Contested Ground (Time of the Void)** (cut)

Corrupted Ground (Shadowlands)* (cut)

Deadly Ground (Imperial)

Encircled Terrain (Imperial)

Energy Terrain (Honor Bound)

Entrapping Terrain (Imperial)

Flooded Pass (Hidden Emperor)

For My Clan (Soul of the Empire)

Jagged Earth (Dark Allies)

Mountains of the Phoenix (Honor Bound) (cut)

Narrow Ground (Crimson and Jade)*

Night Battle (Anvil of Despair)

Slaying Fields (Broken Blades)

Snowy Fields (A Perfect Cut)

Street to Street (Scorpion Clan Coup) (cut)

Suspended Terrain (Shadowlands)

Three Stone River (Spirit Wars)

Traversable Terrain (Imperial)*

Twisted Forest (Broken Blades) (cut)

White Shore Plain (Fire and Shadow)

Actions- Reaction (62)

Ancestral Protection (Spirit Wars)*

Arrows From theRanks (Hidden Emperor)

Avoid Fate (Imperial)

Bad Karma (Crimson and Jade)

Bend Like a Reed (Time of the Void)

Call to Arms (Shadowlands)

The Code of Bushido (Shadowlands) (cut)

Confusion at Court (Shadowlands)

Cornered (Anvil of Despair)*

Coordinated Fire (Time of the Void)** (cut)

Counterattack (Imperial)

The Coward's Way (Forbidden Knowledge)** (cut)

Cowardice (Crimson and Jade)**

Cut Them Off (Broken Blades)

Defend Your Honor (Shadowlands)

Dirty Politics (Ambition's Debt)

Doubt (Hidden Emperor)

The Dragon's Heart (Hidden Emperor) (cut)

Enough Talk! (Shadowlands)

Face Me! (Dark Allies)

Faith in My Clan (Dark Allies)

Know the Enemy (An Oni's Fury)

The Face of Fear (Anvil of Despair)

Fall on Your Knees (Spirit Wars)

The Fault is Mine (Crimson and Jade)* (cut)

Feign Death (Imperial)

The Final Breath (Forbidden Knowledge)

Fires of Retribution (Scorpion Clan Coup)

The Fog of War (Scorpion Clan Coup)*

Guard the House (Spirit Wars)

Honorable Seppuku (Imperial)

Investigation (Imperial) (cut)

Kyujutsu (Time of the Void)*

Lay the Blame (Spirit Wars)*

Loyal Yojimbo (Broken Blades)

Martyr (Imperial)

Mercy (Imperial)** (cut)

No Hiding Place (Dark Allies)

Offer of Fealty (Time of the Void)

One Life, One Action (Honor Bound)

Outmaneuvered by Force (A Perfect Cut)

Outmaneuvered in Court (A Perfect Cut)

Overconfidence (Ambition's Debt)

The People's Champion (Scorpion Clan Coup)

The Perfect Gift (Anvil of Despair)

Poisoned Weapon (Imperial)

Political Mistake (Scorpion Clan Coup)

Political Warfare (A Perfect Cut)

Pressure (Honor Bound)* (cut)

The Price of Innocence (An Oni's Fury)*

Rallying Cry (Imperial)

Run Him Down (Broken Blades)

Scroll Cache (Broken Blades)

Sharpest Blade (Fire and Shadow)

Shosuro Technique (Fire and Shadow)

Slander (Anvil of Despair)

Slaughter the Scout (An Oni's Fury)

Sneak Attack (Imperial)

Sniping (Soul of the Empire)

The Soul of Akodo (Scorpion Clan Coup)

Stand Aside (Broken Blades)

The Sun in Shadow (Ambition's Debt)

Tactical Maneuvers (Ambition's Debt)

Take the Initiative (Hidden Emperor)

A Test of Courage (Time of the Void)

The Time is Now (Time of the Void)

To Avenge Our Ancestors (Anvil of Despair)**

We Will Have Revenge (Broken Blades)

Witch Hunt (Spirit Wars)

Actions- Focus

Another Time (Shadowlands)

Fatal Mistake (Time of the Void)

Focus (Imperial)

Karmic Strike (Imperial)

The Path of Wisdom (Time of the Void)

A Perfect Cut (Promo)

Strike of Flowing Water (Crimson and Jade)

Elemental Rings-

Ring of Air

Ring of Earth

Ring of Fire

Ring of Water

Ring of the Void

Dynasty-

Events

Alliance (Imperial)

Are You With Me? (Crimson and Jade)

As the Shadow Falls (Anvil of Despair)

Battle of Isawa Palace (Crimson and Jade)

Chrysanthemum Festival (Imperial)

The Darkest Day (Anvil of Despair)* (cut)

Desperate Measures (Shadowlands) (cut)

Doom of the Crane (Shadowlands)

Doom of the Phoenix (Shadowlands)* (cut)

Duty to the Empire (Anvil of Despair) (cut)

Emperor's Peace (Imperial) (cut)

Famine (Honor Bound)* (cut)

The Enlightened Ruler (Time of the Void)

Evil Feeds Upon Itself (Imperial) (cut)

The Falling Darkness (Shadowlands)

Far From the Empire (Fire and Shadow)

The Farther You Fall (Shadowlands)

A Final Duel (Scorpion Clan Coup)

The Hero's Triumph (Time of the Void)

Hurricane (Imperial)* (cut)

Imperial Census (Spirit Wars) (cut)

Imperial Funeral (Forbidden Knowledge)

Imperial Ambassadorship (Hidden Emperor)

Imperial Gift (Imperial)

Imperial Levying (Shadowlands)

The Karmic Wheel Spins (Scorpion Clan Coup)

Ki Rin's Blessing (Dark Allies)

Kolat Courtier (Soul of the Empire)

Lions Attack the Crane (Scorpion Clan Coup)

Monsoon Season (Honor Bound)* (cut)

My Enemy's Weakness (Scorpion Clan Coup) (cut)

New Year's Celebration (Shadowlands)

Peasant Revolt (Imperial)

Pillaged (Dark Allies)

Plague of Locusts (Ambition's Debt) (cut)

The Price of War (Forbidden Knowledge)

Proposal of Peace (Imperial) (cut)

Regions of Rokugan (Time of the Void)

Restoring the Doji Treasury (Hidden Emperor)**

Retirement (Anvil of Despair)

The Return of Fu Leng (Anvil of Despair) (cut)

Revealing the Bastard (Spirit Wars)

Revering the Past (Spirit Wars)

The Rising Sun (Shadowlands)*

Sacrifices for Our Future (Hidden Emperor)

To Save an Empire (Time of the Void)

The Search Begins (Hidden Emperor)*

Selecting the Chancellor (Dark Allies)

The Shogun's Fealty (Broken Blades)

A Soul of Thunder (Time of the Void)

Suspicions (Hidden Emperor)

Test of the Emerald Champion (Imperial)

Test of the Jade Champion (Dark Journey Home)

Test of Stone (Imperial)

Traveling Merchants (Broken Blades)

War Weary (Ambition's Debt)

The Wave Men (Dark Journey Home)

Winter Warfare (Crimson and Jade)

Wisdom Gained (Hidden Emperor)

The World Stood Still (Scorpion Clan Coup)

Holdings- Unique

The Bronze Gong of the Hantei (Anvil of Despair)**

The Festering Pit of Fu Leng (Shadowlands)

Fu Leng's Skull (Hidden Emperor)

Grove of the Five Masters (Hidden Emperor)

Honor's Lesson Dojo (Dark Allies)

Ki Rin's Shrine (An Oni's Fury)

Kisada's Shrine (Broken Blades)

The Master Painter (Scorpion Clan Coup)

Oracle of Air (Imperial)

Oracle of Earth (Imperial)

Oracle of Fire (Imperial)

Oracle of Water (Imperial)

Oracle of the Void (Imperial)

Shrine of Osano Wo (Hidden Emperor)

Shrine of Stone (Broken Blades)

Holdings- Gold Producing

Ancestral Shrine (An Oni's Fury)

Artificer (Forbidden Knowledge)*

Blacksmith (Imperial)

Bushi Dojo (Forbidden Knowledge)

Copper Mine (Imperial)

Corrupted Iron Mine (Shadowlands)

Corrupted Silver Mine (Anvil of Despair)

Daidoji Merchants (Broken Blades)

Dance Troupe (Imperial)* (cut)

Diamond Mine (Imperial)* (cut)

Forest (Imperial)* (cut)

Friendly Traveler Village (An Oni's Fury)

Geisha House (Shadowlands)

Gold Mine (Imperial)

Goldsmith (Hidden Emperor)

The Hiruma Dojo (Hidden Emperor)

House of the Red Lotus (An Oni's Fury)

Iron Mine (Imperial)

Izaku Library (Time of the Void)

Jade Works (Imperial)

Kobune Port (Imperial)

Large Farm (Hidden Emperor)

Lesser Shrine (Broken Blades)

Marketplace (Imperial)

Merchant Caravan (Forbidden Knowledge) (cut)

Mystic Dojo (Broken Blades)

Pearl Divers (Imperial)

Port (Imperial)

Rice Paddy (Broken Blades)

Sake Works (Imperial)

School of Wizardry (Imperial) (cut)

Shintao Library (An Oni's Fury)

Shipyard (Ambition's Debt)

Silk Works (Hidden Emperor)

Silver Mine (Imperial)

Small Farm (Imperial)

Stables (Imperial)

Trade Hub (Broken Blades)

Trading Grounds (Anvil of Despair)

Holdings- Honor Producing

Fantastic Gardens (Imperial)

Hawks and Falcons (Imperial)* (cut)

Kabuki Theater Troupe (Honor Bound)

Sanctified Temples (Imperial)

Temple to Shinsei (Honor Bound)

Holdings- Retainers

Devout Acolyte (Broken Blades)

Go Master (Imperial)

Intelligence Agent (Spirit Wars)

Master of Bushido (Honor Bound)

Master Courtier (Soul of the Empire)* (cut)

Master of Tea Ceremony (Imperial)* (cut)

Mining Foreman (A Perfect Cut)

Retired General (Imperial)* (cut)

Holdings- Fortifications

Barricades (Honor Bound)

Bridged Pass (Crimson and Jade)

Connecting Walls (A Perfect Cut)

Garrison (Scorpion Clan Coup)

Moat (Imperial)

Poorly Placed Gardens (Spirit Wars)

Unscalable Walls (Imperial) (cut)

Holding- Miscellaneous

Fortress of the Dragonfly (Honor Bound)

Shinjo Groomsman (Hidden Emperor)

Shosuro Dojo (Ambition's Debt)

Region- Unique

Beiden Pass (Forbidden Knowledge) (cut)

Clan Heartland (Crimson and Jade)

Kuni Wastelands (Forbidden Knowledge)

Plains of Otosan Uchi (Forbidden Knowledge)

Ryoko Owari (Hidden Emperor)

Streets of Otosan Uchi (Scorpion Clan Coup)

Region

City of Gold (Broken Blades)

Crossroads (Forbidden Knowledge)* (cut)

Farmlands (Forbidden Knowledge)

Fields of the Morning Sun (Hidden Emperor)

Glory Grounds (Soul of the Empire)*

The Plains of Amaterasu (Time of the Void)* (cut)

Ratling Villages (Hidden Emperor)

Ronin Village (Dark Allies)

Secluded Ravine (Crimson and Jade)* (cut)

Shadowlands Marsh (Dark Journey Home)

Sorrow's Path (Ambition's Debt)

Utaku Meadows (Hidden Emperor)

The Yasuki Estates (Crimson and Jade)*

Personalities- Crab

Hida Amoro (Imperial)

Hida Reiha (A Perfect Cut)

Hida Matyu (Scorpion Clan Coup)

Hida Shara (Dark Allies)

Hida Sukune (Imperial)

Hiruma Kage (Shadowlands)

Hiruma Todori (A Perfect Cut)

Omen (Dark Allies)

Silence (Honor Bound)

Toritaka Kitao (Fire and Shadow)

Personalities- Crane

Daidoji Rekai (Hidden Emperor)

Daidoji Megumi (A Perfect Cut)

Daidoji Sembi (Anvil of Despair)

Doji Jiro (Fire and Shadow)

Doji Kuwannan (Forbidden Knowledge)

Doji Okakura (Dark Allies)

Doji Seishiro (Dark Allies)

Asahina Tomo (Imperial)

Kakita Kyruko (Soul of the Empire)

Kakita Torikago (Shadowlands)

Kakita Yoshi (Imperial)

Personalities- Dragon

Agasha Gennai (Time of the Void)

Hitomi Dajan (Dark Journey Home)

Hitomi Eichiko (Broken Blades)

Hitomi Iyojin (Dark Journey Home)

Kitsuki Yasu (Imperial)

Mirumoto Hitomi (Imperial)

Mirumoto Songui (Fire and Shadow)

Mirumoto Tsuge (An Oni's Fury)

Mirumoto Zenko (Dark Allies)

Tamori Hiroko (An Oni's Fury)

Tamori Shaitung (Spirit Wars)

Togashi Jodome (Crimson and Jade)

Togashi Kama (Time of the Void)

Togashi Mitsu (Imperial)

Togashi Senai (Soul of the Empire)

Togashi Shinseken (Ambition's Debt)

Togashi Yoshi (Imperial)

Personalities- Lion

Akodo Ninsei (Dark Allies)

Akodo Yobi (Broken Blades)

Ikoma Goro (Dark Allies)

Ikoma Kaoku (Shadowlands)

Ikoma Tsanuri (Forbidden Knowledge)

Kitsu Hisashi (Dark Allies)

Matsu Hokitare (Scorpion Clan Coup)

Matsu Hyun (A Perfect Cut)

Matsu Makiko (Broken Blades)

Matsu Toshiro (Forbidden Knowledge)

Personalities- Mantis

Kanbe (Crimson and Jade)

Keda [naval] (Soul of the Empire)

Hyobe [naval] (Crimson and Jade)

Masasue [naval] (Crimson and Jade)

Moshi Kalani (An Oni's Fury)

Mukami (Crimson and Jade)

Nobuo [naval] (Crimson and Jade)

Tsuruchi (Forbidden Knowledge)

Tsuruchi Yutaka (Broken Blades)

Tsuyu [naval] (Time of the Void)

Yoritomo Katoa (An Oni's Fury)

Yoritomo Heishiro (Dark Allies)

Yoritomo Setsuko (Broken Blades)

Personalities- Phoenix

Asako Yuya (Dark Allies)

Isawa Izumi (Broken Blades)

Isawa Toiko (Fire and Shadow)

Isawa Uona (Imperial)

Isawa Yoriko (Broken Blades)

Shiba Kyo (Scorpion Clan Coup)

Shiba Ningen (Honor Bound)

Personalities- Ratlings

Ik'krt (Dark Allies)

Mack' uk (Fire and Shadow)

Mat'tck (Soul of the Empire)

Ratling Conjuror (Anvil of Despair)

Tchickchuk (Hidden Emperor)

Tek'tik'kir (Spirit Wars)

T'k (Dark Allies)

Yoee'trr (Spirit Wars)

Z'orr'tek (Soul of the Empire)

Personalities- Scorpion

Bayushi Aramoro (Shadowlands)

Bayushi Dozan (Scorpion Clan Coup)

Bayushi Goshiu (Shadowlands)

Bayushi Ikita (Soul of the Empire)

Bayushi Kachiko inexperienced (Scorpion Clan Coup)

Bayushi Tasu (Crimson and Jade)

Shosuro Hametsu (Shadowlands)

Shosuro Higatsuku (A Perfect Cut)

Shosuro Ikawa (Scorpion Clan Coup)

Shosuro Taberu (Shadowlands)

Shosuro Tage (Shadowlands)

Soshi Jomyako (Honor Bound)

Yogo Asami (Forbidden Knowledge)

Yogo Shidachi (Scorpion Clan Coup)

Personalities- Shadowlands

Goblin Wizard (Ambition's Debt)

The Exalted Ugu (Scorpion Clan Coup)

Ikoma Ryozo (Crimson and Jade)

The Importune Vu (Broken Blades)

Jama Suru (Hidden Emperor)

Kukanchi (Ambition's Debt)

Kyoso no Oni (Imperial)

Moetechi (Ambition's Debt)

Moto Sada (Crimson and Jade)

Noekam (Spirit Wars)

Ogre Bushi (Imperial)

Ogre Outlaw (Crimson and Jade)

Oni no Akeru (Forbidden Knowledge)

Oni no Gorousei (Soul of the Empire)

Oni no Gekido (Hidden Emperor)

Oni no Genso (Crimson and Jade)

Oni no Jimen (Forbidden Knowledge)

Oni no Kaze (Forbidden Knowledge)

Oni no Mizu (Forbidden Knowledge)

Oni no Taki- Bi (Forbidden Knowledge)

Oni no Ugulu (Time of the Void)

Orschat (Ambition's Debt)

Oyuchi (Ambition's Debt)

Roshungi (Ambition's Debt)

Slidge (Dark Journey Home)

Toichi (Ambition's Debt)

Tsukuro (Anvil of Despair)

Uragirimono (Honor Bound)

Wutho (Spirit Wars)

Yosuchi (Ambition's Debt)

Personalities-Unicorn

Ide Sabandoru (Broken Blades)

Iuchi Hari (Broken Blades)

Moto Reijiro (A Perfect Cut)

Moto Toyotomi (Fire and Shadow)

Moto Tsugi (Soul of the Empire)

Moto Vordu (Spirit Wars)

Shinjo Rojin (Crimson and Jade)

Shinjo Noriyori (Broken Blades)

Shinjo Sadato (Forbidden Knowledge)

Shinjo Shirasu (Time of the Void)

Shinjo Yasoma (Anvil of Despair)

Utaku Keyo (Dark Allies)

Utaku Xieng Chi (Hidden Emperor)

Personalities- Unaligned

Chinoko (Crimson and Jade)

Bokatu (Soul of the Empire)

Dairya nonexp (Imperial)

Dangai (Dark Journey Home) (monk)

Ginawa nonexp (Imperial)

Gyosho (Ambition's Debt) (monk)

Harima (Time of the Void) (monk)

Hasame (Hidden Emperor)

Heichi Chokei (Imperial)

Hizuka (Time of the Void) (monk)

Hoshi Maseru (Hidden Emperor) (monk)

Ichiro Kihongo (Ambition's Debt)

Ki- Rin (Imperial)

Koan (Dark Allies)

Koichi (Crimson and Jade) (monk)

Lady Kitsune (Time of the Void)

Mamoru (Shadowlands)

Matsu Hiroru (Imperial)

Miya Hatori (An Oni's Fury)

Miya Yemi (Spirit Wars)

Morito Tokei (Imperial)

Ninja Spy (Imperial)

Ryosei (Crimson and Jade)

Seppun Kossori (Hidden Emperor)

Shioda (Scorpion Clan Coup) (monk)

Suana (Crimson and Jade) (monk)

Suzume Mukashino (Anvil of Despair)

Takao (Crimson and Jade) (monk)

Tonbo Toryu (Ambition's Debt)

Toturi nonexp (Imperial)

Toturi Miyako (An Oni's Fury)

The Wandering Monk (Dark Allies) (monk)

Yodin (Anvil of Despair) (monk)

Yotsu Seiki (Imperial)

Cheers,

Asahina Daisan

Crane Seer




----- Original Message -----

From: Martin Lund <kaioto at yahoo.com>

To: <L5r-ccg at alderac.com>

Sent: Tuesday, March 04, 2003 1:04 PM

Subject: RE: [L5R-CCG] Re: L5r-ccg digest, Vol 1 #48 - 15 msgs

snip

> Broken? From a pure competition stand-point,

> regardless of story, the game was getting very well

> balanced between factions compared to its past. It

> just has some interactivity issues.

>
> In regards to the story impact of the mechanics, the

> game is broken heavily. The environment heavily favors

> a few factions to run "pure" and a bunch to run

> ridiculously corrupt in order to win. Non-corrupt

> Military decks are a joke in terms of threat value,

> and only a few Elite decks can be on top of the

> honor-pile.

>
Okay, let's take this bait.

Crab- A semi- competitive corrupt military, a pure Crab "walls" deck has

some great match ups but also has some major faults.

Crane- Most likely pure, but fairly easy to "taint" or "corrupt" if that is

a storyline goal.

Dragon- A competitive pure honor runner with reports of a competitive

corrupt military out of Tamori.

Lion- Like Crane, more competitive pure, but can be "tainted" or "corrupted"

for storyline effect without much problems.

Mantis- Unlikely to win in either scenario.

Phoenix- Can run either corrupt or honorable (just won a Season of the

Scorpion with corrupt Shiba Halls military on Sunday).

Ratling- Can run either corrupt of honorable

Scorpion- A competitive corrupt military. The non- corrupt military is a lot

weaker, but still a strong military deck and capable of beating Crane and

Horde, like all Scorpion boxes.

Shadowlands- Must run corrupt, no choice

Unicorn- A competitive pure honor runner, and at least one viable corrupt

military format (see Zhi's deck that won NY Kotei last year)

The majority of these "non- corrupt" military decks have the capacity to

switch. You can't choose any victory condition and expect to build a

competitive deck out of it, especially if you insist on "purity" or

"corruption." Lion, Dragon and Unicorn can all switch honor. Ratling and

Scorpion have some great match ups when going pure military. We are looking

now at Crab and Mantis only then as your example.

> This environment is great for Horde and Crane

> loyalists. It is a candy-store for players who could

> care less which characters are damned for all

> eternity. As long as they can line their pockets with

> prizes and claim to be "Elite" by trouncing players

> who are dealing with Story-Impact handicaps, they'll

> be happy to be"good players" and lump Clan Loyalists

> in with "casual players" and "scrubs."

>
Too bad you've never met me. I've never called myself "elite" or call other

players "scrub" and mean it, and I totally respect casual players. Its not a

bad environment for Dragon, Phoenix and Lion loyalists either, both Dragon

and Phoenix have great match ups against both Horde and Crane, and poor

match ups against Lion. And Lion has the poor match up against Crane. And

the more experienced Lion players have realized that the 2nd turn blitz

which works against the other clans doesn't work as often against Crane, and

are winning more of their Crane match ups because of it.

Scorpion__________

/\                                     |

 |                                    \/

Dragon--------------->Crane

Phoenix                    Shadowlands

/\                                     |

 |                                     |

Lion<---------------------+

Cheers,

Asahina Daisan

Crane Seer

	From:  [image: image39.png]


"Jason L" <jliang2@u...> 
Date:  Sat Mar 8, 2003  4:24 pm
Subject:  Kyuden Doji and Corrupt KDA

	I'm working on my Kyuden Doji, it will likely be the deck I take to
California Kotei since I've lost faith in Kosaten Shiro's ability to
handle other honor runners. Need some help cutting on the fate- side.
I will test the deck next Friday.

DTS (Doomsayers Temptresses Spearmen)

Kyuden Doji (40)
Wind: Toturi Tsudao

Dynasty- (40)
Kakita Rensei
Daidoji Rekai exp2
Doji Kurohito exp
Doji Reju exp2
Yasuki Hachi exp
Kakita Yariga X 3
Kakita Kyruko X 3
Kakita Atoshi X 3
Crane Tradesman
Shrine of the Sun X 1
Marketplace X 3
Daidoji Merchants X 3
Hiruma Dojo X 3
Trade Hub X 2
Kobune Port X 2
Gifts and Favors X 2
Fantastic Gardens X 3
Campsite X 2
Welcome Home
Imperial Gift
Test of the Emerald Champion
Boundless Sight

Really considering Gambling Houses instead of the Trade Hubs. Since
this is a PK deck Campsite might not be the best match, but this deck
works better with card drawing.

Fate- (46)
Celestial Sword of the Crane (4)
Blade of Truths (3)
Chukandomo (4)
The Imperial Standard (4)
Soul of the Grand Master X 3 (4)
Shiryo no Hotei (3)
Doji House Guard (4)
Hunting Tiger (4)
Empress's Guard (3)
Jester (i know, bad with Kyruko) (4)
Doomsayers X 3 (4)
Elite Spearmen X 3 (3)
Omoidosu X 3 (3)
Diplomatic Apprentices X 3 (3)
Revealing the Ancient Wisdom (4)
Geisha Assassin X 3 (4)
Recruiting Drive X 2 (3)
Deeds, Not Words X 3 (2)
Block Supply Lines X 3 (3)
Stand Against the Waves X 3 (3)
Flattery X 2 (3)
In Search of the Future X 2 (3)
Keen Eye X 2 (3)
Ring of the Void (4)

17 X 4 focus
26 X 3 focus
3 X 2 focus

I dunno, would like to make room for Balance in Nothingness as well,
I think the Keen Eye would have to go at some point. I'll probably
cut Blade of Truths as well, at some point. Also considering-
Imperial Edicts, Corruption's Price and Iaijutsu Art.

As far as KDA, it just occured to me that running a corrupt KDA with
Daigotsu would make KDA much more effective and easier to get the
favor. Forget Crane people, Kyosos etc... would be a PK/ military
deck.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image40.png]


"Jason L" <jliang2@u...> 
Date:  Mon Mar 10, 2003  12:02 am
Subject:  The Song of Destruction (DECK)

	Not sure what is going to be in Heaven and Earth, but this is how the
corrupt KDA deck is looking right now.

The Song of Destruction

Kakita Dueling Academy
Wind: Daigotsu

Dynasty-
Kokujin
Kyofu
Shahai
Yoritomo Kumiko
Isawa Sayuri
Ashura X 3
Kyoso no Oni X 3
Katsu X 3
Voitagi X 3
Emperor's Under- hand
Festering Pit of Fu Leng
Marketplace X 3
Private Dojo X 3
Gifts and Favors X 2
Corrupt Iron Mine X 3
Corrupt Silver Mine X 3
Small Farm X 3
Sorrow's Path X 2
Imperial Gift
In Time of War
Test of Stone

Fate-
Celestial Sword of the Crane
Yakamo's Claw
Porcelain Mask of Fu Leng exp
Judgment
Blackened Claws X 2
Secrets on the Wind X 2
Touch of Death X 2
Walking the Way X 3
The Wind's Truth X 2
For the Empire X 3
Iaijutsu Art X 3
Iaijutsu Challenge X 3
Kolat Assassin X 3
Oath of Fealty X 2
Shame X 3
Remorseful Seppuku X 2
Iaijutsu Duel X 2
Night Battle X 2
Counterattack X 2
Ring of the Void

The honor gains are to keep you alive. There is probably too much
honor loss but testing will see. Considering Moneylender, Hyatuke
(sp) no Oni, Shadow's Claw, Poison Weapons are probably way too much
honor loss. Also, could perhaps tweak a Daidoji Merchants gold scheme
instead of the Small Farms?

Cheers,

Asahina Daisan
Crane Seer


	Date:
	Thu, 13 Mar 2003 23:31:15 -0800

	From:
	"Jason Liang" 

	Subject:
	Re: [L5R-CCG] Who does Gifts and Favor help the most?

	----- Original Message -----

From: Martin Lund 

To: 

Sent: Thursday, March 13, 2003 9:27 PM

Subject: Re: [L5R-CCG] Who does Gifts and Favor help the most?

snip

> Sure, if you have a unit consisting of a samurai and a

> follower on turn 3, you should be taking a

> low-strength province. It helps if your opponent

> hasn't taken the Imperial Favor yet. Lion has a good

> shot at attacking before the defender has the favor if

> they gambit.

>

> Yes, Ijiasu and Fujimaro can get to 6 force with a

> single focus and 0 gold cost. Tadenori and Yobi can

> not. Every Lion unit needs a follower to take a 6

> strength province.

>

> This factor hasn't stopped the Crane Clan (the #1

> victim of this opening) from putting up much better

> numbers of major storyline victories than the Lion

> Clan for the whole Arc. Obviously, it isn't as big a

> factor as you'd like to think it is.

>

snip

>

> Lion won a single Kotei last year, and took second

> place at the first Gold World Championships. It didn't

> even make a showing in the top 4 of Gen-Con this past

> year, and has not one a single major individual

> tournament since then.

>

Lion have some *great* match ups- Phoenix, which *needs* to go first but

wont against Lion and Dragon which needs to buy the money. They have so many

strong match ups that are bad match ups for Crane. Lion *eats* Asako Towers.

Unfortunately for Lion players, Crane is a *very* weak match up for them.

They will often lose against an inexperienced Crane player, and will

consistently lose against veteran Crane players, of which there are *many*.

The reason is that every Crane in a Kosaten Shiro deck is a threatening

defender and together they form a solid defensive army. Which is different

from Dragon/ Phoenix that run low force shugenja which are some of the worst

defenders. In tournaments, having that one weak match up is what is killing

the Lions. Simon, our local Lion player says corrupt military is a bigger

problem, but everyone except dishonor decks have some problems against

corrupt military. Also, Lions are taking *the wrong strategy* against Crane.

To get a better match up against Crane-

1. Run Deeds, Not Words

2. Don't blitz early, instead develop the gold. Lions lose the honor race

against Crane because even if they take an early province, they lose the

race if they let the Crane gain 5- 8 honor in a battle. Its very easy for a

Lion to lose an early battle and that is game because Crane will then go

military as well as being on top of honor. That extra turn as well as seeing

Welcome Home/ Imperial Gift more often, *can* make up for the lack of honor

producing holdings.

3. With the gold developed, race the Crane for honor. If the Lion drop the

Imperial Standard, they have a good chance of outracing the Crane, because

they get to go first. Also, running Sezaru or Kaneka is also a small

advantage.

Sure, with this strategy a Lion player will probably lose the race about

half the time (which, in one thinks about it, is about the same as a Crane

on Crane match up). And they might feel its stupid because its passive. But

trying to win by blitzing the Crane early and then switching *seldomly*

works and the strategy I've outlined will win more often. Veteran Crane

players are skilled defenders. By not attacking, the Lion player denies the

Crane player the benefits of their experience. Add to the fact that it is a

lot easier to make mistakes as the attacker (since the defender has so many

more options than the attacker). It is a more effective strategy then it

seems because *a standard Kosaten Shiro deck doesn't slow down an opponent's

honor gains except through Deeds Not Words.*

A strategy that goes 50/50 or 40/60 isn't bad for *the worst match up.*

Don't ask me the situations where *I* win against Asako Towers or Dragon

because you don't want to know. I have to get extremely lucky and my

opponent not lucky, since against those two my playing experience has no

effect (since both deck types negate strategy in battle). I'd rather face

corrupt Scorpion than Asako Towers and corrupt Scorpion is anti- Crane in

practically every way.

I'd say my match ups are-

Crab- 95/5

Crane 45/55

Dragon 25/75

Lion 90/10

Mantis 95/5

Phoenix Honor 50/50

Phoenix Asako 25/75

Ratling 90/10

Scorpion 40/60

Shadowlands 70/30

Unicorn 85/15

Of course, this isn't reflective of all Kosaten Shiro. I'd like to think

that my record against both Lion and Shadowlands are due to my long time

experience with Crane decks, because I've pulled out some amazing victories

against them.

Of course, its interesting to compare this to my corrupt Shiba Halls-

Crab- 65/35

Crane 90/10

Dragon 95/5

Lion 40/60

Mantis 70/30

Phoenix Honor 95/5

Phoenix Asako 70/30

Ratling 60/40

Scorpion 80/20

Shadowlands 70/30

Unicorn 90/10

I don't play Lion often enough but I'd guess their numbers would be like-

Crab- 60/40

Crane 20/80

Dragon 70/30

Lion 50/50

Mantis 60/40

Phoenix Honor 70/30

Phoenix Asako 80/20

Ratling 50/50

Scorpion ?/?

Shadowlands 40/60

Unicorn 55/45

Cheers,

Asahina Daisan

Crane Seer




	From:  [image: image41.png]


"Jason L" <jliang2@u...> 
Date:  Sun Mar 23, 2003  3:47 pm
Subject:  [Open deck] Crane2K, version 2.003

	This is the current evolution of the Open deck that I've been playing
since 2000. previous incarnations have placed well at the 2000
Atlanta Kotei and the 2001 North Carolina Kotei.

Also, its not designed to run with Winds. If you *had* to run a Wind,
it would be Sezaru. Also you would need to worry a lot more about
Breach and such.

Crane2K, version 2.003

Stronghold: Kosaten Shiro
Sensei: Akodo Sensei

Dynasty (41)
Doji Satsume
Doji Shizue exp
Daidoji Uji X 3
Doji Reju X 3
Kakita Shijin X 3
Kakita Ariteko X 3
Ki- Rin
Lady Kitsune X 3
Charter of the Crane Clan
Marketplace X 3
Silk Works X 2
Hiruma Dojo X 3
Merchant Caravan X 3
Emperor's Under- Hand
Poorly Placed Gardens X 2
Creating the Monkey Clan
Emperor's Peace
Imperial Gift
Imperial Levying
Inheritance
Iris Festival
Kolat Duplicate
A Soul of Thunder

Fate (44)
Ancestral Sword of the Crane Clan
Kitsuki Kaagi's Journal
Kolat Bodyguard X 1
His Most Favored
Iaijutsu Art X 2
Entrench X 3
Superior Strategist X 3
Arrival of the Emerald Champion X 1
Flattery X 1
Block Supply Lines X 1
To Do What We Must X 3
Iaijutsu Duel X 2
Come One at a Time X 2
Mountains of the Phoenix X 2
Twisted Forest X 2
The Sun Returns X 3
Bend Like a Reed X 2
Remember What You Have Seen X 2
Defenders of the Realm X 3
Avoid Fate X 3
Political Warfare X 2
Ring of Earth
Ring of the Void
Akodo Sensei

If I had to cut some more fate cards, probably 1 X Defenders of the
Realm, and the Block Supply Lines would go next.

Some other cards worth playing with, but no room, are Emperor's Under-
hand, Fall on Your Knees, Deeds, Not Words, Ring of Fire and Shiryo
no Hoturi. The Ring of Fire is a 3rd alternative to Kisada's Funeral.
I assume there are very few other honor runners in the environment,
otherwise Deeds is the best solution overall.

For dynasty, to cut to 40 it would be a toss up between the 3rd Lady
Kitsune, the 3rd Uji and the Under- hand, probably cutting the 3rd
Uji. The under- hand magic bullets against 4 Walls and Master of
Five, and also acts as event control.

I think Uona Sensei is fantastic and you can definitely win with Uona
Crane. Right now I prefer Akodo Sensei since the restriction for it
is almost negligible (particularly with Ariteko), and Imperial Gift +
Entrench makes up for the lack of power, in addition to being able to
run Superior Strategists and Sun Returns.

If I ran Uona Sensei, I would definitely be running Atoshis instead
of Daidoji Uji for more control.

Cheers,

Asahina Daisan
Crane Seer


	Date:
	Mon, 24 Mar 2003 17:29:41 -0800

	From:
	"Jason Liang" 

	Subject:
	[L5R-CCG] Ranking the Strongholds- Putting things into Prespective

	I haven't done this for a while, and this seems to be a better time than

any. I've ranked every stronghold printed in L5R. No real criteria, just by

raw power level. I am looking at this from a constructed stand point, since

most of the strongholds were mean to be used in a constructed format,

although perhaps if one wanted raw power, sealed format is a better

indicator. Provincial Estates of the Unicorn, for instance, rocks in Sealed

but the ability is all- but useless in constructed Unicorn decks. Others

such as Kyuden Kitsune and Towers of Asako are reverse. I am looking a

little bit beyond either Open or Gold format, although probably I have put a

little more emphasis on Open. Doesn't affect TOO many of the Gold

strongholds, the most drastic being Kakita Dueling Academy- an incredible

stronghold in Open, a mediocre stronghold in Gold. I've considered both the

stronghold in theory and what the stronghold has done in practice (when

possible). I didn't consider possible Senseis either- would be too

complicated, although the Toturi's Army and Monk strongholds would rank

higher since they have access to the most number of Senseis, and ALL the

Crab strongholds would rank higher as well because of O- Ushi Sensei.

Kyuden Ikoma, for those who want the synopsis, is neither in the top 10 nor

the bottom 10. Neither is Morning Glory Castle. Out of 62 strongholds known

so far, Kyuden Ikoma is 46 on my list and Morning Glory Castle is 28. The

bottom twelve are extremely bad.

The Strongholds of Legend of the Five Rings

1. Shrine of the Spirits (Spirit)

2. Imperial Palace of Fu Leng (Shadowlands)

3. Eternal Halls of the Shiba (Phoenix)

4. Ancient Halls of the Lion (Lion)

5. Shiro Mirumoto (Dragon)

6. Palace of Otosan Uchi (Toturi's Army)

7. The Utaku Palaces (Unicorn)

8. Towers of the Asako (Phoenix)

9. House of Tao (Monk)

10. Ancestral Home of the Lion (Lion)

11. Kosaten Shiro (Crane)

12. Kyuden Kitsune (Mantis)

13. Towers of the Yogo (Scorpion)

14. Dark Path of Shadow (Ninja)

15. Sacred Temples of the Phoenix (Phoenix)

16. Esteemed House of the Crane (Crane)

17. Ruins of Isawa Castle (Phoenix)

18. Kakita Dueling Academy (Crane)

19. Yogo Junzo's Army (Shadowlands)

20. The Spawning Grounds (Shadowlands)

21. Shiro Ide (Unicorn)

22. Shiro Shinjo (Unicorn)

23. Kyuden Yoritomo (Mantis)

24. Shadow Stronghold of the Bayushi (Scorpion)

25. Heart of the Shinomen Forest (Naga)

26. Kyuden Hitomi (Dragon)

27. Vigilant Keep of the Monkey (Toturi's Army)

28. Morning Glory Castle (Phoenix)

29. Shiro Matsu (Lion)

30. Brotherhood of Shinsei (Monk)

31. War Fortress of the Crab (Crab)

32. Kyuden Hida (Crab)

33. Kyuden Agasha (Phoenix)

34. Northern Provinces of the Moto (Unicorn)

35. Provincial Estates of the Unicorn (Unicorn)

36. Noble Halls of the Akodo (Lion)

37. Kyuden Doji (Crane)

38. Sepulchre of Bone (Crane)

39. Yasuki Palaces (Crab/Crane)

40. Yasuki Palaces (Crab)

41. Great Walls of Kaiu (Crab)

42. Shiro Tamori (Dragon)

43. Citadel of the Hiruma (Crab)

44. Iron Fortress of the Daidoji (Crane)

45. Ruined Fortress of the Scorpion (Scorpion)

46. Kyuden Ikoma (Lion)

47. The Kitsu Tombs (Lion)

48. Citadel of Daigotsu (Shadowlands)

49. Shadowed Tower of the Shosuro (Scorpion)

50. Iron Mountain (Dragon)

51. The New Akaasha (Naga)

52. City of Lightning (Mantis)

53. Toturi's Army (Toturi's Army)

54. Razor's Edge Dojo (Crab)

55. Yoritomo's Alliance (Mantis)

56. Kyuden Gotei (Mantis)

57. Warrens of the Nezumi (Ratling)

58. Shosuro Gardens (Scorpion)

59. The Naga Stronghold (Naga)

60. Hidden Temples of the Naga (Naga)

61. Temples of the Crow (Monk)

62. Mountain Keep of the Dragon (Dragon)

Cheers,

Asahina Daisan

Crane Seer


	From:  [image: image42.png]


"Jason L" <jliang2@u...> 
Date:  Sat Apr 12, 2003  9:32 pm
Subject:  Song of Destruction v1.1

	Hi everyone,

Tested the corrupt Kakita Dueling Academy deck yesterday against a
Lion, a Crab and a Dragon deck. I actually had three extra
Marketplaces in my deck against the Lion and Crab, so I guess those
games don't count, but the deck appears very brutal. 2-1 against the
Lion, lost to the Crab (Kuni Rihito grrr), and 1-0 against the
Dragon. The deck is very consistent and the games it won were fairly
lopsided. Iaijutsu Challenge is brutal.

Song of Destruction v1.1

Kakita Dueling Academy
Wind: Daigotsu

Dynasty-
The Maw
Kyofu exp
Ashura X 3
Ogre Bushi X 3
Kyoso no Oni X 3
Voitagi X 3
Daidoji Enai X 3
Emperor's Under- hand
Festering Pit of Fu Leng
Marketplace X 3
Kobune Port X 2
Daidoji Merchants X 3
Gifts and Favors X 1
Private Dojo X 3
Small Farm X 1
Corrupt Iron Mine X 3
Corrupt Silver Mine X 3
Imperial Gift
In Time of War

Fate-
Celestial Sword of the Crane Clan
Yakamo's Claw
Porcelain Mask of Fu Leng exp
Yoritomo's Kama
Soul of the Grand Master X 3
Blackened Claws X 2
For the Empire X 3
Iaijutsu Challenge X 3
Iaijutsu Art X 3
Shame X 3
Remorseful Sepukku X 3
Oath of Fealty X 2
Iaijutsu Duel X 3
Counterattack X 3
Imperial Edicts X 3
Outmaneuevered by Force X 2
Rallying Cry X 2
Ring of the Void

Changes- Would like to test both Test of Stone and Selection of the
Chancellor. Kanashimi, Kokujin and Fantastic Gardens are also worth
testing. Fate- side, I'm having trouble winning the Iaijutsu Arts
without Private Dojo, so would like to test Focus. Kakita Dojo could
help as well. Of course, tying the Arts have been effective so far,
but the extra honor would be very nice.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image43.png]


"Jason L" <jliang2@u...> 
Date:  Sat Apr 19, 2003  3:35 pm
Subject:  Song of Destruction v 1.2 analysis, v 1.3

	Hi everyone,

Tested the corrupt KDA deck a *LOT* more yesterday at our weekly
tournament, (since last week I spent most of the time shooting
footage for a L5R documentary I'm directing) and the deck performed
extremely well and was a lot of fun to play. Here is a brief summary-

Record: 9-5

Pre- tournament:

2-1 vs. Corrupt Yasuki Palace (Crab)

1-0 vs. Asako Towers (Phoenix)

Tournament:

1-0 vs. City of Lightning archery (Mantis)

1-0 vs. Corrupt Bloodspeaker dishonor/ mil Esteemed Halls (Phoenix)

bye

0-1 vs. Kosaten Shiro honor (Crane)

Post- tournament:

1-1 vs. Corrupt bloodspeaker dishonor/ mil Esteemed Halls (Phoenix)

1-0 vs. Kyuden Doji duel follower honor (Crane)

1-1 vs. Shiro Mirumoto honor/ dishonor (Dragon)

0-1 vs. Shiro Shinjo tacticians (Unicorn)

1-0 vs. Kosaten Shiro honor (Crane)

I learned, that just like any other Kakita Dueling Academy deck, it
has a hard time winning if it doesn't get the favor. It's constantly
amazed me that no matter how radically you change a deck, the same
strongholds have the same weaknesses and dependencies. My corrupt
Phoenix ratling decks have, like every other Phoenix deck, been
dependent on the shugenja and been weak against Lion. The KDA needs
the favor.

I read the comment about taking out the Shames, but the Shames are
very integral to how the deck works, acting as dishonor or PK.
Dishonor is very important since 1) its one of the deck's best
inherent advantage vs. a similar deck out of a horde box and 2) it
slows down speedy honor runners fast enough to grab the favor from
them.

The losses-

Against Yasuki Palaces, Kellen first Uncertainty/ Kolat Master my
first Ogre Bushi, and then Kolat Master'd my Voitagi as it hit play
when I'd have been able to dishonor him out with Iaijutsu Art/ Shame
had I been able to keep the Voitagi (since my other guys had too high
chi to Art). Shiryo no Remata, on the 2/2 Hiruma that gets +4 chi vs
shadowlands, let him take early provinces that game, but suffered a
Challenge/ Remorseful to keep me in the game.

Against Kosaten Shiro, I went first and should have won the game but
early on I got greedy and during For the Empire between Kyoso/
Blackened Claws and Doji Yasuyo I struck and played Ring of the Void
when I should have focused the Ring instead (I lost the duel by 1). I
guess I've been on the receiving end of Kyoso/ For the Empire so many
times myself that I had too much confidence. Sam had an early
Imperial Gift so he had an extra 4 focus value in his hand. That
swing of 8 (3 honor and me losing 5 force) was huge. His PPG rocketed
his honor, and kept me from grabbing the Favor. I still managed to
take 2 provinces with Ashura, but Sam crossed 40 with two provinces
and both had campsites on them. He didn't have much of an army or a
hand left, but I only had three cards left myself. I lost because I
had to split my army in two (not playing with Superior Tactics). I
think I could have pulled that one off with another turn, but that
early For the Empire made the whole difference.

Against the Corrupt bloodspeaker deck, we traded provinces early and
ended up Red with 2 provinces and me with 1. I won a big battle with
the Underhand to take out his Flee the Darkness and an Iaijutsu Duel.
I was waiting and waiting for a Shame to dishonor him out, but it
never came (all three were on the bottom, clumped together). When
Kyofu showed up, I got too greedy. I sent all my infantry at one of
his provinces, he defended the other, and I thought I could take on
his defenders with Kyofu alone (I had a duel and the Dark Lord's
Favor) and be able to defend with Ashura in case that failed, so I
sent in Kyofu and Kyofu got refugeed. Then he drew Shiba House Guard
with Oracle of the Void and dropped it on his 10 chi Misao. I
couldn't duel that unit with my Ashura because I had forgotten to
attach Blackened Claws to my Ashura (more like I couldn't decide who
I should attach the Claws to). And Dark Lord's Favor couldn't deal
with the Shiba House Guard, so he took my last province with Misao,
Kyoso exp and the Bloospeaker monk girl with Celestial Sword of the
Phoenix.

Against the Shiro Mirumoto, Ben won the early Challenges with 2 X
Focus and 2 X Poisoned Weapons. AGHHHH!. Then he took me out with two
Shames. He also got me just as I brought out the Master of the Tea
Ceremony.

Against the Shiro Shinjo, Sam had an amazing opening start with
Traveling Merchants, Blood Money, etc... plus, his first five
personalities were bushi/ shugenja (2 Reijiros, 2 Sampaos and Moto
Kubulai). And I had two remorsefuls and two For the Empires! He lost
a huge unit early when he drops Chukandomo on Reijiro to take a
province, but on my turn Daidoji Enai shows up and blows up Chuck. It
really ended up being the Blood Money that saved him though, and
again all three of my Shames wre clumped for this game at the bottom,
even further down this time, or else I could have dishonored him out.
That deck is going to give this deck problems with the high focus
values, the card draw, the lack of samurai and the cavalry defense.

Other notable games-

Dishonored Red out the first game we played.

Against the Kyuden Doji, Ben got out Jester, slapped me for six when
I brought out Kyoso, then Recruitment Drived the Jester back when I
For the Empired Kyruko who was holding it. Then I realized I could
use Jester when I bowed my corrupt silver mine for a 1 loss.

The win against Shiro Mirumoto was extremely close. I got out an
early Maw (up to 9 chi), and took an early province, and saved the
Maw from a Touch of Death with Loyal Yojimbo. I got down to -18, and
he only had one province left and Tachiyama and a Chosai in play. I
had out May, Ashura with Yoritomo's Kama and 2 X Voitagi- everyone
except the Maw had fear and I had out a Private Dojo. He had the
Wind's Truth and was looking for a Poisoned Weapon to get me out, but
couldn't draw it. The only person he can win the art against is
Voitagi, and Voitagi turns out to be a Samurai! so gets remorseful'd
with the Shame to bring me to -19!. And then I go over his last
province on my turn.

Against the Kosaten Shiro, Sam goes first but I have mad gold and get
out the Maw and an oathed Ashura early. But Sam is rocketing in honor
and only once am I able to get the Favor. I take early provinces with
my two units since the Maw got too big to blow up and he didn't have
enough people to defend Ashura. He gets out Doji Reju with
Chukandomo, Empress Guard and all sorts of other stuff on him. I lose
the Ashura when I send both Maw and Ashura at the same battle and the
Maw gets Block Supply Lines. I can't get out enough force to take the
favor away because for some reason I hit -17 in no time flat and I
don't draw any honor gain. He is able to get the favor the next turn,
so he has two provinces, Reju, Okakura (bowed for Favor), and Yasuyo
and I have Maw, 2 Voitagi and Daidoji Enai. But I top decked
Outmaneuvered by Force the previous turn! I attack with the Maw, he
defends with Reju and attempts to Favor the Maw, I cancel with
outmaneuver and send Reju home and take the province. He says its
game and I tell him I just have don't have another Outmaneuver, but
then he informs me that Chukandomo is going to blow up Reju because
of Yasuyo! Oof! On my next turn I see two Ogre Bushi and am able to
bring them out. I take his last province, but he still crossed 40
when he lost his last province so that was a very close game.

Here is the deck I ran:

Song of Destruction v 1.2

Stronghold: Kakita Dueling Academy
Wind: Daigotsu

Dynasty-

The Maw
Kyofu exp
Ashura X 3
Ogre Bushi X 3
Kyoso no Oni X 3
Voitagi X 3
Daidoji Enai X 3
Emperor's Under- Hand
Festering Pit of Fu Leng
Master of the Tea Ceremony X 1
Marketplace X 3
Kobune Port X 2
Daidoji Merchants X 3
Private Dojo X 2
Gifts and Favors X 1
Small Farm X 1
Corrupt Silver Mine X 3
Corrupt Copper Mine X 3
Imperial Gift
In Time of War

Fate-
Celestial Sword of the Crane
Porcelain Mask of Fu Leng exp
Yoritomo's Kama
Soul of the Grand Master X 3
Blackened Claws X 2
For the Empire X 3
Geisha Assassin X 1
Oath of Fealty X 2
Shame X 3
Remorseful Seppuku X 2
Iaijutsu Challenge X 3
Iaijutsu Art X 3
Iaijutsu Duel X 2
Loyal Yojimbo X 2
Counterattack X 3
Imperial Edicts X 3
Rallying Cry X 2
Outmaneuvered by Force X 2
Ring of the Void

Here is how I would improve the deck and analysis:

Song of Destruction v 1.3

Stronghold: Kakita Dueling Academy
Wind: Daigotsu

Dynasty-

The Maw
Kyofu exp
Ashura X 3
Ogre Bushi X 3
Kyoso no Oni X 3
Voitagi X 3
Daidoji Enai X 3
Emperor's Under- Hand
Festering Pit of Fu Leng
Master of the Tea Ceremony X 1
Shrine to Fukurojin (or Kakita Dojo to beat Shosuro Technique)
Shrine to Daikoku
Marketplace X 3
Daidoji Merchants X 3
Private Dojo X 3

(I only own two, would definitely run a third if I had one).

Gifts and Favors X 1
Corrupt Silver Mine X 3
Corrupt Copper Mine X 2
Imperial Gift
In Time of War
Selection of the Chancellor

(The deck needs to get the favor)

Fate-
Yakamo's Claw

(I don't own any of these or I would have ran it. The Crane sword
isn't worth running unfortunately).

Porcelain Mask of Fu Leng exp
Soul of the Grand Master X 3
Blackened Claws X 2
For the Empire X 3
Oath of Fealty X 2
Shame X 3
Remorseful Seppuku X 2
Iaijutsu Challenge X 3
Iaijutsu Art X 3
Iaijutsu Duel X 2
Loyal Yojimbo X 3

(these guys were huge, and I usually end up leaving Private Dojo
unbowed at least)

Counterattack X 3
Imperial Edicts X 2
Rallying Cry X 3
Outmaneuvered by Force X 2
Strike of Flowing Water X 1

(Will help win the duels, either this or Focus)

Ring of the Void

Cheers,

Asahina Daisan
Crane Seer


	Date:
	Mon, 21 Apr 2003 18:38:33 -0700

	From:
	"Jason Liang" 

	Subject:
	[L5R-CCG] The L5R Traditions

	So I'm doing a documentary film on L5R for a school project. My thesis

question (to an 8 minute film) was Why are L5R players willing to travel a

long distance to attend a major tournament? And I guess what I found out,

that is my theory, is that it is a part of L5R tradition. This got me

thinking that what makes L5R a CCG that stands out from other CCGs are the

traditional rules that have been established, the "unwritten code" to the

L5R experience.

Some of these "traditions-"

1. Refusing to cut an opponent's deck, for casual and sometimes even

tournament play.

2. To back one's decks in extravagant and rare cards.

3. To have an indulgent/ creative honor counter (or for Horde players to

mockingly have an honor counter glued to -19).

4. To travel to major storyline tournaments.

5. To buy a starting player their first starter, and otherwise support new

players with cards.

6. To be able to tell the fabled stories of one's clan (indeed, just a

couple of weeks ago it amazed me to hear our Dragon player recount an

"alternate" version of the first Test of the Emerald Champion where Hitomi

"let" Toshimoko win the test since she knew she had a greater destiny to

fulfill).

7. To be loyal to one's clan.

8. To be a part of the online L5R community, whether through lists,

websites, tournament reports or fan fiction.

9. To have two Mantis players play Wind and Fortunes instead of dueling.

10. To have two Crane players concede to eachother, or else add up focus

values in their opening hand to determine the winner of the duel.

11. To have two Naga players determine winner through the first player to

achieve 40 force.

12. To remind the other player of an opportunity to use their Avoid Fate

("Welcome Home. Avoid?")

13. To own one's clan sword (an ancestral sword, or a foil celestial sword)

14. To practice Utz and Banzai.

15. To complement another player after a game, irregardless of who won, and

shake their hand.

16. To never play Kaukatsu outside a Scorpion deck.

17. To be interested and vested and remember each GenCon.

All of these traditions were established for different reasons, and often it

was the action of one player doing something different, to set the

precedent. My theory is that the tradition of traveling was one of the

first, established back when it was so rare and amazing to meet a new L5R

player (outside the normal playgroup), and so few and precious were the

storyline tournaments. I remember when I first started playing, I also

played Magic at that time, but whenever there was another L5R player that

was the game we would play and none of the other games mattered. And

tournament organizers would encourage travel by offering participation

prizes beyond the call of duty, and even prizes to those who traveled the

farthest. I think we did a lot of these things because we knew back then how

special this game was.

Cheers,

Asahina Daisan

Crane Seer




	From:  [image: image44.png]


"Jason L" <jliang2@u...> 
Date:  Mon Apr 21, 2003  7:55 pm
Subject:  Re: european gencon 1st placed deck

	--- In CraneClan@yahoogroups.com, "Brandon Flores" <protomew@h...>
wrote:
>

snip

>
> It's not a powerful deck, it's simply consistent as to what it
tries to
> accomplish. If you want the truth, Kosaten Shiro loses to the same
decks
> that suffer early losses in the swiss, assuring the fact that they
won't
> play in late rounds of swiss (and oftentimes, subsequent single
> elimination).
>

Funny, my impression was that the decks that murder standard Kosaten
Shiro tend to be able to "ride" Kosaten Shiro match ups out of swiss
and beyond. Until they hit a Lion player. In other words, how I see
the environment-

Kosaten Shiro beats Lion.

Lion beats decks that beat Kosaten Shiro.

Shiro decks towards the end of Swiss and into elims hit other Shiro
decks, Lion decks, Shadowlands, or decks that murder Shiro.

And Kosaten Shiro vs. Shadowlands is about as 50/50 of a match up as
you get in Gold Edition.


> It's just an observation that the one tournament Crane would give
everything
> to win, they simply have not. It will forever hang over the heads
of its
> players until recitifed.
>

Cough. Well, I had that theory that "Crane clan's greatest inherent
advantage is their ability to set aside slots for meta because the
rest of their deck is so focused on one of the two primary victory
conditions (err, well, defending and gaining honor, because *every*
L5R deck has to be able to play *some* defese). And the field at
GenCon is so diverse because people get byes into the semifinals that
Cranes can't utilize their inherent advantage effective. Meta becomes
useless in the most diverse field." Or some other nonsense. You
agree? Its not like I've ever attended Gen Con or anything.

Well, if people have been keeping track I haven't played Kosaten
Shiro in almost three months. And I'm extremely happy with the
performance of my Daidoji, Kakita and Doji decks (despite the
corruptedness of the Kakita deck). Its too bad that Noh Theater
Troupe throws it all out the window and Kosaten Shiro will rise to
dominance again because of it.

But to defend pre H&E Shiro, every Kosaten Shiro deck I've seen which
has taken a major tournament has had its little "quirks." Call it the
meta slots, a player's Kakita authorship, jank, or whatever you want,
the "Crane factory" decks don't come out on top. And I do consider
Atoshi somewhat "non- standard." Its pretty amazing how consistently
it holds that the winning KS decks have the same chasis (i.e. the
same 33 dynasty cards), but each are endowed with the personal touch.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image45.png]


"Jason L" <jliang2@u...> 
Date:  Thu Apr 24, 2003  7:01 pm
Subject:  Re: european gencon 1st placed deck

	--- In CraneClan@yahoogroups.com, "scott_hadsall" <qamar53@h...>
wrote:

So, I've trudged through this thread. I'll make comments on both the
deck and Scott's comments.

> > stronghold kosaten shiro
> > wind toturi tsudao
> >
> > DYNASTY DECK 40
> >
> > events 1x imperial gift
> > 1x welcome home
>
> Welcome Home, really? Wouldn't you rather have a 3 personal honor
> defender who can duel, even if it costs gold? That's just me.
>

Welcome Home also jumps Hachi. I hate it too, its worse than Imperial
Gift and far worse than Open honor gain events, but you would still
run it because it jumps the Hachis and its just like Deeds against
another non- shugenja Crane deck.

> > holdings 3x hiruma dojo
> > 3x market place
> > 3x silk works
> > 3x sanctified temple
> > 2x jade works
> > 1x gifts and favors
> > 1x shine of the sun
> > 3x poorly placed garden
>
> 3 Sanctified and 3 PPG? Only 2 Jade Works? I think this is
overkill
> here. You've got all that and Welcome Home, I don't think that you
> need this Power-Honor economy. Maybe you should drop to 2 PPG and
up
> it to 3 Jade Works, then drop down a Sanctified for the Crane
> Tradesman.
>

The argument for the 3rd PPG is it speeds up when you see the first
PPG. His dynasty is his victory condition and his fate is his
defense. This seems to be the European Crane philosophy (compare to
the Yasuki Palaces deck than won Test of the Ruby Champion last year).

> > personalities 3x doji yasuyo
> > 3x kakita atoshi
> > 3x yasuki hachi
> > 2x doji harohite
> > 2x doji okaura
> > 1x yasuki hachi exp
> > 1x doji reju exp
> > 1x daidoji rekai exp 2
> > 1x konetsu
>
> Ok, I'm going to make some assumptions here with the names. First
> off, Atoshi? I understand he can lock people down and you can do
the
> favor combo, that's great, but wouldn't you be better off with a
> stronger personality with better personal honor in this slot? I
> think you could probably drop all 3 Atoshi completely in favor of a
> 3rd Okakura, and adding in Kakita Rensei OR Boundless Sight OR a
3rd
> Campsite OR a 3rd Kurohito OR Kurohito Exp. Otherwise, I'd say
> Atoshi is atrocious.
>

I'm going to point out that Atoshi was an important part of the
Kosaten Shiro deck that took 2nd place at GatewayCon this year, which
makes it the top Crane deck of that tournament and really, just about
the same level and environment as Scott's win for OrcCon. Here is how
I feel about Atoshi- he is very close in power level to Okakura. The
ability is equivalent to the 2F/2C, since you aren't going to want to
duel with Okakura anyway. Also, Atoshi is almost always the first
person to get Touched, Ambushed or Assasinated, which tells you a lot
about how disruptive he his. Okakura doesn't play Loyal Yojimbo for
Rekai/ Hachi exp nearly as well. And a Mastered Atoshi is laughable.
The bottom line on Atoshi is 1) he is better than Okakura when you
can get the favor, and worse than Okakura when you can't and 2) Cheap
personalities are powerful in L5R, especially in Gold. A good deck
should play with as many cheap personalities as possible. Running 2 X
Okakura and 3 X Atoshi makes the deck stronger than many of the other
KS builds I've seen, simply because the personalities are cheaper.
This deck has a lot of advantages against another Kosaten Shiro, and
should be able to get the Favor against most clans except Phoenix.

> > regions 2x campsite
>
> Of course.
>
> > FATE DECK 40
> >
> > actions 3x block supply lines
> > 3x deeds net words
>
>
> > 3x entrapping terrain
> > 3x fall on your knees
>
> Holy Crap. 3 Entrapping and 3 FoyK? Please pass the pipe, my
> friend! These aren't bad cards, don't get me wrong but wow talk
> about poor defensive choices.
>

From my experience at big tournaments, the difference between Kosaten
Shiro decks that break out of swiss and those that don't are Fall on
Your Knees. 2 X FoYK definitely has a place in Kosaten Shiro. The
third Fall might not be worth it, particularly when running Campsits.

> > 2x flattery

I don't understand the Flattery here either. This card depends way
too much on Campsites functioning.

The duels are understandable, they are fantastic with Campsites
working. A deck doesn't need focus value to duel when it is holding a
fistful of cards and the opponent is not.

> > 3x in search of the future
> > 3x overwhelmed
> > 3x return for training
>
> Does no one play Ratling Military?

A little too much send home, I agree. Return for Training is almost
strictly worse than BSL in this deck, and too much defense. I'd
rather see a four focus anti- spell meta here (Edicts or Fires) or
anti PK meta (Corruption's Price, Balance or Loyal Yojimbo).

>
> > 3x superior tactics
> > 3x to do what we must
> >
> > ancestors 1x uji no shiryo
> >
> > elemental rings 1x ring of earth
> >

Not a great ring, I find RoE and to a lesser extent RotV to be meta
choices and there are probably better things to meta against in the
current environment.

> > followers 1x doji house guard
> > 1x empress's guard
> >
> > items 1x bitter
> > 1x celestial sword of the crane
> > 1x chukandomo
> > 1x the imperial standard
> >

Get rid of Chuck. I've seen its trait kick in way too many times, and
its often fatal.


> > COMMENTS ON HOW TO PLAY THE DECK SOME OBVIOUS SOME NOT
>
> Lord have mercy. It's KS/Tsudao for the love of God.
>


I agree, the "hints" were annoyingly inane. But some discussion on
play strategy is better than no discussion. I hate that there is so
much focus on deckbuilding when it isn't a specific card that gets a
player through a normal match 90 percent of the time.

snip

>
> Frankly, I'm disappointed that this is the UK Champion's deck. I
> thought that something more standardized and at least credible
would
> result from the win there, however I was apparently very
misinformed,
> or the European environment is bad. I question the card choices
made
> and the competition at this event.
>

I find the fate to be more questionable than the dynasty, and really
Kosaten Shiro is all about the Dynasty. The dynasty is what's going
to win four out of five matches, and as long as you don't seriously
fuck with the dynasty the deck always has the potential to do well.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image46.png]


"Jason L" <jliang2@u...> 
Date:  Sun Apr 27, 2003  11:32 pm
Subject:  Two Kyuden Doji decks

	Okay, some house cleaning is in order. Haven't posted updates of the
Kyuden Doji deck for a while, so here it goes.

There is actually two versions. They are both based on Followers/
Recruitment Drive/ and Stand, just one is running Atoshi and the
other is running Kimita.

A Fatal Mistake 1.1a (Atoshi)

Stronghold: Kyuden Doji
Wind: Tsudao

Dynasty- (41)
Daidoji Rekai exp2
Doji Kurohito exp
Doji Reju exp2
Yasuki Hachi exp
Doji Okakura exp
Kakita Rensei
Ki- Rin
Kakita Yariga X 2
Kakita Kyruko X 3
Kakita Atoshi X 3
Emperor's Under- Hand
Crane Tradesman
Fantastic Gardens X 1
Marketplace X 3
Daidoji Merchants X 3
Kobune Port X 2
Hiruma Dojo X 3
Jade Works X 2
Temple of the Sun X 1
Gifts and Favors X 1
Noh Theater Troupe X 2
Shrine to Daikoku X 1
Campsite X 2
Welcome Home
Imperial Gift
Boundless Sight

Fate- (40)
Celestial Sword of the Crane
Chukandomo
Imperial Standard
Soul of the Grand Master X 1
Shiryo no Hotei
Doji House Guard
Hunting Tiger
Empress Guard
Doomsayers X 3
Elite Spearmen X 3
Omoidasu X 3
Diplomatic Apprentice X 3
Revealing the Ancient Wisdom
Geisha Assassin X 3
Recruitment Drive X 2
Iaijutsu Art X 3
Champion's Strike X 1
Stand Against the Waves X 3
Block Supply Lines X 2
Arrows From the Woods X 2
In Search of the Future X 2
Ring of the Void

A Fatal Mistake 1.1b (Kimita)

Stronghold: Kyuden Doji
Wind: Tsudao

Dynasty- (41)
Daidoji Rekai exp2
Doji Kurohito exp
Doji Reju exp2
Yasuki Hachi exp
Doji Okakura exp
Kakita Rensei
Doji Akiko
Kakita Yariga X 2
Kakita Kyruko X 3
Asahina Kimita X 3
Emperor's Under- Hand
Crane Tradesman
Fantastic Gardens X 1
Marketplace X 3
Daidoji Merchants X 3
Kobune Port X 2
Hiruma Dojo X 2
Jade Works X 3
Temple of the Sun X 1
Gifts and Favors X 1
Noh Theater Troupe X 2
Shrine to Daikoku X 1
Campsite X 2
Welcome Home
Imperial Gift
Boundless Sight

Fate- (40)
Celestial Sword of the Crane
Chukandomo
Imperial Standard
Shiryo no Hotei
Doji House Guard
Hunting Tiger
Empress Guard
Doomsayers X 3
Elite Spearmen X 3
Omoidasu X 2
Diplomatic Apprentice X 3
Walking the Way X 3
The Wind's Truth X 3
Facing Your Devils X 3
Revealing the Ancient Wisdom
Geisha Assassin X 3
Recruitment Drive X 2
Champion's Strike X 1
Stand Against the Waves X 2
Block Supply Lines X 2
Arrows From the Woods X 1
Ring of the Void

I call the deck a Fatal Mistake because the deck reaches a weak point
where your opponent is stronger than you are, but if you survive that
point the deck takes control of the game and you'll win. For some
stupid reason the economy flows better with the Atoshi version
because Hiruma Dojo buys Atoshi.

Some strategy-

- Conserve your hand while constantly depleting your opponent's hand.
Bring out Kyruko at first opportunity and use her every turn before
issuing other duels. The first two or three times you use Kyruko
you'll get jack, but after you get rid of the trash the discards will
be painful for your opponent. To get as much out of Kyruko as you
can, use her as often and early as possible. Always replace someone
else with Kyruko, if possible (Yariga). Yariga is expendable, Kyruko
is not. Once Yariga is out, don't be afraid of dueling a 4 chi with
Kyruko, because even in case of a tie, you win out. Worse comes to
worse, don't be afraid of losing Kyruko to a tie (no one else if out)
if you need to kill a 3 chi personality immediately. Remember that
although Kyruko is a lock engine, she's done her purpose if she ties
a duel with an important 3 chi personality.

- Focus away the followers first to Recruit them later, but make sure
you can still launch an attack if they lose too much defense.

- Pay attention to the type of cards your opponent is ditching away
from Kyruko.

- Against an opponent where you can't gage their hand/ focus values,
focus away all your 4 focus values and then strike (assuming you
start with a 4 chi advantage).

- ALWAYS look to attack. Most honor runners can't deal with a deck
that's both honor running against them, dueling them *and* attacking
them at the same time. More than half the time this deck will beat an
honor runner by military. The key to winning with this deck is
knowing the exact moment to commit to military or honor victory.

- Defend carefully, especially against Cavalry. Of course, against
Cavalry, throw everything on Rekai if possible. For instance, if you
are down to two provinces, and one has a campsite, defend with your
best unit at the campsite and everyone else (and Rekai) at the other,
so that you can defend the non- campsite with what's in your hand.
Even if you end up not being able to defend the campsite with your
hand, the cards the campsite draw you into should give you the game.

- Against Scouts, defend with one unit and let them take the
province, then PK the scout unit or lock it down with Atoshi.

- Sam, who has been testing the deck advices this- defend with
everyone except one unit, even if you are going to lose the battle
(but save the province). On your next turn, Recruitment Drive all
your followers back to your reserve unit.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image47.png]


"Jason L" <jliang2@u...> 
Date:  Sun Apr 27, 2003  11:44 pm
Subject:  Re: Two Kyuden Doji decks

	Some more hints I forgot-

- The deck works on the idea that a military deck is going to run out
of steam (and an honor runner is going to run out of defense) and
once they do you can win every battle. The deck pushes the opponent
to run out of steam faster than normal, and your playstyle should
reflect that and force your opponent to overextend themselves faster.
Meanwhile you try not to run out of steam by conserving your fate
hand and dynasty. This deck keeps on building and every card it draws
or brings out is one card closer to winning.

- Don't be afraid of buying the personalities cheap. The gold scheme
is like Kosaten Shiro and every personality you bring out will be
important.

- Your strategy must be fluid and change depending on the choices
your opponent makes. To play this deck you have to be very flexible
and reactive. The deck forces your opponent to make choices, and each
choice will push you towards either honor run or military. The way to
play this deck is to wait until your opponent over commits and then
at that moment you must commit to the better victory condition. In a
sense, your opponent chooses for you whether you are going to win
through honor or military. Playing this deck requires you to follow,
not lead.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image48.png]


"Jason L" <jliang2@u...> 
Date:  Mon Apr 28, 2003  3:36 pm
Subject:  Re: Two Kyuden Doji decks

	--- In CraneClan@yahoogroups.com, Kevin Walsh <hjalkar@r...> wrote:
> On Mon, Apr 28, 2003 at 06:32:59AM -0000, Jason L wrote:
> > - ALWAYS look to attack. Most honor runners can't deal with a
deck
> > that's both honor running against them, dueling them *and*
attacking
> > them at the same time. More than half the time this deck will
beat an
> > honor runner by military. The key to winning with this deck is
> > knowing the exact moment to commit to military or honor victory.
> >
> Having played a somewhat similar deck (with more force on
personalities
> and fewer followers), I've found my biggest problem to be Phoenix,
due
> to their combination of cheap honour and fantastic card engine.

I've found that the Phoenix are pretty easy to duel, since
personalities are very key to them, they will always refuse Kyruko
and Kyruko wrecks them since they need all their resources (their
hand is both their offense and their defense because their
personalities can't do squat without their hand). Phoenix generally
relies on their high focus value to deal with duels, and this deck
can match their focus values fairly well. If you target Barei or the
shugenja with Inopportune Kami/ Walk, they can't afford to lose those
personalities. Attack them as soon as possible, the problem is that
Stand doesn't work against them since their personalities are so
worthless.

Atoshi is very strong against Phoenix provided that you can get the
favor. The game I remember I had the early favor and was able to lock
down Inopportune Kami with Atoshi and start munching provinces. Ivan
couldn't get the favor from me because he wouldn't be higher than me
during his limited phase. The PK also hurts them since they need all
the shugenja they can get out in the first place. I wish I had more
room for anti- magic meta because magic is so strong right now, but
the deck doesn't have room or synergy with it. My corrupt decks tend
to deal with Phoenix better because they both are heavily anti- magic
(Challenges/ Shame/ Edicts in the KDA and Ryoshun's Last Words in the
Phoenix).

Against Dragon, again I usually go military. Dragon too, have very
weak defenses and Kyuden Doji wrecks them because its anti- dueling
and makes their Iaijutsu Duels, usually their first line of defense,
worthless. I agree, Phoenix is the harder match up. Taking out one of
the Arts for Armor of Shadows will help against Phoenix.

I've been pleased with how well this deck has matched up against many
other decks. I read that someone felt Kyruko was too slow, and I can
see how one would feel so, but you have to see her as an investment,
because she gets more and more devastating the longer you have her
out. She's not a slow investment either, you'll "collect her
benefits" sooner than you think. Decks need their hand for defense
and this deck denies both hands and personalities while swarming the
opponent with weenies (and beef) on offense. An opponent without a
hand is easy to duel and easy to go military on. Against an honor
runner, you just need to hit them hard enough early to slow down
their dynasty production and honor gain. The stronghold itself is
anti- honor in nature, since it denies duels. The deck loses, but not
due to match ups. Its harder to play since it forces the player to
declare attacks correctly, and it has fairly weak defense so it
challenges the player to use their play skill to cover the defensive
holes.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image49.png]


"Jason L" <jliang2@u...> 
Date:  Mon Apr 28, 2003  3:15 pm
Subject:  Top Crane Deck, MA Kotei

	Here is the deck that Sam Chen, who took top Crane, played at the MA
Kotei. Sam lost in the quarterfinals to Crab Walls (incidentally, his
record against Crab during elminination matches is like, 0-4, so its
like a curse thing). He went 8-0 during swiss, so his record was 10-
1. Many of the deck design choices were made after he surveyed the NE
environment, such as the Poisoned Weapons, Arts and Noritoshii. He
felt that the environment had an abnormally strong Dragon influence,
lots of Dragon players and even the Crane decks seemed to be
influenced by Dragon deck designs. His original deck was much more
switch with Imperial Honor Guards.

To ease everyone's conscience, even if Sam had gone past the Crab
Walls, and had beaten Jared, he admits he couldn't beat Zhi's corrupt
scorpion in the finals.

Incidentally, I just read about Zhi cheating during the Kotei. No
wonder he is lucky so often! Seriously though, Zhi is a friend of
ours, we support him as a friend, and I have no problem being
associated with him, although next time I see him I will ask him
about this issue. But we had no idea about him cheating and I
personally have never cheated in a tournament and I can vouch that
Sam hasn't *intentionally* cheated either (occasionally he will make
illegal plays because he doesn't carefully read what the cards do).
For now, until I personally talk to him about it, I am just leaving
it at Zhi being corrupted by the Scorpion deck he was playing.

The only change that Sam would have liked to make was run 3 PPGs
instead of two. It turns out that he couldn't find a third PPG to
throw in the deck, or else he would have ran 41/41 with 3 PPGs.

Iaijutsu Master
2003 MA Kotei Top Crane Deck (5th place)
designed and played by Sam Chen

Stronghold- Kosaten Shiro
Wind- Toturi Tsudao

Dynasty-
Daidoji Rekai exp2
Doji Kurohito exp
Doji Reju exp2
Yasuki Hachi exp
Kakita Rensei
Doji Yasuyo X 3
Kakita Noritoshi X 2
Yasuki Hachi X 3
Doji Okakura X 3
Emperor's Under- hand
Crane Tradesman
Poorly Placed Gardens X 2
Marketplace X 3
Silk Works X 3
Hiruma Dojo X 3
Sanctified Temples X 3
Shrine of the Sun X 2
Gifts and Favors X 1
Campsite X 2
Welcome Home
Imperial Gift
Boundless Sight

Fate-
Celestial Sword of the Crane
Imperial Standard
Chukandomo
Armor of Shadows exp
Uji no Shiryo
Doji House Guard
Hunting Tiger
Empress Guard
For the Empire X 3
Geisha Assassin X 2
Iaijutsu Art X 3
Deeds, Not Words X 3
In Search of the Future X 2
Block Supply Lines X 3
To Do What We Must X 3
Superior Tactics X 3
Overwhelmed X 2
Iaijutsu Duel X 2
Enough Talk! X 2
Poisoned Weapons X 3
Fall on Your Knees X 2

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image50.png]


"Jason L" <jliang2@u...> 
Date:  Sun May 4, 2003  11:47 pm
Subject:  What will you choose?

	Two weeks of Kotei, two Cranes corrupted by other clans, no Cranes
saved to the Imperial Court.

What will you choose if, by the time your Kotei comes around, all
four Cranes have been corrupted by other clans? Nagori's fate will
likely be decided by next weekend, and then surely some corrupt
player will finish off Seishiro to complete the collection.

I suppose you could be the noble samurai and attempt to save the
samurai of the other clans. I applaud you and wish you luck. I think
you'll need it because right now (and even with Heaven and Earth) the
best way to beat corruption is corruption.

Of course, perhaps the story team will feel sorry for the Crane and
put some more Crane personalities on the list for us to attempt
to "save." At the very least, our personalities will be "yojimbo" for
the personalities of other clans since there seems to be a premium
for the souls of those with white hair and blue eyes in the city of
the lost. So in a way our personalities will be saving the rest of
the Empire...

You all know what my plans are. I hope no one is upset with my
decision (after all, its just a game) so let me explain my reasoning.

Why give the Crane all the attention? The poor Phoenix- none of their
personalities on the list are important enough to waste a Kotei win
on, so they will be ignored, if more names appear on the list it
would not surprise me if no Phoenix makes it into either the Imperial
Court or Daigotsu's Court. But that's not the way I see it.

I believe in balance and equality. Therefore-

Equality- All life is equally important. The destiny of a Crane
personality is no more important than the destiny of a Phoenix
personality.

Balance- A corrupted Phoenix personality for a corrupted Phoenix win.
A corrupted Crane personality for a corrupted Crane win.

I only seek to restore justice and balance. I hope that you, my
kinspeople, would understand and not judge my actions too harshly.

My path is set and cannot be changed.

I do not ask any of you to join me, although I would welcome you if
you would join me- I do not know if I am strong enough to restore the
balance by myself. I know I have the potential, but I don't think
that highly of myself to predict the future.

I do not seek your blessing. I only ask beforehand for your
forgiveness.

Cheers,

Asahina Daisan
Crane Seer


	Date:
	Sun, 18 May 2003 17:21:07 -0700

	From:
	"Jason Liang" 

	Subject:
	Re: [L5R-CCG] Private Dojo Errata Effective June 2nd, 2003

	----- Original Message -----

From: Martin Lund 

To: 

Sent: Sunday, May 18, 2003 1:42 PM

Subject: Re: [L5R-CCG] Private Dojo Errata Effective June 2nd, 2003

> Comments Below:

>

> --- Jason Liang  wrote:

> > I'm not disagreeing with the errata and actually I

> > find it makes Private Dojo a much more reasonable

> > card but still viable, but if design is going to

> > start errata'ing cards, why not errata other

> > abusively "costed" cards like Morning Glory Castle,

> > Importune Kami, and Noh Theater Troupe? Or Kyuden

> > Doji, since Kyuden Doji is also an abusive dueling

> > strategy?

> >

> > Cheers,

> >

> > Asahina Daisan

> > Crane Seer

>

>

> [MARTY] Because of templating. Look at all the other

> 2-for-2 and 3-for-2 cards in the last few sets. If you

> want their secondary effect, you bow them for it - if

> not destroy them as well. Sand Garden, House of the

> Red Lotus, Kakita Dojo, Rice Paddy, the list goes on

> and on.

>

> There was no good reason for Private Dojo not to

> conform to that template. And, by not making it

> conform to that template, it became far more powerful

> than it was intended to be.

>

I doubt there is any truth behind this "templating" theory. It seems likely

that Private Dojo was designed to be a boon to Citadel of Daigotsu (and fear

in general)  and it doesn't seem likely that bowing as a cost was left off

as a mistake, given the card was printed two sets ago. It probably was

suppose to do as printed, design likely did not realize how abusive it would

be with "top tier" (or at least non- bottom tier) strongholds such as

Ancient Halls, Spawning Grounds or Kakita Dueling Academy. And it probably

wasn't tested with Ashura either (Ashura is the real problem here). And the

errata hardly brings it "in line" with Kakita Dojo or Rice Paddy (Sand

Garden of course *is* strong).

> So the Brand Manager stepped on it. Good call on his

> part. End of story.

>

If you reread my post, I like the errata to the Dojo. I'm not complaining

about the errata. Its still a powerful card, which I am in favor of. I'm

complaining about other cards that are just as abusive as Private Dojo. If

design or brand is going to fix the game's power balance mistakes through

erratas, the three cards I mentioned (Noh, Morning Glory and IK) "deserve"

errata just as much as Private Dojo.

I don't buy your "templating" argument, but looking at the templating

argument, how is Morning Glory Castle in line with any stronghold created

since A Perfect Cut and in particular the other Heaven and Earth (or

possibly Diamond legal) strongholds, even given that Phoenix are designed

around powerful strongholds? Morning Glory Castle, when you could in the

factors, is the equal if not superior of Kosaten Shiro, and none of the

possible Diamond strongholds should be even nearly that powerful.

Remember, I like powerful cards- I think they make the game exciting. But I

can also see situations where the environment becomes too imbalanced and

stagnates due to a couple of problem cards that need to be dealt with

(although I prefer banning rather than errata). And judging from the Kotei

results, Private Dojo dueling hasn't even yet proven itself to be a dominant

strategy, and it already has a long list of "silver bullets" to counter it

(Keen Eye, Kharmic Strike, Balance in Nothingness, Judgment of Toshiken,

Dragon ancestor, whatever).

I'm okay with design or brand taking action to fix the environment's power

balance. But if they are going to take action, they shouldn't leave the job

half done.

Cheers,

Asahina Daisan

Crane Seer


	Date:
	Sun, 18 May 2003 18:55:44 -0700

	From:
	"Jason Liang" 

	Subject:
	Re: [L5R-CCG] Private Dojo Errata Effective June 2nd, 2003

	----- Original Message -----

From: Bart Bressler 

To: 

Sent: Saturday, May 17, 2003 6:42 PM

Subject: Re: [L5R-CCG] Private Dojo Errata Effective June 2nd, 2003

> >If you reread my post, I like the errata to the Dojo. I'm not complaining

> >about the errata. Its still a powerful card, which I am in favor of. I'm

> >complaining about other cards that are just as abusive as Private Dojo.

If

> >design or brand is going to fix the game's power balance mistakes through

> >erratas, the three cards I mentioned (Noh, Morning Glory and IK)

"deserve"

> >errata just as much as Private Dojo.

>

> I disagree here.  Morning Glory and Noh Theater Troupe have only been

legal

> for this weekend's Kotei's, and while Morning Glory did win one, it's way

> too early to determine its power level.

I'm not looking at Morning Glory Castle on paper. My playgroup has been

testing it since the prerelease. In its current form, its never going to be

"in line" with the rest of the possible Diamond strongholds.

Like you said earlier, Private Dojo

> has been out for two sets.  The Design wasn't blind to its power level

until

> now, they wanted to see how the player base would be able to fix the

problem

> themselves.  They decided that it was too difficult to work around, and so

> the used the errata.

And where are the tournament results that "prove" Private Dojo is too

powerful?

IK is blown out of proportion a lot - it is a powerful

> card, however there are plenty of viable counters to it, including PK,

Solar

> Eclipse, and others that are actually good cards.  There aren't a whole

lot

> of counters to holdings (the only halfway decent on is Fist of Osano Wo,

and

> that hardly ever gets played).

>

Meanwhile, tournament results are pointing to Importune Kami as much too

powerful.

> >I don't buy your "templating" argument, but looking at the templating

> >argument, how is Morning Glory Castle in line with any stronghold created

> >since A Perfect Cut and in particular the other Heaven and Earth (or

> >possibly Diamond legal) strongholds, even given that Phoenix are designed

> >around powerful strongholds? Morning Glory Castle, when you could in the

> >factors, is the equal if not superior of Kosaten Shiro, and none of the

> >possible Diamond strongholds should be even nearly that powerful.

>

> First of all, Crane are not good because of Kosaten Shiro.

I used to think this and argued this exact same stance all the time. Then I

stopped playing Kosaten Shiro for a while. Then I tested Kosaten Shiro with

Gifts and Favors. Kosaten Shiro is pretty broken with Gifts and Favors.

Even though it's

> a good stronghold, I think that Kyuden Dojo is just as good, if not

better.

Kyuden Doji isn't better by itself. Thrown in Kyruko and double chi

personalities to combo with it, then yes it is good. But it isn't obviously

good like Kosaten Shiro or Morning Glory Castle.

In Gold, in the current environment, I think Kyuden Doji is a strong deck,

with some different match ups than Kosaten Shiro. But its two abilities

aren't as good as Kosaten Shiro's one ability, and doesn't compare to

Morning Glory Castle's ability PLUS the extra province strength.

> Crane are good because they have an awesome personality base and support

> cards.  Secondly, it's way too early to accurately judge MGC's power level

> until it's been in the environment for a month.  Players always cry wolf,

> and this is just another time.  Let's wait a few more weeks, and then

> decide.  We also don't know if MGC will be in Diamond, though it probably

> will.

>

Again, we've been testing it for about a month. Its an extremely abusive

stronghold because its strengths work together and create powerful synergy

(the extra province strength means an extra turn of gold [two extra turns

going first] which lets it bring out its best personality every turn).

> >Remember, I like powerful cards- I think they make the game exciting. But

I

> >can also see situations where the environment becomes too imbalanced and

> >stagnates due to a couple of problem cards that need to be dealt with

> >(although I prefer banning rather than errata). And judging from the

Kotei

> >results, Private Dojo dueling hasn't even yet proven itself to be a

> dominant

> >strategy, and it already has a long list of "silver bullets" to counter

it

> >(Keen Eye, Kharmic Strike, Balance in Nothingness, Judgment of Toshiken,

> >Dragon ancestor, whatever).

>

> And how many of those are played in most decks?  Balance in Nothingness,

> some, but the other meta is never played.

I've seen both Keen Eye and the Dragon ancestor played, and with good

reason. Also, Face Me! which is a good dueling meta in general and kills

Private Dojo dead. Many player's don't appreciate Kharmic Strike enough- I

tend to agree, I'm not sure if its worth playing with right now, but you

could do with a lot worse meta cards than it.

Marty's templating argument means that you

> compare the power level to the other 2-for-2 and 3-for-2 holdings, and

> Private Dojo was in a league of its own.

And it still is. And Shrine to Daikoku is in a league of its own. Tireless

Assault is in a league of its own. Under- hand, Rekai, Kaukatsu, Judgment

and Ashura are all in a league of their own. Secrets, Wind's Truth- 40% of

most tournament decks consist of 15% of cards that aren't nearly in line

with the other 85% of cards legal for the environment. Private Dojo-

undercosted? I agree. Abusive? I agree. I like the errata. The errata won't

signficantly change the environment. Private Dojo dueling is still abusive,

but it still isn't the dominant deck strategy because there are many more

recently printed cards that are obviously or not so obviously abusive.

Importune Kami should be changed. *Its* significantly skewing the

environment. Campsite should have been changed, but its too late to make

much of an impact.

 That's the best way to judge if a

> card is too good - how does it compare with cards that are similarly

costed?

I disagree. Doji Yasuyo is too good, but she sucks when compared on paper to

Mirumoto Tsuge. Mirumoto Shokan and Mirumoto Rosanjin- they beat almost

every other samurai in their respective cost class (barring Ijiasu) yet they

aren't staples in Dragon decks. The best way to judge if a card is too good

is to look at how the card has impacted tournament results- in a negative

manner. Cards that aren't played in decks that are in the final rounds of

tournaments can never be "too good," no matter how well they compare to

other cards in their cost class. Akodo Ijiasu- flat out the best personality

in the game for 7 OR 8 gold. Does he need to be errata'd? No, because Lion

aren't winning the tournaments. And on the other side of the argument, every

deck is running Gifts and Favors, but Gifts and Favors isn't "too good." It

makes the game more enjoyable. So its a fine balance.

> And Private Dojo was much better than the other strongholds.

>

> >I'm okay with design or brand taking action to fix the environment's

power

> >balance. But if they are going to take action, they shouldn't leave the

job

> >half done.

>

> There are always going to be powerful cards.  Nothing will change that.

If

> you neuter all the powerful cards that are out there, more will replace

> them, and you will have a bunch of unhappy players.

And I would be one of them. But the three cards I mentioned are abusive, and

I would personally be a happier player if they were toned down.

 Errata is *bad* and the

> design team only does it in the rarest of circumstances.  They only wait

> until a card has been in the environment for several months until they

> decide to use errata.  Vengeful Dead was one of these cards and they

waited

> over a month to use the errata.

Vengeful Dead was also a lot more prevalent and abusive than Private Dojo.

And Vengeful Dead was a whole separate issue- and ironically not one I agree

with, unlike Private Dojo.

 Besides, Gold is almost over, it's silly to

> errata a bunch of stuff before the new story arc and origins/gen-con

>

No. Its still over a month until Gen Con. Errataing cards right now would be

fair, since players wouldn't have been testing their decks for a month and

right before the tournament the cards change. Its not silly to errata

abusive cards before the premiere world championship tournament. Gen Con

2001 would have benefited greatly had Imperial Funeral been errata'd

beforehand.

A lot of the abusive cards in the environment, and for the most part, its

not a big deal- just deal with it. Its part of the fun and challenge. It

just seems silly to errata an abusive recently printed card with minimal

tournament impact yet leave three or four other equally abusive recently

printed cards *with* tournament impact in the environment.

Cheers,

Asahina Daisan

Crane Seer


	Date:
	Sun, 18 May 2003 20:53:12 -0700

	From:
	"Jason Liang" 

	Subject:
	Re: [L5R-CCG] Private Dojo Errata Effective June 2nd, 2003

	----- Original Message -----

From: Bart Bressler 

To: 

Sent: Saturday, May 17, 2003 8:30 PM

Subject: Re: [L5R-CCG] Private Dojo Errata Effective June 2nd, 2003

> >I'm not looking at Morning Glory Castle on paper. My playgroup has been

> >testing it since the prerelease. In its current form, its never going to

be

> >"in line" with the rest of the possible Diamond strongholds.

>

> But this is all with the gold-legal cardset.  If it's going to be in

> Diamond, we have to wait until we see the Diamond card set.

Junichiro, one of its best personalities, is Diamond legal. Yobei, which is

the honor combo and tied with Gyukudo (also Diamond legal) is the second

best samurai for Phoenix right now (after Tsukune) and also Diamond legal.

 I can't comment

> on what your playgroup has done, since I don't know your group's

playstyles,

> deck-lists, etc.  The only objective thing we can use is tournaments, and

> that's not that objective, either, and it's the only thing the Design Team

> cares about.

>

> >And where are the tournament results that "prove" Private Dojo is too

> >powerful?

>

> First of all, I bet that many of the corrupt decks have been running it,

and

> most SLH PK decks run it, which are doing *very* well.  I bet Jared's

decks

> run them (though I can't be sure, since he hasn't released a decklist

yet -

> I could be wrong).

I haven't seen his decklist either, but from what I've heard about the mass

kotei deck, why would it run Private Dojo? I don't think he's running it. It

doesn't sound like he's running any personalities with fear.

 Besides, the combo itself is powerful - it pretty much

> guarantees the win of a duel, that can be used any time (while unbowed),

> with no cost.  Compared with the other 2-for-2 holdings, that's insane.

>

You can't compare it with other 2 for 2's. Even with the errata you can't

compare it with the other 2 for 2s. Its still better.

> >Meanwhile, tournament results are pointing to Importune Kami as much too

> >powerful.

>

> Like Marty has explained, there are many more effective ways to lock down

a

> deck than with IK.  All it takes is one PK card, or any of the other good

> spell meta out there.  It's not too powerful at all.

>

Actually, since you protect the spell with Balance in Nothingness, it will

take 2-4 PK cards to get rid of it. Then they attach another one.

> >I used to think this and argued this exact same stance all the time. Then

I

> >stopped playing Kosaten Shiro for a while. Then I tested Kosaten Shiro

with

> >Gifts and Favors. Kosaten Shiro is pretty broken with Gifts and Favors.

>

> Gifts and Favors?  I don't see how that greatly increases the power curve

of

> the stronghold *at all*.  Maybe a little, becuase gold screw isn't a

> problem, but so what?  The power level of the deck itself is still the

same.

>

Test the deck out, and you'll see the difference.

> >Again, we've been testing it for about a month. Its an extremely abusive

> >stronghold because its strengths work together and create powerful

synergy

> >(the extra province strength means an extra turn of gold [two extra turns

> >going first] which lets it bring out its best personality every turn).

>

> Again, the only thing Design and I care about is how it does in the

> tournament environemnt, and how players react to it.  It hasn't been in

long

> enough.  And the "extra turn of gold + best personality" argument is no

> different than any other 6/4 stronghold - the only thing that separates it

> is its ability which, quite frankly, is good but not as powerful as you're

> making it out to be.

>

The extra personality is from the stronghold ability. Cough. Morning Glory

is the first 6/4/6 stronghold I can remember. It has an extra turn it

shouldn't have against Ancient Halls. It has up to two extra turns against

Shiro Matsu, which it shouldn't have. Dragon's personalities aren't as cheap

as the Phoenix personalities- Dragon uses their extra turn paying for their

more expensive personality.

> >I've seen both Keen Eye and the Dragon ancestor played, and with good

> >reason. Also, Face Me! which is a good dueling meta in general and kills

> >Private Dojo dead. Many player's don't appreciate Kharmic Strike enough-

I

> >tend to agree, I'm not sure if its worth playing with right now, but you

> >could do with a lot worse meta cards than it.

>

> Keen Eye isn't that good.  It's too specific.  Not only is it a one-use

card

> (and Private Dojo is usable over and over again), it can only stop one of

> them, which in the case of ashura or Kyofu, won't matter.

A PK deck isn't going to wait for a second Private Dojo because it fears

Keen Eye. It's going to challenge at first opportunity. If you Keen Eye and

win the duel, you slow them down until they can get to their next dueler,

which should be enough to take control of the game.

> >

> You can't just look it a card and say "It's a really good card, it's in a

> league of its own, get rid of it".

I'm not saying that.

You have to compare them all to other

> cards similar to them, and see how out of line they are.  The cards you

> mentioned, while all more powerful than cards similar to them, don't have

as

> much of an impact as PD.

Show me where Private Dojo has made an impact. Horde PK was what it was

before Private Dojo came out. It got better, but it wins and loses in the

exact same situations as it did before, except against the matchup against

Dragon.

The only two cards that are close are Judgement

> and Ashura, and Judgement is a unique item, while Ashura is accurately

> costed.

Ashura is not accurately costed. It needs to have "will not attach followers

or items", a higher honor cost, a higher gold cost, or just some other

penalty. But it is what it is.

snip

>

> I agree with you, but I also disagree.  We don't just want to look at how

a

> game is impacting tournament results, we want to see how it is impacting

the

> tournament environment.  PD is definitely negatively impacting the current

> environment.  PD is making duelling too powerful, in a way design didn't

> intend it to be.  So, they errata'd it.

>

I don't think dueling is too powerful in the current environment. I haven't

seen the results of that. Even if that were true, then along the same

reasoning Kyuden Doji needs to be errata'd as well. I'm not design, I'm not

a playtester. But I don't think Kyuden Doji's dueling ability was suppose to

be as abusive as it is. Just an opinion.

> >Vengeful Dead was also a lot more prevalent and abusive than Private

Dojo.

> >And Vengeful Dead was a whole separate issue- and ironically not one I

> agree

> >with, unlike Private Dojo.

>

> PD is *very* prevalent now.  It's going to be in every horde deck, or any

> deck that's corrupt and runs fear personalities, like Ashura, which is

also

> many of the corrupt decks running around these days.  I actually think VD

is

> very similar - they errata'd it for the same exact reasons - too poweful

> compared with other cards of a similar type, events and PK meta.  It was

> being used to too much of a negative effect, so they got rid of it, just

> like PD.

>

The errata isn't going to much affect the decks. Personalities are still

going to be PK'd and provinces are still going to be taken by 7/7 cavalry

Ashuras. The errata doesn't make a dominant deck type non dominant. It makes

a viable decktype a little slower.

> >No. Its still over a month until Gen Con. Errataing cards right now would

> be

> >fair, since players wouldn't have been testing their decks for a month

and

> >right before the tournament the cards change. Its not silly to errata

> >abusive cards before the premiere world championship tournament. Gen Con

> >2001 would have benefited greatly had Imperial Funeral been errata'd

> >beforehand.

>

> But the tournament format wasn't around long enough to determine how bad

the

> problem really is.  You can't errata cards the first time it looks to be

> causing a problem, you have to see if the environment can deal with it.

> That's why they didn't do it before Gen Con - the tournament format wasn't

> around long enough.  I don't think any of the cards right now need errata,

> since there are many counters to the ones you have listed.

>

Counter to Morning Glory? Counter to Noh Theater Troupe? And most of the

best counters to Importune Kami get nullified by one 4 focus value fantastic

card.

> >A lot of the abusive cards in the environment, and for the most part, its

> >not a big deal- just deal with it. Its part of the fun and challenge. It

> >just seems silly to errata an abusive recently printed card with minimal

> >tournament impact yet leave three or four other equally abusive recently

> >printed cards *with* tournament impact in the environment.

>

> A big difference: the cards you listed are impacting how the design team

> wanted to, and there are adequate counters to them.

>

Design confuses me. I can say that I am disappointed in the design team. I

think Jeff Alexander is a very hard- working, fair and well- meaning lead

designer. I can't think of anyone else I'd rather have as lead designer. I

think whoever designs L5R has a lot of creativity, good ideas and love of

the game. But this GenCon is going to be the end of the Gold Arc. And no

matter how fantastic of a job design has done, and no matter how much I

appreciate and am impressed by where the game is at and is going, the bottom

line is that in two months will be the tournament that ends a two year story

arc, the biggest L5R tournament in terms of impact since Oblivion's Gate if

not Day of Thunder. And the bottom line is that not every clan has an equal

chance of winning it. Almost two- thirds of the clans have almost no chance

of winning it. And thats not right and thats not fair to the supporters of

those clans who all together make up a majority of L5R players.

You say that a card like Importune Kami is affecting the environment the say

design wants it to. How is Importune Kami balancing the environment in favor

of Crab, Lion, Unicorn, Mantis- you know, the clans that need a boost?

Design has had six expansions to balance the field- and hasn't done it.

Maybe my expectations are too high, but it makes me disappointed.

Cheers,

Asahina Daisan

Crane Seer


	Date:
	Thu, 5 Jun 2003 13:22:35 -0700

	From:
	"Jason Liang" 

	Subject:
	Re: [L5R-CCG] Card prices of rares....

	----- Original Message -----

From: Ranko 

To: 

Sent: Thursday, June 05, 2003 1:39 PM

Subject: Re: [L5R-CCG] Card prices of rares....

snip

> Good rarity was on the ancestors as they are unique and clan specific, or

> Embrace the Elements - sure it is a non unique kiho, but it requieres a

monk

> to cast, and we all know that there are not to many monks out there (even

> outside Dragon).

>

> That is what I was refering to.

>

> Rarity right now is kind to military, and honor; control, courtier and

> dishonor decks are packed with rares.

>

Having played CCGs for almost eight years now, I'd just like to chime in my

rarity thoughts-

1) The best rarity is no crap cards. That solves almost all of the player-

side rarity issues. As long as a player feels they got something out of the

booster, the player should be happy.

2) Every rare should be useful to a variety of decks, because rares are

where the "value" of a booster pack is. At the very least, every rare should

be tradable.

3) Commons should also be useful and should be cards people want multiple

copies of- crap commons are a waste of cardboard.

4) Therefore, specific deck cards should fill up the uncommon slots.

5) I don't like the 1/3 distribution between commons, uncommons and rares

(i.e. 50 of each in a 150 card set). Glutting the commons make each

individual common harder to get and thus more desirable, without ruining the

value of other cards. I think a perfect distribution would be 250 card sets

with 150 commons, 50 uncommons and 50 rares in 11 card booster packs with 1

rare, 3 uncommons and 7 commons.

That would mean with ideal distribution, 50 booster packs gives you-

50 rares- 1 set of each rare

150 uncommons- 3 sets of each uncommon

350 commons- 2.3 sets of each common

Currently, I'd generally expect a "casual player" to buy about 15 boosters

of each expanion, a "competitive player" to buy about half a box, a

"player/collector" to buy two boxes and a "playset collector" to buy four

boxes. I put myself in the "competitive player" category and I get along

fine with half a box. But under the "ideal" distribution, I would probably

buy a box or more, because the extra boosters past 24 boosters would still

be worthwhile. Right now boosters past half a box are a waste of money for

me, since I'm not looking for any more commons, uncommons past half a box,

and I certainly can't use the majority of the rares. Any extra boosters

would be for looking for "hot" trade bait such as Overwhelmed, etc... Of

course, with the "ideal" distribution, its not as if I'm getting ripped off

because the set is bigger by 100 cards and thus the expansion has 100 more

cards of added play value than it would normally have had.

Cheers,

Asahina Daisan

Crane Seer




	From:  [image: image51.png]


"Jason L" <jliang2@u...> 
Date:  Fri Jun 6, 2003  12:13 am
Subject:  Re: List Volume

	--- In CraneClan@yahoogroups.com, "Doji Tsukaede" <tsukaede@a...>
wrote:
> I use the group's home page to read messages for this group and
> there was only one message yesterday and the general amount of
> messages has dropped to almost zero. Is this just the group
archive
> or has the list actually gotten that much less volume of traffic
> lately?
>

I've heard from many other players that the Crane list is the worst
of the lists. Not too sure its true, I think we are a very well
rounded list, but we *are* lacking in the strategizing department.
The only other list I'm on is the Lion list, and I was amazed by how
many great ideas they came up with to use Kyuden Ikoma (Hunting
Tiger, Quiet Tombs). I think one of the most important functions of
this list is to promote our performance in tournaments, and we aren't
really doing that unless we get some more serious gameplay
discussion. I love the fact that our list has a *ton* of fan fiction.
I wish there would be less storyline bitching and Jade Hand vs. the
world discussions, etc...

Honor running is not as easy as it seems. There is a lot of skill,
its almost an artform, and there is a lot of theory behind it. I
learned to honor run from a very good Crane player, Jay Luo, and I'm
always learning whenever I get to meet other "old school" Crane
players (for instance I got to pick through Les Purcell's current
Open deck at KublaCon which was very cool and a great honor). One of
our greatest advantages is we have a winning tradition and
theoretical basis that is rivaled only by the Lion and the Phoenix.
Dragon, Mantis and Scorpion have only started their gameplay theory
with Gold Edition. In many respects we are years ahead of them.

See everyone at Everything to Gain!

Cheers,

Asahina Daisan
Crane Seer

> Doji Tsukaede


	From:  [image: image52.png]


"Jason L" <jliang2@u...> 
Date:  Mon Jun 9, 2003  2:22 am
Subject:  Re: Seattle Kotei

	--- In CraneClan@yahoogroups.com, "dodger31493" <Bronn@s...> wrote:
> Corrupt Crab wins (at 5:30am). He picked Asako Misao to corrupt.

Some Crane specific notes-

192 players attended the Kotei. Crane had the largest representation
with 40+ players, Phoenix second with 30 something players.

I believe three Cranes made the cut to top 32- Sam Chen, Brandon
Flores, and a third player whose name I didn't catch. Brandon
(Kosaten Shiro) was eliminated in top 32 by Ivan Jen (Morning Glory
Castle), Loss- Win- Loss. The other Crane (Kosaten Shiro) was also
eliminated in top 32 by Andrew Ornatov (Shadowlands) who I think went
on to top 4?, Win- Loss- Loss. I watched both of these matches,
condolences to both. Sam (Kosaten Shiro) beat a Unicorn in top 32 and
was eliminated by Sigfried (Shiba Halls) in top 16. We watched that
set (Loss- Win- Loss) and we think Sam drew the cards to pull out the
win 3rd game, but he was just too fatigued to play L5R at 2am in the
morning. Sam was top Crane and played a deck almost identical to the
one he took to Mass Kotei (which should be in the Crane list archives
for those interested).

Jeff Alexander, Dave Williams and Raymond Lau were not only in
attendence, they also played in the Kotei! Dave even made it into the
top 32, although there were rumors that he was oppressing his
opponents with a Gold legal Designer Wins!

As far as a mini- tournament report-

I believe I was the highest placing Crane deck in the Friday
tournament, which had 90+ players. I was running the corrupt KDA and
went 5-1 during swiss, defeated Elena (Kosaten Shiro) in top 32,
Tyler (Kosaten Shiro) in top 16 and lost to Fred Wan (Kaiu Walls) in
top 8. The match against Tyler was one of the best matches I had all
weekend, domo arigato! I ran a Neo Exploding Crane out of Kosaten
Shiro for the Kotei, got mauled by Lions round 2 AND round 3 and lost
to Izzie's Moto Gods of Death deck round 5 and went 5-3. I wasn't too
disappointed because I realized the Neo ECD had a *lot* of design
flaws, and it wasn't as if I had spent months tuning it like I had
done with the KDA deck. I was just so pleased with how well the KDA
performed, especially after a disappointing California Kotei. And I
was top Crane in the 16 player Open tournament on Sunday... by
default, since I was the only Crane player;) Also, both April Lee and
Matt Wilson contributed art to the Hoturi sketchbook, which was
awesome. April actually took the sketchbook back to her hotel on
Saturday and when I saw her sketch I was speechless! April, if you
are reading this, domo arigato, I will treasure that picture forever!
If I meet any of you at a major tournament, please remind me to show
you the sketch!

Would just like to express to everyone I met how pleased I was to
meet you! And of course the highest of compliments to Dan Tibbles for
running the weekend which continues to be some of the happiest times
I've ever had. Dan and Jeff Alexander are the two people who love L5R
more than anyone else I've ever met, and because of that EtG cannot
be nearly the experience that it is if anyone else ran it.

Okay, deck lists-

Friday (Gold)- top 8, 5-1 swiss, 2-1 elims

Song of Destruction v1.7

Stronghold- Kakita Dueling Academy
Wind- Daigotsu

Dynasty-
Kyofu exp
Kyoso no Oni exp
Bayushi Kaukatsu
Ashura X 3
Ogre Bushi X 2
Matsu Masutaro X 3
Voitagi X 3
Emperor's Underhand
Lobbyist
Festering Pit of Fu Leng
Shrine to Daikoku X 1
Shrine to Fukurokujin X 1
Marketplace X 3
Kobune Port X 1
Daidoji Merchants X 3
Privato Dojo X 3
Gifts and Favors X 1
Corrupt Silver Mine X 3
Corrupt Iron Mine X 3
Imperial Gift
In Time of War
Selection of the Chancellor
Shogun's Fealty

Fate-
Judgment
Poreclain Mask of Fu Leng exp
Yakamo's Claw
Blackened Claws X 1
For the Empire X 3
Iaijutsu Challenge X 3
Iaijutsu Art X 2
Oath of Fealty X 1
Shame X 3
Remorseful Seppuku X 2
Iaijutsu Duel X 2
Tireless Assault X 2
Counterattack X 3
Rallying Cry X 2
Imperial Edicts X 2
Balance in Nothingness X 3
Loyal Yojimbo X 1
Outmaneuvered by Force X 2
Avoid Fate X 2
Defend Your Honor X 2
Ring of the Void

Saturday (Kotei) 5-3 swiss

Neo Crane2K v1.1

Stronghold- Kosaten Shiro
Wind- Tsudao

Dynasty-
Yasuki Hachi exp
Konetsu exp
Kakita Munemori X 2
Doji Okakura X 3
Kakita Atoshi X 3
Yasuki Hachi X 3
Doji Nagori X 3
Emperor's Under- hand
Shrine to Daikoku
Shrine to Fukurokujin
Marketplace X 3
Hiruma Dojo X 2
Shrine of the Sun X 2
Gifts and Favors X 1
Sanctified Temples X 3
Noh Theater Troupe X 3
Puppet Theater Troupe X 2
Campsite X 2
Imperial Gift
Welcome Home
Peasant Revolt

Fate-
Celestial Sword of the Crane
Shiryo no Hotei
Iaijutsu Art X 2
Deeds, Not Words X 2
Block Supply Lines X 3
Superior Tactics X 3
In Search of the Future X 2
To Do What We Must X 3
Overwhelmed X 2
Iaijutsu Duel X 3
Entrapping Terrain X 3
Shosuro Technique X 2
Imperial Edicts X 2
Balance in Nothingness X 3
Bned Like a Reed X 3
Fall on Your Knees X 2
Kharmic Strike X 2
Ring of the Void

Sunday (Open) 2-2 swiss

Crane2K

Stronghold- Kosaten Shiro

Dynasty-
Doji Satsume
Doji Shizue exp
Daidoji Uji X 3
Doji Reju X 3
Kakita Shijin X 3
Kakita Ariteko X 3
Ki Rin
Lady Kitsune X 2
Emperor's Under- hand
Poorly Placed Gardens X 2
Marketplace X 3
Silk Works X 1
Hiruma Dojo X 3
Shrine of the Sun X 2
Merchant Caravan X 3
Creating the Monkey Clan
Emperor's Peace
Imperial Gift
Imperial Levying
Inheritance
Iris Festival
Kolat Duplicate
A Soul of Thunder

Fate-
Ancestral Sword of the Crane Clan
Kitsuki Kaagi's Journal
Kolat Bodyguard X 1
His Most Favored
Lesser of Two Evils X 2
Iaijutsu Art X 1
Entrench X 3
Superor Strategist X 3
To Do What We Must X 3
Iiajutsu Duel X 3
Arrival of the Emerald Champion X 1
Flattery X 1
Block Supply Lines X 1
Honor is My Blade X 1
Come One at at Time X 2
Mountains of the Phoenix X 1
Twisted Forest X 1
Bend Like a Reed X 2
Defenders of the Realm X 3
Avoid Fate X 3
Political Warfare X 1
The Sun Returns X 3
Ring of the Void
Akodo Sensei

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image53.png]


"Jason L" <jliang2@u...> 
Date:  Mon Jun 9, 2003  9:44 pm
Subject:  Re: Seattle Kotei

	--- In CraneClan@yahoogroups.com, "clickthrough" <frwan@h...> wrote:
> Hello,
>

snip

>
> > I was running the corrupt KDA and went 5-1 during swiss, defeated
> Elena (Kosaten Shiro) in top 32, Tyler (Kosaten Shiro) in top 16
and
> lost to Fred Wan (Kaiu Walls) in top 8. The match against Tyler was
> one of the best matches I had all weekend, domo arigato!
>
> Pity I missed that match, then. The match you and I had was a
> dynamite match, and I want to thank you specifically for it. If the
> match you had with Tyler was better... wow.
>

You know that when my first personality out is Bayushi Kaukatsu who
dons the Porcelain Mask in order to Iaijutsu Art/ Shame Asahina
Kimita that its going to be great game;) And then the next turn, I
look at Tyler's mad Shiro gold and realize that first, the match is
far from over and second, Shiro is br0k3n/ fux0r3d...

Thanks for the compliments Fred! Until next year!

Cheers,

Asahina Daisan
Crane Seer


	Date:
	Fri, 13 Jun 2003 03:08:49 -0700

	From:
	"Jason Liang" 

	Subject:
	[L5R-CCG] Losers and Sour Grapes

	I just read Conrad Jackson and Bryan Reese's tournament reports on

www.deathseeker.com . I was shocked and disappointed by their negative

comments towards Marc Thompson and the deck he won Everything to Gain with.

Marc won a grueling, 192 player tournament, in the US, with some of the best

active L5R players in attendence. He deserves to be respect for this

accomplishment. Trying to belittle Marc's win with shallow criticism is very

low and very stupid. To be fair, Bryan's comments were less harsh and less

unjustified than Conrad's, but this behavior is unbefitting players as

accomplished as they are. They are entitled to their opinions, but I can't

understand how they can possibly judge that Marc didn't "deserve" to win

with that deck, when he did so and beat both of them along the way.

As far as Marc's deck, I played against him during the Friday tournament and

afterwards went through his deck. It seemed an extremely standard corrupt

Yasuki Palaces deck that relies on the early blitz advantage of potential

2nd/ 3rd turn kolat masters. I know, because a Crab player in my playgroup,

Kellen Walker, plays a similar deck and has done extremely well with it in

tournaments, breaking out of swiss at the California Kotei. Conrad's

observation that "the deck was a random bunch of Fate cards thrown together"

is totally unfounded, and I challenge him to post what he feels would be a

"better" corrupt Yasuki deck. Neither Conrad nor Bryan' s decks had cards to

handle non- samurai corrupt blitz, and they deserved their losses to the

better deck. Marc's deck wasn't flawed or janky- it was actually really,

really standard.

I have heard players that consider themselves "elite" belittle decks that

win major tournaments in Europe, Alaska, and other supposed "weak fields,"

but there is a limit to these EXCUSES. And I KNOW that limit when the winner

of Everything to Gain is publically disrepected by players who should be

above such pettiness.

I cringe when I keep on reading these players complain about "loss to god

draw." What makes them different from any other L5R player? Even if luck was

the only factor in those matches, should they be magically "immune" to it? I

have not read a single one of Stephen Murray's defeated opponents bitch

about his own admitted good fortune in winning a Kotei. Marc Thompson

deserves the same respect.

Cheers,

Asahina Daisan

Crane Seer


	Date:
	Fri, 13 Jun 2003 12:32:17 -0700

	From:
	"Jason Liang" 

	Subject:
	Re: [L5R-CCG] Losers and Sour Grapes

	----- Original Message -----

From: Brandon Flores 

To: 

Sent: Friday, June 13, 2003 9:50 AM

Subject: Re: [L5R-CCG] Losers and Sour Grapes

snip

>

> I'm going to go out on a limb here and assume (yes, assume) that you

didn't

> read all the reports.  Siegfried Trent and Andrew Ornatov, two other

> opponents who lost to Marc ---in the elimination rounds--- (Conrad was

*NOT*

> one of them, he lost to Peasant Revolt from Matsu) both said that Marc did

> not beat them, the fact they were playing at 3 in the morning, 17 hours

into

> the tournament beat them instead.  Siegfried could have beaten him several

> times but missed the obvious plays to knock him out, and Andrew did the

> same.

>

> They both congratulated Marc on the win but that's out of cordial

behavior.

Actually, Sigfried was very gracious in defeat from what he wrote on

Deathseeker. He complimented Marc on being " much more careful" the second

game, did not lament Marc's good luck, and focused the report on the mistake

he made. Corupt Crab is an extremely bad match up for the Shadowlands deck

that Andrew was running- its like a mirror match, except the Crab naturally

goes first and has better gold. Even my Corrupt KDA kicks the snot out of

Shadowlands decks, and about half of my fate hand is completely useless

against them.

snip

>

> No, Conrad's observation is spot on.  Were you around for the reading of

the

> decklist?  1 Refugees, Balance in Nothingness, Avoid Fate, Kolat Assassin,

> Slidge, 2 Flattery....this is Standard?  Maybe in bizarro world but most

> definitely NOT on this green Earth.

>

I saw the deck on Friday before Marc tweaked it for Saturday.

How many Kolat Assassins should he have been running, 3? The deck can't

afford that much honor loss. 2 Flatteries is right since it only has the

focus values to Flattery once. I talked to Marc during T16 and Flattery/

Call to Arms won him key matches in swiss, so they are obviously important

cards for the deck. Was there anything stupid in the deck that you saw?

Marc's deck was filled with versatile, quality cards, and isn't that the

point in making a good fate deck, to fill it with cards that are useful and

powerful no matter what you draw?

I appologize to Conrad Jackson. I was under the impression that he played

against Marc- and I am corrected.

> Nobody deserved their losses to this deck.  They deserved to play on

Sunday.

>   L5R is a card game, not an endurance sport.  People who made the T32

> needed to be paid for their efforts in those conditions.

>

If the digs against Marc is argument fodder towards the agenda of changing

expected large Koteis into two day tournaments, then make a new thread and

focus on that issue. I agree on many of those points- yes, players do need

rest. It is *unhealthy* to force players to play 17 hours straight. But

Marc's win at EtG does not need to be tarnished for this argument to be

made. Take the argument to Brand and the TOs.

snip

> Some of us consider ourselves elite, others of us are told that we're

elite.

>   It doesn't help matters any when the label keeps getting thrown at us.

>

> Europe's a different environment than the US.  They know it, we know it,

> design knows it, you should learn that.  Alaska's a different field much

> like any other isolated region is.

So you aren't saying they are "weak" fields right? Just different.

 There's no excuse to any of this; any of

> your "elite" players will make the single elims regardless of where the

> field is.  As much as this is a game of purported skill, luck still has

the

> chokehold on how games are won or lost.

>

Are you trying to argue both that luck has a chokehold on L5R, *and* that

Marc won because his opponents were tired and made mistakes? Because if you

are making the luck argument, it doesn't exactly matter what his opponents'

choices were, does it?

Trying to tie L5R to luck also defeats the status of "my" elite players (I

don't consider them elite, they consider themselves elite). There are good

match ups and bad match ups I suppose, but Gold format has come a long way

to fix that. During California Kotei, I almost defeated my worst match up

(yes, I do consider a personality- less deck the worst match up for KDA) and

made two mistakes, one out of courtesy and one out of stupidity against

Lion, one of my best match ups- and those two losses booted me out of the

Kotei. Three months of hard preparation down the drain due to one bad match

up and one stupid mistake. But I could have beaten the Lion and I don't feel

bad about it. I like that elims are now best out of 3. L5R has come a long

way to improving the fairness of these wins. I've not heard anyone

"belittle" past winners just because the games weren't best ouf of 3, or

pre- Gifts and Favors, etc... There has never been 61* in L5R. Trying to

make EtG3- Yasuki/ Daigotsu* is pure propaganda.

L5R players who consistently win tournaments minimize the luck by making few

mistakes. I saw Ash Thomason win California Kotei this year, and his play in

the finals (which ended at 2:30am) was amazingly flawless. Its why

playtesting a deck isn't just about tweaking the card design, it's about

learning the deck well enough that you can play it perfectly even in the

worst conditions. To be generalizing, a lot of the comments I've heard about

gameplay focus way too much on deck design, when deck design is hardly as

important in L5R as it is in Magic.

> I know you're trying to defend Marc here, and I'll let you.  The problem

> with your argument is the fact that several others have stepped forward

and

> discredited the issue already.

>

Marc's win does not deserve to be EtG3- Yasuki/ Daigotsu*. I believe it is

only a handful that for whatever agenda they have, are trying to make it so.

To me that is petty, and I wanted to add in a different perspective.

snip

>

> Personally, I could care less that he won.  I finished rather highly for

> Crane, higher than 95% of other Crane, and I'm looking forward to eat

least

> one more easy matchup in the Saturday swiss at GenCon.  Bring on more

Yasuki

> blitz, please.

>

Be sure to include anti- bad match up t3ch in your deck this time;) I'm all

for this year to be the year of the Crane.

Cheers,

Asahina Daisan

Crane Seer


	From:  [image: image54.png]


"Jason L" <jliang2@u...> 
Date:  Sun Jun 15, 2003  2:47 am
Subject:  Re: KD Revisited: Daisan's STD

	--- In CraneClan@yahoogroups.com, Daidoji Gisei <daidoji_gisei@y...>
wrote:
> Here is a Kyuden Doji deck that I'd like to see some
> discussion on. It was not designed by me; as the attentive will
> have noticed from the subject line this is Asahina Daisan's
> Kyruko/follower military deck.
>

Thanks for trying out the deck!

>
>
> I have been utterly unable to make this work as a military
> deck. In two tournements and several nights of playtesting I
> don't think I've managed to take a single province. Daisan says
> it works, and I believe him, but I'm clearly not smart enough to
> run this deck the way it was intended.
>

Going military is tricky- this deck is extremely reactive in nature,
it reacts to the choices your opponent makes. When your opponent
makes choices that weaken their defense, that is when the deck
attacks. Particularly against honor runners, they will often ditch
defense because they are afraid of your honor running. It certainly
has the force to take provinces from the followers, and the tricks to
win them from Stand and Duels. But you can't just go into a match
with the intention of taking provinces, your opponent has to give you
the opportunity to do so first.

The only time you want to blitz with it is if you draw 1 or 2
Omoidasus early. Otherwise, you wait until your opponent has emptied
their hand and attack. Also, the Under- hand is an extremely valuable
offensive tool and maybe a ninja spy should be run as a substitute.

> But I have discovered that it makes a weirdly effective
> honor-runner. Granted, almost any Crane deck tends to generate
> honor just by breathing, but the fate deck's central
> feature--duels+followers+Recruitment Drive--had some interesting
> effects on its survivability.
>

Its really a switch deck in the broadest sense of the word. It can
and (though a tournament) will win by both honor and military, but
you might not know which condition to commit to until the middle of a
match. Followers + PK are the strengths of the military attack. And
against an honor runner, you will probably have to attack at some
point if only to get off your Iaijutsu Duels. Remember to use the
stronghold on offense- attack with non - duellers and leave the
double chi at home. It doesn't matter if the shock troops get blown
up as long as one of them issues duels for your champion. Yariga and
Atoshi are expendable against honor runners, and the followers you
lose will hopefully come back.

> Duels gain you honor or kill an opposing peep or do both--but
> they drain your hand. Followers+Recruitment Drive allowed me to
> focus with abandon, since I could get those followers back
> whenever I wanted. And being able to double or triple my force
> when I was down 2 provinces was a great help in keeping ahold of
> the remaining ones. (Being then able to play Stand Against the
> Waves was just icing on the cake.)
>

I also have trouble keeping early provinces. That is the choker with
this deck- you're opponent will hit you hard, but then they will run
out of gas and then you stabilize at 2 provinces, survey your
situation and commit to honor or military victory.

> At the moment, I see two possibilities for remodeling the deck
> to make it into an honor-runner.
>
> Option 1 is the all-samurai route--I'd redo the dynasty side
> to be a little smoother, honor-wise, but keep the fate
> more-or-less the same. (Maybe squeeze in 2-3 Iai Challenges?)
>

Will be happy to hear how you do with it. I'm done for the tournament
season and I will probably be running this deck until diamond.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image55.png]


"Jason L" <jliang2@u...> 
Date:  Tue Jun 17, 2003  5:07 pm
Subject:  DECK: Asahina's Judgment

	This looks like my next project. Right now I'm figuring out its early
blitz defense, but it seems like a Crane dishonor/ honor/ PK is
probably the best pure Crane deck for the current (highly corrupt) US
environment.

Asahina's Judgment

Stronghold: Kosaten Shiro

Wind: Toturi Tsudao

Dyansty-

Daidoji Rekai exp2
Yasuki Hachi exp
Kakita Nakazo
Asahina Handen
Doji Akiko
Asahina Sekawa X 3
Asahina Itoeko X 3
Kakita Kyruko X 2
Asahina Kimita X 3
Emperor's Under- hand
Shrine to Daikoku X 1
Shrine to Fukurokujin X 1
Marketplace X 3
Jade Works X 2
Silk Works X 2
Mystic Dojo X 3
Noh Theater Troupe X 3
Sanctified Temple X 3
Gifts and Favors X 1
Campsite X 2
Imperial Gift
Welcome Home

Fate-
Celestial Sword of the Crane
Judgment
Bitter
Asahina's Breath X 3
Walking the Way X 3
Secrets on the Wind X 3
Importune Kami X 1
Wholeness of Self X 3
Unraveling X 2
The Wind's Truth X 2
Facing Your Devils X 3
Shame X 3
Remorseful Sepukku X 2
Iaijutsu Challenge X 3
Scroll Cache X 3
To Do What We Must X 2
Overconfidence X 3
Ring of the Void

I want to try to add either Biting Steel, Golden Obi, Purity of the
Seven Thunders, Tomb of Jade, Dirty Scum or some other anti-
Shadowlands card. Maybe Balance in Nothingness instead of the Wind's
Truths.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image56.png]


"Jason L" <jliang2@u...> 
Date:  Wed Jul 16, 2003  2:30 am
Subject:  Re: Underhand

	--- In CraneClan@yahoogroups.com, "mrchris93" <heywoodc@p...> wrote:

snip

> I have no doubt that the crane would adjust quite nicely to it's
new
> role and would find plenty of members who would obey their
emperor's
> and their daimyo's new orders.
>

I think you'd be wrong. The Crane need to have a "public face." If
they adopt the role of the "villain" they would not be able to
adjust. The Scorpion do a lot of work to keep the empire safe, and a
lot of what they do never get public acclaimation. Cranes
can't "suffer in silence" like that. They need public reward for
their work. They need others to let them know that the work they do
matters, they aren't megalomaniac enough to have faith that it
matters without other people telling them so.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image57.png]


"Jason L" <jliang2@u...> 
Date:  Mon Aug 11, 2003  1:59 am
Subject:  Re:[CraneClan] Re: Atoshi is broken

	--- In CraneClan@yahoogroups.com, Ling <daidojiling@y...> wrote:

snip

>
> Everybody lay off the crackpipe please, Atoshi is TERRIBLE, big
force and
> attrition ruled the Crane Gold format.

This is the most consistent way of playing Crane, the standard
Kosaten Shiro deck (which Brandon's Gen Con 2nd place deck is likely
the best example of). But it sure isn't the only way of playing Crane
and it might not have been the best way of winning with Crane at the
end of Gold Edition. Here are my points with standard Kosaten Shiro-

1) Positive- is able to win through a "nuts" start fairly
consistently.

2) Positive- room for high focus meta cards.

3) Positive- able to splash switch or PK.

4) Positive- hard to fuck up with building the deck.

5) Negative- there are some match ups where there just isn't much you
can do about, such as Shiba Rats which ended up defeating Brandon at
Gen Con. Because Shiba Rats was a dominant deck type, Kosaten Shiro
might not have been the best choice for winning a tournament like Gen
Con with Crane.

6) Negative- Specifically, Kosaten Shiro is a great deck in battles
because (the honor running) forces military decks to attack before
they are fully prepared to breach the defenses of the Crane. Its weak
against decks that don't interact in battle, such as most forms of
Phoenix, Asako Towers and Sneak/ Deadly decks. Phoenix weakness is in
battle, so Phoenix vs Kosaten Shiro becomes a question of where the
game is fought, in battle or outside of battle. Against Phoenix its
important for Kosaten Shiro to force the game to be decided in battle.

About Atoshi, like previous Atoshi threads, I think he is at least on
par with Doji Okakura who most would consider the best non- unique
Crane personality in Gold. But he is less consistent than Okakura
because he is worse when you do not control the favor. Okakura is the
more "solid" choice, but Atoshi can be far more powerful.

Other Crane players have already stated the best reasons for running
Atoshi, which I completely agree with. I'd like to add that Atoshi
being "easily PK'd" is a terrible argument against him and I'll turn
that argument because he is "likely" to be PK'd/ Mastered. A Crane
player gains significant economic advantage when an opponent is
forced to spend 10 gold to take out Atoshi whom the Crane spent 4
gold, 6 with 2 honor on. Against a deck likely to run Challenges/
FtE, since Atoshi is a marginal defender compared to Yasuyo or any
other Crane, when an opponent is forced to take out Atoshi that
leaves you with the better defender, hence my whole "yojimbo"
argument from the last time this list had an Atoshi discussion. Of
course he can't Yojimbo for Rekai, since she is the most valuable
personality to PK, but actually to argue against Brandon, from my
experience Atoshi gets PK'd over any of the non- uniques (except
Crab/ kolat master/ Munemori) and most of the uniques, including Reju
(who is circumstantial) and Kurohito exp.

Other unmentioned points about Atoshi-

1) He's 6 gold for crying out loud. Cheap bodies are never bad,
especially when its got a touch of death attached to him.

2) His 1 chi is useful for getting of Iaijutsu Arts (for instance in
Kyuden Doji).

3) He provides a form of limited PK which is something Crane don't
inherently have (since they lack the shugenja for Touch of Death and
spend most of their money gaining honor instead of Kolats). He adds
to a deck's functionality, making a deck more robust. Some situations
require limited PK (Kaukatsu, Scout) and Atoshi is a damn good source
of it since he doubles as 2 honor favor monkey/ presence at non-
assigned battles/ cannon fodder. He's a warm body at least. He isn't
useless, its up to the player to find a good use for him.

4) Because he's a cheap 6 gold samurai, he is more efficient at
Temples of the New Tao than the more expensive Crane samurai.

I can buy the argument that Atoshi doesn't go in standard Kosaten
Shiro because yes, he only has 0 force. But its stupid to say that a
cheap personality with a potentially powerful ability that gives a
deck more functionality is the worst personality in Gold/ for Crane
or otherwise. Atoshi is what he is, and it amazes me that he is the
source of so much debate.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image58.png]


"Jason L" <jliang2@u...> 
Date:  Thu Aug 14, 2003  11:06 pm
Subject:  Re: Atoshi sucks, deal with it.

	--- In CraneClan@yahoogroups.com, rtadoyle@a... wrote:
> In a message dated 8/12/2003 8:07:05 AM Eastern Daylight Time,
Jason Liang replied to a person with no social skills...
>
> >
> > > Besides the fact that HE HAS THE LOWEST FORCE IN THE GAME. And
has
> > the LOWEST PLAYABLE CHI IN THE GAME?
> >
> So are you telling me that you do not respect Bayushi Kaukatsu, who
ties with Atoshi as the lowest force, lowest chi and even lower
> > personal honor? With a much higher gold cost? Or you don't
respect Agasha Hammanari?
>
> Except for the fact that Kaukatsu has a REALLY good ability, and
Hammanari prevents your opponent from doing something BEFORE they do
it?

Kaukatsu casts 3 more gold, Hammanari costs 4 more gold. They'd
better have a better ability. My point was that a personality doesn't
need high force, high chi or high personal honor to be playable. I
was debunking someone else's point and your statements don't refute
that.

> > But when you do have the favor, his ability is more powerful than
any
> > other personality with a 6 gold cost.
>
> When you have the favor (not guarenteed) AND when your opponent
bows somebody. Again, not guarenteed. Not only is his ability
conditional, it's DOUBLE conditional.
>

Hachi is conditional upon a Crane deck being able to get to 8 honor,
Kurohito 20 honor. Sure, Atoshi is conditional but so is Hachi and
Kurohito.

If my opponent doesn't bow their personalities? I'd like to be the
Crane player in that game. Take a count at how many times
personalities bow next time you play.

> >
> > > What about FOR THE SAME COST I CAN GET A 2/2, 2/4, 2/3, ETC.?
> > >
> >
> > You have to play with at least 15 personalities in a game. I know
you know the rules of this game, so I shouldn't have to remind you.
Most of those cheaper personalities have an higher requirement higher
than the box (besides Okakura who people *do* play with), so despite
how awesome Yasuki Hachi is, he *isn't* going to do jack for you when
he shows up in your province on the 2nd turn against Iajiasu,
Tadenori or Kanok blitzes.

>Crane don't need to run Atoshi, there's definetly more than 15 solid
crane personalities, and we're not going to get into another Hachi
debate here, but come on, how the hell is a 2/4 for 5 with 3 PH worse
than a 0/1 with a double conditional ability with only 2 PH?

I can think of many situations-

1) On the second turn when you have less than 8 honor.

2) Against Unicorn, Togashi Hoshi or Shadowlands Cavalry.

3) Against action denial military.

4) Against Yasuki Kolat military. Its better if your first
personality out doesn't have force.

5) Against Bayushi Kaukatsu.

6) Against Corrupt Scorpion.

7) Against Agasha Hammanari.

8) Against Shinjo Shono exp.

9) When you need to Art against Ratling decks.

Plus there are a ton of situations where Atoshi is just as good as
Hachi.

>There's a reason you're supposed to sweep your provinces turn 1, so
you don't get a log jam of over priced, or people that you can't
bring out turn 2 in your provinces turn 2.

If you look at standard Kosaten Shiro, the only personality you can
bring out turn 2 as well as a holding is Okakura, barring Welcome
Home/ Imperial Gift.

snip

> uh, not really. In a mirror match, there really isn't too much
bowing except for lobbying purposes.

There is honor vs. honor-

1) Importune Kami

2) Secrets on the Wind

3) Bayushi Kaukatsu

4) Doji Nagori

5) Judgment

6) Miya Yemi (not that anyone plays her anymore)

7) Doji Kurohito exp w/ House Guard, Rekai, etc...

> 6 to 8 gold, especially in KS is largely negligble, since you know
both players aren't going to attack too much, so you can leave things
sit a little bit longer if need be.

There is a *huge* difference between 6 and 8 gold. No other deck
except Shadowlands is as gold intensive as Crane, so every reduction
helps.

> Except that most personalities have 3 or more chi. Sure, you can
bow your big samurai and steal 4 honor with atoshi and art in Doji,
but you can get four honor by artsing ijiasu with hachi exp as well.
I can't believe you're arguing that his 1 chi is actually a selling
point.

Try Arting Rats sometime.

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image59.png]


"Jason L" <jliang2@u...> 
Date:  Sun Jan 18, 2004  4:18 am
Subject:  Tournament Report: The Return of Song of Destruction v2.0 diamond

	Dear Cranelist,

Just finished a Diamond RoB Sword tournament held at Clark's Trading
in Santa Rosa, CA with an attendance of 20 players from all over the
San Francisco Bay/ Sacramento area. I took what was basically one of
my gold decks from Kotei last year, my corrupt Kakita Dueling
Academy, updated for Diamond. A lot of the changes came after some
light testing two weeks ago at a local Thursday night. Then, two
nights two European Scorpion players on #l5r, ManuelT and Cass,
convinced me of the merits of FOU Wear Them Out. Met with my long
time L5R buddies Ivan Jen (Phoenix) and Sam Chen (Tortoise), tested a
little before heading to the tourney and the deck felt right. The
tournament was 5 round swiss, cut to top 8. I lost in the semifinals
to Ash Thomason (Lion) and since it was only the second time I've
ever beaten him in a game (out of the around 10 games we've played) I
was very happy with the result.

The deck feels a little obsolete: The focus values are Gold- like
high, and with the change to KDA, Daigotsu wind and favor control
seem much less important. And the deck misses the free corrupt gold:
always two or four gold short now. And Iaijutsu Arts are severely
missed. But the personality base is untouched and the deck runs much
more smoothly and consistently, and no longer has to worry about
dishonor protection. But I still feel the deck has tremendous power,
and I am actually able to play it well.

Here is the deck I ran: I will make an update after the report itself.

Song of Destruction v2.0de

Kakita Dueling Academy
Wind: Dark Heart of the Empire

Dynasty (40)

Kyofu exp
Voitagi exp
3 Ashura
2 Ogre Bushi
3 Guhl Lord
3 Matsu Masutaro
3 Voitagi
3 Marketplace
3 Daidoji Merchants
3 Private Dojo
1 Shrine to Fukurokojin
1 Hero's Grave
1 Kobune Port
1 Personal Librarian
1 Akodo's Grave
1 Ashigaru Fort
1 Barley Farm
1 Gifts and Favors
3 Master of Bushido
Sacred Grove
A New Wall
Restoring the Doji Treasury
The Shogun's Fealty

Fate (40)
Yakamo's Claw
Blade of Truths
3 Blackened Claws
Egg of Pan Ku
3 For the Empire
3 Shame
2 I Believed in You
3 Iaijutsu Challenge
3 Time of Destiny
3 Steel on Steel
3 Tireless Assault
3 Loyal Yojimbo
2 Imperial Edicts
3 Outmaneuvered by Force
3 Where Him Down
3 Smokes and Mirrors

Tournament Report:

Round 1: Nick Sanz, Kyuden Doji (Voice)

This is a fun pairing. The one other time I played Nick was at last
year's California Kotei- one of the few other major tournaments I ran
this corrupt deck. And the funny thing is Nick is a very pure Crane
player who hates corrupted Crane decks... ironically, so am I, well
for the most part. So fate pares us together again, in a new
environment, him in his new stronghold and mine in my old one. His
deck is duel oriented and fairly weenie, but unfortunately it comes
out slowly, although he has two Nagoris out on the 2nd turn which is
quite good against corruption. However, 3rd turn he chooses to Wait
and See for 5 honor to bring him to 18 and he Shrines on turn 4,
leaving him with 2 functional provinces. Ashura comes out and PK a
Nagori. I am a little intimidated by Kharmic Strike since I didn't
draw any Smokes and Mirrors (I did have a Loyal Yojimbo though). But
he did not focus it so I felt safe and won the duel. I flew over and
took a province with the unit and he had no answer for the cavalry.
Next turn, he brings out Kakita Mai exp. I Egg the Ashura and duel
Domotai with For the Empire. I drew my Smokes and Blew up his first
focus. He then Shadow's Claw, I focus, he Shadow's Claw again and we
focus away our hands. I come out ahead and kill Domotai, then went in
and took the rest of the provinces.
1-0

Round 2: Kellen Walker, Razor's Edge Dojo (Voice)

Kellen is from my playgroup in Castro Valley. Haven't seen him in a
long time, so it was good to catch up a little. He is running, like
always, a corrupt Crab deck- I think as long as Tenshu is legal he
will have a corrupt Crab. In this game, he sees Hida Kuon exp early
and concentrates on bringing him out. He sacrifices his early Hida
Reiha exp and Hida Shara to Iaijutsu Challenges in order to conserve
the honor to bring out Kuon, although he takes one province with the
Reiha unit. When he brings out Kuon, I have a Kyofu out with 1
Private Dojo and Blackened Claws, as well as an Egg to copy Kuon. I
copy the Kuon and challenge him with Kyofu, which is refused, but I
have no I Believed in You to kill him. He took my province with
Destiny, so I know he has a Tireless Assault in his hand. I take a
province with Kuon, some chumps and Kyofu. On his turn he ambushes
the bowed Kyofu with Voitagi and kills Kyofu, so I no longer can beat
Kuon in a duel. On my turn, I attack with the Egg'd Kuon. He defends
with I think the 3/3 6 gold, plays Destiny and Wedges to equal Kuon.
I duel him with Steel on Steel, thinking I will win easily. He
strikes and kills Kuon due to Destiny's 2 chi bonus, and I stupidly
lose my Egg'd champion. However his hand empties: he is running
Kyuden Tonbo to cycle his hand and has both Ring of Water and Dark
Ring of Water in play, and I forced him to focus a couple of times
with Wear Him Down. He attacks with Kuon, thinking about using the
Ring of Water, but I am able to defend each province with a
personality with fear. Too late, Kellen realizes he has no cards to
focus with Kuon's double chi and the real Kuon joins the Egg. Both
our armies are pretty desolated, but I have the upper hand and I see
more personalities than he does after that and take his provinces. He
mounts one last attack with the Gunsen of Water and Wedge, but the
Dark Lord's favor takes out his unit.
2-0

Round 3: Ash Thomason, Kyuden Ikoma (Right Hand)

This game was not even close. Ash fetches Gifts and Favors on his
first turn. I resolve Restoring the Doji Treasury on mine. I should
have gotten a Kobune Port or Marketplace, but instead I get a Private
Dojo and buy a Daidoji Merchants. He gets Shrine to Benten. With the
Shrine, he brings out two personalities cheap on his turn. On my turn
I flip an Ashura which could have help save my provinces. Instead, I
am forced to get more gold and a duel. Ash takes two provinces on his
turn and rolls over me.
2-1

Round 4: Micah Paroni, Northern Provinces of the Moto (Right Hand)

I know Micah very well from Castro Valley as well. We drove down in
the same car to GatewayCon in LA, ha ha fun times. This game I go
first, gold is smooth and I see a pretty early Ashura. Doji Treasury
fetches us both Private Dojos. He sees Private Dojos, but none of his
Ashuras. I drew a Shame and between challenges and For The Empires,
PK his big guys. He has a turn of bringing out only one person who is
PK'd, and my big Ogres and Ashura go in and clean up the provinces.
When he finally gets out a personality to defend with he is down to
two provinces. I Egg the Ashura and go in with both. He can't defend
and doesn't get a guy on his turn. I take the last province. We
played two more games afterward, I won the next one because it became
a win or lose duel and my focus values were higher (Smoke and Mirrors
probably helped there) and he wins the one afterwards because he
refuses 3 challenges to -14, his Moto Letomu with Blade of Truths
then Challenges my guys three times and takes me to -18, he kills my
two personalities in battle when his sole Moto Chagatai nonexp To Do
What We Must my Ashura (he said *that* felt *good*!) and I didn't
have the honor to bring anyone else out.
3-1

Round 5: Davey, Morning Glory Castle (Left Hand)

I have a pretty slow gold development against Davey, but I bring out
two Master of Bushido, one with A New Wall, which slows his honor run
to a crawl. But he has a lot of personalities out and Tsukimi and is
able to start taking my provinces because I don't see my guys. What I
could have done was Egg his Shiba Ningen exp and defended with Steel
on Steel, but I did not notice my Egg until I had already lost two
provinces. So I messed up there. His Chrys brings me up to three
provinces and I start to bring out people and PK his two Tsukimis,
ending his military threat and stablizing at two provinces. I take
two provinces with cavalry and Time of Destiny, but my next attack he
whittles down my force. When he crosses 40 I launch one last assault
but his hand his full of refugees, Blocks, To Do, Isawa Ihara and
favor. Had I been able to keep my provinces and get out more people,
I would have probably won the game. It took him 11 or 12 turns to
cross with the Masters of Bushido out.
3-2

Quarterfinal: Ivan Jen, Razor's Edge Dojo (Right Hand)

Ivan is running a Crab Yu anti- PK big personalities deck freaturing
the invincible Hida Sozen. The matches are two out of three. First
game, he sees Kuon early and keeps him to bring him out. I get out
the force to take his provinces, and PK his defenders with a mix of
Smokes and Mirrors and Wear Him Down. He ends up at 1 honor. I take
one of his provinces. On his turn, he buys Shara and Kuon. My hand
has an Iaijutsu Challenge, a Shame and a I Believed in You. I have
out I think Kyofu and two private Dojos, enough to kill Kuon.
Challenge Kuon, ditching the Shame. He refuses and I Believed in You
kills a despairing Kuon. Ivan who has honor requirements can't
recover from the dip and I see more force, taking his provinces.

The second game was much closer, but I think Ivan was rattled by the
loss the first game. This one came down pretty close to the wire. He
takes an early province with a Legendary Strength. I come back with
an Ashura, Yakamo's Claw, For the Empire and Time of Destiny. I
overlay Voitagi exp. He attacks my Scared Grove with Sozen and
Tenshu, Voitagi defends as a 6/5. I know if I try to duel, Sozen will
Likely Mountain Does Not Move and gain a force bonus. Dark Lord's
Favor removes Tenshu. Then Sozen Legendary Strengths twice, but is
not able to take the province and Tenshu and Voitagi are destroyed.
On my turn, I have no defenders since Ashura is still bowed. I Egg
Sozen and Challenge Sozen on Sozen. Ivan should have just struck, but
he decided to fight it instead- at this point I only had 2 other card
in my hand, a Smokes and Mirrors and an Imperial Edicts. He focuses,
I focus, he focuses, I blow up with Smokes and Mirrors and draw into
another one. His next focus gets blown up and I draw into another
Edicts. My two focues are higher than his 3 focuses and I win the
Challenge, and his hand is decimated and he can't take a province
with his remaining unit. From this point, I start to draw into my
force and start taking provinces. He is able to Yu some guys but
cannot deal with Ogres and Steel on Steel. This one was one of the
best games I had all tournament. At the end he brought out Shosuro
Maru which allowed him to take me down to 1 province, but I take him
down to his last province and still had an Ogre Bushi and a Voitagi.
He makes one last attack but cannot outforce my defending army. I had
a Steel on Steel in my hand and a Wear Him Down to try to duel his
Maru with my Bushi, but I would have had to discard my Wear Him Down
to the stronghold. Maru bows Voitagi (he sent Maru because he needed
the force from RED) but he can't take my province with the Ogre Bushi
in the way, and that is game. He didn't have enough force to deal
with my entire army attacking his last province.

Both games Ivan did not see the two power cards against my deck in
his dynasty- Blood Money and Kisada's Shrine.

Semifinal: Ash Thomason, Kyuden Ikoma (Right Hand)

Game 1- I cut Ash into a pretty godly draw of Aoiko, Soldier's
Barracks and Shrine to Daikoku. Fortunately I did not get the Doji
Treasury. Ash takes two provinces and I bring out a personality and
start to decimate his army with 2 Challenges and a Shame. He refused
Challenge which took him down to -1, and all he has out is the new
4/1 Lion. I take a province and feel confident about this game, but
he sees the 3/2/3 -HR Lion and a Taneji, followed by another of the
4/1 girl and is able to fairly quickly dig himself out of the
deficit. We are both down to 2 provinces, but since he is running
like 25+ personalities he is getting out more force and slowly honor
running as well, I must attack. I destroy his province and Imperial
Edicts and the Favor means he can only take one of mine. On my turn,
my army of four personalities attacks his last province. But he has a
Peasant Vengeance to kill an Ashura, To Do What We Must kills Kyofu
and that is the end of a game, he has 3 force and I am two short from
taking the province. I could have been able to win it if I had bowed
one of my guys for the Favor, reduce his 2 force personality to 0 and
Tireless back in, but his stronghold was unbowed and could cancel any
part of that. The only way I could have pulled it off was when he
attacked to bluff by playing the Tireless and getting him to bow the
stronghold on his turn, but knowing what he had in his hand the bluff
would not have worked, but I will now never know. I can't defend my
last province and its over. This game was fun and very close but also
a little frustrating. Lion should not be able to dig themselves out
of refusing a Challenge unless they dilute their decks and run some
duel or dishonor protection. I came very close to winning but
eventually the horde of lion weenies was overwhelming.

Game 2- This game Ash's strategy is a little different. His only
early gold is Gifts and Favors. He brings out people and takes an
early province, but after I get out a person I quickly kill three
personalities with Challenges, one of which he seppuku'd to bring him
to 5. He still had a very threatening Gohei, but I had no I Believe
in You in hand, but I had a Personal Librarian although if I blew if
up I would not be able to buy the Ghul Lord in my province. I go for
the Librarian and get the I Believed in You to kill Gohei. We have
some province trading and the game comes down to one batte where I
defended. I use Kyofu's fear to bow his Ashigaru Spearmen, stopping
Peasant Vengeance. He wedges his Korin. I play Time of Destiny which
brings me to 11 force. He cannot cancel Destiny because it is an Open
action, and I win the battle. He said later what he should have done
was bow his other unit to Shrine to Bishamon before the Wedge. I am
able to take provinces now with my cavalry, but only have a couple of
defenders. Later Ash has one last attack, but I had the favor from
Shogun's Fealty and after he cancels a Steel on Steel, a second Steel
on Steel and the favor remove his other unit and his Wedged unit.
With all his personalities dead and looking at enough force to take
both of his remaining provinces, the game is over.

Game 3- Ash has a pretty good start and takes a province by blowing
his hand. I actually have a really great, amazing hand with 2 Steel
on Steels, to stop his next attack, 2 For the Empires to PK on my
turn once I buy the force to start taking his provinces, but on his
turn the one event that would screw me over shows up- New Year's
Celebration. I lose the hand that could have probably won the game
for me and he refills his hand after it took out a province. I had
this gut feeling it would happen too. But that is the fickle nature
of events. I make one last attempt at a comeback on defense. My lone
Steel on Steel gets cancelled, so I use the favor to zap Gohei to 0
and send home the 3/2/3 -HR personality, but he is able to use Shrine
to Bishamon to pump Korin with Gohei and outforce my defenders, which
is agme over.

Top 4 were:
1st/ 2nd split Ash Thomason (Lion) and Gerry (Crane)
3rd/ 4th split Jason Liang (Crane) and Davey (Phoenix)

The tournament was a lot of fun and I wish we had more NorCal
tournaments because I really enjoy every playgroup I've met in this
area and I feel we have a lot of amazing players here. Special thanks
to Arthur who oversaw the tournament and let me borrow the store's
Voitagi exp. Arthur had an extremely effective and well thought out
Scorpion dishonor deck that I was quite happy to miss during the
tournament.

Finally, my revised deck list. I do enjoy playing this deck and I
think I play it very well, but I am exploring many other decks for
Kotei. I think Kyuden Doji PK is incredible after Reign of Blood, and
I also want to build pure KDA and Kyuden Doji ranged attack deck as
well.

Song of Destruction v2.1de

Kakita Dueling Academy
Wind: Dark Heart of the Empire

Dynasty (40)

Kyofu exp
Voitagi exp
3 Ashura
2 Ogre Bushi
3 Guhl Lord
3 Matsu Masutaro
3 Voitagi
3 Marketplace
3 Daidoji Merchants
3 Private Dojo
1 Hero's Grave
1 Kobune Port
3 Personal Librarian
2 Akodo's Grave
1 Barley Farm
1 Gifts and Favors
3 Master of Bushido
A New Wall
Restoring the Doji Treasury
The Shogun's Fealty

Fate (40)
Yakamo's Claw
3 Blackened Claws
Egg of Pan Ku
3 For the Empire
3 Shame
2 I Believed in You
3 Iaijutsu Challenge
3 Time of Destiny
3 Steel on Steel
2 Tireless Assault
2 Come One at a Time
3 Loyal Yojimbo/ Balance in Nothingness/ Feign Death
2 Imperial Edicts
3 Outmaneuvered by Force
3 Where Him Down
3 Smokes and Mirrors


I like Sacred Grove to keep my above -20, but it was basically a
wasted slot the whole tournament and never made a difference.
Ashigaru Fort never helped either. Personal Librarian, however, I
discovered is absolutely amazing especially for any sort of PK deck.
It is much better than the slow Shrine to Fukurukojin and the dueling
cards naturally already conserve hand size. I realized after the
tournament that I left out Shrine to Daikoku from my other Crane
deck. Since whatever card replacing the Sacred Grove, replaces
essentially a dead card it can be either Shrine to Fukurokujin, a
third Ogre Bushi or a second Akodo's Grave.

Blade of Truths was too expensive and useless the entire tournament.
I also ended up ditching Tireless often, so I think it can go down to
two copies. Come One at a Time will help make Lion an easier match
up. I like Loyal Yojimbo since it is extra protection against
Kharmic, Storm Heart and Force of Will, but I lost far more
personalities during the tournament due to Ambushes, so Balance in
Nothingness could definitely be a better protection card. I think one
of the Shames *could* be removed especially now that there is
Personal Librarian to search for it. Other cards that could be made
room for are The Porcelain Mask of Fu Leng exp which is very
powerful, but expensive and not as good as Egg of Pan Ku,
Retribution, Primal Rage is a high and strong focus card, 1 Show Me
Your Stance to beat Phoenix by dishonoring shugenja defenders with
Shame (There are 7 human samurai in the deck, although 4 of them has
0 personal honor!) and Ambush which is always a useful PK card,
although I personally prefer taking provinces.

Thanks to everyone, I had such a great time today!

Cheers,

Asahina Daisan
Crane Seer


	From:  [image: image60.png]


"Jason L" <jliang2@u...> 
Date:  Tue Jan 27, 2004  7:33 am
Subject:  Tournament Report: MV Neutral Ground Diamond Sword

	Dear Cranelist,

Two days ago I won a Diamond Sword tournament with a revised version
of the corrupt KDA deck I posted earlier, Song of Destruction v2.2de.
The tournament was held at Neutral Ground/ Matchplay in Moutain View,
CA and was attended by 18 of the Bay Area's finest samurai. The
tournament was five rounds of swiss, cut to top 8. As the winner, I
had the difficult choice between the fine bounty of either a
beautiful sword or a beautiful samurai chess set. It was a difficult
choice but I went with the sword. Thanks to Mike (Drunken Emperor)
for supplying such wonderful and worthy prizes.

The top 4 were:

1st: Jason Liang (Crane)
2nd: Ivan Jen (Crab)
3rd/ 4th: Simon Lai (Crane) and Joel Marbella (Mantis)

Here is my decklist. Again, I will post the latest version afterwards:

Song of Destruction v2.2de

Kakita Dueling Academy
Wind: Dark Heart of the Empire

Dynasty (40)

Kyofu exp
Voitagi exp
Kakita Mai exp
3 Ashura
2 Ogre Bushi
2 Guhl Lord
3 Matsu Masutaro
3 Voitagi
3 Marketplace
3 Daidoji Merchants
3 Private Dojo
1 Hero's Grave
1 Kobune Port
3 Personal Librarian
1 Akodo's Grave
1 Barley Farm
1 Gifts and Favors
3 Master of Bushido
A New Wall
Boundless Sight
Restoring the Doji Treasury
The Shogun's Fealty

Fate (40)
Yakamo's Claw
3 Blackened Claws
Egg of Pan Ku
3 For the Empire
3 Shame
2 I Believed in You
3 Iaijutsu Challenge
3 Time of Destiny
3 Steel on Steel
2 Tireless Assault
2 Show Me Your Stance
3 Feign Death
2 Imperial Edicts
3 Outmaneuvered by Force
3 Where Him Down
3 Smokes and Mirrors

I feel a lot better after the changes and especially the match up
against Kyuden Ikoma.

I'd like to thank my L5R buddies Sam, Ridwan, Joel and Ivan. Winning
the sword put a bright smile on my face, but it paled next to being
able to spend the day with you guys.

Tournament Report

Round 1: Alex (Northern Provinces of the Moto/ Right Hand)

I get a decent start and see an early Ashura. Restoring the Doji
Treasury accelerates both of us into better development. Alex's first
attack sees a Steel by Steel, which I drew normally. His second
attack is also foiled by a Steel by Steel, which I drew normally. He
gets a turn where he sees only one personality, and by then it is too
late as my infantry is powerful enough to take his provinces.
1-0

Round 2: Clifton (Spawning Grounds/ Daigotsu)

This was one of the closest games I had all tournament. Clifton gets
an early Commanding Favor which means I can't effectively defend
against his two early Tsuno Sochis with force, and then he attaches
Thukigi's War Machine, which means I can't defend with duels either.
I am able to use cavalry to sneak around his defense and take a
province with Kyofu/ Blackened Claws/ Time of Destiny. It really
confuses me why Spawning Grounds didn't get a province strength boost
in Diamond. He takes two provinces uncontested as I have no way to
defend. I bring out some infantry and sacrifice an Ashura when he
takes my third province, the Ashura kills Obsidian Magistrates. He
barely is unable to bring out Iuchiban. I am able to sneak by I think
Ghul Lord with Time of Destiny to take a second province. His next
attack at my last province I now have the force to get the favor and
defend. Daigotsu negates the War Machine unit and I Tireless Assault
in I think Kyofu to win the battle, destroying both Tsuno. My units
take his third province and Clifton brings out The Maw. I have three
units left: Kyofu, Voitagi and a Ghul Lord. Voitagi gets the favor. I
use a personal Librarian to cycle my hand and draw a third Time of
Destiny, which will allow Ghul Lord with a For The Empire bonus to
duel The Maw (I have one Private Dojo in play). So I play the Time of
Destiny and go in with my two units. The Maw sends Kyofu home. I use
Daigotsu to shrink the Maw. Then Clifton plays Corrupted Ground. Now
I have to choose whether to use my Steel on Steel to duel or not. Is
Clifton bluffing that he has a winning play, or is he baiting me to
play the Steel on Steel, if he has a Fall on Your Knees to cancel my
Private Dojo? I choose to duel the Maw and he did not have the Fall.
After the Maw dies, Ghul Lord with the Corrupted Ground is now 8
force and takes the province. In turns out that Clifton *did* have a
winning play- a Well Prepared that would have won him the battle and
most likely the game. Well played game.
2-0

Round 3: Patrick (Morning Glory Castle/ Right Hand)

Patrick is running Phoenix Dragons military. He brings out an early
Master of Bells, which is trouble. I had a Feign Death in hand to
survive it, but it would have been bad, but he chose not to bust it.
I play conservatively, playing around a possible Peasant Vengeance. I
bring out a Kakita Mai exp which allows me to keep his honor in
check. When his Master of Bells acquires a Kuro's Fire, I know that
unit must die and I duel PK it. I also kill the a Dragon. My early
attack is tied by Taneji's ability to bow personalities (I should
have sent Mai into that battle) but I think he forgot about fear
taking out his followers for that battle, but both my units survive
the tie due to Feign Death. He brings out a Water Dragon and an Egged
Water Dragon, but by this point my infantry is large and numerous and
takes provinces uncontested. When he is down to two provinces, he
decides its time to defend and my cavalry joins in the deciding
battle. He destroys Kyofu with Firestorm Legion, but my Show Me Your
Stance and two Steel on Steel allow me to kill and send home his
Danjuros, which then lets me Daigotsu his wedged Water Dragon and I
end up winning the battle by like 4 force.
3-0

Round 4: Albert (Castle of the Wasp/ Right Hand?)

Albert's first turn shows two Voitagi, so I can tell that he is
running corrupt Mantis. When he brings out the Plains of Otosan Uchi
I see that dishonor could possibly be a victory condition for me. He
has two guys out on turn 3, and on turn 4 farts out 4 more guys. I
Iaitsu Challenge to take out the early Nobumoto. I defend Albert's
first attack with his ugly army. I think this is the turn where an
Occult Murders kills my Ashura, but I am able to save her with a
Feign Death, also she is bowed. I think there are a couple of duels
and I use fear to stop some Peasant Vengeance, but I end up Tireless
Assaulting the Ashura back in and winning the battle, which is
decisive. For some reason that I forget, he cannot play the Superior
Numbers in his hand. I take the Plains on my next turn, dropping him
to around -18. He has one last defense. I try to Imperial Edicts his
Amika/ Tsuruchi Technique to kill my 7 force Ogre Bushi, but he
cancels it with Fall, but I have too much force and win that battle
as well.
4-0

Round 5: Ivan Jen (Razor's Edge Dojo/ Right Hand)

I'm happy that we will both be in the finals. What this game comes
down to is, he brings out some units and leaves Kuon exp. I kill all
his units and use Time of Destiny to try to take Kuon. When he
Refugees me, I attach a follower and try to Tireless Assault back
in... then I realize my Tireless is not in my hand. Its in my discard
pile, supposedly I discarded it to target him during the Limited
Phase. But actually that was a mistake, I meant to pitch an Edicts
instead and pitched the wrong card. Oh well, I messed up. I failed to
take Kuon and my hand is pretty decimated. Kuon comes out and I have
no answers so I concede.
4-1

Quarterfinals: Adam (Kakita Dueling Academy/ Underhand)

I win the die roll and go first, which is very lucky. I bring out an
early Master of Bushido which is oppressing Adam's honor gains. An
early Kakita Mai is dueled and there is no Kharmic Strike to check
me. I make a mistake which seemed like it would cost me the game when
I forget to PK Doji Tanitsu exp overlay Tanitsu exp2 giving him the
Left Hand, which allows him to not only send my units home with the
favor but also immediately get it back. He has a tough terrain
defense and stops me with two Encircled Terrains, but he runs out of
defense and I just keep on bringing out more force. The Masters of
Bushido really messed up his honor running this game. He brings out
Kurohito exp2. On my turn I am able to Egg Kurohito and Challenge him
to a duel. His first focus value I destroy with Smokes and Mirrors.
He tries to strike, but I continue twice with Wear Him Down and win
the duel. Kurohito makes my army even more impossible to stop and
Adam finally loses what defense is left in his hand and my deck
grinds him down for the win.

Semifinals: Simon Lai (Kyuden Doji/ Left Hand)

I get out the nuts starting gold against Simon- Daidoji Merchants,
Marketplace and Personal Librarian, followed by a Private Dojo. On
his 4th turn he brings out Nizomi and leaves a dangerous Noh Theater
Troupe in his province. He has one unit bowed for the favor, Nizomi,
and I think a Gudeta or Akagi to defend with. I Time of Destiny my
unit (I think Ashura). I fish for an Iaijutsu Challenge on Nizomi
which bows Nizomi. When I For the Empire his defending unit, he
focuses and I Smoke him twice (first time discarding a Tribute- ha,
nice bluff Simon!) which draws me into a second Challenge. I use my
second Challenge to kill Nizomi (this time using my Private Dojo) and
I attack the Noh Theater Troupe. He sends me home with the favor, and
I play the last card in my hand- Tireless Assault to take the
province. Simon starts to recover his hand a little, but my dynasty
starts to draw me into my Master of Bushidos and I end up getting out
all three, more or less killing his honor win and oppressing him at
around 18 honor. I draw an Egg but hold on to it in case he brings
out Korihime. Once I get out enough infantry I am able to start
sending them into his provinces, after PKing some of his archers. He
is able to repel my first attack, sending home all but one unit and
then Overwhelming my remaining unit, but Feign Death saves my
personality. He has emptied his hand and cannot defend against
further attacks, which is game. Simon told me later that the turn I
killed the Nizomi swung the game in my favor, and it definitely
helped and was an awesome turn, but it was I think the Masters of
Bushido showing up that won the game for me.

Finals: Ivan Jen (Razor's Edge Dojo/ Right Hand)

I did not really want to play Ivan and since both prizes were equally
wonderful, I offered him a choice. But since he himself couldn't
decide and he wanted to settle the "grudge" from last week, we played
it out. He sees a second turn Kisada Shrine but has to buy it and one
other gold since it is all he sees, slowing down his production. I
have a normal turn. He brings out a Tenshu and since Tenshu cannot be
saved by the Shrine, I kill him with a Challenge. He brings out I
think Reiha exp and Sozen. I take both out with two Challenges and a
For the Empire. Both our hands are more or less emptied after this
exchange. My units fly over and take a province, maybe I Tireless his
Refugees this time. The only other personality he sees on his turn is
Kuon exp and he is at 1 honor now so Kuon cannot come out. Not sure
if we played this one out or he conceded, but since he can't mount
any sort of defense it is over.

So I ended up winning a wonderful tournament and had a wonderful day,
one of the best I've had in a long time. Thanks to everyone! I will
now retire this deck (at least until the Koteis start) and work on
something else, preferably non corrupt!

Song of Destruction v2.3de

Kakita Dueling Academy
Wind: Dark Heart of the Empire

Dynasty (40)

Kyofu exp
Voitagi exp
Kakita Mai exp
3 Ashura
2 Ogre Bushi
2 Guhl Lord
3 Matsu Masutaro
3 Voitagi
3 Marketplace
3 Daidoji Merchants
3 Private Dojo
1 Hero's Grave
1 Kobune Port
3 Personal Librarian
1 Akodo's Grave
1 Barley Farm
1 Gifts and Favors
3 Master of Bushido
A New Wall
Boundless Sight
Restoring the Doji Treasury
The Shogun's Fealty

Fate (40)
Yakamo's Claw
3 Blackened Claws
Egg of Pan Ku
3 For the Empire
3 Shame
2 I Believed in You
3 Iaijutsu Challenge
3 Time of Destiny
3 Steel on Steel
2 Tireless Assault
2 Wanton Destruction
3 Feign Death
2 Imperial Edicts
3 Outmaneuvered by Force
3 Where Him Down
3 Smokes and Mirrors

Only changes are to replace Show Me Your Stance with Wanton
Destruction if I ever get them. I realzed that with Blackened Claws,
even non lethal duels such as Show Me Your Stance, Test of Might,
Words Cut Like Steel or even the 2nd duel from Wanton Destruction
will be lethal against Lion anyway. Show Me Your Stance are just fine
as well, Wanton would be stronger against Lion but its a pretty close
call since Show Me is of course fetchable and also will help kill
Mantis and Phoenix. There *were* a couple of games where I could not
play Show Me Your Stance since it is restricted to humans, however,
so maybe one and one or two Wanton Destructions will be best.

Cheers,

Asahina Daisan
Crane Seer


6/9/2004

San Francisco Kotei 2004 Report (T16, top Crane)

This was a long tournament and I couldn't keep track of the names out
of people I played. So this is going to be a pretty poor tournament
report.

I really couldn't work on decks because I've been busy with work and
life, so I took the corrupt (truthfully, just a little bit tainted)
Kakita Dueling Academy deck that I've been running for 15 months,
indeed, since last year's Kotei season for Gold with the old KDA
wording. I didn't think I'd do well since the only Hidden City cards
I was running was Kamman exp (who was amazing), Favor Returned (which
I was never able to fetch the whole tournament) and two Brutal
Confrontations (which were equally useless). But I knew KDA had a
good match up against any Crab deck and I was expecting a lot of Tani
and Shadowlands, and my Crane honor/ dishonor deck can't beat the new
Shadowlands decks. For more information on my deck The deck's entire
evolution can be traced through my posts on the Crane list.

Song of Destruction v1.9 de/hc FINAL Powers of Darkness mix
Kakita Dueling Academy
Black Heart of the Empire

Dynasty (40)
Kyofu exp
Voitagi exp
Bayushi Atsuki exp
Bayushi Kamman exp
3 Ashura
2 Ogre Bushi
3 Matsu Masutaro
3 Voitagi
3 Marketplace
3 Daidoji Merchants
1 Kobune Port
1 Crystal Mine
1 Hero's Grave
1 Favor Returned
3 Private Dojo
3 Personal Librarian
2 Akodo's Grave
1 Gifts and Favors
3 Master of Bushido
Boundless Sight
A New Wall
Shogun's Fealty

Fate (41)
2 Blackened Claws
Egg of Pan Ku
3 For the Empire
3 Shame
3 I Believed in You
3 Iaijutsu Challenge
2 Bane of the Bastard
3 Time of Destiny
3 Steel on Steel
2 Brutal Confrontation
1 Wanton Destruction
2 Tireless Assault
3 Outmaneuver by Force
3 Feign Death
3 Smokes and Mirrors
3 Wear Him Down
1 Desperate Wager

In hindsight, I would take out one or two Feign Deaths (I was simply
hemoraging honor with the new ruling) and the two Brutal
Confrontations for 2 or 3 Loyal Yojimbo and another Wanton
Destruction. Better yet, had I been brilliant enough to play with
three Now Face Me I probably would have won the entire Kotei (maybe
take out Blackened Claws).

Round 1 Meeting Place
On turn 4 he attaches Sharp Sharp Stick and comes in, which could
have been trouble, but I defend and kill the Stick unit with Steel on
Steel as my first action and win the battle. He refuses two
Challenges to hit around –12 or so and flips Plains of Otosan Uchi. I
go in, and he can't defend which is game.
1-0

Round 2 Tani Horikage
He is running both Right Hand and honor requirements. Probably one of
my stronger match ups, and one of the reasons I chose to play Kakita
Dueling Academy instead of Kyuden Doji because I was expecting a lot
of Crab (RED is also a good match up for me). I Bane of the Bastard
his early gold and he ditches a lot of people. Don't remember
anything too remarkable about the rest of the game. I manage to drop
his honor to the point where I can kill Sozen with I Believed in You.
He isn't able to take a single province and doesn't get any benefit
from his stronghold
2-0

Round 3 House of Tao
He has the absolute worst 1st turn possible for enlightenment- two
Daisetsus, a Chieko and Togashi's Shrine. He keeps Chieko. I flip
Boundless Sight and I know that the only way for me to duel out of
his starting Ring of Fire is Kyofu and Private Dojos. He is using the
Shrine to fetch all his rings, but plays one Lessons of Earth for a
measley +2 Province Strength (which didn't stop my attack) and drops
Air- Introspection for Lessons of Earth up to 12 Province Strength. I
finally get out a Private Dojo and murder his guys.
3-0

Round 4 Castle of the Wasp
Early game, I expend a lot of cards to kill Utemaro because Utemaro I
know MUST die. A little bit strange that his deck isn't all naval- he
attaches Ashigaru Archers which means I have a chance of defending
his attacks. Unfortunately, I can't attack him through his Ranged
Attack wall either, his PK has taken a toll, and since my Challenges
were all refused I can't bring out more personalities. I egg my
Voitagi exp so I am decent on defense. Then he makes the mistake of
attacking. I know he has no Tsuruchi Technique and because he can't
shoot my Voitagi exp at 6 Force, I think I have the battle. So here
was my mistake- I knew my first action is to Fear the Ashigaru
Archers so my Voitagi wouldn't get shot. So what was my first action?
Pass. Brain fart. So I give him back the game.
3-1

Round 5 Temple of the 9th Kami
When he flips Fushin I know I have to kill Fushin, so I go in but get
bounced. He brings out Fushin and, although I am able to eventually
kill Fushin (twice) I don't have much of an army left after that. I
almost made a comeback when my opponent made some small mistakes and
win a small skirmish due to his Heavy Shadow of Fear resolving, but
he plays Ruby of Iuchiban and removes the rest of my defenders.
3-2

Round 6 Spawning Grounds
Atsuki shows up early for me this game and gets all of the useless
cards out of my hand. I am able to take provinces fast and early. I
Smoke a Primal Rage during the first duel, and the rest of his focus
values were too low to win any of the challenges.
4-2

Round 7 Temple of the 9th Kami
I kill an early (3rd turn) Naka Tokei with I Believed in You. Stupid
Pillar of Flesh gold. He brings out Seppun Jen. I was slightly
threatened but figured I could deal with him next turn. Big mistake.
He Kolat Assassins my Voitagi exp and reanimates. Ouch. Stupid Pillar
of Flesh gold. I bring out Atsuki and, which he tries again with
Written in Blood/ Kolat Assassin, but this time I have a top decked
Feign Death. So I have an edged and press the attack and his only
real defender ends up being Iuchiban. So here is what happened (my
point of view)- he uses his stronghold on my Matsu Matsuro, and since
I am around –19 and I know that one of the ways I can lose is a
dishonored Matsuro, I accept, challenge the Maw, and use my Private
Dojos to beat the Maw (Maw feign deaths). Then, someone behind me
asks me to move my backpack, so I do that, and he plays a Challenge
on Kyofu (as my Dojos are now bowed). I ask for an Open action, which
I know is my right. I didn't get a chance to play one. As so happens,
I do indeed have an Open that would make a difference- Time of
Destiny. He looks through my discard pile and says- Time of Destiny?
I give a non- committal maybe. He is flustered and tells me I would
have never played it if I didn't know he had a Challenge in his hand.
So before we go any further, I have to say that I would 95% agree
with that, because although I am a good player, I am most likely not
brilliant enough as a player to realize that I needed to preemptively
play a card to protect my Kyofu just because my Dojos were both
bowed. Maybe if this were the finals and I was taking all the time in
the world for my actions and analyzing everything, and was smoking
mélange. So I understand his side- but it is still my right to ask
for my Open action, and I know if we asked a judge I would be able to
get the Open action. I ask him if he still wants to play the
Challenge and he does, so off we go to fight. I know through Kamman
that he has a 4 focus value Sezaru's Gift in his hand. I focus a Bane
of the Bastard to tie Iuchiban's chi. He focuses the Gift and I Smoke
it. Now he gets extremely upset (I kind of know that his other card
is very low value as well). I then realize that he didn't use his
Blackened Claws so Kyofu is actually winning the duel (if he assumed
I focused a 4). I remind him about the Claws and let him scratch me,
but he now wants to get a judge. The Claws was more than fair for
letting me have my Open, plus he was probably still flustered. So we
get a judge (Tibbles) to come over and Dan says that my Open action
stands. So we go back to the duel and its still his choice to focus
or strike. But now he wants to take back the entire challenge, and I
do not let him do that, which probably was not right for me to do.
But I had given him a chance earlier to not challenge me and now we
had resolved the duel and he had been Smoked. So Dan comes over again
and is trying to decide how to resolve this. Then my opponent tells
us that he is going to do the honorable thing and let the duel stand.
So we resolve the duel, he strikes and both Iuchiban and Kyofu die.
And I have to state that my opponent did make the honorable choice
and it was the right thing to do, and I know it was a hard choice and
I respect him greatly for choosing to do it. I have the Dark Lord's
Favor to take card of the Maw and I take the rest of his provinces.
Afterwards Kristy came by and said that he thought I was telling him
he had to play the challenge (after the Time of Destiny) but I am
almost positive that refered to later on and not immediately after I
played Time of Destiny. So I feel crummy about how this game
resolved, I did not do the right thing, but I give the utmost respect
to my opponent for making the honorable choice even though it ended
his chance of making elims.
5-2

Round 8 Towers of Yogo
He is running Right Hand and I draw two Banes. So I mess up his early
gold with the first Bane and use the second Bane to set up a two
province knock out turn. He manages to save one of his provinces but
doesn't have any more tricks left in his hand. Osemita is a little
bitch but couldn't stup the powers of darkness from rolling over the
rest of the Scorpion provinces.
6-2

Top 32 Northern Provinces of the Moto
Game 1- Leon brings out Kaneka and puts Gunsen of Water on Kaneka and
takes my provinces. He takes a province that has my Private Dojo,
which I was looking for the whole game and I know I needed it to kill
Kaneka. He brings out Shono exp2, I challenge Shono (dicard 2 cards),
he refuses to put him at negative, and I kill Shono with I Believed
in You. I regain control mid game, but instead of setting up for an
assured province kill with Dark Lord's Favor I rush two attacks and
they both bounce without any effect because Kaneka is able to run
away with the Gunsen. Leon does not see anyone to bring out, but on
my last attack I assign poorly, which forced me to play around a
possible Retribution (that he had in his hand) so I was forced to use
the Favor on Kaneka preemptively and bring out my Ashura defender,
which, when Kaneka attacked on his turn, got sent home. Game.
6-3

Game 2- This one was kind of close as well. I make a mistake when I
grab a Challenge instead of a Steel on Steel, thinking Leon was at
around his starting honor when he was actually at like 12 honor from
bringing people out. So he refuses the Challenge (curses), and I know
I need to pull a miracle so I pop two Personal Librarians (with 1
card in my hand) and get a Shame. Woot. He seppukus and well, I
probably would have just taken it but by now I know his only –HR are
Latomus. My attacks, guided my Kamman, take out his Latomus and I get
this game. Oh and at one point he attacks and I win the battle
because I had the favor and he didn't know it, but he let me use it
anyway.
7-3

Game 3- We have an interesting early duel when Leon tried to strike,
I played Wear Him Down, he Smoked it, I played Wear again, he Smoked
again, and I played a third Wear. Fun, but I think I got the better
end of that deal. He brings out Kaneka and Kaneka wrecks havoc, until
I set up a plan to kill Kaneka. I Librarian away the garbage in my
hand, draw into an Egg and I told Leon "Egg the bitch." So that stops
the bleeding, but things look grim and I am thinking and cursing how
I managed to lose, best out of three, against one of my best match
ups. Did I mention that he also has Chagatai champion out by this
point? I then toss my hand to a second Librarian. My friend Ivan, who
was setting next to me, then called me a dumb ass. So I looked at
what I threw away and it was true- there was both a Shame and a I
Believed in You in the cards I had thrown away, which meant that at
least Chagatai was dead and probably Kaneka too if he had sepukkued
instead of taking it. But not to fear, I had a plan for Kaneka, which
was why I had thrown way my hand in the first place He comes over
and gets his Kaneka killed. . He is not able to bring out his two Qsi
Tsings because he lost two honor when Kaneka died, but keeps the two
copies of her in the provinces because he has a Direct Assault in his
hand. (go go Scorpion spy) I take a province, he brings her out,
drops some item tokens, so he ends up with four personalities with
items that stop my attack, but I draw into a For the Empire with
Atsuki. This ends Chagatai's contribution to the Unicorn war effort
and I go in to take Leon down to two provinces. Next turn he is up to
five weapons and I go in. I have a great hand- I had a Wanton
Destruction, which I knew I needed (and searched for with Atsuki), a
Steel on Steel and two Tireless Assaults. Again I assign poorly- I
know he was killing one unit with Direct Assault, so I should have
assigned both Kyofu and Ashura. Instead I assign with just Kyofu. So
he defends and this is the last battle, and his first action of
course Kyofu gets whacked. Great. So now my only dueler is a lonely
Voitagi who has to take out both of the 2/4 Reizos to win me the
game. I can't decide between the Wanton and the Steel and Steel until
I realize that I have all three Private Dojos out, which settled it
on Wanton. Power up once to win the first duel, twice to win the
second duel, bye bye Direct Assault. I Tireless Kaneka in to clean up
the Unicorn army and then Tireless Atsuki in to make up for losing
Voitagi's force after Wanton Destruction, which is game with a
reserve Ashura for defense.
8-3

Top 16 Shadowed Tower of the Shosuro
Game 1- I blitz his ass and take his provinces. For the Empires take
out his Tanejis and he can't keep any courtiers on board to stop me.
9-3

Game 2- Kageno's first turn is two Imperial Messengers! I take his
provinces fairly quickly, but he flips a Chysanthenum Festival. Early
in the game I ditch Atsuki which was dumb because Atsuki would have
sealed this game for me (to get me to Outmaneuver by Force). He tries
to Aramasu's Ashes my Stinged Kamman and flips a Smokes to it. I can
feel the Shame coming, but when I Kamman four of the five cards in
his hand, I only see a Rhetoric. I challenge his Mikado, he refuses,
I ask him for his honor and he says –15. I Shame Mikado and he
recounts his honor and says actually he was at –5 before the
challenge so the shame is only going to take him to –19. HMM. I let
it go, but next time I play against Scorpion dishonor I will keep
track of my opponent's honor total. I take Kageno down to two
provinces (and have force to kill him next turn). He takes a while,
decides to Ash Kamman again (he drew it with Mikado), gets it this
time, and the card I didn't get from his hand was the Shame. Game.
9-4

Game 3- Kageno gets out Kaukatsu early. I bring him to –11 with
Challenge and Shame on Kaukatsu, and Outmaneuver by Force Kaukatsu's
slander. He claws his way back up to –5 with like two provinces left.
He Maru's my force so I can't Outmaneuver by Force. He then eggs
Kaukatsu and Shames Kaukatsu, double with Messengers and sends 28
honor loss my way. I show Kageno the Shame in my discard pile. So he
goes back, Unrequited Loves a putz (Mikado or Maru), shames the putz
and drops me from –3 to –31. I can't stop the honor loss so I say
good game. I wasn't too upset because it was probably a bad match up
for me, but the next day I realized he didn't take the honor loss for
the Unrequited Love. So I was a little bitter for a while, but I
didn't realize it at the time and I'm sure neither did he. Just a
mistake, although getting K- bombed is a fairly anti- climatic way to
get kicked out of a Kotei. Glad Kageno made top 2 and got the seed,
but next time he should play a deck that can actually beat
Shadowlands.
9-5

Top Crane- Kyuden Doji
We play one game for top Crane, having already agreed to split the
strongholds. Chris' early game was very strong. I don't see any
Outmaneuver by Force so he takes my Ashura with Faith and sacks it to
Refuge of the Three Sisters for another Faith. Ouch. Which he uses on
my next big guy who dies to Lesser of Two Evils. I am running low on
honor, but he has very little defense in his deck, no honor producing
holdings in play and my PK is taking out his chumps. He searches with
Underhand for Shame to win the game, but I pop Personal Librarian
into my Outmaneuver by Force to stop it. Despite Chrysanthenum
Festival I go over the rest of his provinces with little resistance.
10-5

I had a great time and I'm proud that my two L5R homes Castro Valley
and Sacramento were well represented in the top 16- Sam, Ridwan, and
Kellen from CV, John, Ash, Davey, Aaron and Bryan from Sactown. I saw
many, many familiar faces. Damn this game hooks you for life. And I'm
always pleased to meet both new and old Crane players who weren't
afraid to represent in this dark era.

The game is awesome after Hidden City. Straight up, old fashion
Tsudao Crane honor run is definitely one of the decks to beat now
that everyone's figured out Kaneka's bane.

Leon- by Lady Doji's grace please stop playing with honor
requirements!
3/19/2005

Looking Backward. Looking Forward.

When Diamond Edition was announced, I posted on L5R-CCG an article about the flaws and merits of Gold Edition, to express all those pent- up ideas that I had been engaged in while playing in that environment. You can find that post here. One thing that has changed is L5R discussion has moved from mailing lists to these message boards. Let’s kanpei to changes and new eras!
Contents:
I. Earth: Gameplay Problems with Diamond Edition

II. Fire: Story and Flavor Issues with Diamond Edition

III. Water: Marketing, Promotion, Sales and Management Strategy Flaws and Suggestions
IV. Air: Diamond Environment’s Contributions to L5R Gameplay

V. Void: Future that the Wind Brings: Lotus

Earth I.
Gameplay Problems with Diamond Edition

It is obvious that Diamond Edition was well- intentioned, but it is also fair to say that unfortunately it was poorly implemented. The card selection for Diamond was the best yet for a base set. A huge variety of strategies and interesting decks were supported right from the beginning, and the set was deep, lean, clean and trim. I can’t adequately express how excited my playgroup was about this new set- new champions for each clan, power cards like Feign Death and Wedge to complement old and new staples like Iaijutsu Challenge, For the Empire and Fall on Your Knees, and a noticeable and appreciated concerted effort to support the Dragon Clan, long acknowledged to be the most troubled of the Great Clans. We merrily replaced Superior Tactics with Running Engagement in our decks. However, the main gameplay problems that have since degenerated the environment were present from the very beginning, some of which became even more exacerbated as the environment developed. Perhaps what subconsciously poisoned the Diamond environment in the mind’s of the players were the overwhelming expectations created by Diamond Edition’s promotion. Players had in their mind an impossible ideal of what the Diamond environment could be. The fact players could see that ideal on the horizon made the Festering Pit which made impossible ever actually getting to that ideal, even more bitter.
a. Card Draw Rampant

The most fatal flaw of the Diamond environment stems from negligence on the part of the various Design teams by introducing obscene amounts of card draw and card search in the environment. Perhaps, like Diamond Edition itself, it was good intentions that lead Design down a dark path. A lot of these cards were intended to make Enlightenment more viable and rewarding, such as Introspection. Unfortunately military and honor strategies can use these cards just as well. However, some of these cards were just lazy designs. Instead of doing the hardest work of coming up with original ideas worth playing with, a lot of these cards such as Fury of Steel, Silent Warriors and Henshin’s Amulet, were weak effects that had card draw tacked on to them to make them playable. Finally, these cards were not checked because Design did not realize (the alternative would be that they did not care) the influx of these cards would have the effect of breaking the environment. New cards like Well Laid Plans and Legendary Confrontation really disappoint me because they show me that Design doesn’t realize these cards are the ones that are ruining the Lotus environment even before it begins. Card draw and card search is the backbone of most combo honor bombs, non- interactive decks and control decks. For more concrete evidence, let’s look at WWE Raw Deal CCG and Magic: The Gathering. The aspect that all these CCG’s have in common is that each player normally has an unlimited number of actions. Card draw is much less of a problem if the number of actions have natural or hard limits, such as Netrunner, or in some respects Warlord and Lord of the Rings CCG. What breaks those CCGs are effects that break the hard or natural limits on actions, such as Behlial decks in Warlord and Moria Swarm in Lord of the Rings, which generates infinite Shadow tokens and draws/ recurses nearly the entire deck. Raw Deal exemplifies the problem- there is no resource limit in Raw Deal. As long as you keep on drawing cards into your hand and your opponent cannot stop your turn by reversing your cards, you can take infinite actions and win and your opponent cannot stop you. Most of the “negative experience” decks in Raw Deal 1) Draw tons of cards, 2) Use some of those cards to discard the opponent’s hand and 3) kill the opponent through a 1 shot combo 4) in one turn, as soon as possible. If you know Raw Deal, you know the decks I’m talking about: Premiere Raw, Trish Stratus Tables, Goldberg Tables, Stone Cold/ HHH before Backlash, or RTC, Kurt Angle, Edge and Evolution plunge dcks. In these CCGs, card draw and search fuels these type of decks because without card draw players would normally run out of actions. Magic: The Gathering balances these “cantrip” effects by giving them extra casting cost. Mana is the limited resource that checks these decks and abusive combos in Magic tend to revolve around generating infinite mana and recursion. L5R is like Raw Deal. A lot of the time these cards don’t have Gold Costs. It doesn’t really take that much card draw to make these decks work. As my friend Ivan Jen once explained to me about Magic’s Graveborn Muse, and 7th Sea’s Speed Boarding strategy illustrates: Card draw draws into itself. Card draw and card search are very valuable to giving a CCG strategic depth. I believe Walking the Way to be one of the most skill intensive cards ever printed for L5R. However, they need to be aggressively limited and checked by appropriate costs. 

b. Peasant Revolt

Diamond Edition messed up how personalities are costed. Each clan except Ratling had a limit to the number of “boxable” personalities they had access to. Unfortunately, the personalities chosen were some of the best and aggressively costed personalities since Imperial Edition. Normal non- boxable personalities can’t compete with Maru, Nobumoto, Aoiko, Voitagi, Nagori, and any of the Phoenix and Dragon boxables. Clans with mediocre boxables such as Unicorn got left behind. Design had to create non- boxable personalities on steroids because of this, which is why you eventually end up with personalities and mechanics like Shosuro Mikado, Saori, Loruko and Tarako. Boxables don’t have to be outstanding to be playable. Had more reasonable boxables been chosen for Diamond Edition, a lot of the balance issues in the Diamond environment wouldn’t have occurred. Unfortunately it appears a lot of these overblown characters with seemingly futuristic technology (I’ve heard explanations for Tarako ranging from “bazooka” to “orbital rail gun”) are staying with us for the next two years.

c. Battling the Voices

Exacerbating the problems with card draw and card search was Voice of the Emperor. Sure, all of the Winds are strong. However, I know from my experiences playing Crane during Open that card draw was the most powerful function of the Imperial Favor. Voice of the Emperor married that ability to an equally powerful ability to put Elemental Rings into play without paying their normal cost. The problem was never with Gunsen of Water- needing the Ring of Water in play is a reasonable alternative cost to playing the item. Voice of the Emperor, by satisfying the cost of putting rings into play, actually acts as cost reduction. Introspection is an action that should at least cost 4 Gold, same as Walking the Way. Instead Voice makes it “free.” Voice military and Voice combo decks dominated huge parts of the Diamond environment. Voice of the Emperor should have been recognized as the source of the problem and corrected, but it wasn’t.

d. Stale Wind

Perhaps the most unintended of all side effects, yet one that has seriously impacted the play value of the new expansions, is the push to solidify the wording on L5R card text. This is the most abstract of all my points, but please bear with me because it is one of the most important. Cleaning up the templating and wording of L5R cards acts to define the relationships between the cards. Another way of saying this is that, by limiting the vocabulary that can be used to describe card effects, you also essentially limit the ways cards can interact with each other. Language has a huge impact on how we think. By limiting language, we are also limiting the ways we can think about card interactions. Designing L5R becomes more “bottom- up” than “top- down.” When L5R was first designed, it had the most freedom to design “top- down,” because if the designers wanted an effect such as Iaijutsu Challenge, Remorseful Sepukku or Sneak Attack, but didn’t have the rules to support it, they could create rules on the spot. Creating rules creates the language needed to create these cards. However, when language solidifies such that personalities can only be “bowed, sent home, moved or destroyed in battle,” the creativity well dries up fast. No longer does the game have infinite room for expansion. Instead, card design turns into matching up a cost variable with an effect variable and you end up with something that makes absolutely no sense like Turako blowing up regions to PK anyone in play somehow. Creating new ways to destroy or bow cards or gain honor doesn’t expand gameplay. Later on I will point out the ways that gameplay has expanded in the Diamond environment. Design needs to think outside of the box. “Bottom- up” and “Top- down” are both boxes, but “Bottom- up” is the most limited. “Top- down” designed cards are essential to L5R’s growth. Players want a balanced playing field, but that is only one of the obligations of the design team. Design must also create new ways, new language, for us to think about the game.

Fire II.

Story and Flavor Issues with Diamond Edition
I have a lot of faith in the story team. The writing on the fiction is top- notch. However, despite this, a lot of players feel that L5R has lost its flavor. Here are my two reasons why.

a. Telling the Tale

When L5R began, the storyline literally helped sell the expansions. Major events in the storyline were tied to the release of each expansion. Players knew from the Clan Letters, the promo flyers and the rule book fiction how each expansion moved the storyline. Players looked forward to the “return of the Scorpion” in Honor Bound. Not only did that occur in the story, but the Scorpion received their stronghold in that set. There is no longer that sort of coordination whatsoever. I still don’t understand who Naseru was mad at during Wrath of the Emperor, or what role Ichiban’s Citadel, Kyuden Bayushi and Shiro Giji played in invoking the ire of the Righteous Emperor. In An Oni’s Fury, Okura’s corrupt magicks resulted in The Kitsu Tombs stronghold and the event Fall of the Lion Fortress. I love that there is now weekly fiction because it is all online, but L5R sorely misses the coordination and impact each expansion has on the storyline. Enemy of My Enemy? Who is the enemy? Who am I? Am I the Crab, Ratlings and the Kitsuki, or are they the enemy? L5R is not like Warlord where know one knows or cares why expansions are named Sneak Attack and Counterattack, but even Warlord expansions are doing a better job of coordinating story and expansions- after all, each new Warlord’s role in the global conflict is clearly explained.

b. Soul of the Empire

L5R used to have personalities that we cared about. Sometimes they were featured in the fiction, but most of the time it was something as simple as an endearing flavor text or an uncommon trait. We love Uji because he was the common soldier and the flavor text reflected it. We didn’t know Iuchi Shahai was going to be the reborn Daughter of Fu Leng, be we loved her picture and her quote. The new personalities printed are no longer people we have any attachment to. They have no history and no explanation. The only way we relate to them is by gameplay and mechanics, and perhaps if they have remarkable art (like Matsu Nimuro). I can understand that it is very difficult to give each personality design comes up with personality, but it surely is appreciated. Isawa Sachi is one of the best personalities from the recent sets, and his story is much more important than his game mechanics. I just wished that Daidoji Takihiro had something more important to say than, "Do not make the Daidoji regret protecting you, Cornejo." Like Takihiro, the Soul of the Empire is slipping through the cracks. Each expansion is an opportunity to introduce the players to 60 new potential heroes and villains, people we ought to be interested in. Instead, we might put them into our decks, but they are nothing but tools.

Water III.

Marketing, Promotion and Sales Strategy Flaws and Suggestions

a. Block Rotation

I’ve written previously a long post on Kobune Port the many problems with Block Rotation. I will list the most damaging problems I am concerned with. By reducing L5R to it’s basics every two years, expansions are concerned with balancing the environment and building up the power level, instead of growing gameplay. Players do not get their money’s worth out of the cards because L5R has major differences from Magic- why buy L5R cards when you get more potential play value out of Magic cards? Problems that take a long time to analyze and surface by players and Design can’t be addressed in a timely fashion. For those who are interested in specific arguments, please refer to that article. Each new base set should be a reprinting to help new players into the game, introduce the best cards back into the environment and reflect gameplay growth from the past two years. Since that post, I have been convinced that instead of a Block Rotation, L5R should have Set Rotation (it was originally Steve Murray’s suggestion). When ever a new expansion comes out, retire the cards in the oldest expansion. The best cards of the retired expansion should be reprinted in the latest base set. From a logical standpoint, this means each set has the same play value life, instead of sets like Hidden City getting short- changed. It also means less dramatic change and players less likely to see a new base set as a time to leave the game. You get all the benefits of having a Block Rotation with none of the problems. What are the drawbacks? It requires Design to work harder to insure balance in the environment, because there is no longer a “reset crutch” to solve problems. The benefit? There is much less pressure to deliver a “slam dunk” base set, as there was with Diamond and as there will be with Lotus Edition. If I had a say in it, Lotus should consist of 1) the best cards from Diamond Edition, 2)  reintroduced great cards from Open and Gold, including KYD, Heaven and Earth and Fall of Otosan Uchi (I am personally lobbying for Bad Kharma, Test of Honor and Seize the Day [I think]), and 3) the key cards from each expansion from Winds of Change up to Wrath of the Emperor. KYD and Heaven and Earth would be retired when Lotus Edition is introduced. FOU is retired with the 1st expansion after Lotus, WoC with the 2nd expansion, ToB with the 3rd expansion, etc… Some might argue it would be more confusing for new players because Bugged cards would no longer work, but honestly since the internet is vital for playing L5R on any sort of non- Openesque level anyway, that is not a great argument. Base sets should not be an opportunity for Design to completely change the direction of the game. L5R doesn’t need that to happen. Even in Magic, Block Rotation and new base sets are completely separate issues, and there are important reasons to keep them separate.

b. Card Volume

Magic has multiple teams working on multiple expansions simultaneously producing three sets a year. L5R certainly does not have the manpower to keep up with that kind of schedule and it shows from balance issues to story issues to production issues. The product does not speak for itself right now. No one is, at least I am not, saying that the wrong people are making the game. The issue is not talent or experience- it is manpower. An argument I have heard is that, why should AEG put out less material, if it would mean less profit? AEG has investors who expect as much return as possible. I don’t feel AEG has a right to greater profit from L5R if it leads to an inferior product, but that is not even the main issue. None of the other small to medium sized gaming companies putting out CCGs that their player base is content with is churning out four all new 100+ card expansions a year- not White Wolf’s Vampire, Comic Image’s Raw Deal or Fantasy Flight Games’ A Game of Thrones. Besides this, environments need time to mature and stabilize. Players are not comfortable buy new cards if they haven’t had the chance to integrate the previous set yet. Unfortunately, the perception is that until AEG sees a reduction in revenue they will not change this policy.

I suggest that AEG should put out 3 expansions a year. However, make these expansions bigger expansions. Instead of a new stronghold for just 3 clans, make a new stronghold for every clan. This means that every player has something to look forward to, which means increased sales. This means that it will be easier to maintain a balanced environment. This means that players are getting more gameplay value out of each expansion. This means players are getting more choices as to which stronghold to use. This means players aren’t stuck for a year with an unpopular stronghold. Perhaps someone who knows it can inform why this would be more difficult than 4 expansions every year. Each Warlord and Spycraft expansion has new warlords and leaders for each faction. I understand that they don’t have as many factions as L5R, but L5R also has a bigger playerbase, correct me if I’m wrong. I’m not sure what the major differences between six and ten are. 

Does AEG plan to come out with four expansions with Warlord and Spycraft every year? I don’t think they are, and correct me if I’m wrong. If AEG has a responsibility to it’s investors to produce four expansions every year, doesn’t it have a responsibility to do that Warlord and Spycraft as well? I think AEG is treating it’s Warlord and Spycraft player base a lot better because of less expansions and it is supporting everyone with those expansions. Damn right if that seems unfair to me.
c. Back to Grass Roots

One of the reasons L5R survived the first CCG glut is the dedication AEG had in promoting and demoing the game store to store. I think L5R needs that sort of promotion again. A lot of the player base is disenfranchised, but a massive promotion would change that. It’s not enough to rely on the Bounty Hunter Program. AEG needs to reinvest back into the product directly. What I would love to see is a tour. So I propose this kind of promotion, similar to what Warlord has and Decipher’s Black Rider Tour:

Gempukku Event- Can You Pass the Test Against the Best?

AEG should invite the most reknowned players and the Design Team to tour the United States, Canada and Europe, visiting as many of the stores and playgroups that support L5R as possible. The purpose is the Gempukku Challenge. Dedicated tournament players dream of testing their skill against the best, and AEG brings the best to them. There will be three teams that travel through US West, US East and Europe over a period of three months. These teams visit the stores that support L5R, and the players have an opportunity to a Gempukku Challenge. They play one match against one of the Tour members. If they win, they are enrolled in a group known as Samurai of Rokugan. Throughout the year, Samurai of Rokugan get to vote to effect the storyline. The promotion rewards the players who are dedicated enough to the tournament game to defeat one of the tour members. A tour member may choose to give a defeated player 1 rematch, but no more. Also, some players who do not pass their Gempukku Match are enrolled as Courtier of Rokugan and participate in other votes. Regardless, players who participate get promo cards etc… International and other players who don’t have the opportunity to attend these events might be ge6able to enroll during Kotei, Origins or Gen Con. This gives players an opportunity to meet, play matches and chat with L5R Designers directly. This allows the Designers to meet the player base, hear their concerns, and have first hand experience of regional metagames. It gives players something to look forward to and something to prepare for, because this is a test of all the work that they’ve put into the game. It rewards the store because these are very cool events and a lot of players will want to show up. Ultimately it will help get players interested in L5R again and rewards players with their own special match and memory of that.

Air IV.

Diamond Environment’s Contributions to L5R Gameplay

a. Enter the Dragon

One of the best things to happen to L5R in Diamond is the Dragon Clan found their niche- Fate deck manipulation. Dragon should continue to have the best access to card draw and card search of all the clans- it will give them a definite edge and insure that Dragon continues to be a viable clan, in the same way that Honor insures Crane to be viable. If any clan has a right to create a viable combo bomb deck, it is Dragon.

b. Raid is Here to Stay

Raiding is brilliant. It’s probably the most creative and expanding idea for L5R since Imperial Edition. It has the potential to change the game even more than Senseis. Now that Raiding has been introduced, I see it as an aspect of the game in the same way that I view dueling or magic. The Mantis Clan should not be the only clan to be engaged in Raiding, but they should be the masters of it- like the Tacticians of Raid battles. Raid was disserviced by being simply a small part of Web of Lies- an entire expansion should be devoted to exploring the possibilities of this mechanic, fleshing out each clan’s relationship to it, same as dueling and magic. Raid also finally gives purpose to Ranged Attacks, which have too long lacked mechanical purpose similar to the Dragon Clan. Ranged Attacks are normally inferior actions in battle, but they are the best kind of actions during Raid battles. Raid is brilliant. It is something that I could have never come up with, but it makes so much sense from both “top- down” and “bottom- up” aspects.

c. Formations

Formations are another great idea, and there is definitely room or expansion here. I wish more has been done with them, but I have faith that there is a ton of potential here.

Void V.

Future that the Wind Brings: Lotus

a. Current Trends

Other than some exceptions, the strongholds from Enemy of My Enemy and Web of Lies are weak and narrow. The design strategy right now is to print weak strongholds and support with strong personalities and actions. I think the justification is that, instead of errataing an unbalanced stronghold like Kyuden Ikoma and Kyuden Bayushi, it is better to errata an unbalancing support card like Tarako. However, the draw back is that Design, instead of giving players the tools to build decks, make decks that are mostly pre- assembled. I think it makes it easier to balance the game, but it also takes a lot of fun out of the game. I like strongholds that have an effect in themselves, instead of relying on the power of their support cards like Aramasu’s Pride, City of Remembrance, Kohl Walls and the Kitsuki box. If a stronghold has something for it going by itself, players are always going to go back to it. However, the new types of strongholds are “flavor of the month” and once either they stop being supported or something better and newer comes out, they are dead cards and waste of paper. Part of why Raw Deal is able to support that much variety and still be relatively balanced is that most superstars such as The Rock, Kane, The People’s Champ, Christian, Edge and Test have abilities and gimmicks that insure they will always be considered in the metagame.

b. Expectations

I hate how AEG is building up super high expectations of Lotus by saying how great it’s going to be and how it is going to solve all of Diamond’s problems. Maybe not in those exact words, but they are using the reset as a crutch for Diamond’s current problems. Lotus Edition doesn’t deserve all this burden that is being placed on it. AEG needs to take some of the pressure off of Lotus and address issues now, or else it will be impossible for Lotus to meet expectations.

I hope this article was enjoyable, readable and get people thinking. I hope it actually makes a difference, because it took a long time to write. Some of you know that I’ve been in China for the past four months, so I don’t have any right to say much on what is currently going on in the environment. Some of you who are reading this might dismiss this article because you feel I have conflict of interest here. Please don’t. I won’t deny the truth that, yes, I would love to be on PDT and design L5R cards. To be cool and quote filmic Tolkein, “I do not deny that my heart has greatly desired this.” And to some people who know even more of what’s going on and know that due to events that have no right to be disclosed I am angry and disappointed by some people related to AEG, I admit the possibility of conflict on interest there. There is no point in denying that I want to see some of the ideas I’ve suggested implemented. I tried my best to put things aside to write this and there is not way I can guarantee there is no bias. But even if it’s there it’s not my intention for it to be there. Take from my words whatever worth they have if it makes L5R a better product. That is my only wish in writing this. I’ve no wish to harm AEG or attack anyone on PDT. I sympathize and understand their wishes and intents too much to ever wish that and I hope the way I’ve carefully stated things reflect that. I put the work into this article because it is something I’ve wanted to do for a long time, I still have love for this game and if I hadn’t gone to China I’d have never have appreciated how much I’d miss it.

I appreciate the PDT for speaking so frankly, honestly and openly with their past few articles and posts. I could not have written this article with the same openness and directness if it weren’t for their example.
5/7/2005

What can AEG do to make L5R more fun? 

1) Get a L5R television show. I'm being serious here. Monday Night RAW and Thursday Smackdown! are a big part of what I enjoy about WWE Raw Deal. I love seeing the wrestlers I play in the CCG kick ass on TV or PPV. I love pinning my opponent in the CCG with Christian's Unprettier or Hurricane's Eye of the Hurricane, even though mechanically they are the same as every other Trademark finisher. Tie ins make games more enjoyable. Even whenever I play Baldur's Gate 2, I get a yanking to play Warlord, and vice versa. I suspect that Star Wars TCG players get similar enjoyment when they use the Death Star to bombard the Rebellion and Lord of the Rings TCG players when they exert Arwen to heal Aragorn. And don't say that it's financially impossible for a small gaming company like AEG to get a television show because I've just spent the last five months in Beijing researching this for AEG and I've given you guys all the information. Ask Mr. Zinser what happened with that. The only problems are internal, not financial. 

2. Achieve parity with the other major CCGs in the industry. Magic isn't the only other major CCG on the market anymore, and Wizards isn't the only other major competitor. There is Vs. as well as the other CCGs out there with stable audiences and growth such as Raw Deal, Game of Thrones, VtES, whatever. L5R doesn't have to take Magic's lead, and its apparent that a majority of L5R players doesn't want the L5R experience to be like the Magic experience. However, each of the other CCG's out there offers their player base something that L5R doesn't. And a lot of those things- Draft, Multiplayer, Media Tie In, Tournament Rewards, Well Designed Sets, whatever- are definitely possible for L5R. Keeping up with L5R is more costly and less rewarding than it used to be. 

3. Split the tournament scene by experience. Run two tournaments for every major tournament event- one tournament for players who have played for less than three years, and one for everyone else, with equal prizes for both. Of course, anyone would be welcome to play in the "more experienced" tournament, but this makes sense and will make tournaments more enjoyable for both kinds of players. 

4. Get better marketing. L5R players should not be burdened to promote an under- marketed product. That's not fun. This is where AEG needs to reinvest the profit they've made from the game back into the game instead of into other ventures. Warlord got it's Tour- now it's L5R's turn. 

5. Find and fix the problems with design, playtesting and production. I can't tell you where the problem is. I can only guess, and that is all it would be. You are best in charge of finding the problem and fixing it. I *can* tell you that the problem exists and it makes L5R an inferior product than it used to be. So find the problem and fix it before it messes up Lotus Edition and the next two years. 

I wrote a long article last month about the strengths and weaknesses of the Diamond environment. Looking back, the biggest problem with the Diamond environment was that Diamond Edition was too complete. Diamond Edition itself just had so much depth- it encapsulated L5R's entire eight year history and growth as a game. This made Diamond Edition extremely difficult to expand from, because it was already so complete. Reign of Blood was actually a very good expansion- it rennovated holdings and added a lot to gameplay. Hidden City actually didn't add so much that was new, but because it corrected Diamond Edition's inbalances, it ended up with one of the best enivornments in L5R's tournament history. However, this flaw with Diamond environment has become apparent with the last few sets which have really paled in Diamond Edition's large shadow. They can't make a dent, because they are measured up against a game that had a history of eight years. 

This is an unsolvable problem of having the base set which encapsulates the game's history also serving to reset the environment. The problem is that the expansions are too hard to design if you do this. It's hard enough to come up with original ideas, but it's unfair if those ideas have to compete against now ten years worth of original ideas. Anyway, Lotus will have this same problem so you guys must come up with a plan to deal with it. 

Hope to chat more with you at the meeting on Tuesday!
5/25/2005

	Shinjo Arasaka wrote:

	Given L5R's emphasis on faction loyalty, cutting factions is real sore territory. I still wonder however if they could think of a way to trim factions down to 4, 5, or 6 they'd have a much better game. They may not need to cut factions from the game per se. 




I feel you are completely wrong on this point. 

Introducing new factions kept this game alive and allowed it to draw in new players during it's first four years. 

Gold Edition was a period of stagnation because new factions were not introduced and Design had no room to expand. 

Diamond Edition suffers from forcing growth where there is no territory to expand. Instead of expanding laterally (expanding horizons) most of the cards instead simply escalate power level. Design is trying to make every card playable because they are worth playing in a competitive, when they should be making cards that are playable because they are unique in function. They should be designing "y" cards instead of betters ways of doing "x." 

New factions give design room to expand. Less factions forces design to create under restraints. 

Raw Deal comes out with 8 new superstar cards (although some are updates of old superstars) as well as new ways of playing almost every superstar (such as Back to Basics, Heat, Chain, Neutral), i.e. gimmicks, every set. 

A Game of Thrones has become a better card game through slowly introducing new Houses. 

L5R was at it's most exciting and enjoyable for me when there were things to look forward to every expansion, and new factions were a major reason for that. 

I don't hate the new sets. Enemy of My Enemy is a thousand times improved over Web of Lies. But I feel it is a mistake to constrain L5R to 6, 8, or 10 factions. 

In fact, I was chatting with my friend Ash and he said, "AEG should do something radically different, like get rid of the clans." So we came up with an idea that let's get rid of the clans and only keep the families. Each player gets to create his own clan by choosing 3 families. The largest family from the old clans would not work together (i.e. Doji and Bayushi for instance) but you could choose a major family and two minor families to customize your strategy. 

I think the source of L5R's intrisic design problems were that the clans weren't designed to be balanced once the environment stagnated. They weren't ideas meant to be revisited over and over again. Magic's color wheel is different because the colors are designed to balance and counterbalance each other. The Clans were never balanced with each other. 

Cheers, 

Asahina Daisan 
Crane Seer
6/17/2005

I have a long post and no good place to start it. 

I've been enjoying L5R less and less as a game, but it has nothing to do with L5R itself. Rather it's because my perspective has changed over the past year. Watching the NBA Playoffs this year, I realized that so much of what turns competition into drama is the demand of one's ego. What difference will it make to the world, or even a particular NBA player's lifestyle, if he never wins the NBA Championships? Isn't it silly to care if Gary Payton will never have a ring? This realization changed the way I viewed competition and my enjoyment of L5R. I feel it is a waste to direct my passion into competition of this, in the grand scheme of things, meaningless game, and hence, my enjoyment of the game as diminished. 

I hope that will help explain my view, that each player derives their enjoyment of L5R not from the game itself, but because it satisfies their ego. Without that ego painting meaning into everything, any card game becomes, as one ancient ad in Inquest magazine put it "Tired of tapping RRR to Dragon Whelp?" 

At some level, L5R is enjoyable to players who see it as a series of worthwhile challenges. An important point is that these "challenges" are entirely created by each player's ego. I strongly believe that the concept of the game being a "challenge" is instrumental in maintaining the passion of a new L5R player. I think that for a clan loyal tournament player, the challenge is winning within the limits of their clan. Perhaps for the semi- pro players that we have in this game, the challenge comes from winning in a tough field which contains other players that they've come to admire. Each player creates their own challenge and if they ever meet that challenge had had no more challenges, perhaps the game would no longer be worthwhile. Because it is completely internal, I believe players look more for self respect than the respect of their fellow gamers. 

Perhaps this is more true for those of us who started this game 7-10 years ago than the player today. I have long worked on a theory of L5R, that the nature of the L5R experience is shaped by the traditions formed by the first communities of L5R players when this game just started. L5R was always an alternative to M: tG back then. Where I played, you celebrated when you discovered another L5R player! I played L5R whenever I had the chance! After all, you can play Magic any time. For instance, one of the strongest traditions that's survived to this day is travel. Now it's not so hard to find a place to play L5R, but back then we were so in love with this game that traveling half a day would seem worth it to play. I'm fascinated with this idea of traditions. 

Tying this idea of challenges to the theory of traditions is that when this game begin, it was brutal. I can't imagine a player back then sticking to this game if they weren't hooked by the challenge aspect. So those type of people I think were the people that were first drawn into L5R. I'm not sure that is the case anymore; in fact I am inclined to think otherwise. I've been spending a lot of time on #l5r lately and meeting a lot of newer players who have extremely different expectations and perspectives on this game. 

On the virtues of clan loyalty, I have been fortunate to associate myself with the Crane all these years. How simple I must sound! But simple things bring me happiness because of that association. Recently it made me so happy to see Les Purcell, an icon of the Crane Clan in California who I was honored to meet last year, take top 3 at NorCal Kotei with Crane. My clan has always had no shortage of heroes for us to take pride in. I know that of all the glories that have been claimed by the Crane in 10 years, I am most proud that we have always, unfailingly, claimed and defended the Emerald Championship. Three times we have been challenged, and three times we have risen to the call. This means so much to me that it's one of the things that would actually upset me, if Crane was not viable if the challenge is called a 4th time and we were not able to defend the title. 

In conclusion, I think clan loyalty enriches the L5R experience, both internally and externally. There are two things that make the L5R experience stand out from the experience offered by the other card games on the market, and those two things are clan loyalty, and the L5R players who are playing the game at the highest level. Those are the only two things that make L5R the card game worth the money and time one puts into it, compared to the other card games. 

The romance of L5R, the grand delusion, the perfect drug of the ego, perhaps can be described by Ralphie's favorite line from Gladiator: 

What we do in life echoes in eternity.
