Designer’s Notes for the Nippon Selector.

With the success of the Araby lists behind us and the excellent collaborative work the oriental development group had achieved it felt time get stuck into everybody’s favourites; Nippon & Cathay. And therein lay our first problems: Two Realms or One, which one first, are they interdependent, and which historical era would be a role model, arquebus armed troops or not? Everybody had an opinion! Which was good but no sooner had a consensus formed and progress threatened than some new blood would join the group and yet another view would open up the debate. Fortunately things did calm down and progress was made – sometimes in great insightful leaps, at other times small incremental tweaks. 
So back to the fluff and the old Warhammer view of Nippon. First we elected to develop the two Lists as they are indeed two nations; Cathay being an Imperial power and Nippon, whilst having an emperor, being a feudal state. Nippon is a divine land, the land of the gods and kami. Not big gods like Greek Mythos but a land teaming with divine aspects, shrines and offerings to small gods; hearth gods, tree gods, gods of the field, a rock, a cave, as well as of entire mountains and aspects such as the harvest. The Nippon Emperor and all the Clan Families claim lineage from the gods. The higher the family the higher the god they claim dependency from, the Emperor’s being descended from the sun-goddess.  The two nations are linked by trade and culture, Nippon often copying and shoehorning Cathayan values into its unique culture, religion, administration and political life. Thus we had an interdependency regarding the lists. We invented an aspect called ‘Advisors’ and discovered that it worked well for both of these armies but in slightly modified forms.
The ‘Advisor’ was designed as an add-on feature for a character – one per 1000pts and for Nippon called ‘Retinue’. In Nippon culture it would allow heroes to bring aspects of their feudal patronage to the battle-field – such as mages, soothsayers, etc. without the need to represent non-samurai and hence 0 command value characters. After all what self respecting samurai would take an order from a member of lower less honourable class (Ninja also being of no-honour). Of course if a samurai champion has brought a bunch of “trades-folk” with him he can hardly run around on a monster mount. Hence, retinue are classified as mounts, thereby using the inherent limit of one per character. The Advisor concept is even richer in the Cathayan list and there termed ‘Courtly Advisors’.
So it’s Imperial and Feudal at the same time eh? So what? Well, we have one other example of a feudal society in the GW mythos and that’s Bretonia. The over-riding army rule being that the Break Point is measured only against the Lords and Masters and not the lesser riffraff. Symmetry is its own harmony and so we promoted the same rule for our Feudal Island race at the other end of the world? Regardless of the differences between the Chivalric and Bushido codes we need to follow the reality of owners and owned. If the landed-overlords leave the field then there is little incentive for the non-landed to defend what isn’t theirs and will merely return to work the same fields but under the ownership of a new lord (most likely the winner of the battle) fighting whom would mean rebellion and liable to execution. 
Ah but aren’t samurai more obedient than the Knights of Bretonia and aren’t some of them foot troops anyway? Indeed they are. Samurai are not compelled to charge on initiative – they do have an arrogance but it is tempered by obedience. Samurai on the other hand are honour bound, they do not like losing face. As a result; they suffer one dice less on driveback penalty, cannot evade on initiative and must pursue when they can. This compulsion to pursue is based on the need for each samurai to claim heads, the main way a samurai’s performance is measured and hence rewarded is based on his personal head-count and value of the specific heads taken. When combined with the special BP rule this helps prevent commanders from hiding their 1 and 2 stand damaged units.  We toyed with a compulsion to advance – and may yet put it back – but found it very weakening in a lot of tests.
It was also decided to retain the feel of the samurai armies around 1000AD – thus the bow is a weapon of honour and the prerogative of the samurai – both mounted and foot, no bows for ashigaru. All this adds up points-wise. We felt that whilst armoured it is not full plate, there are no shields and the horses are not barded, mtd samurai wear lighter armour than those who prefer foot action – so 5+ armour save both for foot and mtd samurai.  Then comes the swordsmanship bit. We could have made the stats a simple 4 attacks and 1 shot – but that would have been too incredible. The compromise was to give all samurai (Ronin too) a +1 attack per stand for the first round of combat – attack or defence. “Ouch”! But it is costed into the stats, we think. It means that samurai hit hard and hurt just as much when hit – but with a compulsion to pursue they fall apart just as quick – even when defended. They may well be hard to shoot out or dig out from defended positions – but all you have to do is lose a round of combat and out they come after you hunting for heads. 
Many of the armies of Nippon are not secular forces but answer to the strong religious sects of the islands. The tax breaks afforded to the monasteries are so inviting that many of these religious sects are nothing of the sort. Rather than create two lists or just a samurai list with the odd unit of fanatic monks we went a step further – we made one list with options. Why? Well samurai armies led by Daimyos often used monkish forces and Abbot led monk armies used hired samurai and ronin, moreover, many of the monks were simply samurai with robes over their armour. Monks like this we treated as stoic rather than honour bound as robes contribute to the anonymity. They are still just as good at fighting and so get the +1 expert swordsman bonus. 

But what about the BP? Simple; if your army is samuarai heavy then BP is 50% of samurai units (not Ronin); if your army has more monks and temple units than samurai then the BP become 50% of monks and temple units and the army is led by an Abbot not a Daimyo – more of which later. 

Confused? You won’t be once you try it out. It’s harder to describe than it is to show by example. See later.

There is a fundamental tension in the list – Yes there are some nice features but picking too many extra goodies from the religious side impacts the secular BP. Conversely Monk heavy armies often want some cavalry and so look to samurai forces to supply this facility.
Cheap secular troops come in the form of ashigaru, lightly armed non-landed foot troops hoping to take enough heads to one day become samurai. Better armed than ashigaru are the ronin or ‘dishonoured’ samurai, just as good as samurai but not honour bound, therefore they do not get bows at a unit level and do not contribute to BP. However, in play-testing they proved useful to both styles of army. 

Looking at the temple troops we have ordinary warrior monks as already discussed and Zealot Monks. These zealots are your fanatic’s fanatic – so mad that shooting at them often makes things worse – they are driven forward by shooting attacks.  Then we have the shrine option – this is a powerful icon that both allows dispel attempts as per a runesmith and removes terror effects from the unit it joins. We decided not to make it a mount but make a unit carry it as a skirmish stand. It worked very well in playtesting – more tensions: Samurai armies need to pay for a non BP Monk unit to carry the shrine. Moreover, to gain from the no-terror effect you end up risking a key dispel ability. Also if you have a shrine you can’t have a sorcerer retinue in your army. Quite simply you are either anti or pro magic. Note: Mystic are not sorcerers – they see the future by communing with the local divinities. 
In order to up the BP of a temple army an Abbot may be tempted to summon things that should be left well alone – Imps and Oni. Armies that raise their BP by the unnatural inclusion of demons could be said to be a tad too close to the call of Chaos. Many northern parts of Nippon are over-run by demons that have escaped their summoning bondage. The figure range already has many models that will substitute for Imps – Forest goblins with red skin make ideal ‘lesser-oni’ or temple imps and the new Chaos demons fit right into the greater or temple-oni slot.

Temple-dogs – well what can you say – animated stone guardians of the temple – cool eh. Not quite cavalry though. But I reckon it’ll be great model and the modellers will be watching the Lara Croft DVD a lot.
Tengu are another creature from myth – half man half bird. They fly, live in woods and are famed for their swordsmanship. A great debate ensued in the group regarding these beasts – infantry that fly or monsters that can go into woods. After some debate and playtests the later option was selected – after all some monsters already can enter woods and flyers that can support/ be supported was too weird. So we have flyers that can enter or land in woods, which is not the same as being able to see through the woods is it, OK? The stats are high for these guys but so are their points. 
The Dragonne – a strange beast that took a lot of searching for – basically we felt we needed a +2 terror causing flyer but with a little bit of eastern mystic. And before you say anything the Ki’rin doesn’t do it. Ki’rin are not creatures that will be bound to a rider. The Dragonne or Lion/Dragon cross thing was it – after all those ‘lion dances’ are very eastern. So we had a weak flyer with a massive roar but not something you would want to put a general on – good for the odd hero or as a Temple mascot.
Magic proved quite easy – Kami, Gaze of Amateratsu and Kamikaze being natural names and reasonable to work out.  The Void spell – which does target enemy magicks was added to keep in line with the anti magic theme of the army. After all IF you want a magician you consume a retinue allowance and you can’t have a shrine in the army. 
It may look a bit confusing and bizarre but in truth I think we have captured the essential duality of this island race. Two kinds of armies, overlord arrogance, religion alongside magic, with magic and other abilitues such as assassins and soothsaying prevalent in the professional or trade classes. Personally I wouldn’t take to battle without a mystic in my retinue – somebody has to read the entrails. 
Finally we added a little extra for the Daimyo general, optional dibs at Divine Ancestry. So far the only discouragement for having a Monk army was the lack of cavalry – OK the Abbot can’t retinue but his Heroes can. But now you also have to trade away your blood right. Heck if it’s good enough for a Count then it’s a must for a wannabe Shogun! For those of you who are non-believers you can assume a more physical explanation for the ancestry effects. For instance as tax collectors the Soga clan were extremely rich and maybe bribery (ala DOW paymasters) rather than actual divine powers could help get those units moving.

Overall this is a very different army to use. You also need to concentrate on a theme – Monk or Samurai. Mixing it up can really weaken your BP –and yet it is so tempting to add Zealots and an ordinary of monks to carry a shrine into a samurai army but that’ll be one off your BP. 
In samurai armies I think you’ll find the cavalry powerful but short-lived. It does well when concentrated and suffers when used piecemeal. Samurai win melees but once your formations are dispersed and units wounded they then become easy pickings. It is the non-BP troops that often win the game – Ahigaru and Ronin. As with a Bretonian army you need to think combined arms. Tooling up a general with Ancestry and a fighting retinue can be just as much a mistake as putting a general on a mount. Generals should general. 

Personally I am very tempted by the forces of Chaos and am working up a Daemon worshiping Nippon Temple army. On paper the Monk army looks poor – Dwarves without Artillery, poor armour saves and wounds! But it has other options; the cunning selection and use of advisors, backed up with Tengu and a sparing use of cavalry or temple dogs can spring a few surprises. 
What about that Vim’to Monk Retinue +1 first command roll each turn – that’s gotta be worth more than 25pts? Maybe it is – but it’s only for one roll each turn and it means you have forgone the opportunity of a mage or mystic. 

A little more useful, in my book, is the Ninja retinue – actually being able to chase away an enemy character without needing a unit to do it for you. A lot of argumentation arose from this but the effect is not overly powerful – you don’t attack the enemy character you merely force them to run back to friends. The +1/+1 attacks for the character are worth the 25pts alone.

The Mystic advisor is extremely powerful, subtle but powerful – it allows you to select when and what unit that commander will order for his first command having already identified his roll – often an inconsequential benefit but occasionally when things align knowing just one tiny aspect of the future allows you to make the future!
Any comments you have regarding the honourable troops of Nippon should be supported by a reasoned argument and for now submitted to ullgityer@hotmail.com. 
Wayne Rozier
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