THE ART OF




THE ART OF SHADOW TACTICS: BLADES OF THE SHOGUN
&
SHADOW TACTICS: BLADES OF THE SHOGUN STRATEGY GUIDE

PUBLISHER
Carsten Fichtelmann

STRATEGY GUIDE AUTHOR
Dr. Frank Furtwangler

CONCEPT AND DESIGN
Leonie Kistle, Anna-Maria Magull,
Stefan Sturm

PRINTED
In Bulgaria

daedalic.com
mimimi-productions.de

© 2016 Daedalic Entertainment GmbH and Mimimi Productions UG (limited liability).
Shadow Tactics: Blades of the Shogun, the Shadow Tactics logo, Daedalic and the Daedalic logo,
as well as Mimimi Productions and the Mimimi productions logo are trademarks of Daedalic
Entertainment GmbH and/or Mimimi Productions UG (limited liability). All rvights reserved.
This issue, as well as its components, are protected by copyright. Any use without permission
of the publisher is strictly prohibited. This applies particularly for any copying - electronic or
otherwise, translation, distribution and public accessibility.



05

06

24

34

36

INTRODUCTION

CHARACTER ART

LEVEL ART

SOUND DESIGN

STRATEGY GUIDE

38

115

116

118

MISSION 1-13

CHEATS

ACHIEVEMENTS

CREDITS






Dear player,

if you're holding this book in
your hands, chances are pretty high
that you're a big fan of the strategy and
tactic classics - just like us at Mimimi
Productions. These kind of games have
a very special space in my heart. The-
refore, I asked myself the following
question while studying for my Game
Design degree: Why did the ingenious
gameplay mix of strategy, stealth and
perfect view cone evaluation go extin-
ct?”

The more I thought about it, the
more I wondered about the choice
of settings. Soldiers and cowboys are
more likely to fight instead of snea-
king around. Ninjas on the other hand
- it's their duty to stay undetected and
use their cool skills to accomplish
those allegedly doomed missions. The
idea of a strategy game set in Japan
seemed just perfect - an idea we were
finally able to realize now, four years
later and thanks to Daedalic Enter-
tainment.

This book contains an assembly
of our first concepts and different le-
vels of development of this long jour-
ney, as well as a classical strategy gui-
de, in case the game is being too hard
on you. It took us more than two years,
and utmost effort to finally revive this
genre. However, hopefully you won't
take the same amount of time to finish
the game.

If you like Shadow Tactics: Bla-
des of the Shogun support our mis-
sion and tell your friends about it
Also, we're always excited to hear
about your personal experience on
Twitter (@mimimiprod), Facebook
(fb.com/shadowtactics) or via e-mail
(shadowtactics@mimimi-produc-
tions.de).

And now the time has come, have
fun flipping through the pages of the
book and exploring some more facets
of the game!

Dominik Abé, Game Director



By A2ovaviED






Before Hayato took on the role
of the classical Ninja - the last of his
clan who earns money by assassina-
ting - he was planned as the original
leader of the team. He's as cold as ice
when it comes to killing his target, he
never questions the reasons or wants
to know about the background sto-
ry. He uses the typical weapons of a
shadow warrior: Shuriken and Ninja-
to. Furthermore, he's able to master-
fully distract his enemies to kill them
unnoticed in an ambush.



NINJATO AND SHURIKEN OF THE SHINOBI

HAYATO'S PRE-STAGE

FINAL CHARACTER DESIGN



Mugen plays his part as the ho-
norable Samurai who is loyal to his
Shogun with heart and soul. As the
leader of the team, he has to make
the important decisions. He's able to
kill more than one enemy at the same
time effortlessly by using his perfec-
ted martial art and his Daishou, a dou-
ble sword consisting of a Katana and a
Wakizashi. This skillset makes him a
very practical game character.



KATANA AND WAKIZASHI

MUGEN'S PRE-STAGES

FINAL CHARACTER DESIGN
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Aiko is the transformation ex-
pert of the team. Disguised as a Geis-
ha with an appealing appearance or
as an unremarkable priestess, she can
distract every enemy and this way,
she arranges for her team mates to ac-
complish the mission unseen.



THE WEAPONS OF A LADY: HAND FAN, DEADLY HAIRPINS AND SNEEZING POWDER.

Originally, the game has been
conceptualized for mobile devices, th-
erefore the early designs looked more
cute and colorful.

AIKO'S PRE-STAGES

FINAL CHARACTER DESIGN

m



Since Takuma possesses ye-
ars-long experience as a sniper and
gunsmith, he supports the team as an
expert at explosives and ranged atta-
cks. He can't fight actively anymore
after losing his leg in a war. But be ca-
reful, his limitations don't make him
any less dangerous. His wooden leg
bears its secrets by doubling as a rifle
with which he is able to clear the way
for his team from afar. The team's
pistols and his rifle were created by
Takuma himself.



TAKUMA'S SNIPER RIFLE, SKETCHES OF THE MATCHLOCK PISTOLS AND ALTERNATIVES

TAKUMA'S PRE-STAGES

FINAL CHARACTER DESIGN

During early development, it
was decided that Takuma would be
suffering from limitations due to his
war injury. In the beginning, it was
planned to have him sit in a wheel-
chair. But after a short time, the de-
velopers realized that it would res-
trict his possibilities of movement
too much, since he wouldn't be able to
cross hills, mountains or even steps.

IN STATIONARY SHOOTING POSITION
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Yuki is an orphan who grew up
and lives on the streets. After getting
in the way of Hayato and supporting
him in a mission, she becomes part
of the team. Equipped with her bird
whistle, she's able to lure enemies
into her self-built trap and into cex-
tain death.



RAT'S TOOTH, BIRD'S VOICE, LITTLE TRAP

YUKI'S PRE-STAGES

FINAL CHARACTER DESIGN

During the first concept stages, Yuki
was a boy and Hayato's brother. He was
a climbing expert due to his agility and
alertness. He would have been the second
Ninjain the team, but this idea was discar-
ded because two Ninjas would've been
one too many. Moreover, a second woman
brings more balance to the team.
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ALTERNATIVE ANIMAL COMPANIONS FOR TAKUMA

Kuma is Takuma's permanent
companion and acts as a cute dist-
raction. He attracts the enemies’ at-
tention completely by demonstrating
tricks.

There were many ideas for use-
ful animal companions. In the end,
the Tanuki won since it's more ty-
pical for Japan than a wolf and a bit
movre realizable, because he's able to
disappear in Takuma's bag. Therefo-
re, he didn't need any complicated in-
telligence which would allow him to
walk next to Takuma at all times, like
a wolf would do.



ALTERNATIVE ATTIRE CONCEPTS

NoBORU

Based on alevel idea, Masaru was
originally planned to be a Portuguese
merchant. Unfortunately, he didn't
make it into the game, so the merchant
became Lord Noboru's son.

PRE-STAGES OF THE MERCHANT AND MASARU, AND HIS FINAL CHARACTER DESIGN.

LORD YABU WITH HIS LOYAL COMPANION

General Okkoto is the tallest cha-
racter in the game in order to appear
more threatening. His name is in re-
ference to an old movie of a popular
Japanese animation studio. VARIETIES AND FINAL CHARACTER DESIGN OF GENERAL OKKOTO

19



THE SHOGUN'S FINAL CHARACTER DESIGN RYUNOSUKE'S FINAL CHARACTER DESIGN

A FEW VARIATIONS OF SPLENDID HEADGEAR WHICH WERE
TO REPRESENT SOCIAL STATUS.

CONCEPT: ENEMIES WITH EXTRAORDINARY WEAPONS WERE CREATED IN
A STAGE WHERE THE WORLD WAS FILLED WITH MORE FANTASY ELEMENTS.
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CONCEPT: ELITE WARRIORS IN RANGE AND MELEE COMBAT

CONCEPT: ARCHER AND FALCONERS

CONCEPT OF BODYGUARDS: THESE SHIELDED ENEMIES CAN'T
BE DEFEATED AND SERVE LORD YABU.

CONCEPT: DIFFERENT TYPES OF ENEMIES AND OFFICERS
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CONCEPT: MERCHANT

SERVANTS OF LORD YABU

CONCEPT: FIELD PEASANTS

CONCEPT: PRIEST OF MOUNT TSURU

Character designs share a significant common feature:
disproportionately long legs. This design decision results
from the slightly diagonal perspective which makes the
characters look jolted. Furthermore, all characters are less
detailed below their hips, as there’s a disruptive loss of de-
tail caused by the game’s perspective.



This design was actually adapted
from the so-called Komusou: a group
of meditating priests who wore straw
hats which symbolized the absence of
their own ego.

CONCEPT: SUMO-RINGER

Dojo-MASTER HIGH PRIEST

HEADGEAR CONCEPTS OF THE HIGH PRIESTESS

The player would have encounte-
red the Priestess Chiyo as a blind boss
enemy who compensates her loss of
sight with her sharp hearing.

CONCEPT: MAIKOS AND GEISHAS

CONCEPT: LETTER CARRIER

CHIYO
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Level ARY

THE DEATH OF LORD YABU

24



Yabu's estate has been inspired by
the temple of Kyoto. The statue which
presents Lord Yabu on a horse didn't
make it into the game because it's unu-
sual to present yourself in such an im-
posing way in Japanese culture.

The sizes for the different floors
for every building in the game have
been determined here, for example to
ensure and define the necessary jump
height.



THE ABDUCTION OF MASARU

There was supposed to be an imposing bathhouse as a
mission target in one of the city levels, inspired by the buil-
ding at the Dogo Onsen. Originally, there were many clim-
bing passages and enemies planned which would have to be
avoided or killed. The bathhouse went through many itera-
tions which weren't adequate enough. In the end, the level's
focus was shifted to the colorfully illuminated marketplace,
whereas the implementation of the bathhouse was canceled
altogether.
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THE END oF KAGE-SAMA

In an early version, the hidden village in the bamboo
forest was designed to be a rebel camp which would have
been used by the main characters and the rebel civilians as
a secret base. The player would have had to visit the village
to talk about the next mission's objectives. Every time they
returned, a part of the village would have looked different.
Unfortunately, this idea had to be discarded, so the village
became a unique level that can only be visited once.
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THE ESCAPE FROM TSURU




This is the only level that contains a relatively high
amount of fantasy elements. The temple facilities stand on
platforms on a high mountain, every platform is connected
by bridges and there are waterfalls and streams running
down from a few crevices. Opulently decorated buildings
with golden roofs stand amid this extraordinary landscape.

The player will visit this level for a second time, but it
will look different: snow-covered, in the cold winter.

31
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LEVEL CONCEPT: SAMURAIS ON THE MOON.



The idea behind this setting was to have one crazy
fantasy level. "Ninjas on the moon" prevailed against dre-
am and game show levels. The background story is the fol-
lowing: The evil Space Shogun built himself a secret base
on the moon and now he wants to engrave his face onto its
surface.

The game mechanics would have been adjusted for
this level. The ability to jump, as well as new enemy ty-
pes, such as drones and surveillance cameras, would have
been introduced. Additionally, robot enemies and laser
weapons would have been the icing on the sci-fi cake. Un-
fortunately, this level wasn't implemented in the final
version of the game.
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SHADOW TACTICS AUDIO

Hi! My name is Filippo, and I'm
the composer and audio designer for
Shadow Tactics: Blades of the Shogun.
Also: meet Philipp Sellier, our foley
artist and sound designer, and Guido
Hieronymus, our mix engineer.

Here is a glimpse into our work during production of
the game, from the musical concept to the implementation
of the audio assets.

We've had a blast working on this project, not just
because of our long-term collaboration with Mimimi Pro-
ductions: the setting is a playground for influences from a
musical culture which is very different (and therefore ext-
remely interesting) from our own, and in our opinion, the
genre itself demanded a music system that could support
different moments during gameplay in a dynamic way.

TRADITION AND INNOVATION:
THE MUSIC SYSTEM

It became clear soon that Shadow Tactics needed a dy-
namic music score to support the often very long duration
of one single level. On the other hand, since I grew up with
the classic games from the 8os and gos that used linear loops
almost exclusively, I wanted to have that “linear backbone”
in Shadow Tactics’ repertoire. So we said: why not have both!

1) Linear Tracks:

Each level features a song that is unique to the mood
and setting of the level, complementing what is happening
story-wise, too. These are traditional loops and often build
upon the main theme. We have 14 unique level songs in the
game.

2) Stealth Tracks:

In addition to the linear tracks which play at designa-
ted moments in the levels, we have a number of so-called
“stealth tracks” in the game. These are songs made up of
up to 15 layers, which can dynamically change at any given
pointin the game.

So if we need a push in intensity at a certain moment,
the game can musically shift into a “higher gear” by adding
percussion, strings, electronic elements and whatnot, all
while keeping track of the musical timing. In essence, the
game engine knows when the correct musical beats are
playing and can trigger changes based on this information,
making transitions smooth and musical.

Bouncing out the stems for delivery to
our mixing wizard Guido

Singing bowls I recorded for the
soundtrack. They sound wonderful!

This plucked instrument got used
quite often in the making of the
ST soundtrack



Takuma's secret weapon

Crawling through the thicket

My very organized notes on the music
system!

Lam Oshiro Mugen!
3) Stingers: one instrument for each character

Due to the less theme and melody-centric nature of
the stealth tracks, I wanted to include short motifs that play
whenever the player does something like killing an enemy,
hiding in the bushes and so on with a specific character.
These are subtle additions to the stealth tracks’ flow, but add
a “commentary” to every action the player chooses at any
time.

So we ended up using Shamisen for Hayato, Koto for
Aiko, Shakuhachi/Traditional Flute for Yuki, Drums for
Mugen and Traditional Japanese Flute Yokobue for Takuma.
It was great fun recording all these micro-snippets of music
and making sure they work well in-game, too!

We've also recorded several parts of the soundtrack
with Japanese Koto Player Karin Nakagawa, as well as Ka-
zuyo Kuriya on flute in order to enhance the authenticity
of the songs, along with some rather unusual instruments,
which I have sampled and/or recorded for this project.

THE SOUND

Weapon sounds, nature ambiences, all the unique ef-
fects found in Shadow Tactics have been produced by Phil-
ipp Sellier and implemented by the two of us. Using the Uni-
ty Engine, we were able to work directly “in-game,” tweaking
every parameter ourselves.

THE VOICES
All the voices have been recorded in London by OMUK. They

did a great job and we're glad to have worked together on
this title!
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A FEW WORDS ABOUT
THIS GUIDE AND THE GAME

Shadow Tactics: Blades of the
Shogun is a game that can be approa-
ched in a multitude of ways. It’s most
rewarding when you try to experi-
ment. With that in mind, what exact-
ly is this guide trying to achieve?

This guide provides you with one
possible, very detailed walkthrough
which works for all three difficul-
ty settings. This means that there’s
neither any high-risk/high-reward
scenarios, nor any situation in which
you trade injury for success. However,
this walkthrough focuses on the nor-
mal difficulty setting. Choosing the
hardcore difficulty setting means that
you're basically on your own.

This guide should never be consi-
dered THE ONE TRUE solution. There
are worse, longer, better, shorter, more
subtle and more reckless approaches
that can get you through the game. If
you use this guide you should question
or challenge it from time to time: Solve
a segmentin a way that’s better or wor-
se, defy the guide vehemently and/or
ultimately admit that it's been kind of
right. This way, there's probably great
fun in using this guide as a companion
throughout the game.



WHAT ELSE IS THERE TO KNOW
ABOUT THIS GUIDE?

Area map and numbering: A map
with numbered areas will be provided
at the start of each chapter. Most of
these areas come with a corresponding
text box and number. These numbers
don’t signify sub-chapters but corres-
pond to in-game segments and places.

This guide will only suggest al-
ternative solutions if they're an expli-
cit part of the gameplay. Usually, they
won't be discussed in great detail.

Secrets and interactive objects
will be mentioned as long as they
contribute to a tactical solution. Even
if you've studied all of this guide and
used it to finish the game there’s still
plenty of interesting tidbits to discover.
Just keep trying, and keep playing....

We have included badges as part
of the mission chapters. However, this
guide will not provide you with any
hints as how to achieve these badges
in terms of exact strategy. If, for ex-
ample, you need to complete a mission
without using Takuma's sniper rifle,
complete a mission non-violently or
pull through without so much as using
even a single hiding place, you'll have
to get creative.

Achieving these goals adds to the
high replay value of Shadow Tactics.
It's always worth it to restart the game
and accept the challenge these badges
provide.

37



38

BRIEFING

bushes.

Takuma.



()
(1.4) to (1.5)
(1.5) (1.6),

(11), ard (17) ©)]
(1.2). At (1.3) (1.8).

(1.4).

(2.2) and (2.3) d

(2.4) (2.5) at

@7) (2.6) d
(2.8) st

to (2.9) (2.10) 1-

him.

39



-



At (2.10)
(3.1) and at (3.2)

(3.5
(3:6)
(3.8)
gate (3.8)
(3.9)
At (4.1),
(&-2)
(&3)
(4-4)
(13)
(5.2)
(5.3)
at (5.4) (5:3)
notice.
(5.5)
(6) (6.1)
at (6.3)

(3.3),if

11

-

=

(10) and

(5). He can

(6) won't

5.1]

b 4

0]

b3l

41



@) 1

(7.1) 1-
ards (7.2) d

(7.3) k

(8) 8.7
(8.1)
(8:2) (9)

(8.4) behind
the hut at (8.5) (8.3).
(8.3)

(10) -

Kel

(9.1) h

(9.2) u
(9:3) h

e

(12) e
(13) f
the rest.

42



(10) (10.1) are loca-

(10.2) and (10.3) H

(10.4), guard

(10.2) I3
of (10.3).

Area (11) 3

(11.1)

(12)

W me o owr

(11.2)

(12.1) in area (12)

(12.1)
(12)

(13) (12.3)

(13.1) (13.2) and up

(13.3) to the
(13.5)
arrive at (13.4)

43



44

BRIEFING

a wagon.



(11)
(13)

(1.4)

(2.1)
in area (3)
from.

k,
(1.2) hasa
s
1

45



(3)

at (3.8).
31
(3.9
guard (3.7)
(3.6
river (5.1)
at (3.8).

46

(&1)

(5.2)

at (3.5) (3:3)
(3.11)

guard (3.7)
(&)

(32)
(3.10)

(3.5) and (3.6) to get to

(3.7) down



(6.5), then (6.6)

(6.1) (6.2)
(6.4)
(6.3).

ard (6.2) (6.7) and

“(6g) T

(6) at (6.11)
vines at (7.1)

(7.2)
at(7.3)
guard.

(6.8) so
(6.3)
(6.9)
(6.1)

(6.10)

(7.0). 1f
(7.5
(7.6)
7.7)
(7.8).

47



@) 5

(8.1)

(8.2)
(7.9)
(8.5)

(8.6)

48

(8) Hay-

(8.4)
(8)
guard (8.3)
(8.4)
8.7)
(8.3)

sed.

down.

(8.9)

(8.3) and

(8.8)






50

BRIEFING

her....

towers.



bush at (1.5)

(1.8).

(13)

4)
o (€W))

(1.10) (1)

(11) (21)
(1.2)

(1.6), as

(1.8) is

(1.9)
(1.12),



(9.12)
()]
(7.1)
(5.1)
(5.1)
(5)
area (6)
From (2.1) (3).
(3.1)
(3:2)
at (2.2)
(33)
4)
(&) and
(5) (4.1)
() d
(4.1) o
bushes (4.2) and (4.3) (&-4).
d
S
at (4.4) <
e
(5) d
(4-4) (4)
instead.
(5) e
cart (5.1) d
S
at (5.2) T
(5) y
(6).

52



(6.1),

(6.2) and (6.3) return
(6.4).

(6.6)
(6.5) and (6.7)

(7.5)

(7.2) right
(7.1)

(6.14)

(6.8)
(6.9)

te roof at (6.10)
the estate (7)

estate (6.11)
ge (6.12)

(6.13)

(6.13)

53



Bush (8.1)

()]
of (9)

(8.7) for
(7.4)
(8.2)
(8:3)

(8.4) (8.8)

54

(8.9)

ard (8.3)

(8:3)

(8.10)

(8.6)

(8.5) and (8.6)

®

(8.2),



at (9.2)

(9.11)

(7.3)

9

87

(91)

(9.3) and roof (9.4)

(9.9)

(10.1)

(10)

9)

(9.8)

()

(9.10) and

(10.2) and

(9:2)
(9.12)
(9.6)
(9.7

(912

55



56

BRIEFING

Use 3



ard (1.2)

In area (2)

(4) or (10)

()

(2.1)

(9) of the

(4) so we're

(2.2).

(1:3)
(1.2)
(1.2)

to area (2).

(2.3)

vines (2.4) and (2.5)

(3.2)

(3.4)

(1.1)

(13)

3.1

(33)

(1.1). Use

57



(3.4) (3.5).

at

(3.6) 1€

bush at (3.7) (3.20) and
(3.9) ud
(3.8) (4) 2r

28

(&.1)
(&-2) (5)

(4.3) by

(3.13) while
(312)

(5)

(7) - to com-

58



(6)

ner. Area (6)

o vammens s (6.3) and (6.2)

(5:3)
(5.4)
(8.1)
(83)
(8.4)
Guard (8.5)
87
(8.7)
(8.4)
(8.9)
though.

(5) and

(6.5)

(8) and

(8.2) guar-

(8.6).

(8.12)

(8.8)

Takuma (8.3)
tunnel at (8.1)
(5.5)

(6.4)
(5.2).
(8.10) to (8.11)
(8) via
87
(8.4)
(8.5
(5.4)

59









62

BRIEFING

the estate.



(0.2) Left

(0.3)
(0.1).

63



(1.1)

(1.2)
(1.3)
(1.4)
(1) (1.4) may be (1.5) the
(1.7), the roof (1.7) (23) a
(1.8) (1.8)
(1.5)
(1.6)
vines at (2.9)
(21) (2.2). (2.8)
(23) a patrol (2.7)
(2.4) (2.10)
(2.11)
(2.5)
@7).
gate (2.6)
area (2) (2.12)

(2.14)

64



patrol (4.2)

3.1

(4.5). Guard (4.4.)

(4.1)
(4.3) on the

(4.6) contains

straw hat (3.3)

(3-2)

(3.5)

(3.6)

(3.7)

().

65



(&.7)

a guard (5.1) 5.2) (5.1)

rol (5.2) f

(5.4) n

s

guard (5.3) (5.6). Quick-
(5.4) e

g
n

66



(3.8)

() to (3), over to

(3.9)

67



68

BRIEFING



®

(1)
() (6) via
(5)
@) 6)
(1) (1.3), over to (1.4) (5)
(2)
(1.1) (1.2) and
(2.2)
(2.3) (2.8) returns
murai at (2.9)
(2.11)
(2.4) (2.5)
2.6)
2.7) ard (2.11)
(3) (5.1).

69



(O]
(5.2)

(6) (6.8)

(6.1) who (6.2)
(5.3)
(6.4) to (6.5)
(6.2
(6.6)
stairs (6.3) (8)
(7.1). To get
(6.3)

70

(6.2)

(6)

@.

(5.3).



(9.1). Here,
(8)
(8.1)

(10).

(10.1)

area (10) (10.2) and
(10.3)

71



72

BRIEFING



(5.4)

)

(5.2)

(52
(52

(5:3)

(1) |

(3.4)

(5:3)

(5.5).

e
a_
(5.1), from
8
is
w
ay
n
re
y

(2),
(3) and (4) (5) and (6)
(1.2)

3)

of

bu

the terrace (4), from (2.1) over (2.3) (3.3)

re (3.4)

ar

pr (4). Yuki
ar

der at (3.4 (5)

th

73



(6.1)

@ (5.5) and
area (6.2)
(6.1) (6.3) into
(7.8)
()
Area (7)
(7.1). Guard (7.2)
(7.8)
(7.6)'s line of
(7.4)
(7.9) (7.3).
(7.6)
(7.9)
(7.5)

74

(7.1)

(®



(8) it

& s TS B

(8.1) at the sa-
e

(8.2)

(o)l ()

(7), over to (710)  (9.3) (9.5)
(7.11) 9.6)
(9.1)

area (9) (9.1) and (9.2) (9:5)
(9.4)

samurai (9.2)

(9.2)
(9.1). Howe- (9)

7.

75



In area (10)

(10.1)

murai (10.2)

family.

rol (9.3)

patrol (9.3)
(10.2)

murai (11.3)

76

(10.1)
(11)
(11)
(11.1)
(11.2)
(93)
(9:3)
(11.4). Other-
(11.3)

(12)
(93)






78

BRIEFING



Mission 8

crates (1.5)

guard (1.3)

17)

(1.8)

(1.2)
(11)

(1.6).
(1.4)

(1.3) can't see

(1.3) and

ding at (1.8)

(1.8)

®

(19)

(3.1) and (4.1)
)]

(1.4)

79



(2

(1.9)
(2.2), (2.3) and (2.4)
(2.1)
(1.8)
()
(3)
)]
(6.2)
(6.4)
(6.6)
6.7)
ficer (7.1)

80

(2.4) looks

(3.1) and (4.1).
3) and
u

ay

1y
(3.4).
ill
se

(5), Haya-

(6.1). Climb
(6.3),

(6.5). Dist-

(8.1).



(8.1),

(9.2)
(9.1)
7 (9.15)
(9.8) (9.13).
(9:5). (9.13)
(9.4) and (9.15 (9.12)
(9:5)
97
(9.6) hat (9.3) (94
(3:3) (9.15)
(9.14)
(10)
(9.10)
to (9.13) (9.11) (9.6)
(9.2)

81



(13)

(11) and (12)

enter area (11).

from (10) (10.2, (10.3)

In area (11)
(10.1)
(10.3)
(111) (10.1).
(11.3)
(11.4)

82

(10.4)

(101

(10.2)

(10.2),



Area (12)

(12)

(12)
(13.4)

At (10.5)
samurai (13.3)

(10.4)

(13)

(13.3) and

(13.1).

(10)

83



84

BRIEFING



¢y

(1.1) (1:3)
(1.1)
ard (1.2) 13)
()
(2)
(2:3) (2.1)
(2.4)
(2.2)
2.9)
(2.3).
(2.2)
(2.5) (2.6)
(2.2)
guard (2.8)
(2.7). After
(27) (2.8) from a

wards (2.5)

3)

(5)

@7

(2.5)

(2.9)

(&), where

85



(&.1)
trol (4.2)

(4-4)
(4.2)
(&.1)

(4.5)
(4.3)
(&.1)

(5.1) who
(6)
(@) (5.2)
and (5.3)

86



guard (6.2

(6.5)
(5)

Area (7)

guard (7.3)

G

(6.1)
(6.4)
(6.6)
(6.9)
(6.8)
f——
77

(6:3)

(61)
@)
(6.7
7.2) and
(7.8).
(7.7
.

abatis (6.12)

(6.9) in area (6)

(7.9)

(6.10)

(6.11)

(7.10).

)

87



88

way.

BRIEFING

your gear.



(1.1)
(1.2) and Yuki (1.3

le in area (1)
murai (1.4)

(1.5) to (1.6) (1.7). (1.11) and
(1.8) (1g)

(1.9) and
(1.2) and

Yuki (1.3) (1.9) (1.10

to (1.11)

(1.11) (1.12)
(1:3)

(1.11) to (1.10) to
(1.2)

89



(2.2) and (2.3)

(19)

(2.5)
(2.6)

Area (3) 3.1

(3.6)

guard (3.5). Guard (3.2)

(3.6)
3)

(3:3)

20

@7

(3.2)

(21) -
(1). They

(&)

bridge (2.8)
(29

@7)

tues.

@7

tuation.



(4.1)
(4-2)
(4-4)
(4.6)
to area (4)
(5.1)

37

(4.5)

(43)

(&3)

91



(5.2)

(53)
area (6)
(6)
5.4)
area (6)
(6:3)
(6.5) (6.6)
(6.8)
(6.9)
ESCAPE
(8)
(8.1)
(10).

92

(6
(6.1)

(6)
6.7)

(6.8)

@

(6)

area (6).

area (9)

ato-san.

(6.3)

(6.6)

(6.4)

(19)

@)

(7) is



area (11)

(11)

to get to (11.3)

patrol (11.1)

(11.5)

(10)

(10),

10.1)
(11). Aiko,
(10)
(11.2)
(111
(11.2).
(11.4)

in area (11)

(12).

(11)

(11.5)
(11.4). Even-
(11.6)

(11.7)

93



94

BRIEFING

(6) (4)

either at (2) or (5)

(2)
and (3) (&)-...



(2) e.
(1.1) (1.2) to wait
(1.3) behind

e

n

18

a

e

(2

(2.2) (211)
(2:3) (2.4)
(2.5) and (2.6) (2) light.
(2.5) (2.7) and
(2.8) (2.9)
(2.6)
(2.9) (2.10)

(2.1) and ex-

(2.2) (2.3)

vilian (2.4)

2.3)

(2.12)

(213)

(2.10) can't

95



96

(2.10)
(3.1) to (3.2)
(3-3)
(3.4)

(41
(4.3)
(4-4)

e
e
(2), then
n.
o
=
e

(4-2),

(4.2). There
(@-3).

(4.6)

(4.8)

(&.7), jump



tendril at (4.11)

ard (9.4)

@)

(4.10)

(12)

(7.1)
(7.2

()]

(7.3) to access

(9.1).

(9.2) and (9.3) who

(7.1)

(11.1)
(11.3)

(12.2).

(7.4)

(7.5)
(9) and

(8.1)

®
(9
(9.6)
(10.2)

(12)

(12.1)

97









BRIEFING

100



@) area (6)
®

in area (9) 9)

(3) towards (a)

.
(2). The (1.3)
2)
) (2:3)
(2.1) 2.2)
(21) (3) is now
cleared.
crests (1.2)
(2.2)
(2.1)
samurai (2.2)
(3.1) with his (3.8)
ard (3.3)
(39
(3.19)
(@).
(3-5)
(3.6)
3.7)

101



rol (4.1)

102

(4-4)
corner (4.8). (4.5) when

(4.6) and (4.7
(4.8).
(4.4)
(4.9)

(4.11) (5).



(4.9)

M TA e e

(5)
t (51)

¢ (4.11)
s

guards (5.2) and (5.3)

(5.5)

-, = =

(6:3)

se
(6.6) and (6.7)
Y1

m

th

th

m

fia

Shogun.

(6.8)

(4.12) that'’s

(4.9)

(5.4)
(O] (6.1)
6.2)
(6.4) and (6.5)
(6.2) pa-
(6.5)

6.8).

103



(7.6)
sition (7.7)
over to (7.8) (7.9)
guard (7.4). (7.4), (7.5) and

(7.1)
return to (7.7)
(7:2)

(73)

(7.7)

104






BRIEFING

key....

106



Area (7) (8)
(1) or (17)
@
@)

(1.2)
(CBY)

(2). (3).
(1),

107



(3)

(3.2) (3.5)
(3-2) (3-5)
guard (3.3) (3.6)
3.7) (3
(3.2)
(3.4
(33)
4.6)
(4.1) (4.1) line
trol (4.2) (6.1)
(3-2)
(4.6),
(&3). (a.7) that
(a.1)
(4.4)
(4.6)
4.5)
(4.5). 4.8) 4.9) which
(5.0).
to area (5).
(2)
(5.2) (5.10)
roof (5.1) (5.8) and (5.9). He'll
(53) (5.7)
(5.4) (6.1) (5.9)
(6.2)
(5.3) (5.6). Aiko (5.2)
(5.7)
(5.12)
(5.5) (3.2) (6) - there
]

108



(6)
(@)
(6.1)
house (4.10) -
(4.8)
(6.1)
(6.1).
[ |

=y

(6.2)

(6.6) into area (7)

(6.5)
(5:2)

(6.3) and (6.4)

109



Area (7)
(7.9)
(7.1)
(7.4) and (7.5)
(7.1)
(7.10)
(7:3)
(7.11)
(7:3)
(7.8)
(7.5)
(7.11) (7.6)

(7.5)

(7.6). area (15), (16)
(9), (10)

(7.2)
(7.12
(7.13)

(®)

7)

(11)....

(7.1). Aiko

(7.4).

(7.7) and



9) (7) for now.
(9.2).

(9:3)
(9.1)

(9.4)
(93

(9:2)

patrol (9.6) over to (9.8)

(97

(9.9)
(9.5)
(9.4)
(9.4) by tal-
(€)]
(9.4)
()]
(9,10).

111



(10.1) ta-
10.2)
ard (10.3)
(9.10)
(10.4). Taku-
(10.5).
(10.1) (11.1) in area (11)
(11.2) which

(11.3) or (11.4)
(11.1)

(10.1)

(10.2) to
(10.6),

(12) =

(12.4)

ard's (12.2) -

(12.3) 1

(12.5) ’s

it

(12.3) that

n

(12) 11

h

(12.4) n

(12.6) from

(12.7).

(12.8) h

(12.4) o
area (13)....

(10)

samurai (10.1)
(10.2)

(11.4)

(11.3). This

(9) and
(9.11). Have

(11.1) is busy



ladder (13.1)

(13.3)

(13)

(13.5)

(13.4)

(13.1) to
(13.6). Con-
(13.7)

(13.8)

(14.1)
(14).

113



and (14.3)

(14.8) and (14.9)

(14.10)
(13)
(14.2)
(g11)
(14.12)
tion (14.13) (14.14)
(14.15) and (14.16)
(14.17)

(14.4) and (14.5). Once
boru (4.17)

(14.6) and (14.7) and set



F10

DELETE:

PAGE Up:

Posl:

INSERT +

115



OLD MAN

an ox.
an icicle.
Mugen.
YARU
his estate.
OKKOTO THE END GEAR UP
rebellion.

THE CAVE

ROLLIN'

STONED

barrel.



NOBORU

one level.
MIMIMI
5
CHUNIN JoNIN
Kill 1000 guards. Kill 50 samurai.
THE NECK
nificent.

250
samurai.

Hide 250 bodies.

range.

Run 500
Kuma.

GENIN
Kill 500 guards.

Hide 750 bodies.



FOUNDER DESIGNER

Writing
STUDIO
HUD & Ul
Camera
Viewcone
Tools
Events
ARTISTS
AUDIO BY
Textures
Character



Autor



120





