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This is a simple game to pass the time by rolling dice. The map is
generated randomly once per day. To play, three six-sided dice are
used, at least one, as well as something to mark the position on the
map.

The setting is based on late Heian Japan, during which it was
believed that a travelling individual needed to consult a geomancer
in order to avoid certain inauspicious directions, lest risk offending
one of various gods present in the area.

The objective is to return to the capital (3%) after having collected
all of the hexagonal pots (%) from the castles (%) on the map.

For each move, roll the three dice and assign the value of each
die to direction, distance and days of food. This represents the ge-
omancer determining the appropriate course for travel and the time
that must pass before the next attempt.

The distance determines the maximum travel distance for the
turn, and the distance travelled does not change the time from the
die value, unless affected by the terrain. It is not required to travel
or to travel the full amount determined by the designated die, but
the full days of food are used nevertheless, and conditions imposed
upon crossing terrain apply again.

Before starting, roll the three dice, and add the values to deter-
mine the starting number for days of food. Upon exhausting food,
collected pots may be broken for additional days of food, the sum of
three dice. Failing this, the game is over.

For every marked tile passed in travel, follow the instructions on
the following page. If travel is impossible (at the edge of the map or
affected by the terrain) or undesirable, choose a die for expending

days of food before rolling again.
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On each tile must roll two dice: if both dice are even,
add the highest die to food; if both are odd, subtract
the highest die from food.

On each tile may roll one die to determine an optional
change of direction to follow for the remaining dis-
tance.

On each tile, roll only two dice for direction and days.
Distance is always 1. Upon entering mountains, travel
stops and the required food for that move is consumed.

On each tile must roll two dice: if both dice are even,
add lowest die to food; if both are odd, subtract lowest

die from food.
Requires two units of distance to traverse.

Cannot be crossed, but may be followed alongside to
an adjacent river tile.

Can be crossed. Must roll two dice: if both dice are
even, add lowest die to food; if both are odd, subtract
lowest die from food.

Impassable.

Consume no food if ending move on tile or rerolling

from tile. Upon first visit only, roll two dice to add days
of food.

Consume no food if ending move on tile or rerolling
from tile. Upon first visit only, mark one hexagonal pot

and roll three dice to add days of food.
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The game might instead be played rolling instead twelve-sided dice to
allow for twice as many directions, following the historical practice.
All other dice values are halved, rounded up. Provided that one of the
intermediary tiles is passable, movement along the odd numbered
directions requires two units, rather than one, and the effects of the
passed intermediary tile also apply.
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