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INTRODUCTION

Meimura’s chest heaved, He could feel the trickle of warm fluid down
his shouldey, and he knew it for his mun blood, The no-dachi — the
preat swavd passed down by his ancestors — weighed heavily in his
hands. After houve af batele agatnct the [eagon lan, he was
rchausted heyond meagore, Fis wiston was beginming ta hluy, His
fenees coulid bavely support lis thick bady and heavy, batile-searved
armor. All avound him the ashigary and bushi dlashed with ane
awother in o cacophony of steel upon cleel, marked only by the soveams
of the wounded.

This was Tigoku. This was hell, Never had he seen 2 battle so fierce,
s bloody:

This was what Nimure bved for

A ctazed shriek echioed from one side and Nimuro turned to seea
mraup of six spearnien charging his position, weapons atmed at his
hearf, Asa trained sirtral of the Lion Clun, Wimro wos the sl
powerfeel wenpon in fis wrmy, His defenl coudd win or T the day,
Thuugh these peasanls oulnumbered him six to ong, they would be
fortunate if they suraved,

The Fovtumes favored N,

I o single moment, the exhaustion departed his body and he
embraced the Vadd His blade teapt thraugh the aiv. A preat, a half
tuivan, and Wi shood fuphe feet iy, ]’mrr]r'ng_hr'i pa-dacht in one
hand, extended fo his leff and behind, perfectly level with his
shoulders. The long mane of his helm had barely boen disturbed by
has siedden moverment,

A patter like vaindrops echoed dn his path ae the blood of the
peazants struck the earth, A& clatter of breken weapons and fallan
bodies veplied o motnent later. They did not have fime to sevearm, Such
was Hhe shill of the Lion.

“Lion!" sereamed o voice from across the batilefield, and Nimaro
burned, eyes navrowed.

The chaps parted. Evcn soldiers (o mortal conflict struagled to
escupt the puth uj'lhis preew wrrivul, Mirrry suw thal thas o o
el swmmenerat, his eyual: o Lol men, wearing en ererald skivl of
lncqueved avmer and @ greal helm shaped like a scowling drapon’s
i His chest and arms were bove, painted with swirling tattoos of
smake and flame. He held o sword in each hand, both pointed ol
Malsi Wimatra.

“Lion!™ he chouted again. 1 am Mivamot ek, Guaevduen of the
Shewe of the Dvagan Champron The haart of T Trigen pulsed it
lgst wpon my Blades, My ancestors huwnilintad yours in the Battle of
thie Creal Clivab, Cinly your death shall satisfyr my need to prove mry
exeelfencel”

“Lam Malsu Nimure,” the Lion roared 1n reply. "Ceneral of the
armies you sev bfore you! [ am the Golden Lion of Toshi Rarbe, and
if yout ave so proud of your aneestors perhaps you dan give dfem my
vegards awlere T sered your soul to meet them!”

The Dvagon nodded, face expressionless behingd liis ivon mash,

The Lion vaised his no-dachi in salute. The Dragon bowed.

The twa arnics paused, bath enger to see the outcome of this duel,

Theis was Jigokes. This wos hell,

This was whal Nimum lved for

YELCOME TO ROKUGAN

Legend of the Tave Rings™ {5 a game which rakes place in the
Erapite of Rekugan. The plnytrs take on the roles of heroic
samural, mysterious shugenjs, enlighrened meonks, cunning
ninja, and wily courtiers. It is 2 land of berole conflicy o an
epi scale as well ay Jdeep pulitiva) intdzue. A samurais Life

depends not only on his skill with his blade, but on the depth
of his honer, A misspoken word can slay 4 bushi as quickly as
ary assassitts blade iy the Emperory court, amd the horoors of
the Shadowlands wait cternally to corrupt the unwary.

It 15 a land where honor is as sharp as sieel,

WHAT IS LEGEND OF THE=
FIVE RINGS?

Legend of the Five Rings began as a collectible card game in
1995, The gafme told the great saga of the Clan War, o tale of
i}ctm?al, hereism, and ultimate n'iumph. Unlike otl_h::r card
games that coerged ar the time, however, this one had a twist,
The players could affect the outcome of the storyline through
their actions in the game, To many, Legend of the Five Rings
was as vauch a rale-playing game a5 a card gawe, albeit v a
granderscale, and v wole-playing game seemed o be the
nanlral QUTCOIME,

In 1957, the first edition of the Legend of the Five Rings Role-
Playing Game™ was Inroduced. The game retold the rale of the
Clan War, this rime allowing plavers to take a personal role in
the Empire they knew and loved.

Uiwver aix years after irs debur, Legend of the Five Hings is
still growing, and going strong, With 2 collectible card game,
4 role-playing gatne, and o miniatures game to its name it
seemed only natueal to expand into the wildly popular d2o
System™ What you hold in your hande ie the result of this
latest effore: Rohugan™ the da0 Companion to Legend of the
Five Rings,

You will need & copy of the Dungeens ond Dragons® Players
Handbook™ and Dunceon Master's Giide™ to uge thiz product,
The two cotnpanion volumes to this book, Magic of Rokegan™
and Creatures of Rokugen™ may come in useful, but are not
entitely necessary,

USING THIS BOOK WITH
ORIENTAL ADVENTURES

The Cricntal Aduenlures™ sourcebool presents a view of
Rolugan compatible with most Dungeons and Deapons
campaipn gertings, ready o be dropped in at o moments
notice. While this volume iz compatible with Opiental
Advertures, it is in a numbet of ways 8 more exclusive view of
Bokugan s presented in the Legend of the Dive fings card game;
role-playing same, and the Clan War mindatires game.

This bock takes advantage of 2 number of variant mles to
project a mere intricately detailed version of Bolugan s
votplete canpaig i setting, While dus weans del imay whe
i i moee efloct w adjust your own setting to sccommodate
the Empire, the end resule sheuld be very rewarding

WHY "THE FIVE RINGS"?

The Book of Fave Rings 15 a collection of ohservations on swords-
manship and philesophy (more accurately, swordsmanship s
philosoply) written in Jatpans lry e suniai Dl ivwanmut
Musushi i the vear 1643, He wis @ ronin — o masterless
samnurat who stood utdefeated after yeats of wandering and
dueling. The bool; is divided nro five “rings” named afrer the
traditlonal lapanese elemenrs — fice, garth, water, air, and
void,

The life and writings of Mivameorn Musashi exemplify the
world of Kakugan in 4 variety nf ways, and the game was
therefore named in honor of his most famous weitings.
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atie’s choice of clan o faction is cxtremely important. |

A htiman chiaragrer may hail fror any of the Great
’C‘.Lms{ the ImEr:nal E'umﬂ.tr.b, i i Mfinur CI-MIE. ol lie
may be ronin and b&lﬂng o oo chin, i i man-may also
chioose 7 family fromawithin I:tis faction. A Naga mammer

hias-a choice of several different Bloodlines from which he

may ariginate; ahda Mezumi r.h:;rar.'tet]:::ﬁ ' choiceof
sevEral ﬂ:'FF.l_rpnr trikes The Fn"nwmg cectmn ﬂescrlbes all
of these groupsin dewil. iy

Membershipin'a family (for human. cha.rac'rers) gtanﬂ
@ tiumberof benafits.

Favored Class: The characrer's fwoted claw 1z
determined by his Rimily This fivoréd dﬁMupamcdes the
ones listed in{ﬁnt'.ntﬂl &J:Ive;;rures. =1

‘Btarting Honor: 'I'Iu: suggearcﬂ ..turtmg Hunnr for
2 member of this group. A STATHOE charactés may '.‘urjr’-ﬁ'ﬂm
thiz mean by plusorminus one Honor ra.n}gﬁndaftc&mﬂtd
- their Honerd is acoumulated ot pcnalmtd narmalljg (See
Hunor)

Class 8killi Bach Laguily, Bloodlios, and T[ii.}e ad s
at least onie class skill 1o the characiers ﬂdllﬁ;ﬂ' A e
character has at least onecharacrer-elass for wh ich this
honus class skill isalready 2 class skdll, he-galns. :11-1 bunus
to checks forthat skill instead.

Starting Outfit; T]:us is Bquipment ghinedinaddition o

the normal srarrmg goldfora. ney character Unwnntf-d_

#quipment can be mld dunn:g c‘h:rﬂcterrreat!nn fnr ‘half
themarket price.

vCharscters may, atto-use (with DM apprmeal;l to be wal.h-
putany Fiction whatsnaver, Hiiman, chz;a:temvnrh T

facnnn arc_atl-u:r heinin, efa, or barharians Such characrars

setfone of the ahove benefits, and in fict face 'a nimber
ufpmblems in the 5trt::t1', regimented social system of

Rokugan, The DM raay disallow Bicrionléss charicters,

Hupa hiive Blﬁﬂd!mcs, and Memum have fribes,
that present them wll_':.: a vatiery of racial abilitics and

advantagés. They dlso pain statting outfifs ﬂependtng on
thelr selecrion: Nezumi characters may stacewithoit
4. rribe, but Naga must ehopsa a Elund.'lmsaﬂharﬂyer
creatian. ;

THE CRAB

Current Daimyo: H.uii Km‘uﬂa (Male -

| Bamurai o)
o Tothe sauthywest of I{oixugan lie the

the Fallen Kawi; Fu Leng, S0 monstroys
are thie th:luwlanda inhabitngs Illu[ l.[.ﬁ:
5 ' . ErabClan has dEdlCﬂEd“i‘tﬁdfjlm defending
the Empire sgatnst them. The Crab'are the followers of
Hitl, the strongest of Hanteis siblings ‘Theyhave held the
bprdprfq:,r centirles, and only once have they ever given
grounil The. great Raiiyar l,arpempr wall stards ar theedge
of the Crab lands, 4 m-:wmtmemu'l Sp'uihnl TI\‘;H,' the G will

: nnttﬂlter g _
‘Though other clang -::am.‘:dem Crab to be ciiet and -

“ubrasive; their apparent fudensse is merely a product ot

_thtir ét..-ﬂ‘l&l war, There is llttle t'iﬂ'h‘zI for Hﬁbﬂﬁff ¢n the

Shadowlands, a:domain, of evil created by =

MIE=-
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Wall. Crab are accustomed o dealing with one another
directly, and have no patience for those who de not display the
same cottrtesy. Crab have 2 guick temper and 4 raucoue sense
of humer many Rekugani lind disturbing, The refined courts
have no understanding of the Crab mentality, and consider
most Crab to be mildly insane. The Crab carc little for what
cthers think, so long as their opinions do not inrerfere with
the elan'’s duty at the Wall,

Currcnily, the Crab are having difficult times. Three of their
most inflocntial daimyo have recently died, leaving conwol
of the clan in the Lands of passiogaie bul untested leaders,

Fhilosophy: While the typical Grab is seldom polite, the
chan pussesses 3 sense of dury like none other. Crab make solid,
dependable allies and can be relied upon to keep their word,
Winning a Crabs trust is difficult, howesver. Most Crab rernd 1n
be cynical and condescending toward thage wha are nat of
their clan. A Crab respects strength above all, Whether that
strength comes from raw physical power, 2 mastery of magic,
ot mere self-confidence is immaterial The best way to prove
oneself worthy of a Crab’s respact is to serve ar the Wall,
fighting the Shadowlands beside them. The Crab's strengrth and
sense of duty makes their Friendship a treasure to be prized,

Crab aleo bear legendary grudges, and have o long memory
fer those who offend them. Anyone whe betrays the roust of
a Crab can expect a long, bitter enmiry. Anvone who allies
himsclf with the Shadowlands can expect no mercy
whatsocver.

Allies and Encmics: The Crab Lave o long history of
animosity toward the Crane, and are currently at wat with
them over the stewardship of the Yasuki family. The clan has
veeasionilly been friendly toward the Daldofi, who share
much of their philosophy and methodology, but despises the
other families. Crab are also hostile toward Searpion, whom
they see 28 a clan of worthless manipnlators and nnigances
The Crab have also made more than 1 few enemies among the
Imperial Brmilies with their crude manners and hot tempers.

The Crab are allied with the Mansis, with whom they share
a ancient bloodline, and the Unicorn, their neighbore to the
north. The Crab ave also friendlier to tonin than any other
Great Clan. The Crab ocedsionally declare o "Twenty Goblin
Winter"as 3 meqns of increasing their ranks, granting fealty o
any ronin whe can enter the Shadowlands and emerge with
the heads of tweenty bakemone: ne questions asked,

The Crab are generally neutral toward the Dragon, Lion,
and Phoenix, They have worked with all three clans in
the past, and cegularly shace information regarding the
Shadowlands, bt are unlikely w0 go out of their way o help
tiese vlans, The handful of rimes thar the Lion and Crab have
allied with one another, their combined milicary might was
to be feared, For this reason, the Otomo do their best to keep
the two clans neutral, neither allied norar war with ane
another for long enough to accidentally cause harm to
the Empire. Mast Crah are nentral towsard the Minor Clans,
caring little for them one way or another.

Appearance: Crab are generally more museculsr than the
average Rokugani They tend 1o have blunt, chiseled features
and heavy brows, Broad shoulders and scarring from lobor or
combat are common, The exceptions ere those From the
Yaenki family, who sometimes display the elegant beaury of
their Crane hetitage.

Bonus Languages: Bakemone, Ogre, Oni, Ratling,

FARMILIZES OF THE CRAB

HIDA

* Current Daimyo: Hida Kuroda (Male Samurai 10)
The Hida are the leaders of the Cral, descended (tom
the Kami Hida himsell, Their proud (amily counrs
the Storm-Bringer Osanu-Wo and Lord Sun among Its
bloedline, The Hidw are tacricians, generals, and deciston-
mikers, 4nd rank among the Akodo and Shinjo as the
finest warriors of the Empire. They are the largest family of
the Crab Clan, and the third-largest family in Rokngan Maost
wartiors who stand at the Carpanter Wall'ars Hida
* Favored Class: Samurai.
* Srarting Honor 2
« (lags Skill: Knowledge (Shadowlands),
 Starting Outfit: (Choose one)
1. Masterwork tetsubo ot ong, and five jade fingers.
2, Great armor and five jade fingers.

HIRUMA

» Current Daimyo: Hiruma Masagare (Male Ranger 5/
Samurai 2/ Rogoe 2/8hadowlands Vateran )

The Hiruma are the advance scouts of the Crab. Early in the

eighth century the Hiruma lost their ancestral homelands

to the Maw, and they regained them only recently (see the

History section). After stalking through the depths of the

Shadowlands for four centurica they have become even maore

‘grim and antisocial than most Crab. They cling to bushide

more tightly than most — some say because it s all they have
lefr. Their homes are a blasted wasteland, cleansed of the Taint
by Kuni magic aud unprotecied by the shelter of the Carpen-
rer Wall, Lell to their own devices and unwilling ro surrender
eeir hiwme, the Hiruma fighe a daily battle againse the
Shadowlands. While thev look to the other Crab families for
support, they feel that e one in the Empire truly underseands
theni. Hirtima possess 3 greater predilection to stealth than
most Crab. While they have s strong sense of honor, they
value guile and subtlety aver direct confrontation.
* Favored Class: Ranger,
* starting Fonor: 2
¢ Clags Skill: Knewledge {Shadowlandz),
¢ Srarring Ouckit: {Choose one)
L, Masterworl ashigaru armor, twenty masterwork
arrows, and five jade fingers,
2, pation of hiding, potion of sneaking, and five jade
fingers,

KRIv

* Current Daimye: Kaiu Umasu {Male Samural 5/8iege
magter 10}
The Eaiu, builders of the Carpenter Wall, are the greatese
architects in Rokugan. This reputation is deserved,
but their skillsare hardly Umited to construction. The Kaiu
are alao great siegemasters, and know how o destroy
a structoare as well as build i
Kaiu tend to have keen aalyical minds and quickly see w
thee heart of auy problem. They sre thoroughly pragmaric and
absolutely luyal o the Hida family, The Hida know thae they
an count upon the scund advice of the Kaiu, and know that
the Wall will stand indefinitely so long as Kaiu are present o
malneain it
* Favored Class: Samura
* Slacting Honor 2



+ Class Skill: Knowledge {Architecture and Engineering,
= Starting Cluthit: (Choose one)
1, Masrerworl thieves' tools of two sets of masterwork
ertisan's tools, masterworlt partial avmor, Hve jade
fingers,
2, May purchaze a light catapult (See the Dusaron
Masree's Guide™) for 100 kelow This must be purchased
before teaching second level

T34

= Current Daimyo: Euni Tanshe (Female Shugenjs 18)

The Kuni are the shugenju of the Crab Clan. Thay ave
Fascinated by the power of the Taint, and appreach the evil
of the Shadowlands with analytical detachment, They
regularly conduct expeditions into the Shadowlands,
phiagining specimens of lora and fauna and then retorming to
their cemote towers [or scientfic experiments, The other
families warch the Kuni warily, always prepaied
one among their number to fall to che Taint's (emprativn,
Though this happens from rime to rime, the Kuni'%
experimentsare largely beneficial.

Kine tend ro be very certain of themselves, and do not
appreciate being questioned. They have sacrificed much
for the good of their clan, This mind-ser often leads
to arrogance, but it also breeds an unshalable iron will
» Favored Class; Shugenja.

* Searting Honor 1

+ Class Skills: Enowledge (shadowlands).

= Starting Outfit; (Choose one)
1, Twao 2nd lovel divine serolls (no Adr spells), five jade
fitipers,
2. One 2nd level divine seroll, six 15t leve] divine
scrolls {no Air spells), five jade fingers,
3. Healers kit, masterwork scalpel (42 Craft (autopsy)
tallsy, twe st level divioe scoolls (oo Alr spells),
five jade fingers,

TORITARA
= Current Daimyo: Toritaka Tatsune (Male Fighrer 4/
Samural 2/Ranger 1/Shadowlands Veteran 7)
The Torlraka were once the Faloon, a Minor Clan allied with
the Crab. In the wake of @ mysterious incident in the
Twilight Mountains, the Faleon feli it would b in (heic best
Interests o join the Crab officially. The Toritaks are
phanrem-hunters, experts on the supernatural and the Spirit
Realms. The mysteries they explore broaden the clans scope,
1s the Toritaka bartle not only the physical threars
of the Shadowlands, but alsn the strange spivits that aften hoil
Eorth From the shadows.
Toritaka tend to be quiet, tezerved, and ohservans

They seem to know no fear, and ate numb to much of the.

strangeness of the world, Every Toritaka has seen at least one
ghos:, and can tell tales that would chill the blosd of all but
the most experienced samurai. The other Crab often joke that
it is the Toritaka who are ghosts, as they often seem as
mysterious, moody, and detached as the spitits they hunt
* Favored Class: Tighter
= Starting Honorn 2
+ Class Skill: Knowledge (Spirit Realms),
= Srurting Sutlit (Chuose vne)
1. Masrerwork katanz, fve jade fingers,
2, Masrerwork partial armor, masterwork dastana
{see Oviental Adventures™.

BONWUS LANGURAGES

ciety, shunming

1 on, ch
are unhkely to start with as 7 bonus languages s
ical D rg ol Doy ter Linless noted

ich 2 human

o Likewise,
Mezumi ch Mezurmi and Napa characlers
receive Maga as Automatic Languages
Marmally, thara

display knowledge ot gaijin

YASVKI

= Cuient Dainyo: Mot

The Yasuki are the public feee of the Crab Clan —
merchancs, diplomaes, and courtiers, Onee s Crane fanily, they
broke from that clan cenruries ago on unfriendly 1werms. Wich
the recent death of daimvo Yasulki Kamoru and lack of a clearly
designated heir, official control of the Yasuki has reverted to
their Crane consing Despite this turn of events, many Yasuki
are intensely loyal to the Crab and refuse to leave,

The Yasuki have quite 3 repuranon foracrs of larceny, and
many view themn as cutthroat swindlers. This reputation 1s not
entirely undeserved, The Crab aré not a wealthy clan, and the
Yasuki balieve they must do whatever iz nécessary to abtain
supplies for their clan’s eternal war, If this meane cheating and
swindling a few Crane or Lion, so be it It's 4ll for the good of
Tekugan in the cnd. '

Vasuki tend re be smug, clever, and loquacious. In recent
timies; the Yasulki's usual jovial geod fiaturc has been
rempered by uncertainmy over their family's frture.

+ Fuwored Cluss: Rogue,
= Starring Honor: 1
* Class Skill: Bluff
* Srarring Qutfit: (Choose one)
1. 300 kol and five jade fingers,
2, Masterwork whip and five jade fingers:

_TH= CRANE

Current Daimyo: Doji Kurohito (Male
Samurai 6/ Taijutsu Master 5)

Excellence. All Crane strive for it—
g [ire lvar drives their every action.
A Crane will not undertake an action if he
cannot do it well, and this tradivdon el
excellence has given them a reputation as
the fingst poets, artists, and duelists in the Emplre. For many
Crates, life itself iz are.

The Crane are descended from the followers of Doji,
the mest beautiful of Hantei's siblings. Daji's children have
gone onto create the foundations of Rokugans enlture,

Many outzide the Crane perceive the clan as arrogant
or impractical, but trom the Crane perspective these ohservers




are either jealous or merely shortsighted. Those whao do not
share the Crane’s high standards can hardly understand why
they do what they do. Likewise, few can setionsly deny the
stunning achievaments of the Crane.

The Crane are the second largest clan in Fokugan fonly the
Lion have a grearer population); the Crab and Unicorn bath
bave alarger military

Though most Cranes disdsin open warfare, they do notshun
combat the way the Phoenix do, and the Crane have known
their share of war in Rekugans long history, The true power of
the Crane, hewever, is not in the battlefeld but in the courts:
The skilled politicians of the Crane are rivaled only by
those of the Scorpion and Tmperial Families. Few
itmportant officials in Rokugan do tor Lave at least
one Crane ally,

Philosophy: Cranes tend to think in exremes.
Either they are extremely passionarte abour a par-
tivulur subject; or are hardly ablé ro contain their
disdain. While Crane are not prone to emotional
outbursrs any mote than the average satniira, maoss
Crane maintain a quier passion for living that
extends ro evaryrhing they do. Those whe
share the Cranes joy For living and can
appreciate the finer things in life have
chance to earn their respect and friend-
ship.

Cranes tend to have very high stan
dards, both for themselyes and others,
Those who can meet or exceed those
standards arc worthy of respect, Those
who fall short are not even worthy of
attention,

While Crane are not particularly notorious
[ beginning vonflicts, they will cereainly nor
buck away from one. Crane duellsts are deadly in
the extreme, and a single wotd from a powerful
courtier could end the promising career af a rival
samurai.

Allies and Eneamies: The Crana are careful to
curry favar wirh any powerful group, and thus are
thiis nn friendly terms with mast Graat Clans
much of the time. The Lion are a notable
wxception to this rule, The two clane have
been rivals ginee the dawn of the
Empire and are uneasy allies at
best. The Crane are currently at
wat with the Crab Clan, though in the
past rclations between the two have been penerally meuiral
with the ¢xception of the Crab-Crane war early tn Rokugan's
histery. While the Crane alten (i themselves ar adds with
the Scorpion, thely political dvals, vpen warfare berween the
twir clans is relatively rare;

The Crane generally do not ally themselves with other clans
unless it is o the Crane's benefit to do so. Az a result, the Crahe
are always Mendly toward the Tmperial Bamilies (an extremely
powetful group) and are disdainful roward ronin and Minor
Clans, whirh have little to offer the powerful Crane.

Appearance: Crane tend o be taller and thinner than the
aversge Rokugani They have fair skin and sometimes blue or
gray eyes; with a genetic predisposition for colorblindness,
A great number of Crane bleach their hair white in honor of
Baidoji Hapaku, but shite hair is hot 2 natural Rokugani
pigmant,

Bonus Languages: None,

Crame Conrier

FARILIZES OF TH= CRAN=

AsAHINK

* Current Daimyo: Asahing Kimita (Female Shugenja 12)
The Asahing ave the spiritusl center of the Crane. They arc a
family withi & sttong shugenja tradition, and an intense focus
on pacifism. Many Asahina will neither touch a weapon nu;
raise a hand against another living being, even i self<defense,
The use of destructive spells is especiully forbidden, as it is
seenas a perversion of the kami, The Shadowlands is a notable
exceplivn W this rule. The oni and orher minions of Jigoku
represent the very evil which the Asahind constantly fight on
a spiritual level,

A certaln notable faction of Asabina does not agree with the
ovetall philosophies of the family Snch ordeals as the Clan
War, Jhlivions Gate, and the War of Spirits have hardened
them, and they realize that one cannot save the world by

hiding from it. Accordingly, these Asahina have turned their
back on their family's shupgenja teadition and become
bushi,
Asahina shugenja are known for their fetish
magics; the magical trinkers they ereate are
vaticd and wondrous. Their love for pacifism,
in fact, stems from their mastery of artifice,
Forginga nemuranal with destructive intent is
a terrible, comuptive thing. Such an act led o
the creativn of the infimous Bloodswords by the
bLiaunds eof Asahing Yajinden.
* Favored Class: Shugenja,
= Starring Hono, 3
* Class Skill: Knowledge (Shintan),
* Starting Cutfic: (Chonse one)
1. Twer 2hel level talismans, five jade fingers

2 Une Ind level talisrman, siv Lot level talismans,

five jade finpers,

3. Longhew, 20 masterwork artowe, masterwaorlk
ashigar srmor,

DRIDOTI
* Current Daimyo: Dardojt Releai (Female Samurai
1Y Fighrer 10)
When rhe origingl Crine Thunder was losr to the
Shadewlands, it was Doji Hayaku who sought
out her blade and returned it home. The
journey changed him, causing his hair to
turn a stark white, To this day many Cranc
bleach their hair white in honor of his bravery.
Hayaly became the founder of the Daidoji, the most milirant
Crane Fumily Though Daidefi are as shilled with the sword as
any Crane, their trademarle weapen is the vari,

The Daideji are the defenders of theit elan. They e a gdm,
practical lot, well adjusted to defending the relatively small
avmnies of the clus frum lacger threacs such as the Lion and
Crab. The Daidoji are masters of terraln and invented guerrilla
warfure in Rokugan, They know that their cause is just, and
the survival of their clan depends upon their sctions.
= Favored Class: Fighter,

+ Starting Honor! 2
v Class Slall: Hide.
* Starting Curfit (Choose one)

1. 350 kol

2. Masterworle vari, 50 kelu,

3, Creat armor, 50 kol



poTi
= Current Dadmyes Doji Burchito {Male Samurai o/Iaijutsu
Masrer 5)
The Dojl are the leaders of the Crine, e wealthiest and nyost
influential family in Rokugan. Even the Otomo Imperial
Family does not have the extensive resources and wealth drat
¢ the Taji poasess, though of caurse the resources of the Doji are
at the [ Homas command should they will it 1o be so. The Doji
ate 2 highly traditional samurai family, with an emphasis on
proper etiqette. Even the most militant Thofi has some awate-
ness of courtly life, and most Uoji are more at haome in 4 palace
than on a battlefield,
« Favored Class: Courtier,
+ Starting Honor: 3
« Class Skill: Enowledge (etiquette}.
+ Starting Oiptfin (Choose one)
1, 350 keku.
2. Royal outfit (See the Player's Handboak™) and
150 hoku,
3, Masterwork Looellar armioy 50 koku

KAKITR
+ Current Daimyo: Kalita Kaiten (Male Samurat 15)
The Kakita are a family of artists, though those who would
assume their art is limited te peaccful origami, postey, and
dance would be harribly mistaken, The most renowned artists
of the Kakita are (heir Iaijutsu masters, arguably the deadlicat
duelsts in Rokugan, (Only the Mirumoto begin to compare to
their ralent.) The Kakita are incense, passionate, and driven
eveny for Crane, Morhing less than the perfectivn of their art
will satisfy them. Anything less is a waste of time and enciyy
Thaugh nor as wealthy as the Doji, the Kakita still wield a
great deal of politieal clour.
« Favored Class Samiral ar courtier (choose onel.
» Sparting Honor: 3
» Clage Skill: Taijutsu focus (if samurai is favored class)
ot Pechorm {if courtier is favored class).

« Starting Cutfit: {Choose one)

1. 350 lealm,

2, Royal outfit (See the Player’s Handbook™)

and 150 ok

YASVIK]

+ Current Daimyos Yasuld Hachi (Male Samuen 5/ Fighter £)
Only 2 handbul of Yaeuld call themseles Crane. Afrer daimyn
Yasuli Bamoru died without an heir, it fell to the Domo
family (with the able assistance of Hantei Naseru) to find a
new heir, That heir was Yasuld Hachi, 7 young gunee in the
Cranc armies The Cranc Yasuki are mostly low-ranking
former Daidaji who chose to follow Hachi and help seeure the
lands of their family. As a result, Crane Yasuki tend to be far
more militant tan their Coal brethren.
» Favored Class: Fighte,
+ Starting Honor: 2
¢ Clags Skill: Barcle,
v Srarting Outfit: (Chosse one}

1350 koku

2. Magterwark yari, S0 kokuw

3. Crear grmar, 50 kol

THE DRAGON

Cutrent Daimyo: Togashi Hoshi (unique
male half-dragon Samurai 5/Swordmaster
i0¢Menk 53

The northernmost peaks of Rokugan
are home (o the Dregon, the clan founded
when the Eami Togashi took his [irst two
followers into Theic snowy recesses. Clavged
by the First Empetor to warch the Empire with an impartisl
eve, Tngashi himself guided his clan by faking his death every
generation and taking a new name. The Dragon have become
almost apart from the Hmpire whils Togashi and his followers
tollowed the edict handed down by Hantet, Very rarely have
the Dragon chosen to become involved in the innesr writkings
of Rokugan, and their interference has always inscrutable,
unpredicrable, and unstoppable.

A typical Deagon is quiet and reserved. Those whe chooge
o speak generally quote verse from the Tae of Shinsed, or pose
clever riddles, Their style of magic has befuddled even
the most insightful Thoenix shugenjo, and the two-swerd
siple of swordplay invented by Mirumoto runs contrary to the
more aceepted lorm dictated by Kakita, The Clan suffered
a hedvy blow when Togashi allowed himself to be destroyed
on the second Day of Thunder, Under the leadership
of Hiroml, the Dragon were attacked bl wilinagily and
politically until she defeared the dark Lurd Moun and
replaced him. Togashi's son, Hoshi, led the clan against the
Shadew at the Rattle of Oblivions Gate, and has raken over
a5 the Champon of the Tragon

A recent eruption of Sleeping Thunder Mountain has
torced the Dragon to appropriate new lands for the first
time in theit history. Having to spill out into Phoenix lands
exacerbated the tensions the Dragon already felt with
the Phoenix over the defection of the Agasha family
The provocation has caused two of the most peacetul Clans in
the Empirc to declare war. Although the Dragon sre more
combat-ready than the Phecnix, a treaty between the Lion and
Phoenix (as well as small groups of Dragon refugees moving
tor Lion lands) has brought che Clan c-ftic Licn into the war

Fhilosuphy: Many Rokugani dismiss the aloof Dragon a3
arrogant anil condescending, but nothing could be further
from the truth. A typical Dragon can have much to say, but he
wotlld rarher nor say anything at all, remaining conent to
watch a scene rather than ger involved. Dragons are cou-
cerned with enlightenment and eruth, however, and will ne
remain quist when dury to these ideas demands they speak
up. Those who speale and acr cruthfully, honestly, and respecr
Fully will gain the good attentions of the Tragon.

Allies and Enemies: Beciuge of their minimal (nteraction
with the Empire, the Dragon have seldom had any rrue ene-
mies or allies. Currently, however, they have become as entan-
gled in the inner workings of the Empire as the Lion or Crane.
They arc currently ar war with the Phoeniz and Lion over sev-
etal bits of land in Phocnix territory. Of all the Clane of the
Empire, it is the Phoenix that the Dragon have had the mogt
interacrion with, beth Clins quictly striving for enlighten-
ment aud wisdom, Recent events; such as the defection of the
Agasha amily w the Phoenix, and the tvaley between Tamori
Shairung and Isiwa Taeruku, have caused an animesity thar
has contelbured to the outbreak ol full-scale war,

Because of the role the Dragon played In helping the
Seorpion return to the Empire after being exiled to the
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Burning Sunds, an unexpected but srrong alliance has formed,
Togashi Hoshi is half-Scorpion, and both clans seareh for
secrers and ferrer our hidden thtears 1o the Empire; these
two clans have discovered much in comman: Though husy
with.affairs of thetr own, the Seorpion have sentassistance to
the Dragon in their fime of nead

The nicorn, Crab, and Manris clang are indifferant fo
the Dragon, and the Feeling is returned The Unicorn see the
Dragon as cutsiders, just as the Empire regularhy views
the Unicorn, but have not made any overt steps to strengthen
relations between the two clans. The Drogon do net fully
undetstand the Unicorn, cither, and for the time bcing\am not
intcrested in changing this fact. The Mantia are much teo
distant from the Deagon's borders for the clans to give one
another much thoughe, as are the Crab.

Appearance: The easiest way to pick a Dragon vur ol »
crowd s 1o loek ot thein The et of leitoving is common
amung the members of the clan, 45 are shaved heads. Though
the order of ise zwmi in the Dragon draw sength from thelr
body art, many other Dragon adorn themselves with non-
magical tattoos. Dragon bushi prefer light armor for mobility,
and fight wirh rwo swords instead of one:

Hanus Languages: Yobanjin

FAMILIZES OF TH= DRAGON
HITOMI
= Current Daimvyo: Hitomi Kagetora {Male Semurai 9/

Mank 10}

The Hitomi family, created by Hitomi herself when she
became the Champion of the Dragon, dates back less than two
generations. A lingering resentment remains between them
and the Togashi Guinily; as oue of Hitcmis fese edics as Chin-
pion [ovced the Tugashi from their ancestral home o make
way for ber new family. The Hitomi were the fronr ine when
the Empire engaged the Living Darkness ar the Bartle of
Oblivions Gare, and were decimared by their sacrifice, They
have since replenished their ranks, resting in the land= where
the Shrine of the Moon Goddess has feplaced the Shrine of
the Three Sisters hey are mght to the ‘Togashis day, and those
who hear the call of the Dragon mountains choose to remuin
with the Hitomi (known as kikage zumi) family a5 often-as
they choose the peales of the Togashi.

The Hitomi have become associated with the Moon
Goddess and her desires, as well as somewhat less-than-hon-
orable setivities, Their demeanor i quiet like their Dragon
cousing, but far more intense, The very gawe of their golden-
glowing eves can disturh the most hardened Shadowlands
veteran.

* Favored Class: Monl

* Stattitg Honor: 1

« Class Skill: Boowledge (Arcanal.

« Starting Outfit: (Choose one)
L. Masterwork tonfa and potion of cute Hght wounds,
2. Maseerwork partial armor and five jade fingers.

KITSUK]

= Carrent Daimye: Kitsuki Mizuochi (Male Samueal 13)

Drescended (rom Agashi Kisuki, this family has served rhe
Deagun as cilssarics, magisirutes, and diplomars since Its
[oumding over 200 years ago. The Kisukl are, however, much
more than simple ambassadors, Agasha Kitsuki himself was 2
seeker of truth and Justice, his exploits eventually earning
hirm death ar the hands of the Scorpion, He had invented what

is now known a5 Elisukis Merhod, a form of investigation
that favors evidence over Rokugan’s more sccepted form of
trial by testimony alone. Nearly every Kitsulkd 12 a tramed
mvesrigarorand a competentduelist
The Kitsili themselves tend to be the most open and warm
of the Dragon families. Though they are known to unrael
strings of riddles.and quotes from the Tao, they are more likely
to give a straight answer than any other family from their
Clan. Like the rect of the Dragon, however, their practice of
Eitsuki's Method sets them apart from the rest of the Empire,
even though the Method has proved irself effective.
« Favored Class: Samurai,
= Starring 1lonor 3
» Class Skill: Search oo Sense Motive.
+ Starring Ouefit : (Chovse oue),
1. Budye of oflice as Bmerld Magistrate and master
work lamellar armer,
2, Paison kit fantidotes only),

RIRVROTO

o Current Daimyo: Mirumeoro Uso (Male Samurai 9/

Swordmaster &)

The [ist Mirwmoto was une of the two men who followed
Toweshi into the mountains thar the Dragon would make
their home. He was 2 canny swordsman, and developed
the two-sword sevle called Niren before he died in the
Shadowlands fighting the dark god Fu Leng. His family lives
on as the strong arm of the Theagon clan, feared (n both single
cotnbat anid large-scale warfire. Tine o the reclusive natnre
of the Lteagon's leading family, the Togashi, it usually falls
npon the daimyo of the Mirumoto to handle the clans
day-to-day aftairs. The Mirumeoto train in concert with the
shugenia of the clan, l'EBLIItiII.E in samuraj who faver
two swords when one is the accepted custorn, and can speak of
the lami as knowledgeably us any shugenja, Of all the bushi
family of Rokugen, the Mirumoto tend to be the most
spiritual.

A typical Mirumoteo 15 reserved and calm at all times.
Fovemost on the mind of a Mirumoto is his lord, his swoeds,
and the Tao of Shinsei, Mielyy Bil Lot iy Lies Lu & centain
eenuple or templey ol the Brotherhood of Shinsed, and shave
their heads-out of piery, When the Mirumoro samural speaks,
his stasements are typically short and ervpric,

« Favored Class: Samuirai

¢ Starting Honor! 2

o Clags Skl Knowledge (Arcana)

* Srarting Outfic (Choose ane)
1. Masterwork partisl armor and 50 koku.
2 Katana and 50 koku

TARMGRI

+ Current Daimyo: Tamori Shaitung {(Shugenga 16)
When the Agasha left the Hitamicraled Dragon to join the
Phoenuea generation ago, one stood gpart, choosing ro remain
loyal to his elan. That man wae Agasha Tamori, the daimye of
the Agashafamily at the time, Tamori stood beside Hitomi and
the Dragon until he was corrupred in the Shadowlands during
the Battle at Oblivions Gare. During the War of Spirits, Agasha
Tamori joined the armies of Hantei XV, and was pranted o
family nome in the treary that ended the war (though Tamer
himself disappenred shortly thereafter),

Togashi Hoshi appointed Tamori’s daughter Shaitung
daimye of the ledgling family. Unlike the Agasha before her,



Shaitung has turned her family's focus o the earth magic ol
their mountainous homeland. However, the Tameri's methods
of magic arc similar to those of the Agashs, confounding
shugenja from othet clans, and the Tamori still train beside
the Mirumeto.

Mauy of those whe bear the Tamort family name are youths,
ot thuse who have reiwined llom the Phoenixunable to bear
the shame of sbandoning their homelands. Must ave e same
as the Agasha were once: quiet, contemplarive, and wise. How-
ever, under the guldance of the hor-tempered Shaitung, the
Tamori may become something quire different.

+ Favored Class: Shugenja

* Starting Honor 2

¢ Clase Skill: Spelleraft

* Srarting Outfit: {Choose one)
L. Two 2nd level divine gpells (no Air spelle).
2, One 2nd level divine spell and six 15t lavel divine
spells (no Air spells)

TOGASHI
s Cyerent Uaimvar Togashi Hoshe {onque male halfdragon
Sarnurai 5/Swordmaseer 10/ 3 onk 5)
The maditional leaders of the Dragon, the Togashi "family” is
really 3 monastic order of rattooed monks called ise zumi. The
founding Eami of the Dragon, Togachi, deow his tollewers
from these inexplicably drawn to the mountaing of the
Dragen. Togashi himselb would see to the tattosing of these
new ise zumi, giving them powers beyond mortal reach.
Togashi himsell lived For a thousand years, dying on the
second Day of Thunder, Leadership passed to the samurai-ke
Miiwple Hitomi, who banished the Togashi from the
Dragon. Togashi's son, Hoshi, was ameng those exiled,
and retaliared with hiy allies in the Brothechoud of Shinsei,
sparking the first time ever thar Dragon had foughe apainst
Dragon. Aftet dropping her Mirumoro name ro found her
awn family, Hitomi defeated Lord Moon and Hoshi ok
eommmand of the Tragon, The upheaval in the Dragon has now
l_mgged, and the I'ng:z:ﬂﬂ have retnrned totheir traditional mle
at monke and seelers of enlightenment
The ise zumi of the Togashi are the maost famed members of
the Dragon. Lepends abound of tattooed menls leaping cwer
high walls, bresthing fire, and talking with the Celestial Haaw-
ens themselves. Ise zumiare as quiet and reserved a5 monastic
monks mare often than nor, but some plunge themselves into
the Empire to expericnce all life has to offer,
« Tavored Class: Lnli}'(:-.
* Srarting Honor: 2
» Class Skill Concentration.
+ Starting Quilic (Choose one)
1, Masterwork bo ur vajo, polion of ware light wownds,
2. Masterwork ashigaru ammor, monk’s vuidic, bo,
climber’s kir.

TH= LION

Current Daimyo; Marsu Nimuro (Male
Sarnurai 15]

Since the dawn nf the Empire, one clan
has proven time and time again that anly it
ic worthy to be the Right Hand of rhe
Emperar, the chosen defenders of the

' Empire: the Lion Clan, Through the Clan
War and the War of Spirits, the Lion always led the chargs
aguingt the ensmies of Rolugan and the Emperer Althouph
there have been moments of wealiness and corruption in the

paat, the Lion have never failed to rise and defend the Empive 41

against all whe would see it destroyed,
Mo other clan can match the military might of the Lion.

Fince the days of Akedo, the greatest straregist the world |

has ever knowa, the Lion have devoted themselves to the
maztery of bushido and warlare, Their sianding iy is laiger
than any ocher in Rokugan, In addition o theic own anny,

Lion troops comprise the vast majority of the Imperial '

Legions. Only the strongese, finest warrlors may serve
the Emperor. Only the Lion are truly worthy

I'he current rulers of the Lion Clan are perhaps some of |

the finest i the clan's history Uhe fiery leadership of Clan
Champion Matsn Nimurs is complemented by the wisdom
of the aged Alodo Cinawas. Cinaws, however, is nearing
retirement, and many wotdet it the clan’s endeavors will be as
fruitful without his counsel.

Philosephy: Samurei of the Lion Clan often have an intlex-
ible code of conduet, They ndhere rigidly to the tenets of
bushido, measuring their own actions against the example set
Ly their founder Akodo, Other clans tend to view the Lion as
hostile; a viewpoint that is not always entirely inaccurate: the
Liun typleally believe samurai of other clans miuse prove their
worth before esrning their respact,

Lion Clan swmurai roeasure honesty and devotion w duy
gbove all things. Parr of cheir rradicional enmicy with
the Crane-and the Scorpion les with the Lion distaste for the
flenwery language these clans use in coutt to disguise cheir
actiong and intentiong. Troe samurad, the Lion feel, speak only
the rruth and face the consequences with homar,

Allies and Enemies: Uhe langrhy military stary of the
Lion Clan hag seen them ally with and oppose virtnally every
clan in Rolupan, Traditionally, the Lion consider the Crane
and Scorpion clans their enemics, a8 both have adically diF
ferent philasophies than the Lion, Cenerally epeaking, the
Lion are neutral toward the Unicorn, Phoenix, Mantis and
Crab clang, with some minor hestilities over the centuries
marring their relarionship with the Dragon Clan somewhat,

The miner clans of Rokugan are laegely unimpeortant to
the Lion Clan, although some have proven useful in the past
The Hare Clan have occasivually been worthy allies, although
the Dragonily and Wasp clins have boly easned the Lions
wrath; the Dragonfly for the dishonor they brouglit upun
the Lion during thelr founding, and the Wasp for the
treasonous actions of Tsuruchi’s mother, a Lion samurai-ko.

Recently, the Tion signed a mreaty with the Fhoenix Clan o
jointly purge the Empire of the influence of the Shadowlands.
This great alliance was made possthle by Hanrei Masern,
one of the Four Winds Unfortunately, the purpose of the
alliance has pone unfulfillad as yet, 25 the Phoenic have entered
# war with the Dragon. Bound by the treaty, the Lion have
joined the battle against the enigmatic Dragon Clan,
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Appearance: The Lion project the image of perfectly
trained soldiers. Their features have a hard, severe edge, and
their build reflects a lifetime of training atid devetion to duty,
Even the shugenja of the clan are athletic: Black or brown hair
iz commaon; although the Kitsu fomily has a tendency toward
nintural ved haie It is hot uncommen for Matsu or Akodo
watriors to dye their hair a ficry red or gelden brown to
emulate their clan's namesake,

Donus Languages: Mone,
FARILIES OF THE LION
AKODO

* Current Dhaimyo: Akodo Ginswa (Male Samurar 15/

Fighrer 3]
The Akodo are the descendants of the Lion Clan'
tounder, the kami Akode. They have a long and
illustrietus history as nobleand honorable
warriors and generals, Unlilke their hete
tempered Matsy cousing, the Akodo are
paticnt and observane, taking the full
measure of their foes before using their weale
nesses to defeat them, The Akodo are the
havd that guides die sword of die Tdon anmy

Eelluwiisg the Scerpion Clan Coup
in 1123, the Akeodo family was
dissolved by the Emperor, thelr
dalmyo cast oUr a5 a4 rohin. Many
Akodo joined other families, while
others became tonin or tank their
own Hves in the ritual of seppulou
The family was restored Eollowing
the defear of the Living Shadow at the
Battle of Oblivionk Cate by the combined
clane of Rokupsn a decade later: Since that
tHime, the former ronin Ginawa has led the
family back ine promitence as some of
the fincst warriors in the Empire,
= Favored Class: Samurai,
* Statting [Tonos 3
* Class Skills: Battle,
+ Starting Outlic {Chouse oue)

1, Fatana und 50 koku,
2. Great armor and 50 koku.

IOMA
* Current Daimyo: Tkoma Sume (Male Courtier 7/ Samural 9)
The Tkoma are the historians and ambassadoss of e Lion
Clan, Their extensive knowledpe of bistury allows them o
draw upon centuries uf insight when negotiating wich other
chans, and they are rarely caught unawares; their family has
encountered almost every possible ploy, and recorded the
results. Many courtiers from other clans regard the Thoma as
boorish or dull because of their stevn and unforgiving
demeanaor, bur those wha rmistalie their stoicism for wealkness
pay a hefty price. The thoma do not forgive slights easily

In addition to serving ac the clan's presence in court, the
koma have 2 congiderable number of warriors in their own
right. Ac 2 family chey tend roward tacticians eather than rank-
and-file infantry, again using their knowledge of history 1o
theit advantage. Whether courtier or warrior, the Tkoma
invariably have training as storytellers as well, recounting
ingpiring tales of Lioh ancestors throughout history to their
kinsmen in time of need,

Favored Clase; Courtier.

Starting Honor: 3

Class Skills: Enowledge (History).

Starting Qutfit: (Choose one)
1, Mazstcrwork tessen and 50 kol
2, Heowal outhit (See the Pleyer's Handbook™)
and 150 kol

KiTsv
= Current Daimiyo: Kirsu Jurd {(Male Shugenja 16)
By fur the most contemplative and withdrawn family of the
Lion Clan, the Kitsu are an enigma ta the rest of
the Empire, Their shugenia school is reparded
as old-fashioned and maditionalise by otlies
clans, and it is the ouly such schoel in sl
ol Rokugan that rejects all applicants
from outside the clan. In addition o
b thelr standard shugenia school, the
ll". Eirsu also pracrice a unique form of
ancestor magic wherein the Kirsn
b specialists, known as sodan-senzo,
send their spirits 1o the reslm of the
diead to communicate with and even
SUmMMOL AnCestor spitits,

While it i nor unheard of for Kiteu to
talce up thesway of the warrior, it is uncommon, The
legendary general Kirsu Motzo was one such unique

individual, and the fiﬂ'].r Kitsu chil:o of the modern
Kitsa is.another sxample. Only those Kitsu who prove
incapable of conversing with the spirits arc sent to the
wartior dojo, and these samurai ave frequently looked
upon as failures by their family, Kisu wardiors under-
standably often vesent theirshugenga brethren,
The Kitsu are-still barcling the stigma their
family acquired generatons ago with the cormup-
tion of Kitsu Okura, the Jade Champion. Okura
was eventually exposed as a practitioner of mahp
who had bound an oni to his name, estenzihly 1o
srrengthen his clan, Dunng the Hattle of Oblivion's
Gate, Olurds oni anexpectedly turned upon the
Shadowlinds Horde, favering the honor of its
summoner over the Taint of itz origine. The oni
slew itz progeniter, the Oni Lord Akuma, and
restored the honor of the Kitsu family. The
ancestral Kitsu Tombs sre sull being purificd,
but the Empire considers the Kitsu to have
redeemed themaclves.
+ Favored Class: Shugenja,
= Starting Fonoe 2
= Class Skills; Knowledge {Ancestors),
+ Starting Outlic (Chovse une}
1, Two 2nd level divine spells (no Water spells),
2, Ome 2od level divine spell and sby 150 level divine
spells (o Air spells),

MATSY
* Current Daimyo; Matsu Ketsul {Female Samural 7/Lios
Pride &)
1l the Akodu are the nobility of the Lion Clan, then the Marsu
are surely irs passion. One of the largest familles in Rokugan,
the Marsu are also perhaps the most aggressive and warlike
They are always the first to solve problems with force and rhe
lust to leave the field of battle. While respected and feared,



others regard the Matsu as hot-tempered and dangerous indi
viduals who are prone to boues of viclence at the slightest
DrUviR L.

When the Akodo were disbanded by Tinperial edict several
decades ago, it was the Marsu who stepped {urwand and wok
command of the Lion Clan. Their passionace leadership,
unchecked by Akodo pracricality took ies 1ol upon the clan.
Mow that the Akndn once again serve the Lion Clan, the lead-
ership of the Matsu 15 tempered by their wisdom, and the pas-
gion of the Matsn directed by their srearegy The Matsu's rela-
tion to the reet of the Lion Clan can hest be summed up in rhe
words of the historan [kema Sume: "o the Maten the Joll, ta
the Akodo the victory, and to the Thoma the tale”
= Favored Class: Bersericer.
= Searting Honior: 2
= Class Skills: Bartle:

* Statting Outfir: (Choose one)
1, Masterwork no-dachi
2, Great armor and 50 kaleu,

THE RMANTIS

Current Daimyo: Yoritomo Kitao | Femnale
Fighter &/Rogue &)

The Mantiz Clan iz living proof that
fortune favors the mortal man, The Mantis
refuse to admir defeat, no marter what
foc they face. They renaciously cling
to everything chae is theirs, refusing to
smrcndcr and expanding their holdings through the sheet
determination of their samurai,

Casl vut [toin e Crab at the dawn of the Empire, the clank
founder Katmersu-uw was lupved o forge his own destiny,
one purchased with his own blovd and sweal, With only
a handful of followers, he traveled to the remote Islands of
Silk and Spice and formed his own band of samurai,
the Mantis Clan.

Vhraughaut histary, the Mantis have played @ number
of roles. They have been hernes, defending the Empire against
gaijin attsckers during the Bartle of the Haging Seas (the naval
portion of the Battle of White Stag). They have also hean
villsing, such ac when Gusal Rioshida attetnpted to overthrow
the Emperor and claim Rokugan for himself For the most
part, however, they have simply remained ungeen, trading
with various clans and sceumulating grear wealth with their
knowledge of the scas around Rolugen

During the Clan War, the ambitious Yoritomao led the
Mantis into battle at the head of an allianee of minor clans.
Bitier uver centuties of treatment as lesser men, the Mantis
unleashed (heir anger against the Shadowlands in a
determined efforr o prove their words o the Bipive,
Againstall odds, the gambit succeeded and the Mintis becae
a Great Clan.

Recent years have proved difficulr for the Mantls, Despite
thear absorption of the Centipede and Wasp clans, the Manrs
simply do not have the numbets ra fulfill all the duties
inherent to Great Clan statns. Many i the Hmpire Jonk upon
the Mantis' current trbulations and recent hostility with the
Scorpion as a Eign that the Mantis will not retain their
elevated status For much longer. The Mantis, however, see only
a chance for growth and expansion. Thete iz no limit to their
ambition, it seems.

Philosophy: The Mantis are typically somewhat more
defensive and surly thun other clans. Despite their new Creat
Clan status, many Mantis still feel that others look down upon
them, an impression which drives them to "prove themselves!
It is ot unwsual For samurai of the Mantis Clan to-demonstraec
uupeoyuked hostilivy roward other clans. This is in part due to
the Eact that the Mancs lave had licle exposure to the sub-
tleties of diplomacy or negoliation in their long history,
relegated as they were to the forgotten minur clan delegations.

Manris samueal rraly come ineo their own when amony
their own or among the minor clans of Rokugan. Thers, they
have a serise of camaraderie and belonging that allows them
moie freedom and independence.

Allies and Enemies: The Manntg have had many enemies
in their elan's histoty Following the Clan War, they warted
brietly with the Crana and Phoeniv clane, and Yoritome's quest
for a bride and larer the throne itself cost the clan its allies in
the Foir Clan and earned the diedain of many Grear Clans. The
Mantis hove generally newrral relations with the Crab and
Unicorn Clans, howeever

The true allies of the Mantis Clan ate the minor clans of
the Empire. Although many chose not to side with Yoritome
durinp the Clan War, they remember the opportunity that
the Mautis uilforded them and look upon their clan with appre-
ciation, The Wasp and Centipede clans have actually become
families within the Muands following the War of Splits, and
maty othet minor clans send ambassadors wo the Mantis vuures
regilarly, since the Imperial Courr shuns chem as beneath
notice,

Ihe Mattis and the Scorpion have been ar odds recenty
Many Mantis suspect that the Scorpion were responsible
for the death of Yoritomo Aramasny, adopted son of the lare
Clan Champien Yoritomo himself Yoritomo Aramasu
wag once Bayushi Aramagu, the natutal son of the Scarpion
Clan's Bayushi Aramete, and his original clan never forgave
him for his sympathy with his adopted clan, Yoritomo Kitao,
the new Mantis daimyo, has not yer taken any overe action
agaitist the Scorpion — but both clins continue to eye each
other suspiciously,

Appearance: The Mantis are a varied lot. Many of them are
largen tban average, & holdover from their heritage in the Crab
Clan. They e w be somewhar unpolished in their appeac-
ance, for presenting an ailmctive itage is not @ prioticy for
them. The hattle-teady philosophy prevalent among the
Mantis causes them to skire che edges of dishonomable behavio
by wearing their armor a grear deal of the time, This has been
khown ta offend other clans, who interprer this as an
implication that they are incapable of defending rheir
Mantiz prnests

The most common physical indicator of Manns allegance
is the absence of a daisho. Even with their statns as g9
Great Clan, the vast majority of Mantis samurai eschew
the twin blades thar detine an individuzl a5 a samurai,
wielding instead the péasant weapons that they have mastered
over the conturies. Although most Mantis wear green, the
shugenja of the family frequently wear red and many archers
adorn their armor with bands of black and gold. These colors
indicate ¢ heritape with the Centipede and ‘Wasp clans, respec
Lively,

Bonus Languages; Ivory Kingdoms, Yobanjin, Nezumi.




FARILIES OF THE RANTIS
MOSHI

* Current Daimyo: Moshi Juike (Female Shugenja 17}
Centurics ags, a small offshoot of the Phoenix Clag
became the tiny and reclusive Centipede Clan. A matriarchal
clan devored to the worship of Amaterasu; the Lady Sun (see
page 87 the Centipede practived their powerful style of magle
[it miany venturies with very litdle interacrlon with the rest
of the Empire. When the ambassadors of the Mantiz lord
Yoritomo arclved early in the Clan War, however,
the Moshi family realized thar they could nor hide
in the mountains while the Shadowlands ravaged Rokugan.
The Centipeds Clan joined Yoritomo's alliance.

After the Mantic were elavated to Great Clan sratus,
the Centipede remained their loyal allies. Eventually
Yotitemo sought a bride and found ene in Moshi Wakiza,
the daimyo of the Centipede Clan, With their murrisge,
the Moehi became g houge within the Mantiz and the
Centipede were no more. Despite Wakizas death a short time
later, the Moshi remain the mystical arm of the Mantis Clan,
bringing their powerful fire magic to bear on the enemies of
the clan, Sinee the death of Amaterasw, the Moshi Liave lcked
foeus. Recently, many of cheir younger niembers have hegun
to support Totud Tsudaw for Emperon The movement seems
tu be growing smong the mardarchy, and may soon envelop
thie entire fimily or even the Manris Clan 252 whale.

The Moshi are currently ruled by Moshi Joilke,
an incredibly aged woman who ruled the Centipede Clan
before they entered into Yoritoma's alliance during the Clan
War over two decades ago, and assumed the burden onee
apain when her danghter Wakiza died. Despite her advancad
years, |uiko retains a sharp mind and keen wit. It seems thar
the Lady Sun's blessing has remained with het, even after the
Lady Sun harself has perished,

* Favored Class: Shugenja.

* Starting Honor 3

* Class Ekills: Spellaeft,

= Erarting Outfie (Choose one)
1. Two 2nd level divine serolls (Fire o Air spells only?,
2, One 2nd leve| divine scroll and six 15t level divine
sevolls (Fire or Air spells only),

TSURUCHI

* Current Daimyo: Tsuzuchi Iehire (Fightor ¢/ Wasp Bounry

Hunter 5)

The Tsuruchi family is named far the valiant warcio:
who founded the tiny Wasp Clan generations ago despite
the vengeful Lion and Scorpion clans who soughi his
destruction. Daritg eo Qout tadition, Tsuruchi led the Wasp
in defiance ol accepred samumi norme; forsaking the blade for
the bow and the code of bushido for an individual's word of
honor. Tsuruchi also fed the Wasp 1o join with Yoritomo
during the Clan War, becoming the Mantis daimyn's most
rrusted Heurenant.

Tsuruchi disappeared a short time before the combined
clans of Rokugan foughr the Barcle at Obliviens Cate.
Fhe Wasp Clan chose to honot his memoryand his cath
to Yoritomo, remaining with the Mantis, During the War
of Spirits, Emperor Toturi bestowed the Tsuruchi family
name upon the Wasp for their valiant afforts against Hantei
VI

In recent years, the Wasp Clan has all but disbanded
a5 the Tsuruchi family has become a house within the greater

Mantis Clan. Although meost in Rokugan consider the Wasp
no more, there is a small faction of samurai within the
Tsuruchi family who iusist un being referred toas Wasp
despite (heir unwavering allegiance wo the Mantis,
= Fuvored Cliss; Fighter,
+ Starting Honor: 2
= Class Skill: Craft (fletchervh.
* Srattng Cutfic (Choose one)

1. Masterwork longhow

e !nnghnw. :Lshiganl ATMOT, ten masterworl arrows,

JORITOMO

* Current Daimyo: Yoritomo Kitao (Female Fighter 6/

Rogue &)

The Yorlromo family was formed in the wale of the secand
Day of Thunder in 1128 Having led an allisnce of minor clans
against the Shadowlands during the Clan War, the Mantis Clan
datmyo Yoriromo stood before the szsembled leaders of the
Lireat Clang and demanded the Mantiz be elevated to coequal
statug in recognition of their valor. He offered his head to the
champions for his presumption, but refused ro withdraw the
demand, The champions recognized Yoritomo's commributions
te the Clan War and agreed to his request, Upon his coronation
a5 Emperor, Toturi 1 confirmed the Mantls’ Geeat Clan status,
under the leadership of the new Yoritomo family, Yoritome's
descendants have ruled the ¢lan ever since,

The Yoritoma are brusque; scratghforward individuals. They
rule with an iron fist, feaving chat any weakness on cheir part
will be exploited and their clan's starus damaged. It is the
allitudle ul @ minor clan, one thar the Yorltomo have tiot vet
been able to overcome, Recently, Yoritoma's hand-picked heir
Aramasu was killed, leaving the clan in the hands of the savey
but unrested Yoritomo Kitao, Kitao arrived too fate to save her
lord, but many Scorpinns died by her hand on the day of
Aramasu’s death,

* Favored Clags: Fighter

* Starting Honor: 2

Clags Skill: Profession {sailot),

Starting Outkit: (Choose one)
1. Masterwark pedsant weapon [sai, jitte, tonfa, or
kama), ashigaru armor.
2. May purchasc a kebuna (see keelboat on page 150 of
the Duwceon Mazrer's Guide™) for 1,000 kolku. This
tust be purchased before reaching the fouith level.

Current Datmyo: Shibs Tsukune {Female
Samurai 177

If there iz a mystery in the Empite,
then somewhere there is a Phoenix who
understands it. To the Phoenix Clan, knewl-
edge iz a weapon deadlier than seeel. Mo clan
possesses groater knowledge of magic and
spelleraft than the Pheenix, nor do any (save pediaps the
Dragon) beteer undevstand the enignias of diis wurld and the
realms bevond,

The Phoenix Clan believes in perfection: perfectlon of
their wagic, perfeciion of their spirn and perfection of body
and mind into a single, fawless mechanism, Since the dawn
of the Empire, the [sawa and the Asalo have lahored for
a more perfect understanding of the ways of the kami,



the enigmatic spiries that shugenja sumimon when casting
their spells. As they pursue their resepich, the Shiba practice
theit particulae brand of swoerdsmanship, clearing the mind to
allow the budy oo react withour thouplin, witloue Lesitcion,

Far in the northernmost regions of Rokugan, the Phoenix
enjov a seclusion rhar allows chem o pursue their own
imterests cather than constandy becoming embroiled in che
conflicts of the Empire. This isolation fostered the belief thar
the pursuit of knowledge was a goal toward which anything
could and shonld bhe saenficed. Sadly, this led to the
corruption of the Conncil of Elemental Masrers, the most
powerful shugenja in Rolugan, doring the Clan War
This tragedy nearly destroyed the Phoenix. They have sworn
never agsin to loge their focus,

Recently the Phoanix have allied with the Lion Clan againet
the Dragon, This is 4 most unusual oceurrence, as the Dragon
have lang been the Phoenixs staunchest allies. The conflict
was triggered by the Dragon scizure of Phocnix land, buteven
this affront might have been negotiated away in happier
times. The defection of the Apasha from the Dragon to
the Phoenix shortly after the Clan War, however, strained the
historically good relativns belween these Clans, so the
annexation triggered war tather thao a diplomatic selution,

Fhilosophy: The Fhoenix are noterious throughour the
bushido-deminated Empire for their pacifistic outlook on life,
Phneniv shugenja have on occasion refused to harm crestures
of the Shadowlands because of therr ingrained abhorrence
of violence 'Uhis has earned them the searn nf militant clans
such ae the Lion and Crab, but even those clans respect
the obvious power the Phoenix cammand; ir is not that they
cannot harm their foes, merely that they do not wish to do sa.

Ameng themeelves, the Phoonix are surprizingly prone to
disagreement and petty squabbles. The feud betwesan Asalee
and Isawa families dates to the ritne of Shika himself,
when the elan’s founder impartccl secrets to Asako that the
Isawa desired. Some among the modern Shiba resent their
inherited debit to the Isawa, and the neweomer Agasha family
Feels char the ochers do not trear cheir magical methods
serivasly, Despite these disagreements, the Phoenix do not
allow their personal fechings wwand one anvther weolus e
interactions with others. Such marcers are clan business, and
should nor be discussed ourside of the family.

Allies and Enemies: As befirring such a paclflstlc group,
the Fhoenix have no traditional enemies: They have clashed
with many clang over the years, bur long=term eonflicts have
heen wirtually unknown ta them. In modetn times, they have
neutral relations with the Ceane, Crab, Unicorn, and Scorpion
clans. There iz still some resentment among the Phoenix
toward the Mantiz, wheo laid siegeé to their lands during the
vears between the Clan War and War of Spidts.

The Phoenix are currently allied with the Lion against
the forces of the Dragon Clan, This is an unusual reversal of
tradirional allegiance for the Pheenix, whe have clashed
with the Lion repeatedly over the centuries because of their
differenices in philosophy:

Appearance: Samurai of the Phoenix Clan tend to be
smaller than the averrge, They are guick and sihileic rader
than bulky, with practiced movements that seem (o fow
togerher lilke the warters of a river. Phoenix tend 1o dress in yel-
lows and oranges, the colors of their ngmesake. They also
favor elaborate helms thar evoke images of flames or 2 bied
rising into the sk

Ronus Langnages: Kam, Yahanjin,

FARILIZS OF TH= PHO=ZNIX

AGASHA

« Currehl Daimye: Agasha Hamanaei (Male Shugenja 40}
Uniil & few generativus apu, thie ﬁgamim (nily served
the Drigen Clan. Fur over a thousend years, the Apasha
pracriced thefr swange brand of magic in service to Togashi,
the isntnorral son of the Sun and Moon who ruled the Dragon,
Upon Togashi's death at the second Day of Thunder, however,
the maore sinister Mirumoto Hitomi became the Dragon Clan
Champon, Hitemis orlesion of rthe clan's resources in
relentless and single-minded pursuic of her parsonal goals
offended the elders of the Agasha family, and in shoet order
they did the unthinkable: they forsonk their vows to the

Dragen and joined the Phoenix Clan,

Among the Phoenix, the Agasha have found the tresdom
they once enjoyed, although they do not yer have a full
measure of TeEpoCE, The Isaven family considers the alchemical
style of magie thar the Agashas practice little more than un
oddity; and do not bother to learn it. Ultimarely, the Agasha
consider this of little consequence, as they are free to pursue

thel own ugtnda.

v Favored Class: Shugeija,

* Srarring Honor 3

v Class Skill: Alchemy:

+ Starting Outfit (Choose one)

t. Gine 2nd level and six 15t level divine sceolls (no

Water spells)
7 Cne potuk nl”:'rr fiveath.

ASARO
= Current Daimyo: Asako Toshi (Male Inkyo 12}

The Assko are perhaps the most enigmaric family in
the Empire, for they hold a mysterious secret passed on to the
ariginal Assln by Shiba in Rokugan's earliest vears. Ever since
that time, the Asako have kept to themselves, practicing their
own brand of magic and theology, giving rse tn 4

mysterious sect of samurai emown only s the Azako Henshin

The Henshin are rumored to hold the secrets of immortality,
buthio one has ever been able to confirm this, much to the

chagrin of the Isawa family

For all their mystique, members of the Asako family tend
to be good natured, outgeing individuals. They enjoy
traveling the Empire and experiencing life, It is said thar
traveling with an Asako brings goed fortune to a party,
Lt thar asking them abour their secrets will bring the disfaver

of thie Fouounes,

+ Favored Class: Inkyo,

* Smmring Honor: 3

» Class Skill: Concenrrarion.

= Starting Cutfic (Choose one)

1. One 2nd level and #ix st level divine spells

fany element).
7. Masterwork b staff and 50 kalo.
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* Cutrent Daimyo: None. The Isawa family iz ruled by the
Council of Elemenral Masters, currently consisting of
1sawa Taeruko (Earth, Female Shugenja 19), Tsawa Flochin
(Fire, Male Shugenja //Elemental Guardsman 100, sawa
Riake (Water, Female Shugenja 10/Inkvo 3), Isawa
Makamura (Air, Male Shiigenia 11), and Shiba Ningen

[Viid, Male Shugenija 7/Void Disciple 10}

I'he tsawea are the undisputed masters of the magical ares
in Bolugan. Mo other family in ary clan can boast their sheer
numbars of shugenjs, nor the depth of training thet
they achieve. The Teawa, proud of their tenown, often lock
down on srudents of other shugenije schools as lesser pracn-
tioners of the arts. Other shugenja may resent this condescen-
sion, but the Isewas power is so respected that it ultimarely
makes lirtle difference,

The Isawa family cssentially rules the Plwenix Clan despite
having no direcr ancesrral tes 1o 3 Kami; The Coungil of Ble
mental Masters makes all significant clan decisions, much o
the cunsternation of the Shiba daimyo, who is estensihly the
clan’s Champion,

* Favored Class: Shugenja:
* Starting Honor 2
¢ Class Skill: Spelleraft
* Starting Chutfit (Choose ong)
1 One 3rd level and twe 2nd leval
divine scrolls fany element),
2. Two Ind level and six 1zt leye]
divine seroll fany element)

SHIBR
+ Current Namyo: Shiba Tsukune (Female
Samairni 17)
I'he Shiba family, descanded from the
Kami of the same name, ig unique in Rolu-
gan. Ostensibly leaders of their clan, the
Phoenix Clan Champion nonetheless bows to
the wiches of the Isawa family's Elemental
Masrers, This stare of affaies dates back o
Shibals vow to Isawa, at the beginning of the
Empire; to always protect and defend
Isawa's descendants. The Shiba cotiie
honeor thar promise.
The $hibs wainiain the only bushi

sclials of the Phoenix Clan, Compared
1o bushi from other clans, however, they
are much more subdued and contem-
plative. The Shiba believe that
patience and honar lead ro v
tory, and thies tend ro be far less
aggressive and more medirative
than one might expect from a bushi,
The Shiba style of combat is defenzive, partly
because of their training as defenders of the Tsawe,
v Favored Class: Samueai.
* Srarting Honor: 3
« Class Ekill: Any ome Knowledge skill,
= Starting Outfit; (Choose one)

1. Masterwork ashigaru armor and 235 koku,

2. Wakizashi, ashigaru armor.
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TH= SCORrION

Current Daimye: Bayushi Yojiro (Male
Samurai 5/Courtier 5/Emerald Magistrate 2)
Every bright star and Sun must casta
shadow semevwhere, When Hanted brought
the light of hiz rule to the people of Roku-
gan, he commanded Bayushi to stand (e
shadows of his Empire aind destroy those
that would strike ar the Bmpeior or Einpire [rom the dark-
ness: Bayushis duty was wo procect the Bmpire, no marrer the
cost He kirew it wiould stain both himself and his followers to
ubey Hantel's command, but be did nor flinch. Since thar day,
the Scorpion have become aware of or involved in every shad-
owy deal Inside the borders of the Empire, and several nutside.
Some Scotpion samurai see the tasks they must perform
as necessary duties for the gnod of the Empive. Others find
the resnurees of thetr clan to be avenses to personal power.
Some see no difference between the two,
Many Scorpion are among the most cheerful and
inviting people in Roliugan. With their reputetion as back
srabbers, thieves, liars, and slinderers preceding them,
mest Feorpion do not bother to intimidate cach person
they meet. Scorpion are intelligent and crafty, excel-
lent friends and deadly enemies, & Scorpions
leyalty can be counted on once earned — the
clan has no need for & Scorpion who cinnot
remain true to those worthy of their trust,
Cuiee yuu can count one Scorplon among
your true allies, it's nor a far siterch to say
that the whole clan is vouor ally OF conrse,
kniowing whether ar not a Scorpinnk smile
is trise is annther matter complately Bvery
Seorplanran turn just as menacitng as they
are welcoming, and a Scorpions anger can
lead to the dishonorable deaths of entire
families,
Before the Hest day of Thunder, the
Scorpion were brutally punished for the sssas
sination of Hantei X30(VIIL and their family
nammes were stricken from them, When itwas
later revealed that Scorpion daimyo Bayushi
Shoju had atracked the Emperor ln an
attempt to prevent the teiuen of Fu Lensg,
the names asd stativn ol the Scorpion Clan
wetk restured,
Once again, shortly before the War
Against the Shadow, the Scorpion were
e § exlled for their apparent connecrion to
e Emperor Toturis disappessance When
it was revealed the Scorpion were not
truly to blame, it was their mastery of the shadows that proved
the nndong of the Living Darleness st Obliviens Gate,

I'he sudden death of Emperor Toturi in the lands of
the Scorpion has marred the Scorpion’s reputation for
a third time, Though ne evidence at oll implicates the
Scorplon it this incident, many distrast the clen of scorets
mmore than ever

Philesophy: Every Scorpion worth his family name
remembers Bayualu"s promise to Ilantet: protect the BEmplre,
no matter the cost 1oself, clan, or hanor Thouel all the clans
claitn that they would give their lives fot the Einpire, none bur
the Scorpion openly proclaim that they will throw away their



honor at a moment's notice should it benefit Rokugan,
A Scorplon deals in secrets, lies, and truths, peddling the Hier
rwo and keeping the lase. Mo matter how well yvou believe your
darkest secrat liept, never doubr that some Scorpion has
already learned it,

Allics and Enemics: The Scorplon can at present count
only oneclan as anally — the Dragon They realize that pechaps
only the Dragen can tuly understand the duty they perform
for the Empite, a5 the two clans seel secrets and truths in places
tipaey fear o vead Tewas e Dinggoo’s assistance it allowed
the Scorpion w reclsim their lands afeer being banished for the
disappearance of Emperor Torari the First over thitty years ago,
Though the Dragon have never arrempred to call in the debr
they are owed, the sudden outbreal of war between the Lion,
Dragon, and Phoenix is the opportunity the Scorpion have
winted for to prowe therr wareh 1o thear allies,

Though many apenly despise the Scorpion, very few
large groups eatch the full anger of the clan, Currently,
the Scorpion are directing their eftorts to seeking ont and
destroying the ond sand other Shadewlande creatures reported
I'Lnunting the Shinomen Forest The Mantiz are hostile rovweard
the Scorpion, bur the Scorpion considered the conflice
concluded with the death of Yoritomo Aramasu, the unl}'
Mantis whe had directly offended them. Though the Scorpion
want ne further conflict with the 3antis, they warch Kitzo and
her Eellowers closely, Outside of the clans, the Scorpion ave cue-
ently trmcking down two proups — the reluainiing Gujue and
Winube who were left by the defeat of the Living Darkness, and
a group known as the “*Kolar! The Shosuro, led by their daimyo
Yudoka, hunt the last of the Goju and MNinube Hnes, working 1o
exringuish the final tetnaits of the Living Dathness, The Kolat,
a group that Bayushi Kachiko stumbled upon during the Clan
War, have preven @ more canny foe — the Seorpinn Know anly
that the retiirn of Shingo dealt them a grear blow, and have been
utiable to contact the organization sitwee.

The other clans are of little interest to the Scorpion at the
present. Though there hae always been animesity between the
Crane and Scorpion, the Crnek current war with the Crab has
taken most of the Crane’s artention off the Scorpion, which
has sparked the Scerpion to act in kind as they direct their
cffores to their own plots, The Lion and the Phoenix, while not
formmal enemies of the Scorpion, are currently at war with the
Dragon, the Scorpion’s ally. Tt is perhaps only a matter of time
before the Scorpion openly declate war on the two clans.

Appearance: A Scorpivn can be easily identilied by his
mask. The conundrum of the first Bayushi was thar he wore a
mask ro-announce o the entire world thar he could not be
rrusted. The deep crimson and black colors of the Scorpion ate
prominent on any clatrmember’s clothes and masle Though not
ag hardsome as the Crane, many Scorpion areexntically beant-
i, thest flowang Iong hair sccentuating their angolar feamres

Bonus Languages: Achalan, Melthem, Sanpet, Nezumi.

FARMILIZES OF TH= SCOR7TION

BAYUSHI
» Current Daimyo: Bayushi Yeojizo (Male Sanwurai 5/Courtler
5/Bmerald Magisteare 9)

The Bayvushi are descended Trom the Kami who founded dhe
Seorpion Clan, and lead the clan both in the courts and battle-
fields. The Bayushi are generally the masterminds of the many
plets the Scotpion are working ar any one time, and are the
larpest, most dangerous of the Scorpion families.

A Bayushi is a typical Scorpion, comely and cunning,
plotting vour end ag soon as his head dipe to bow to you
They are ruthless tacticiang in battle, preferring guerrilla and
diversionary teerics to more traditional watfare,

+ Favored Class: Rogue.
» Srarring Ionor: L
+ Class 5kill: Diplomacy,
+ Srarring Curfit {Choose ote)
1. Katana and 50 kolou.
2. Masterwork yumi amd 20 aroows,

SHOSURO

« Current Daimyo: Shosuro Yudoka {Male Fighter 6/Ninjz 12)
The dght hand of the Dayushi is the Shosure family: The first
Shesuro was known as Bavushis Daughter, chough it is
debared o this dil}" whether Shosuro was mar, woroan, o 1wei-
¢her, The Sheserw are spivs, acloos, and ninjs, and theic
provinee is the arr of creating false lives. fake histories, and
empry truths. It is the infamous {though spoken of only in
rumot) Shosuro Dojo thar produces the clans ninjs, and the
Shosuro Butei are among the most famous actors in the
Empite: They are theeyes and ears of the clan, pretending robe
anything necessaty to learn what they must, and then fading
away like the morning dew. The Shosuro ninja were once
pawng of the Living Darkness, using the magic of Shadow
Brainds to give their assassins ind ninja superhuman powers,
even though they did not know whar force lurked behind
them. Since the defeat of the Darkness, the-Shosuro have
forsworn amy use of the Brands, but they are no less dangerous,

By demcanor, the Shosure and Bayushi tond to be much
alike. However, the Shosura scove less as leaders of the clan
and wove as quiet spies, allowing their Bayushi cousins to
stand in plain view of everyone while they worls quister plats,
= Favores] Class: Will,
* Starting Honor; L
*+ Class Skill: Poison.
o Srarring Curfln: (Choose one)

1. Disguise kit and one vial of cobta poison,
2 Masterwaorl: aiguchi and ashigarn armor.

SOSHI

« Cureeit Daimyo; Svshi Uidert {Female Shugenis 8/Minji 4)
The Soshi, founded by Shosuro after she faked her death upon
returning from the Day of Thunder, trains most of the Scor-
plons shupenia. They specialize in ait magic, focusing on dis-
traction, illusion, and confusion. Soshi shugenja can turn the
rides of a batrle, catising oppotients to miscalculate the posi-
tion or gize of a Scorpion army, or become unahle to fight
ebfectively. Though the Soghi delved into the mysteries of
*Shadow MagicT in the past, when it was revealed a5 an exten-
ston of the Living Darkness, the Soshi shunned it completely,
Sochi tend to be more cynical than typical shugenja. The
Scorpion are infamous for their negative opinion of the Tao of
Shinsei, and the etritudes of their s]'tugcn]'a show it Many
Soshi tend to revere Bayushi above other Kami or Fortunes,
and possess a dry, disturbing sense of humor
« Favored Class: Shugenia,
= Sracing Honog 1
* Class Skill: Innuendo.
= Suring Sudfit (Choose one)
1. Ome vial of ndghr milk polson, two divine scrolls
(one 1st level, one 2nd) (no Earth spells),
2. Waldzashi, two 1st level divine scrolls (no Barth
spella)
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Y¥OGO

« Currént Daimyo: Yogo Koji (Male Shugenji 13)

The family of the Yoge is a contadiction — they are doomed
to betay tlwse dhey love, a curse ficst laid upon their founder
Yopu, They were charged with the care of the Black Scrolls,
rwelve scrolls of epic black magle thar sealed the soul of the
dark god Fo Leng, Originally Yopes curse was blunted by the
idea that Yogo held nolove for the Scorpion, making him the
perfecr guardian:of the Scrolls. However, the curse came Full
earele when Yogn Juneo, a vassal urterly deveted to the service
of Bayushi Shoju, determined to avenge his slain master by
opening the first of the twelve Scrolls — beginning the
release of Fu Leng trom his prison, Now the Yogo have
become g family of shugenja dedicated to finding the seeres
of the Shadewlands, ¢ path which the Kuni have alrcady
walleed for over o thousand years. However, the Yogo believe
the unique perspective of the Scorpion gives them an advan-
tage in theirresearch the Kuni do not possess,

The Yogo themselves are best described as ‘distubing They
tend to be thin o e puing wl ELRCTA IR, their masks I_'li_ngﬂ
ing to bony frames and frail skin, Their shugenja speal in low,
raspy tones, and have a mind thar 2 torrurer or even an ond
could appreciare.

» Favored Class: Shugenia,

» Starting Honor: D

o Clasa Skill: Knowledge {(Shadowlands),

¢ Starnengg Ouefie [ hoose one)
1 1wo 2nd level divine scrolls (no-BEarth spalls).
2. Six 12t lovel divine serolls {no Barth gpeﬂsj and ohe
2nid level maho seroll

Bavishi Paneki
Srorplon Gl Sawpiral

TH= UNICORN

Current Daimyn: Mota Gaberis (Male
Samutal 5/Moto Avenger 10)

The Unicorn are a elan of outsiders.
Lirectly following the first War Againct
Fu Leng, Shinjo and her Eollowers,
the Ki-Rin Clan, chose to explore the lands
autside of the Empire, They did net teturn
tor eight hundred vears. They returned with a new name —
the Unicorn Clan — and a grear deal of gaijin technology,
magic, and customs. What resulted was a strange amalgam of
Hokugani tradition and gaijin ingenuity, The Unicorn have
taken the best of both worlds to creare @ strange lobeid culture
unlike any other. The wise bave leacned oot 1o misjodge the
unpredictable Peaple of the Wind.

Though many consider the Unicorn a rustic clan, it is
in fact an extremely wealthy clan due o s healthy {and
unsancrioned? rrade in materials from ourside Rolugan. They
do niot make a great personal show of their wealth with fine
clothes asa Crane nr Phosniy might, bur Uinicorn palaces are
wiorks of exttaordinary exotic beauty that muse be geen to be
belisved.

Philosophy: Unicorn tend to be blunt, straightforeard, and
extremely curious. While othor samurai learn to be content
with what they have, Unicorn tend to be restless und
ambitious, & Unicorn alweys wants to know what lies over the
next tise, what he might discover past the next patch of forest.
They are notural explorers, with a strong fomadic tradition.
The fow peemanent cities and castles within Unicorn lands
seem to be constructed more outof & courtesy to visitwts tathe)
than any desire on the Unicoiids pact wsettle in one place, Due
to cheir stiong nemadic traditions, the Unicorn rely heavily
upun hurses 1o get from place w place. A Unicorn stranded (n
the wilderness with no steed may well die, and for this reason
the Unicorn rrear horses with respect and reverence,

Like the Crab {with whom they are aften compared)
the Unicorn place great value on honesty and trost
Unicorn keep few secrets from their true friends, and hold
a htter-enmity for those who betray their truet. The Unicomn
extend this trust ¢ven to their own peasants, whom they treat
with grester respect than does any other Croar Clan.

Unicotn tetd to be mote open to new ideas than most other
elans, They are not quite a5 condemning of outsiders (as they
were once outsiders themselves). Some think che Unicorn
ctass, provincial, or outright stupid due to their inability
to adapt to Rokugani culture after over three hundred years in
the Bmpire. In truth, this is not due to any failing on the paccof
the Unicorn, Many Unicorn do bor wane o adapt,
What their ancestors discovered i dieic rayels ouside the
Emnpire serves them well to this day, and they see no reason
tw discard their culoore.

Allies and Enemies: The Unlcorn ate Unigue in that they
do not have any long-term allies or enemies. Their posirion
outside normal politics keeps athers ar 1 distance, Their
nomadic lifestyle often leaves potential snemiss tncertain
where swactly tnomonnt an attack. As a result, the Unicorn ars
nften merely ignored.

Unicorn diplomats tse this to their advantage. Though
the Unicorn Clan has only been directly involved in o handbul
of Tokugani wars, the assistance of Unicom cavalry has been a
Buctor in every major conflict since their teturn to the Empire.
The Shinjo take advantage of these opportunitics, and study



the tactics ot every clan, Great and Minot, The Unicorn knaow
how to counter the tetice of nearly any Hghting toree in Rolou.
gen with their superior mobility and unpredictable
tactics,

The Crab are 4 notable exception to the Unicorn Clan's
neutrality,. The Unicorn have assisted their southern
neighbors on many occastons over the centurics sihee their
retury and e Crab Lave endeavored to keep the Unicom
on [riendly terms, In the last generation, a martiage between
the shinjo and Hida houses cemented the alliaonee and
the Clans remaln close allies ro chis day.

Appearance: Unicorn rend ro be short and stocky, with
blunt features and dark slin. Many have a weathered appear-
ance and & how-legged srance from long hours riding against
the wind ‘They tend toowear thest hair 10 4 variery of exotic —
some would say batbarie — styles, and goatees are commin

Bonus Languages: Moto, Melchem, Naga, Senpet,

IVCHI

= Cureent Daitye. Iuchi Yue (Fenvale Shusenia 14)
The Tuchi are cthe keepers of e Unicoin weligious waditions,
o strange mix of gaifin philosophy and kami magic, Tuchi
magic is unlike the magic of other Rekugani shugenia, focus:
ingr instead on the powers of narure and on personal identity,
The Tuchi are extremely secretive, especially for Unicorn, Past
experiehces with the Scorpion have led the Tuchi to be
extremely reficent ahont sharing their mystic avts, and it is
rare ot outsiders to be admirted ta their school
# Favored Class: Shugenja
o Sgarting Honoe: 2
o Clasg Skill Knowledge (Spelleeaft).
« Etorting Outfit (Choose one)
1. Two 2nd level divine serolls, rwe tst level divine
scrolls {ne Fire spells).
2, Hotrse (lizht war, 30 hp), sis 45t Jevel divine serolls.

FAMILIZES OF TH= VNUCORN
HORIVCHI

MOTO
» Current Daimyo: Mote Gaheris (Male Samurai 5/Moto

= Cucrenl Daimyw: Horiuchi Shein-Zhe (Male Shugenja 8)
The Horiuchi is an extremely small Gmily composed
of Horluchi Shem-Zhe, his immediate family, and 4 few
vassals, Their present task is the protection of the Shinomen
Forest, home of the sleeping Maga, Though the Horluchi are
fewr 11 number; they take their task extremely setiously, and
hring the powerfil magie af their Tuchi atcestors to bear
against any who threaten their sleeping charges
o Favored Clags: Shugenja.
* Statting Honor: 2
o Class Skill: Spelleeate,
« Stirting Outfie: (Choose one)
1. Twao 2nd level divine scrolls, twea tst level divine
serolls fno Fire spells):
2, Horse (light war, 50 hip), six 15t lovel divine serolls.

10

« Cutrent Daimye: Ide Tadaji (Male Courtier 20)
The Ide family follows a philosophy it calls wabukan,
"the house of peacelul warriors" Though they understand and
respect the martial traditions of their cousing in the Utaku
and Moto, the Ide follow a path of strict pacifism. Those aceus
tomed to the brutish, metciless reputation of the Unicarn are
often startled by the cunning minds and peaceful dispositions
ol this Gunily, Though Ide practice the “barbaric” traditions of
the Unicorn, they undersiausd dhe cuswms of the Enpive and
are expert courtiers, shifting effortlessly from their own prac-
tices 1o Rokugani social conventions. The Ide forge allivnces
with other clans and monitor the courrs for informarion thar
may be of interest. In many ways they are the eves and eats of
the Unicarn, and though the Maota despise their pacifism,
they rannot deny their effectivanass
+ Favored Class: Courtier.
* Starting Honor: 2
o  Clage Slill: Diplomacy:
« Starting Outhit: (Choose one)

L. 350 kol

2. Boyal outfit (See the Player's Handbook™),

horse (light wat),

Avenger 10)
The founders of the Moto were not Rokugani at all|
but the Ujik-hai, & race of savege wanderers whom the
Unicorn encountered in the desert beyond Rokugan.
The Ujik-hai swere fealty to Shinje after thelr defeat at her
hands, and have been loyal followers of the Unicorn
ever since, The Mote dve 4 grim, pragmatic family with
utidentiable skill in combar, Some would go so far a5 1o call
them “"savage.” bur never within earshot. The Mow White
Guard are among the most rerrifying berserker warriors
in Rokugen. It is a Moro custom (and an unusual one,
forr samurat) to allow an enemy the opportunity to surtender,
sShonld the enemy deny this single npportuniry, the Mota
show no mercy
For many vears, they were hounded by a tamred offehonr
of their family that referred to themselves as the Black Guard
The Mote dedicated themselves to the extinction of this
group, and many believed their merciless savagery was a result
of their quest for purity, However, now that the family ie clean
of the Taint they are ne less violent,
Since the Battle of Oblivion's Gate, the Moto have ruled the
Unicern Clan, Lowever, the truc daimyo — Moto Gaheris
is cxrmmcl}-' cld:rl}r and leaves much of the responsibility
of culing the clan in the hands of his son, Moto Chagatai
(Sumurai 5/ Bemerker 71
» Favored Class; Berserker,
* Srarring Hongre 1
o Class skill: Ride or Knowledge (Shadowlands),
* Starting Qutfit: (Choose one)
1. Hatge (light war, 30 hp), studded learher barding.
2. Masterwork no-dachi, 50 koku.
3. Lamellar armor, horse (Jight war), 50 leelen.

SHINT G

+ Current Daimyo: Shinjo Shono (Male Ranger 2/8atmurai 3/
Shinjo Explorer 5}
The Shinjo had ruled the Unicorn Clan ever since it was
the Ki-Rin t2lan, but o generation aga the kami Shinjo
returned and remioved them from that positinn and desig-
nated the Moto sz the new leaders of the clan 'The exposnre of
daimvyo Shinjo Yolatsu as a Kolat Master shattered the clans
faith in the Shinjo, and g5 a result they must struggle for
respect and acceptance even among their own people.
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The Shinjo ate viewed 25 a-“soiled” Family and other Unicorn
often aveid them. Many have abandoned their family's queer
for redemption and instead embrace their role as explorers,
Hnding the peace in the wilderness that will forever be denied
them among other samural, The Shinjo are also expert animal
trainers; their wat dogs and tained falcons arc legendary,
- Fevored Class: Ranger.
= Srarting Honor 2
= Class Skill: Ride or Handle Animal or Wildetuess Loie
= Srarring Oucfit (Clivose o)

1. Husse (light war, 30 hp), studded leather barding,

2. Masterwork no-dachi, 50 koko.

3. Lamellararmor, horse (light war), 50 koku,

UTAKY

* Current Daimyo: Utaku Hieng Chi (Female Samurai 7/

Bartle Maiden 8)

The Utaku are bold, brash, and headsttong even by
Unicorn standards. The founder of their clan swore no gath
of fealey to Shinjo — none was necessary, Thev strongly
believe that the sincerity of their actions speaks for them,
and thar so long as they maintain the purity of their honor
they cannat fail.

Thiz marriarchal family 15 ruled by an organization of
samiirai-ko known as the Utakn Barrle Maidens: the single
greatest cavalry force in Rolugan, Male samural may not
join the Battle Maidens. In fact, male Utakou are torbidden te
ride the bine steeds of the Utsleu, Most choose not to vide ar all

The Utsku are extraordinarily loyal to one anorher,
and tend to be condescending even toward ather Unicorn
fumilies. Some might call them elitistand arrogant, The Utaku
would argue that any contamination of their purity would sap
their strength,

Until about a generation ago this Gemily bore the name
*Oeakou bue it changed after dhe Band Shingo parged the Eola
influence, Their new name symbolizes the oach they swore
anew L0 Shinjo, an oach thae requires no words, enly action,
= Favored Class: Samural,

* Srarting Honor: 3
* Class Skill: Ride.
* Starting Cutfit: (Chonse one)
1, Harse (heavy war)
2. Masterworl naginata (50 Lol ),

THE IMPERIAL
FARILIES

Theugh the clans are loval to the Bmperor and his dyvnssiy,
they have many times aken actions thal placed theie own
interess above those of the Imperial Throne: The fimilies
uf Otosan Uchi and its surrounding provinces, however,
are the family of the Emperer himself, and can never separate
thetr lvelthood from his. The three families of the Emperor
serve him direcely, ensuring that his power does nnt
rely utterly on the might of the elats They ate as diverse
as the famibes of Rolugan, united only by the purpose of
setving the Emperor. Unlike the clans, they are not
collectively bissed roward a particular duty, and are theretore
hard to stereotype.

The Seppun are descended from Lady Seppun; who was
given a message by Lady Sun herself at the dawn of

the Empire, and her line setves as the personal bodyguards
of the Emperor and his family. They also are spiritual leaders
and cloze to the Pheenix, and make up much of the Impcrial
Guard. Seppun bushi arc universally respected as honotable
samurai with a supernatural sense of danger, The Otomo serve
a3 the BEmpetor's courtiers and spies, speaking with the grace
of the most charismaric and powerful Doji nobleman, andable
to spin nrlgue it can tap even sessoned Scorpion, They
ate alsu responsible for the secret dury of ensuring that no
tlan or alliance grows able to challenge the pesttion of the
Emperor. The Miva family serves as the heralds of the
Emperor’s word. The first Miya carried the news of Fu Leng?s
defeat across Rokugan, bringing hope and the Emperor's
Elessing (later to hecome a formal reboilding program) to a
war-torn Empire O all the Imperial families, it is the Miya
who travel most, attempting to bring peace where war rears its
ugly head. Though Few realize it, the Miya place their lives on
the line fir mors often than the Seppun,

Philoeophy: Serve the Empire. Serve the Emperor
The Imperial families are the keepers of the Empire as well as
the Emperor, and as such, they tend to be the most refined and
capablc familics of the Empire. The Seppun protect the
Emperor himzelf, and should they fail, the Erapire would fall
into chaos. They are as religious as the Drigon o1 Plioenix,
as they are the personal caretakers of the head of the Shintao
teliglon — the Bwperon A Seppun is generally guier and
waltchful. The Ctomo are the keepers of the Empires balance,
and withourit, the one on the Throne could become a puppet,
They must constantly be on warch like theit Seppun cousins,
albeir for different threars. Tike the physical dangers
the bodygoards wateh for, the Otama must constantly he
ready far the nnseen plots that conld break the power of
the Steel Throne. They are generally the most affable of the
Irnperial Bamilies, thanks to their perpetual vigits to the courts
of the clans, The Miya ars the keepers of the Empire’s peace,
withour which the Empire would wealten from constant war,
Where the Otomo must keep any clan from becoming tos
strong; the Miye must ensure thet they never become soweak
thit they cannot dse to defend the Bmpire, The Miva tend to
be the bluntest of the Imperial families. Unlike the Seppun or
Otemo, they do oot guard the Tmperor, bur instead go our
inte the Empire and enforce his will, The Miya caccy the
power ol the Eaperon bimsell; and ave nou v be ifled with,

Allies and Bnemies: The [mperial families have no our
stunding enemies or allies in the Empire. As the direct agensof
the Emperor, they cannor afford o favor any clan over another.
Even the Seppun, who have always maintained close tias to the
Fhoeniy, male sure that they keep that clan at arm' length. Lhe
Otomn keep close ties to the Crane and Scorpion, the clans
tnnat active in the coures ' he Miya tend to be the least popular
nf the Imperial families. They are the smallest, least powerful,
and are the Imperial agents dispatched to halt the plots of elans
when their plang seem danperous to the throne,

Appearance: The Seppun are the physically largese and
mest intimidating of the Imperial fimilies: They are closely
tied to the line of the Hantei, and they carry the weight of the
Son of Heaven on their shoulders, They are broad-shouldered,
tall, and steen of face. The Otomo tend to be the smallest
of the three families, preferring the courts as their bartdefield.
Many Otome shave their heads in deference to the wisdom
of Shivsei, and catvy thewmelves with a noble aic, The Miva
ave perliaps the most ‘common’ looking, as chey constantly
find themselves on the road doing the work of the Empetor,

Bonus Languages: Anv.



IN?=RIAL FARILIZES
THE S=E?PvUN
o Curvent Daimyo: Seppin Haortastaks (Male Samurai 7/
Emerald Mapistrate 11)
Lady Seppun was the first human to swear fealty dizectly
to Hantei instead of his brothers or sisters. She wag a wise
woman, who wae said to have heard the voices of Lady Sun
and Lotd Moon. When Shiba recorded the Tao, Seppun
supported it in the coutts of the Emperer, and worked
with the Phoenix to unify Shinseis werds with the wisdom
of the Isawa. The Four Teraples in Seppun lands, the home
of Shinseism, are considered among the holiest places
in the Buwpite. The Seppun-are closest in relation to the
Emperor by station, aid wee always o the graces of the
Imperial Throne, Bvery drop of Seppun ood is dedicated
to the protection of the Emperor, and every Seppun will lay
dewn his life withour a second thought to gave the Emperor.
Though many samurai cleim the same, none question the
Seppiins vow, nor the fact they are the mast likely 1o have 1o
prowve it
« Bavored Clags: Samurai,
+ Sgarting Honor 3
o Clags Slilli Sense Maotive,
= Starting Qutfit: (Cheose one)
1, Mosterworl lamellar armor.
2. Walizashi and 50 kolm

THE OTOMO
+ Current Daimys: Otomo Holetuhime (Female Crnttisr B/
Magcermingd £)

The Otome share a divect line to the lost Hantei, a5 their
founder was the son of Hantei the Fieet, While the family did
not have o teue purpose at firsy, during the rulerchip of the
Gozoku the Otomo helped Hantei Yugezohime (Hantel VIT}
break their power and restore the Emerald Throne to its right-
ful ascendance. The Otome have since worked behind the
Emperor and the Seppun, keeping the powerful elans in
check when needed, The Otomo are used to their position as
honared but seemingly unimportant courtiers and officers of
the Bmperors administration. Like the Scorpion, ey value
the abiliry 1o move unnoticed among others, their seemingly
harmless questions and comments bringing about changes
for the henefit of the Emperor. Although the Otomo are
responsihle for tmany of the forms of mraditional Bolugand law
and government, no one geems tn natloe Thair influence.
The Otomio ate quite comforeable with thar
» Favored Class: Courtier
» Sgarting Honow: 3
= Class Skill: Tnrimidare.
= Statting Outfit (Choose one)

1, 350 kaku.

2. Doyal outfit (See the PMlayer’s Handbook™}

and 150 kaku,

TH= MUYA

o Cyrrent Daimyo) Miva Yumd (Female Samurai §/Courmier &/
Emerald Magicreate 8]

After Fu Leng’ defeat, Hantei the First lay dying in his bad.
The First Emperor’s final decree was for & samurai named
Miya to spread the word scross the Bmpire of the victory
ever the Dark Eami, When Miye retufned to Orasan Uchi,
Hantel 11 was ctowned with Seppun and Otome at his side,
Hantel Genii’s first edict was to make room beside his throne
wind within liis palace for the family of brave and tiveless Miva,
The Oloane played tosiall part in this; and to this day the
Miya and Owomo have stceng 1es: Since thar day, the Miva
have served as the Heralds of the Emperor; compelling the
clans to peace when they can, and carrying the Emperor’s law
where they must. Only onee in the history of the Empire have
thesy Filtered — shortly before the Clan War began in earmest,
the mantls of the Miya daimyn was taleen up by @ selfish and
ferce man, Miva Satoshi. Haised by the Liat, Sarnshi allowed
the wear to spread without his interference, eventually constim-
ifar the Bmpire. Satoshis cousin Yumi replaced him afrer the
Clan War, but the Mivs were still too wonndad by that conflicr
to stop the Empire from going to war with {teelf 3 second time
when Toturd the Fiest was kidnapped. Today, Yumi has brought
glory back to the house of Mive, and stands ready to prevent
war ance again where her family has recently failed twice
* Favored Class: Courtier,
= Stavting Honor 2
» Class Skilk: Diplonacy ot Knowledge (Nobility and Royaley).
= Starting Cutlic; (Choose vie)

1. Royal outfic and light war-hose

o, Masterwork lamellar armor and lisht hiome,

THZ MNOR CLANS

The Grear Clans of RBokugan (with the exception of
the Manris) all descend from the original Kami who founded
the Ompire. These are not the only clans thot serve
the Emperor, however, Throughout history a number of
swinural bave been granted clans of their own for meriterious
service: their clans aie called Minor Clans, Minor Clans
survive by Imperial Bdict; nu Great Clan is allowed o declare
war on 4 Minor Clan. However, a Great Clan may coustiue
an insult from a Minor Clan as a declaration of war.
Minor Clans therefore tend to either avold polirics entirely
ar seek the fivor and protection of 2 Grear Clan,

Due to the savage War of Spirits and the recent
asgimilation of many Minor Clang by the Crabyand Mantis,
there are currently fewer Minor Clans than at any point in
recent history The current Minor €lans sre as follows

BADGER — ICHIRO FAMILY

o Durrent Daimye! Tchire Kihongo (Fighter 5/Samurai 1)
Ite Hadger Clan s an addiry. The family's ancestrsl homes in
the digtant north were destroyed three decades age by 2
terrifying oni summoned by one of their own shugen)a.
Mozt of the Family was sliin as well, leaving only those ichim
wandering Bokugan to carry on the name of the Badger.
The Hantei died before he had the opportunity te revoke their
Minor Clan status, and Toturi the Firet allowed them to keep
their clan name as a reward for their aid in his campaign
against Fu Leng, As a result, the Badger are a clan with no
hiome.
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The primery objcctive of the Badger is to rebuild their clan,
They constantly seek opportunities 1o increase the wealth
and holdings of the Ichiro, so that their castle may be rebuile,
Usually this amounts to mercenaty work or underhanded
swindling, which contribuies w the general impression of
Badger samurai a5 glorified ronin. In the Badger's mind, ies all
[oe o woble end. In lering them retaln their name, the
Emperor gave them a second chance, They would nor ke so
dishonorable s 1o waste the Emperor's hlessing.

+ Favored Class: Fighter,

* Starting Honor: 1

o Class sl Wilderness Love,

¢ Srarting Omefit Masterworle Ong, Partial Artaor,
* Bonus Langages: Yobanjin,

URAGONFLY — TONBO FAMILY
* Cutrent Daimyo: Tonbe Dayu (Fighter 5/5amurai 3)
The Dragonfly were founded in the wake ofa complex dispute
berween the Dragon and the Lion, and their family bears both
Itagon and Phoenix blood Though they practice magiec in the
manner of the Isawa, the Tonbo family have always embraced
a philosophy of growth through change more compatible
with the ideals of their Dragen cousins. For many years they
served the Dragon as go-betwesns with ether Greatr Clans.
With the onset of war between Dragon and Phoenix, the
Deagontly were caught in the middle, and over half their
mumber were slain in the epening conflices by tlie
armies of Akede Ijiasw Itis & wound the Dragonlly
intend to see repaid in full
+ Favored Class: Shugenja.
* Slatling Hunoes 2
+ Class 8kill: Spellcraft.
* Starting Qutfit: Two 2nd level divine serolls,

two 15t level divine serolls (no Fire spells).

* Bonus Languages: Yobanpin

FOX — KITSUNE FAMILY
= Cuwwrent Dalmyo: Ryosel (Shugenja 6/
Eanger &)
When Shinjo deparred Rokugan many
centuries ago. some of her nomber
remained behind. These Ki-Rin herame
the Fox Clan, and mamntainad their inde-
pendence even after the Unicorn
returnad from their jourheys The Fox
live deep in the heart of Kitsune Mo,
and have g deep understanding of the
kami as well as the animal spirits of
Chikushudo (see Chapter 5, page 174).
Some believe that the Fox carry the
blood of the kitsunc spirits from whem
they take their name, and the Fox do not dispute this belief
Though they have been allied with the Wasp, Sparrow,
Crang, and Mantis it e past, the Fox ane fercely indepen-
dent, They luve o long rivalry with the Hare Clan.
* Favored Class: Banger.
* Stirting Honor 7
» Class skill: Spelleraft.
= Srarting Cufin Choose One
1. Two 2nd level divine serolls, rarn 1 s level divine
seradls fne Asr speltls)
7 Masterwork Yari, potion of eure Hght wounds,
* Honus Languages: Chilushude,

Hiare Clan Sumisirad

HARE — USAGI FAMILY, UTINA FARILY
* Current Daimiyo: Usagi Ouala (Samurai 1/ Rogue 3)
The Hare were founded after the second Rise of Tuchiban, 4
teward to the hetoic ronin Reichin for his selfless bravery
against the Blosdspesker armica The Hare are notoricusly
elever, one of two clans in Rekugan's history to have been
destroyed and subsequently restore their status. (Lionically,
the ather elan to do 5o is the one that desteoyed them, the
Scorpion.) Hare samutai are kovwn fur being quick, clever,
atud lucky. They are also savagely intolerant of Bloodspeakers
ot Kuolar agents, as both groups are sworn enemies of the small
tlan. The Hare have many friends smong the Dragon and Lion
Clans, and are hostile toward the Scorpion and Fox.
The Hate have still nar entirely temoved the stigma cansed
by thear loss of Clan status two decades ago,
though every Hare weils to that end in
\W one way or another,
The Ujina tamily tormed only a
tew decades ago; and serve the Hare as
| grchere and spies, Ujing characters
|' are mechanically identical to Usagi

characters,

| * Favored Class: Samarai.

Il = Starting Homor; 2

» Class Skill; Lore (maho) or Jump.

« Stavting Oulic Masterwork yari or no-
dachi, five fingers of jade.

= Bonus Languages: Onl, Goblin,

& MONKEY
b+ Currerit Daimyo: Toku {Commoner 3/
Sarnurai 7)
The Monkey Clan prowects the Emperor's lawe
Founded by # member of Emperor Toturt's
ronin grmy and fiercely loyal to his family,
many consider the Monkey o be an ITmperial
Family with delusidns of clan starus. The
Monlkey ate friendly and good-natnred, wirh a
philosophy thar mizes s srrong sense of konor
with an easy-going sense of humor. Almost all

Muankey samurai sre Legionnaires or Imperial

Cuardemen, unless they have been assigned by

Eord Toky to guard the Vigilant Keep of the
Monkey itself. Most members of the Monkey
Clan have no nome, though o hendful have
taken the Toturi name in scrvice to Totur
&5y Tsudao A very small family known as the
Fuzake also serves the Monkey; this family
of shugenja recently split from the Yasuki sl

received its name from Enperor Toturd,

The Monkeyasa whele do sot lavor any of the Bour Winds,
but cach is Free to swear his fealty to one ot another of Toturi's
childeen, The Munkey Clan has no enemies, though some
Scurpion resent the fact thar Toruri granted them 1 provines
in formerly-Scorplon land,

+ Favored Class: Samurai (Shugenja, if from Fuzake Family),
* Starting Honor: 2

+ Class Skill: Knowledge (Bushida).

+ Starting Chatfir: Masterworl: lamellar avmor, 50 Lok,

* Bonus Lanpuages: None,




Ox

¢ Current Daimyn Marito (Ranger 4/5amurai 5/Shinjo
Explorer 4/ Kolat Agent 7)

The youngest of the Minor Clans, the i came into heing

when Shinjo Morito was granted clan status for his valor

during the War of Spirits, As he and many of his followets

already ocoupied Pheenix land, Teturl tormally granted them

that territory. The Ox share their Unicorn Founder's disdain

for eriquette and social graces, often remaining sequestered in

their distant mounrain fortress, When they do emerge from

seclusion, the cavaley of the Ox are devastating, combining

solid Unicorn tactics with the unpredictable maneuvers

devised by Morito himself, Ox samurai do not have a family

name,

» Favored Class: Figheer,

* Starting Honor 1

¢ Class Skill: Bluft or Ride.

s Srarning Cutfic Horse Clight war, 40 he), studded leather
barding.

« Homus Languages Yohanjpn

STARROW — SUZURME FARILY
« Current Dalmyo: Suzume Yugoki (Courtive 6/Samurai 2)
The Sparrow Clan, an offshoort of the Crane, gained cheir
Minor Clan statos during the Rulership of the Gozoku (see the
Hastary section, pag 184 The Sparrow follow 1 path of honor-
able poverty, living their lives with as little astentation s pos-
sible. Since the Suzume are samurai, they still live better than
maost peasants, although Sparrow peasants have'a higher stan-
dard of living than most in their caste. Compared to their
Crane cousing, however, they are poor indeed. The Sparrow
iuard the Golden Sun Plain, lush tields of virgin tarmiand
cpt unoccupicd by linperial Edict, The trademark weapen of
the Sparrow iz the sling, a gaijin implement they scquirved
from their Ide allies,

The Sparcow place great impottance on oration, though
none would ever accuse them of being interesting storytelless.
The kindest thing w say about e tales of the Suzame is that
they are always incoedibly decailed aud cowplete, Some would
call them interminably dull The Sparrow are not particulacly
hostile o any one clan, mainwaining good relations wich as
many families as possible. In the past. they have allied with
the Waspand Fox.

* Favored Class: Courtier.

¢ Sparring Honor: 3

» Clags Skill: Perform (especially srorveelling)

o Starting Ourlit: Roval ourfit (See the Players Hondbook™),

20 masterwork sling bullets,
= Bonus Languages: Mona,

TORTOISE — KASUGA FAMILY
» Current Daimyo: Kasuga Inigen {Hghter 3/ Rogue 5)
The Tortoise are a small clan dwelling along the Femnsula of
Davrn north of Crosan Uchi While their official purpose is to
serve as diplomats and couriers for the Imperial Families, they
ate not an Imperial Family themselves, In Eact, their duties
often lead them to labors many see a3 beneath a true samurad,
such as commerce, heavy laber, and interaction with gaijin,
In truth, the Tortoise’s slightly soiled image works to their
advantage. They have always secretly served the Emperor as
smugglers, spics, and enforcers, Quierer than the Seppun
Mibary, tlie Touwise could work with subtlery due to their
perceived distance from the Imperial Families, Toturi the Firse

saw the wisdom in such an srranpement and maintained his

connection with the Tortoise, though he bestowed official

leadership of the clan upon the clan’s members themselves.

{Formerly the Lanrei Emperors had technically been daimyo

of the Tarteise.) With the death of Toturi, his son Hantel

Wisern has seized upon the resources of the Tortoise more

(hag wny wiles Wind, and (e Tortoise serve him faithfully in

any manmner be reguires,

* Favored Class: Rogue

¢ Ararting Tlonor: |

= Class skill: Frofession {(saflor).

+ Srarting Curfit: Masterwork nunchaku, kama, or parangy,
50 keoku,

* Bonus Eanguages: Any

THE LOST CLANS

The [ollowing dre two examples of Minor Clans that no longer

exist. Both haw; lJI:I:.‘I] stricken [om the reconds thl‘.lc I]cnma Bl

Hiscories, and most Bokogant do wor remember thar they
exlsT, There may be even more lost Minur Chins 4l the DM
optio.

BOAR — HEICHI FARN.Y

The Buar wete-d family of armorers descended from Crab

bloud, Roughly six huidied years ago; their clan was wiped

gut by an ally of luchiban's Bloodspeakers, The Anvil of

Despalr was creared via the sacrifive ol che Bose Clan, and the

spirits of the Bear haunt the Twilight Mounrains 1o this day as

the Shaliald Dogu,

+ Fawored Class: Fighter

= Starting Honnt: 2

» Clags Skill: Craft farmorer)

= Starting Outfit: Great armor and masterwork armatret’s
tocls:

» Bonue Langugpes: Batling, Oni, Coblin, Dgre.

SNMAKE — CHUDA FAMILY

another great tragedy of Rokugans long history, the Snake

Clan were corrupted by a powerful Shadowlands spirit known

a5 the Shuten Thoji in the fifth century The Phosnix were

forced to slaughter the possessed Chuda family retainers and
banizh the Shuten Doji using powerful magic. A handful of

Snale survived, and the seeds of corrupted Snake magic

linger in the heatts of their descendants to this day

» Favored Class: Shugenis.

« Brarring Honor ¢

» Class Skill: Knowledge (Maho),

« Searcting Outfits: Tvo 2nd level divine scrolls, two 43t lovel
divine scrolls (no Air spells, may select maho spells with
stacting ouwtfic,

* Bonus Languages: Oni, Yolaniin,
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TH= RONMIMN

Mot all samural have masters. Oceasionally, cireumstinces
leave samurai without a lord to turn o, sither through the
death of their masrers or by expuilsion for dishonoeable aetion.
Cast upon the waves of fate, they must find their own desting
Thonigh rhese samurai have no trus place in Rokugani society,
they are ¢till technically samurai, Such individuale are forced
to make a living the only way a true samurai is allowed —
through plorious combat, These dangerous men and women
are known as ronin, or "wave men,”

Philosophy: Bonin are o diverse lot, but the factor which
unites them allis a need for acceptance, If a ronin had notling
te prove, he could simply retire to the life of a faler, How-
ever, the fact that 4 masterless samueai has chusen to make
himaself'a figure of hatred and distrusi — a5 @ matter of honar
— indicares that lie bas sumething o prove.

Ruein gee uften feared, despized, and misundetstoad.
Many clun samurai see them as accidents waiting ro happen
or grisly examples of the price of failure. Because many ronin
TUIT [0 Ccareets a3 mercenaries or handits, clan samurai tend to
judge all ronin harshly To be fair, not all ronin are vielent
brigands. In fact, the vast majority of ronin are neither here or
villain — they are merely survivors. Even yet, the idea ot s
warrior with no loyalties, one who follows the way of bushido
fior ne other reason than because his honor dictates it is an
exciting notion to many Since the ascension of Toturd from
ronin vagabond to Emperor of Rokugan three decades ago,
ronin have been romanticized by the Empire's poets and
playwrighes,

Allics and Encmiecs: The Crane are particulacy intolesant
of ronin, and only associate with them in the divesr circum-
stances. The Lion hive ronin whenever they need expendable
troops, The Crab ave very wlerant of ronin, and somegimes
grant feally (o tunin who demonseeate thetr metrle against the
inhabitants of the Shadowlands,

Appearance: Ronin descend from the bloodiines from all
clans, and thus have no unifying physical characreristics

Bonus Lanpuages: Any rhat would he relevant to the
patticular ronin,

RONUN FARILIZES

Reuin families do not necessarily have any loyalty to anyone
vulside their family save the Emperor himself. The thres

Tonin families presented here are not velared 1o o alhed with

one anothet in anv waw Those whe dn nat rhonse to hail from
any of these ronin families may instead choose the starfing
outfit of the samurai family to whom they are most closaly
relared

HOSHI

= Current Leader: Hoshi Wayan (Inkyo 2u)

* The Hoshi ate not a family per se, thaogh their name
has been recognized by the Emperor They are, in fact, a sect
of the Rratherhond of Shinsei that follows the teachings
of Togashi Hoshi, immortal son of the kami Togash,
I'he secr was founded by Hoshi during hiz exile from
the Dragon Clan over twenty yesrs ago, but they continue
to operate independently despite their teacher's return to
his family. Their current leader, Hoshi Wayan, stresaes that
true enlightenment is found through the cause of justice.
By pursulng what is good, right, and true ane can find muce

peace and tranquillity. To this end, most Hoshi remain
independent of the Dragon. They believe that only by
remaining free of entangling political allisnces may they
remain (ree wode what {s dght.

= Favured Class: Inkyo.

* Starting Henor; 2

» Class skill: Knowledge (Shintao).

* Starting Outfie: Masterwork bo seaff, pabon of e light
wotnds.

KAZRV

+ Cuwitent Drimyo; Kaeru Tomaru (Rogue 16)

* The Kaeru family has never been recognized by an
Emperor, Thelr "family name" is in fact more of & nickname
than a formal ritle. The Kaeru rule the Ciry of the Rich Frog,
and claim descenr fentn the rlever frog-spirit who foundad
the city, While the truth of this claim may be questionable,
one cannat deny the merchant savvy and underhanded
rithlessness of the Kaern. Their enforcers, the Machi-Kan-
shisha, are known for the trademark iron smoking pipes
with which rthey beat their opponents senseless and relax
atterwrard with a smiolke. The Kactu keep on friendly rerms
with their neighbors, the Unicorn and Dragon. They also
maintain eontact with the Tortoise, for though they are fu
removed from one snother they share a number of
philosophical and economical ideals, Mose claps dun't even
realize the Kaeru exisr,

+ Tavored Class. Rogue,

* Starting Honor 1

» Class SLill: Bluff,

= Swrdng Cutfin (Choose one)

1. 350 koku.
2, Masterwork Machi-Kanshisha pipe (See New
Equiprient it frage 51)

yoTsy

= Currenr Daimyoe: Yotsu Seou {Ninja 10/Samutad 73

+ The Yotsu family were founded by Yotsu Yatoshin, granted
a family name when he tescued the son of Hantei XXX vin
from the Bloodspealers. The Yotsu family's purpose is
threefold: to protect and maintmin the Yatoehin district of
©tnsan Tehy, tn Aght the influence of maho in Rokugan,
and to recrinr new followers for their growing family The
Yotsu are on friendly terms with the Hare, Fox, Monkey,
and Lion clans, and are staunch enemies of the Bloodspeak
ers and the Coju. Yotsu Seou, the only surviving child of
Yorsu Yatochin, now leads the family with skill and derer-
mination, Any ronin willing to lend his sword to the cause
of fustice may join the Yotsu, but those whose honar s lack-
ing are cast azide and told net ro return,

* Favored Class: Samurai.

* Srarting Honor: 2

- Class Skill Inrimidace,

+ Suting Culli; (Choose one)

1. Masterwork jicce, parrlal armor
2. Masterworl lamellar armor, no-dachi.

THE N=Zvn

Befora the Empire, there cxisted a race of large rat-like
humaneids that forged a great empire of their own, When the
Kami fell from the Heavens, Fu Leng made 4 great crater with




Lis itupact, his corruption forming what is the Shadowlands
voday, Wliat very lew know is that Fu Leng fell in the centezof
thar great Ratling Bmpire, scattecing the Nezumi to the winds.
Eventually, the Radlings formed lovse tribes, much Like the
Clans of the Empire, bur far less organized. Without teis
resources, and now fightng the growing population of oni,
tralls, problins, and other beasts in what was once their home;
the Nemnmi kenow that they may never reclaim the glory of
their lost kingdom.

The chitearing, thisving, and somewhat humorous Nezumi
of today are faint shadows of the proud creatures they ance
wara, Many of the tribes live near the Shadowlands, immune
i the Taint for reasons that they do not fully know, Others
have made smaller, semi-permanent homes aceoss the
Empire, stealing from the Clans, Theugh they are much
farther removed from the horrors of Fu Leng's realm, they
are in just as much danger from magistrates and samurai,

The Hezumi are generally kind, a lietle scatterbrained,
wndd yuivck ou et feer, Its casy for the civilized Rokugani o
look down un their way of life as simple and backwards.
Howewver, the wise understand thar if a grear explosion
desrroved the Empire for all rime as it had done to the
Nezumi, the proud and culrured samurat of Rukugan could
jusr ag easily be reduced 1o such 4 stare. Raclings value the
safery of their family and tribe above all else, and che surest
way to earn the friendship of ene is to help ensure thar safety.

Philosophy: The thres mast imprttant aspects of Nezumi
lite are the concepts of ktharh (vesterday), mrt (name or self),
and i'thich (dreams). The Ratlings view yesterday as moare than
just the day before the current one. Everything that has come
befare is “esterday” Yesterday i de much as an entity a5 an
pocurrence, as ism'atch-teh (Tomorrow), Whet a Mezumi dies,
the Ratlings say he has been "eaughr by Tomorrow." According
to the lore af the race, Tomorrow, which hates all Mezumi, will
eventually catch the last Ratling. When this happens, the last
Tatling will fight Tomorrow for its power. 1f the Mezurmi wing,
hie will take Tomnot tow's power and remake the race in its
former glory, If not, all the Wezuui Lave been will disappear
Ingo dreams, The concepr of kuff-mieloh-tek {racing Tomorrow)
embraces the more extreme idea char Tomorrow cuuld take
any Mezumi at any tme, and Ufe musr be lived o the fulles.,

The Mezumi alzn believe stronply (n the power of names,
which define everything that a Ratling is. Everything thar
lives or has lived passes through the realm of dreams, say the
Ratlings, and dreams hold the power of all creation.

Allies and Enemies: Almost all of Rokugan shung the
company of the Nezumi, who are barbaric, uncultnred,
unclean, and honorless, The exception, as often, is the Crab,
who have leng allied unofficially with the tribes of the
Mezumi. Their ability to pass through the Shadowlands with-
out being seen, their immunity to the Taint, and their knowl-
edee of the deeper Shadowlands make them invaluable assers
in the Crabs unending war The Scorpion have historically
employed (e Nezumi on & frequent basis, but are nowhere
near the allies the Cral ave. The Scorpion find that 2 Ratling's
amazing skill ar both quick movement and stealth makes
them perfect agents — more than willing w break Rokugani
laws that they are ignorant of, and completely disposable,
The Nerumi themselves consider the Scorpions offers of food
and trinkets generous and kind

The remained of the Empire treats the Nezumi with
indifferenice at best. Knovwn mostly as thieves and carriers of
dizease, most samural would be more likely to lell a Nezumi
than not. This iz not to say that a Relugani will attempr en

destroy every Nezumi he sees; rather, the average human has
little respect for the Ratlings. Like peasants, they are rolerated,
but Few ourside the Crab will give o second thought to killing
one To the Naga, Mezuml are one thing — food. In the time
before the Empire of Rokagan, the Naga were the masters of
il Taind, wnd raised the Nezumi as livestock. Afeer the Maga
fell intw their sleep, the Ratlings formed theiv own empite,
which was then smashed. The Naga whe awoke during
the Clan War could nor adjust wo the [urry animals ccoaally
having culoure and speaking, and sreempeed to continue as
they had before. The few Naga awake in the world today siill
prse 3 threat to the Nezumi,

Appearance: Ratlings ave easily described us gant rars thar
walk on their hind legs Newumi stand with a hunch that
allows them to drap to all fours if necessary, making them
extremely havd to catch or hit. Their skin is pink, rovered
fur that may range in color from white to black, from tan 1o
dack beown, The body Fur tends to be someshat shaggy, with
a thicker grouping of hair growing atound the scalp like s
manc or human heir

A Note on Honor; The Nezumi do not subscribe ro the
same belicfs a¢ Nekugani They arc a race of survivalists and
pragmatists, and do not place the same emphasis on such un
abstnicl yoalicy s do humans, Newami may begin with 0or 1
Honot, This reflects cheir distance Bom the Rokugani society
in which they interact

EZUMI RACIAL ABILITIES

— URARIANT

All Mezmmi have the Eollowitig vacial abilities:

« 12 Conatitution,—2 Chariema: These are the default Nerumi
ability modifiers. If you choose a specilic tribe, replace
these medifiers with chose listed,

= Medium-size: As Medium-size creacures, Mezgumi have
ne special bonuses or penaltics duc to size.

« NWezumi base speed is 40 feet.

» Low-light Vision: MNezumi can see twice as far as a human
in starlight, moonlight, wich-light, and similar conditions
of poor illumination, They retain the ability to distinguish
colot and detail under these conditions.

o 2 racial bonus on Hide and Move Silendy checks. Nezwni
are naturally stealthy, +2 raclal bonus on Listen checks,
for their kean ears. +2 racial bonus on Climb checks;
Mezumi claws and tails are sdapted for climbing,

* 2 racial bonus.on saving throws against poisan and disease:
Wezumi sre resistant to illnese and toxing

« Immune to the Shadowlands Taine: Nezumi can never
acquire Taint points, and suffer no ill effects from exposure
to the Shadowlands. They can still be harmed by effects
such as the Cloud of Taint spell or the special attacks of
Shadovlands crcatures.

- A Ratling deals 1d4 damage by claws or reeth with
an unarmed strike,

= Eeen scent: Nezumi have a keener sense of smell than
humans du. As @ feat, 3 Nezumi with Wisdom of 11
or higher can ke Scent (e the Durceoy Masten's Guade®
page £10,

» Pheromones: Nezumi may leave chemical messapes using
glands near their rals, Nezumi can only leave simple
messages: ‘danger,” “food,” "oni,” ere. Those who wish w
facus on this ability may learn Improved Pheromones as
¢ Feat, and leave more complex messages (up to twelve
words) that can be detected and understood by any Nezumi
within scent range.
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* MNezumi may riot learn the Vioid Use faat,

+ Automatic Languages: Rokugani, Nezumi. Bonus Lan-
guages: Bakemono, ogte, ond, Haga,

* Favored Class: Rogue. This is the default favored class
unless a different favored class s indicated by tribe.

TRIBES OF TH= NEZUR)

CRIPPLED BONE NEZURU

More savage and war-like than other Nezumi, the Crippled

Rane heliew that they are the rightful rulers of their race The

terrors they have seen in the deep Shadowlands make the rest

of the worlds problems seem faehle by compatizon, In addi-
tion to standard Nezumi abilities, Crippled Bone Nezumi
have all of the Follewing,

* +2 Strength, +2 Constitution, 2 Wisdom, -2 Intcllipence:
Crippled Bone Ratlings tend to be massive and powerfully
builr, but are not a5 clever a5 other Rarlings,

= Immunc to fear {magical or otherwise).

= +1 Matural Armor bonus to AC,

« +4 racial bonus onsaving thoows vs. puisen amd disease (chis
replaces the normal Nezumi racial bonus).

= Cold and [ire resistance 5: Crippled Bone Wezumi are
highly resistant o temperature extremes.

» Claws and Teeth: A Crippled Bone Nezumi's claw and bite
attacks count as armed artacks.

» Favored Class: Berserker

* Level Equivalent +1: Crippled Bone Nezumi gain levels
mare slowly than other races. They are considered to-be one
level higher for the purpoases of gaining experience, though
they gain no extra abilities for this experience level For
example, a Crippled Bone Nexumi with 10,000 expericnec
would be anly 4th level rather than Sth. The DM is adwised
not to-allow starting charecrers to be Crippled Bone unless
the pazty is making characters of second level or higher

= Starting Outfit: Masterwork hide armer and cither 2 crude
metal blade (longsword} or a rough spiked club (worning-
star),

GRASYING 7AW NEZUMI

The Grasping Paw Tribe's reputation as thieves is well
deserved. These Rutlings have an unquenchable desire for
materisl wealth, and scurry off with anything they can lay
their hands on.

* +2 Dexterity, =2 Charisma: Grasping Paw Ratlings are very
quick and cunning, but weud w anouy others wich cheir
untrustworthy belavior

= Swarting Outfi: Masterwork knife (dagger) orsling, 25

kol of other random items.

TATTERED EAR NEZUmI
The Tattered Lar knew humans bereer than any oter oibe,
Their long sorugele for acceprance bas bad mixed resules, bur
they will never stop tyiog W find & place in Rokugan, Thelr
Earge populativn grants them wide racial diversion
= +2 Churisma, —2 Wisdom; The Tarrered Eat tend to be more
friendly and outgoing than other Mezirmi rribes,
= Favored Class: Any (choose one during character ereation)
The Tattered Ear are diverse and vetsanile
* Starting Cutfit: (Choose one)
1. Masrerwiork short sword
2. Short bow and 20 arrows,

THIRD WHISKER NEZURI

The Third Whisker's connection to the Transcendent is a

Klessing and # curse. While their magic is powerful, they are

disdained by many Nezumi for their pessimistic doomsaying,

* +2 Intelligence, -2 Strength: Third Whiskers are very
inquisitive, but they tend to be emaller and wealker than
other Mezumi.

« Small: Unlike other Nezumi, Third Whisker Mezurni are
Small, gaining the standard benefits and penalties.

* FEavored Class: Sorcerer,

* Starting Outfit: Potion of hiding potion of snecking.

__THE NAGRA

'The Maga are a proud and ancient people that dwelled in
Rokugan long before the rise of mankind, Theirs was a vast
and peaceful civilization. Although they knew the arts of war,
they much preterred quiet contemplation ro brutal conflict,
Having waged war ageinst the mysterious Ashalan and
the Foul, known over a thousand years later as the Living
Shadow, the Naga had discovered that peace was [
more preferable.

Defore man ever appeared in Rokugan, the Nuga [ell inw
a deep slumber to await a tie when they would be neaded
against o durk aod sinister for, Their tace was dying, and they
kuew that if they did not sleep, they would disappear before
their enemy's time came, and rthe Foul would be victorious,
The Naga would not permit this. 5o the entire race slent

While the Naga slept, their Nezumi slaves forged their
own civilization, one followed by mankind's new Empire.
Rokugan and its clans dominated the world the Naga had
nnce lenown, and only seattered roins marked the great
civilization they had founded. It waz only during the sarly
daye of the Clan War, over a thousand vears after the Grear
Sleep began, that the Naga awakened once more.

In time, the Maga stood side by side with the Rokugani
against the might of both the Shadowlands and the Living
Shadew. But in time, the clders of the Naga race realized that
there had been a grear mistake. It was the humans' destiny to
defeat Fu Leng, not the Nagas The Shadowlawds invasion thal
had triggered their awakeniig Iad ot been the signal for the
Maga to tlse. The day of their rechoning sell lay in the furore,

In recent decades, following the Bartle at Oblivion's Gate,
tlie Mags have once again rerurned ro their Great Sleep. A few
temain awake, warching over their brothers and sisters 1
thetr slumber and desperately looking for signs of the enemy
they wiit to face.

Fhilasophy: The Naga are generally a pesceful Folk. They
are touged to anger only by an enetny or by the strange word
games the humans play when faced with what the Naga
believe ic g rlear course of action,

The entive Maga race shares o group consciousness called
the Akscha, through which individual NMaga communicate
with cthers ina combination of speech and impressions
sent through the group mind. As a resuly, Naga often find it
difficult to communicate with humans and are prone to both
migunderstand and be misunderstond,

Allies and Enemies: Despite misunderstandings stem-
ming from the enormous cultural dilferences becween the
Haga and the clany uf Rukugan, the Naga have largely made
thieir peace with humanicy There was 2 prear deal of conflict
with yurious factions when the Naga fitst emerged from their




NAGA I ORAENTAL ADUENTURES

The Maza found in Chapter 9 of Orental

for a party of characters, but are considerably more powerful

than other heginning characters in  Rakugan,
In the interest of balaneed party, the rules
aracters to eventually reach
cen it Orfertal Adventures™

but bezin considerably lower.

great sr_eep. bart Thrmrgh an :r“s-gignr‘? ggatnsr the
Shadowlands, the rift betwesn the two races was closed
Unfortunately, it reopened suddenly when the Maga
abandened Hida Yakamo and the Crab army he led at Hituma
Castle, Again, the rift was healed when the full scope of the
threat the Maga faced wms revealad: the Living Shadow waza
d.l'.'ﬂd]':r’ {DC.

In the aftermach of the battle against the Shadow
and the War of Spicies, the vast majority of the Maga race has
returned to sleep. Their enmity with the Dragen and
Cralr clans lias been resolved, the fonmer due to the mardiage
of Mirciuiw Daind w the Maa sud the lateer due o the
resurrection of Hida Yaoksmo, albeic briefly, through
the Akasha.

Appearance: There s preclous lile chance thar a Waga
would ever be mistalen for o human Naga arte serpentine in
appeatance, with 2 humannid upper torsn sitting atop 2 long,
ginimies tail that resembles nothing 2o much as thar of
a great snake. Female Maga possess the ahility ro change thew
form fromm a tail 1o ewo human legs, but this can prove
dangerous if overused and thus few Naga wear legs for
very lang,

Maga have 2 wide varieey of colovation. The most common
is green, but there are many variations including browns
and even blacks, Their skin is scaled, with serpentine eyes and
Fangs giving them a foreign, somewhat exotic lock,

Some Maga, particularly those in the Cobra bloodline,
possess mutations that exacerbate their snake-like
appearance. Malloowed mouths, hoods, and even a loss
of hurnin leatures eliogether are not poheaod ol Occasionally
children are born chat are so disfigured chat they are
abandoned, These pitiful creatures are known only as
abominations,

A Note on Honor: The Maga do not subseribe to the same
heliefs as Rokugani While they ate an honorable people, they
do not place such an exrreme emphasis on it as do himans
Naga charaeters bogin with an Honor of . This does not
reflect any Haw or deficiency in their character, but cather 2
geparation from the Rokupani society in which they interact

NMAGA RACIAL RABILITIZS

« 437 Constinimon, =2 Wisdom, —2 Charisma The Naga are
awise and hardy people, bur they have difficulty interacting
with those not of thieir race, partly becanse theirinteraction
with their own kind relies upon the Alusha to o large extent,

+ Larpe-sized. Mapa have a —1 to their AC and -1 to their
attacks because of their enormous length.

« Megp base speed is 40 feer, The sinuous motion of their coils
allows them to move at much higher speed than a human,

- Immunity to the Shadowlands Taint. Mo Nags may ever
scquire or possess the Taint for any reason. This ability

also prevents the NMaga from ever practicing maho, the
blewod muapie dhac diaws its power foow the Shadowlands,
+2 racial modifier w any Chirsma or Diplomaey volls wade
with other Waga The Akasha makes it much easier 1o
make agreeable compromises with their own kind,

+2 racial modifier ro Wilderness Lore skill checks,
The Mapga civitization is based in the grear Shinomen Mari,
the largest foresr in all the Empive. They have learned
to interpret what goes on around them,

—4 racial medifiee to Animal Empathy, Handle Animal,
and Ride skill checks. Mose animals have an adverse
reaction to the Maps, plven their natural predatory
appearance ind reptilian scent,

Bloodline abilivy: each individual Maga bloodline has
its own unigque bencfit. These are listed below with the
bloodlings in question.

Atrtomatic Langusges: Niga and Rokugani. The Miga who
remain awake have immersed themselves in this new world
atd Ond [ very uselul ro be able wo speik to humans.

NAGRA BLOODLIN=ES

As?

.

Current Leader: the Shahadet (Female Fighter 15)
The Asps ave the rank and file of the Maga forces, They are
the second mosr numerous bloodline, oumnumbered only
by the Creensnales. The Aspe are the most aggressive and
cornbative Maga, and they are invariably the ones who rise
up to defend the race against their enemies. They show
thinly veiled contempt toward those whom they feel arc
'F-l'l.'.ﬂ.lﬂ:'l' t‘hn:n t]'“:'}r aDE, Suci'l. % Tnost i‘uu:n:‘ln:i.
Many of the Asps advocated war against the humans
when they first awoke from their long slumber, A promi-
nent wircior callid (e Balasl was pacticalacly vebemenr,
and wenr so far as to arack several bands of humans neac
the Naga lands. Forrunately. cooler heads prevailed and che
Naga eventually allied with the humans against the
Shadowlands, giving the Asps a foe against whom to dicect
thesr anger
Fawored i lass: Fighter
Srerring Honor: 0
Bloodline Ability: In addition to their other racial shilities,
Aspe gain a +1 Strengrh modifier and the ability Spit Venom
{Bx). Aspe can epita petent yenom at very short range,
inflicting 2d4 damoge on one target within 10 feet. This can
only be done ence every hout, Asps alse have o Level
Equivalent +1; Asps are more powerful than many other
races in Rokugan and gain experietice mote slowly
Starting Qutfit (Choose one)

1, Masterwork Maga blade.

2, Mausterwork Napga avoor and 50 koku,

CHARMELEON

-

-

Current Leader the Qarash (Male Bogue 8}

Mezxe to the Cobra, the Chiameleon are the most murated
of the Maga bloodlines. Fortunately, Chameleon mutations
ave ravely severe and can even be beneficial at times. One
such mutition has acoeally scabilized aud becowe a tait
of the bloodline all Chameleon have the abilivy o chappe
their skin color to match their surroundings. This makes
them exceptional scours and (in times of war} spies.
Another common mutation is the abiliey 1o breathe warer
This mutation is commen encugh that the Chameleon are
often telegated to the task of guarding the aquaric epg-nests
of the Maga
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Chameleons tend to be charmiing and oulgoing,
They enjoy interacting with other species as well as their
owl tace, sid ate known for chelr gregarions narres,
= Favored Class: Rogue,
* SuirtingHonor 0
* Bloodline Ability: In addition to theit other racial ahilities,
Chameleons gain a +4 bloodline modifier to-all Hide and
Mave Silently skill checls
*+ Starting Chutfie: (Chonse one)
1, Masterworlc lomghow
2. Longhew and ten masterwaork sirows,

COBRA

= Current Leadet: the Shashakar (Male Shugenja 13)

* The Cobra are the masters of the Nags tace's strange pearl
magic. Mo othet blondline possesses the ahility to o the
mystical secrets from the pearls thar power Naga spells.
Vhus, the Cobra are reverad among the Naga for
their unique gifts This greatr power has = price,
however, as the Cobra ate the most mutated
of the Naga bloodlines and very few of
them are completely without o
severe physical mutation of
some sort: These muta-
tions make surviving g
the hatching process
difficult for infant
Colia, sid eyves oo
perizh during their
difficulr youth. Az a
result, the Cobra are
Very rare,

Cobra are pensrally s
secretive and samewhat sin-
ister peaple. They prefer to
keep their ewn company,
theugh many are fascinated
by human mapic.

* Eavored Class: Shugenja,

* Srarting Honor: ¢

» Bloodline Ability: In addition
to their other racial abilities, the @
Cobra gain a +2 Intelligence and the feat
Deprhs of the Akasha, but receive -2 Suengih
and Dexrerity,

= Stavting Culie (Choose one)

1, Two 2o level arcane spells.
2. One 2nd level and stx 15t level arcane spells.
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CONSTRICTOR

+ Current Leader: the Radakast (Fighrer 8/Monk ¢)

* While the magic of the Naga belongs to the Cobra,
the Coustriciors are the priests and mystics of the race.
Cunstrictors are exteemely rave, even more 5o than the
Cobra, but their wisdom and connection with the Alasha is
valued by even the most jaded Asp warrior. There is nn
guestion that the Constrictors' understanding of the
Alcasha is far superior tn all ather bloodlines, natwrally lead-
ing in their roles ag prissts and religious leaders, They also
ate valoed in times of stress for their shility 1o plumb the
depths of the Akasha and summon forth memotics from
the race's past to aid in the solving of meodern dilemimas,
Constrictors ave almost without exception somber and

Female Naga Bushi

counservative. They walke their dures very serlously and are
not given to flights of fancy or pointless adventuring. Those
who are found in Rokugan are typically on a very specific
quest o mission that will in some way henefit the Naga
azawhole:
Favored Class: Fighter or Monk:
Hexnaors (1
Bloodline Abiliry: In addition to their other racial abilitiee,
Constrictors gain a +2 Strangth and the Improved Grab and
Constrict abilities (ser Mornster Manual™ page 89,
Level Equivalent +2: Constrictors gain levels more slowly
than other races. They are considered o be two levels
higher for the purposcs of gaining experience, though they
gain no extra abilities for these two experience levels.
For example, & Constrctor with 10,000 experieice would
be only 3rd level ratlier elaan suls. The DM is advised not
oo allow starting chaaciens w be Constricrors unless the
party is muking charscrers of chird level or higher,
» Starting Ourfic (Choose one’

1. Masterwork baga blada

2. Masterwork Waga armor,

T, GREENSNAKE
"!' | = Current Leader the Dashmar (dale
Couttiet 16),
* The Greensnakes are the most
nunerous of their race: They are alse
the smallest, with slim and athlatic
huilds racher than the bulle af their
roniging the Asps and Constrictors,
Creengnakes most often take the
role of scout or diplomat, making
use of their small size and speed as
well as their quick wits and leen
intéllect, The key figures behind
the Maga's alliance with the
humans, the Dashmar and the
Mara, are both Greensnakes.
Indecd, the Mara married the
Rokugani saurai Mirvmoig
Dulnd, crealing 4 permanent
bund between the nwo races,
Members of the Green-
snake bloodline demonstrate a very
wide range of personality traits. On average;
hiowever, they are patient and reserved, prefernng to wair
until they have all available infarmation before choosing a
course of action.
Favarad Class: Courtier
Starting Honore 0
Bloodline Ability: In addition to their other racial abilities,
Greensnakes receive an additional 4 skill points o be used
gt the time of character creation. The Greensnake
eacial Charismo penalty is onby —1, reflecting their greater
exposure to social intcraction with non-Haga.
Starting Outfit: (Choose one}
1, Royal outfic (Gee the Flayers Hendbook™)
and 150 koku.
2, Masterwurk shool bow and 25 arows,
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The following section presents expanded rules and eultural
considerations when using standard churseter classes in
Nokugan. All of the mechanical considerations listed in this
section are merely options; intended to make vour time in the
Empire a more unique and satisfring expericnce.

BARBARIAN

Though barbarians are typically savage warriors from the
fringes of civilization, the Unicorn Clan ace hardly the only
warriors in Rokugan capable of cntering @ state of sevage fury
The Iida and Matsu families are renowned for their E:crscrk
warriovs, OF course, noone would refer to a Crab or a Marsu as
a barbatian (at least not within earshot). Most members of this
character class are instead relerved s "berserkers)

Mechanical Consideratioms: First-level barbarians whe
are not members of the Shinjo or Hida family must expend
two skill points to become lterate. Shinjo and Hida barbar-
ians are not required to purchase literacy

BARD

There are nu bards pative wo Rokogan, Their wole s (lled by
the arrisan, described elsewhere in this bovk {see poge 65).
Although a bard from outside of Rokugan mighe find himself
ln the Emplre, he would face the normal difficulties of
any gaijin charactet.

Mechanical Considerations: None

CL=RIC

Again, there are oo clecics native to Bokupan, Their oole
is fulfilled by rhe shugenja, described in Oriental Adverlames™
Though Rekugan isa land of surprising religious olerance
{their religinn is more philosophy than dogma), their intoler-
ance of nutsiders could male plaving a cleric visitor to Roku-
gan a difficul easl.

Mechanical Considerations: Separation from anes dety
may present great difficulties. At the DAY aption, a cleric may
find the number of spells be may call upon per day greatly
ceduced or even nepated altogether

DRVID

Ihough thers are no dentds native 1o Rokugan, the wild
Yobanjin of the northern lands practice forme of magic resem-
bling druidism, Thus, 4 Yobanjin character conld easily be a
druid, though he — lile any barbarisan Yobanjin — will he
loaked upen with derision wirhin the Empire. Some Maga
have an intense connection to nature ag well, and the path of
the druid is thus not incongeivable. Divine foci used by a Naga
d'l-lli.d arc E_].‘n"urﬂ'!r’ﬁ PCEI!S.

Mechanical Considerations: Unlike clerics, druids are
never Far from the source of their worship — the earth irself
Their abilities are unchanged,

FIGHT=ER

Fighter is a common character clags for budoka, ashigaru,
and Minor Clen samurai, Great Clan families that vrely upon

versatility {n cotmbat, such 45 the Shinjo, often multi-class as
a samuraiffighter, Members of the Wasp family are
exclugively Hghters — though they ave rechnically of the
samurai caste, there are no troe members of the samurai
character class among them,

Mechanical Considerations: None

MONK

Monks sre very common in Bokugan, and many elderly samu-

eai eltectively mulri-class as monlks when they retive, Monks

are in Fact 50 commeon in the Empite that there ste several

varieties of them, including the Schei and the Inkye,
Mechanical Congiderations: Mone

*ALADIN

Paladins are unknown in Rokugan, though many members
of the Alkodo and Utaku Families fulfill 4 similar role as
champions of honor. Simply pur, mest Rokugani care
maore abour henor and dishenor than good and ewil,
so Rokugan does not need paladins.

Cutside Rokugan, there are & number of ]11:1}' warriors
among the Senper and Yodatai. Any paladin characrer within
Rokugan would certainly be a goijin. Their strange healing
powers snd use of mapic mighr be looked upon with
suspicion in the Bopire,

Mechanical Considerations; Nong

RANGER

Wilderness warriors are rare in Nokugan, but not
unheard-of The scouts of the 1liruma and Eitsune are perfect
examples of rangers in Rokugan, and the Greensnake rangers
of the Muga are legendary, Though these warriors are often
lowked upon as "backwoods suurai® their wlens ae witho
compare,

Mechanical Considerations; Though rhe abiliries of a
Ranger fit perfectly with Hiruma secuts and Tsuruch! bounry
hunters, their ability to cast spells may seem somewhat out
of character. To replace this ability, the ranger may instead
select a feat from the fighter's list of bonus feats (excluding
Weapon Specialization) any time he normally wonld have
received acoess to a new level of spells.

The exception ro this optional rulz is rangers wha hail
from the Fox Clan or members of the Naga race, Due 10
their intimaté connection with the spirite of nature,
these characters retain their spell casting abilitg

rOGU=

The trademark of the rogue 15 adaptability, and this also holds
true in Bokugan. Rogues are as commeon in the Empire as
anywhere else, and are ag varied as anywhere élze, Some
would say that the Scorpion Clan has mare than ite Fir share
of rogues The Torteise are rather renowned for their stealth
and guile as wll. Rogues are more frcquenl:l? multi class
samurai or courtiers sceking the stealth and varicty of skills
thar the rogue class provides rather than single-class ropues.
Siiple-class ropues are more common among the peasant and
merchaot classes, v oy the ks of de wefarious Holat

Mechanical Considerations; Rogues in Rulkugan liave no
proficiency with crossbows. Instead, they gain proficiency
with the longbow (yumi) and dailoru,
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SORCERER

Though sercerers appesr occasionally in Rokugan, few are
Rokugani. Yobanjin spell-casters practice powerful sorcery, as
do the Nezuml and Maga, Sorcerers among these groips ate
greatly respected, and often occupy positions of high status,
Bloodspeakers are otherwise perhaps the closest equivalent 1o
a true sorcereran Rokugan

Mechanical Considerations: See the section on maho
lator in this basl l:}mge 114} for more information on sorceters

WIZARD

Wizards are totally alien ro Rokugan. Not even the
¥ohanjin, Mezumi, or Maga practice magic that resemhles
conventional wigardry The clogesr equivalent wanld be the
necromancy practiced by the Senpet, faracross the Burning
Sands. While it is conceivable thar a gaijin wizard or specialist
could hazard the long and dangerous journey, his foreign
magics would be regarded with suspicion il not open hatred,
Mechanical Considerations: Mone

NPC CLASSES
I RORUGAN

ADE?PT
In Dokugan, Adéprs come from the same sorts of back-

gmund's, and face the same limitations, as sorcerers,
Mechanical Considerations: None

ARISTOCRAT

The noble closs is poweeful indeed in Rologan, All samurai,
shugenja, and courticrs are nobles The aristocrat class instoad
represents perty nobles, ji-samurai, provinecial governors,
and golentn (estate managers). The aristocrac’s mix of decent
martial training and wide skill selection perfectly represents
this level of sociery,

Mechunical Considerations: Aristocrats do nol Liave
Heavy Armor Proficiency or Shield Proficiency in Rolugan,

COMMON=ER

Commoners are the backbone of any soctety, and Rokugan
is no exception, Commonets represent the eta, farmers,
waodsmen, and fishermen of Rokugan, Commoners ae
frequently pressed into service in the armies of the Empire
s peasanl levies, Commonerns ane never members of the noble
class

Mechanical Constderarions: None

EXPERT
Much like the commoener, the expert’s role in the Empire is
busically uill_'llin:g::d_ Expelis ate cralisien, ¥l ild (uysistang
(oA magistrate), merchangs, spies, geisha, and coiminals, Some
expurts are members of the neble class; some are nor,

Mechanical Considerations: MNone

WARRIOR

Warriots dve quite common in Rokugan. Ashigaru — trained
peasant warriors — make up the hearr of the armies
of the clans. Though ashigaru are often thonght of as farmers,

not all ashigaru are content to live a life on the farm,
Mony sshigaru aré descended from a long tredition of peasant
warriors, znd take their heritage as seriously as sny samurai,
Many ashigaru of the Crab and Clan have never worked on
a farm in their lives, but dedicate themselves solcl':.r to CATCETS
as soldiers.

Mechanical Considerations: Wartiors in Rukugan do aut
hitve Heavy Acmor Proficiency or Shield Proficiency.

SARURAI

{Adapted from Oriental Adventures™)

Somural are professional warriors, members of the noble class
trained in the ares of warfare. Thr:y are not n:n.iy trained
for their role in society; they are born for it— born into a web
of loyilty, allegiance, ind honor that influences every stage
of their lives: A samurai cut loose from this web is no longer
a samurai; be is anordisaey Ggleer, a vonin with i hono
and oo standing in suciely.

Adventures: A samurai’s firse responsibilicy is obedience 1o
his lord, usually the head of his family. This is simultaneously
anendless seurce of adventures and 4 potential hindrance
toalife of adventure. A Jow-level samurai’s lord may command
him tor investigare 2 mysrarious occurrence or subdues gang
of handits, 1fhe performs these duties well, his lord will call
on him to deal with more significant problems. However,
4 samurai cannot simply disappear on an expedition into
the Shadowlands without his lords command or at least hic
permission, and if a samurasi's lord hag an important mission
for him, he must make that his top priority. Whether this
i 2 significant hindrance or not is up to the Dungeon Master

Characteristics: Samural are distinguished from ordinary
fightera by their adherence to bushido, a code of hono, loyalty,
and obedience. Their combat training, which includes bonus
feats, rivals that of 2 fighter, If 4 samurai remaing honorable
anel true 1o his code of conduce, his swords — masterwork
blades passed down through generations — may awaken in
his hands, manifesting increasing magical abilicles as the
samurai advances in level and invests his spirltual eneray in
them, To 4 samurai, dishenor is worse than death, and the loss
of his swords iz the warst dishonor imaginahle,

Honotr/Alignment: Hishida, the cnde of the samuras,
demands strict abedience to the standards of behavior and
honot. Narmally, only lawful characters can adhers to this
code and call themselivas samurai {although see Honov and
Alignment ovt page 620 Likewise, dishoriorable characters may
not be samurai.

Background: Samurai lesrn their combat rechniques and
the principh:s of bushide in esteblished, rignrou,sly m‘gan{md
schools, Every Family maintains ar least one training doje,
if not more. The Crabls 11ida and Toritaka, the Crane's Daideji
and Kakita, the Deagon’s Mirumeto, the Lion's Akodo and
Matsu, the Maneis' Yoritome, the Phoenixy Shiba, the
Fuorpivon’s Bayushi; and the Unicorn's Moto; Shinjo, and
Utaku schools are all symurai schools,

Races: Almost withour exceprion, all samural are humans
from the major clans. On rate occasions & Nezumi has
artended a Crab samurai dojo. Kenkuo have also been known
to practice the arrs of the samaora:.

Other Classes: Samurai consider themselves the mortal
pinnacle of the Celestial Order that struerures theit socieey,
beneath only the fortunes and Kami. It should be noted thar
other character clasyes (such az shupenja and courtiers) sre



technically members of the samutai caste if they hail from the
Great Clans, Mewbers of the samurai class are often referred
was “bushi™ wo Jifleremiare chem from such individuals.
Samurai respect other members of the sawuel casee,
and disdain these of ather character classes wha do not Follow
bushido as stricely Members of lower social classes sre hanlly
worth their time.

Examples of Samurai in Legend of the Five Rings: Hida
Kuon, Yasnki Hachi, Mirumaoto Hitomi, Toturi, Yoricome,
Shiba Uljimirey, Bayushi Panek, Shingo Shano.

TARLE 1=1: THE SAMURAI
Base Fort Ref 'Will
Level Atack Bonus — Save Save Save Special

1t 41 £2  +0  +2 Ancestral daisho
ind 42 +3 0 43 Bonus feal
Ird +3 +3  #1  #3
4th  +4 +4  +] +4  Bonus feat
Sth +5 + 41 +4
Glh  +6/+] +3 +E %3
Tth +7/+2 +5 42 +5 Bonusfeat
ath  +8/+3 +6  +2  +b
Sth  +3/+4 +6 1 16
10th  +10/+5 +7  +3 47  Bonus feat
1th  +17/+6+1 w o+ H
12th  +12/+7{+2 g4 8
13th  +13/+8/13 2 t1  +8  Eonus feat
Tdth 174715/ 4 +9 4 48

15th +15/+10/+5 9 5 45

16th  +16/+11/+6/+1 410 45 &0 Bonus feat
17h +17/+12/47/42 410 45 410
18th  +18/+13/+8/+3 +11 46  +17
19th  +19/+14/49/+4 41T 46 =+
W0th 2004150410045 412+ 417

SGAME RVLE INFORMATION

Samurai have the fallowing game statistics.

Abilities: Strength is especially imporrant for samural
because it improves their melee attack and damage rolls.
Constitution is important for giving samurai lots of hit
points, which theyll need in their many hartles. Deterity
is important for samurai whe want to be skilled archers,
improves their Armor Clags, and allows them access to
certain Dexterity-oriented fears,

Honor/Alignment {Varianth Any; (See Code of Conduct,
belaw). '

Hit Dic: 410

Class Skills: A samurai's class skilla fand the key ability for
cach skill} are Batele (Wis), Climb (Ste), Craft (Int), Diplomacy
(Clia), Handle Animal (Cha), Taijurse Facus {Cha), Intimidare
{Cha), Tump {51}, Pecform (Chal, Profession (Wis), Ride
{Dex), Sense Motive (Wis), Swim {5, 2nd Tea Ceremony
(Wis), (Sec the Blayers Handbook™ for shall deseriplives. The Tk
jutsu Eoctes skill is described in Choapter 4 of Ovienlal Adientures™
The Battle and Tea Ceremony skills are described in this book.)

Skill Points at 15¢ level; (4 + Inr modifier) x4,

5kill Points at each additional level: 4 + Int modifier.

HBonus feat

CLASS FEATURES
Al of the following are class fearures of the samurai.
Weapon and Armor Proficiency: Samurai are prolicient
with all simple and martial weapons and with light and
medium armor Samurai are not proflelent with shields.
Armor check penalties for armor heavier than leather apply

to the skills Balance, Climb, Escape Artist, Hide, Jump; Move
Silently Pick Locks, and Tumble. Swim checks suffer a -1
penalty for every 5 pounds of armor and cquipment carried,

Ancestral Daisho (Variant): All samurai begin play with
a katana and wakizashi — two masterwork weapons. These
are weapons that belonged to che samurai's ancestors, and
protecting the WeapLnE ix the mwost nportant poing of henor
for a samural. As a samural acyuices experience through
adventuring, he has the option of awakening the supernatural
ahilities larenit in the weapons,

Al any time, a samurai may refrear 10a remple or shrine
and spend time in prayer in order to awaken the ancestral
spivits in his katana or wakizashi, (Most samurai improve their
lcatans, but nothing prevents 4 samurn from investimg energy
in both wespons, ) This requires the sanirai to investa bit of hes
ewn soul in the weapons, investing his own experience points
as shownin tha table below, The samurai must spend one day in
prayer per 40 experience points spent, and must spend ar least
cight hours pec day kneeling before the shrine and his
weapons, pausing neither to cat ot test. The samurai may not
spend expetience points if doing so would cause him to lose an
experience level, but he may choose not to advance in level for
e purposes of livvesting his cxperience in his weapons,

The wilues listed on the table are the toral sacrifice required.
If a sammurai already has @ +3 hatana, be can raise it to 2
+4 lkatana by spending an addirional 560 expedence points
and spending rwo weeks in praver. If the sume samurai wished
to awaken his masterwork wakizashi, making it a +1
wabidraghi, he would have to sacrifice 80 expetlence points,

If 2 samnrai wighes to retmove a power invested in his blade
{perhaps for the purposes of replacing it with a different
ability) he may do so by meditating over the blade for eight
hiours. The selected power is Forever lost, as is the expenience
invested in it

Before o samurais ancestral daiche is awakened, the swosds
are metely masterwork weapons, not magical inany way.

TaeLe 1-32: ANCESTRAL DAlsSHO

Experience Minimum
Weapon Bonus Sacrifice Character Level

+1 20 ath

+7 20 7th

+3 170 th

+4 1,280 11th

5 2,000 13th
+BY 2,880 14th
e 3920 15th
+8% 3120 16th
49 6,480 17th
+10 £.000 18th

w4 weapon can't actually have & bunus higher than +5,
Use these lines, and the magic weapen creation rules |n
the Dumseon MasTer's Guipe™ to determine cost when
spetial abilities are added in. Examiple: A samurai whe has
a+4 katana can transform it into a +4 thundering katana
with a sacrifice of 1,600 experience, since thundering is a
special ability equivalent to +2.

# samurat who loses his ancestral swords s dishonored
until he can recaver them. He cannot enchant any other
weapons in this way Likewise, the magic invested in the
blades does not function for any enemy of the swords’ owner.
1f stolen, they are simply masterwork blades until the samursi
{or an ally} recovers them.
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(Mete: This is a varlent version of the Ancestral Daisho
ability presented in Oriental Adventures™ The oviginal version
etaploys the saerifice of treasure mther than an sxpenditure of the
sarriarri’s owrsoul in the fovmn of exporicnee.)

Bonus Feats: At 2nd level, the samurai gets a bonus feat.
The samurai gaing an additienal bonus feat at 4th level
and every three levels thereafter {7eh, 10th, 13th; 18th, 19th).

These feats must be chosen frow the [ollowing lises,
depending on the characters clan of origin, The samuca
may choose fezrs from those listed for his clan (helow,
or may choose Technique Fears (see the new Feats elsewhers
in this book). Ronin characters who choose to emulate
the fighting style of a particular clan may not select that
clan’s techniquoe fears unlessthey gain admission ta that
rlan's schonl. Any samuorai may nse honts feats ta learn
techniques labeled as “All Clang," regardless of whether they
are a Great Clan, Minor Clan, or ronin samurai.

For the sakeof completeness some Minor Clans are included
on the tellowing lists, despite the fsce that at the
current time they may be inaetive or absorbed
into Great Clans, Feats marked with a % are
deseribed in Oriental Adventures™

Badger — Emphasize defense,
strength; and powerful weapons, Armor
Proficiency (heavy), Endurance, Great
Fortitude, Power Auack (Cleave,
Linproved Bull Bush, Sunder, Greur
Cleave), Toughness, Weapon Focus (ono,
die tsuchi, katana),

Boar— Emphasize weapon-craft and hardi-
ness. Armor Proficiency (heavy), Endorance,
Power Attack (Cleave, Tmpeoted Hall Rush,
Stnder, Grear Cleave), Skill Focus {Craft
Dweaponsmithing), Craft (armorsmithing ),
Weapon Focus [warhemmer, mai chong,
leatana):

Centipeds — Mot a bughi family, o their bushi
tend 1o epecialize in defense and the protecrion
of athers. Alertness, Combet Befleses, Exper
tise (Improved Disarm, Improved Trip,
Whirlwind Attack), Weapon TFocus
tkatanal

Crab — Eraphasize heavy armoet;
great stuength, and unusual weipons,
Armor Proficiency (heavy), Dodge (Mobility,
Spring Artack), Endurance. Power Artack (Cleave,
Improved Bull Rash, Sunder, Grear Cleave), Run, Toughness,
Weapon Focus (bartleaxe, greatclub; katana, warbammer].

Crane — Emphasize speed and agility. Dodge (Mabiliey,
Spring Areack), Expertse (Emproved Disarm, Improved '[ip,
vrhirbwind Artack), Improved Initiative, Cick Deaw, Skill
Focus {laijutsu Focus), Toughness, Weapon Focus (katana).

Dragon — Teach tweo-weapon Hghting and unarmed
combat. Exotic Weapon Proficiency (katana), *Improved
Crapple ("Choke Hold), Improved Unarmed Strilte (*Defen-
sive Throw, Deflect Avrows, *Grappling Block, *Great Throw,
Stunning Fist), Power Attack (Cleave), Wespon Focus
{leatana)

Dagonfly — Emphasize ranged attacks and inner strength.
Iton Will, Point Blank Shot {Far Shet, Precise Shot, Rapid
Shot, Shot on the Run), Toughness, Void Use, Weapon Fouus
(hatarm on v,

Feelyve — Emphasize intellipence, precision, and awareness,
Alertness, Blind-Fight, Skill Focus (Knowledge fzhasts)),

Improved Initiative, Iron Will, Power Attack (Cleave,

Improved Bull Bush, Sunder, Great Cleave), Weapon Focus

{leatana, tetsubo)

Fox — Ermphasize stealth and subtleey. Alertiess, Dodge,
.I'_".x.ptrti:le {lmpmv:d Disarm; Impmv:d Trip, Whirlwind
Areack), Mobility, Skill Focus (Hide, Move Silently), Track,
Weapon Focus {yuini; katana, yaui),

Hure =— Bmphasize mobility and Aemboyant maneuvers,
Duilge, Expertise (Improved Disarm, Improved Trip, Whirl-
wind Arrack), Mobility, Spring Arack, Run, Weapon Focus
(lrarana),

Tmperial Families — Select a clan of choice, and gainaccess
to their feat list and rechnique fears a5 of you were 2 member of
that clan

Lign — Emphasize strategy, intelligence, and strength of
will. Endurance, Expartise {Improved Disarm, Improved Trip,
Whirlwind Artack), Improved Initiative, Iron Will, *Ki Shout
("Great Ki Shout), *Remain Conseious; Skill Focus (Battle),

Toughness, Weapon Focus (katana}.

Mankis Emphasiz: porwer and dirt}r :F'Lg]'n
ing. Ambidexterity, Power Attack (Cleave,
lmproved Bull Rush, Sunder, Great
Cleave), Quick Deaw, Two Weapon Fighe-
ihg, Weapon Focus (kama, nunchaku,
parangu, katana),

Monkey — Emphasize strategy,
agiliey, and ractics. Alertness, Blind-Fight,
Combar Reflexes, Dodge, Improved Lnitis

tive, Leadership, Maobility, Spring Ateaclk,

Weapnn Focus (katana).

3 — Emphasize trickery and cavalry
tactics. Improved Initiative, Mounted Combat
(Mounted Archery, Bide-by Attack, Spirited
 Charge, Teample), Quick-draw, Weapon Focus

[leatanal,

Phoerix — Emphasize mental and spiritual
training., Alerrness, Blind-Fighey, Combut
Reflexcs, Expertise I[Improv:;d Disarm;
Improved Trip, Whirlwind Artack), Great
Tartitude, Imptnv:d Initiative, Iton Will,
Crick Dirav, Weapon Focus (loatanma)

Scot pivn — Eaplisice mobilivy
and dirwy fighting, Blind-Fight, Dodge
(Mobility, Spring Arrack), Expertlse

(Improved Disarm, Improved Trip, Whirl-

wind Artack), Improved Initative, *Frone Artack,

Criele Dieawy, Weapon Focus (katana)

snake— Emphasize subtlety and mastery of dack magics.
Blind-kght, Dadge, tron will, Mohiliey, Quick-Traw, Skill
Farug (Spelleraft), Weapon Focus {karana).

Sparvanl — Emphagize agility and patience. Dodge, Exper-
tise (Tmproved Disarm, Improved Teip, Whirlwind Attack),
hdobility, Skill Focue {Iaijutsu Foeus), Weapon Focus (katana).
Tortoise — Emphasize shady dealings and undethanded
attacks. Expertise I:lrnpravcd Disarm, ImPrcvr:d Trip,
Whirlwind Attack}, Improved Disarm, Quick Draw, Weapon
Focus (hatana),

Unicarn — Emphasize mounted combat and archery,
Alertness, Mounted Combat (Mounced Avcliery, Trample,
Bade-by Attack, Spirited Charge), Point Blank Shot (Far Shor,
Precise Shot, Rapid Shot, Shot on che Bun), Weapon Focus
ispear, lance, bow, katuna).

Wasp — There ave no members of the samural class in the
Wasp Bamily



Sowe of the bonus feats avallable to samural cannot
be seyuired until the samurai liay gained one ot niure
prerequisite fears; these feaes are listed parenthetically afrer
the prezequisite fear. & samural must still mee all the prereg-
uisites for a fear, including ability score and base arrack bonus
prerequisites.

Codde of Conduct (Variant): A samurai most adhere o the
code af bushido Normally, this requires the samurai ro
maintain a lawbul alignment, but this is not always the case,
Some samurai families, suchoag the Hida, Daidoji and Shosuro,
tegulaely perform non-lawhul actions in the name of duny

Samurai not of lawtul slignment must produce a personal
code of honor defining how they shall act, and fellow it art all
times, Usually, this invelves the seven primary virtues of
bushida (honcsty, courage, compassion, courteay, honor, sin
cetity, and dury), If a samueai inrends to be lax on a particular
virtue, he must dedicare himself even more fully to another
e, Fou example, 8 Scorpion samural who kills at his lord’s
command may Tack (o UL PEsEiL, Lt biis duty is all the
scronger; he would not even think w guestion an vnder, ad
would gladly die at his master’s command, 1n forming 4 code
af honor, & samural may not lgnore more than two of the
primary virtues and still be considered a samurai no matrer
howr sreanply he dedicates himself to the rest

A samurai who vinlates his ende of hanor dishonors him-
selfand brings disgrace upon his clan, his family, and his
aneestral blades. This may result in a samurai being stripped
ot his family name or being asked to commit seppukn (fitual

suleide).

Sx-SAMURAI
A samuras who dishoners himself cainot gain new levels asa
samurai He retaing all of his honog feats, but his ancestral
weapone lose any awakened magical abilities until he atones
for his actions. If he does so, his weapons regain their former
abilities and he may continue to advance a5a samural.

LION sSAMURAI STARTING PACKAGE —
ARGDO FARILY

Armor; Grear armor

Weapons: Katana (+1 ateack, tdio, crir 19-20, 10 1b, Medium-
size, Slashing) Wakizashl (+1 arack, 1de; crie 19=20, 3 [b,
Small, Fiercing).

Skill Selection: Fick a number of skills equal to 4 + Int
madifier

Skill Ranles Ability Armor
Battle 4 Wis -
Sense Motjve 4 Wis =
Diplornacy 4 Cha =
Ride 4 Dex =5
Intimidate 4 Cha =
lafjutsu Focus 4 Cha =
Jump 4 Str -
Spat 2 Wis -
Listen ? Wis =
Tea Caramany 4 Wis -

Feat: 1F Str 13 or highey) Way of the Lion; if Str 12 or less,
Weapon Focu (katina) instead,

Bonus Feat: Void Use

Gear; Turoshiki sack, 50 {t. of hemp rope, explorer’s outfit,
light horse, biv and bridle, saddle; saddlebags,

Wealth: 27 kolow, 4 bu, 5 zeni (27 ap, 9.5p).

COURTI=ER

The rich palaces and noble courte are whete Fokugin lives
and breathes, The courtier makes his career in places such as
these, plying his wit and cunning egeinse his enemies as
skillfully as 2 samurai wiclds his daisho, These who believe
that the life of a courtier is casy and withowr risk are woclully
mistaken. While a samurai’s life depends upon his shill with
tlie blade, thie honer of the entive clan could hang on the
Wulﬂﬁ U[ & LU tiet.

Adventures: A courtier’y primary concern i politics,
Though this causes many courtiers to lead sheltered lives
in the rich citles of the Emplre, fust a5 many strike our inro the
world to find fortune and glory for their elan, Unlike the
arisrocrar MEC class, a courtier's unique abilities malee him ide-
ally suited a5 a player charscter, A courtier may aceompany a
party as a diplomat, herald, or magisrrate: The advancement of
the clan is 3 courtiot's peitnary conceen, and any quest thar
could further that goal draws the acrention of such individuals.

Characteristics: While courtiers are technically samursi,
they do not abaays adhere strictly to the renete of bushide,
The fiercely competitive social environment where they ply
their skills forees most courtiers to take o pragmaric view
of the world, and many courticrs will gladly sacrifice their
own honor for the sake of the clan, Courtices tend to
be extremely welleducated and versed in a variety of shills.
Cuuttiers especlally love appearing cleverer than cheir
opponents, and ake great pleasure in proving thei
intellecrual superiority.

Honor/Alignment: Many courters tend o be honorable
and lawful, a5 they are quice adepr ar turning rhe rules of
society to theirown advantape. Despite this fact, many
cotrtiers are ruthless, heartless individuals and there are no
alighment ar honor restrictiong on conrtier charcrers.

Religion: In Rokugan, courtiers adhere to the worship of
the Kami, the Fortunes, and the Tao. Non-Bolugani courtiers
can come rom nearly any background,

Background: Every clan hag a dilferent approach to
politics, and thus courtiers come from a variety of back-
grounds. The courtier schools of Rokugan are as viciously
competitive as their dojo countecrparts, if not more so,
The Otome (Lmpetial), Miva (Imperial), Doji {Cranc),
Tde {Unicorn}, and Bayushi {Scerpion) families have the mest
renowned courtier schools, The Thoma {Lion), Asazko
{Phoenix), and Kiesuki {Diagon) also have their share
of diplomats. The Yasubi merchanes (Coab) and covoys
of the Kasuga (Tortoise) are often courtlers or multi-class
couerler/togues,

Races: Almost all courtiers ih Bokugan ave human. Rarling
Rememberers (Tehtch) and Maga diplomats (Dashmat) are
ala considered courriers. 1f using rhis character class in
campaign settings other than Kokugan, a courtier could esaly
come from any race which emphasizes politics and diplomacy

Other Classes: Courtiers tend to gee themselves ag
the cream of society. Without them, the povernment
of Rokugan would simply ceaze to function. They respect
samurei and shugenja, but ultimately consider them mere
pawns in the courticrs' games. Some courtiers treat other
character classez with severe disdain, Many on the other
hand, recognize the useful skills othets possess and acquire
allies with a wide variety of skills. Courtiers are fond of
bearteng @ vasiety of things, and often multi-class to expand
their knowledge,
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Examples of Courtiers in Legend of the Five Rings:
Miva Yoto, Bayushi Kachiko, Kakita Yoshi, Ide Tadafi.

GAME RVULE INFORMATION

Courtiers have the following parmc statistics.

Abilities: Charisma 5 cssentlal for courticrs beeause they
arc judged by how they carry themselves, and many of their
most important skills or abilities rely upon it Likewise, a
courtier should have high Wisdom ro see through the
schemes of his opponents. Inelligence i also important as
high Inselligence provides ano even greacer range of skills,
A courtier seeking a life of adventure may desire a decent
Constiturion score o offser the class’ lack of hit points,

Alipnment/Honor! Any.

Hir Diie: de.

Class Skills: A courtiers class skills (and the key ability for
each slaflj-are Bluff (Cha), Craft (Int), Decipher Script (Int,
exclusive skill), Diplomacy (Cha), Games (Varles), Gather
Infortmation (Cha), [nnusnde (Wis), Intimidate [Cha),
Enowledge (Eriquerte, History, Local, Nobility and Bovalty,
Reésedrch) (Int), Listen (Wis), Perform (Cha), Profession {Wis),
Fead Lipe (Int), Search (Int), Sense Motive (Wis), Spot (Wis),
Ten Ceremony (Wis), (Sec the Player's Handbaok™ for skill
descripttans. The Games, Rescarch, and Tea Ceremony skills are
describedin this book.)

Skill Points at 135t Level: (3+ Int Modifier) » 4,

§kill Points at Each Addidonal Level: 8 + Tuiodifier,

CLASS FEATURES

All of the following are class features of the courticr,

Weapon and Armor Proficicncy: Courtiers arc proficient
with all; simple weapons and with the wakizashi. They are
not proficient with any type of armorn, nor with shiclds.
While nothing prevents courtiers from WEALLLLE ALIWOL )
learning 1o use more powet lul wespons, it is not part of their
tainiog In addilion, s vourtier’ lord may specifically forbid
him (o trmin wich such things or risk himself unnecessarily in
combar, A& courrier is enitled ro wear a wakizashi 45 a member
of the noble class, bur toweara katana is 2 sign that its wislder
is competent in its use, As a resulr, most courtiers do not carry
katana, leaving harrle and dueling ro their samur comrades
{If vistng the conrrtier character class in g non-Koliugani set-
ting, replace the wakizashi with @ masterwork simple or mar-
tial weapon of choice )

Armeor check penalties for armor hesvier than leather apply
te the gkille Balance, Climb, Eecape Artist, Hide, Jump, Move
Silently, Pick Packet, and Tumble. Also; Swim checls suffer a
-1 penalty for every five pounds of atmer or equipment
earried.

Style and Grace: The traditional training of the courtier
bestows an impressive physical appearance as well as 2 quick
wit, At first level, a courtier receives a +4 ¢ompetence bonus
onall Charisma-telated shill checks it relate o social
ineeraction (i.e, not feinting in combit or Tajuesu duels).

Talent: Courtiers tend 1o be exceprionally good ar wharever
they apply themselves to. Anv time the courtier selects the
Skl Focus fear for a Charisma, Wisdom, or Intellipence-based
skill he receives a -+4 bonos instead of rhe normal 42 honts,

Wealth: The cnurtier haging with extraordinary wealth for
a first-level character Tn addition to his normal starting
wealth and & waldzashi, the courtier teceives 50 koku (or gp)
for every poine of Chariema modifier he possesses (if positive).
This money is provided by the courtier’s tamily, and 1z

expected w0 be used for gecruing favors for the benefit of the
family. Bach year, the courtier receives another stipend of the
same amount, If the courtier spends this money in a foolish
manner, the family will give him no mere. (If using the
couttier characrer class in 4 non-Rokungani setting, replace the
wakizashi with @ masterwork simple or martial weapon of
choice.)

Iram Will: Atsecond level, the courtier receives this Feat
for free.

Cossip: & courtier gains this abilityar third level, Courters
tend to hear a great deal of goesip, and can often tell o thing or
two about samurad they meet just from the rumors they have
heard. A courtier may maoke o Cather Information check
upon meeting or hearing of any individual, place, of item that
regularly associates with Rekugani sociery,. The DM makes
this check secretlyand gives the courtier informartion based
wn the results,

DC Type of Knowledge

10 Common, well known to the general populace.
Example: Yasukl Taka's reputation as a formidable
merchant. J

25 Known by only 2 select few,

Examples; Tasuki Taka made his fortune in the
safe induslry nearly owernight,

30 Hidden, known only to an elite few.

Example: Yasuki Taka has been connected with
several smuggling cperations in the past, though
no charges have ever been brought against the
powerful merchant lord.

35 Well-kept secret; potential blackmall fodder
Exarmple: Yasuki Taka is invelved in darker
dealings still, and his network of smugglers arc
anly the tip of the iceberg.

45 Ineredibly well kept secret; only the subject and
one or two others are aware. Example; Yasuki Taka
is said to be a member of the nefarious Kolat,

a eriminal arganization bent upen the downfall
of Rakugan.

55 A secret kept so well that perhaps avan the subject
himself 15 unaware. Fxample: Yasuki Taka is
actually & deuble agent, working against the
Kolat from within.

Ag gossip is not always a reliable source of information,
the information provided by this abiliry is not always accurare,
The base chance of the courtier coming up with a murhful
rutnor s 50% + 1% per point of Charisima, Agaily the DM
mrikes this percenttle coll secoetly, su the courtier cannot
sepatate truth from rumor withour further tesearch
[{ the skill check irself fails, che courtier either knows a
Ealse rumer or no Tumar ar all.

Accourtler can provide rumors about  specific target only
once, but can do so again after purposefully seeluing further
rumars o after a monrh of 108 large ety or prominent court.
At the Empemrs Winter Conrt, rumors abote those prosent
can be sought once an hour. Using this ability to hunt gossip
on a subject accrues the attention of that subject normally,

Versatile: At fifth, tenth, and fifreenth, and twventieth level
the courtier receives this teat tor Free,

Leadership: At ninth level, the courtier receives this fear
for free. If he already possesses Leadership, his Leadership
Beore {character level + Cha bonus + modificrs: (See e
Durgeer MAsTeR's Guide™) i increased by three, The cohort
obtained with this feat i3 & samurai or fighter — a yojlmbo
provided to protect the courtier in his service to the clan.



TasLe 1-3: THE COURTIER

Base Fort Ref Will

Level Attack Bonus Save Saye Save
st +0 +0 +0 +2
2nd +1 +0 +0 +3
Ird +1 5] +] +3
4th +2 +] H H4
Sth fd il i1 4
Eth | & 2 +2 +5
Tth +3 +2 =2 +5
fth +4 42 22 2B
Gth +4 +3 43 =5
10kh 4f +3 +3 +7
11th 45 +3 43 27
12th 46141 <4 +4 +E
13th 46 4] +4 +4 4R
14th whj+d +4 +i +9
15th +7 )42 +5 45 +8
16th +E %3 +5 +5 +10
17th +81+3 +5 +3 +10
18th +4) 44 +6 +6 +11
19th +9 44 +6 +h +11
20th +10)+5 +6 +0 +12

Most courtiers pur their lesser followers to work s guards,
sepvants, informants, or their personal entourage,

The Heart Speaks: At twelfth level, the Courrier's abiliny wo
read ather people is so ingrained that it becomes second
nature, The renrher may ke 20 60 Sense Maotive checles as
a feee actinn

The Iimmovable Hand of Peace (Ex): & courtier of 18th
lewel gaing this impressive ability, I the courtier is holding no
visible weapons, has no harmtul intent, and has not yer
artacked an opponent during a combat, he may force any
oppotient seeling to harm him {whether by an attack, 2 spell,
or special ability) to make a Will save (DC 10 1 half the
courtier’s level + Charisma modifier), Anyone who fails this
save cannot harm the courtier thar round, Opponents are atill

free to grapple, capeure, and harass the courtier as long s they

do no real damage. This abilicy is ineffective against non-
intelligent upponents. This is an exteasodivary abiliey

Special Courtier Abilities: Upon vbtaining founh level
and every chird level chereafter {7th, toch, 13ch, 1ath,
and 1oth), a courtier gers a special abillry of his choice from
the following:

‘The Hetter Part of Valor: A wise courtier knows that his place
iz far from the fields of battle, and ran eseape quickly when
combat ensues. When executing the total defense acrion,
the courtier receives an dodge bonus to his AC equal to his
Intelligence modifier.

The Eyes See the Hearl (Ex) This rechnique is s meademark of
the Kitsuki magistrates. The courtier has developed a keen
awareness for falsehood. Anyone attempting to lie in
the courtier’s presence must malee 8 Will save (DT 10 the
cauttier's Charisina modifier). If this save fails, the courticr
immediately knows that the subject is lying. This iz an
extraordinary abilivy

The Eyes Betray the Heart: The DC of &ll Will saves vequired
1o cesist che courtier's special abilities iy increased by two,
This abilicy may be chosen twice, Irs éffectssmclk

Taunt and Rally (Ex): This ability is common to courtiers of
the Miya family. As a full round action, the courrier can openly
taunt his opponents, deriding their weakness and lauding the
wirties of hig allies. Taunt and Rally has two effects — allies
within a fifey-foot tading are affected as iF by o bless spell.

Special

Wealth, Talent, Style and Grace
Beonus feat

Cossi

Courtier Ability

Versatile

Courtiar Ability

Leadership
Versatile, Caurtier Ability

I he Heart Speaks
Ceirtier Ahility

Versatile
Courtier Abiliey

The lmmovable Hand of Peace
Courtier Ability

Versalile

One enemy pet tiree levels of e courder is affecied as il by
a doom spell. Both of these spell-like effects are treated as
if cast by asorcerer of equal level, and rely upon the nrpecs
ability to hear and understand the courrler 1o be effective.
If the courtier is attacked while using this abiliry, ke must
make a Concentration check (DC 10 4 damage dealt) or the
effert i Tmnad. This 13 an exrraondinary ahiling

Vaicer Once per day, when making 2 iplatnacy or Bloff
check during seeial interaction [(not when feinting in
c{smbat}, the courtier gains a sPecin] circnmstance bonas to
his ghill check equal to his level.

Weakness is My Strengthe The courtier is ekilled ar relying
upen his enemy’s frailties, This ability has leng been
the trademark of the Bayushi family. When maling an
opposed Charisma, Intellipence, or Wisdom-based check,
the opponent must use the lowest of these three abilities as his
medifier. For exarmple, Bayushi Goshiu is attempting to Bluff
Wfaesu Guliel Golei has § Ranks of Sense Motive, 16 Wisdom
(+3 modifier), 10 Intelligence (+0 wodilied); and & Chadsioa
-1 medifier). Instead of adding his +3 Wisdom modifier
1 his Sense Motive skill, Gobei musr add his —1 Charisma
modifier when anempritg o oppose Goshiu

Whisper From the Soul (Ex): The courtier i adept at manipu-
lattng the emotinhs of athers. Once per day, the courtier may
play upon the emotions of any target who can understand
himn. This has the effects of an emotion spell cast by a sorcerer
of equal level Onlythe duration is altered; the effect lasts for
ene round per level of the courtier. The courtier could extend
this duration by using Diplomacy or Blutl re encourage a true
emoticnal state to replace the false one he hae manubactured.
This is an extraordinaey abiliry. This ability may be selected
multiple times, Each time itis chosen, it mey be used an extra
time pet day

Your Life is Mine {Cx): This ability 1s very popular with the
coultiers of the Crane Clan, whe prefer to make allies out
ol enemies ratlier than l.lr:fta[iug thews outright, Once per day
pet point of Charisma modifier, the courtier may attempt to
sway 3 wealewilled individual’s mental stace to his own way uf
thinking. This has the effects of a charm person spell cast by a
sorcerer of equal level, bur cannor be used on characrers of
higher level than the courtier. This ability depends upon the
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target's ability to see and hear the courtier. This is an
extractdinary abiliey. This ability may be taken multiple times,
granting the courtier an additioml number of uses pee day
equal (o his Chacisms modifies

Starting Wealth: sd+x 10 (plus Wealrh-abilior: kol

UNICORN COURTIER STARTING PACKAGE
-~ IDE FAMILY

Armor: No armor, Tesser

Weapons: Walizashi (+1 attacly 1ds, crie 19 20, 3 lb, Small,
Piercing); Alguchi (1d4, erit 1920, 4 Ik, Tiny, Picrcing).
Sleill Belection: Pick a number of skills equal to 2 + Lt
modifier,

Skill Ranks Ability  Avmar
Appraise 4 Int =
Blulf 4 Cha -
Decipher Script 4 Int -
Diplomacy 4 Cha =
Gather Information 4 Cha -
Innuende 4 Wis -
Knowledge (Histary) 4 Int =
Krewledge (Etiquette) 4 Ink -
Knowledge [Nobility and Royalty) 4 Int -
Listen 4 Wis -
Read Lips 4 Int -
Search 4 Int —
Sense Motive 4 Wiz

Spot 1 Wis

Feat: Shill Focus: Diplomacy

Bonus Feat: Cool Head (Ancestor 1del. (Ancestor feats are
introduced in Orientol Adventures™ drd many move are introduced
it Bokugan),

Gear: Calligraphy brush and inking stone, cotrtiers autfit,
furnshiki sack; light harse, hit and bridle, saddle, saddlebags,
N'IETH"'!' I'I'I'Ig

Wealth: 7 leoku, 4 bu, 5 zeni {7 gp, 9 sp) + 50 kol (50 gp)
titnes Charisma modifier

~ SHUGENTA

{Adapted from Origntal Adventures™)

Shugenia are divine spell casters who cast spells by attuning
themselves to the elements around them and focusing
the power of the elements through their bodies to prodace
magical effects. Tile samuorar, they are members of Holingans
nahle elass, thoongh thev are not as bound by the code of
bushide as their warrior counterparts: Shugenjz are found
in Hokugan, and may not be appropriate for other campaign
settings,

Adventares: Shugenjs often adventure to Incresse their
magical knowledge and personal power. Some shugenja dedi-
erte theit lives to fighting the taint of mahe (blood magic),
while others crave the power that mahe bestows. They are par-
ticularly drawn to investigate disturbances in the natwral har-
mony of the elements — particularly lncursions of (e
Shadowlands or the activities of sneha-tsika (Bloud surcerens)
within the Bwpive. Others plumb the depths of magic for
magics own sake, hoping eventually o leamn the mysteries of
the Yo, the “fifth element” that binds the other four rogether.

Cliaracteristics; Shugenjaare much more than spell-sling-
ing sorcerers. They are the foundation of Rokugan's religion
— priests who teach the rituals of pisty, tecord the names of
the Forrunes. and even measure the passage of time
They study for vears to learn even the fundamental elements
of their magical practice, and are the most literate people
in Rokugan, A shigenia’s spells are written on ofuda
(non-magical prayer scrolls) thar the chugenjs carries with
him, serving as a divine focus For casting the spell

Honor/Alignment: While many shugenja attempt to
tollow: the standards of honor and loyalty and thus adbhere toa
lawful alignment, not all shugenjn live up to those standards,
There nre no henor or alignment restrictions on shugenja,

Background: Shugenja are members of Rokugan's noble
class. They learn the practice of magic in schools attached
to-each elan. The shugenja schools of Rokugan include il
Funi school of the Crab clan, the Asalvivs schoul of the Crane
clan, the Tavnoi school of the Diapon clan, the Kicsu schoel of
thie Lien clan, the Apasha and Isawa schools of the Phoenix
clan, the Seshi and Yogo schools of the Scorpion clan, and the
Tuchi school of the Unicorn elan.

Races: Almost without exception, all shugenja are humans
from the major clans. Tn Rolmgan, spall casters From other
races (and human peaples) are sorcerers

Uther Classes: Like samurai, shugenja are set apart
by their noble station and lock down upon members of other
castes. Daspite the prevailing view of society, chugenja do
ngt believe that martial prowesz is the ultimate expression of
honor — in fact, they disdain the samurai who settle any
dizagreement or matrer of honor with a ducl to the death,
Shugenija have little respect for members of other classes;
however, shugenja, especially adventurers, wisely understand
that different classes have specialized skills and abilities often
needed for success,

GAME RULE INFORMATION

Shugenja have the follewing game statistics.

Abilities: Charisma determines how powerful 2 spell
nshugenie can cast, how many spells the shugenda can cast per
day, and how hard those spells are to resist, To cast a spell,
#shugeniz must have a Charisma score of 10 + the spell’s level,
A shugenja gets bonus spells based on Charivma
The Dilficuliy Class ol i saving throw szsinst a shugenja's
spell is 10 + the spell’s level + the shugenja's Charisma
muodifier. High Dexcerity s helpful for s shugenja (whao
rypically wears lrtle ot no armor) because it provides him
with an Atmor Class bonus. A good Constitution gives
a shugenja extra hit points, a resource that he is otherwise
Levar o

Honor/Alignment: Any,

Hit Die: dé.

Class Skills: The shugenjis class skills (and the key ability
tor each gkill) are Alchemy {Int), Concentration (Con), Crafe
{Int}; Diplomacy (Cha), Heal (Wis), Knowledge (all akills,
taken individually} (Int), Professions (Wis), Scry (Int,
exclusive skill), Spelleraft (Int), (See the Players Handhook™ )

Skill Points at 15t level: (4 + Int modifier) s 4.

Bkill Points at Tach Additional Level 4 + Lot modifier,

CLASS FEATURES

All of the following are class features of the shugenja.
Weapon and Armor Proficiency: Shugenja arc proficient
with all simple wespons and with the wakizashi. They are not



TABLE 1—4: THE SHUGENJA

Base Fort  Ref Wil Spells per Day
Leval  Attack Bonus Save Save Save  Special o 1 R 3 4 5 B 2 & B
Tst +0 40 il %7  Element facus, 5 s . [
sense elements
Ine * | -+ 40 +3 ] f - = - = = — = -
drd. +1 +1 +1 +3 8 Rl e e
ith +2 +1 il +4 5] ] o — = = = = — —
5th +2Z +1 +] +ib 6 T e =
fth +3 +2 +2 +3 g - i - = = = = —
th +3 +Z +2 +3 g Gl e 4df — = = = — —
&th o+ +2 +2 +B = 6 0 5 i = = = = —
gth +4 43 +3 +6 G ey il & 4 - — - — —
10th +3 +3 +3 +7 & B & & & 3 -
1th +5 +3 +3 +7 ) & G b & 4 -
12th +61+1 +4 4 +3 £ & @ IE E 5 3 - = —
ath  +6/+1 +4 +4 +8 E B g & & £ 4 - — —
14th +7 42 +4 +d + & 6 & g & & ] I = —
15th +71+2 +5 +5 +& & & 6 & & 1 (2] 4 — =
16th  +8/+3 +5 +5 10 & B ok & & & & 15 i —
17th +81+3 +5 +5 110 6 (7 & B & [ B B 4 —
18th 044 I & +G +17 ] L B 2 & & f A 5 3
10th 4044 6 6 H1 6 1 TET TELDKEY WEREE B R B o
2Wth (1045 +6 46 412 B B K B & & & % & 1%
proficient with any type of armor, oY T.pLe 1-5: SH UGEN]A SPELLE KNOWN
with shields. It is considered Inappropri- Level O 1 2 3 4 5 6 7 8 a
ate for a shugenja to wear armot, g ety L == i e frec = =
and many samurar consider it an insult Znd 442 24 — = = — 2 =5 — =
to their station to have » non-samursi 3rd A3 34 = il = —_— = = - =
wearing the armaor that they consider a Akl 443 34 240 A _— = = —b = —
badge of their rank. Likewise, while Btk 4a3 347 24] — — et — = = =
a shugenja is encitled to wear the Bth 543 342 24 240 — — - — — —
waltizashi g5 2 member of the noble class, 7R 0 E43 . Ay Ha] FRET = Siper T — - —
wearing o latana is considered an indiea- Bth  S+d 442 34T 41 D — — — — =
tion that the wearer is prepered to use it St Rt g ) kT ARG IR sl = e =
in defense, and most shugenja would VBl cpibk SRR Bad ARl Xl e =0 =—
rather leave the swordplay to the samu 11th B+d &2 442 342 3% 24] — — — —
tai. Armor check penalties for armor L T i T T . A L . N .. s s e
Leavier than leather apply to the skills 1th 6#4 442 42 322 342 3] 2] o = —
: : : Tdth  6+4 442 #4234 342 ) 241 240 — =
Balince, Climb, Bscape Artist, Hide, :
; % ; i 15th (6ad 42 de2 342 342 32 31 2+ — —
Iump, Move Silentdly, Pich Puckel, aud iy
Tansble. Alsa; Swim checks suffesa =1 T6th 64 4+ 4¢F 342 32 342 31 251 240 —
T : d d T7ih 64 422 4aZ 343 3420 3520 31 34 2]
gt CLEHES & puitieA AL 18th 614 4+ 442 342 342 242 31 31 A1 240
equipment carried. 18th G+4 442 W BB 32 320 3 31 38 A
Kami: Allshugenjaare adeptatspeak- oo Grd4 442 442 322 342 302 31 31 3+ 34

ing to kami, and receive the Kami
language for free:

Spells: A shugenja caste divine spells, bur his spell knowl-
edge iz limited, much like 1 sorcerer Your shugenja beging
play knowing four O-level spells (alse called inori) and two 15t-
level spells of your cheice, plus one O-level spell and one 15t
level spell thar are determined by your school. At each level,
the shugenia gains one or mere new spells, as indicated on
Table 1-5: Shugenja Spells Enown. The shugenjo's school
determines one spell of every level; sometimes these spells are
pormal spells on the shugenja spell Use, but often they are
additions to the spell list. These spells are listed with the
shugenja spell list in Chaprer 2: Magic and Spells, {The
number of spells a shugenjs knows is nut allected Ly his
Charisma bonus, if any; the number on Table 1-5 is fixed}

A shugenia is limired to casting a certain number of spells
af each level per day, but he need not prepare his spells in
advance. | he number of spells he can cast per day is improved
by his bonus spells, if any, Foranstanee, at 15t level, Kitsu Marl

can cast four 1st-level spells per day — three for being
15t level (See Table 1-4: The Shugenja), plus one.thanks o his
high Charisma. However, he knows only three 1st-level spells:
cuive Jight woamds (his schoal spell for that level), bless, and burn-
ing hands (See table 1-5: Shugenja Spells known). In any given
day, he can cast cute light wounds four times, cast bless four
times, cast burning hands four times, or cast some combina-
tion of the three epells a total of tour times. He does not have
to decide ahead of time which spells hell cast.

A shugenja may use o higher-level slot to caet 4 lower-level
spell ifhe so chooacs. For cxample, if an Sth-leve]l shugenja hae
used up all of his srd-level spell slots for the duy bue wants to
cast another one, he could use a 4th-level spell slot to do so.
The spell is still treated as its actual level, not the level of
the shot used (o cast i

shugenja de not have spell books, though they write theic
spells on ofuda, These ofuda serve as divine focus items and
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must be read as part of rha spell casting process. Shugenja can
use the Serbe Scrall fear to create magical serolls thar worls
the same as 3 wizard'= or clerics serolls,

When casting metamagic spells, remember thar the
shugenja has not prepared the spell in advance, and is doing
so-on the spot. The shugenja musr therefore take more time to
cast 4 metamagic spell than o regular spell, If its normal cast-
ing time is 1 action, casting & metamagic spell iz a full-reund
action fora shugenja, For spells with a longer casting time, it
takes an extra full-reund action to cast the spell. Shugenja
cannot use the Quicken Spell meramagic fear

Element Focus: All shugeisja have a favored element
Air; Earth, Fire, or Water, A shugenjas choice of specialized
elewent is determined by the clan school ar which he studies.
Al least half of the spells a shugenja knows at each spell level
must belong te his favored element, and the spell dictated by
his school also belongs to that element, This 1s reflected on
Table 1—5, which indicares how many spells of each level muse
be spells of the shugenjas favored element (before the plus)
and how many need not be (after). At frst lavel, for example,
the shugenja Kitsu Mati must know at least three 0-level
Water spells {"2+2"), including one determinad by his schoal,
and two dst-devel Warer spells (*2+41"), including one deter
mined by his echool, Shugenja aurematically gain the benefits
of the Spell Focus feat for spells from their favored element,
although this abiliey dacs not stack with Spell Tocus,

As the cost of specializing in a particular element,
a shugenja must choose one other element as a barred
element. A shugenja cannot learn spells from his barred
element. The choice of a baseed element is limited by favored
element,

(I:I'.._'m

Dragon Clan Shugenfa

Air — Airgpelle are subtle, involving travel, intuition, influ-
ence, divination, and illusion. Airshugenjamust choose Earth
ae their barred element. The Asahing school of the Crane clan
and the Scorpion clan’s Soshi scheol specialize in Air magic.

Earth — Earth spells involve resilience and resolve, Liealth
and growth, the body and its steengeh, Eavtl shugenjs must
choose Air as their barred element, The Euni school of
the Crab clan; the Tamuri schoul of the Dragon clan, and the
Yogu school of the Scorpion clan specialize In Earth magic.

Fire — Fire spells are desnrucrive and blatant, though they
also deal with Intelligence, inspiration, and crearivity.
Fire shugenja must choose Water as their prohihited slement,
The Agasha school of the Phoenix clan specializes in
Fire magic.

Water — Water spells invalve transformation, cleansing,
healing, and friesidship. Water shugenja must choose Fire
a5 their prohibited element, The Kitsu school of the Lion clan
and the Tuchi school of the Unicorn clan specialize in
Water magie.

The shugenja of the Phoenix clan's Isawa school can
specialize in any of the four elements. The Lsawa school also
trains shugenja who specialize in the fifth element, Void,

Sensc Elements; One of the fivse “spells”a shugena learms
— a magical effect so basic that it becumes @ spell-like
ability — is the ability to sense elements. Asa full round
action, a shugenja van become aware of all sources of

vue chosen element (ain, earth, fire, or warer) wirthin 10 feer
The shugenja learns the size of the objects bue not their
precise location or actual nature.

By concentrating longer, a shugenja ean either extend
his magical senses or gather more information shour the
elements he has detected Each additional round spent in
ronrentration allows the shugenja to add 5 feet 1o the radiue
of hiz sense ability, to 2 maximum range of § addidonal feat
per shugenjd level. Thus, at 4th level, Kitsu Mari can sense
elements to 4 maximum ranger of 30 feet by concentrating
for five full rounds. Alternatively, the shugenja can focus on
ene sensed element per round, attempting a Spelleraft check
to determine more about i, The amount of information
hé learns depends on his Spelleraft check resulr:

DC  Information Learned

20+ ltem's general location (5 foot square containing it,
af its nearest boundary if it is larger than a 5-foot
square)

254 Whethar the item is natural or a spell effect.
(A narmal Spellcraft check against DC 20 + spell
level can then determing the nature of the spell
effect )

30+ Whather the item is a creature or an object.

33+  The exact nature of the item For example, whether
a creature is a human or an onl, whether an object
Is gold or stone, whether air is breathahle ar not

In subsequent rounds, & shugenja can either retry his
Epelleraft check on the same ttem, shift his attention toa
different item, of extend the range of his senses.

A 1atlevel shugenja can wse this abllity theee times per day
Every 5 levels he advances as @ shupenja allows him o use the
ability an additional time per day (4 times at 5¢h level, 5 times
at 10th level) amd so vn). Like many divinatlon spells,
it shugenjis sense elements ability s blocked by 1 foot of
stone, 1 inch of common metal, a thin sheet of lead, or 2 feet
of wood or dier,
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Bonus Spells by Favored Element

Using the rules i Orental Adw 5™ chugenja draw

upar their Charisma sc of determining

Lnus spells armd save £

to introduce more variety. and flave
ish o

Element Alsility
Air Charisima
Earth
Fire
Waker

Constitutinn

Fur example, Kiesu Toju enters s rovm @nd concentrates
o sense warer, (Although he is 2 warer shugenja, he coukl just
a5 eastly sense any other elemenr, Including fire.) He becomes
aware of all sources of water within 10 feer, There 15 a basin
of warer on the nightstand, a person behind the door (living
things are made of all fonr elements), and 2 vial of podson
in' that person's hand — Kitsn loju bearns chat there are three
sotirces of water within 10 fear of him: one Medium-size,
one Small, and one Fine, Concentrating for a round, he makes
a Spelletate check and gets 4 result of 31, He learns that the
Medium-size source of water is 4 cregtura, while the others are
ohjects, that all three are natural, ot magical, and where each
one is, 1f the assassin behind the doer has not already jumped
out to attack him, he has learned that a creature is hiding

behind the door, but more likely, he has learned this too lace,

EX-SHUGENT A

Like members of any other cluss, shupenjs may be multiclass
characters, bur they face a special vestriction. Shugenja may
not talie lovels in the samurai cless, and shugenja who gain
levela in a now class may never again raise their shugenjs
level. All shugenija abilities are retained.

Characters of other classes may not latet gain levels asa
shugenja.

THOENIX SHUGENT A STARATING FACKAGE —
ISAWA FAMILY
Armor: None.
Weapones: Aiguchi {1d4, erit 19-20; 1 lb, Tiny, Piercing);
Wakizashi (+1 areack; 1dé, crit 1920, 3 lb., Small, Piercing),
Skill Selection: Pick a number of ekills squsl to 4 + Ine
modifiet.

skill Ranks Ability Armor
Concenlralion 4 Lo =
Diplomacy 4 Cha -
Heal 4 Wis -
Knowledge (Arcana) 4 It -
Knowledge (Elernents) 4 [nt -
Knowledge (Etiquette} 4 |t -
Kriowledge (Fortunes) 4 Int
Knowledge (History) 4 Int
Krowledge (Mobility and Royaly) 4, Int -
Spellcraft 4 Int -

Feat: Supetior Elemental Focus,

Homus Fear; Yoid Lise

Gear: Calligraphy cet and inking stone, furashili saclk, lighr
horse, bit and bridle, saddle, saddlebags, shugenjse vestments,
oluda tor all known spells,

Wealth: 7 koku, 2 bu, 4+ seni (7 gpo 4 sp, 8 ep)

THE TUNTA

To the Emplre, ninfa do not exist, They are simply peasant
superstition passed down from generation to-generaton in
Farmervillapes and old women's tales. Though rales of shadow-
walloong minga persisr to thes day, noble samuoen dismiss them
as the result of paranoia or a5 lazy guards’ evenses

Those who still walk in shadow would have it no other way

Adventures: Invariably, ninja are spies, sssassing, or both.
Like rogues, they are masters of subterfuge, stealth, thisvery,
and lies, Unlike rogues, they understand the deeper mysteries
of the shadows, and are Far better at misdirection and murder,
Becnuse of this, and the Empires view of ninja, they generally
fit inre a samural party under false pretenses, or into a party of
ninja. When a ninja ventures forth, it will always be ro causc
disorder and confusion ameng his lords enemies. This can
vange [ow simple assassination 1o s more prolonged
cImpaign to I.,Ii.bi_'l..'lp1 AuLivities i g ares Soue ainja ale ol
assassins ar all, bur merely serve as spies [or their lunl, These
spies are penerally more honorable than their assassin
brethren. host non-Scorpion nina in service o a lovd fill the
role of a spy, and use their skills for little else than simple
information gachering, thievery, and cansing confusion.

Characterigtics: Ninja are impossible to elassify a2 4 group
by personality. Becase every Holugani pohlicly despises them,
a ninja must keep his actions secret, ot face execution — one of
the lowest formes of dishonor. Many ninja in service to o daimyo
adopt a public face to hide their activities behind, and are
accepted amaong the samural caste; Being able to adapt ditkerent
personss, anticipite the movements of thelr enemy, and acquit
themaclves well cnnugh ina ﬂg[‘lt to survive are the slills thot
sepatate the nina that arc feared from the ninja that arc dead.

ITomor/Alignment: The métivations for 2 ninjas actiona
can be anywhere from serving the wishies of his lord to simply
wurking for his own gain. A ninja can be of any non-lawful
alignment, though they are generally evil. The actions of &
ninja, however, are nothing short of dishonorable, no maner
who their ford Is.or why they do their casks,

Background: Minja sre usually withour clan affillacdlon,
gvcept students of the Shosuro Dojo in the Scorpion lands,
Thonigh the Scorpion take preat pains to train their ninja well,
Mon-Scorpion ninja are generally as effechive as the Shasurn,
This usually is due to natural talent more than effective
training — there are many mote Scorpion ninja than ronin
ninja. Hewever, every Clan hag at least one minor lord
who-employs the shadowy services of the ninja,

Races: Ninja are strictly human, Naga and Ratlings practice
stealth en e daily basis, with the Ratlings stealing from
humans as much as they speak with them However, neither
race caves enough about assissination and sabotage to sver put
their efforts into training ninja.

Otlier Classes: Hinja must be cautious in their associations
riom, Minga also have rather shewed views ol hunor, thougl e
is mo reason they cannot find 4 place within an adventuring
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TasLe 1-6; THE Ninja

Base Fort Ref will

Level Attack Bonus Saye Save Save
1st +1 +0 +0 +2
2nd +2 + +0 +3
3rd +3 +1 +1 +3
4th 14 +1 +1 +4
Sth 15 +1 +1 +4
Bth +6/+] +2 +2 +5
Tth +1/+2 +2 +2 +5
2th +8(+3 12 £2 +6
ot 40/44 e B 46
10th +107/45 +3 +3 -
I1th +11/+6/+1 3 +3 +7
1 2th H2f47)42 4 +4 +8
13th +E R +d e +8
T4th +14/+9/+4 +4 +4 +9
15th +15/+10/+5 +5 +5 +9

16th +16]+17 f46/+] 4+ +5 418
17th T[4 52 45 45 <10
1éth +18/+13)+8/+3 +8 +h w11
19th #18/414/£9/+4 46 6 11
20th +20/+15/+10/+5 +6 +B +17

purty. Those ninja with a samural lord see themselves ag the
duimyo’s worthiest servanrs, willing to give up their own honor
for thar of their lord. In any case; ninja tend to multisclass in
order to create mare complete false identities, or in rare cases
become ninja after being dishonored s s sarucal. Many Scor-
pion ‘samurar” are actually ninja (or multi-class fighterninja) in
order to firrther the geals of their clan, A Scorpion is not shove
the law of Rokugan, however, should he be caught walking the
dishonorable path of the ninja,

Examples of Ninja in Legend of the Five Rings:
Shesure Mishilio, Matsu Hiroru, Mamoru, Bayushi Aramore;
Sheosurn Chinn, Bayushi Yokuan, Hirardke, Tascki.

GAMEZ RULE INFORMATION

Ninja have the following game statetics.

Abilities: Dexterity and Intelligence are the most impor
tant scores for ninjs, who are almost constantly in 2 position
where they must stay on their toes mentally and physically,
Extra shkill points foster a ninja's adaprability to any glven
situation, and a high Dexterity will aid the ninjz in a fightamd
when the ime e run comes,

Honor/Alignment: Any non-lawlul, dishonorible,

ITit Dic: ds,

Class Skills: A uinja’s cluss skills {and the key abtlivy for
each shill) are Balance (Dex), Bluff (Cha), Climb (Str), Craft
i1mt), Decipher Scopr (Ing Exclusive Skill), Diplomacy (Cha),
Ciisable Device (Int}, Disguise (Cha), Escape Artust {Desd,
Forgery (Int); Gather Information (Cha), Hide (13ex), Innu-
endo (Wis), Intnit Direction (Wis), Jump (5tr), Listen {Wis),
Move Sitently (Tex), Open Lock (Dex), Perform (Cha), Pick
Bocket (e, Profession (Wis), Read Lips {Int, exclusive skill),
Search (Int), Spot (Wis), Tumble {Dex); and Use Rope (Dex),
(5ee the Player’s Handbook™ for shill descriptions.)

Sliill Points at 15t Level: (4 + Int Modifier) » 4.
Skill Pointe at Each Additional Level: 4 + Int modifier.

CLASS FEATURES

All of the fallowing are class features of the ninja,
Weapon and Armor Proficiency: Ninjs are proficient
with the following weapons: Dagger, Dart, Shuriken, Katane,

Special

Sneak-aftack +1d6, Minja Dodge +1
Poison Lise

Sneak attack +2d6, Uncanny Dodge
Speed of Darkness

Sneak attack +3d8, Ninja Dodge +2
Uricanny Doclye

Sneak attack +4d6

Shadow Run

Sneak-attack =5d6

Blind Fight, Minja Dodge +3

Sneak attack +6d6

Deflect Arrows

Sneak attack r7d6

Sneak attack +8d6, Ninja Dodge +4
Sneak attack +9d6

Sheak attack +10d6
Minja Dodge +5

Ninja-to, Chain, Kusari-gama, and Blowgun, Though ninja are
able fighters, this comes more from their training in
hitting pressure peints and finding wealtnesses in another’s
detense than from sheer martial prowess. Minja are not
profigient with any stmor or shiclds, relying on freedom
of movement and highly trained reflexes to keep them out
of danger. When wearing acmeor that incurs a penalty check
geeater than O, the ninja loses several of his abilities,
as noted below,

Armor check penalties for armor heavier than leacher apply
t the skills Balance, Climb, Escape Artist, Hide, Jump, Move
Silenily, Pick Pocker, and Tumble. Swim checks suffer o —1
penalty for every five pounds of armor or equipment carried.

Sneak Attack: I 2 ninja ateacks an oppanent who is unable
10 defend himself effectively, the minja cin strike a vital spot
fior extra damage. Any tima the ninja's targer would be denied
his Dexrerity banus to AC (whether he acrually has 2 Dex
hanus or not), or when the ninjs fanks the target, the ninjas
attack deals extea damage, The extra damage is1déat 45t fevel
and an additienal 1dé every two levels thereafter. Should the
ninja score 4 critical hit with a sneak attack, this cxtra damage
is net multiplied. (See Attack Roll Modifiers in the Players
Handbookh™ for combal situations in which the ninja fanks un
apgattend ot the epporent loses his Dex bonus o AC)

Banged attacks can only count as sneak attacks if
the target is within 30 feet. The ninjs candt sicike with deadly
accuracy from bevond duat CHIpE

With a sap (blackjack) v an umarmed strike, the ninja can
ke # sueuk attack that deals subdual damage instead of
nurmal damage. He cannot use a weapon that deals normal
damage to deal subdual damage in a sneak artack, not even
with the usual —4 penalty, because he miist make oprimal uge
of his weapon ini order to execute a sneak attack. (See Subdual
Diarage i the Flajer's Handhook ™)

A tinga can only sneak attuck 2 living creature with
a discernible anatotmy — undead, constructs, oozes, plants,
and incorporeal creatures lack vital areas to artack, Any crea-
ture that iz immune to critical hits iz also not vulnerable o
sneak arracke. The ninja must be able to see the target well
enough to pick outa vital spotand must be able to seach 2 vital
spot. The ninja cannot sneak attack while steiking a creature



with concealment (See the Flayer’s Handbook™) or steiking the
limbis of a creature whose vitals are bevond reach.

Ninja Dodge; The ninja gains this special variation of the
Dodge tedt for tree at bret level. Effectively, this ability hae the
same effect as Dodge, except that the ninja gains the ability
multiple tmes: At fifih, wenth, fifteenth, and twentieth level,
the bonus granted by Ninja Dodge is raised by one. At fifch
level, the ninjd may also chose to dodge multiple opponents
in a tound, declaring his dodge feat during his action. The
ninja may choose to use scme or all of this benus o dodge
each artacken o ninje widh +3 dodge may cioose 10 use Ninja
Dodge o gain +2 AC spainst one attacker, then +1 against
another in the same round, =3 against a single attacker,
or galn +1 AC against three atrackers W the sinele round.
Unlike the normal Dodge feat, this ability may not be used
when wearing armor with a check penalty prearer than o
This ahility stacks with the banus provided by the actial
[odge feat & ninja may take feats with Dodge as a
prerequisite ifhe has Minjs Dodge, but may not tige thege feats
when wearing armor with 3 chesk penalty greater than 0,

Poison Use: Minja are trained in the uce of poison and,
beginning at 2nd level, never risk accidentally poisoning
themselves when applying poison toa blade

Unhcanny Dm:lgc: At thied lovel, the ninja gains the nbi]ir:r
to react to danger before hissenses would normmally allow him
to do so. 11e retaing his Dewterity bonus to AC (if any) despire
bring caught flac-footed or being struck by an invisible
attacker. He still loses his Dexterity bonus il immobilized.

At seh level, dhe ninga can no Jonger be Qaoked; he can react
o OppOnents on opposite sides of him as easily as he can weact
1o single arracker. This defense denles other ninja and rogues
the abilicy 1o use flank arracks o sneak artack him.
The exception to this defense is that anather ninja or rogoe at
least four lewvels hipher than the character can flanlk him (and
thisg sneak areack him)

Speed of Darkness: The strength of 5 ninfas arcack lies
in hig ability to strike quickly at exposed areas and fade away
At fourth level and bevond, the ninja adds hiz Intelligence
medilier ta hie initiative roll.

Shadow Ramn: The ninja gains a speed bonus equal to his Con-
stitution mmodifier 3¢ 5 when weating no or light somer (pad not
carrying & heavy load), This bonus is to his basc speed, before
medifiers such as taking the double move action are figured in.

Blind-fight: At tenth |evel, the ninja gains this feat for free.

Delflect Arrows: Ar 12th level, the ninja gains this feat
foe [iee, even il Lie does vot Lave Tmproved Upacmed Siike,
This ability may not be used when wearing aomer with a
check pen:llt}' above 0,

EX-MUNTAR
A ninja who becomes lawful or honorable may ng long\:r
progress in levels as a ninja, though he rerains all class
abiliries. Hote that judicious wse of the piuja class wbilites
should guickly return the character 1o a stae in which be can
CONTInUe 10 PIogress §s i ninja.

" SCORTION TUNTA STARTING PACKAGE —

SHOSUZO FAMILY
Armor: Mo srmors
Weapons: Minjato {148, crit 19-20, medium, slashing);
Adguchi (1d4, erit 19 20, 1 Ib, tiny, pictcing).
Skill Sclection: Pick & number of skills cqual to 4 + Int
modifier

Skill Ranks Ability Armor
Rluff 4 Cha =
Gather Informaticn 4 Cha =
Listen 4 Wis -
hiowve Silently 4 Dex -
Search 4 Imt -
apot 4 Wis =

Feat: 3kill Focus: Mowve Silently

Bonug Feat: Many Masks (Ancestor: Shosuro Furnyari)
tAncestor feats ave introduced tn Oriental Adventures, and many
wiore are irnbroducod 1 Rul-:ugan}.

Starting Wealth: 1dex10

INRYO —
SNUGHTENED MONR

In Rolugan, samurai ave expected (o vétire to @ monastery at
this age af forty While it is heoming more ated more rommen
to disregard this axiom, there are still many samurai who da
so. Sorme rerite gt much youngere age fot o variety of reasons:
to avaid dishonor, to seelcenlightenment, or even becausze one
hag been forced to do go by other parties. Samura: who enter
the monastery quickly find that the life of combar and
nobility they have nown is ho more, replaced by sereniry arid
paverty

Other monks were never samurai o begin with, but
entered the monastery to escape the rigors of peasane life.
Only those peasants whe carnestly seek enlightenment
Noish L e monastery, however, as tie menal and plipsical
cunditivning yuickly discourapes vthers. Teis nul unbesod-off
for unwanted children we be left upon the door of 8 monaswery
by poverty-stricken parents, Such children spend thelr enrlre
lives within the ranks of the monks and frequently become
great leaders,

CH the myriad of monagreries that appéar throngham
Rokugan, the wast majority are institutions of the Hrotherhood
of $hinsei, the largest monastic sect in all of the Empire,
The Brothethood iz devoted to the study of the Tao of Shinsei,
the teachings of the man universally regarded 25 the wisest to
ever have walked the land, The more philosephical members
of the Brotherhood, called inkyo, are often regarded as more
serené.and peaceful then the monks of the independent
monasterics distributed throughout Rokugan,

Adventures: Inlyo frequently leave thelr monasteties to
travel throughout the Empire. This gives them an opportonity
o galn new insights inte the world avound them as well as a
cliabce o spread e wisdoin of Shinsei 1o others, Given thei
status as respected men, an inkyo can actach himsell 1o
virtaally any group of adventurers, whether they like it or not.
After all, telling him 1o leave would be 2 grear dishonor.

Characteristics: Like all monks, the inkyo is characterized
by a considerable proficiency with the marrial arte. Often
unarmed and vearmared, they are nonetheless aquipped o
deal with many threats simply by virtue of their prowess

Anorher defining characterisrie of the inkyo ig their
mastery of kiho, mystical effects that draw upon the maonk'
strengrh of spirit and harmony wich the elements to
accomplizh seemingly magical featz. Although other sects of
monks and even many non-meonks can and do learn kiho,
notie sie so proficient with them as the inlyo,
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TABLE 1=7: THE INKYD

Baso Fart Ref will

Leval Attack Bonus Sava Save Save
15t +0 +2 +7 +7
2nd +1 +3 +3 +3
3rd +2 +3 +3 +3
4th <5 +4 i i
Sth +3 +4 +4 +4
fith 4 +5 +3 +5
7th +5 +5 +5 +5
Bth +Gf+1 +6 +h +6
9th +hf+] +6 +6 +6
10th +7+2 +7 +7 +7
T1th +Bf+3 +1 +7 +7
12th -4 +8 +8 +8
13th ()4 +5 +8 48
T4ih +10/-+5 1G9 9 +8
15th +17T f+6/+1 +4 +4 44
16th +12 /47142 +10 +10 10
17th +12[+7 142 110 +10 +10
18th +13 /4843 +11 +11 11
15th +14/+9/)+4 +11 +11 +11
lth +15/410/+5 +12 +12 +12

HoworyAlignment: The vast majodey of inkyo-are honor-
able. The mind-ser necessary for them to achieve the state of
harmony from which their abiliries originate simply demands
it. Dishonorable (nkyo are exceptionally rare. Interms of
allgnmenr, inlvo are by nature good They are typically lawfal,
but occasional free spivits among them venture into the
chaotic alignments.

Religion: Although the Brotherhood of Shinge tecognizes
and practices both Shintao and the worship of the Fortunes,
they typically place greater emphasic on the teachings of
Shingei. They believe that the simple wisdom of his sayings
leads to o fuller and richer understanding of the world sround
them, and often offer advice to others in the form of quotes
from the Tao,

Background: Inkyo (and to an extent all monks) are
unique in Rokugan in that they exist outside of the Empire’s
strict political structure. They are neither samurai vot hebinln,
but draw their ranks from both castes, An inkvo can be of
virtwally any backpround ur origin.

Virtually all inkyo are members of the Brotherheod of
Shinsei. As such, they are expecred o lend aid to their
brothers whenever asked, regardless of the citcumsoances.
They are furthermore expected to aid the peasantry of the
Empite whenever possible. Traveling monks are expected,
but not requited, to visit Brotherhood monasteries in the
lands thromgh which they travel.

Baces: Inkyo are almost always human. The Napa and
Kezumi have wildly diffevent theological practices, and even
if by chance they did embrace the teachings of Shinsei, the
notion of spending their lives in 4 monnstery is utterly forcign
to those races. Still, the Brotherhood is open to all who follew
Shingei, end they would presumably extend this invitation to
other races as well.

Other Classes: The Drotherhood of Shinsei s the most
praminent sect of monks in the Emplre, and s such they
are recognized throughout the land w3 wise and toustworthy
individuals. As a result, inkyo typically get along well with
virtoally all <lasses,

GAMNE RULZ=

Unarmed
Special Damage
Kiho, Yord Lise, Improved Unarmed Strike 1dd
Depths of the Vioid 1d4
Purity +1 1d4
Kiho |dd
1da
Purity 42 1da
1da
Kiho 1d6
Purity +3° 1de
Irriproved Void Use 1dd
Depths of the Vaid 1d8
Kiho, Purity +4 1d8
Serenity 1d8
1d8
Purity 45 1d10
Kiho 1d10
Superier Void Use 1d10
Purity+6 1470
1410
Kiho 12

INFORMATION

Inlyo have the following game srarizties,

Abilities: Wisdom and Dexterity arc the two most impor-
tant abilitics of the inkyo, as many of their skills depend on
them. Martially-oriented monks will want high Strenpeh and
Constiturion as well. As monks from the Brotherhood gre
respected throughout the Emplie, it would be possible to
exercise considesable sucial clout with 2 high Charisma
and the appropriate skills,

Hit Die: ds,

Class Skills: The (nkvos class skills (and the key ahility for
each skill) are Balanice (Dex), Climb (Ste), Concentration
{Con), Craft (Int), Diplomacy (Cha), Hide (Dex), Jump (Str),
Kriowledge (Eloments, Farrunes, Shintao) (Int), (int), Listen
(W), Mowve Silently [Dex), Perform (Cha), Search (Int), Sense
Maotive (Wis), Spot (Wig), Swim (5tr), “Tea Ceremony (Wis);
Turnble (Thex), and Wilderness Lore (Wis!,

(¥ Tea Ceremany i¢ a tew skill intraduced tnthis book.)

Beginning Skill Points: {4 + Int Modifier} = 4,

Skill Points Per Level: 4 | Int Modificr

Examples of inlyo in Legend of the Five Rings; Tetsuya,
Takao, Sauna, Hoshi Eisai, Togashi Mitsu.

CLASS FEATURES

The following are class beatures of the Inkyo,

Weapon and Armor Proficiency: Inkyo are proficient
with all Simple weapons. While monks of the Brotherhood of
Shinsei do not often wear armor, they are proficient with
Light Atmer from their work with peasint ashigaru. Armor
check penalties for armor heavier than leather apply (o e
skills Balance, Climb, Escape Avtist, Hide, Juinp, Muve
Silently, Pick Pocket, and Tumble,

Improved Usarmed Strike: The inkyo gains the benefir
ol this feal al the st level, His unarmed serikes are constdered
arimed serikes,

Unarmed Damage: Although they do not focus upon
martlal rraining as much as monks, the inkyo dn helieve that 2
fit body is necessary toachieve a fif tniticl. Thesr trainingin the
martial arts gives them an advantage in unarmed combat.
Ar the 1st level, the inkyo’s nnarmad strikes inflicr 144



damage (rather than the normal 1d3). This increases by one
die type at the 5th level and every tive levels theveatter,

Kiho! At the 15t level. the inkyoe may select an addirional
feat. This banus feat must be ¢ ldha, and the charaeter muse
meet all prerequisites in order to learn the fear in question.
The inkyo gains another kikeo feat ar level + and every fourth
leve! thereafrer (8thy 12ch, 16, and 20th),

Cereain feats previously appearing (o the Flayers Hundlook™
are now considered kiho feats. These are: Blind-Fight, Deflect
Arrows, Improved Disarm, Improved Trip, Stunning Fist.

Fears from Oriental Adventures™ which are considered kiho
include; Choke Hold, Defensive Strike, Defensive Throw,
Eagle Claw Attack, Earchs Embrace, Falling Star Strike, Fists
of Tron, Flying Kick, Freezing the Lifehlood, Grappling Block,
Girear Ky Shour, impriwed Crapple, Kharmic Srrike, Ki Shont,
Pain Touch, Kounddbout Kicl,

New kiho introduced in thic boole include: Broaling Blow,
Cleansing Spirit (Kiho), Dearh Touch, Flee the Darkness,
Forrune's Breath, Heare of Stone, Byokuy, Sell Ko Self, Soul of
the Four Winds, Spirit Strike, and Zanji.

Void Use: At the time of chareter creation, the inlopo gaing
the Void s fear, IFusing the mandato'r‘:,' ancestor feat rules
from Oviental Adventures™ Void Use may be subsrituted in
PJ.D.EC' UF an ancestor {:‘:Et.

< Rokggani fnkyo — Ealightencd Manb

Depths of the Void: Ar 2nd level, the inkyo gains the
Dapthy of the Void feat, increasing his maximum number of
Void points by two. The monle paing the fear again ac the 11th
level, adding an additional 2 Voeid peints to his maximum,

Purity; The inkye exists in a state of harmony with the
elements, As such, it is more difficult for elemental magic
{ Adr, Barth, Five or Water spells) to harm hin, At the 3nd level,
tlve inkoyo gains 2 +1 enliphtenment bonus wall saving tows
versus elemental spells, This honus increases by one at every
third level thereafrer (6ch, och, 12th, 15th, and L&ch levels),

Improved Void Use: Beginning ar 10th level, the inkyo
galns an addirional +1 Veld bonus on any atrack voll, skillcheck,
ot saving throw when spending a Void point. (See the Viud Use
feat fov detaile ant the vormal applicatins af Voed Foets) The inlopn
ey nowspend 2 Vo Fointg ona single attack roll, shill checl,
or saving threw These bonuses stack with ather Void bonuses.

Serenity: Te the enlighrened mind, fear is simply #
disteaction to be pur aside, Bepinning at level 13, the inkyo
15 imimune to all tear ettects. He aleo gpaing a +5 to resict any
effect that would alter his thoughts or control his actione:
this includes both spells and ereature abilities,

Supcrior Void Usc: Beginning at the 17th level, the inic}ro
gains an addirional +2 Void bonus on any atrack roll,
skill check, or saving throw when 5p:nding a Void point,
He mains an additienal +2 Yoid bonus when using Veid 1o
auguent his Avmor Class: These bepefit stach witliany odies
Visld bonuwses (Tor 4 wial of +5 with Void Use and Tmproved
Void Use) The inlyo may now spend up 1o 3 Yoid Peins on
asingle atrack roll, skill check, or saving throw,

A note on mulri-classing: While ir is possible 10
multi-class from the inlye class into other non-monk basic
classes without losing any inkyo abilities, it 15 sirongly
recommended that CMs not allow it Hntering 2 monastery in
Bakugan ic considered Bnal, and few monks ever return to the
life they lenew bafore they shaved their heads and took up the
study of the Tao.

A note oo feats: Inkyo are monke, albeie less marrially
inclined than standard menks. Any feats which have az a
prevequisite o specific level of the menk class may be
purchased by an inkyo ar one level above the prerequisite.
Tor example, 4 feat that requites monk level 4th+ could be
taken by an inlyo beginning at the sth level.

INKYO STARTING PACKAGE

Armor: Mone,

Weapons: Bo (1ds, erit 3, 4 Ib, Large, Bludgeoning),

8kill Sclection: Pick 2 number of skills cquai to 4+ Int
radifier.

skl Ranks Abllity Armar
Balance 4 Dex -
Concentration i Con -
Criplemacy 4 Cha -
Knowledge (Shintaw) 4 Int -
Sense Mobive 4 Wis -
Spot 4 Wis -
Tea Ceremony 4 WS -
Turible 4 [rest -

Feat: If Dex1s 13 or higher, Dodge. Lf Diex o5 less than 13,
then Iron Wil

Bonus Feats: Void Use; Self/No Self

Cear: Small traval satchel with flint and steel, rations,
ancl a torch,

Wealth: 5d4 leolow
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SKILLS

erlain skills are cor

NEW SKILLS

W BATTLE rus:

You are a skilled officer and manager of troops. You can com-

mand others effectively on the Aeld of hattle
Check: While the Koowledge {War) sliill represents o

knowledge of warfare and tactics, this skill represents battle-
field cunning and the ability to put tactice inte action, This
skill also represents a general familiarity with tactics and
can be used ro pettorm any of the following actions.

* Find Advanfage: This use of the skill allows you 1o
quickly read the feld of battle for 3 momentary advantage,
Onee per round as o frec action you may use this skill o
find the quickest route to higher ground, cover,
concealment, or an effective place to hide {gaining a +2
civcumstance bonus toany Blull checks used (o create
adiversion o hide this wund),

» Hunch: This skill allows you o sense whether or nor the
etemy's goals are truly what they seem to be. 1t is essen-
dally Sense Motlve on 2 grand scale, A successful check can
reveal whether the enemy is fighting defensively to delay
you, intends to concentrare on 4 specific ahjecrive, or
simply wishes o retreat. (1F you have 5 or more ranks of
Setige Miotive, yon gain a +2 synergy bonus to this check.)

= Kerognize Ambush! This use of the skill allows you to
recognize areas that would make etfective ambush points,
allowing vou to either avoid an smbush or organize one
ol your own. This only bestows a general warlness of whae
cauld happen; detecting hidden sttackers still requires
o successful Spot cheels

= Find Weakness: An opposed Bartle check against the leader
of an encmy army may be used to find some weakness iy
the opponent’s stracegy.

Battle Task 1]
Find Advantage 15
Hunch 20
Recognize Ambush in
Find Weakness Special

It you have 5 or more tanks in Knowledge (Wae) you ger o
+2 gynergy bonus on Bartle checks,

Retry: A failed Baule check cannot be re-rolled unless
something significant alters the makcup of the battle,

Special: A ranger may apply his favored cncmy bonus to
Battle checks againse an army composed mostly of or led by
his favered enemy (See the Player’s Handbook™),

Class Skill: Darbarian, fighey, palading moeer samursi, ogue.

GRAMES wonszss

Like Craft, Profession, and Knowledge, this skill encompasses
many separate skills. Pick a game from amang the following:
Kemarl, Go, Shogl, Sadane, or Sumai (iee the Rekuganr cuttre
section for details on thise games). Yon are particularly skilled at
rhis game. You may nse games not listed in this book with this
aleill, with the DM approval

Cheek: Coneested rolls with this ckill determine the
winnar between two opponents. In 3 game with several
opponents (such as Sadane), the highest result wins
The ability score used for Games skill checks depends on
the game.

Game Key ability
Kerrar Dey
G, Shogi Wis
Sadane Cha
Sumai S

Hetry: A check for an individual eontest may not be ramred,
though you may be able to challenge your opponent to 4
retvatch.

Class Skill: Bard, courtier,

KNOWLZEDUG= onr rzmunzo onwv:

A number of new Knowledge skills are available in Rokugan,

= Ancestors (hloodlines, ancestry, and prominent shiryeo,)

= Etiquette (social mores, politics, rokugani customs,
important politicians).

* Eleménts (the minor kami, the ebb and How of elements,
kiho; in meet situations in Rokugan this shill supersedes
KEnowledge {arcana).)

= Law {eritne, punishment, enforcement, and other legal

matters):

Shintao (the Taa of Shinsei, the path of enlightenment,

sects of the Brotherhood of Shinsei, general philosophy

and visdom),

* Forrunes (the Fortunes, the Kami, shugenja lore
amd the Celestial Onder).

+ Spirit Bealm (choose g specific Spirit Realm —
Chikushudo, Gaki-do, lHgoku, Meida, Sakkalu, Tengolu,
Toshigokuy, Yomi, or Yome-do. Pravides specific informa-
tion about that Realm). see i memnlogy secbron for details on
Spert Healms,

Bpecial: Enowledge (elements, Fortunes, and Shintao) ae
clazz shills for monks and inkyo, Enowledge (lTaw) is 2 class
skill for samurai. Knowledge {eliquetie, histury, local,
nobility and royaliy) are class skills loc courtiens,
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Yo are shilled in veing libraries, historical svchives, and other
resources of knowledge ro find specific informarion. IF you
hawe access to such references, you may use them to research
obseure information quickly and efficiently Though this s
part of the Enowladge skill, its applications are complicated
enough to meritits own shill deseription.

Cheels: If your source of reference containg infermation
relevant to whar you arc rescarching, you ger a circumstance
bemus to vour subsequent Knowledge skill checle according to
the resulr of your Rescarch check. This bonus is equal to +2
{Research DO 10) with s additiom] +2 lor every 5 by whick
you exceed this DC A sucvessful Research check can nequire
anywhere from an hour o days, depending on how obscure
the subject of the research may be,

Retry: Yes. Each retry requires an equal amount of time
and searching. However, if the references do not contain the
informarinn you ate seeking, oo amatnt of rerrping will he
stirrassfil

Special: 1you have § or more ranks in Gather Information,
youl gain o +2 synergy bonus on Knowledge (research) checks,

RIMICT icxn; Trmep onwys
You can reproduce the voices of athers, or the sounds made by
erearires you have heard.

Check: Yo can artempr to dispuise your voice as thar of
another person, or trick others inte belisving they have heard
whatever creatiire sound Yot wish to mimic, You must spend
at laast a day practicing vour mimiecry, or sutfer 8 —& circum-
stance penaley to your check You may not sttempt to mimic
people or crearures you have never heard hefore. Anyone that
hears you must melie an opposed Listen checl to realive that
what they are hearing is not authentic,

Retry: Generally, once you have failed to fool 4 target you
cannot fool him again, Any further Mimic checks (emulating
other voices or noises) against the same person during tlac
eticounter suller e —2 peoaley

Special: Il vou have 5 or more tanks in Listen, you receive
a+2 synergy bonus on Mimic checks,

Class skill: Bard, druid, ninja, rogue,

rOISON onr rranse onwy

This skill allows the character to brew and prepare poisons,
Many members of the Shosuo Guuily are adept in coalling
lethal puisuny from animals, vegetables, and minerals, All of
the poisons on the following list use the rules for poisons in
the Dungeon Master's Guide™

Check: As per the usual rules for Craft skills (see the Playver’s
Handbook™). The number listed under “Brew” is the DC
required to brew ane dege of that varery of poison. Malang
any prison requires & Poison Lab (See Now. Equipment, poge 51)
and the proper materiale,

At any time; erafting o poison carries a 10% chance thae
the character will poison himselt during the brewing process.
Ct‘af‘ting an animal peison carrieg a 208 chance of
‘self-poisoning, Any character class with the Poison Use
‘ability negates the risk of self peisoning when crafting poizon,

Tnereasing potency: Increasing the browing DC by § increases
the save DC of that poisen by 2. You cannot increase a
particular poisen's DC by move than 4,

The poisons listed below are described in Oriental
Adverdures™ excepl [on those wacked by an astecisk (%) which

are detalled elsewhere in this boul,

Paisan Mame Brew DC
Anfrtal Pofsouns
Bee Venom 20
Black Viper Venom 25
Cobra Toxin® 0
Jellyfish 20
Putterfizh [fugu) 4]
Searpion Venom 20
Shale Yenom 20
Spider Venom® 20
Wasp Venom an
Herhal Poicons
J_}rlppmg Peison™ 30
|erakis Repi 25
Jeraku Rapl Smake i
Ketsu z5
Kirel-ko 5
Warui Paseri 25
Wish You Dead* 35
Cther Poisons
Bog Hag Blood* 30
Fauntei Shi 40
Fire Bitei 20
Het Madness* a5
Night Milk 20

special: If von have five ranks in Profession Cherbalist),
vou gain 1 +2 synetgy bonus on when crafting herbal poisons.

IE you have five ranks in Handle Animal, you gain
a+2 synergy bonus when crafting Animal Poisons, god reduce
the chanee of polsoning vourselt by 10B.

IF you have five ranks in Craft {poison), you gain
o 12 synergy bonus on Heal checks when eeeating i poison,

Class Skill: Ninja, rogue.

SY=NR LANGUAGE mons, r2ainse oruv

This skill is described in the Player’s Handbaok™ Additional

l&ngungﬂs available in Relugan are as follows:
Ashalan — Spol{en by the Ashalan; knovwn by a few Unicorn,

= Adsgisin A secret !n.nguuge of the Assassing Cuild of
distant Medinaat-al Saleam, Almost unknown in Rolmg.nn.

= Bahemtono — Spolken by gobling,

¢ Chikushiude — Spoken by animal spiries.

+ High Rokugani — Ceremonial language, spoken only by the
sl caste and monks,

* Tvury Kingdoms — The root of o varieoy of different toibal
dialeces, spoken by denizens of the gaijin Ivory Kingdoms.

* Kami — Secrer language spoken only by shugen/a when
conferring with che kami

* Aekhem — Common language of the gaijin peoples of
rhe Rurning Sands.

s Mot — Adapted from rhe Lijik-hai langnage, now spolken
exclusively by the Unicorn,

* Mujina — The language of the tricksters, spoken by mujina
and known by Mezumi,

o Mapa— Spokan by Mags,

*+ Nezumi — Spoken by Ratlings.

« Opre— Spoken by free ogres,

+ Oni— Spoken by the demons of Tigoku, maho-taukai,
and other Tainted creatures;

v Rohugani — Spoken by the general populace of Rokugan.

= Senpet — Gaijin laneuage spoken by citizens of the distanc
Senpel Erupite

* Yobarijin — Gaijin language spoken by the barburians of the
northern mountains.
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T=R CER=ZMONY wwis; 1zrnsp oy

Your are.a master of the are of the tea cetemnony You may use
the beauty of your art to banish ego and desite, restoring focus
to yourself and others.

Check: The tes ceremony may be emulated with the
Pertorm ehill, but this skill indicates true mastery. If vou have
the proper utensils (a tea set and green tea) you may perform
the tea ceremony, A succesaful check (DC 15) requires an hour
or more of preparing and drinking tea; it restores 1 Void Point
to all charscters with the Void Use skill who participate,
up to-a maximunr number equal to your Tea Cetetmony skill,

Class Skill: Courtiey, inkyo, munk, semurai, shugenia,

VoI BONWUS

e feats and abilities Tn this book provide what is

borus.™ Soid bonu ¢ from the
ance aof the eferr
ree of Vaid Paints {see the

th ses, includi

CLAN-RESTRICTED FEATS

Most technique feats are clan-restricted, and a2 handful of
other new fears are clan-restrictad a5 well These feats are all
catefully guarded secrets, and are not given lightly.

A character who gaine the trust of another clans sensei
ta difficult task) may be educatad in the new clan’s techniques,
However, sven similar clans have extremely divergent
methods of training, and require their students to readjust
their manner of thinking accordingly, Any character whe
wighes 1o learn the techniques of o elan ather than his own
must learn the Different School feat.

Ronin characters tend to be more open-minded and
{flexible than those raised among the Great Clans, and may
adopt one ¢lan’s school, and the abilicy to learn et rech-
niques, without pemdoy LAssulning, ul oo that the school
accepts 4 tonin.} If a ronin wishes to lears the techniques
of 4 second clan afeer this, he must take the Different School
fear normally

{HO F=ATS

The term “kiho feat” is used to denote feats available o the
inkyo character class as bonus feats, Most hiliu featy are by
tio means restricted w inkye Any character who meers the
prerequisites for a kibo fear may lewrn the fear,

TasLe 1-8; New Feats

Crab Clan Techniques Prerequisite
Hida Technique: Oncefthres levels
Ratling Ally =
(Ancestar: Hiruma Kazuma)
Strength of the Earth Toughriess
The Mountain Docs Base attack bonus +6 or higher
Mat Maove Con 13+, Void Use
Hida's Rage Taughness
The Mountain Does Not Move
The Mountain Does Basze attack bonus 112 or
Met Fall higher

Con 13+, Void Use
Great Fortitude
Tha Maountain Does Mot Move

\iay of the Crah Con 13+
Base attack bonus +1 or higher

Crane Clan Techniques Prerequisite
Indefatigable Hero -
{Ancestor: Daji Hotei)

A Single Moment Base atlack bonus +7 or higher
[rproved Initiative

Speed of the Kami Base attack bonus 3 or highe
Dex 13+
Wald Use

The Sudden Strike Bage attack bonus +2 or higher
Drex 13+

Tread on the Blade Base attack bonus +10 or
higher
Void Llse

Way of the Crane Drex 13+

Martial Weapons Prof: Katana
Weapoh Focus: Katana

Kakita Technigue Base attack bonus +6 or higher
Drane 134
Weapon Focus: Katana
Way of the Crans

Dragon Clan Technigues Prerequisite
Daisha Technique Base attack bonus +1 or higher
Wis 134
Martial Weapons Prof; Katana
Martial Weaporns Pral,;
Wakizashi
Heart of the Dragon Base attack bonus +10or
highar
Wis 13+, Cleave
Martial Weapons Prof.: Katana
Martial Weapens Prof:
Wakizashi
Dalsha Technique
Togashi's Technigue Base attack bonus +6 ar higher
Wiz 13+
Martial Weapons Prof: Katana
Martial Weapons Prot.:
Wakizashi
aisho lechnique
Way of the Dragon Base attack honus +1 ar higher
Wis 154
Martial Weapons Prof.: Katana
Martial Weapons Prof:
Wakizashl
Daisho Techniqus
Elermental Atlunement Wis 13+
Let Hirn Go By Baxse altack bonus +6 or higher



Yoid Use

Prepared -

tAncestor: Mirumato Takeda)

Lion Clan Techniques Prerequisite

Death Trance Base attack bonus <1 or higher

[he Final Lesson Base attack banus <10 ar higher
FPrwrer Atfack

Matsu’s Roar Base attack bonus <& or higher
Yoid Llse

Spirited -

[Ancestor: Akodo Sarmune)

Strength of Purity Henorable

Way of the Lion Base atrack bohus =7 or higher
13+

Akutle's Techniy e Bitse attack bonus +8 or higher

Sh 13+
Way of the Licn

Mantiz Clan Technigues Prerequisite

Cald and Cunning -

(Mncestar Gusal)

Gusal's Technlgue Crex 13+, Bluff Skill, Quick Draw

Hand of Osano-Wo Base attack bonus +3 or higher

Str 15+, Ambidexterity
Two Weapon Fighting

Sl of the Slorm Base attack bonus +6 or hizher
Woid Use
Strength of the Earth Toughness
Way of the Mantis Base attack banus +1 or higher
Dex 13+
Phoenix Clan Techniques  Prerequisite
Elemental Attunement Wis 13+
immortal Spirit -
[Ancestor: Asako Ingen)
Shield of Honor Yoid Lse
Way of the Phoenix WVoid Llse
Wis 13+
Mo-hdind Base attack bonus +3 ol higher
Yoid Llse
W= 3+
Way of the Phoenix
Shiba's Technique Vaid Use
Wis 134
Way of the Phacnix
Me Muzions Vaid Use
Wi 13+

Way of the Phoenix
Shiba's Technique

Scorplon Clan Techniques  Prerequisite

Speed of the Kam| Base attack bonus +3 or higher
Dex 13+
Improved Initiative
Vaid Use

Strike at the Tall Base attack bonus | B ar higher
Expertise
|mproved Disarm
Int 13+

The Rincers Hald, Base attack bonus +10 or higher

the Tail Strikes Bt Skifl
Expertize
Improved |nitiative
Int 13+ -
Strike at the Tail

Subtle Manipulator

[Ancestor: Bayushi Akeri)

‘Way of the Scorpion
Bayushi's Technigue

Fincers and Tail

Unicorn Clan Techniques
Dancing With the Fortuies
Gatherer of Winds
|Ancestor: luchi Atesora)
Qe Spirit
Strength of Purity
Utaku's Viaid of War
Way of the Unicorn

Shinjo's Technigue

Miscellanzous Clan Feats
Ear of the Emperor
(Ancestor: Miva, Imperial)
Way of the Falcon
Way of the Fox

Way of the | lars

Daredevil

Base attack bonus +2 or higher
Int 131

Way of the Scorpian

Baze attack bonus +4 or higher
BlfF Skill

Way of the Scorpion

Prerequisite
Cha 13+

Base sttack bonus +6 or higher
Honarable

Bage attack bonus +3 or higher
Dex 13+

Ride Skill

Dax 13+

Ride Skill

Way of the Unicorn

Prerequisite

Base attack bonus +6 or higher
Blind-Fight

Wis 1594

Wis 13+

Woid Use

Dase attack bonus +1 ar higher
Dex 13+

Jurnp Skl

[Aneestor: Usagi Reiching Hare)

Way of the Sparrow
Way of the Wasp

All Clan Techniques
Daisho Specialization

Depths of the Yoid

1ifferent School
Know the Schonl

Vaid Use
Kiho Feals

Breaking Blow

Cleansing Spirit
Death Touch

Int 131

Base attack bonus +3 or higher
Dex 13+

Paint Blank Shot

Rapid Fire

Precise Shot

Prerequisite

Base attack bonus +5 or higher
Weapon Focus: Katana or
Wakizazhi

Void Lse

Vaid Use

Sarmurai

Hy M permission anly
Knowledge {clan ar family,

2 ranks)

Prerequisite

Base altack bonus +5 or higher
Str 15+

Improved Unarmed Strike
Fists of lran

Monk or inkyo level T3th+
Wis 194

Void Use

Depths of the Void
Improved Unarmed Strike




Flec the Darkness

Fertune's Breath

Heart of Stane

Ryaku

Selfio Self
Soul of the Four Winds

Spirit Strike

Zanji

Cenaral Feats
Armar Focus
Chozen by the Kami
lehi-kiru

Irnate Ability
[itsuki's Method
Wlahio Focus
Master Researcher
Perceived Honor

Political Marneuvering

Ritual Magic
Steady Soul

Student of the Arts

Superior Element Focus
Versatile

=." On KATANA

Pain Touch

Stunning Fist or monk's
stunning attack

Monk or inkys level 3rd+
Wis 184

Woid Use

Monk or Inkyo level 15t
Wiz 15+

Can 15+

Improved Unarmed Strike
Monk or inkys level T0th+

Base attack borus +3 or
higher

Wis 15+

Wrid Lise

Improved Linarmed Strike

Woid Use

Improved Unarmed Strike

Vold Use
Depths of the Vold

Improved Unarmed Strike

Void Use

Crepthy of the Yoid

Ay two other kiho feats
Concentration (10 ranks)
Sense Mative (10 ranks)
Two cther kikhe feats:

Preraquicite
Armor Proficiency
Shugenja lewal 14
Diplormacy (5 ranks)
Senze Motjve (5 ranks)
5pot (5 ranks)

Lister % ranks)
Vioid Lise
Search (6 ranks)
Sense Motlve (6 Ranks)
Must know at feast one
maho spel|
Spelleraft (5 ranks)
Criplaracy (10 ranks)
Sense Motive (10 ranks)
Monk, inkye, or shugenja
level Tst+
Charisma 14+
Deterity T4+
Shugenja level 11

chanically identical to a mas

VOID US=

Void Use is a spacial Feat. Though it is not tequired bor charac-
cers to learn it it iz highly recommended, ag 2 number aF other
tears depend upon its use. Void Use indicates a nearly super-
natural connection with the dance of the elements; if using
the mandatory ancestor Feat rules from Orientel Adventures™
Void Usc may be substitured in place of an ancestor feat,

RRODAO'S TECHNQUE ruon reainovsr

You have learned to turn even the glightest success to your
advantage, and capitalize on your momentum in battle,

Prerequisites: Base attack bonus 18 or higher, Ser 134,
Way of the Lion,

Benefie: Ifyou succeed on a melee attack roll by an amoune
greater than the amount needed to succeed, you gain half
the difference {round up) a5 a bonus to your nexe artack roll
against the sane opponem o e spe tound. 1 yow bave uo
mure altacks this round, the boous s st

ARMOR FOCUS

[ALL CLANS TECHMGUE]
You ave particularly adepr at fighting in 2 certain type of
armor, uging ite protective qualities to your best advantage,
Prerequisite: Armor Proficiency with the chosen armor.
Benefit: Select one type of armor You gain an additional +2
dodgebonus to your AC when wiaring this armer,

BAYUSHI'S TECHNIQU=

L[SCORTION TECHMUQUEI
You are adept at taking advantage of vour opponent’s weakness.

Prevequisites: Base attack benais +2 ar higher, Tar 134, Way
of the Srarpion,

Benefit: You inflict an additional 1de damage on your
opponent whenever he iz denied his Dexterity bonus to AC,
This bonus applies with missile weapons az well, bur enly
when you sre within thirty teet of your target.

Special; This feat may be taleen multiple rimes, to o
timom of five times, This seacks with the additional dice of

damuge grincd from the anicak attack class ability;
BR=ZAKING BLOW nuuos

You are capable of inflicting powerbul attacks. This beat is often
ealled tamazhivwara by the monks who practice it

Prerequisites: Bage attack bonus 15 or higher, Str 15,
Improved Unaemed Strilee, Fists of Iran,

Benefit: If you spend an entire round to prepare an
unarmed melee attack (neither moving or atticking) you can
inflict extra datmage equal to 1dé times your Strength modi-
fier. If applied against an inanimate objecr, all damage you

inflice with this attack is doubled
CHOSEN BY THE RKARMI numos

You have rare telont fora al‘iugcnjn, and arc able to apply your-
gclf to many things at once.

Prevequisite: Shugenja level 1+

Benefit; You may increase vour level as shugenja afte
taking levels of #nother characier class, so long as you
shugenfa level vemaing within vwe levels of 31l vour other
character classes (excluding prestupe classes), In additon, you
gain shugenja a5 a favored characrer class (n additlon o any
other favored characrer classes vou may have).
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CLEANSING S?PIRIT mmon

You ire cipable of eneriig o meditative trance in which you
purge contaminants from your body

Beneflr: You may spend a Void Point to gain 4 +10 vuid
bonus on any save vs. poison or disease; If vou enter 3 medics-
tive trance for at least four houts pet dav for a week, and make
n sneresshi] Concentration check each day (DO 257, vou may
cure yomrself of 1da peints of Shadow Points or Shadowlands
Taint. { This will allow a character to remove hig last point of
Taint.)

Special: This Feat may be salectad only by inkyo and monls,

COLD AND CVUNNING
FANCESTOR: GUSAIL

You are descended from the founden of the Mantis €lan, whe
dled for his imperrinence but was honored [ur hfs buldiess,
Clan: Mantls
Benefit: You pain 1 +2 bonws to all Bluff and Pick Pocket
checls,

PRISHO SPECIALIZATION

ALk CLANS TECHMIOUE]
You are adept in using the weapons of your ancestors,
Prerequisites: Base artack bonus +5 or higher, Weapon
Eocus {katana) or Weapon Focus (wakizashi), samurai level 14,
Benelin: Cloose cither the katana or the wakizashi, You
pain 1 +2 damage boous when using that weapon. You must
have Weapon Focus with the appropiiate weapon before
selecting this feat. This is effectively a limited version of the
Weapon Specialization fear tha is available to samurad, This
honus does not stack with ‘Weapon Specialization.
Special: This feat may be selected twice; once for karana
and once for waldzaghi.

PARISHO TECHNIQU=

[PRAGON TECHMIGUET
You are skilled in the Niten style; using the karane and
wakizashi simulrancousiy.

Prerequisites: Base artack bonus 41 or higher, Wis 13+,
Mirtial Weapon proficiency; Katane and Wakizashi,

Benefir: When holding a katane in yeor primary hand and
a wakizashl n your off hand, you may fight as if you bal the
Exotic Weapon Proflciehey: Karana, Ambidexrerity, and Two
Weapon Fighting feats.

Special: You may learn other feats that require Exeric
Weapon Proficiency: Katana, Ambidexterity, and Two Weapon
Fighting as preregquisites, but may only use them when
wielding the katana and walizashi until you ntherwise meet
the prerequisites,

DANCING WITH TH=
FORTUNES rvnicozn tcHmaues

D

D

D

D

Some Tnicorn are incredibly lucky. You happen 1o be one
of them,

Prevequisite: Cha 134

Benefit: Select a Fortune (see the Religion section). So
long a5 you respect this fortune, he or she Fvors yau Ohece
per day you may reroll one skill check, attack roll, or saving
thraw you have just made, but you must leep the new result
All modifiers to the eriginal roll apply to the new roll,

Specinl: You may gain this technigque multiple rimes, up to
a maxitoum number of times equal to your level divided by
three (tound uph It may be vsed only once per rell The For-
tunes can be fickle, and if you disappeint your patron Fortune
you will lose the use of this feat until you arone:

RAREDEVIL tnncsstoz: vsagl asicking
¥ou ace descended from the firet Hare, 2 brave ronin who
risked his life fighting the armies of Tuchiban

Clan: Hare

Benefit: Once per day, when performing a risky ot
dangerous mancuver, you may gain a competence bonus to o
skill clieck equal 1o your Charisma benus plus half your
charucter level, This is especially effective when using the
Jump or Disable Device skills.

Spectal: You may gain this technigque muliple dues, up w
a maximum number of times equal o your level divided by
three (round up). It may be used only once peroll,

=ATH TOUCH aunos

Youu ave capable of a deadly atemi artack, causing an opponent
o slowly wither and die.

Prerequisites: Monk or inkyo level 130l Wis 19+,
Depths of the Void, Improved Unarmed Srrike, Pain Tewch,
Stunning Fist or monls stunning arcack, Void Use.

Benefit: ¥You may spend five Void Poinrs when delivering
an unarmed attack to deliver the Death Touch. The raeger
must iramediarely make a Fortitide save (NC 10 + one-half
vour lavel + your Wisdom madifier) to resisr the affects TF
unsuccessful, the target takes damage equal to your level ance
every twelve hours, This damage may not be healed by any
means until the death touch is removed.

You may temove @ Death Touch you have placed by maling
another unarmed strike against the same target. The only
other cure iz a Heal check (DC 50). IF the healer olso knows
the Dieath Touch feat, he gains a+20 competence bonts to this
1oll,

Death Touch Is ineffecrive against targets thar are immune
to critical hits,

EATH TRANCE ruon t=chmous:

You fear nothing, Not death, not the unltmown, nething.
Prerequisite: Base attack bonus +1 or higher.
Benefit: You are immune to fear effects, and confer a +4
muiale bonus against fear o all allies within ten feet,

=EPTHS OF THE VOID

[ALL CLANS TECHNIOGUE]

Your ¢hi is mote focused with the ebhoand flow of the Vhid.
Prerequisite: Void Use.
Benefit: Your maximum Void Points are increased by two:
Special: You may gain this technigue multipls times,
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DIFFER=NT SCHOOL

[ALL CLANMS TECHNIGUEI
You liave been trained in the technigues of mulriple schools,

Prerequisite: By DM permission only,

Benefir: Choose a clan other than your own. If you remain
on goad retms with this clan, you may learn their technique
feats as if you were a member of thar elan, 1F you are 2
shugenja, you may now select sehon] spells from thar schiool
as well as your own. Selecting a school with a different ele-
ment focus than your eriginal schacl does not change your
element focus, it marely broadens the selection of spells
available to you to include these taught by that school. You
may not select a school with an element focns in an element
barred to you.

Special: This fear toay be chosen multiple times. Each time,
it apphics to a different clan, You cannot take this feat unless
you have a significant connection with the appropriate clan
and a willing teacher,

EAR OF THE=
[ANCESTOR: MIyAl
¥ou are descended from the Fret Miya, who eavried the
Emperor's Blessing to the people in the walee of Fu Lenp’s
destructive rampage.
Clan: Impetial Families
Benetit: You gain 1 +2 bonus.on all Diplomecy and Senge
Motive checks, 14 if vou are wesring no visible armor or
weapons,

=MPEROR

SLERM=ENTAL ATTUNEMENT
[ORAGON/YHOZENUX TECHIUQUED
You senses ate honed to detect che dance of rhe elements,
granting you an uncanny sensé for magie.
Prevequisite: Wis i3+
Benefit: Whenever magic is cast withit one hundrad feet
of your position, the DM secretly rolls 2 Will save for vour
chatacter a5 if he were the tavget of the spell (even if the spell
does not normally target or cequice Will saves), IF this Will
save is successful, your characrer is immediately aware that
magic was wsed and knows the lacation of the caster, This is
only o brief flash of insight; if the caster guickly moves or is
concealed in some manner you may not be able to ideneify
him.

TH_ FINAL L=SSON won rsasmaus:

Once you have progressed to this level, failure no longer
BXIELE.

Prerequisites: Bese attack bonus +10 or higher, Tawer
Antucle,

Bencfit: I you declare a Power Artack and miss, bur would

have struck your targer if not for the penalty bestowed by the
power attack, then vou strike vour target normally but receive
no damige bonus whatsoever. Only the hase damage die nf the
weapon itself and any additional dice of damage due o
enchantments upion the weapon apply

FLEE THE DARKNESS mamor

You-can harness your Yoid 1o resista varlety of effects,
Prerequisites: Monk or Inkyo level 3ed+ Wig 184, Void
Use.
Benefit: You may spend a Vioid Point ta gain 9 +10 honus mo
any Will save, or gain spell resistance 20 against magical
effects which allow no save,

FORTUNZE'S BREATH nunos

¥ou have mastered the arr of the true breath, and need listle air
to survive.

Prerequisites: Wis 154, Inlyo or Mok level 156+

Benefit: Yo can hold your hreath for a number of minures
el A ot Constitntion

Normal: A character can hold his breath for cwo rounds pee
point of Canstitution,

GATH=R=R OF UWINDS

[ANCESTOR: IWCHI ATESOROT
You ave descevsded fom e fiest nule Tuchi wadope the life of
a bushi, His skill at dedging the ammows of his opponents was
legendary
Clan: Unicom
Benefir; You gain a+2 dodge bonus to AC bonus aganst all
ranged aeeacks

GUSAIS TECHTUQU=

IMANTIS TECHMUIGUET
You are adept at hiding small weapons on your person.

Prercquigites: Dex 13+, Bluff skill, Quick Draw.

Benefit: You may make a Bluff check with a +8 compeizmee
bonus when concealing 4 small {or smaller) piercing or
slashing weapon on your person, Anyone arrempting ro detect
the weapun must mike an opposed Spor check against vour
Bluff check.

If vou appear to be unarmed, but quick draw your sucress:
fully concealed weapon and attack an apponent, youn goin s
+1dé damage honos against ot opponent and negate his
Texterity honns to Armor Clase for this artack Any ereature
of animal Intelligence or lower, or that i not vulnerable to
critical hits, is immune to this effect. This sction may only be
performed once per enemy, a5 they quickly grow wise to your
deception,

HANMD OF OSARO-WO

[AANTIS TECHNIOQUEL
You are gdeptat wielding your strength o s best advantage
when using two weapons.

Prerequisires: Base attack bonus +4 or higher, St 154,
Ambidexterity, Two Weapon Fighring.

Benefie: You gain your fill Sreengrh hanns oo all damage
rolls with your off-hand eI This feat applics to double
wisipons as well

Normal: Cinly one-half of 1 characrer’s Strenpeh bonue may
be applied to damage dealt with a weapon held in the ofFhand,



Special: A characrer with an ability which ellows him (o fght
wwio-handed may learn this fear withour the Ambideiterity
and Two Weapon Fighting preréguisites, bur may only apply I
when using thar ability

HEART OF STONE naxesz

You are addept al resisting dungpe.

Prerequisites: Monk or inkvoe level 10th+, Con 15+,
Improved Unarmed Sorike.

Benefir: You may spend & Void Poinr as a free actlon 1o galn
damage reduction for ¢ number of rounds equal ro your Con-
stirinan modifier This damage reduction is equal o
'.'{f-—, where ¥ iz Four level divided h}r three {ronmded
down). This damage reduction may not exceed 57—,

HEART OF TH=
DRAGON traacon rscumiauss

Your fury in combat 15 unmatched; the
Lull'jghlr_'uua [‘J“ E.rr:fult: YULl.l. hii“jl:i.
Prerequisites: Base attack bonus
+10 ot higher, Wis 13+, Cleave, Mar-
rlal Weapon proflclency; Katana and
Wakizashi, Daisho Technigue.

HKenefit: Onece per round, you may #
rake a five foor step hefore malkang a Cleave
attacle,

Special: If you possess the Grear Cleave feat ag
well, this fear may betalen multiple times; each
time it ie selected you may uge it an addironal
time per round,

HIDA T=CHNIQU=

[CRAE TECHTUQUE]
Your hide is as tough as the Kaiu Wall
itself,

Benefit: You gain 41 natutal armor
bionus ro AC, This fear may be gained
multiple imes. ks affects stack

Special: The total natural armor
bonus gained by this feat may not
exceed your level divided by three.

HIDA's RAGE

[CRAB TECHNIGVEI
The rige of Hida Qows throush your veios vousre prepared
to make the ulimate saerifice to defeat your opponents.
Prerequisives: The Mountain Does Wot Move, Toughness.
Benefit: Before making an arcick roll, vou may volunarily
sacrifice your own hit points to inflice additional damage. Far
every twn hit peinns wou sacdfice, vou do 1d4 damage 1o your
opponent if you hit. You may nat sacrifice more hit points on
one atrack than your Constiturion modifier. Your own hit
points are lost whether or not your attack roll is successful

ICHI-MIRV teznzzn:

Ichi M {“first look"} is the art of quickly reading anather
]}EI‘SGI}‘S Minnerisms,

Prevequigites: LHplomacy (5 ranka), Listen {5 ranks), Sense
Motive (5 ranks), Spot (5 panke),

Benefit: This feat grants a +4 competence bonue to Sense
Motive checks, +6 if you possess anv levels of the courtier
class.

Crane Samieral

IRMORTAL S?IRIT

LANCESTOR: ASAKRD INGENI

You are descended from a legendary Asako henshin, who
wonild have been asa god had circumstances not conspired
againat him

lan: Phoenix

Benefit: You gain a +1 bonus on Sense Motive checks. Your
criteria for entering the Henshin Mystic prestige class are
teplaced with the following: Alipnment: Any lawtul, Base
Attack Bonues: 5, Knowledge (religion) 11 ranks; and
Enowledge (urcana) 4 ranks,

INDEFATIGABL=EZ H=RO

[ANCESTOR: POT1 HOTEIL
You are descended from an eccentric hero of the Crane,
who fought bravely unto his death even long after
iz clan demanded Bis refirement,
lan: Crane
Benefit: You gdin a +1 toall Fortitude and
Wil eaeves.

INNATE ABILITY

ISTECIALT

You lave becoine so adept ar wielding the power
of your magic that some of your spells have
become & part of you,

Benefir: Choose three spells that vou know,
You no letiger require ofuda a5 a divine focus
when casting these spells. 1f you do use an

oftda while casting a spell selected as an
innare ahility, all level-dependent pffeces of
the spell are increased by one.

Special: ¥ou may toke thic Feat
multiple times. Each time it is taken, dit-
terent spells must be selected. This tear ix
available only to shugenija,

RARITR'S
T=CHNIQU=

ICRANE TECHRIGUE]

As vour masrery of Kakita’s teachings increases,
vy deadliness i combat grows, You bave vast reserves of
inner strengeh, and have learned o fovus i theeogh vour
sword.

Prerequisites: Base attack bonus +3 or higher, Dex 134,
Void Use, Way of the Crane.

Renefir: Benefit: You may spend more than one Void Point
on kagjurst Forng shill checks when in a formal Taijursu duel,
oron attack rolls when NSINE A learana, All Void Painrs Sfient in
a formial laijutsn duel or on attack volls neing a katana grant
you 3 +3 Void bonus rather than the standard +2.

RITSURI'S METHOD re=n=zmu

Yot are skilled at picking out minute details.

Prerequigites: Void Use, Search (6 ranks), Sense Motive
{6 Kanks)

Benefit You may spend any number of Void ¥oints an
Spot, Sense Motive, and Search checks. Each Void Poinr you
spend on these checks gives vou a 44 Void bonus to your result
rather than the standard +2,




A=JUaLnNn

[RLL CLANS TECHTUIGQW=1
You have studied the students of another clan in sxquisite
detail, and know how to defeat their rechniques

Prerequisite: Knowledge (appropriate clan or family,
7 ranks),

Benefit: You must ehooge 3 Creat Clan or Minor Clan
as the focus of this feat when you select it, You gain a +1
competence borts on all Senee Motive checlks, Bartle checles,
Blutt checks, melee attack rolls and melee damege rolls
nga.l'nst members of the chuscn c!an., and a+1 dodgc bonus to
your AC against melec attacks from members of the clan,

Bpecial: Thiz feat may e chosén multiple times. Each time,
itapplies to a different clan,

L=T HIM GO BY w=rncon tachniouzr

“When the énemy chavges you with strength and iwgereeys lel him go
by — Mirumotos Miten.

Prerequisite: Basc attack bonus +6 or higher, Void Use

Benefit: When performing the Total Defense action, you
may spend a Void Point to immediately make a melee aracloat
your highest base attack bonus agalust any uppunent who
attacks vou and wisses. This is not an attack of opporouniry,
and may be performed as many times per round as you have
Vuid Points remaining. Only one arack may be applied o
a single enemy each time he misses vou.

| MAHO F¥OcCUs

Yeur bloed magic is especially potent,
Prerequisive: Must know at least une maho spell,
Benelit: Add +2 o the Difficalty Class for all saving throws
apainst your miho spells. The effects of this fear stack with
those gained by the Spell Focus fear,

MASTER RESZARCHER
IGENZRAL]
You are ckilled ar researching new applicarions for magic.
Prerequisite: Enowledge {Besesrch) 5 ranks.
Benefit: You gein & +2 bonus to all Spellerafr ralls when
rescarching new spells. The cost whenever you reseavch a new
spell is reduced by 205

MATSU'S ROAR ruon techays:

Your tury in battle is terrifring to behold

Prerequisites: Base sttack bonts +& or higher, Void Use,

Benefit: You can spend a Void peint to produce a fear effect
in aten foot radius, plus two feet for every level you have
attained, This effect is identical to thae of & fear spell that lasts
for a number of rounds equal to youe level and elfects every
enemy in the area of effect, with a save DC of 14 + vour
Charisina modilier, This is an extraordinary sbilioy,

THE MOUNTAIN DOES NOT
FRALL rcane r=chmoust

Your fortitude allows you to keep Hghring in spite of adversity

Prerequisites: Base artack bonue +12 or higher, Con 134,
Great Fortitude, The Mountain Does Mot Move, Void Use.

Benefit: You moay spend a Void Point as a free action to
ignore the effects of all of the fellowing status cffeers for ene
round: dezed, dazzled, disabled, dying, farigued, nauscared,
paralyzed, stapgered, stunned, and unconscious. This action

may be performed oue of turn immediataly before the status
begins to affect you, A dying characrer still has fewer than
zern hit paints, but he can continue acting normally and
reases losing hit points. Chardeters who reach <10 hit points
die, 1F the effects of this feat cease before the durstion of the
starus effect ends; the status effect resumes normally: You may
choose to continue ighoting the effects of a negative starus
etfect as long ag you have Void Points ro spend,

TH= RMOUNTAIN DO=Ss NOT

MOVE iczns techuavs:
You can shrug off the deadliest blows and remain standing.

Prerequisites: Base Artack bonus +6 or higher, Can 13+,
Void Use,

Benefit Whenever v receive damage in combar (from g
weapat of other physical attack, not a spell or special abiling,
you may spend two Void Points and make a Fortitude saving
throw (DBC is equal damiage dealt), If this save is succasaful, ol
damage from the blow is negated,

no ILLUSIO“.S [FHOZMIX TECHMLIDUET

The yojimbo of the Phasmy are legendary Those under the
protecrion of 1 Shiha need fear for nothing,

Prerequisite: Wis 13+, Void Use, Way of the Phoenix,
Shiba's Technique

Benefit: You may spend a Void Point to attune yourself to
a specilic living person or creature within twenty feet.
Thereatter, you may spend another Void Point to know their
general direcrion frotn yoursclf This iz only & general sense,
ind docs not reveal distance or whethet or not your charge
atill livea, but can be used to rangulate your charge’s curcent
location. Yot may only be attuned 10 one charge at 5 time, but
may cancel your previous sttuueinent wattune yourself o
someone else, Au unwilling charge may make 2 Will save (DC
10 + your Chardsma modifier) o resist the effecrs and prevent
furcher attunement for twenty-four hours. This is 2
supernamral ability,

NO=MIND cmosmux rechmavss

You are alwa}’s ]:r].‘c‘p'ﬂ.L‘cd tordeal with 1Y siLleEliun.

Prevequisiies: Wis 13+, Buse attack bonos +9 or higher,
Vaidd Tlse, Way of the Phoenix

Benefit: You may spend rwo Vold Points ar the beginning
of a combar round © prevett yourself from being flat-footed,
or In reacrion 1o any effect thar denies you your Dexterty
bonts to Armor Class, negating that effeet [ his fear has no
effect if your character is helpless.

ONE SPIRIT wnicozn t=cHniouss

The philusophy of the Unicorn encourages pupils ro
immediately learn from their mistakes, and make the hest of
them. You are skilled 4t quickly compensating far arrars in
your fighting stvle.

Prerequisite: Rase artack honng 46 or higher

Renefit: Once per tonnd, when performing a full armack
actinn, you gain an additional attdck against an enemy it you
attempt to attack them and miss. This attack and all subse-
quentattacks in this round sutler a -5 penalty to hir,



r=RCZIV=D HONOR

Uhrongh self control and discipline, you are able to eloal your
true motivations, even to the eves of magic, This technique is
particularly popular among the duplicitous Scorpion and the
nefarious Kolat.

Prerequigite: Int 131,

Benefit: At will, you may change your honer to thar of your
Perceived Honor rank, which is one rank higher than your
truc honor, So long as you cbey the tenets of this new honer
rnk in public, any magical effects thar perceive o are depen-
dent upon honor always detece this honeor raul, rather dian
your tue lonon tank. You way alter your bunor as o ree
ietion, once per wirn, I you publicly act'in a dishongrable
manner, 07 are proven o be 3 dishonorable person, the bene-
firs of this fear are losr uneil you can rebuild vour reputation,

Special: You may select this feat multiple times. Each time
it i takeen, you may emulate an honor ranlk an additional rank
highar than your nwn You may not emulate an Honor rank
higher than four

Outside Rokugan: In campaigns which use alignment
rither then honor, this feat is called "Perceived Aliprnment.”
You may emulate any alighment up to one step removed from
your own, plie one additional step each time you learn the
feat again, You may not take this feat more than twice. (For
example, a Lawful Bvil character with twe lovels of Perceived
Alignment may pretend to be Neurral Bvil, Lawful Neurral,
Chadtic Evil, True Neutral, or even Lavwful Goud.} The feat's
benefits are negated if you act in 2 manner that publicly dis-
preves your false illig,tum‘:ill, utabess yow can soneeboe eluild
your ceputilivn, Guod chaescters may noc selecr this fear,

Limitation: Arrifaccs, as well as effeces or irems with a
caster Jevel five or more levels higher than your own, are not
affected by this fear, They're simply too powerful to be fooled.

rINCERS AND TAIL

[SCORTVION TECHNIQURT
You have learned the paticnce of Bayushi, end arc adcp+ at
taking advantage of an oppoenent who overrcaches himself,
Prerequisites: Base attack bonus +4 or higher, Way of the
Scorpion, Dluff Skill,
Benefit: You may feint in combat as 4 move equivalent
action.
Mormal: Feinting in combat is a standard action. (See the
Bluff skill in the Players Handboofe™)

THE PINCERS HOLD, THE=E
TAIL STRIKES rscozmon rzchmiavss

You have learmed the ultimate distraction rechniques of the
Bayushi.
Prerequisites: Bluff skill, base attack bonus 10 or higher,
Int 13+, Strike ar the Tail, Expertise, Improved Disarm,
Benefit: If you successfully feint in combat, and attack
vour opponent while he is denicd his Dexterity bonus o
armor class, thar areack is automatically a eritical threat.

OLITICAL MANEUWERING

IGEN=RALT
You are adept at manipulating others into difficult positions,
Prerequisites: Diplomacy {10 ranle), Sence Motive {10
rankeh
Benelit: Asa standard action, you may make a Sense

Mutive check against a person w whom yow are speaking (DC
15+ the targers chavacter level). If this check Is successful,
verl have derermined a way to convinee the varget thar his cur-
tefit argument or course of action seems to be dishonovable.
You can convinee him of such a thing by making a Diplomacy
check (nppnsed by the targeds Sense Mative or Uiplomacy)
If vouy sncceed, the rarget must either obey vour command,
loge five poines of honor, or be unable to act for 2 number
of rounds equal to your Charisma modifier (rarget’s choice).
Any attack made by vou or your allies sgainet the target or hig
allies negates this-effect, This feat has no effect on characters
with no concept of honor, with greater honor then your
character, or who cannot understand your words,

TREPARED mnesston: mmumoto TaitsoR
You are descended from g brave Mirumoto warrior who was
ever prepared to defend the will of his loed,

Clan: Dragon

Benefit: You gain an additional 11 dodge bonus to your AC
when fighting defensively and an additional +2 duc[gc bonus
w your AT when using the total defense action,

=ATLING ALLY

[ARCESTOR: HIRUMA KAZURMAI

You are descended fraom the hero whe forged an alliance
herween Craboand Mezomi. Yoan have s nanreal affiniey for 3l
Meznmi

Clan: Crab

Benefit: You pain 2 «4 competence bonus on all Charisma
checks and social interactions with Mezumi, When you reach
fitth level, you gain 2 Mezumi cohiort as if you posseszed the
Leadeeship feat. If you ever do take the Leadership feat, your
Leadership score 15 considered two higher, All Followers vou
obtain with the Leadership feat will be Mezumi,

=ITURL RAGIC rmsrmnnaec

You hawve the ability to lead or support ritual spell casting,
channeling your energy into prayvers alongside other
shugenja, increasing both the power and intensity of the
eesulting effect.

Prerequisite: The ability to cast divine spells as a shugenja,

Bencfit: You may manipulate the results of a spell in vari-
ous wirys {sec the riles for Ritual Magic in Chaptey 2, The leader
of the ritual uses up aspell slot three levels higher dan e
spellys actual level, modified by any other metamagic feats,
Suppurting casters use 2 spell slot of the spells normal level,
but may not use other metamagic feats.

Special: Use of this fear canses the casting titne of the spell
to double, after the usual casting time modifications for using
a metamagic fear.

RYOKV wamor

You can use barehanded artacks o strilee st your opponents Void,

Prerequisites; Base arcack bonus +3 or higher, Wis 15+,
Vold Use, Improved Unarmed Srrike,

Benefit: After striking a target with an unarmed melee
attack, you may spend any amount of poar Voed Pothis o aet-
vate thus feat. Your opponent is forced to immediately expend
an equal number of Void Paints without effect. If vour oppo-
nent loces more Void Points thin he carrently has in reserve,
he cannot recover Void Points for a number of days equal to
the ditterence,
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SZLF/NO S=ELF mmor

You are ahle to recover your Vo quackly,

Prevequisite! Void Lise

Benefit: Once per day, five minutes of meditation and 4
Concentration check {DC 15) allow a tull recovery of your
Void Point reserves,

Mormal: Recovering Void Points requires a full night's rest
oran hour of meditation,

SHIBR'S T=ECHNIQU=

fFHOEMNX TECHNAQUE]
fou are anuned o the ebb and flow of the elements, and can
use your understanding to help or hinder magic affecring you.
Prerequisites: Wis 134, Vioid [lse, Way of the Phoenix
Benefit: You may spend 3 Vaid Point asa free action ra help
or hinder any spell that specifically targets vou, The effective
caster lewel of the spell is incressed or decreased by one, If the
spells caster level is reduced to zero, the spell is cancelad with-
ourt effect,
Special; You may gain this technigue up ro five times. Each
time it [s gained, you may spend an additional Void point, and
thus inerease or decreage the caster'’s level an additional time.

SHIZLD OF¥ HONOR

L IPHOEM X TECHMIGUSD

You are able to draw on your inner resoutces to malke youtself
mare difficult to-hir,

Prerequisite: Vind Lse

Henefit: When taking the toral defense action, you may
spend any number of Void Points fo increase your Armor
Class tor one round. You gain a +2 Void bonus to your AC per
Void Poine gpent.

SHINTO'S TECHNQU=

IVRUCORA TECHMUGUET
You are advpt at voiding danger when on horsebacl.
Frerequisites: Way of the Unlcorn, Dex 13+, Ride skill.
Benefit, You may make 4 Ride check and use the result in
place of any Reflex saving throw when mounted. This henefit
applies to bath vou and your motne

A SINGL= MOM=NT

[CRANE TRCHNIQURI
You gan focus yourchi even in the heat of battle,
Prerequisites: Base attack bonus +7 o1 higher, loproved
Initiative.
Benefit: You oy reloius as w move equivalent action,

SOUL OF THE FOUR WINDS mmo

You ere able to perceive danger quickly and rapidly move aut
afits Path,

Prerequisites: Improved Unarmed Strike, Void Use,
Depths of the Void.

Benefit: You may spend o Void Puint 1o add your maximum
Vioid (o youe AT as an aomer bonus, This bonus lasts for a
pumber of minutes equal o vour level. This does nor stack
with any Wisdom bonus to AC, or with other armor bonuses.
This {5 an extraotdinary ability,

SOVUL OF TH= STORM

IMANTIS TECHTUQUEI
You have learned ro harness the rage of Osann-Wo,
channeling it through your own heing against an apponent,
Prerequisites: Base attack hanus <6 or higher, Void Use.
Henefit: You may spend 3 Void Point to gain a +4 Vaid

bonus to one attack toll
Normal: Spending 2 Void Point besrows a +2 bonug on an

attack rall,
SY=Z=0 OF TH=E KARMI

[CRANE/SCORFPION TECHIUIOUEI
Your rellexes are seoound to none; thoughrand action are as one,

Prerequisites: Dex 13+, Base arcack bonus +3 ot higher,
Improved Tnitlative, Vold Use,

Benefit: You may spend a Void Point to gain a +4 honus on
Initiative checlks for a number of tounds equal topotr Dexter.
ity mndifier. This banus stacks with the bonus provided by
Improved Lnitiative.

SPIRITED tanczsroz: axovo samunss
ou are descended from 4 spitited Lion bushi, smallin stanure,
bur great in courage.

Clan: Tion

Renefit: You gain a+1 morale honus againse all fear effecrs
Yo gain 242 damage bonus on melee atracke sgainse foag
larger than yourself,

STIRIT STRIKE rnonor

You can sumimon the power of vour chi into an impressive
unarmed strile.

Prerequisites: [mproved Linarmed Strike, Yoid Use,
Depths of the Vaid, any twa other kiho feats,

Benefit: Yon can spend a Void Point to gain 2 +1 enhance
ment bonue to vour unarmed strikes for 2 number of minutes
equal toyour level, You may use this ability as o free action. IF
you thereabret attack an opponent the same round in which it
ie ysed, you gain a2 Void bonus to your first unermed artack
roll. If you alse have the monk's ki strikce ability; this ability
stacks for the purposcs of overcoming damage reduction only

Speciali This fear may be taken multiple times; The
enhancement bonus gained from this fear can never excend
o level divided by fous

STENDY SOUL rtezn=zan.z

You ate able to combine the focus of a shugenja with the
demands of a monastic HFeatyle, This feat is common ameng
the Asako, Tamori, Hitomi, and Kuni families

I'rerequisite; Monk, inkye, or shugenia level 150+,

Benefit: You may return to the shugenja class after raking
levels of muuk o inkye (choose onel, IF you are currencly 2
muonk or inkyo, you may take levels of shugena even if it ls
nior your starting class. If you rake levels of 4 class other than
monk or inkyo (whichever vou take 2 level of firat) after
taking even one level of shogenja, wou may never veturn to the
shugenja class.

Special: This feat fnay only he chosen at 1st level.



STRENGTH OF 7URITY

[LICTLAUTUCORM TECHTUGUED
Your keen sense of honor guides vour blade with deadly
accuracy. This technique is common to both the samural of
the Akodo and rhe heave Barrle Maidens of the Uraku,
¥ou may not use this feat if yoier characrer i5 not honorable
(see Honar/ Alignmenlt vules),

Prerequisite; Honorable {Honer Rank 3+),

Benefit: Once per day, vou can declare 4 smite atrack
aginst an opponent. You gain : bonus to your attack roll equal
to your honor, and 1 damage bonus equal to hall your level.

Special: You may gain this feat multiple times. Each time it
is gained, you gain an additional smite per day.

STRENGTH OF TH= =ARTH

[CRABARMANTIS TECHIUQUED
You are a5 resihenr and enduring as the mountains.
Prevequisite; Treghneds.
Benefit: You gainan Héitﬁul‘lﬂ] hit point per level, You gain
this benafit retroactively for all levels previonshy gained.

STRIKE AT TH= TAIL

[SCORTION TESCHNIGUSI
You have learned the superior disatming technigues of the
Bayushi family.
Prerequisites: Base atcack bunus 46 ue bigher, Ine 13+,
Expertise, Improved Disarm,

Benefit: If vou successfully disarm an opponent in melee

rambar, you immediarely get a melee amack agalnst thar oppe-
nent as if you hadn't used vour attack for the dissrm arrempr.
Instead of gaining the sxtra attack, von rmay choose to disarm
your opponient so that his weapon lands inyour nff-hand. You
may only gain one free attack per tound using this technigue,

STUDENT OF TH= ARTS

IGENERALI
The essence vl creation lows theough your very soul,
Prereguisites: Chu 14+ Dex f44,
Benefit: You gain # +2 bonus 1o all Peclorm cliecks and o
one Craft or Profession skill of choice.

SUBTLE MANIPULATOR

IANCESTOR: BAMUSHI AKORVI
You are descended from o minor functionary whose cateer went
unnoticed, but whose manipulations endured for generations,
Clan: Scotpion
Bencfit: You gain a +3 bonuson Hide and Bluff cheelis but
a~2 penaloy to Diplemacy checks,

THE SUDDEN STRIKE

ICRANE TECHMIOWET

Your speed and skill are-ench thart you slice through your
enemy’s defenses,

Prerequisites: Base Attack Bonus +2 or higher, Dex 134

Benefit: Choose any weapon with which you have
proficiency. When using thiz weapon; you gain a +2
circumstance bonus to atrack rolle against any opponent
whase Initiative total is lewer than yours,

Special: You may gain this feat multiple rimes. Bach time,
it applies to 4 new weapot.

SUPZRIOR ELEMENT FOCUS
The spells of your elemental focus are particularly pewerful,
Provequisite: Shugenja level 150+
Benefit: Add +3 o the Difficulty Class for all savine throws
against spells from yonr Blement Frcus. The effacts of this feat
do not stack with those gainad by the Spell Focus feat,

TOGASHI'S TECHNIQU=

[PRAGON TECHTUQWEZ
You can pecforn an cxrram'dinﬂr}' number c-fquick attacks:
Prereguisites: Buse sttack bonus +6 or higher, Wis 13+
Martial weapon proficiency: Katana and Wakizashi, Daisho
Technique,
special: When wielding a karana and wakizashi, you gain
rwo ewtra attacks per round, one with each weapomn, t your
highest hase attack. All of your attacks this round receive a -5
penalty This may not ke used in conjunceion with Improved
Two Weapon Fighting, ¥on must he using the full attack
sction to take advantage of this fear

TR=EAD ONL TH= BLAD=

[CRANMNE TESCHNMGUED
Your speed and reaction time are unmatched
Frereguisites; Base attack bonus +10 or higher, Void Use:
Benefit; If your inidative check is higley than your oppe
nent's by 10 or more, you may spend & Yoidl Point (v gaily dn
additional attack seainst that opponent at vour highest base
artack honus. This ability may be used only once per wurn,

VTAKV'S VOID OF WAR

[VICORN TRCHMUOUEI

The Unicorn teaches o delicste balance between speed and
defense. You have learncd to tip this balance, decreasing one
in favor of the other

Prerequisite; Dase attack bonus 3 or higher

Benefit: Belowe rolling initiative, you may choose to impose
a~4 penalty to your initiative check to gain a+2 dodge bonus to
AC. Alternately, vou may choose to give vourself 1 —4 penalty to
vour Armor Class 1o gain 2 +2 circumstance bunus L your ini-
tiative checlk. It is possible 1o acquire 2 negative Armior Class v
initiative check using this fear. The bonus and penaloy last from
the time you roll iniriative until the end of the round,

Special: You may select this fear multiple times, but canner
learn it a total number of times greater than your level divided
by three, Tts effects stack, though you do not have to invoke

the full benefir,

VERSATILE rc=nsznus
You are skilled 1 a variety of areas normally ourside your pro-
[Fession's area of expertise.
Benefit: Select nwo cross-clags skalls. These skillsare always
considered in class geille for you
Special: This feat may be selected multiple times. Each
time, it apphes to different gkills.

VOID USZ= se=ani, ALL cLANS TECHUGUET
You have learned tn focus your concentration upon the Yoid.
By drawing upon the power of chi, your inner strength, you
are capable of feats others find quite surprising

Benefit: You have the ability to spend Void Points, and
beginwith ten Veid,
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Betore making any attack roll, skill check, or saving throw,
you may spend a Void Point to gain 2 +2 Void bonus on your
toll, As a frec action once per round on your turn, you may
spend & Void peint to gain 3 +2 Void bonus to your Acmor
Class until your next turmn. You may nol spend mone than one
Void pointon any one attack roll or skill check, (Other feats or
abilities may allow you o do so; Void bonuses always stack
with pther Void bonuses). Cerrain feats cannor be used
withour spending Viold Polngs, and thus have this feat as-a
prerequisite.

Vold Use requires a grear deal of foctis, a0 s frightened or
pamicked character may not spend Void Points forany reason,

All Vaid Points are recovered after a full eight hours of
.';|em=-1_1 An hour of meditarion end 3 Concentration
check (D 18} aleo allows full recovery of a char-
acter’s Void Point reserves.

Nearly all Rokugani samurai, whether they
be bushi, shugenja, or courtier, leatn this feat
at first level. Mon-humans and characters
not native to Rokugan may not select this
foat, The single exception to this rule is the
Maga, though in their case the leat is
renamed “Akasha Use," aue all reférencey
1o “Void" are replaced with "akashe.

All uses ul Voicd Points are considered
exiravrdinary abiliries, unless noted oth-
ETWISE,

Special: Vold Use may be selecred in
leu of an Ancestor Feat. Unlike othet
ancestor feits, it may also be taleen by
those whe do not hail from the Grear
Clang and may be raken after frse level,
If raken at first level, you may choose
an ancestor feat ag well

WAY OF TH=
CRAB

[CRAE TaCHNIGU=D
You are unaffected by the weight of
heayy armor.

Prerequisites: Con 13+, Base aitack
bonus <1 or higher,

Benefit: You gre proficient with heavy
armaer, Your notmal speed and maximum
running speed are unaffected by armor,
unless the welght of the atmar causes you to he snetimbarad
The maximum Dexterity honos af any hesry armor you wear
is increased by by one, and cherck penalties are reduced by
one This fear counts as the Heavy Armor Proficiency Fear for
the purpases of determining prevoquisites,

WAY OF TH= CRANE=

[CRANE TECHMIGUED

Centuries of tradition and excellence have honed your
swordsmanship to a razor's edge.

Frerequisites: Dex Bonus 153+, Marrial Weapon
Piolicicncy {kartana), Weapon Focus (karana),

Benefit: You gain a +2 circumstance bonus to your
initiative check when using a Karana, and can draw a leatana or
walkizashias a free action.

ol

WAY OF TH= DRAGON

ICRAGON TECHMNQUVET
You are adeprat using your blades to defend while artcking.
Prerequisites: Base attack bonus +1 ar higher, Wis 15+,
Martial weapon proficiency (katana) and Martial weapon
proficiency (wakizashi), Unisho lechnique.

Renofit: When wielding 2 katans and wakizachi and
wearing light armor or no armor you gain a +2 dedge bonus o
AC. In addition, if you possess the Mirumoto Ancestor foat
(presented in Owiental Adventures™), you gain the additional +1
Armor Clage ag if you wete o member of the Mirumeote Niten

Master prestige class,

Special: You may learn this feat muleiple

times. Instead of the normal benefit, tuls feat

bestews an additional +1 dodige bonus w AC each
additional time [t is tahen,

WAY OF THE
FALCON

IFALCON TECHMUAUET

You have mastered the haightened

awareness of the Faleon, allowing youta.
rely on senses other than sight to
perceive a foe.

Prevequisites: Bage attack bonus +6-or
higher, Wis 154, Blind-Figh,

Benefit: You may use this feat to focus your
attention on one opponent within five feer
1t this opponent is invisible, ethereal, or
concealed, you may attack him with no
penalty or miss chance (ethereal targers

remain intangible). If voware unawae of

invisible or ethereal opponents within your
range, this feat sutoingtivally detecrs the
first ane to enter your range. This is an
exizaordinary abiliog
Special: This fear may be selected
multiple rimes. Each time it iz selecred,
youlr sensory range is extended by five foer,
ind you may track an additional opponent.

WAY OF TH=E FOX

[FOX TECHMIQUZI
Tour Kitsune blood grants vou a keen senve of direction,
Prevequisites: Void Wse, Wis 13+,
Benefit: You may spend a Void Poinr to gain g +8 Void bonus
ta any Intuit Direction or Wildeiness Survival check. Inmir
Divection and Wilderiess Survival are always considered class
skifls for you,

Normal: Spending 2 Void Point grants 2 +2 Void bonnos on
wny skill check,

WAY OF THE HAR=

[HARE TECHMIGQUEZ

You sre sble to perform the trademark wild leaping attack of
the Hare Clan.

Prerequisites: Base attack bonus +1 or higher, Dex 13+,
Jump alill

Benefit: You gain a +4 attack bonus on any attack involving
a leap of six feet or more. This is yn adiditivn 1o any bonus von
gain from the charge or partial charpe action,

Shadorlamnds Fiteran



WAY OF THE LION

LION. TECHNIQVEI
ou are slilled ar precise srikes, attacking opponents through
the joinrs and seams of thelr armor,
Prerequigites: Base attack bonus +1 or higher, Str 144,
Renefit: You galn o +2 competence honus ro your attack
roll if yonr apponent has any armor and for natieal bons tn
AC. Your total bonus may not exceed the toral bonus they gain
from armorand narural armor You may gein chig fear muoltiple
times. Jts etfects stack, providing one total bonus.

WAY OF TH= RMANTIS

[MALTIS TECHMIGQUEZ
Like mumy Mantis, vou possess shill with @ vaziewy of crude
and unpredicrable weapons,
Prerequisites: Base amack bonus +1 or higher, Dex 134,
Benefit: Select three small weapons, or two medium
weapons, or one large weapoh and one small weapan, with
which you are not currently proficient, You gain proficiency
in the zelacted weapon or weapnng You may not select 2
weapnn with 1 hase gold cost greater than 50 kalm (50 gp).
Special: Thiz feat can be gained multiple times. Each time
iris learned, it applies to a new weapon,

WAY OF TH= 7HO=NIX

[FHOEMX TECHMIGUE]
You huwe learned w fucus voursell w the point of peclection,
channeling all of vour being intoa single scdon.
Prevequisites: Vold Use, Wis 13+
Benefit: You may spend up to your maximum Void Foints
on a single artack roll, saving throw, or skill check

WAY OF TH= SCOR?PION

[SCORPION TECHMIAQUE]
The Bayushi Schools motto is "Sorike First Strike Last”
Benefits You may add your Intelligence modifier (if poai-
tive) to initiative checks as well as your Dexterity modifier.

WAY OF THE SPARROW

[S¥AEROW TECHMUGWED
You are well informed in 2 variety of areas, and can dreavw upan
the grest wealth of knowledge that is the trademark of the
Suzume,
Prerequisite: Ine 134,
Benefir: All Knowiedge skills are clags gkille for you,
You gain o 12 bonus on all Perform slill chacks,

UAY OF TH= UNUCORN

IVUCORM TECHTUOQUEI

You are trained in the supcri::rr cavalry rechnlgues of the
Unicorm.

Prerequisites: Ride I:In]l [ex 134

Benefit: This technique connrg as the Monnted Combar
faat for the purposes of determining prerequisites; and pro-
vides all of the same bensfite of that feat. In addition, you gain
an additional +2 circumstance bonus to all attack rolls (ranged
ot melea) while mounted,

WAY OF TH= WAS?

WAS? TECHTUGYEL

You are skilled in the edvanced archery rechnigues of the

Wasp,

Prerequisites: Base attack bonus +9 or higher, Dey 154,
Point Blank Shot, Precise Shot, Rapid Fire

Renefit: You can ger rwo exrra atracks per eound with
a daikyu, vurm, or bow, These attacks are at your highest base
attacl: bonus but each attack {the extra ones and the normal
one) suffers 1 —5 penalty. This feat may not be used in
conjuncrion with the Rapid Fire Feat, You must be using the
Full attack action to take advantage of this feat.

ZANT) ko

You are ahle ta enter g deep meditative srate, revesling the
location of living creatures in your immediate wicinity

Prevequigites: Concentration (10 tanles), Senee Motive (10
ranks), naro other kibo feats.

Benetit: You may make & Concenteation check (DC 25) 10
sudden]? become avware of the location of all livlng creatures
in o twenty foot radius, regardless of obstructions, During the
round thiz foat is u&cd, YOU Can see invisible, ethereel, or con
cealed creatures, This feat is linked strongly to the clements;
and does not function against ereatures tainted I:"." the
Shadewlands or Lying Darkness.

Use of this [eat is o move equivalen action. I you have an
artack remaining during the round Zanji is vsed, you may
arrack invisible, ethereal or concealed crearures with no
penaley or miss chance, though ethereal crearures are srill

ORV
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W=AFON DESCRIPTIONS

Aigunehis & very quick weapon, the aigichi is 2 knife with no
guard [t can be conceabed within one’ robes very ¢asily and is
popular with peisha, assagsing, and those who need to keep
their blades hidden. The DC for a Spot check to detect a
concealed aiguchi iz equal to your initial Hide checld when
concesling the aiguchi, with ¢ 11 size bonus for the aizuchil
cornpact deaign,

Bo: A simple quatterstaff, the bo is popular ameng both
peasants and monks. A charecter wielding a bo can use it s if
fighting two-handed, burt incurs the standard penalty for
desisng so (see the Pluyer's Hundbooly,™ page 125),

Crosshow: Crossbows are exceptionally tare in Rokugan,
The handful thar are found there have been taken from the
Yoban/in barbarians 1o the north,

Drai-loyue: The dai-kyuis 4 bow nearly seven feer in lengrh that
is designed specifically for use from horseback. Using it from 4
stanelrtg position s awkward and uncomfortable, vesulting in a
—4 1o the ateack roll on any shot made from snch 3 posiion

Dia teuchi: Escontially a war hammer, the die reuchi is a
laxge, two-handed hammer primarily used by the Ceab Clan to
cruch the wealter spawn of the Shadowlands,

Jitte: Traditionally the symbol of the magistrate position, the
jitte is o shore metal knife with a single prong jutting out from
the hilt The jitte does not necmally have a sharpened edge
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TaBLE 1-9: NEw WEAPONS
SimPLE WearoONsS—RANGED

Weapon Cost  Damage
Srnall
Aiguchi 2 koku 1d4
Jitte 5 bu 1d4
Kama 3 bu 1dé&
Munchaku 3 bu 1d6
Sai 5 bu 1d4
Tanto 3 koku 1d4
Medivm
Jo - 1d5
Mage-yari 3 koku 1d&
Tonfa 3 bu 1dé
| arge
Bo — ]dEJI"I di
Yari S kb 14%
MarTiAL WEAPONS—MELEE
Medium
Katana® 400 kaky  1d10
Wakizashi 300 kaku 1da
Large
Die Tsuchi 12 koku 1d3
Magamiaki 8 koku 2d4
Maginata 1W0keke:  1d10
Mo-dachi 50 koku ia ]
One 20 koku 1d16
Tetsubo 25 koku 1dé
MarTIAL WEAPONS—RANGED
Mediim
Yumi (short bow) 30 kelu 1d6
Yumi (long bow) 75 lealiu 1d8
Large
Dai-kyu {composite bow) 100 koku 148

ExoTic WeaPOMNS—MELEE

Medium
Machi-Kanshisha pipe 200 kaku 146
Vajra 15 keku 148
Whip 1 kaku (FoFd
Large
Maga blade (humans) 100 knku 1470
Sasurmatd & koku 1d4
Sodegarami 4 koku Td4
ExorTic WEAPONS—RANGED
Smiall
Sling 2 kwku 1d4
Medium
Crasshaw 35 koku 1da

# See the weapon description for special rules.

Leciuse it is intended for disarming unruly samural, although
it citn do significant damage (f used as 4 puncriuring weapon.

Titre gain a +2 bonus for opposed attack rolls when attempt-
Ing 1o disarim an opponent. A jitte can he used bira tmonlk with
their unarmed base attack with all relevanr modifiers.

Jo: A jo is a shorfer yversion of a bo, usually 3 feet of g0 in
length. they can be wiglded in each hand with all appropriate
penalties applying (2ee the Player's Handbpol™),

Kama: Developed from the seythes used to gather crops by
peasants, the kama iz a short wooden handle with a rapered
blade curving slightly downward. Monks can use the kama

Crilical Range Increment  Welght Type
18-20/=2 — 11k, Piercing
wd - 21k, Bludgeoning
g _ 2 k. Slashing
=<3 - | Bludgeoning
2 = 21k, Bludgeoning
19-20/x2 -— 1lb. Piercing
w3 = 2 |b. Bludgeoning
e 20 f. 3k, Piereing
¥2 — 2 b. Bludgeoning
e = 4 b, Bludgeoning
¥ — 5 Ib, Piercing
19-20/%2 = 6 Ib. Slashing
19-20/x2 = 31b. Slashing
%3 — 12 |b: Bludgeoning.
=3 = 10 k. Slashing
%3 — 15 |be Slashing
152012 - 12 |b. Slashing
=3 = 10 |5, Slashing -
a2 —_— 15 |b. Bludgeoning
®3 G0 ft, 21k Piercing
32 70 f 3k, Plerding
w2 170 ft. 31k Piercing
Wl — A Ik, Bludgeening
w3 — & 1b. Piercing
w2 15 #: 20k, Slashing
WA — & b Slashing
®2 —_ B b Bludgeoning
2 - 5 | Fiercing
x2 50 fi. 0lb. Bludgenning
15-20/x2 80 fi. &1k, Piercing

with their unarmed base attark and improved number of
attacks and all relevant modifiers.

Katana: Ihe katana is the eymbol of the samurai, the blade
of a warrior, Anyone not of the noble class who beare o katana
can be executed on sight. The lratana is the soul of the samurai,
the only honorable weapon to be used when two samurai face
one another,

The katana is considered o Martinl Weapon when uzed with
both hands, H used with only onc hand {such as in the Dragon
Clan's fighting style), then it requires the Dxotic Weapon
Proficiency As a masterwork weapon, 2 katana provides a +1
attack bonus,



TasLe 1=-10: New ArmoR

Armor  Maximum Armor Arcane ——Speed—o

Armor Cost Bonus Dex Bonus Check Penalty Spell Failure (20 L) (30 ML) (40 ML) Weight|
Light armior

Ashigan 25 koku +1 +5 -] 15% 20 fu a0 fi, 40 fi. 20 k.

Light Hide 10 koku +3 +G -1 10 % 20 fi. 30 ft 40 f. 20 |b.
Medivm armor

Lamellar 150 koku +5 +3 —4 309 15 fi. 20 f. 10 f. 15 b,

Naga 125 kaku +4 +4 -3 205 TE . 20, 10 f. 40 Ik,

Partial 50 keky +4 +4 -3 259 15 f. 20 ft i0 R 30 Ib.
Heavy Armor

Creat Armar 200 kol i 7 |2 5 40% 15 R*x 20 30 45 Ik,
Shields

Tessen 12 kaku 41 = =1 594 —= o = T Ib;

#When running in haavy armor, you move only double your speed, not triple,

+ Mermor fitted for Small characters weifths half as much,

Machi Kanshisha pipe: The Machi Kanshishe pipe origi-
nated 45 a recreational rool, but often becomes a wenpon in the
hands of o trained user, 1t iz 2 smoking pipe, almost always
made of iven, ketween 6 inches and 4 feet ]ong. It can be used
much ity the same fashlon as a bo or o, but inflicts slightly
JILLTE l,]a.l]'l.'dg'th L'll'f'i.l!g ]l.!H.LIt.' Ur 11E lill. Tigan i!lsu 1": Llh:'.ll L I'_'J.Lr'-"r
powder in the face of in epponent.

The Machi-Kanshisha pipe 15 a Marrial weapon, bur using it
1o blow powder inan opponent’s face requires the Exortic
Weapon Proficiency feat. This can be done from o teximum
range of 5 feet and does not provoke an artack of opportunity,

Masa-kari: Another weapon that began as a tool of the
peasantry, the maga-lari it a hand axe that can be wislded in
ote hand, The Crab Clan often vse it againet sinaller spawn of
the Shadewlands such as gobling,

Naga Blade: Just as armot designed tor humans does not
accommaodate the Maga particularly well, neither do the
curved bledes designed For somurni fie the Maga fighting sryla,
With their L:angcr reach and cniling motion, the Magd are able
to urilize blades that are larger than the katana, although they
do share the single edge of the sarnurai blade. Haga blades are
considered martial weapons for Haga characters,

Mage-vari: The nage-yvarl is @ shovt spear or javelin
intended for throwing. It can also be wielded in melee
combar, bur its shorer length (ususlly § feet) means that i
does not have the reach of'a longer polearm.

Wagamaki: The nagamalki is 2 shorrer version of the nagl
para. It has a lengthy handle (3 feet) with an equal length of
hlade on the end. A nagamali has reach,

MNaginata: A naginata is 1 lengthy handle wirh 2 ghore,
curved blade on the end, 1t is 2 populae weapon smoong samu-
rai-ko. A naginata haz reach.

Mo-dachi: A lonper version of the lratana, 2 no-dachi s 2
two-handed sword typically between 5 and 7 teet in length,
It i designed for use outdoors agdinst multiple opponents.

EXOTIC AND

Munchaku: Tevo shart sticks bound rogacher with chain or
a leather thong, the nunchalon was eriginally used by peasants
aza wheat flail. Monks can use the nunchaku with their
unarmed base attack and improved number of attacks and all
televant modifiers.

One: A lacge, two-handed pole-axe, the one is often
empluyed by e Crab Clan against well-aioored Shadow-
lamds crearures.

Sal: & shorr meral knife with rwo prongs extending from
the hilr, the sal is intended to carch the blade of an amacker
and either breale it or disarm them. The blade of the sai is not
normally sharpened bur can be used as & puncruring weapon.

When nsing the sn1, characrers gain @ +4 (o the opposed
atrack roll when disarming opponents. Monks can use sai
with their unarmed bage attack, making full uze of all pelevant
bonuses and abilities.

Sasumata: Aleo called the "tnan catcher” this s-foot
polearm ends with a barbed forels that is used to catch and hold
the limmbs of opponents, A characrer wiclding a sasumata who
strikes a Small or Medium opponent can immediately initiate
a grapple a5 a free action without inveking an attack of oppor
tunity The sasumata has reach.

Sling: The sling {5 a strange, gaijin weapon known to the
Unicorn Clan and certain members of the Sparrew Clan. Iris
unsual for othees w pussess thean, muc begs be shilled 1o
their use.

Sodegarami: This 5 foor long polearm s also called “the
sleeve entangler” The many barbs ar its tip are used o carch
and hald the loose flaps of light armor ot the cloth of an oppe-
nents kimann. A character wislding 4 sodegarami who seriles
a Small or Medint opponent can immediarely initiate 2 grap-
ple as a free action without invoking an attack of apportuntey
Thiz will net worle against opponents wearing any armor
hegviet than Lipht Avmot, nor will it wotl: against unclothed
apponents, The sodeparami has reach.

Tanto: A basic lnife, the tanto is the standard weapon for all
samurai after their duisho,

Tetaubo: A barge studded metal club, the tersube i the pre
ferred weapon of the Crab Clan, They often stud it with jade in
order to maximize the damage it causes to creatures from the
Shad v latnds.

Tonfa: The wnla has i ociging as the handle of @ willswoe,
Iris'a shory, square wooden pele with o handle thallows ic 1o
be spun abour. Monks can use the ronfa with their unsrmed
base artack and improved number of atracks and all relevant
madifiers
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Vajra: [tis believed char the vajra was developed early in the
Empire’s history as a symbol of the monks of Osano-Wo,
the Forrune of Thunder, Itis a short tron staff, 18 to 24 Inches
in total length, with one to three prongs or blades on each
end. Many versions of the vajra svolee the image of 2 thunder.
biale, the ';:,rm]'ln| of Deana Wi, Smaller vajra can he disglisaﬂ
az the elahorate hilr of a sword

The prongs of a vajra can be used in sh artemnpt to catch the
blade of an enermy's sorord and disarm him, similar to 2 ai or
fitte. Characters uging the wajra in such a fashion receive a 42
ot their opposed attack roll when 1rtemptmg to disarm their
ﬁPFﬂ'ﬂL‘ﬂt

Wakizashi: The shorrer blade of the daishe, the waldzashi
represents the honor of a samurai. It is the blade uséd in the
sacred seppukyu ceremonys It is rarely used in combat,
although it confers a +1 arrack bonus.

Whip: The wljip [uictios rxal;Llr a5 all otlews of s Ly
{See the Flayer’s Handbook™ [or more informalion on the whip.)

Yari: & simple spear. The yari has reach.

Yumi: A bow used on foor, the yuml varles in size some-
what (there are both short and long bow equivalents of the
).

ARXRMOR DESCRIPTIONS

Ashigaru armor: A very light and inexpensive form of armor
eypically worn by peasant conseriprs, ashigaru aomor protecrs
the thighs, shins, head and torso with thin, laced metal plares,
This is 2 Lighrarmor,

Great armor: The most protective battle armor in Roku-
gan, great armor 18 compaosed of meral plates ried together
with siflc strips. Lireat armor provides its full armaor banus to
all lecationg. It iz almose exelusively worn by bushi of the
samurai caste, and others whi wear it are looked down upon
of, in the caze of peacints, killed. This is s Heéavy armor,

Lamellar: Composed of small, averlapping plates of metal
sewn together or stitched to a backing of cloth, lamellar iz one
af the more expensive and attractive forims of armer worn by
well-to-do samurai. This is a Medium armor,

Light Hide Armor; An artnor made from thick leather,
hide armor is never worn by samurai under any circum-
stances. Wearing dead fesh is a disgrace and an abomination
in Rokugan. The unly groups who make vse ol this are dhe
Mezumi, who are eminenty praceical, and cermin members of
the Yobanjin gaijin wibes This i5 a Light armor,

Waga Armor: Armor made {or humans would obviously
not fit the larger, robust physique of the Nags wartiors.
instead they have their own armeor, designed specifically to

GOLD .I'J.TLI? KORY

coarse and vu

gocommodate their serpentine features, Naga armor is very
similar in construction to the atmor worn by samurai. Naga
armor perforce only covers the arms and upper torso, Helmers
are also available.

Partial Armor: This lighter suit of armor is worn by those
who do nor wish to he biurdened with heavy pieces of armne
that will vestriet their movement on the harelefield Partial
armot includes metal places that protect the torso, both front
and bacls, thighs, and shins. Helmets are often worn with par-
tial atmnor This iz o Medium armor,

Tesgen: & tessen is a iron-ribbed war fan, A tessen acts
much lilee o buckler, though you cannot wield a weapon in the
FRILIC hﬂ.nd ag 4 tcsacn, You mﬂ.? 50 t!'l.l'." tessen as an U.EF |:LE|1'||J
weapon, dealing 143 points of damage {2 crit). Used this way,
the tessen is a martial bBludgeoning weapon, and is treated as s
light weapon. If you use the tessen as a weapon, you lose its
AC bonus und] your nexe action. A character needs Shield
Proficiency w use u tessen withuat penloy.

GOODS AND SERVICES

The vast majority of items listed as adventuring gear, class
skills‘tool kits, clothing, food Mdonk/lodging, and mounts
and their gear in the Flayers Hendbook™ are available in
Rokogan, althougly sowe may be slightdy alreved (such as
exchanging a shirt and pants from an cutfit for 2 kimono and
hakama). To determine the purchase price of such items,
simply convert gold pieces o koku, silver pieces 1o bu, and
copper pieces 1o zenl, The exceprlions to the list are as follows:

Caltrops are not generally available for purchase due to
their dishanorable natore (although ninja frequently use
them)

Bullgeye lampe, magnifring glasses, epyglasses, and any
objects containing glas:s ate only available to members of the
Unicorn Clan,

Books of any cort are unavailable, Serolls replace them.

Polugan has no Water Clocks,

Alchemist's kits are only available ro members of the
Dreagon Clan.

=W IT=MS

Metsubushi: Mersubushi is 2 powdered irditant, much like
pepper but scronger, When thrown in the eyee, it blure vision
considerably ond couses entreme watering, It also burng the
nasal passages, although not enough to cause any permanent
damage, Mctsubushi is often carricd by minor yoriki or
doshin to disable rowdy samurai so that they can be disarmed
or taken into custody, It is alse often kept handy at geisha
houses in the event that @ customer gets out of hand,
Metsubiishi wost be deployed eiclier by hand o1 dirough
g weapon such e the Machi-Kanshisha, This attack hasa
maximum range of 5 feet and does not proveke an Arack
of Cpportuniy

Dpponents struck with o dose of metsubushi must make o
Forritude save versus a TC of 15 or be hlindad for teen ronnds,

Palanguin: The palangiin i Rokigan's closesr appirnima-
tion to & carriage. It is a comfortable padded platform with
curtaing thar screen the sider from view Twe long poles run
the length of the palanguin, extending to the front and rear,
Four or more bearers take up positions upon each of thege
Pule extensione, i}e::lring the rider whetever they wich to g9
The use of palanquing iz usually reserved to very important or
Wy w:a!t}:y individuals.



Poison Kit: This deadly kit is disguised to appear as a
simple spell satchel or ration pack. 1t containg mimernns vizls
of deadly poizons, needles, mixing tools and the lilee. Theze are
not generally available for sale, as the use of poison is not only
dishonorable but also punishable by death in Bokugan, Kits of
this type are used by assacsing, ninjs, and infilrrators and con-
tain many poisons specific to Rolougan {see chart below). The
Poizon skill (o new skill introduced in this chapter) is required
to cregte poisons.

TagLE 1-17: Mew ITEMs

Itam Cost Weaight
Palanguin 200 koku + 250 Ib,
Poisen kit 500 koku 4 5 |b.

R=LIGION

Beligion in Relugan is 2 complicated matter. There i no
single deiry whio rules above o pantheon of gods, nor is there y
clear division between different elements of the Celsstial
Heavens: Lnstead there are vwo distinetly different philoso-
Fh:i{:a nfrcliginn, bound tngcthcr b}- imp::::la| edict intaa jim
bled theology

The original religion of the proto-society that preceded
Hantei's founding of Rokugan was wourship of the Fortunes.
The peasatits ol tiat duwe were comnpletely at de werey of the
elements, and eften looked w potent deities for guidange wd
mercy. Unlike other supersticions, however, the Fortunes
were very real entirles from the Celestlal Heavens thar oces-
sionally found reason to intereede in the affairs of morral
men. The peasants were quick to pay homage to them.

After the Empire was founded, the worship of the Forrmes
continued, as Hantei held his Celastial cousing in high regard
After the appearance of Shinsel, however, 2 new religion, this
ane far more philosophical, appeared in Rolougan, The study
of Shingels teachings became very popular, with an entire
monastic séct being tounded to meditate upon their wisdom:
the Brotherhood of Shinsei.

Both religions continued for decades in Rokugon, with
occasional theological disagreements crupting into skir-
tnishes between families or elans, To prevent such differences
from becoming more widespread, the Emperor declaved that
Shinselsm and the worship of the Fortunes would be unired as
asingle theolowy, Although oddly mached, the gwo lave
fpurished together for centuries.

In Rekugan, a character’s religion is merely a reflection of
whar aspect of the Empires Ihﬂﬁlﬂgj" he adberes o most
strongly,

TasLe 1-12: NEW POISONS

THE FORTUNES

Citizens of Ra]tugan who revere the Fortunes above all else
are rypically industrious individuals, They strive to emulate
their chosen patton in their words and actions. Many Crab
samurai, for example, epitomize the essence of Osano-Wo
in their boisterous, exageerited behaviers, Whether
worshippiog one of dhe preae Seven Fortuues o1 any one ol
the multitude of lesser fortunes who have ascended o thy
Heavens since the Empire began, followers mainrain a similar
Inmensirty of falth.

RANCESTORS

The woeship of ancestor spivics is actually & type of formane-
worship, bul su meoy woigoe soyles exist thad it wagants
mention o its own tight, Rokugani believe in s number of
spirit realms, including Meido, where the spirits of the dead
awalt reincarnarion, and Yoml, the blessed land of ancestors,
where those who have fulfilled their destiny in this life go to
rest in bliss until the world comes to an end. In Rokugan, the
spirirs nf one's ancesrorg are nearkiy at all times, helping
to guide and direct their descendante toward a suitahly
honorable desting. The Lion Clan sre the most prominent
devotees of ancestar worship,

Individuale who revere their ancestors above all othere
ate likely to focus on any athaive that they perceive ag being
unfinished. The unsolved murder of a relative, the dishonor
of an ancestot; ot even ¢ grudge that was never sertled
can become the lifes work of a samural whe focuses upon
}Ils_ﬂnftbtﬂr&.

TH= TRO OF SHINSE]

Shinzeizm 15 more 2 philosophy than e religion, more a way of
thinking than a theclogical standpoint. Students of Shinsei
seck enlightenment of the spirit through the perfeetion and
unification of the bady, mind, and soul. Devotees of this
philosophy are contemplative and reserved, choesing to rely
upon wisdom rather than succumbing to emetion or the heat
of the moment. The vast majericy of monks follow Shinsel,
as do & large number of samurai from the Phoenix Clan,

e
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Mame Type Initial secondary Brew DC Cost
Anlmal Polsons
Cabra Toxin Contact DC 16 Blindness 1d2 Wis 20 300 koku
Spider Venom Imjury DC 13 1d2 Con 1d4 Con 20 250 koku
Herbal Foisons
Dripping Poisen Ingesied DC 18 1d4 Str Tcl4 Sr, Tel4 Can 30 500 koku
Wish You Dead Ingested DC 18 1 Con and Mausea 1d6 Con and Nausea a5 500 koku
Orther Palsons
Night Milk Injury BC 18 1d2 Can 1d2 Can 20 140 Koku
Fire Biter Injury DC 15 1 Dex 1d2 Dax 20 100 koku
Hot Madness Ingested DC 14 1d Int Td4 Int 142 Wis 35 500 koku
Bog Hag Blood Injected CC 14 1d4 Can 1d4 Con and 1 Taint 10 1600 koku
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alignment plays 3 much more mubdued role in Roliugan than
in many campaign wotlds. In fact, one could easily remove the
concept of Alignment entirely trom g Bolougani ca.tnpaug,n atiel
exclugively uge the more prevalent measure of one’s worth:
honor,

Honor is an allimportant trait in Rokugan. It is the means
by which samurai fulfill their role in the Celestial Order, the
heavenly-mandated tiers of society which characterive an
individual's station and status in the mortal world: Those whe
possess honor know their role and execute it well. Those with-
out ionoy fail 1o weet the expectations of theic cass, or worse,
attempt w0 usurp the places of those above them in the Celes
rial Crder.

HONOR

1lonot is an internal measure of a character’s devotion o the
code of bushide. These who forsake the code or apply icouly
when pecessary Lave 2 low oo ok, while those who ase
the code 1w determing their every action have a high honor
rank.

Honor has a grear deal to do with how an (ndividual is
reeated Lo Rekugan, A samural knewen for dishonorable con-
duct will be given mediocre assignments ar best, and may
never be enrrosted with any impartant duties, enstiring that
he will never rise in the ranks of his clan, Samurai with high
honer, however, will be given prestigious and imporeant
duties that can result in their rapid ascension to command
within their tamily or clan’s ranke.

A character’s adherence to his principles and the tenets of
bushido is measured by his honor rank. Honer ranks range
from 0 (the lowest, most dishonorable individuels) o 5 {the

embodiment of bushide),

Rank o — Honorless: An honor rank of o indicares that
the characrer dnes not follow the cade of hughido. Vhis nsually
indicates that the character iz either foreign to Hokugan's
culture {i.e. Nezumi, Maga, or gaifin) or simply has no regard
whatsoever for socieey’s laws (bandits, some ronin, e, Itis
not unheard of for samurai to be without honor, bue it iz
uncommon, Those with an henot rank of 0 tend to have
alignments of chaotic evil, chaotic neutral, ot neutral evil.

Pank 1 — Untrustworthy: Those with an honer rank of 1
puy lip service tothe code of bushide, but readily dbandon i o
achicve their own goals. They may put on an honorable facade
arotind others in order to aveid condemnation, but they see
little wrong with indulging in vice, lying, cheating
ol Evel l-;illin_g i arder o furthier theit privile apendi.
Churacters with this henor monk are ypically neomal evil or
chaotic good,

Rank 2 — Average: An honor rank of 2 {s the mean in
Bokuzan, the level of devoron thae can be expected from the
average samurai one encounters while traveling, Those with
an homor rank of 2 helieve in the code of hushido and follow i
whenever prssible | hp}-' nnderstand, however, that there are
accasions when reality makes absolute sdherence impocsible.
Samurai with an honor of 2 occasionally enjoy a night ot
revelry or the company of a geisha; but do not allow such

things to interfere with their duty. Algnments of all types are
fornd amnnig those with this rank, but the most common ars
chaotic good, nenrral, and neutral good

Ranlk 3 — Exceptional: A character with an honor fank ol
3 stands out among his tellow samurai. They believe that the
eode of bushido iz the guiding principle thar governs their
lives, and would never voluntarily wiclate it. If circumstanees
arize wherein the semurai must violate the code in order to
fulfill s mission or comply with hiz lord’s orders, it causes him
gredt anguish, and some even request seppuku. Characrers of
this rank are almost always lawful, although there area few
neutral gowd charactens that achieve this stae of disvipline,

Rank 4 — & Sovul Above Reproach: It is rare thara
character achieves honor rank 4, This implies an absolure
devorion to bushido, allowing nothing o come berween the
samural and the values inwhich he believes so firmly. Charac-
ters of this rank are almost always lawful.

Rank § — Strength of a Thousand Ancestors: Achienng
hanor rank 5 12 no mean feat, Such a character is completely
selfless; thinking only of his family and clan and never of his
own needs or wants, He treats everyone he encounters with
the same dignity and courage that he expects to receive from
others, and never mistreats others unless they have proven
themgelves to be dishonorable: Characters with en henor rank
of § are almost exclusively of the lawful good alignment.

HONO®R GAINS AND LOSSES

Honor i€ not an abiolite Samurai often increase or decrease
in honoras their outlooks and actions change over time, Each
honer rank is compoeed of 10 honot points. When a character
accrues a total of 10 honor points, his honor rank increases to
the mexe level Far cxamp!c, a samurai of honor rank 2 wha
performs along serics of honorable tasks for his lord over time
will accumulate 10 honor polnts and change his honor rank to
3. Bimilarly, 2 samurai who has an honer rank of 3 with oo
surplus points and whe incurs an honot loss will duep down
toan honor ranl of 2,

Dillerent honor ranks have different expeciations.
A characrer of honor rank @ who saves the life of his dalmyo
will receive a much higher smounc of honot than 4 charaeter
of honer rank 4 who performs the same action; it is expectad
of the latter samurai to fulfill such a duty, while the formear
right for e r»xpo:-mrl toda 2o Civen thig, the E‘oUmﬁ"ing table
supplies rough guidelines for the DM to use when bestowing
or removing honor peints for demonstrating the tenets of
bushido or exhibiting dishonorable behavior,

THE CODE OF BUsSHIDD
The tensts of bushide have remained uncha h
ath 5 E»."l;r".«' sarnurai is expected to uphold these
in redlily Lhere are ;
hose that appeal to them or even

ur el Imiz

forsake t‘.‘l i1 a |T.LI:I:'U"| Br.

Hanesty
Courage
Compassion
Courtesy
Heonor
Sincerity

Duty



TasLe 1-13;: Honor Gains anp Losses Per Honor Rank

Action Witnessed HR1
Honesty i
{Ex.: Giving = truthtul report that will result in

serious repercussions for oneself)

Cotirage 3
[Fv.: Faring a clearly superior fos to preserve

ane's family honer)

Compassion 4
(Ex.: Aiding 2 wounded foe.)
Courtesy 5

(Ex.: Hosting samural from a family with whom
ane's own is at war,)

sincerity s 4
(Ex.: Fullilling & promise despile great cosl)
Duty (Loyalty 3

(Ex.: Following the daimyo’s orders when one's
personal feelings call for a different course of action.}

Openly practicing a Low skill {see OA page 922.)
Deliberate deception of ancther

Disobeying the command of your lerd
Instigating unwarranted vislenee

Breach of etiquette

= A

INCR=EASES AND D=CREASES I HOMOR
The changing of a character's Honer rank i a reflection of 2
gradual change in their personality and selFeoncept. As o
chavacter's Honor rank increases, they find themselves with
more confidence and certainty and with & preater idea of the
fule ﬂu:}l P]a}l insueiely. A cliracter wlio ucreases Trom Rank
Lt Rank 2, for expmple, mizhi have realized thar there is sa-
{sfaction in the fulfillment of one's ducy, while shamelessly
giving in 1o vices such as gambling and drinking serves no
purpose whatsoever -

RLIGIURA=NT

As mentivoed above, aligoment i Go less @ fictor in Rokugen
than honor, It marters firele to most in Rokugan if vou are
good or evil, so long as you conducr yourself with honor,
Altgrnment Is tled 1o honor fn that the lawful/chaortlc element
of an individual slighment is an indicaror if they are lkely o
adhere to the code of bushido {lawful) oract as they feel appro-
priate wath little regafd for the perceprions of nthers (chaotic),
izand versus evil, on the other hand, is somewhat inconze-
quential. Those who are good will trear others with respect
and courtesy within the given confines of their code of honor
{a lawtul sarmurai will pay peasants well tor their services;
whilea chaotic monk might help them bring in  harveat),
Conversely evil characrers will be disrespectful and violent
{lawful samurai will demand serviees the poesants cannot
casily provide or kill these who fail to mecr their demands,
while chaotic maho-tsulkai will eradicate entire villages to
further their dark plans),

Again, it cannot be overstated that good and evilace largely
irrelevant in Bokugan. Throughout the Empires histery, there
have been bath evil heroes and good villaing, Only one's
acrions matter, nor the reason one performs them. A samurai
who hunts bandits because of 2 pathological desirve o kill
others is nonetheless performing a valued and honored
service for hig Tosd.

HR2 HR3 HR4 HRS
2 1 i 0
4 p 2
3 i 3 3
3 1 0 0
3 2 1 ]
3 3 3 3
-1 —2 —3to4d S0k
-2 -3 —4 -5
3 4 Sta B Jta
2 3 4 4
-1 -2 -4 -4

LAWFUL GOOD

Those who arc lawhul good are paragons of virtue and honer.
They subsceibe fully to all the seven teniets of bushido, sceving
theiv lord with zeal and absolure loyalty, and treating everyone
with courtesy and compassion. Orher samurai loek to the
lavelul good witl jespect and admbiaion, aud the lower
clisses are devoted 1w them for their kindness,

Examples of Lawful good in Rokupan: Doji Horturi,
Toturl, Torurl Tsudao, Kunl Uragw,

A Clozer Look: Aliodo Toturi was the Champion of the
Lion Clan. His devation to his clan and the Empire were
absnlute. When the Bmpetor and his hair were helieved dead
during the Scorpion Clan Coup, Toturi killed the treacherous
Bayushi Shoju For his crimes and, rather than see the Empire
tall into 2 war for the throne, proclaimed himgelf Emperor to
keep the peace berwaen the clane, Even alter his banishment
by the dghttul ruler Hantei 300X, he retained his sense of
duty to the Empire, raising an army to defend Rokugan
against the forees of the Shadewlands,

LAWFUL =UL

Alt]‘l.qugh bound b}r 2 code of hanor, those whe ate lwfal avil
believe that honor governs only those principles they person-
ally believe in, They are loyal to their own tamily and clan,
and care little for others, They will do whatewver it tales to cham-
pion theit ovwn cause, regardless of the sacrifice. Dury, sincerity,
and courage arc the tenets of bushido that they follow,

Examples of Lawful Evil in Rokugan: Daidoji Uji,
Daigotsu, Hantei Masern; Shinjo Yolkatsu,

A Closer Look: Hantei Naseru, also called the Anvil, isa
cunning and ruthless man, He is honomble o Lis owo way,
but cares nothing for how events affece others; his eye is on
long-term gain. His brilliant plots constanily manipulate
others into raking wharever acrions he desires, all for the
benefit of the Empire a5 a whole. While many recognize how
dangernus an opponent Maseru truly is, very few can perceive
and combat his schemes in time to prevent their outcomes.
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Honorable: Hong
Dishonorable: Honor Rank 1 or lower,

LAWFUL NEUTRAL

Those who subscribe to an alighment of lawful neutesl are
governed by a strong internal code They conduct themsealves
henorably, but determine for themselves what constitutes
good and cvil rather than accepting the commen vicw, Lawful
neutral implies 4 strong sense of discipline and self-contral,
Those of this class who follow the code of bushido place
empliasis on thie tenets of honesty and courage.

Examples of Lawful Newiral in Rokugan: Bayushi
Yoiioe, Hida Tsuneo, Tetsaya, Tsuruchi.

A Closer Look; Hida Tsuneo was the most trusred
leutenant of Hanrel XVI, also known as the Sreel
Chrysanthemum, widely regarded to be the most ruthléss and
merciless Emperor ever to rule Rolugan Despite his
Emperars despotie tendencies, Tsunes oheyed him withour
question or hesitation, His code demanded thar he follow the
Emperor's commands, no marter how unpleasant or
gruesome, even to the point of crushing the skull of the
Emperor’s mother with hiz barve harids. The dishonor of hic
actions weighed heavily upon Teunes, buthe would not falter
in his dury. He died a true servant of the Hanreid:

NEUTRAL GO
Although they are not necessarily honorable, the nentral good
are gener:ll}r well-regarded by all but the mast uRCHMpromising
of samurai. They see it as their duty to protect those who
cannot protect themselves, and to aid those in need. Although
they serve their lords faithfully, they consider it their primary
duty to aid others and will forsake their own honor for the
benefit of another if they must. Compasaion i= the tenct of
bushide with which the neutral good most readily identify,

Examples of Neutral Good in Rokugan: Asahina Tomo,
Diji Megor, Ruantek, Toku.

A Cluser Lovk: Toku kovws it be can accomplisl great
things, "Furtune favors the moriel man® is one of Shinsei's
most powerful sayings. Even though he became samurai by
simply raking the blade of a dead maglstrare, Tokw has become
a triie hero, working with Toturi to protect the innocent of the
Empire from the Shadowlands invasion. Although he has
chosen to break one of Rokugan's most sacred rules by violat-
ing the Celestial Order, lolm iz nonetheless g good and hon-
orable samural.

NEUTRAL

True neutrality carcries with it a separation from the politics
and stereotypes of Rolugani society To truly remain neutral,
ane must nar have (hvolvement wirk the varying factions of
the Brpire Most of those who are nentral are autsiders, snch
g the Nezumi, Naga, or members of extremely isolared minor
elans such 45 the remote Badger Clan. Seme Dragen, includ-
ing their enigmatic daimyo, have so removed themselves from
tha Empire that they can be considered neurral.

Examples of true Neutral in Rokugan: the Hooded
TRonin, teoma Taai, Mirumote Temor, Togachi Yaloni.

A Closer Look: Miromaoto lemor is 3 son of the Lragon
Clan, yor hie beare littla resemblance to his kinemen. He hag
nointerest in the enigmos of the Tag, nor in the twin blade
style of his family’s dojo: The conflict with the Phoenix
and the Lien iz lttle nore than an annovance to him, 26 he
considers only one foe worthy of the Dragon's attention:
the Shadewlands. Politics and the perty squabbling of the
Empire arc only a distraction, and one that Temoru will soon
choose to ignore entirely

NEVTRAL EVIL
Those who are neutral evil até concerned only with
themselves and accomplishing their personal goals, Dty is
ittelevant to them; all that matters is setisfaction. Samural
who abandon their dury to pursue personal vendettas or
quests for power are chaotic neurdal, as are many maho-tsuhal
and bandit lords,

Examples of Neutral Evil in Rokugan: Hanrei XVI,
Moto Chagatai, Shiba Ailune,

A Closer Look: Mote Chagacai is che Khan of the Unicom.
His name is known and respecred by the daimyo of all the
Grear Clans. Howetver, Chagatal (s inrerested only In gaining
glory for his ¢lan, and is not afraid to crush his foes in order to
prove his superiovity. Tn battle, he is utterly merciless. Those
whe do not capdtulate smmediately are destraved withaur
mercy Chagatai does nor consider himself evil, nor do thase
who follovw hitn: he cimply talees the most divect means to ger
what he wants, and does not allow morality to hinder him. He
iz 4 brueal, fierce, efticient leader,

CHAOTIC GgCOD
A chantie gond chatairer sees the world in terms of hlack and
white, regardless of society’s rules. These characters decide for
themselves whar is the appropriste course of action rather
than allowing an ancient code to dictate their path_ Thoge whe
are chaotic good are sometimes considered without honet
and somewhar dangerous by other samurai, whe are appalled
at their blatant disregard for Relugan'’s rigid societal rules,

Examples of Chaotic Good in Reokugan: Hida Kuon,
Miya Yumi, Naka Kuro, Te'ik'kir,

A Closer Look: Miya Yumi is an honorable member of the
Miva family, one of the Imperial families of Rolmupan. She was
devoted to Ler uncle Miva Yoro, When le was ternoved foom
perwer by bis upsiact son Miya Sawshi, howevern, Yomi weliuse]
to aecepr Satoshis new vision of the Miva as werriors racher
than negotiators. She rebelled against his leadership and
undertook a guest toooust Satoshi and restore Miva Yous
a dangerous gamble thar was ultimately successful In fime,
she replaced Yoto as rhe daimyo af the Miya and as the
Emperor’s Herald

CHROTIC NEVTRAL

Chaotic neurral characters are free spirits who do whar they
feel Is just and right. They do not allow others' perceprions
of honot ot tight and wrong influence them; they guide
themselves through life acearding to rules thar they write
for themselves, Chaotic neuttal characters are completely
unpredictahle and, 2z such, often make interesting traveling
companions despite the distagte more honorable samursi
might feel for them.

Examples of Chaotic Neutral in Rokugan: Hitom]
Vedou, laawa Tadaka, Satoshi, Togashi Mitsu,



CLAN RLIGTUMENTS
The Great Clans are so large that there is-an infinite variety
among the members. To same degree, neatly aw

ment can ba found in nearly any clan, C

to vaty in general philosophy and some reliable generaliza-

tions sccur.

Crah Chaotic neutral
Crane Lawful good
Dragon Meutral

Lien Lawful good
Phoenix Lawful neutral
Scorpion Lawful evil
Unicorn Chaotic good

& Closer Look: Satoshi is a ronin whe understands-all
too well the meaning of power The liami obey his commands,
and he is certain that he could one day become a truly power-
ful shugenja were he not cursed with the life of 4 ronin, As it
is, be can never study at the schools of the Great Clans and
expand his knowledse, robbing him of full use of his abilicies,
Frustrated, Satoshi has taken matters into his own hands,
With the recent conflice bevween the Dragon and Phoenix,
there are many dead shugenja who will no longer need their
gpell scrolls, Looting corpses 15 foul bevond comprehension,
but Satoshi considers the greater evil to be squandering his

POwer.

CHRAOTIC =VIE

Caly the troly depraved embeace the path of clwotic evil,
Among the samurai casee, such individuals are despised and
often cast our, becoming ronin ot bandlrs. The ereatest source
of chaotic evil is that of the Shadowlands, the festering land of
evil incarnate where hratish creatures live only to destroy.
Unrainred hummang can easily be chaorie evil ag well, hut are
most often madmen or complete sociopaths,

Examples of Chaotic Evil in Rokugan: Miva Satoshi,
Moto Teume, Shahai, Togashi Kolujin

A Closer Lool: An insane ise zumi, Togashi Eolujin found
“enlightenment” after receiving one of the Dragon Clans mys-
tical tattoos, He has become a man possessed by completely
tandom mosd swings thht cause him to commit ineredible
atrocitics for no apparent reason, He hias journcyed deep into
the Shadowlands simply to see what lies there. T1e has stolen
the daishe of the Kami Togashi out of a desperate attempt to
Lalance Liis tortured soul. Ina shocking blasphemy of the e
gumi, Kubujin vccasionally captures and woriures othiers, -
reoing them wich ink made from his own blood and then
mentally controlling his victims with his Tainted abilities,

Artisans sre the skilled Prnfr:ssiunuls who ereate things
of beauty for the Empire. Artisans often do not creare
a physical object, but rather a temporary and elusive act of
beauty performed for the benefiv of 2 small group, such as an
lericate dance or mowrnful song,: Artisans are highly valaed
in the courts of Rokugan and are often in greatr demand
during the months of Winter Courr,

Although artisans exisc in every clan, the most prominent
ate those who arrend the Kakitg Academy of the Crane Clan,
Thers, Every type of artisan in the,.‘:-mpire can find masters
tosteach them the secrets of their styles. A might he expected,
the most renowned artisans i Rokigan are Crane, althongh
the Shiba family of the Phosnivare respected for their artisans
as Ur'll"."ﬂ.

Courtiers and shugenja are the classes most likely
to become artizans. The secial element of the arvisan’s
performance and the semi-magical effects they can evoke
apped] to these classes.

Hit die: de.

R=EQUIREMNENTS

To qualify to become 4n artisan, a character must Fulfill all the
Fellonwing criretia,

Clan: Crane.

Skills: Craft (any} or Profession [Artisan): 5 ranks.

Feats: Student of the Arts; Versatile.

CLASS SKILLS

The artisan’ class skills (and Ice}r ﬂbil'i.t':,? for each sldill) are Bluff
{Chal, Crate {Int), Diplomacy {Cha), Garher Information {Int),
Pertorm (Cha), Profession (Wis), and Spot (Wig), In addition,
the artizan gains an additdonal class skill when he choeses an
artisan ebility {see below). Acrobat; Tumblé; Daneer: Escape
Artiat; Jester Sense Motive; Musician: Listen; Actor: Disguisc;
Oirigatnt; Torgery; Chef Knowledge (Tlerbalism),
Skill Points per Level: 6 + Int modifier,

Examples uf Artisans in Legend uf the Five Rings:
Asahina Tsukiyoka, Doji Ameiko, Doji Nagord, Doji Shizue,
Eakita Shijin.

CLASS FEATURES

All of the following are class features of the artisan prestige
tlass,

Weapon and Acmor Proficiency; The artisan is proficien
with all Simple weapons and with the wakizashi.

artisan Ability: Beginning ar the 151 tevel, the artisan may
choose any one ability from the following list,

HKabuki Master (actor): A master of acting, the artisan can
eagily assume any role when interacting with others.
The artisan gaing a +2 competence honus to all Bluff,
Diplomacy, Disguise and Intimidate checks. This ability may
ba talien 4 second dme, inereasing the bonue ta +4.

M==AY
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TABLE 1-14: THE ARTISAN

Base Fort Ref

Level Attack Bonus Save Save
st +0 +0 +a
2nd +1 40 +3
3rd & +1 +3
dth +2 +] i
5th 3 W +4
fith +3 +7 +5
fth +3 +2 +3
&th +4 7 +h
9th 44 | +f
10th &5 " +3 +7

The Kami's Grace {dancer): Delt mastery of thean of
dunce las enabled the artisan w emance others with griceful
movements and dirting eve centien The artisan may,
if desired, select one person in the qudience to focus the dance
upon. Thar person must succeed on 4 Will save {THC 10 + the
artisan’s level + Charisma modifier] or be subject to an effect
identical to that of the spell hypnotism. Upenly hostile targers
receive a +10 rircumstance honus ta their Will Lave
This ability may be talten multiple rimes. Each successive
time increages the number of HD affected by this abilicy by
one die type (from 2d4 to 2ds, from 2dé to 2d8, etc.).

Mocking Countenance (jester): With succinet, biting
commentary, the artiean mocks another in court, a dangerous
prospect indeed, With 4 successful Perform (buffaonery)
cheel (DC 20), the srtisan mny turh others opinions againat
his target, lowering their disposition toward the target by onie
rank on the NPC attitude table {see DMG™ pg. 1450 Initially
Helpful or Friendly HPCs may never be reduced below
Indifferent, and the Jester can nevel wake anyoue Hostile
with Lis humor This ability may be taken q second time,
reducing the Perform (jester) DC 1o 15,

Origami Master (origami): So grear is the arrlsans
mastery of the ancient att of folding paper that he can actually
animate the rity figures he creates by focusing his will upon
them. With the expenditure of a Void poant, the artisan may
animare the Fine-sived creationsand canse them to perform
simple tricks (cranes fly about his head, foxes run up
and down his armg, etc. ). This requires the artisan'’s full
concentration, and he may not spealt or take actions while
animating the figuree. The eftect lasts ae long as he
concentriates, up toa maximum of 10 minures per level in this
class, This abiliey moy be talien up to three times, cach time
inereasing the size of the antmated ercation, up to a maximum
possible size of Small. The construcr may ruke the form of any
animal of the appropriate size {Fine through Small), gaining
similar abilities (cranes can fly, hares leap, ere.).

Origami Consiiusls Mmay cally & wiithel lupssage L0 anyone
thie actisien knvws within g t-=mile mabius, The construct will
unfold iself for the tatget, but anyone else attempting to read
the message will resulr in the construct shredding irself 1o
pleces, rendering the message unreadable,

Skilled Acrobat (acrobat): Tn addition to haing impressive
when demanstrated for court, acrehatics assist an artisan in
avending ateacks in caombart Uhis ability grants an additional +3
dodge bonus to AC when executing a toral defense action
This is cumulative with the bonus granted by tha Tumble slill,
This ability may be taken up to two times, with the second
time conterring an additional +3 dodge bonus.

Soul of Music {musician): The artisin has so mastered the
art of music that the beauty of song can indeed soothe the

Wil
Save Special
2 Artizan ability
+3 Matural performer 12
+3 Artisan ability
il Reputation +1
+4 Artisan ability
45 Matural parformer +4
+5 Artisan ability
+h Heputation: +2
+h Artizan abjlity
+7 Hatural performer +6

suvage breast. The ariisany music las an effect identical 1o tha
ol acaln emolionsspell, with the actsan's equivalent cascer level
equal to 3td level sorcerer. This abilicy may be raken a second
time, increasing the artisan's equivalent caster level to 5.

Master Chef (chef}: A master of combining herbs and
exntic spices, the artisan iz & peerless culingry creator, Given
adequate ritne to prepare and suitable résources, the artisan
may prepare a meal thae will, if fully consumed, confer one of
the follewing effects to up to six people: +1 Con, =1 Con,
+1 Dex, =1 to attack rolls, —1 Retlex save, +1 Retlor Save,
or —1 Foet save, Thiz enhancement bonus lastes for 1 hour.

Matural Performer: Whatever their chogsen specialization,
artisans are accustomed to petforming in front of others and
dc*ﬂ:lﬂp considerable skill in front of a crowd, While pcrform—
ing; the artisan gains a +2 competence bonus to any Bluff]
Diplomacy, or Gather Information check. This bonus
increases to +4 at the 6th level and 1o +6 ar the 10th level,

Reputation: As (he actisun/eralisman incregses in
repistation, his influence increases as well Beginning at oth
level, the arrisan may increase the die tepe by one level (from
diotodiz, for example) when using the Perforim rules ro estn
wealth. At 8th level, the artisan may either increase the die
type by two (from ds to d12), or add 10 to the amount
received.

_BUTE=I

The Scorpion Clan is, itonically, known for its secrecy, One of
its greatest weapons is the Butei —actors s skilled in the st
of dispuise and wimicey that they can alwer their appeamance
with a simple shift of posture, @ change of expression, The
Burei are the Scorpion’s eyes and ears purside the clan. They
might Impersonate anyone from a powerful courtiers assis-
tant ro 4 lowly farmer if it serves the purposes of their Bayushi
Masters. It is said that a Burei never wears the same fes rance,
and a Butel would preaidly elaim that even this iz an nnder-
staternent. I, that is, vou could find one. ..

Minja and rogues are most frequently drawn to the Butai
class. A handful of multi-class ropuefeourtiors and
regue/eamurai find there way here as well, Shugenja almvost
never undergo go the rraining required to become buted,

Hit Die: ds,

R=QUIREZRENTS

To qualify to Become a bueai, o character muse fulfill all the
Eellowing criteria.

Clan: Scorpion,

Base attack bonus: +5



Tagie 1-15: THE BUTEI

Base Fort Ref

Level Attack Bonus Save Save
1st 10 ] |2
2hd i1 i 13
Ird +2 +1 +3
4th +3 +1 +4
Eth +3 +1 +4
&th ad iy | +5
Tth +5 +2 +5
#th 4B 47 +6
Gth +h 43 +h
10th +7 +3 *7

Skills; Dispuise: § mnks, Bloll 8 manks,

Feais: Skill Focus: Dispuise, Skill Foods: Mimic.

Special: Sneak artack ability: +3ds damage or berrer. Must
pierce another Scorpion burei’s disguise and survive the
ENCOUDLET

CLASS SKILLS

Thie butei's class skills (anl the key abilicy for each shillhare
Bulance (Dex), Bluff (Cha), Concenraricn (Gon), Crafe {Int),
Disguisze (Cha), Escape Arcist (Dex), Forgery (Int), Gather
Information {Cha), Hide (Dex), Innuendo (Wis), Knowledge
{Etiquette, all Clans, Shintao) (Int), Listen {Wisg), Move
Silently (Dew), Open Lock (Dex), Farform {Cha), Pick Pocker
[I1ex], Profession [Whis) Senge Motive (Wis), Spor (Wis),
Tumble (Dex). {See the Player’s Handbook™ for skill descviptions )
Skill Points at Each Level: 4 + Int modifier

Examples of Buted in Legend of the Five Rings: Bayuchi

Ukira, Kitsw Osen, Shosure Furuyari, Shosure Turaki, Togashi
Miliote,

CLASS FEATURES

All of the Following are class features of the butel prestige
clags. !

VWeapon and Armor Proficlency: Bltei have proficiency
in all simple weapons. They gain no armor or shield profi-
ciency Armot checle peralties for armor heavier than leather
Epph.r tothe skills Balance, Climb, Eseape fAxtist, Hide, Jump,
Move Silently Pick Pocket, and Tumble,

A Thousand Hearts: At first level, the butei has already
begun to ingrain the ares of diszuise into his very being, He
can easily shill [om oue persona o anotley, thougls le sl
relies upon physical implements and makeup o assise in his
disguise, He gaing a circumstance bonus to all Dispuise and
Mimicry checks equal ro his burel level, In addirion, if he pos-
sesses 4 knowledge skill thar relates divectly 1o his warger, such
a5 Knowledge (Lion) when imitating a Lion bushi, he gainsan
additional =2 circumsrance honus ro his Disguise check.

Poigon Use: Burei gain thig abiliey at firat level As hutei
sometimes serve the Scorpion in the capacity of agszassing, all
are educated in the proper use of poisons, and do not righ acci-
dentally poisoning themselves when applying or brewing
poison

Versatile: Scorpion butei must be the masters of many
slills 5o that they may more casily slip into alternate personac
unnoticed. At sccond and steth level, the butel gains this abil-
ity, Alternately, the butel may choose to give up this ability
and instead gain an additional favored class, allowing him o
expand his abiliny ro emulate various individuals by adopting
Iutu:r_' ll:"u"fl.‘r uf l.h.‘: dppt UP]'EH Le L'J.]il!._d.L' leg C].HQSES'.

will
Save Special
-2 A Thousand Hearts, Poizon Use
|3 Versatlle
+3 Eneak Attack +1d6
+4 A Thousand Faces
i The Scorpion's Sting, Sneak Attack +2d46
o] Versatile
+5 Fiercing the Veils
+6 Sneak Attack £3d6
B Verzatile
+7 Ma More Masks

Sneak Avtack: A second level, the butel gains 3 sneak
artack damage bonus similar 1o the rogue’s, This demage bonus
applies when a targer Is denied his Dexrerity bonus to AC,
Should the buret inflict s coivical hir, the sneak artack damage
is not multiplied The buteis attaclk does +1d& damage at
second level, and increases by <146 every third leve] there-
after {+2d4 at fifth level and +3d6 at eighth). Lhe buter may
apply the bonus damage with 4 ranged weapon, but only if the
tatget i within thirty feet. The butei may choose to inflice sub-
dual damage on a sneak attack with 4 sap or unarmed strile.
This extra damage stacks with damage applied trom other
sneak attack abilities, Creatures immune to critical hitz ave not
vilnerable to sneak attacks.

A Thousand Faccs: At fourth level, the butei hcginﬁ t
pierce the deeper secrets of the Scorpion impersonators, With
a simple actof concentration, the butel can change his face
posoure, and demeanor while weaving a subrde illusion abour
Lijssell thiough were copcentation, This s equal {n eflece o
a change self spell cast by # sorcerer of his character level The
burei may use this ability 2 number of times per day equal
his Charisma modifler. This is a spelldike ability

The Scorpion’s Sting (Ex): Though not all buret are assas-
sins, all are trained to rake advantage of a helpless enemy
shonildd rhe need arise. At ffth level, the buter may perform a
conp de grace against a helpless opponent as 3 partial action
This ig an extraordinary ability

Piercing The Veils: A butei who reaches seventh level ne
longer needs to rely on illusion to conceal his identity
The core of his existence has become a thing of deception.
The lusion created by A Thousand Faces now bacomes real,
cHectively upgrading to'an alter self spell cust by o sorcerer of
his character level rather than a change self. This change carrics
certain limitations when compared to a true alfer self spell;
the burei can either emulate other bumans or become a
[aceless coeature with no Identifying leatures whatsoever
(hie ciennol emulate wings or gills as nonmally allowed by e
spell). Unlike noomal shape-shifting, if the butei dies while in
an alrered form he remains permanently in thar form. This isa
spell-lke ability

Mo More Masks (Su): At tenth level, the butei’s Piercing
the Weils effect has an unlimited duration. In addition, onee
pet day, as & standard action, the butel can effect a hornifying
transformation, ditecting a gaze attacl against one target of
his choice. The target must makee 5 Will save (DC 10 + half his
characrer level + Charisma bonus). If this fail saves, the target
stands helpless tor one round. This is 2 mind-attecting
supernatural abilicy
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DRAGON
SWORDMAST=R

Wherse the Hrat Kakita laid the ground rules for duels and
all affairs of the sword, Mirumoto followed his own path.
Mirumoto was the first samurai to follow the kami
Togashi after he fell from the Heavens, the shugenjs
Apasha cloge behind him. The famous treatise on sword:
play, Miten, was the result of Mirumote’s lifetime dedi
cation to the two sword art of fighting, When Shin-
sei gathered the fivst Scven Thunders to journey  hs
into the Shadowlands to batele Tu Leng, Miru-
mete did not hesitate to represent the
Dhragon, He never retwrned Do the bacde
with Fu Leng, and uever kuew defleat an the
liands ol woetal man,

Diragon samurai who dedicare themselves
fully to the art of Miten artend rhe Swordmaster
school, Unlike the other Clans, the samurii of
the Dragon train with the shugenja of their
elan, the Swnrdmaster even more than
maost, The ability to wield two swords
effectively is an amazing sight 1o
behold, and many say that the Sword-
masters’ meditative erudy with shugenja allow
them to attsin the focused stare required for
such a feat. Among the samurai of Rokugan,
Swordmasters are feared duclists, and enigmatic
sechers of more csoteric truths as well,

Hit Die: dio,

REQUIREMENTS

To quality to become a Swordmaster, a character

mugt fulfill all the following criteria,
Clan: Dragon,
Honot/Alignment: Any lawful, honorable,
Basc Attack Bonus: +5
Skills: Lsijutsu Tocus: 5 Ranks, Knowledge (arcatm ) 3 Ranks.
Feats; Expertise, Daisho Tecluigue, Void Tlse,

CLASS SKILLS

The swordmaster's class skills (and the key ability for each
skill} are Balance {Dex), Crafe (Int), Concentration (Con),
Taijutsu Focus {Cha), Tecform (Cha), Profession (Wis), Ride
{Drexc), Sense Motive {Wis), and Tumble (Dex), (See the Flayers
Handbook™ foy shill descriptions.) The laijutsu Focus skill is
described in Crierelul Advenlures™:

TanLe 1=16: THE SWORDMASTER

Base Fort Ref

Lewel Attack Bonus Save Cave
Tst +1 +01. +0
2nd +2 | iy
3rd +3 +1 4
4th +ot +] +]
5th +5 +1 +1
Gth +6 +2 +2
7th +7 +2 +2
8th 5 +2 +2
ath +3 +3 +3
10th +10 +3 +3

Skill Points At Each Level: 4+ Lut modifier,

CLASS FERTURES

Allof the following are class fearures of the swordmaster
prestige class.
Weapon and Armor Proficiency: Swordmasters are
 proficient with all simple and martial weapons, Swordmas
[  ters do not gain any proficiency with armor or shields,
though mest lave such proficiency foom the samuri cls,
Duisho Stance; Wiclding both blades in a defensive
sereen, the swordmaster makes it more difficnir foran
opponent m penercare his defenses, Beginning at 15t
level, the swordmaster gains a +1 armor bonus o
his AC. This increases to+32 ar 4rh level aned by an
additional +1 at 7th and 10th levels.

Cick Draw: 1f the Swrordmaster does not
already possess the Quick Draw feat, he gaingicat
the 2nd level bot may only apply it to katana and

wakizashi, This feat can be used by the swordmas-
ter to draw both blades simultaneously
One with the Sword: Extensive training in
both kenjutsn and iaijutsu has afforded the sword-
master great insight into the use of the katana
When wielding the katana and wakizashi, the
swordmaster gains a total +2 bonus to hit begin-
ning at 3rd level. This bonus may be discribuged
betvween katina and wakizashi as the swordmas-
ter sees fie (For example, in one round, he
applies +2 to all attacks with his katana, and
nothing to his wakizashi; the néxt round he may’
choose to instead apply +1 to his katana artacks and
+1 to his wakizashi attacks, ete) Thas tots] banus
inereases tn +3 at 5th level and to 44 ar oth level
Truth Is in the Killing: By spending a Void
point, the swerdmastar may prevent the use of
Void points by any one foe in his threstened arag:
until his nesct tuen. Thic effect continues even if
the tarpeted opponent leaves the swordmaster's threatened aren,
This iz a free action, talen on the swerdmaster’s nurm.

=LEMENTAL
GURARDSIAN

The Tsunaml Leglon sweep scross the battlefield, the power of
Wrarer guiding them unerdngly to their foe,

The Firestorm Legion smite their faalhardy apponents
with the eleansing power of fire

wihll

Save Spacial
+2 Daishe Stance +1
3 Quick Draw

+1 Dine with the Sward +2
4 Llaisho Stance +7
+4 One with the Sword 43
+5

+3 Daisho Stance +3

+6 Truth Is in the Killing
+8 e with the Sword +4

+7 Daisho Stanice +4



With the kami of air on their side, the Hurricane Initiaces
hover high shove the battlefield, delivering 4 deadly message
with the voice of the storm itself,

And the bury of earth echoes in the bartle cry of the
Avalanche Guard.

These are the Elemental Suardsmen, the feared bettle
shugcnjn of the Phoenie While most followers of the Kami
Shiba are devour pacifises, the Guard are the exception, They
recognize the need to be prepared for war, and know well the
povier of magic as a weapon. They are the avenging hand of
the Council of Masters, and thougl they mmay tot be the most
seasvned warriors in Rukugan, their expentise in magic o
than compensates.

Those who would stand against the Fhoenlx stand against
the Elemental Guard. and the kami stand with them. Beware,

Hit Tie: di,

REQUIREMENTS

To yualily w become o Elemenia] Guardsioan, 1 clarice
mast fulfill all the following criveria.

Clan: Phoenix

Base atrack bonus: +3

skills: Spellcrafr: ¥ ranks, Concentration: 8 ranles, Knowl-
edge (elements): 8 ranks

Hears: firnal Magic, Superior Elemental Focns

Spells: Ability tocast thied level divine spells. Must have an
elemantal focus and the ability to sence elements ag o
shugena,

Special: Must be invited to join the Elemental Legionsg by
the Council of Masters,

CLASS SKILLS

Theelemental guardsmant class ekille {and the key ability for
each skill} are Alchemy (Int), Concentration [Con), Heal
(Wrie), Enowledge (Fortunes, Shintao, Elements) (Int), Scry
{Int, exclasive skill), Spelleraft{Int). {See the Player's Handbook™
far shill deseriptions.)

Ekill Points at Ench Level: 4 | Int modifier

Examples of Elemental Guardsmen in Legend of the
Five Rings: Agasha Pujita, 1sawa Hochiu, lsawa Hodotai,

CLASS FEATURES

All of the following ate class teatures of the elemental guards-
man préestige class. &

11 Caster Level: An Elemental Cusrdsman continues
his more general study of the kami a5 2 shugenja as well as
focusing upon this more exclusive domain to elemental
mastery. Thus when 3 new Elemental Guardsman level iy
mained, the characeer gains new spells per day as if he had also

L]

TaeLE 1=-17: THE ELEMENTAL GUARDSMAN

gained a level in the spellcasting class be belonged to hefore
he added the Elemental Cusrdsman prestige elass. He does
not, howsver, gain any other benefits 3 character of that clase
would have pained,

Weapon and Armor Proficiency: Elemental guardsmen
have proficiency in oll simple and martial weapons. They gain no
armor or shicld Prnfici.cncy. Armor check penalties for armor
heavier than leather apply to the skills Balance, Climb, Escape
Artist, Hide, Jiump, Move Silently, Pick Pocket, and Tusnble,

Spells Known; These are bonus divine spells, gained asa
shugenja novmally gains new spells, These spells muse be
selected [rom the gwardsman’s lovus element, These spells are
not added to the amoune of spells the guardsman can cast;
they are an addition to roral spells known,

Greater Element Focus: At first level, the Elemental
Guardsman gains a greater mastery of his chosen element.
He may Sense Bloments as a standard action rather than a full
ronnd action, The Elemeantal Cusrdsman's caster laval i
considered to be one higher when casting spells of his focus
element (this doss not give the guardsman aceess to spells he
could not otherwise cast), An elemental guirdsman does not
tace the ugusal restrictions of mult-classing shugenjs, and can
return to the shugenja class freely after taking levels of ¢his
prestige closs, Depending en their title, elemental guardsmen
arc congidercd to ke in-a different Elemental Legion:
Avalanche Guard (Barth), Tivestorm Legion (Fire}, Hurricane
Tnitiates (Air), or Tsunami Legion (Water).

Spells Per Day: Ac 2nd, 4th, th, and 8th level the puardsman
galns ew spelds per duy s i Lie lad gained a level s divine
spell casting cluss he belonsed 1o belore adding the prestive
class. He does not, however, gain any ocher benefic a character
of thar class would have galned {improved chance of
eonttolling or tebuking undesd, metamagic ot item crearion
feaes, hit points heyond those he receives fram the prestige
elass, and sovon), except for an tereased effective Tevel of spell
casting, 1f a characrer had more than one divine spell casting
clags before becoming uh elemental gpuardeiman, he must decide
to which clags he adds sach increased level of spell casring.

Elemental Prodigy: At 3ed level, all spells of the elemerntal
guardsman’s focus element gain a +2 bonus to their save DC
and a 12 bonus to-caster level checks to beata creature’s spell
resistance. Unforeunstely, this benefit comes ar 2 cost,
All spells not related to the guardsman's focus clement have
their save DC and caster level checks to beata creatute’s spell
pesistance reduced by 2,

Elemental Mastery: &1 10ch level, the Elemental Master is
considered & complete master of his chusen element, All spells
relared o his Element Focus are now considered to be innare
abilities (see the thnate Ability feat), He may use Sense Elements as
i move equivalent setion when sensing his focus elemenr.

Base Fort Ref Will Spells
Level Allack Bonus  Save Save Save Special st 2Znd 3pd  4th  Sth
1st +{ +2 +0 +2 +] Caster Level Greater Element Focus 1 - - - -
2nd +1 +3 +0 +3 +1 Caster Level +1 41 - - .
ird +2 +3 +1 +3 Elernental Prodigy . +1. +1 - -
Ath +3 +4 +1 +4 +] Caster Level . . +1  +1 -
5th +3 +4 +1 44 +1 Caster Level . - | +1
Eth +4 +5 +2 +5 1 - - - +1
7th +5 +5 2 +5 +1-Caster Level T | -
Ath |6 1] |2 |6 i1 Caster Lavel i1 i1
Bth 16 +6 +3 +6 - - 1 o+ -
10th +7 +7 +1 +7 Elernental Mastery - - - +1 <1
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Elemental Guardsmen whe defy the Council of Masters may
na longer gain levels in this prestige class, though they retain
all of their abilities. Any Master who attempts to teach the
secrets of the Elemental Cuard to athers without the Coureils
pecmigsion will be hunted down and killed for his treachery.

ERMERALD
" RMAGISTRATE

For cenories, the Emperor’s law has been enforced by an elie
cadre of samural taken from all the clans of the Empire. Thess
noble warriors hold their loyaley tn the Hantei ahove all
things, even family and ¢lan. Mo ane who commirts tresson
against the Emperor is immimne from their justics

Emerald magictrates are taken from all ranks of samueal,
Bushi and shugenja alile serve the Eniperor by enforcing his
lawe, The samurai’s skill and devetion are all that mateer;
whether they trained with sword or scroll is irrelevant. Magis
trates are chosen from those who demonstrate exceptional
ability, honor, and devetion to the Emperor and his laws.

The Emerald Magistrates are commanded by che Emerald
Chempion, the right hand of the Cmperor and the suprenie
arbiter of law in the Empire other thin the Son of Heaven
himself The Emerald Champiow’s paluce, locaied vutside of
Oosan Uchi, is the centrl headguarters for all Emerald Mag-
istrites: Magistrates are expecred o send reports o the Cham-
plon on a regular basis, alchough he seldom reads all of the
reports himself unléss an emergency has arisen that requires
his personal atrention.

Emerald magistrates come from all elasses Ahality alone is
important to the Emerald Champion, and little else is of con-
sequence. Anyone who meets the requirements is eligible for
the position,

Hit die: 48

| REQUIRERENTS

To qualify to become an Emerald Mapgistrate, 4 charaeter must
fulfill all the following criteria

Base Attack Bonas: +5

Skills: Cather Information: § ranks, Knowledge (Law): 5
ranks.

Featq: Alertriess, Leadership,

TapLe 1-18: THE EMERALD MAGISTRATE

Base Fort Ref

Level Attack Bonus Save Save
15t +0 +0 +2
2nd 1 +0 +3
3rd |2 +1 +3
Ath +3 i 4
Sth +3 11 4
fith +4 +d 5
Tth +5 +2 +5
ath +6 %2 46
Hth +h +3 +6
10tk +7 +3 47

CLASS SKILLS

The Emerald Magistrate’s class skills (and key ability for each
skilly are Bluff (Cha), Diplomaey (Chal, Gather Informarion.
{Chal, Laijutsu Focus (Cha), Intimidare {Cha), Knowledge,
{Law} {Int}; Ride (Dex), Search (Wis), Sense Motive (Chal, and
Spot (Wis). The laijursu Focus skill s deseribed in Chaptar 4
of Oriental Adventures™

Skill Points per Level: & + Int modifier

Examples of Hmerald Magistrates in Legend of the
Hive Rings: Bayushi Yojiro, Doji Satsume, Kitsuki Kaagl

CLASS FEATURES

All of the following are class features of the Emerald Magis:
trare prestige class.

Weapon and Armor Proficiency: Lhe emerald magistrate
is proficient in all Simpls and Martial weapons as wiell as with
Lightand Medinm armor Armor check penalties for armor
heavier than learher apply to the skills Balance, Climb, Escape.
Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble,

The Emperor's Saal: The emarald magistrate baars the seal

‘ol the Emperer himself, and few sre willing to go-against the
wishes of the Son of Heaven's scrvant. The magistrate gainsa:
+5 circumstance bonus to all Diplomacy and Intimidate.
cheeks, but only when he is speaking in an official capacityas
a representative of the Emperor,

Strength of Purpose: The magisiare’s duty is @ sacred one,
and he cannot be easily deterred. Beginning at 2nd level, the
waglstrate gaing 3 +2 morale bonus o resist any arrempr o
turn him away from his dury, either through the use of skills:
(Diplomacy, Intimidare, Bluff) or through magic (any
attempts at mind conttol or influencing thoughrs). This baniis.
increases by two at every second lovel theraafter

Saibankan's Methad: Beginning at 3rd level, the magis
Tt gains & competence bonus to any class skill equal to his
magistrate level This bonus tay be used 2 number of times:
per day equal to the magistrate’s Wisdom meditior

For the Empire: The Emerald Magistrate is skilled at deal-
ing with larpe proups of foes, and seizing upon their mistales
Beginning at 5th level, the magistrate receives an additional
attack of opportunity per round, Another attack of opporeu-
nity per round is gained when the magistrate reaches level 9,

In His Name (Ex): Acting with the Emperor's blessiug
gives the magistrate the autherioy and conlidence (o acoom-
plish nearly any task. Once per day, the mapistcie may
instantly take 20 vu any skill check involved in the execurion
of Lis oflicial duties (DWCs discredion wherher 2 skill check i
su involved). This does not increase the amount of time
requited to perform rhe task.

il
Suve Special

+0 The Emperor's Seal

=0 Strenglh of Purpose +2
+1 Saibankan's Method
+] Strength of Purpose +4
+1 Far the Empire +1

12 Strength of Purpose +6
[ Im His Mame

2 Strength of Purpose +8
+1 Far the Ermpire +2

+3 Strength of Purpase +10



ROLAT RGENT

Whispered i shidows wid beld o utisest secrecy, the Kolat
are pethips the most secretive organization in the Empite.
The Kolar ave che philosophical descendancs of those whio fizs
denied the Kamis ripght to rule, who rurned their back on che
idea of an Empire founded by meddling gods, The ulrlmare
geal of the: Kolat is to overchrow the rule of the Kami — and
the samurm snciety they have hoilt — returning the troe
power to the hande of the humang Cinly throngh cubtlety can
they accomplish their goals, and anly throngh secrecy ean
they survive, The Kolats great Planisa cnrnpljt thing, knewn
anly to the Ten Magtets hidden away in thel organizations
secrer temple, The Kalat care not about the means they tnust
use to achieve their ultimace gool, but only the glovieus ends.

T the meantime, the Holae expend their power through
stealth, espionage, and assassination, The Kolat offer their ser
vices to those who can pay theit price, and often ask only for
bit of information or a political faver in return. 1F the Greft
Class kuew the true purpose and goals of these shadowy spics
und wssassing, even the most dishunorable sumual would
have notruck wich them, Luckily, the Kolar are guite shilled 4t
whit they do, and one can never know for certain who is a
Kolat agent and whao is not, .,

Rogues and ninja malke excellent Kolat agenes, but & samu-
1 with the proper skills takes an even more potent opera-
tive, Courtiers likewize make deadly Kolat agents, The Kofar
yalue the tesehinge of Shinszei (3 martal hnman who com-
manded the Kami) but few monls join the Kolat, Many fAnd it
hard eo balanee the reschings of Shinsed with brainwashing
and assassination, Shugenfa join the Kolar even more rarely,
though it is net unheard of for them te do so.

Hit Dic: de. ’

22QUIRERMENTS

To quality to hecome a Kolat agent, a chatacter must fnlfiil all
the tollpwing criteria,

Alignment: Lawful Evil, Lawkul Meutral, Meurral Bvil

Honor: Mone above po,

Basc Attack Bonus: (3

Skills: Gather Information: 4 ranks, Bluff: 4 renls, Sense
Motive: 4 ranks, Innuende: 4 ranks,

Feats: Ferceived Tonon

Special: The cluracter must be chosen by the Ten Masters
to be indoctdnated inw thele technigues. Oaly @ handful ave
chosen, and it is always the Eolat whu decide who will
become one of thelr number, nor vice versa.

One need not be o member of this prestige class to have tes

TaBLE 1=19: THE KOoLAT AGENT

Base Fart Ref

Level Attack Bonus Save Save
st +0 +{ +2
2nd +1 + +3
3rd +2 +1 +3
4tk +3 1 14
Sth +3 +] +4
&th 4 +2 +5
Tth +5 £ +5
Sth +h 42 +6
gth +6 +3 +6
160th +7 +3 Bt g

to the Kobar, bur all of the Kolar's most skilled agenes {and 41l
of the Ten Masters) have at least one level in this prestige class.
Advancing in this class-is a privilege, not ¢ right, and only
those who have served the Kolat dutifully ave allowed to
progress. Only the len Masters themselves ever reach Lith
level in thas elags,

CLASS SKILLS

The Kolat agent’s cliss skills (and the kev ability for each skill}
are Appraise (Int), Bluff (Cha), Craft (Int), Decipher Script
[Enty, Deplomacy (Chia), Tisguise (Cha), Forgery (Ioth, Games
Varions), Lrather Informaton (Cha), Hide (e, Innvendo
{(Wis), Intimidate (Cha), Knowledge (History) (Tnt), Tisten
iWis), Move Silently {Dex}, Pick Pocket {Dex), Read Lips {int),
Search (Int), Sence Motive (Wig), Spot (Wis),
Ekill Points at Each Lewvel: & + Lar moditier,

Examplcs of Kolat Agents in Legend of the Five Rings:
Yazuki Taka; Akodo Kage, Eu}:ushi Aramasu, Shinjo Yolatsu,
Chincke.

CLASS FEATURES

All of the tollowing are elase bearures of the EKolar agent pres-
tige class.

Weapon and Armor Proficiency: Eolar agents gain na
proficiency in any weapon or armot. Armor checl penalties
for armer heavier than leather apply to the skills Balanee,
Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket,
ate] Tumble,

Sevret Brotherhowd: Ac [se level, the Kelat agent gains
the advantages of the Kolads seoret initiation, Kol agenes
face none of the normal difficulties inherent for characters
with mulriple preseige classes in Rokugan, Training smong
the Kolat is always kept secret.

i1 addition, the Kolat agent has allies throaghour the
Empire; often in the maost unlikely of places: The agent may
uge his Innuendo skill (100 15) to leave a signal that only
another Kelat agent would understand (3 symbal painted nn 4
weall, a cercain sort of tree burning at 1 certain time of day, etc)
This spmbel can effectively transmic a message of up to seven
words, Whather another agent decides ro offer assistance is
unother matter,

Kolat ability: At 15t 4th, 7eh, 9th, and 10ch Ievel, the Eelat
Agent gaing a new ability of his choice from emong the
following:
= Perceived Honer: The character gains this feat again for free.

This abilivy 1oay be chosen multiple times,

» Broadened Skill Base; Select two cooss-class skills, These skills
become class skills for the Kolar agent, and he geinsa <1
bonus 1o all checks wich them. This abiliry miy be chosen

Wil

Save Special

+2 Kolat ability, Secret Brotherhood
3 Sneak Attack +1d6
13 Tell Mo Secrets
P4 Kalat ability
+4 Sneak Attack +2db
+5 Activate Sleeper
45 Kolat ability
B Snaak Attack +3d6
+6 Keolat ability

&7 Program Sleeper, Kalat ability
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multiple times.

* Poison Usé: The Kolat agent no longer risks secidentally
poisening himself when brewing or applying poisons,

* Kolat Duplicate: The Kolat agent is a master of disguise,
galnlng ¢ +2 bonus to all Bluff and DMsguise checks.
This ability may be chosan multiple times. If chosen for the
same skill multiple times, irs effects staclk.

Sneak Attack: At Ind Level, the Kolat gaing a sneak artacl
ahility similar to the rogue’s. The Kolat-agent is skilled in
attacking vulnerable opponents in vital areqs, inflicting addi
tional damage. This damage bonus applies when & targer is
denied his Dexterity bonus te-AC. Should the Kolat agent
inflict a critical hir, the sncak attack damage is not multiplicd,
The Kolat agent's attack does +1dé damage at second level,
12de at fifth level, and +3d6 at eighth. The Kolar agent may
apply the bonus damage with 2 ranged weapon, bur unly if the
target is within thirty feer. The Kolut agent may choose o
inflict subdual dawuge vn 3 sneak artack with a sap or
unarmied siike. This extra damage stacks wirth damage
applied [rom other sneak arrack abtliries. Crea-
tures immuneg fo critical hies are not vulnerable
to sneak aracks.

Tell No Secrets: At third level, the Kalat
agent gains an addirional save ar 2 +4 bonis
against all enchantments and mind-affect-
ing effects, should any of those effects
ever attempt to force him to reveal infor-
mation abour the Kolat or their opera:
tions, ;

Activate Bleeper (Su): At sinth
level, the character has learncd the
sectet techniques used to activate
Kolat sleeper agents. With a single
word (and 2 standard action) the
agent may command all sleeper
agents withiy the mnge of his
voice to obey his will. All sleepers
present must make a Will save (DC
10 + Kolat agenr's level + Kolar
agents Charisma modifier) ar fall
under the agent's conrral. This i3
identical in effect ta a charm pevson
spell, sxcepr that self-destructive
arders will be obeved if the Kolat
agent succeeds in an opposed
Charisma check, The Kolar agent
gaing a circumetance bonus equel to his
level on all opposed Charisma checks to conrrol a sleeper.

Sleepers obey the sgent for a number of hours equal to his
Rolat agent level, though he may renew his conol widh «
standard action: At agent may control 2 miaxluin Bumber of
sleepers equal to his Charisma modilier ac vne time (he may
telease sleepers prematurely il he wishes to command orhers).
When the agent’s cuntrol fades, sleepers lose all memory of
anty activities they performed while under his control unless
the agent controlling them wishes otherwise. Two Kolat
agenrs giving the same sleeper contradicrory commands cquse
the sleeper ro simply stand in one place and do nothing,

The best sleepers are thase unaware that they are sleepers,
Any individual who is consciously aware thar he is a Kolat
sleeper gains a <4 morale bonug to all Will saves and Chardsma
checks to recist the effect

"This ability only works on those previcusly progrommed to
be Kolat sleepers. This is a supernatural ability

Liew’s Pride

Program Sleeper; At renth level, the agant is a true masrer
nf the Kalar's rechnigues, and can create sleeper apents.

Creating a sleaper agent is 3 long and difficult procesy
requiting at least one day per character level of the subjeet,
The Kolat agent muet spend at least twelve hours per day
indoctrinating the potential sleeper in the philosophies and’
directives of the Kolat, and the potential sleeper must have no:
other human contact during this time, At the end of this.
period; the Kolat agent must expend 100 Experience Point
per character level of the subject, and the subiject ok o Will
save (DG 10 + Kolatagent’s Charlsms modifier = the Kolar
agent's level) I this save fails, the subject has become o
sleeper agent, The Kolat agent expends expertence whether or
ol the process is successful.

If unsuccessful, the agent may immediaraly
1y again, beginning another period of depro-
gramming and brainwashing for s nusnberof

days eqgnal tothe subjece’s lovel. At the end
of this time, he must expend Experience
Foints once more, but the DC of the sub-
ject’s Will save is increaged by two.
A Holar agent iz free to usc tarture,
threats, of coercinn to cncourage 3 subject
to voluntarily Fail his Will save, but many
Kolat frown upon this, relying instead upon
the purity of their philosophy and their nae-
ural Pelsuasive
talents. {Then apain, wany Kolat are excremely
practical people and don't cringe away from 3
Lt el eerture.)
Once indocrrinated a5 a sleeper, the process.
is permanent, and only a wish, miracle,
or vears of rest and rehabilitating ean reverse
the effects. When relessed from the program-
ming, asleeper forgets the entive process and
generlly returns to-his normal life. There-
after, the Kolst agent can command the
sleeper using the Activate Sleeper ability
described above.
A Kolat agent may create sleepers thar will
obey only his own commonds, racher than that of
any agents.

=X-KOLRAT AGENTS
Kolat agents who disobey the will of the Kolat
or leave the orpanization no longer progress in
leviels ar 2 Eolat master, though they may use their abili-
ties freely. Former agents of the Kolat are swiftly assassinated
of; it that is impossible, blackmailed into submission to pre-
serve the orgnnization’s scorecy.

LIONNS PRID=

The armies of the Lioh are feared for two reasons — the
unsroppahle tactical minds of the Alkods, and the unbrealkable
fisry of the Marsu Lione Pride. The Lion's Pride are often the
fromt line of a large conflict invalving the Lion, 1 position the
clite unit relishes. The Lion's Pride are all women, usually
taken from the Mateu family. Membership in chis group
proclaime borh skill in combae and an absolute lack of fear of
death, Ten Lions Pride have stood against hundreds of
samurai, the last Matsu finally sent to her death after the



eniemy had been reduced o less than half their number. Few

cant hear the sereams of the Liont Prde on the other side of

the battletiald and not know the touch of fear on their hearts,
Hit De: d10.

R=QUIREZM=NTS

Foy qealifie tn hecome 2 Lions Prde member, o chasacter mause
fulfill all the following criteria.

Clan: Lion.

Honor/Alignment: Any Laywtul, Honovable.

Bace Attack Bonus! +6

Eeats: Iron Will, Ki Shout

Special: Must be female, ond must be secepted by the
Lions Pride.

CLASS SKILLS \

The Lionk Prides class skills (and the ley ability for each skill)
are Climb (Str), Handle Animal {Chal, Intimidate (Cha), Jump
(&tr)y Enowledge (Battle) (Int), Knowledge {Mobility and
Boyalry) {Int}, Perform (Cha), Profession {any) (Wis), Ride
(Dex), Sense Motive {(Wis), and Swim (Str). (See the Blayers
Handbool™ for shill deseriptions.)

5kill Points at Tach Level: 4 + Int modifier

CLASS FEATURES
All the following are clase testures of the Lionk Pride prestige
class.

Weapon and Armer Proficiency: Lions Pride members
are proficient wich all simple and martial weapoma and with all
armor;

No Man's Bride; The Lion's Pride are known for their
Indemnitable will, even in the face of overwhelming odds, A
iwsember o the Lioos Pride peing cesistance 1o mind-alfecing
spells, pranoing hera +1 morale bonus w all tolls w save
against such spells, This bonus increases by one point each
time the character gains a Lions Pride level, and the character
may save against the spell every time it would cause herto do
something contrary to her alignment or dory

Ancestral Favor: At 2nd level and sbove, 2 Lion's Prude
member applies her Charisma modifier (if positive} asa bonns
to all gaving theows,

Bonus Feat: At second level, the Lion’s Pride member gets g
benus feat. She gaing an additional bonus feat at 4th, Fth, and
10ch levels. These bonue feats must be drawn from the following
list; Endurence, Expertise {Improved Disarm; Improved Trip,
Whirlwind Attack), Impmvcd Initiative, Great Ki Shoutt,
Remain Conscioust, Toughness, Weapon Focus (katana). Feats
mnarked with 2 "7 were introduced in Orental Adventires™

TasLE 1-20; THE Lion's PRIDE

Base Fort Ref

Levs| Allack Bonus Save Save
1st +1 +2 +0
Zrud +2 +3 +
3rd +3 +3 +1
4th +4 +d4 +1
5th +5 +4 +1
&th +8 +5 2
Zth +7 5 2
Bth 18 16 |2
Gth +4 +6 +3
10th +10 +7 +3

Matsu’s Eves: At Sth level, when raking the full atrack
getion in melee, the chiracter may make one ateack per
encounter per level in this class with such speed that it strilces
het opponent as if they were Hat-footed,

Matsu's Fury: An &th level Lion’s Pride character can
sacrifice her ability to defend hersell in order to gain extra
Ettﬂ{:l{ﬁ {U‘I ti'.l.L" 'l'ﬂ'l.lnl:i. In GIdL"I to gain BN Cxitfa ﬂttﬂf;{l th\'."
character chooses to completely negate her Dexterity bonuses
to AC (she is considered Hat-footed) fot the rest of the turn,
The extea actack ts made with the character’s highest attack
medifier. This may culy be done when raking the full attack
actinm i melee comdae,

MAST=XR OF TH=
ARASHA

All memnbers of the Maga race share 2 collective group-mind
known as the Alasha, This well of memories serves 1 similar
function to Void within humans, although miost Maga exist in
o greater haemony with the Alasha than the vast majority of
humans expeTicheon with the Void The Waga priests, linown as
Vedies, continually plumb the mysterious depths of the
Akasha, seeking new ways to use it for the Naga's benefit,
Somie who delve inte the Akasha do not return unchanged.

A Tew tare Hapz achieve such a unity widl e Alasha chat
they are no longer truly individual beings, They become
instead a living repository for the group mind of che Naga,
Great power 15 at thelr disposal, for which chey have the
respect of theit enrive race, The cost, however, {5 the freedom
of their own thoughts, for which the Waga pity them. Masters
of the Aleasha are nomadic, a8 they can find themselves adopt
ing the mannerismz of powerful Magd minds areimd them of
they remain in one place for very long.

Hit die: ds.

REQUIREMNENTS

To qualify to become a master of the Akasha, 2 character must
fulfill all rhe fallowing criteria.

Hase Attack Honuas: +5

Race: haga:

Alignment: Any lawiul

Slzills: Enowledge (Aleasha) 5 ranks.

Feats: Akasha Use, Depth of the Alasha,

CLASS SKILLS

‘The akasha master's class skills (and key abiliry for each ghall)
are Concentration (Con), Crafr (Ing), Diplomacy (Cha), Heal

whill

Save Special

+0 MNo‘Man's Bride
+0 Ancestral Favor, Bonus Feat
+]

#+] Bonus Teat

+] Matsu's Eyes
+2
2 Bonus Feat
12 Matsu's Fury
+3

+3 Bonus Feat
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{Wris), Hide (Dex), Invulr Ditection (Wis), Knowledge
{Akasha) (Int), Move Silently (Dex), and Sense Marive (Wis)
Skill Points per Level: 4 + Tnt modifier.

CLASS FEATURES

Al the following dre chiss features of the Master of the Akasha
prestipe class,

Weapon and Armor Proficiency: The akasha maseer i
proficient with all Simple and Martial weapons.

Cross-class Skills: Drawing upon the well of knovledge
within the Akasla, the master can learn many things previ-
ously unknown ro him. Beginning ar 1er lovel, the Aleasha
master may designate any three cross-class slills as class skills,

Meditation: Beginning at 2nd level, the Alracha tmaster ean
spend one round in meditation to receive a +3 tnsight bonus to any
Concentiarion ot Intuit Direction check made the nese round.
This benus increases to +5 at 6th level and to +7 at 10th level,

Scry: Beginning ar 3rd level, the Alasha master can uze the
Sery shill on any other living Maga, The Akasha master gains 1
rank of Sery and may increase it normally, No magical appaca-
tus is required to apply Sery in this way,

Improved Akasha Use: Beginning at 4ih level, the master
of the Akasha geins an additional =1 bonus to any amack ol
skill chieck, ur saving throw when spending an Akasha (Voiud)
poin or to gain an additional +1 1o his AC for one full reund
The master may now spend 2 Akasha (Void) Foints on‘a single
artack roll, skill check, or saving throw.

Skill Duplication: The wisdam of all whn have passed
before is available for the master to access. By spending twe
Alkasha (Vead) points, the master may gain 4 ranks inany one
skill for five rounds. This gkill must be one that is normally
available to members of the Maga race:

Spirit Thief: The ebb and fow of the world is open to the
Abasha master. IF the Akasha master {s swate of an oppancnt
within 50 feer, he knows immediately when that oppenent
spends any Void or Akesho Points. The Akasha Master can
itnmediately spend an Akasha Point once per round to negate
the effects of an opponent's Void or Akasha Foint expenditue
(the point is still spent, buc it produces no eflects), This abilioe
does not funcrion against opponents the Akasha master
cannot see, il e Akasha master is Aadooted, or if the Akasha
Master himyell has no Akasha Points remalning.

Superior Akasha Use: Beginndng ar ath level, the master
gains an additlonal +2 bonus to any attacl roll, skill check, or
saving theow when spending an Akasha [Vaid) piount, o 1o
gait an additional +2 1o his AC far nhe Bl raund,

Feat Thuplication: Ry mpping into the power of the
Akasha, the master can accomplish great things, Beginning at
ath level, the master can spend five Akasha poines and gain
the uge of one faar For three rounde. The master must meet all

TaBLE 1-21: THE MASTER OF THE AKASHA

Base Fart Ref

Level Attach Bonus Save Save
15t (] +0 +2
Znd i1 + +3
3rd +2 i1 +2
Ath +3 i1 |4
Sth +3 +] td
Ath +4 12 +5
Ith 45 +2 +5
Rth +hb 3 16
9th +6 +3 +5
10th 47 +3 47

prevequsites for this fear and it muse be a faae available o
Maga. Use of thiz ability iz 2 full round action,

__MASTERMIND

A powerlul courtier van make clans wemble with a whisper,
All in the Empire of Rokugan Hve only o serve the Empetor,
and one who wields the Emperor's favor can bring even the
mightiest samural under his dominion.

While all courtiers are adepr at manipulating politics to their
advantage; a handful of individinals achieve 3 higher Lovel of
subtlety These men and women can not only manipulate the
conrts to their advantage, but can also influence others with
their powetfil charisma, These powerful lords usually reside in
Dtosan Uchi and apply their influénce at the Emperor's
Winter Courts, Masters of psychology and human emotion,
these individuale are forces 1o be reckoned even outside the
perfumed halls where they concoet their schemes. Their:
strings extend everywhere, and many would eagerly leap o
their defense, A mastermind is never far from someone who
ewes him a favor, There 1s always a friend neacly, or ac least an
indebted pawn who can be coerced inw duing his bidding,

Courtiers, obvivusly, make excellent masterminds, Samural
also join this prestige class from dme o dme and rogues can
st the aibvanrages of having others at theit beck and call
Members of other classes tirely have the influence, training,
or Inclinatlon to become a master of leading others, Some
masterminds turn their leadership skills t0 honorahle pus-
pose, directing their followers to combar banditey or worl Far
the commaon good . Others use their allies for more dishonor
able purposes, creating compact organized crime syndicates

Examples of Masterminds in Legend of the Five
Rings: Hantel Mageru, Kakita Ichire, Shosuro Taberu, Yorit
oma Heposha, Dtomo Banu,

Hit Die; ds.

REQUIREMENTS

T qualify 1o become o mastermind, & character must huliill ll
the following criteria,

Skills: Bluft: 12 ranks, Diplomacy: 12 ranks, Sense Motive:
12 ranks, Knowledge (Etiquette): 12 ranls,

Feats: Tron Will, Versatile, Leadership, Skill Focus {Sense
Mative; Diplomacy).

Epecial: The charscrer maust have seme political affiliation
with an Imperial Family or clan (Great or Minor), Masters of
this class may have encugh power and influence w begin
their own Minor Clans,

Wl
Save Special
+0 Cross-clusy skills
+0 Meditation +3
+1 sy
+1 Improved Akasha Use
i Skill duplization
I M editation +5
+d Spirit thicf
§2 Superior Akasha Usc
+3 Feat duplication

43 Meditation +7



TABLE 1-22: THE MASTERMIND

Baze Fort Raf

Lewvel Attack Bonus Save Save
1=t +0 +0 +0
2nd +1 +0 ]
ird +1 +1 +1
4th +2 +1 =1
ith +2 +1 31
fith +3 +2 TL
Tth +3 +2 +2
BLh +4 +2 +2
Sth +4 +3 +3
10th +3 sy +3

CLASS SKILLS

The mastermind’s class skills

witl
Save Special

+ Leadership bonus + | Impraved Cohort
+3 Favors

+3 Leadership bonus +2, Skill bonus 47
+4 Follower upgrade

+4 Leadership bonus +3, Skill bonus +1
+3 Favors +3

+3 Leadership bonus +4. Skill borus +1
+6 Follower upgrade

+8 Leadership bonus <5, Skill bonus +1
+7 Favors +10

TABLE 1=23F COMMUNITY MODIFIERS

tand the key ability for each ! Community Size Population Modifier Example
skill) are Apptaise (1nt), Bluff Small Farm® 20-80 -1 Road's End Village
{Cha), Decipher Scripr (Int, Hamlet &7 400 0 _ Nanashi Mura
exclusive skill}, Diplomacy Village 401900 i Friendly Traveler Village
(ttha), Enrgery [Int), Garher Small town 807-1,000 +2 City of Honar's Sacrifice
AN (.ﬁhﬂ LEII.J.‘I.LLEI‘I-E[O Large town 2,001-5,000 +3 City of the Rich Frog
(Wis) Frbtortd ite {Cha) Small city 500112000 +4 Vielenze Behind Courtliness City
K "1 et Local. i b'l'tﬁ Large city 12,007=25,000 +5 Ryoke Qwar| Toshi

RO EREE L M0G, AUDLULY. Metropolis 250070+ +6 Oitosan Uchi

and Rovalty) {Int), Listen {Wis),
Search {Int), Sense Motive
(Wris), Spot (Wis) (See the
Mayer's Handbook™ for shill
deseriptions, The Tea Ceremony

TasLe 1—24; Favors

* 3 cammunity of this size is referred ta as a “Therp” in the Dunceon MasTes's Guos™

! ; ; nc Type of Favor GondsfServices Retainer
skill £s described in this book.} Less than 25 MNeang availahle i te 100 kakw 14 levels [1-4)
8kill Points at Each Level: 25 Minar Up te 500 kaku 1d4+7 |evels (2-5]
&+ Int modifier. 30 Standard up to 1,000 kaku 1d6+3 levels (4-9)
35 Great up to 2,000 koku 1d8+4 levels (3-12)
CLASS 40 Exceptional up to 5,000 koku 1d10+6 levels (7-18)

FEATURES
All of the following are class faatures of the mastermind
prestipe class,

Weapon and Armor Proficiency: Masrerminds gain no
proficiency in any weapon ot armor, Armor check penalties for
armor heavier than leather nppl'l,' tor the skills Belarice, Climb,
Eacapc Artist, Hide, Jump, Move Silenly, Pick Pocket, and
Tumble,

Leadership bonus: Masterminds gain a bonus o theit
Leadership score at fiest level and every other level terealie
{ Levedershig score # wqual (o character level + Cha bons + mudifiens;
See the Dunceon Masrer's Guide™), This bonus stacks wich any
bonus pained from the courtier character class. Like the
courtier, most followers of the mastermind are experts or
wanTions serving as guards, informants, or sycophants.

Improved cohore: A1 fiest level, the maseermind gaing the
ability to arrange foran irnpmveﬂ cohart, Tat any fime the
mastermind's Leaderchip score would imply a higher Bevel
cohort than the one currently that currently serves him, the
mastermind may choose to dismiss his cohorr and summen
pne of higher level without any detrimental effect to the
masterminds Leadership score. The new cohort's level may not
equal or execed the mestermind's level and he pains experienice
at the normal rate for cohores. A improved cobiortcan only be
sumtnoned if the mastermind submirs 2 formal request to his
family, and the cohort arrives in a reasonable amount of time:

Favers: The mastermind operates an extensive wel of favor
Eﬁ.{.:].l.'dl]sl:l Elld sl li.ilg dJi .StCL'l[]LI Jt.'"i":] |.“'.' |]]H}' bﬂgill L& |a|i.t.'
{ull advantuige of this nerwork. 4 Doji courtier in Violence

Behind Courtliness City may owe @ Scorpion in Ryeko Owird
a favor, whe owes the mastermind in turn, By taling some
time to acclimate himself to the political climare in a large
Cily, thie characier Ly Puﬂ il sliiligs avnd lewnnn whae favons
are twed him in that aeea, Use of this abilicy reguives ar least
one day in d large city and a Charisma check.

The mastermind gains a +5 10 his Favor roll ag level six,
and anether +5 ar level ten. You may also add 4 communiry
modifier (adapted from cthe Duneion Mastens Guide™) to the
Favar vl ns fallows:

‘The favors table describes favors acoumulated in termes of
goods and services ot retainers, the two mest common types
of favors demanded. Coods and services reprasents the maxi-
rrum value of & gift or service pertormed to pay off the Eyvor,
{The gift ie the choice of the giver; i the mastermind demands
a specific gift divide the maximum value by halk)

Retainer indicates the loan of ¢ retainer in the employ of
one of the mastermind's allics. This retainer joing the masrer
mind as a0 additional cohort for the duration of his time in
the avea. Like all cohorts, this new cohort earns a half share of
experience and his level cannot exceed the mascernind's
level, I the culioel dies while in the masterminds service, (he
usual penalties for losing a cohort apply: The exact nature of
the cohort is determined by the GM. If the courtier demands
4 retainer of 4 specific clan, class, of gender, reduce the
cohort’s level by one per demand, to a minimum of ohe.

The courtier may nor demand a favor from 4 given location
mare Thﬂ'rl onece 'FIF'T Tnnn!!'l, ::IFH'I Tl"lﬂ}r nint I']Emﬂnl.:l maore 'F:'I‘.fnr:‘{
per year than his Charien modifier
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skill Bonus: At third level and at esery other level theres
after the mastermind gainsa +1 bonus on skill checkes to 2 skl
nfhis choice The same skill may be selected multiple times,
but must be chocen from among the following skills; Blutf,
Diplomacy, Sense Motive, Intimidate, Cather Information,
and Innuendo:

Follower Upgrade: At fourth level, the mastermind gains o
higher quality level of follower than usyally pmvidcd by the
leadership feet, He may dismiss a number of his followers
cqual to his Charisma modifier. These followers are replaced
by an equal number of new followers from the courties clan,
but these new followers may bie om any cliaraceer class
allowed in the campaign. These new fvllowers are of equal
level w tiwse dismissed, and are hencéforth meared as lesser
cuhworts rather than followers (though they stll counr against
the courrier's maximum number of followers). These cohores
gain a quarter share of experience any time they accompany
the mastermind on his adventures.

At eighth level, the mastermind's cohort begins to.earn a
full zhare of experience, as if he were & normal character. The
mastermind’s lesser cohorts earn a half share of experience
from hete on. In addition, any follower of the mastermind of
sixzth level or above automatically learns the Leadership featm
his next epportiunity, adding his own cohort and followers to
the mastermind’s already impressive following,

RATLING SHARAN

Among the Nezumi race, none are sohighly regarded e thoge
with the power of magic. Merumi shamans (" Kir'") are invari-
ably sorcerers. Lhe lowest-level Nezumi sorcerers (those who
have not vet achieved this presrige clage) ate called “conjurers™
or “Rep'chik” ameng their people.

A shaman's Name, or sense of identity, is so strong that he
can alter his own perceptions of the world and expand those
alteratione outward, cousing true chanpes in the world, Of
course, with this sense of grest Name comes a strong sense of
responsibility toward the Mezumi racc.

The shamans are the guardians of the Nezumi, They use
their power to see the destiny of their kind, o see the dangers
that tomnorrow will bring, and o combut potential theears with
their awesome wagic. Occasivnally, however, Ratling
shamans fall into traps of self-deception (“n-kich”). twisting
their magic to evil purpose. It then falls to their fellow
shamans to return thelr lost brothet to the true path or, failing
thar, o destroy him,

Only a shaman can pierce the veils of Tthich, the Newumi
World of Dreams, without Insing himself to sleep. There, the

TaBLE 1-25: THE RATLING SHAMAN

Base Fort Ref will

Level Attack Bonus  Save Save Save
1st +0 +0 +2 +2
2nd +] +0 +3 +3
ird 2 +1 +3 +3
#4th +3 i 4 +4
5th +3 i1 I 1
ath +4 +2 +5 +5
Tth +5 42 +5 +5
%Kik +h +2 +5 16
Qth +6 -3 45 16
| Dtk +7 +3 7 +7

shaman can commune with the Transcendent, powerful
Nezumi spirits composed of pure Mame, If the shaman can
truly master his magic, and survives long eneugh, he caneven
become one of them,

Hit Die: d4,

REQUIREMNENTS

Tn qualify to become 1 shaman, 3 character must bulkill all the
following criteria,

Race: Mezumi,

Skills: Concentration: 10 tanks, Knowledge (Arcana); 10
ranlks,

Spells: Ability to cast third level arcane spells withour
preparation,
; Special: Must be visited in a dream by one of the Tiawcen-

ent,

CLASS SKILLS
The Ratling shaman's class skills (and the key ability for each
skill) are Alchemy (Int), Concentration (Con), Craft (Ind)
Enowledge {all skills, raken individually) (Tne), Pecform (Cha),
Profession (Wish, Scry (Inth Spelleraft {Ine). {See the Player)
Handlook™ for skill descriplions.)
Skill Poines aw Each Level: 2 + Ine modifier

Examples of Ratling Shamans in Legend of the Five
Rings: Terikldr, Ipakalk, Tikuku,

CLASS F=EATURES

All of the following are class [earures of the Ratling shaman
prestige class,

Weapon and Armor Proficiency: Ratling shamans gain
nu aidditional proficiency in any weapons or armor, Armot
check penalties for armor heavier than leather apply to the
skills Balance, Climb, Escape Artist, Hide, Jump, Move
Silently, Pick Pocker, and Tumble,

MNameseeker (Su): At 15t level, the shaman ic no longers
mere conjurer. He has gaimed the rank of Kan'chik, or Nami-
seeker Onee per day he may look into the spivit world and
learn the True Name of any tacoet he can coe, The farget may
make a Will save we. DC 10 + the shaman's Charisma modifier
+ the shamank level to resist the effect: A Ratling shaman can
always recognize another Ratling shaman by making a Knowl-
edge {Arcana) cheel vs DC 10 + the other shaman's level This
is i supernatural ability,

Name Ability: At second, fourth, fifth, seventh, and eight
level the Ratling shaman may select one ability fiom the
following list,
= Bleeding — The shaman may enhance the resulrs of his

spells thorugh dtual bleeding. 1Fhe has a sharp Insrumenr

Special Spells Per Day

Marmesesker +1 leve| of existing class
Mame Ability +1 leve| of existing class
Namefinder +71 level ol esisting class
Marne Ability +1 level of existing class
Marne Ability #1 level of existing class
Mamebinder +1 level of existing class
Marne Ability +1 level of existing class
Marme Ability +1 level of existing class
Mametaker 1 level of cxisting class
Transcendent +1 level of existing class



it hand, the shaman may inflict one point of damage on
himself per level of the spell he is casting to increase Lis
cffective caster level by vne. The shaman does oot oeed w
mahe @ Conventetion check wavoid distupring his own
spell due w this damage, While the shemans make frequent
use of this ability, it disturbs rhe sensibilicles of many
Rokugand shugen)a, This abilioy may be used only once per
spell case,

» Conjure Lrickster — The shaman pains a mujing servant
{aee the Monsters of Kakugan sechion, page 207) This maijing
loses none of it cowardly tendencies (it i& unwilling to
fight in its masters defange) but it will obey other com-
mands and attempt to help the shaman to the best of its
abilies: The chaman alwaye knows his mujinas True Mame,

* Dance— The shaman may enhance his spells through ritual
dance, He may add onc hout to the casting time of any spell
to enhance that spell with dance, The results of the spell are
a5 if the shaman's caseer level w;::.‘}ncr:am:d by his Chardsma
modifier.

+ Importune Transcendent — The shaman gains a suong link to
the Transcendent, gaining some inkling of the future
through their eyes, Me may learn and cast spells of the
cleric Knowledge Domain as sorcerer spells of equivalent
tevel,

* Mend Name — The shaman learns how to restore broken
names to their truest forms, Fe may learn and casr ane eire
spell from the eleric spell lst asof it were g sorcerer spell of
erual level ‘Thiz counts against the shaman’s normal limit to
Spelle Kinown This ability may be chosen multiple times;
each time the shaman gains 2 new spell,

* Mamed Weapon — The shaman may exrend some ot his
name into a weapon. This weapon gains an enhancement
bonus equal to one-half the shaman’s level, but only when
used by the shaman. If the weapon s destroyed, the shaman
loges 200 experience poines The shaman may have only one
Named Weapon at a time, The shaman abways knows his
weapons Troe Mame,

= Share Mg — The shaan may share spells g bocmally
ouly allect himsell with any creauee whose True Hame he
knows. Such spells immediztely fade if the targer crearure
moves more than five feer from the shaman,

+ spirit Sight —The shaman may auromatically decece all crea-
tures with the spirit or Shadowlands type modifier, even if
they are invisible or it another form. The shaman sees ther
trite form, superimposed over their current form
Namefinder (Su): At 3rd level, the shaman gaing the ranl

of Pev'ichik, or Mamefinder, Once per hour, the shaman may

attempt to locate any one object or creatute whose True Name

he knows. Thic is etfectively a locate object (for objects) or a

locate crenture (for creatures) apell with unlimired runge, cast st

the shamen's caster level. This i 2 supernatural abiliy,
Namebinder (Su): At 6th level, the shaman gains the rank

of Jalt'elik, or Mamebinder. Once per day he may attempt o

possess any creature whose True Wame he knows, This effecr

is identical to the magic jor spell case at che shaman's castel
level, except the shaman needs no receptacle and the host's
soul is suppressed while the shaman conerols its body

The shaman may also change the True Mame of any willing

creature or unatrended objece with a wouch, thus protecring

the ereature or object from hostile Name Magic. This isa
supernatural abiliey,

TRUZ NARES

zet's "True Mame" is its most defining name. Aliase
and assumed names do not count — only how the
wiews birmsell and how others who koow bim view hirm will
suffice. Inanirma £1s must be referred to by their truest

Aame |n the Mexumi langliage. For the purpnses of Name

FRAgIC, d mera namae i

MName, the shaman n

zh. To find something’s True

[ Mam ), the caster mist

: obzerving  them and nake a
knowledge (Arcana B
tauch

re rriinuite, can change their

Mame at will, Mo one ow shaman's True

Mame unless the shaman desires it,

Nametaker {Su): At 9th level, the shaman gains the rank of
Athik, ur Hamedaker, Once per year he may take the name of
any target whose True Mame he knows. The rarger srill exises,
but no one remembers him excepr the caster. His family is
now someone elses family. The deeds he accomplished are
remembered a5 if someone else had doneé them. Those wha
were particnlarly close ro the targer will nonce diserepancies
(" ¥ou say you saved wy Nife at the Baftle of Barden Pass? No yoy
didn't. Matsy Cohei did. . Waita minale. I didn’t mesl Maliu Cober
HIP thiee wiontks after that battle, What's gairig on?") This magic
may pot be undone except by a wish or mivels, Use of this abil-
ity costs the shaman one experience level, which may not be
restored except through normal experience gain, The process
of using this sbility talies twenty-four hours, A Will save vs.
DC 10 +the shamans Charisma modificr + the sharman’s level
vesists the effect, and Spell Resistance applics normally. This is
a supernatural ability

Dream Forever: At tenth level the shaman becomes so
ttitately cunected with the raw power of Name that he
unlucks the mysteries of the Transcendent, His type changes
o “outsider” He is no longer affecred by spells which specifi-
cally rarger humanolds, As he is srill a native crearure, he tay
net bie dismissed, but he may be banished (banished shamans
always go to Yume-do, the Realm of Dreams). When the
shaman dies, he will hecome ane of the tmmartal guardian
spirits of the Nezumi,
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SHADOWLANDS
VET=RAN

Many whao enter the Shadowlands never return, Thase whe da
often find themselves hard-pressed to leave the sxperience
behind them and return to their lives. Sometimes the horror
of what they have seen changes them so much that they can
never be who they ware before they entered those derk linds,
Scarrved both physically and mentally, these rare few find
themselves forever changed, hardened into the deadliest of
WaITiors.

Obwiosly, the majority of Shadowlands veterans are found
among the Crab Clan. However, there ave representatives of
this group within vicwally every clan, as the Great Clans often
lend swmucai w the Crab in defense of the Great Carpenter
Wall. N matter their origin, however, vererans find them-
selves ostracized by Rokugand soclery; they are a sign thar the
Shadowlands exists, something that the vast majority of the
Empire would like to forget,

Despite the many deawhacks the Shadowlands veteran
experiences, there are benefits to having endured the horrors
they have witnessed ‘Their ordeal has granted them strength
and speed beyond what they previously possessed, and the
same aura of unease that defears them in court lends them
strenath in dealing with other warriors.

Hit die: d10:

REQUIREMENTS
‘ta qualify to become a Shadowlands veteran, o character must
fulfill all the following eriteria.
Base Attack Bonus: <7
Skills: Knowledge (Shadowlands) 4 ranks, Spot: 4 ranks.
Feats: [ron Will, Void Use, Weapon Focus: Any one weapion.
Special: The character must hove been involved in at lease
one long term mission (3 days or more) into the Shadowlands,
Mote: Shugenja who atrend this prestige class may later
continue to take levels of the shugenja class.

CLASS SKILLS
The Shadowlinds veteran’s clags skills (and liey abiliry for cack
gkill} are Climb (Str), Heal {%Wis), Hide (Dex), Intimidate
{Cha}, Intuit Direction (Wis), Jump (Str), Knowledge
(Bhadowlands) (Int}, Listen (Wis} Move Silently {Dex), Sense
Motive (Wis), Spot (Wish and Wilderness Lore (Wis),
5kill Points at Bach Level: 4+ Int Modifier,

Tagle 1=26: THE SHADOWLANDS VETERAN

Base Fart Ref

Lavel Attack Baniis Sava Save
158 +1 +d #11
2nd 42 +3 +0
3rd +3 +3 +1
#th a2 +4 +1
5th +5 +4 +1
ath +h +5 +2
7th +7 +5 +2
ath +8 +4 +2
Sth +8 +6 +3
10th +10 +7 +3

Examples of Shadowlands vetcrans in Legend of the
Five Rings: Hiruma Todori, Iuchi Karasu, Agasha Mumoko,
Mot Souw, Tsawa Taclaka,

CLASS FEATURES

The following are all class features of the Shadowlands veteran
preatige class.

Weapon and Armor Proficiency: Shadowlands veterans
ate proficient in all Simpleand Martial weapons, and with
Light, Mediun, and Heavy armon They are not proficient with
shiclls. Armor check penalties for armor heavier than leather
apply to the skills Balance, Climb, Escape Artist, Hide, Jump,
Mowe Stlentdy, Pick Pocker, and Tumble,

Grim Visage: A darlc aura of unease surrounds the vereran ot
all fimes. Anvone around the veteran can sense dearbs touch
upon him, and will he somewhat nneasy and even cowed
around him. The veteran may add his level in this class toall
Intirnidate checks: For exaraple, a level 4 Shadowlands veteran
would receive +4 to any Intimidate check in addition to any
other bonuges he might nermally receive,

Strength Boost (Su): The strain of veterins' experiences in
the Shadowlands eften leaves them stronger and hardicr than
they were before they entercd, The veteran can, once per day,
add an additional +4 to his Strength. This may be used an addic
tional titne each day when the veteran reaches the 3rd, sth, and
gth levels, This beost lasts for a number of rounds equal w ihe
yeteran's class level plus 3. This isu supecatuml ability.

Resist the Durhoess {Su): Having stouggled against the
Shadowlands Taint, the veteran is determined never to fall tp its
dark embrace. The vereran recetves a +3 clrourmstance bonus on
all Fortirude saves to tesist the Taint This is a supematural ahilit

Sense the Darkeness (Bx): The veteran is attiined to the fanl
presence of Shadowlands creanres. Ry spending 2 Void poing,
the veteran may determine if any Shadowlands creatires ara -
within 50 feet of him. This does not teveal their location, only
their presence and general direction from the veteran. Thicizan
extranrdinary abilimg

Unchained Fury: Thete is nothing that the veteran loathes
more than the spawn of the Darle Lord. Beginning ar Sth level,
the veteran may make an additional sttack of opportunity
ugainst any Shadowlands creature or person who possesses the
Taint, The veteran gaing a second additional artack of opporme
nity when he reaches 10th level These atracks of eppouniy
use the veteran'’s highest attack bonus,

Survivalist: Having survived the horrors of the Shadow-
baunels, the veteran fears Few wilderness chrears: The vereran may
tiuke 20 on non-combar skill checks relared o survieal in the
wilderness, even those that invelve 3 penalty for failure. Tnlike
the normal rules for taking 20, this does not increase the
amount of time requived to perform the ragl

Wil
Save Spacial
+2 Crim Misage, Strenpgth Boost 1 fday
<3 Resizt the Darkness
4 Strength Boost 2fday
L4 sense the Liarkness
4 Lnehained Fury +1
+5 Strength Bonst 3 fday
+3 Survivalise
+B Fear Alra
+& Strength Boost 4/day

+ Unchained Fury +2



Fear Aura (Ex): This ability operates ws a free sction, and
functions as the farr spell Targets may make o Will save (DC 10
+ the Shadowlands vetecan's Chadsma modifier) to resist the
effects, This affects only enemies within the vereran's threar
ened avea, This isan extcaordinacy ability;

SHINTO
=XPLORER

Since the Kami Shinjo firet led them bevond the boundaries
Gf Rukugnn. hE‘I P-ED'FI-;E J.'!IQVE PDSS-E'E.'SEEI an unquenchqb[é
thirst to discover the unknown, The Unicoren are the only
Rolkupant who regularly dare to explore the strange
lands noreh and west of the Empire’s borders. These

hardy explorers often ride out wlone despite the
dangers of these untamed lainds, ready to.over-
come any adversity and bring knowledge of
their discoverics back to their clan.

The will to explore is strong even ameng
thwse Unicuc whe live their entire lives
within the Empire. Seme Unicorn turn
their arcensions oward che wilds of the
Shinomen, the Flaihs Above Evll, the
rigeed Seikitsu Mountains, or the wide
Ice Plains of their own territory 1 an
area within Rolugan has not vet been
tamed, the brave explorers of the Lini-
catn éan be counted on to tucn their
attentions to it. The reputation of the
Unicorns cavaley explorers precedes
them; those who wish to journey into
unknown lands would be wise to have
& Shinjo or Moto riding at their side.

Muost explorers are rangers of the
Shinjo family. A good number are
tighters or samurai from the other |
Unicorn Gundlies. Docasionally, a Uni-
corn ropue who has made too many
enemies in civilized territories retires
1o the life of an explorer as well,

Hir Die: d10.

REQUIREMENTS
Toqualily o becoie 1 Shinjoex p!ur.v:l__. a characier st [ulfill
all thie following criteria,

Base attack bonus: +3
Clan: Unicorn.

TasLE 1=27: THE SHIN]JO EXPLORER

Base Fort Ref

Lewval Attack Banus Ravae Save
st +1 +2 +2
Znd +7 +3 +3
3rd +3 +3 +3
4th 44 e +4
5th +3 +4 +d
fith +6 +3 +5
7ih +7 +5 +5
gLk +8 +6 +6
ath +9 +6 +

106th +10 +7 +7

Shings Explorer

gkills: Handle Animal: 5 vanles, Intuit Dircetion: 5 ranks,

Lide: 5 ranks, Wilderness Lore: 5 ranks.
FCeats: Tracl

CLASS SKILLS

The Shinja explorer’s class skills {and che key ability for each
skill} are Animal Empathy {Cha), Climb (Str), Crafr {Inc),
Hendle Animel (Cha), Heal (Wis), Hide (Dex], Intuit Direc
tion (Wis), Jump (Str), Enowledge (Narure} (Int), Listen
{Wis), Move Silenely (Dex), Trofession {Wis), Ride [Dex,
Search {Int), Spet {Wis), Swim (Se1), Use Rope (Dex}, and
Wilderness Lore (%is) (See the Bluyers Hundboolk™ for skill
deseriptions.)
Skill Foints at Each Level: 4 + Inc modifier,

Examples of Shinjo Explorers in Legend of the
Five Rings: Moto Yesugai, Shinjo Rojin, Shinjo
Sanatama

CLASS FEATURES

All ol ihe following are class features of the
Shinjo explorer prestige class.
Weapon and Armor Proficiency:
Shinjo Explorers are proficient in all
simple and martial weapons, and in light
anel medim armern. Armer cheek penal-
ties for armor heavier than leather apply
to- the skills Balance, Climhb, Escape
Artist, Hide, Jump, Move Silently, Picl:
Poclet, and Tumble,
Shared Stride: At firer leval, the
Shinjo Explorer learns a complex tech-
filguein which the ckp!cm:r and one of
his trained beasts (usually a sreed)
moye as one to th:il— I:H:!t ndvantngt.
Onee per round, as a free action, the
explorer may make a skill check (DC
20). This is a Bide check [oca sweed, w
a Handle Animal check for a ireined
animal (must be within five feet of the
explorer). If this checl is successful, the
. % exploter and animal may use the berter
e AC of the two for the fallowing round.
i Animal Companion: The Shinje Explarer
gains an animal companion at first level This
can be either 2 war dog (use wolf statictics), Falcon (use hawle
stats) or a Shinjo steed (use Light War Horge srats) This
anirnal is identical toa normal animal of its type, sxcopt that it
gaing +2 hit dice, +1 Int, evasion (identical to the rogue
ability), and an empathic link with the explorer up to o range

anij-

il @
sy

will '
Sadve Special
+0 Shared Stride, Animal Companiar
+0 Way of the Land
+1 Absolute Direction
+1 Way of the Land
+1 Gaijin Gear
+2 ‘Way of the Land
+2 Anirnal Companton
+2 Way ol the Land
+3 Gaijin Gear
+3 Way of the Land, Animal Companion
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af one mile. The cxplorer cannot sec through the animal’
eyes, but each can find the other unerringly and communicate
emotional states to one another, With training, the explorer
can summen the animal te his side or command it empathi-
cally Thougly this anine] is o ceatuee of naluge, is special link
to the explorer causes it to be treated as if it were a magical
beast. The explorer may wse Shared Seride with his animal
companions atg range of up to fifteen feer,

At shurh level and renth level the explorer gains another
animal companion. All previous companions gain another +2
hir dice, +1 Tht, and improved evasion (identical to the rogie
ahility; this ability is only gained once per animal). If the
exploret already poscesces 4 Shinjo Stead, he may net
summon o second steed. If an explorer’s animal companion
dies, he must wait a full vear before replacing it. (The new
animal has eeate and abilities equal to the lost animal.)

Way of the Land: This ability is gained at second level, and
avery other level thercafter (fourth, sixth, cight, and tenth),
The explorer may choose onc of two cffects cach time this
ability is gained. He may either gain‘a +2 circumstance bonus
on all Wilderness and Tntuit Divection checks, or le may gain
a +8 regional bonus on Wilderness and Tnolt Divecticon
checks in g specilic geogmphical area (any area listed in the
location guide), The +2 bonus may be chosen mulriple rimes,
and stacks with itself or with 4 +5 regional bonus. The &
bonus apphies 1o a different region each time ieis gained.

Absolure Direction: This ahility is gained at second level
The explorer instantly and automatically talees 10 o all Tnroit
Ditection checks, and can take 20 on an Intuit Divection
check with a full round action.

Caijin Gear: The explorer is skilled at making use of
unusnal equipment. At fifth and ninth level, the explorer
gains one of the tollowing: Heavy Armor Proficiency; Shield
Proficiency, or an Exotic Weapon Proficiency of his choice.
Wenpons tend to be stranpe paijin wespons (such ag
grcatswurds and s!ings} rather than Rut{ugan{ WCApOTS,

SIZEGEMAST=ER

All bushi are students of warfare. 1t s simply patt of whoand
what they are: warriors in the sworn service of another Some,
however, extend their study of battle bayond the mere mas-
tery of martial weapons. They study tactics and strategy, the
ebb and flow of victory upon the lield of mase bartle. These
gatnurai become commandere of men, officers in the armies of
the clan.

Within this subset of warriors exists another, smaller group
of men, In the Crab Clan, cortain students of warfare study the
art of the siege: the defense and destruction of fortifications,

TapLE 1-28: THE SIEGEMASTER

Base Fart Ref

Lewveal Attack Bonus Save Save
1st +1 +7 +0
2nd +2 +3 +0
3rd +3 +3 +1
4th +4 +4 +1
5th +5 +4 +1
Gth 46 +5 42
Tth +7 +5 +2
Ath +8 +8 +2
Sth +9 +6 +3

10tk +10 +7 +3

When war comes and the battle for territory rages; there are
no tacticians more valued than the siegemasters.
Siegemiasters dre tained o recopnize, delend and exploit:
strwctural weslenesses witlin focifications, Given the proper
men and eyuipment, there is nostrucaiee they cannot wpple,
no fortification they cannot defend. On the rare occasions:
when two equally marched siegemasters oppose one another
on the banlefield, the confrentations often lagt for weeks o
even months and sometimes-end in a toeal stalemate,
Samurai are nhvionsly the class wha most often enter the
ranks of the siegemasters. Uther marrially oriented classes are
also enitable While ir is not impossible for shugenja or
caurtiets to bacome siegemmasters, it is extremely uncormmon,
Hit die: de.

REQUIREMENTS

To qualify to become a siegemaster, a charaeter must fulfillall
the fallowing criteria

Baze Attack Bonas: +5

Clan: Crab,

Skills: Battle: § panks, Craft {atmorer or weaponsmith): 3
ranke,

Feats: Alertness, Endurance, Weapon Focus: Any ont
WeRpon.

CLASS SKILLS

The siegemaster’s class ckills (and Jeey ability for each slill) are-
Battle {Int), Cratt{Int), Diplomacy (Cha}, Disable Device [Int),
Open Lock (Dex), Ride (Dex), Sense Motive (Int), and Spat
i Wish The Bartle skill is described in this boole

Ekill Points per Level: 4 | Int modifier

Ezamples of siegemasters in Legend of the Five Rings
Kain Fnde, Tkoma Gunjin, Kain Utsn, Bayushi Tomaru, Kaiu
Suman.

CLASS FEATURES

All of the tollowing ate elass Features of the sicgemaster
prestige class.

Weapon and Armor Proficiency: The siegemaster is
proficient with all Simple, Martial, and Siege weapons and
with Light, Medium, and Heavy Avinor. Avmor check peiul-
ties for pesmor heavier tan leather apply w e skills Balunce,
Climb, Escape Artist, Hide, Jurap, Move Silently, Pick Packet,
and Tumble.

Leadership: At 151 level, the siegemaster pains the
Leadership fear if he does nor already possess it

Command: At the 2nd level, the siepemaster learns 1)
ingpire the troops under his command rocachisve their full

will
Save Special
+ Leadarship
+0 Commantd +1
+1 Leadership haniis +1
+1 Command +2
+1 Bonus Feat
+2 Leadership bonus +2. Command +3
+2 Bonus Feat
+2 Command +4
+3 Leadership bonus +3
+3 Command +5



potential, By refraining [rom actiow did encouraging an
individual or widr wnder Lis command, the siegemaster may
granl them an additional +1 bonus 1o any skill check or to any
dccick roll made wirth a siege weapon during that action. This
bomus increases by an additonal +1 every two levels thereafeer
f4th, sth, sth, and 1oth).

Leadership Bonus: Beginning at the 3rd level, the
siggemasrer gains o +1 honng ta his leadership level (equal o
character level + Charisma modifier), This higher level allows
him to attract and command more skilled and experienced
soldiets. This bonus increases by an additionsl +1 évery twe
levels thereatrer (5th, 7th, and 9th), The sisgemasters cohorts
and tollowers are always rogues and experts teained in
siegecraft.

Bonus Feat: At the Sthand 7th levels; the siegemaster may
seleeran additional feat from the following list: Dodge, Grear
Forritude, Lmproved Initiative, Iron Will, Mounted Combat,
Power Artack, Skill Focus, Toughness, and ¥eapun Fovws, The
siggemaster must eet all prereguisices for the lear selecred,
'lﬂtt'r: besnius [eats are in adiditon to the fears gained every 3
EVELS,

TH= STORM
L=GION

For most of the Mantis Clan’s long history, its finest wartiors
have been mercenaries serving other clung in order to enrich
the clan'z coffers. Their unorthodos: fighting style was an
unknewn quantity on the bartleficld, often giving the Maneis'
emplovers an edge over their foes. Throughout the centuries,
the men leading these mercenaries have always beeu
members of the elire Sronm Legion,

The bantis Clan was lvunded by Kaimeesu-ue, the son of
the Crab Champion Osano-Wo, during the dawn of the
Empire. Kaimersu-uo, whose morther wias a Llon samurai-ko
tand whose grandmother was the celestial Dragon of
Thunder), was an exemplary wartior whe was overlonked as
his father's heir in favor of annther san harn of 2 geisha
Taking wirh him enly his mother and a few loval guardemen,
Kaimetau-no retreated to the lelands of Spice and Silk and
formed the first minot clun in the Empire, the Mantis, Brer
since that time, the descendants of his personal guard have
been inducred inre the Storm Legion when they come of age.

The members of the Storm Legion arve the commanders
of the Mantis armies. They are loyel to their clan beyond
question, and arc smong the most zealous samurat in the
Empirc. When the Mantis were declated a Grear Clan, the
Storm Legien became the personal guard of Lovd Yorivomo,

TanLe 1-29: THE STormM LECIONMAIRE

Bace Fort Ref

Laval Attack Bonus Save Save
Tst +1 +2 +]
Ind 42 +3 43
Ard +3 43 %]
dth +4 +4 %]
5th +53 +4 +1
Gth +h +5 +2
7th +7 +h gt
&th +8 +6 4
ath +4 +6 +3
10th +18 +7 +3

the Chempion of the Mantis, Whenever the Mantis lord
requires a rrustworthy and dependable servant to complere 3
sensitive mission, it is always a Storm Leginnnaire who s
deploved.

Hit die: d10.

Nate: This prestige class is essentially an optional expanded
version of the Mantic Mercenary presented in Orienfal
Advenhures™ If you are using this precitge elage in your
campaign, the Mantis Mercenary should not be available as
a seperate prestige class,

REQUIREMENTS

To qualify to become a member of the Storm Legion,
a character tast fulfll a1l the following criteria,

Bage Attack Bonus:! 47

Clan: Manris,

Sleille: Balance: 4 vanks:

Feats: Dodge, Power Attucl, Wespon Focus (oncof the
following weapans: chain, i:l'u'j:'ﬁl:i, jitee, kama; kusari-gama,
nunchaku, sai, shikomi-zue, ot tonfa).

CLASS SKILLS

The storm leglonnaire’s elass skille (and key ability for each
skill} ave Balance {Dex), Climb (Str), Ceaft (Int), [ntimidate
{Cha}, Jumgp (Str), Profession (Wis), Search (Int), Spot (Wis),
and Swim (Ste).

Skill Points per Lovel: 4+ Int modifier,

Tmamples of storm legionmaires in Legend of the Five
Rings: Yoritome, Bayushi Acamasu, Yoritemo Yukue,
Yoriwemo Kanbe, Yorivome Denkyw, Yoriiemo Kamoto,

CLASS FEATURES

Ml of the following are class features of the storm legionnaire
prestige class,

Weapon and Armor Proficiency: The storiu legionmice is
proficient wich the following peasant wnd exotic weapons:
chain, chijivikl, jitte, kama, kusari-gama. nunchaku, sai,
shikomni-zue, siangham, and wnfa They are also proficient with
Light and Medium armor. Armor check penalries for armor
heavier than leather apply 1o the skills Balance, Climb, Escape
Artise; Hide, Tump, Move Silently, Pick Pocker, and Tumble.

Riding the Waves: Storm legionnaites gain a +5 competence
bomus to Ralanee checks made ta leep their footing on an unsure
stirface, such as.an uneven floor ice, ot ¢ shiph deck in a storm,

Two-weapon Fighting: When wearing light or'no armor, 2
storm legionnaire can fight with two weapons as it he had the
feats Ambidexterity and Tivo-weapon Fighting. He loses this
special bonug when fighting in medivm or heavy armor, but
not when using a double weapon {such as a kusari gama),

will
Save Special
+0 Riding the Waves, two-weapon fighting
+0
+1 Vaoice of the Storm
+1 Double attack +1d4
Sl Yoritome's Rolling Wayve
+2 Diouble attack +2d4
47 Hand ot Dzans\fo
4 Child of Ogano-Wo. [Void bonus)
+3 Double attack +3d4

+3 Child of Dsano-%n [double Yoid)
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Double Attack: The storm legionnaires specialize In
attacking with multiple weapons, throwing their foe off-bal-
ance with the {irststike, and leaving him vpen for the
second: Beginning at the 4th level; whenever the legionnaire
attacks with a weaponin each hand during a single combar
round he may add +1d4 to the damage of the second strike.
This damage bonus Increases to +2d4 upon reaching the ath
level and +3d4 ar sth level,

Voice of the Storm: A storm legionhaiee of ar legst 3ed
lewel can summon the power of Osano-Wao, the Fortune of
Storms, and channel it through his body for 2 moment. Onee
per day, the leglonnaire'can add his class level gz an enhanee
ment bonus to his Strength, Activating this power iz« free
action, atnd the power lasts for 1 round.

Yoritomo's Rolling Wave: Beginning at the 5th level, the
storm legionnaire learns the unique bobbing metion invented
by Yoritamo, When vging the Dodge fear, the leglonnalre adds
his Intelligence or Wisdom bonus (whichever is higher) to
the dedge bonus to AC granted by che feat

Child of Osano"Wo: Calling upon the yrew puwer of his
forefachers, e sterm legionnuice s capable of grear feats of
physival strength, Beginning at the 7th level; the leglonnaire
mury spend 4 Void point 1o add +5 roany atrack toll (a5 opposed
1o the normal +2). In addirion, beginning at the 10th level the
leglennaire may spend up an extra Void points per attack in
this fashion.

TH=E SWORD
OFf YOTSV

The Sword of Yotsu 15 one of many etoladate (ronin bands) that
have formed throughout Rekugan: The brotherhood was
formed over ﬁ'ft}l Years ago after the heloic ronin Yolsu
Yatoshin rescued the young Hantei Sutorii rum the clutches
of the Bloodspeakers. The Yorsu family are one of the few
runin fiwmilies in the hiscory of the Empire w be awarded an
official name by the BEmperor

The brorherhood’s purpose is threefold. Their primary duty
{5 the honorable defense and maintenance of the Yatoghin dis-
trict of Otosan Uehi, the Imperial Capital Uheir secondary
duty iz the defense of the helpless ‘The Yotsu earned their
family name by protecting the infant son of the Hantei and
battling the Bloodspeakers; they now see it as their oblipation
to uphaold the heroic tradition of their tounder and battle the
practitioners of makhs wherever they may be found. Thicd,
Swords of Yotsu are expected to seek out ronin whase spirits
are kindred to their cause, and iniduct them inte the brother
hood. The Swords of Yotsu are csteemed throughout the

TaeLe 1-30: THE SworD oF YoTsu

Baze Fart Ref

Lewal Attack Bonus Save Save
Ist +1 +d +3
2nd +2 +3 +1
3rd +3 43 43
4th +4 w4 +4
5th +5 +i +d
Bt +6 45 45
7th +7 +5 45
ath +8 +6 +6
Sth +9 +B +6
10th +10 +7 47

Enmpive g5 honomble ind valorous ssmurai. Even those who.
despise ronin respect the Swords, '

There is more o the Yorsu than meets the eve, however.
Yorsu Yateshins grandfither was once an ise zumi of the'
Dragen Clan, and left his clan to contemplate o riddle spaken:
to him E?Tngz.f:f"li. "“When a man falls, he alsa rises. Bemember:
this, and when ten thansand men have fallen to your nume,
you1 will join the starsin the Celestial Heavens, and your placi
will be among the Fortunes” '

This riddle drives the decsandants and followers of
Yaroshin to this doy Some believe that when ten thousand:
men have sworn fealty to the Yotsu, their line will meer i)
true desting, Some believe that when ten thousand dishones
able foes perish in combat with the Swords of Yotsu, the riddle
will besolved, Unril the answer is revealed, the Swiords ol
Yotsu walk a middle ground, inducting those wonin diey (ind
worthy when possible and fighting the wicked ini the mean
time,

Samurai and rogues are the most likely individuals o ol
the Swords, though g handful of shugenja have been nated!
among their numbers, One thing unifies membership in this
otockodare — only those who have never kooven fealty tas
clan are allowed entry
{(More information about the origine of the Sword of Yotsu
otokodate can be found in Way of the Wolf for the Legend of the.
Five Bings Bole-Flaying Came.)

Hit Die: d13.

R=EQUIREMENTS

To qualify to become 3 sword of Yot o charaeter must fulfill
all the following crireria

Clan: Mone; most be ronin.

Bace: To date the members of the Swords of Yotsu have sl
been human, but there is noreason why an honorable Magaor
Mezumi would not be accepted among them,

Base attack bonies: +4

Alignment: Any non-evil,

Honor: At least one rank.

Skills: Knowledge (Law): 4 ranks, Sense Motive: 4 ranls.
Spot; 4 ranks,

Teats; Alertness, Expertise,

Special: The ronin muost swear fealty 1o the Yorsu family!
and take their nume, A chamacter who does nor meer the rest
of these criteria may swear fealty ro the Swotd of Yotsu:
otokodate, bur may not gain levels in this prestige class unril
he meers the criteria.

will
Save Epecial
+0 Shelter the Blamelass, Sward of Yotsu
+0 Weapan Focus
+1 Bload of Yotsu +1
+1 Expertise bonus +]
+1 SUPE:'iar E:p-ert'ise
+7 Bload of Yatsu +2
+2 Experfise banus +2
+2 Weapnn .‘s_pprinhzntiﬂn
+3 Blood of Yatsu +3

+3 Expertise bonue +3, Hand of Yoty



CLASS SKILLS

The Sword of Yorsu's class skille (and the key abiliry tor aack
ghelll} ave Clirnbs (S, Cratt {Int), Diplomacy (Cha, Intimidate
(Cha), Jumg (Str}, Knowledze (Law), Profession (Wis), Ride
{Dex), Sense Motive (Wis), and Switm (Ser). (See core rulehaok 1
fior skeill descriptions.)

Skill Points at Each Level: 2 + Int modifier,

Examples of Swords of Yotsu in Legend of the Five
Rings: Yotsu Seild, Yotsu Seou, Yorsu Shoku.

CLASS FERATURES

All of the following are cliss feattirés of the
Sword of Yatsu prostige class.

Weapon and Armor Proficiency:
Swords of Yotsu are proficient in
all simple and martial weapons,
and tn light and medisi aemor,
Annur check penalties for armor
heavier chan leather apply to che
skills Balance, Climb, Escape
Artisr, Hide, Tump, Move Silenth
Fick Pocket, and Tumble.

Shelter the Hlameless: Af firgr
levrel, the Sword of Yotsu gains this abil-
ity, When using the aid another setion
(sze cove yulehonk T o augment an all}*‘s‘ AL,
their AC gaing an additional citcum-
stance bonue Equa[ to the Sword of Yotsus
Intelligence bonus. (Mormally, aid another
provides only ¢ 12 benus to an ally's AC.)

Sword of Yotsu: All thoae whe join the
Sword of Yotsu are given a masterworlk
katana and daishe (if they do not already
have one} While be keeps this dulsho on
hiis persun the Swond of Yotsu can gain no
peines of Shadowlands Tainr unless he
acrively uses maho, The characrer also galns
the samurals ancesteal daisho abiliey (see
page 31). This ability functions as if his
samural level were equal ro his Sword of
Yoesu lavel If the character haz gamura
levels, his Sword of Yotsu Levels stacl with his
samirai levels for the purposes of the ancestral
daisho ability If the Sword of Yotsu ever gaine the
Shadowlande Taint for any reason, he loges any
ancesiral daisho bonus thar come as a resule of this

| prestige class,

TapLe 1-31: Tne Bounty HunTER

Basa Fort Ref

Level Attack Bonus Save Save
1st +1 +2 +
and +3 13 0
ird +3 +3 1
dth +4 +4 +1
Sth +5 +4 +1
Bth +6 +5 +d

Tth £7 +5 +3°
Ath +¥ +6 +2
ath +4 46 +3
| Tath 410 +7 +4

Sapored of Torts neemiber

Weapon Focus: The Sword of Yorsu gains either Weapon
Focus (katang] or Weapon Focus (walkizashi) for free at second
lewel,

Rlood of Yotsn: The Sword of Yorso gains this ability at
thurd level, Lhe followers of Yotsu Yatoshin believe that those
who fight at the side of their brothers share the strength of
their brothars. If standing within titteen feet of ar least one
other person whe hag sworn fealty to the Yorsa

niame, the Sword of Yotsu may gain a +1 bonus 1o
zither his melee ateack rolls or his AC for the fol
|awing round, so J.nng as a fellow Sword remains

within fifrcen Feet at all rimes. If the Sword’s ally
is an actual sibling (blood-related brother or
sister] as well as a fellow Yousu, the bonos is

tcteased by one: This bonus increses W +32
it sixth level and +3at ninch. A Sword of
Yorsu can only gain this bonus once, no
mater how many of his brothers and sis-
[ers are in range.
Expertise Bonns: The Swords of
Yorau are masrers of dafensa Arsecond
level, the AL bormus provided when nsing
Expertise (or Superior Expertise) ig
increased by one, total. This means thar if
the Sword choozee to take a —4 attack
penalty with Bxpertize, he gainza +5 bonus
to hiz AC. The Sword may choose to take @
0 sttack Pcnnlt}' and 3imp!? gain the
Expertise bonus to his AC, a6 long as he
fallows the ather rules and imitations for
using Expertise, This bonus increases to
+2 at sevently level, and +3 at tentli level
Superivr Expertise: The Sword uf
Yotsu gains this fear (described in Criental
Adventures) for fTee ar fifth level,
Weapon Specialization: The
Sword of Yotsu gainz either Weapan
Specialization (hatana) nr Waapon
Speri::h:r:ﬂnn twakizashi) for fres at
eighth level,
Hand of Yotsu: At tenth level, the
Sword of Yotsu is considerad a spiritual
dedeendant of Yotsu Yatoehin, and i
esteemed as an equal by the ronins oue
descendunts. The Sword now has the right to
awear his fellow ronin to the mame of Yorsu,
and induet orhers into this prestige class if they
meet the criteria, If this ability is abused, the Sword
of Yorsu otokodare may revole it

Wil
Save Special
+0 Ranged Attack Bonus +1, Quick Shot
i Increased Range
i Ranped Attack Bonus 12
+]1 Damage Bonus +d3
+] * Ranged Attack Bonus 43
+d Increased Range
+2 Ranped Attack Bonus +4
+2 Damage Bonus +d10
+3 Ranged Attack Bonus 45
+3 Ihe Arrow Knows the Way, Increased Range
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WASY BOUNTY
HUNT=R

Decades ago, 1 Lion matden and a Scorpion loed went against
the wiches of their reepective ¢lans to share their love of one
another, Although they were tolerated for a time, when the
Scorpion announced his intention to make their son his rghe-
Ful hisir, the twe clans united to destroy the rogue lord and his
miatrezs, Only their son Tsuruchi survived. Through cunning
and diplomacy, he grined the favor of the Emerald Champion
and laid claim to his fathec's land as his own, forming the
Wasp Clan i the process,

The Wasp Clan was ¢ tiny clan based on the southern
border of the Spine of the World Mountains. Bom from the
treachery of samural, the Wasp lord Tsuruchi denounced
bushido and the way of the sword in favor of the bow. (See page
18thin Chapter & for maore details) Solely hecause of their
daimyni teamendemis glal], sll Wasp were granted the statue of
Emerald Magistrates and commanded ro hunt down criminals
and fugitives throughout the Empite,

Wasp Bounty Hunters do not follow the code of bushids s
do other samurai. They do not carey a daigho, They rely
exclusively upon their bow and their wits, They husne
criminals for the bounty upon their heads, There i very little
thc? have in common with the ssmurai of the Ercat clans. The
Wasp do, however, honor their word, When a 'Wasp makesa
promise; it will be fulfilled ne mateer the cost,

The Wasp Clan joined Yoritomo's Alliance during the Clan
War, remaining steadfast allies witly thee Mautis alier the latier
gained Gieat Clan st Tsaruchi himself remained one of
Yoritomo's lieutenants and pledged the Wasp to serve the
Mantis, Alchough Tsuruchi disappeared shorily before the
Barrle ar Oblivlon’s Gare, his successors honered his memory
by maintaining the Wasp's close ties to the Mantis. Tn recen
months, the Wasp Clan has hecome the Tsurnrhi family af the
| Mannz Clan, a truch many yoning Waspare reluctant to accepL.
hi Hit die: d&
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Ll REQUIREMENTS
To qualify ro become 4 Wasp Bounty Hunter, a character must
fulfill all ehe following criteria.

Base Artack Bonus: 6

Clan: Wasp {Tsurnchs fimaly of the Maneis).

Skills: Cather Information- 4 rasils, Knowledge Haw): 4
| ranls.
Rt e Feats: Weapon Proficiency {bow), Weapon Focus (bow).

CLASS SKILLS
The Wasp Bounty Hunter's class skills (and key ability for
each skillyare Bluff (Cha), Cather Tnformation (Cha), Hide
(Nex); Intimidate (Cha), Intuit Direction (Wis), Knowledge
[Law), Move Silently (Dex), Search (Int), Sense Motive {Wis),
Spor (Wis), and Wilderness Love (Wis).
Skill Points per Level: 4 + [nt modifier.

Examples of Wasp bounty hunters in Legend of the Five
Rings: Tsuruchi, Mukemi, Ashinagabachi Ichiro, Truruchi
Dkeme.

A MOT= On
7RESTIGE CLASSES

Some pros
irmnpli

CLASS FEATURES

All of the following are class features of the Wasp bounry
hunter prestige class,

Weapon and Armor Proficiency: Wasp bounty hunters
are proficient with all Simple and Mertial weapons aswell g5
with Light armer. Armor check pensltics for armor heavier
than leather apply to the shilla Balance, Climb, Escape Artist,
Hide, Jumnp, Move Silently, Tick Tocket, and Tumble,

Ranged Attack Bonus: Deginning at 1st level, the bounry
hunter receives an additional +1 attack bonus tut only applies:
ro-fanged atmcks with o bow, This bonus is cumulacive with
vther attack bunuses. This bonus increases by one every mwo
Lewels thereafrer {3rd, sth, 7ch, and sth levels).

Ouick Shor: If the bounty hunter has an arrow readied
when combat beging, he teceives an Initiative bonus equal 1n
his elass level for the firse round if he Ares the how doring the
first round. For example, 2 3rd level Wasp bounty hunter
wonld receive g 43 Initiative bonugs during the first tound of
combat if he had an srrew nocked to fire when the combat
began. After the first round, your initiative total ig lowered by
3, in the same manner as it you had held your action. (Though
you may still take a full acrion in that round.)

Increased Range: The bounty hunter has mastercd the art
of the arced shot, dramatically increasing the accurate range
of his arrows. Beginning at 2nd level, the bounty hunter may
add 10 feer to the Range Increment of any bow, This boous is
gained again at the éth and 10th levels for a weal of 30
additional feet added ouen e Rauige Tncoemend,

Damage Bonus: True mascery of the bow means thara
largei’s armor is irrelevant, The bounty hunter knows the
wealt points of armaor and can sretke unprotected areas with
deadly accuracy. Beginning at level 4, the bounty hunter gains:
i damage bonus of +1d8 on all shors within a weapon's
standard Range Incretnant. This bonts increases to +1d10 e
the Arh level

The Arrow Knows the Way: The bounty bunter has tuly
mastered the art of the bow, firing withowt thought, [f the
bounty bunter takes a bull round to focus his energy upan a
sinnghe targer and then Hees in o single, fluid motion, he may
take 20 on the attack roll {an action not normally alloveed with
attack rolls) the following round. This cannot resulting
eritical hit. To score a critical hir, the bouney hunret must roll
as mormal, This does not incor a time penalty as por the
notimal rules for taking 20,



dead, good or evil: Each stone, tree, watertall, and
weapon is inhabired by ‘one or moresof the minor
elemental spitits calléd kami (not to be contused with the
‘Kami, the'children of Sun and Moon who .Euundhd tha
clans), Thése spiritsate vaguely intellizent, able to speak
with and obey those who Have the gift of uinderstanding
therm Monks, Hetshin, and sodan-senzo all can communi-
cattviith che kimivaticast on A Basic level, but the shugenija
is the mmaster ofhearing and living svith.the kami. | _
Magicin the Empire is a form of prayer and SOECETY.
There isnio deepand scholarly seivice b miit ba}uud the

l o Rokugas, therdid s spiritin everything, living and

simple ability to speak with the kami. A shugenja’s traininy

startswhen the student learns how to Hone his. abiliry o
call upon-the kami. The chahneling of the. kami's power
takes itz roll or the shugenjas spirit, and limitsthe At
‘of times he can ¢all Hpan: such poar h:gfnre helmugsfrest
Az the shugenja grows in power, sa.daes his. ahility o eall
irpon gredter rasks of the kami and more often,

Casting a spellis 4 simple process, for those who araable.
The shiigenjz simply viters o praver to the kami
beseeching them for nid; and spaaking hig commands,
& spelf uzually requires: a.n.-.‘-ﬁ: da (a blessed scrall l'i'lf,'.' prayer
for the spell is written on) as s fucus The Jeami kel asily
pleased and amused, and rarcly ignorc the shugenijas
demands The accepted view ofshugenja is that the kami
te niof servatits, but holy spivits that gtant the wishes of the

Pt suclias [ilt..f.ll&tl'i"iﬂx Herwever there have boen more |

than # few shugenje who are neither pious not Very
respecrtul of the kami. Being minor elemental spiries, the

kami hardly remember mistreatment at the hands of any® —

single shugenja-Those few kami that do remember
genetally dever seethat shugehja again, for there are count-

lesskami in the Empires & shugenga that continually abuses .

his gﬂ:’f: may attractthe attention of the Forttines; however,

and thatis where trouble can bagin for the rague shugen}a

HIZEXRARC

Y OF
THZ S?IRITS

S —— e =
T Every it Fs o r:m:.in, whi in Iurr: [.-nurs frlﬂtmd o ui‘Iﬂﬂlfr
lord. All things st eventually tinswer lu&um‘sﬂlmg e

powerful, until we gl bow before Sunand Moow. Such is the

Cs[_asi.iﬁ["mﬁer."

MHI

Though they hl:.lp to hold (he material world tgethes, the

EI:rluII'J.Enﬂ:'lt:= Tl kami thdy inhabit Es.lkug':lllén: the least
of the §pir ar ke&P warch over the .qui.tt: The lesser
kami are shadowed by gréater kami, who are simply more
pw‘&rf{ll more intelligent brothers of the more common
learnt- Elemenral spirits who are summoned into physical
form’ ‘tend tohe-of these gredter, Iumi A8 31'& thie more
pamvacful manifestations of elemennl niagic

“The greater kami, in ruen, snswet o the Oracles of the
alements, These O:ﬂ.eles are the mamfeﬂtn!fﬂu of the
Eletmental Dragons’ power in Rokugan, There Have been

Fiwe Oraclessince L..u:lg.r ﬁun ;rnd Lord Medan llfu'.'rd the -

' kelyn Hatorl
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Celestial Heavens away from the land of movtls and the
Elemental Dragons chose o Ieave behind a "shadow soul” of
their power. The Diagons, though mostly bound in the Celes-
tial Heavens, can see throush the eves of their Oracles and
bring their puwer forth through these vessels.

Powers: The kami, greater and lesser, can be compared o
the morals of Rokugan. They are the most commaon spirirs,
and while powerful, they are hardly impressive, In the end,
while the foundation for magic in the Empire, they are
generally harmless and powerless on their own. They require
an otside force {such s a shugenja or Fortune) to command
them. Most kami can be summoned, questionad, or even
imprisonad by a competent shugenja,

ORACLES

The Cracles themselves are hoth more and less than human.
The spirit of the Dragon changes its host frum time to time,
forr reasons and in ways still not fully understood by aven
Phoenix scholars: However, the spirit remains largely
unchanged, even though the host may be different
TheOracles rest in remote sanctuaries that sometimes change,
but are always appropriate to the element each Cricle repre-
sents, For example, the Oracle of Earth has always resided ina
tower tmade of vines woven tight encugh to form the very
walls and floors of the rower itself, This tower has constantly
stood in the Twilight Mountains near the Crab provinces.
Beaching an Oracle for guidance is never an easy task, and is
the subject of mauy plays, novels, and stories,

The power of sharing a Dragon’s soul has always preven too
much for a mortal spirir. In the past, the Dragons psyche has
overcome the mortal mind, the host becoming nothing more
than a shell for 4 Dragon’s extensiaon. The five most recent
Oracles have diverged from this precedent, and have retained
their mortal minds and desires in come form, The most
nbviaus sxample of this change i¢ the current Oracle of the
Vaoid, Loturi Kaede. Shortly before the end of the Clan Wars,
Isawa Kzede heard the call of her desting as Oracle of the Void
and disappeared. However, when the Living Datlness made
its attempt ta end the Empire, she returned to help guide her
clan and restore Emperor Toturd to his rightful self The two
were martied, and Kaede lived for thirty more years as 2
mortal in the Empire, Shortly after Toturi's death; however,
she disappeared into the Void, leaving the Emnpire in 3 state of
uphesval. In contrast, Hiruma Osuiw, the current Oracle of
Earth, is aleeady forgetting his vwn morril name and history,
Berhaps tliis change is nul as permanenr as it appeared ar ficse,

Anuther recent oddity is the reporr of an "Oracle of
Thunder” A millennium of Phoenix research has never
uncovered an Oracle of Thunder, nor have the othar Cracles
spoken of its existence. However, shortly hefore the Battle at
Oblivien's Gate, 3 handful of members from each Clan all
spoke of being visited by such a being in their dreams. Larer
investigation showed that those seme samureai, monks, and
shugenja were curried by the five Elemental Dragons to the
Battle at Oblivions Gate. It this iz true; it raises questions
about the existence of an Oracle connected to the Celestial
Dragon, and the possible Dark counterparts of the Oracles of
Thunder and the Celestisl Heavens,

Powers: As the representation of a Dragon’s power in the
mortal world, Oracles sre a force thar should always be
respocted. Though none are sure where the Dudk Onacles draw
their power from, they are as mighty as their counterparrs.
Oracles have undone e swuls of offensive mormals with 2
simple gesture in the past, and would not hesitate to do so

TH= ORACLES
Thecurrent locations and
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again if they felt threatened. For all their power, however, they
ate bound by the Celestial Order just like everything clsc,
Oiracles, when encounterad, can be asked & single question,
Each Oeacle must answer a question fora movtal when asked,
but only once. Often the Oracle itself does not know the
answer until the question is asked, and the Dragon's soul por
vides the information as the Oracle speaks it Many have
attemnpted to seek outall the Guacles, to gain puidance from
each, but the task is monumental. Also, an Oracle cannot
meddle directly in the alfairs of mortals excepr in self-defense.
When the Dark Oracles accempr 1o harass the Light Oracles,
they generally do so through intermediaries. The Oracles
power is nearly limitless against mortal beings. Attracting
thelr anger is suicide, plain and simpla

FORTUNES AND DRAGONS

Above the Otacles are the lesser Formunes. There are hundreds
of these miner gods; pattons of certain aspects of life or the
world such as roads, jov, households, windows, contentmant,
and so on. The lesser Foreunes do not interact with the world
of mortals neatly 4s frequently as the elemental kami or even
the Oracles These Fortunes ate sometimes mortals, elevatad
o divine starus by agreement hetween rhe Celestial Haavens
and the Emperor {who is the head of the Shintao religion).
Uksano-Wo is an example of how a mortal ean rize to the staus
of & Fortune, but hiz power ie much more impressive than the
mytiad Jesser Fortunes.

The second most powerful inhabitants of the Celestial
Heavens and Rokugen arc the Dragons and Fortunes.
The Seven Fortunes are gods and patrons of seven of the most
importent aapects of life. The Dragons each represent 4
fundamenital part of the universe, The five Elemental Dragons
cach command the aspects of Aiv, Eactly, Fiee, Water, and the
Void, The two temalning Deagons are the Thunder and
Celestial Dragouns, The Thunder Dragon represents the force
not only of the storm, but also of the human spirir and



courage, The Celestial Dragon is charged with the srewardship
af the Calestial Heavens, hoth ensuring the Crder is secure in
Ralrgan and the Heavens, and carrying worthy mortals ro the
Hesvens, When a mortal becomes a Fortune, itis this Dragon
that carries the soul to its new bome,

The reports of a Jade Dragon can actually be attributed to an
aspect of the Fortune of Strength, Bishamon, Like many
Celestial beings, the Fortunes often appear as sither humans
with otherworldly features (such as stars for eyes, or fire
instead of hait), or a5 4 Dragon, The mest famous example is
Osano-Wo, who was ediginally the son of the Eami Hida and
the Thunder Dragon, Osane-Wo has since ascended to the
place of the Fortune of Fire and Thunder, and occasionally
appears in portents and dregins 3 4 geean dragon dancing
among rthe lighming and thunder of a terrible stwem, Wnlike
dragons, however, the Forrunes are generally prayed w and
asked for guidance. Fortunes keep no Oracles like their
Celestial brethren, instead choosing to wotk thelr willin g
more direct manner when it suits them. Like many in the
Heavens, the Fortmnes are generally compassionate but fickle,
Somatites incurring the weath of 3 Fortuna can be an sasy
thing, while other rimes the Fortunes simply do not seem to
care how much they are affronted. However, no matter the
reason, when o Fortune is roused to anper, theivwrarh iz often
swift and tecrible.

Powers: Nothing can compare to the
might of 2 Foreune or Dragon, cxcept & more
powerful Tortune or Dragon, or the Sun
and Moon, Where the Oracles ave bound to
it in oy cettaln way within the Order, these
beings are not, Huwever, the Dragons and
Forrunes are fond of mankind, and du oo
express their anger on a whim. Usually,
All the terrifying powet rthar an Oracle
pessesses is just a shadow of whar a
true Uragon 15 capable of, a power
matched by the Forfiines as well They
cannot be harmed by means compre-
hensibla to mortals, but that does not

mean they will take a harmless affront lightly
SUNL AND MOON

The most powerful beings of the Heavens ate Sun and
Moon Tn the past thirty years, hoth have been replaced by
mortals: the man once known as Hida Yakama is Lard Sun,
and the samurai-lo Mirumete Hitomi is Lady Moon, These
two Higures do not tale much of an active role in the life or
magic of Relugan, but they are still vensrated and faared.

Powers: These are the primal torces that have created
everything. If sttacking an Oracle is suicide, provoking the
anger of Sun and Meon is both suleide and insanity, Lile all
things, however, it is possible to end the cxisténee of such
things, Mirumote 1litomi, bolstered by the power of the
Dragon Karni Topashi; the Hand of Lord Moon, and a sword
made from Lurd Boois owi bone, was able to defeat the Tiest
Moon. OF course, the First Muon bad also split his power in
half to artempr 1o destroy Hitomi and end the existence of
Toturd the First, When you feel as if your characrers are on par
with such power, feel free to call down the Heavens.

RATUAL RAGIC |

In Rolugsn, there ave no spells, Insread, shugenja recire
pravers to the Forrunes. These prayers, if recited properly,
result in the intervention of the kami, elemmental spirits wha
perform the function agked of them by the shugenjs, thus
achieving o predetermined elfect. In essence, the shugenja
uses his own spiritual energy to both request and demand the
service of the clements themselves. For those who have the
training, this means that multiple shugenjs can focus their
energics on a single prayer, thereby increasing the effect
produced by the kami who answer the prayer, This is known
as titual magic.

©n the sudface, the premise of dioal wagic is very simple:

multiple shugenja recite che same prayer at the sume e 1o

produce alsrger and more powerful effect. In reality, however,

it is congiderably more complicared. Multiple shugenja
teciting the same prayer at the same rime would only produce
multiple effects father than a larger, single effect. Shugenja
must be trained to foctis their energies together into a single
praver Attempting to do so withowt proper training can result
at best in the squandering of the shugenja's energy and at
wotst it a catastrophic failure of the type that
can cauge significant magical backlash to the
shugenja in question,
When casting ritwal magic, the §
casters involved must first possess the 0
feat Bitual Magic (sec Chapter One, page
533, The participants must select the load
shugenija, the individual whe will be
leading the effort. This will always be
the shugenja ol the highest level in
the group performing the ritual
The kami summoned by the prayer
sense the most powerful shugenia
in their midst and will flock 10 him.

In the event of shugenja of equal level

being irvolved in the casting, the group

may choose who the lead caster will he The lead
shugenja in any ritual must be able to cast the spell
in question a¢ if it were three levels higher The lead
shugenja may use additional metamagic Feats to aug-

ment the spells effect, but other cooperating shugenja cannot,
Whenever a spell 15 cast as a ritual) the casting time is
automatically doubled in addition to the normal cesting time
required for a shugenja to use a metamagic feat. Any spell that
does not alieady possess the components Verbal and Somaric
adds those reguiternents as part of the ritual, Material compe-
nent requirements must be supplied by each participant,
which can dramarically increase the expense of the spell.

‘When severil shugenja cast a single spell, however, the effecs

of the spell increase considerably. For each shugenia beyond

the first participaring in the ritual, you may improve the spell
in.one of the following ways:

» Increace the timed duration of a spell by a single increment
(i2. from 1 minute/Tovel to 2 minuteslevel, from 5 min-
uteg,/level to 6 minutes/level, ate). Spells with 4 duration of
Instantaneous or Permanent cannot have theit durations
changed wia ritupl magic.

= Increese the damape of a spell by one die (ie. brom 4de to 5de,
3d10 16 410, ete). This can increase the damage of 4 gpell
beyond its normal maximum, although no ritual spell may
ever exnveed twice its normal maximum damage rating.
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* Increase the DO of the save against the spell by 2.
* Increase the effective caster level for the spell by 2.

Each additivnal shugenja’s bonus may be applied toa
different spell improvement,

Example: if five shugenia are casting a single spell (theveby grant-
ing four improvements to the spell), the spell could tevease ite diva-
tion by ene increment, add twa additional dice of damage, and
increse the 00 of the atye agamst the spell by 2.

SEZCRET LORE

The elemental magic of the kami, the dark power of maho, and
the enlightened arts of kilio are (he most recognized forms of
ugic, but ey ace oot the only magic known in the Emplre.
& variety of secrer magical arts are also pracriced. A number of
feats are described in this section rather than in the Spellsand
IMaglc sectlon, as their use should be relatively rare A player
must always get the DM’ permission hefore learning 2 Secret
Love fear.

BLOOD MAGIC

Though blood magic is often synonymous wirh mahe, the two
are not entirely interchangeable. Before the fall of the Kami,
the Isawa pracriced a form of blood magic that drew upon the
purity of one's own spirit, using hlood as a foets The Linicorn
returned from the Butning Sands with g similar form of
magic.

Ilespite the purity of this stile of blood magic, Fu Leng's fall
tainted the use of blood a¢ 3 magical focus in general, eausing
pure blood magic to'tall into disuze,

TURE BLOOD MAGIC
[IMETAMAGIC SECRET LORE FEATI

You know the secrets of pure blond magie, untainted by the
Shadowlands. You may use your own hload as a focus for
magical power

Clan: Phoenix and Unicorn

Prerequisite: The ability to cast divine spells se a shugenja,

Benefit: You may draw upon rour own blood (never the
blood of others) te cast your magic. If you have o slashing
weapon in hand (such a5 a knife) you tnay inflict an amount of
damage equal to the spell’s level upon yourself during casting
in ordet to increasc the cffect of the spell (You do not need to
make a Concentration check to maintain the spell when dam-
aging yoursell), You may choose either to incresse the save
DC by two, or increase your effective caster level by one.,

Speciali Eacl poiit of Jamage inflicred when using this
fear Ligs 2 1% chance of attracting the acenrion of 2 kansen (sée
the Mew Monsters section),

SHADOW MAGIC

Tejina isa strange form of magic discovered by Shosuro duiing
her escape from the Shadowlands. By making 5 deal with the
Lying Darkness, Shosuro captured a bit of that strange being’s
power For centuries, the Soshi family hamnessed the power of
Darkness through kage yakiin (“shadow brands") Many of the
Scorpion Clans most Infamous ninja bote these brands, allow-
ing them to pass unseen and unheard,

Over two decades ago, the Lying Darkness embarked upon
its great campaign to unmake the Empire, culminarivg with
the grear battle ar Oblivion's (3are. Though the Shadow was

named and many of {ts minions destroyed, some lingering,
traces of shadow remain. The Soshi have continued ta experi-

ment with the kage yakiin, but with extreme care, 1Eit

appeared that the [ying Darkness were returning, or seizing

sonttal of branded agents; the Scorpion would il their test |

suhjectswithout merey:
Ironicafly, there isa small school of illusion magic practiced

r

by the Shiba which is also named Tejina. The similarityaf

name is apparently a linpuistic coincidence,

KAGE YAKIN sSEcIET LOFE FEATIT

You have heen marked with a shadoiw brand.

Clan: Scorpion

Benefit: You suffer no movement penalties when sttempt-
ingto remain hidden in areas with dim lighting or darkness. [
you uge Blubf to create a diversion to hide (sce Flayer's Hand:
book™ page 69} you sulter no penalty to your Hide check. Your
movement penalties to Move Silently checks in areas of dim
Lighting or darkness are reduced by five. Hide and Move
Silently are class skills for you.

Special: If vour shadow brand is exposed to sunlight, you
take one point of damage per round until ic1s coversd. You
nuay uet ke the Depths of the Yoid fear, and may not ake
this feat if you already possess Depehs of the Vold,

1f you begin behaving erratically, or displaying any signsof

the Lylng Darkness’ control, your Soshi masters will Joill you

TATTOO MAGIC

In the lands of the Dragon, the secrer order of ise zumi haye
exercised the will ol Togashi for generstions. Even after the
death of the Kami Togashi, the ise zumi serve him sill, Onee,
the ise zumi were tartooed with the Kami's mystic blood,
In more recent rimes, Togashis son Hoshi has assnmed this
role. & handful of Togashi family memhbers have even
developed tartoos spontanecusly Some Hitomi family
members have been born with mystic tartoos already in place
The reason behind this is unknews; pathaps it is vet another
mystery of the Dragon.

Anyinkyo or monk from the Hitomi or Togashi family can
select the tattoos described in the Oriental Adventures™
Tateooed Monk prestige class as if they were kihe feats. Howe
ever, the character must select the Void Use fear before choos
ing any tattoos, and may not have more tattoos than his mead:
mum Void Points. The level requirements (of those rattoos
which have them) become characrer Tevel requiremencs for

monks and inkyo, and are increased Ly five,

ANCESTOR MAGIC

[KITSY SODAR-S=NZO MAGICT

Dince, a proud race of creatures linown as litsu roamed across
the plains of Rolugan. These cat like hunters possessed a deep
undersranding of the Spirit Realms, and practiced 2 magic a5
potent as that of Rekugani shugenja, Unforrunately, o the
eyes of mankind they appeared nothing move than beasts, As
the Empire expanded, it fell 1o Akodo w exterminate these
creatures. In the end;, Akodo recognized the kitsu's incelll-
gence il showed them mercy. Nonetheless their race began
tw dwindle.

In the end, the last of the kitsu wete given human form by
Amarerasu. These became the founders of the Kitzu family. The
Kirsu srill possess the magic of their majestic ancestors, The
Kitsu ancestor fear (presented 1 Oventel Advenfures™) deftly
illustrates the Kitsu ability to sense spitits. Their ability to
comrmunicate with spirits is illustrated by the tollowing feat




KITSYU BLOQD ISECRET LOXE FRAT2
You can communicate with denizens of other Epirit Realme,

Clan: Lion

Prerequisite: Must be a shugenja, a member of the Kitsu
family, and attend the Kitsu shugenja school,

Benelit: You may mentally speak to any spitit creature
{including ghosts, animal spicies, ond, shiryo; and gaki) within
(oo fr. rading as if you knew their nguage, Cnce per week,
vou may perform an augury (with no need of material compo-
neties) by visiring an ancestral shrine and importuning the
shiryo for advice.

RM=ISHODO

Avstompe magic inpoied w Rokugan by the wandering Uni-
corn, Meishodo dows heavily upon the power of mames. The
Tuchi belleve each thing thar exists possesses 8 perfect nae,
By discovering the name of the magic you wish to use, you
may invoke it. Inscribing this perfect name upon an object
allews yro i fiveus upon it, and deaw forth the power of the
magic. Uhe art of crafting meishodo is grueling, and in some
wiays less potent than normal Rekugani magic, hur the Tuchi
are experts in the crafi.

MZISHOPO OTEIM CREATION SECRET LORE FEATI
‘You are adept at Unicorn name magic, allowing you to craft
and use meishodn amnlees.

Clan: Umicnrn

Prerequisite: Shugenjs level Sthe

Benefit: You can create a meishodo amnlet of any spel] of
Sth level or lower that vou know Crafting an amulet takes 1
day for each 1,000 gp in its base price. The base price nfa
meishodo amulet is ite coster level multiplisd by the epell
level (modified for metamagic feats} multiplied by 150 kol
{0-level spells count a3 M level).To craft a meishodo amulet,
you must spend ¥ of this base price in XP and use up raw
materials costing half of this base price.

In addition, this feat allows you to use any meishodo
amulers you fud-as per the nommal rules for using meishodo,

CREATIG MEISHODO

Creating 8 meishode requires access toa small supply of mate-
dals. The most commen arc glass, jade, gems, precious metals,
feathers, leather, and linen. The cost of the materials is
denoted in the price of the amulet, and the materials arc con
siuned duting item crearion, You must also have any material
componentsor fuci ol the spell on hand. Matersl components
are also consumed during item creation. If the spell has an XP
cost, Thart cost is added ro the XP cost of the meishodo.

A meishodo amuler 15 always creared for a specific spell,
with specific metamagic feats inhetently attached. This spell
eannnt have 3 hase level greater than Sth, However, vou may
create meishoidn that utilize any metamagic feats you know,
increasing the hase level toany spell level you can currently
cast: Unlike normal item creation feats, meishodo amulers
alwave cast the spell at the lowest possible caster level {ignar-
ing metamagic teate),

Spells with a casting titne greater than ten minutes cannot
be made into meishodo.

TasLE 2=1: MeisHooo CreaTion Costs

Spell level Market Cost Creation Cost XP Cost
1st 150 keku 75 koku &
2nd 1,200 koku 600 kaku 48
3rd 2,700 keku 1,350 koku 108
4tk 4,800 koku 2,400 keoku 152
5th 7500 koku 3,750 koku 300
itk TOE00 koku 5,400 kolu 433
#7th 14700 koku 7,350 koku 528
*8th 19,200 kaku 8,600 koku 7RE
*th 24,300 koku 12,150 koku 972

#hpells of higher than Sth level cannot be made into
meishodo, However, metamagic feats can cavse a
meishada's effective spell level to be greater than five

UsSIng MEISHODO

Activating a meishodo is 4 standard acelon thar does not draw
attacks of opportunity Saving throws vs. melshodo effects are
L 10 + the base level of the spell + the ability bonus of the
minimum ability score needed to cast the base leve] of the
spell, The caster level of a meishodo is always the minimum
castet level of the spells bage level.

A meichodo user must have the Meishodo feat and expend
a spell slot equal to the spell level of the meishode (including
metamagic fests), The user of the item need not actually know
the sp-clﬁu‘ metamagic ferts nsed to create in the amulet, and
ke needs no focus or marcrial components with costs less than
ane kol (XP components are expended normally). The cast-
il timme of a meishodo amulet 15 always 1 action,

Meishodo do not count against the maximum number of
magic ivems worn, They st bre held in hand tobe used. Most
meishodo users tie their amulets to wristbands, necklaces,
headdresses, or shoulder mantles, Meishodo worn insuch a
manner may be readied wirh a free action.

kxample: Hiviuchi Shem-Zhe wishes to craft o melshodo of patch
to-inner pearce 11 {cure maoderate wounds). The spell iz a second
lewal shugenja spell that heals 248 + 1/level Cmiax + 10 hi points of
damage. Shem-Zhe also wishes to Maximeze thie spell. Maximize
spell exhavsts a spell slot three levels kigher than normal, s Shes-
The must eveate kis meishodo as if i weve a 5th level amulet. Shem-
Zhe must spand al least fovr days, 3,750 ok, and 300 XF oy the
amulet, Each day during the amulel’s eveation, he must expend one
fifths-level spell slot toward the item's completion, When the tine,
money, and X2 s fully svperided the new meishodo is ready for uze.
Using the meishodo expends a fifth Tevel spell slot s 4 shandard
action, drawing no aftacks of opportunity and leals 20 hit poinbs
(28 + 4, Maximized).

TSANGUSURI

The secrers of tsangusuri— fetishes — are the Crane's alone.
The clan makes one thing consistently clear: the Crane never
use taangusur to harm another being, Te do 5o artracts kansen
and invites corruption. Asahing Yajinden, servant of Tuchibiny
and forger of the infamous Bloodswords, is the most promi
nent example of a Asahina craftsman gone hortibly astray.

The following is ai adapred version of the Craft Talisman
feat from Ovientel Advenlures™ To porliay & biore accurate
deplerion of Rokugan, this fear should be resiricied 10 Crane
shugenja only

Activating a talisman is 4 standard acrion thar draws no
attack of apportunity and requires no spell casting ability
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CRAFT TSANGUSURI
[SECRET LORE ITEM CREATION FEATI
Youl can create magical fetishes, single-use magical items that
hold spellz unti] triggered.

Clan: Crane

Prerequisite: Int 13+, appropriate craft skill, shugenja level
Lge+

Benefit: You can create tsangusur, one use magical talis-
mang, imbuing them with the power of any spell you know
that is 3rd level or lower. You must provide any material corn-
ponents ot foci the spell requires. IF casting the spell would
reduce your XP total, this cost is added to the XP costof
making the talisman, Likewise, matetiul componencs are con-
sumed during item creation,

The ralispnan bis o buse price of che spell  Fristare of Eareh
level times the caster level tmes 50 koku $
(0-level spells count as ' level}, You must
spend Y of the base price in XP and use
up raw marerials costing half this price,
A ralisman'’s market value equals its
base price, though of course no
shugenja would be eo dishanorable 25
to sell his magic for dirty kol L

Special: Any tsangucuri that casts 2
spell inflicting hir point or ability score
damage hag 2 10% chance of attracting

kansen per point of dumage inflicted,
Subdual damage i3 ignored for the pur- G .,
poses of attracting kansen. %

TAIMT BINDING

Erom their towers deep in the heartof the Kuni g
Wagtes, the Kuni have amassed o wealth of
knowledge regarding the Shadowlands,
Though many question the fiendish expen-
ments they perpetrate upon Tainted cap-
tives, the results are undeniable. The
Buni have masteved the arr of neutaliz-
ing those who bear the Taing The prear
est among them can bring even the
spawn of Oni Lords o heel,

It should be nored thar though this is techni-
cally Secret Lote, the Kuni make na efforts to keep
their teachings secret. However, before they share
their inowledge a porential student mast demeon-
strate the sincerity of their hatred for the Shadowlands,
effectively requiring a non-Crab to take the Mulriple
Schools (Crab) feat to prove themselyes,

TRINT BINDING [SECRET LORE TECHMLIOQUE1
You are adepe ar warding off the minions of Fu Leng,

Clan: Crab

Prevequisite: Shugenja level 4th+

Benefit; You may turn Shadewlands Tainted creatures asz if
theywere undead if you present 2 piece of untsinted jade or crye-
tal a¢ 1 focus (See the Player's Handbook™),

You must expend 4 epell slot {as if you had east a spell for
the day) to uee this ability, Your turning check is cqual ro 1d20
= the spell level expended. Your rurning damage is equal 1o
2d¢ | your shugenjs level + the apell level expended. If vour
turning check indicates that the Tainted subjects would be
destroyed, they instead take 148 damage per level of the spell
slot expended,

1f assisting the caster of a binding speil, you may expend 4
spell slot instead of casting suggestion to assist the caster. (See
the Players Handhaok™).

Special: The affects of this fear ate considerad a supernat-
ural ahility

VOID RMAGIC

Though all clans recognize the existence of Vioud a5 ane of the
Elemental Rings, only the Pheenix possess the deep under-
standing of nothingness required to utilize Void Magic. The
maost powerful masters of Void ave khown as ishilken, and pos-
sess a potent mix of inherent talent and intense training,

See the Void Disciple prestige class in Oriental Adventures™
for more information on ichiken, and the new Void Spells
later in this chapter. The following feat illustrates & more

gubtle magtery of Void than the raw power of the Void

Disciple.

ISHIKLEN=-0O (SECRET LORE TECHMUIAUE)
You ate an ishilen. The power of the Void runs.
through your veins,
Clan: Phoenix
Prerequisite: Shugenia level 1, Void Use
Benefit: You may usc and learn Void spells. If
you choose to enter the Void Disciple prestige
class {see Oriental Adventuwres™) you may ignore
one of the feat criteria (gither Heighten Spell
or Spell Fetiewation) needed 1o enrer,
Special: This feat may only be
selected ar first level.
W - ow
» 9. THE BLACK
s ® SCROLLS

Let the courage of the Seven Thunders
*  yewedy this corvnplion.
Let the truth of our purpase stand asa
cifndel against the night.
Es  Let our soul's wind wise and snuff the flames of Jigokae
w Lot our minds be unclouded; may Tengohu be var light,
At the ocpans shift, we shall widapl o cage our foe,
And we handen owr hewrls agnins! the touch of despair,
s the towch of the Dark Ome venches for our souls,
And let Winth Sum, the Fallen One, be taken unaware.
A terrible oalh T now make to nd the darfmess.
Asoul's sacrifice to purge the horvors from owr land,
Thee doom of Fi Terd s upon us,
Let the time of redemption be now at hand,
— Tsawa's final spell

Black Wind From the Soul.
Dark Divination,

Shapeshifting,

Touch of Despuir,

Toucly of Fu Leng,

Return of the Fallen Tord.
ATerrible Oarh.

The Walking Hotror of Fu Leng.
Droom of Fu Leng.

The Spell Which Has No Name.

They are spells of legend, dark prayers to the heare of Jigoku
which should nor be answered, They are (e Twelve Black
Scrolls.




The Black Scrolls were once possessions of Isawa, simple
spells of the pure blood magic. The Phoenix Thunder carrled

ROKUGAN SP=LL NAM=S

(UARIANT)

them on his journey to the Shadowlands, and used them to
bind Fu Lengs sonl. When Tsawa was slain, the Searpion
Thunder Shosuro took the scrolls and escaped. For centuries,
the Scorplon guarded the Sceolls, costodians of Fu Leng's
prison.

Ower the centuries, Fu Leng perverted the pure magic of
Isawa into spells more powertul than mete maho. Each of the
Twelve contains nearly godlile power, and each is fully capa-
ble of communicating this fact to any shugenjs nearby The
Scrolls ate objects of temptation, comupted to seduce mortals
into releasing Fu Leng

During the Clan War, the Black Scrolls were opened, most
by e waitorous Yogo Juieo, @ Scorpion shugenja driven
completely mad by their power A his command, e Wasting
Disease spread actoss Rokugan, An lron Citadel rose in the
Shadowlands, The Walking Horror of Fu Leng was released,
After Fu Leng’s defeat, the Scrolls faded into history. Many
members of the Scorpion and Phoenix claim that they were
hurned after the Day of Thunder

Mo one knows for sire

S =LLS AND
MAGIC

Magic holds a special place in the culture of Rokugan, Though
shugenja somerimes use cheir magic to supplement a clan’s
yuest lur kowwledie o milivary superiority they are holy men
first and foremost. Only those with a deep understanding and
devour respecr for the kami are able to practice elemental
magic. This, however, does not preclude the occasional lawless
ar amoral shugenja. The kami operate on 4 different level of
eonscinusness and morality than do mortals, and care very
little for human law, S long as a moreal shugenja pays the
proper respect to the spirits, they will readily lend thedr aid,

RESURRECTION wazirnn

The d20 System™ 15 designed 1o incorporare such spells as mise
dead, resurrection, true resurrection, and soul bind. With this in
mind, spell lists in Oriental Adventures™ incorporate these
spells. Howewer, in the culturs] environment of Rokugan
these epells are inappropriate, & mortal who retirns from
death through the use of magic has defied both the kharmic
cyele and the Celestial Order, This sort of magic is exclusively
the domain of maho,

One exception to thie rule ie reirearndbe. This epell does not
defy the Celestial Order, but simply accelerates the return ofa
lost soul in 2 new form. A Relupani variant of veinearnate,
kharma, is listed in the new spells scction,

1f vou wish portiay a mere accutate depiction of Rokugani
miagic in your campaign, you will need to remove spells which
return the dead to life from the Kitsu School spell list, and
replace them with the following spells [iow e Flayer's Hand-
book™ These spells are meated as Warer spells when Kitsu cast
them, bur are otherwise unchanged.

TasLE 2-2; REPLACEMENT KiTSU SPELLS
Oriental Adventures Spell Replace With
resurrection (Shu?, Kit?) vision
true resurrection (Shut) gstral projection

Spelle in Rolkugan are not referred to by the zame names as
these uced in other campaipn settings, The following spell lise
includes Rokugani names for all spelle The Rokugard name iz
listed Ffirse, with the Player’s Handbook™ name in parentheses
dircctl}r after. Save for the sddition of new spells found in this
book, these spell lists are otherwise unchanged.

Hote that some of these spells are numbered for purely
mechanical reasons. A shugenja speaking in character would
sever teler o his spell as “path fo inper peace 11" To him, it
would simply be “puth lo irrer peace” Sitce several different
versions of the spell exist, all with varying levels of puwer
numbers have been added to the names o help differenciare
one from another when speaking our of characret.,

SHUGENT A
- SP=LLS

Spells marked with an ssterisk (*) are described in this book
Spc].!s marked with s J:Eag_gcl: () are described in Oviental Adven
tres™ All other spells ave deseribed in the Mayers Handbook!

0-L=V=L SHUGENTA
SP=LLS (INOxXD

Air Crow's Vision (Know Direction). You discern north.

Kami's Caidance (Gwdance). +1.0n one roll, throw,
or checl.
Stun the Mind (Daze). Crearure loses next action
Whispers on the Wind (Chost Sound). Figment
gounde,
Call Earth® Creates 25 small stones.
Hands of Clay? Castér may grab or walk on earthy
surfaces as spiderelimb,
Fires From the Forge (Mending), Makes minor
TEpaiTs on an nbjtct
Kamni’s Hand (Mage Hand). 5-pound telekinesis.
Kami's Protection {Resistarce). Subject gains +1 on
saving Lthrows,
Virtue, Subject gains | temporary hp.
Fire  Agashas Touch® Heats object for one minure/level,
Call Fire® Create stnall sparl or flre,
Dancing Lights. Figment torches or other lights
1sawa's Eve (Flare). Dazzles one creature (-1 attack),
Jade Touch [Disrupt Undead). Deals 1da damage to
one nndead.
Light. Object shines lilee a torch.
Warer Accounts of Shorihotsu (Detert Magic). Detects
gpelle snd magic items within 60 f1.
Minor Blesging of Inari {Purify Food and Drink).
Purifies 1 eu; ft./level of food or water:
Moment of Peace (Cure Minor Wounds). Cures 1 point
of dammage.
Summon Water (Create Water). Creates 2 gallons/
level of pure water.
Al Communewith Elements® Ask one question of an
elemental spirit.
Summon” Summon a small bit of an element,
Wisdom of the Fortunes (Read Magic). Read scrolls
and spellbooks.

Earth
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1ST-LEVEL SHUGENT A

Air

Earth

Fire

Water

All

SraLLS

Blessing of Kaze-no-Kami (Feather Fall). Oljecrs or
crearures fall slowly

By the Light of Lord Moan (Detect Snares and Pits).
Reveals nariral or primitive traps.

False Face (Change Self). Change own appescance.

Lesser Mists of Illusion (Silent Image). Creates
miner illusion of vour design,

Quiescence of Air® Creates a bubble preventing
sound from entering or leaving,

Speed of the Hare (Expeditions Retreat). Doubles your
speed.

Wind-Borne Slumbers (Sleep), Pur 244 HD of crea-
tures inte comatose slumber,

Anger of Darth (Magic Stone). Thiee stones gain +1
artack, deal 1d6+1 datnage,

Biting Steel (Mugic Weapun), Weapon gains +1 honus,

Earth's Stagnarion” Halves movcmem’:g_lj,,,ﬁ;frgett,

Tuchi's Armor (Shield of Faith). Aura graﬂfﬁéﬁﬁtﬁ;
higher on deflection bonus: i -

Prorection From Taint§ +2.AC and saves, connter
mind contral; hedge out ani

Protection of Shinsei (Sanctuary), Opponents cant.
attack you, and yon ean't attagk,

Wallk Without Passing (Pass Without Trase), Oné sub-
ject/level leaves no tracks.

Aura of Flame (Faerie Fire). Outlines subjects with

light, canceling blus eonceslments, cte)

Burn the Mind (Hﬁnm}. Fascinates 2d4 11D of
creaturcs, -

Burning Hands: 1d4 fire damage/level (may 5d4),

Eye of the Sun® Tempuracily bliuds and stuns
a target, damaging Tainted subjects.

Fear {Cause Fear). One creature fees for 1d4 rounds.

Touch of Thunder (Shocking Grasp). Touch delivers
1ds+1/level elecrricity

Calm Mind (Remove Fear). +4 on saves against fear
for one subject +1,/four levals,

Castle of Water® Wall of rushing warer keepsiothers
from entering

Tetect Taint.§ Keveals Shadowlinds Taint in craa-
tures or objocts. -

Gift of the Kami {Bless), Allios gain +1 attack and 11
against fear

Heart of Nature (Animal Friendship), Gain porma-
nent animal companions

Path to Inner Peace (Cure Light Wounds), Cures
1d8+1/level damage (max +5}

Summon Fog (Obscuring Mist}, Fog surrounds you,

Heart of Osano-Wo (Endure Elemenls), Ignures 5
damage/round feom oue enersy type.

2ND-LEVEL SHUGERTA

Aar

SY=LLS

Henten's Tonch?® Subject paing +10 bonuz to
Charigma skill checks.

Call Upon the Breeze (Levitate). Subject moves up
and down at your divection.

Creater Quiescence (Silence). Megates sound ina
15-ft. radius.

Enow the Mind (Deect Thoughts), Allows listening’
to surface thoughts.

il

Earth

Fire

Water

Know the Shadows t+70 to Hide checks in dark-
ened areas

Mists of Hlusion (Minor Image). As silent image, plus
some sonnd.

Yari of Air§ Melee attack deale 14811 /two levels
damage.

Armor of the Emperor {Barkshin). Grants +3 natural
armer bonus (or higher),

Courage of the Scven Thunders® Grants mass
immunity to fear.

Fires From the Forge 11 (Make Whole). Repairs
an object,

Grasp of the Kumi (Hold Persom). Holds one person
Lelpless; 1 round/level.

Livn's Might (Bulls Sirength), Sublect gains 1de+1 Sir
for1 hour/level,

Tersubo of Earch.| Melee attack deals 1d10+1/two
lovelsdamage.

Way of Earth (Enduvance). 2ain 1d4=1 Con for
1 honr/level.

The FiresThat Cleanse? Caster takes damage to hurl
fire at target.

Flaming Sphere. Rolling ball of fire, 2de damage,
lagts 1 round/level.

Infeérno's Tooth (Heat Metal), Hot metal damages

those who touch it.
Eatana of Firc (Flame Blade), Touch attack deals 1ds

_ +/twolevels damage,

Summon Flame (Produge Flame). 1d4+1/two levels
tamage; touch or thiew,
Way of Fite (Cals Grace) Subject gains 1d4+1 Dex for
1l Tevel,

Bo of Watéi‘."}‘"M‘gl_}ge attack deals 1ds+t/twa levels

‘damage,

Freedom of Water (Remowve Pavalytic). Frees 1 or more
creature.

Mend the Spirit (Lesser Restoration). Dispels magic
abiliry penalty or tapaire 1d4 ability damagpe.

Minor Blessing of Purity (Delay Poison), Stops
poigon from harming subject for 1 hour/level

Path to Inner Peace II (Cure Moderats Wouwinds), Curcs
2844 Mlevel damage (meax 110},

The Ties That Bind (Locate Object), Senses direction
toward object (specific or type).

Wisdom and Clarity® You gain a precisely deailed
memney,

IrD-LZVEL SHUGENTA

Air

Sr=LLS

Castle of Air (Wind Wall). Defleces arrows, smaller
ereatiires, and gases.

Essence of Air (Invisibility). Subject is invigible for 10
min, flevel or unril it attacks,

False Tongue® You may cloak your truc words from
othere

Creater Mists of Hlusion (Major Image). As silont
image, plus sound, smell, and thermal effects,

Kazc's Fury (Gust of Wind). Blows away o1 kuocks
down smaller creatures,

Watchful Spirit {Cleiruwdionce/ Clairvoyance), Hearor
see at a distance for 1 min.level,

Glimpse uf the Soul's Shadow (Haste), Exrta partial
aution and =4 AC,




Earth

Fire

Water

all

Add of the Kami {Prayer). Allies gain +1 on most rolls,
and enemies suffer —1.

Riting Steel IT (Greater Magic Weapon). +1
henugSthree lewvels (max +5).

Know the Earth (Stone Shape), Sculpts stone into any
form,

Magic Circle Againgt Taint | As Profection From
Taint, but 10 k. radius and 10 min./level.

Rapid Growth (Plani Growth), Grows vegetation,
Improves crops

Tremor® Causes minor earthqualte in arvea.

Walk Through the Mountoins (Mcld Inte Stone),
You and your gear tmetge with stone,

Purn the Soul® Damages chaotic and dishenorable

Creslures,

Fire Wings.t Your suns become faming wings;
voucan fy or burn things.

Fury of Osano-Wo (Call Lightming). Directs lightning
boles (1dio/level) during storms.

Hungry Blade (Keen Edge), Doubles normal weapon's
threat range,

Sun’s Anger (Seartng Light). Ray deals 1de
damage level, more against undead

Sun's Eye {Daylight). 60 ft. radius of bright light

Breath of Suitengu (Water Breathing). Subjects can
breathe underwater,

Path to Inner Peace ITI {Cure Serious Wounds). Cures
adgit flevel domage (max 118}

Remove Blindness/Deafness. Cures normal or
tnagical conditions.

Remove Curse. Frees object or person from cursc,

Remove Discasc. Cures all discases affecting subject,

Walking Upon the Waves (Water Walk), Subject

treads oo water ws 1 volid,

Wonderful Origami Furoshiki® Magical [uroshiki
sack stores a large amounr of material,

Armeor of the Kami ( Protection from Elements), Absorb
12 damage/level from one kind of energy

Cotnterspell (iHspe]l Magic). Cancels magical spells
and effects.

Summon Minor Kami [Summon Notures Ally 1071
Calls creatisre to fght Shugenis can use this spall
only to summon a small elemental.

Wards (Glyph of Warding). Inscription harms those

who pass it.

UTH-LEVEL SHUGENIT AR

At

Earth
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Mist Upon the Lands (Hallicinatory Terrain). Makes
one type of tertain appear like another.

Sce the Seer (Detect Serying). Alerts you to magical
egvesdropping.

Wallt Upon the Wind {Awr Walk). Stubject treads on
air ¢ if zolid {clitnb at 45° angla).

Wall of Mists {Ilusory Wall). Wall, floor, ot ceiling
looks real, but anyrhing can pass through.

Whispering Wind (Discern Lis). Reveals deliberate
fulsehoods

Wisdom of the Kami® Cain +10 bonus to one skill.

Anchor the Soul {Death Wand). Grants immunity to
dc.ttl‘t spc“s and effecrs.

Dismissal. Forces a creature to return to hative plane,

Immortal Steel* Shugenija makes one weapon a mas-
rerwork weapon,

Fire

Water

Jude Sirike ¥ Damwages and blinds Shadowlands
CreatlTes,

Mounrain's Teeth (Spike Stones). Creatures in ared
take 1d8 damage, may be slowed,

Spell Immunity. Subject 15 Immune to one
spell/four levels.

Chasing Osano-Wo (Lightring Balt). Electricity deals
1de damage/level,

Extinguish (Quench). Extinguishes nonmagical fires
or one magic item.

The Fires From Within® Hurls two bolts of flame.

Flame Arrow, Shoots flaming projectiles {extra
damage) ot Hery bolts (4dé damage).

Shroud of Flame (Fire Shicld). Creatures that attack you
take fire damage; youre protected from hest or eald,

Wall of Fire. Deals 2d4 fire damage one to40 ft., and
1d4 out to 20 ft, Passing through wall deals
2+t level.

Blessing of Pucity (Newlralize Poison}. Detoxifics
venom in or on subject,

Near to Ice? Subject becomes immune to pain and
paing 2ds remporary hit poines.

Open the Waves (Gontral Water), Badse, lower, or part
hodies of water.

Path to Tnner Peace TV (Cure Critical Wounds). Cures
4d 841 level damage [max +30),

Restore the Spirit (Restorafion). Bestores level and
ability score drains.

The Tiee That Bind 11 (Lecate Creature). Indicates
direction to familiar creature.

5TH-LEVEL SHUGENT A

Adr

Earth

Fire

SYELLS

Bad Kharma’ Subjecr rolls a “1* on his next die roll.

City of Mists (Mirage Avcana), As hallucinatory termin,
plus structuras.

Purity of Air [Tmproved Invisibility). As invisibility, bur
subject can attack and stay invisihle.

Spirit of Air {Dimension Door). leleports youand 500
tb., oo f/level

Summon the Wind (Control Winds). Change wind
direction and speed,

True Mists of THusion (Persictant Image). Az majoy
imeage, but no concentration required.

Dispc% Taint.| +4 bonus against attacks,

Force of Will* Allows subject to function below 0 hit
points.

Kaini’s Refusal (Spell Resistance), Subject gains +12
+4/level SR,

Open the Mountain (Fessvaell), Breaches walls 1 f,
thick/level.

Wwall of Tron. 30 hp/four levels, can topple onto foes.

wall of Stone. 26 hp/four levels, can be shaped.

Hreath of the Fire Dragon (Fire Breath). You can
breathe fire once/round; flame deals 1d8/2 levels
{maximum 1048} damage to.one targerwithin 15 fr

Circle of Flame. Flames deal 14841 /level damage in
all directions.

Confusion, Makes subject behave oddly for 1
round/level.

Osano Wo's Embrace? Sets subject on fire.

Shorihotsu’s Wrath (Feeblemind). Subject's Int drope
tod,
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The Thunderer's Strike (Flame Strike), Smites foes
with divine fire (1d8/level),

Water Blessing of Healing (Hesling Girele), Curcs

All

tde+1 /level damage in all directions;

Divinitory Pool (Scrying). Spies on subject from a
distance,

Judgment of the Kami {Atonement), Removes
burden of misdeeds fiom subject.

Path of the Scorpion® Subject is forced o atrack
with worst ability modifier

Strengrh of the Thunders (Righteous Might). Your
size doubles and vou gain +4 St

Yuki's Blessing (wall of 1c2). Tee plane creates wall
with 15 }'Ip+1 Hevel, ar Hernisphere £an frap crea-
tires inside

Greater Commune [Cowimiure With Nature). Learn
about terrain for one mile/level.

Summon Kami (Summen Nature's Ally V), Calls
creature to Hght. Shugenja can use this spell only
to summon 4 Medium-size slemental,

6TH-L=ZVEZL SHUGENTA

Adr
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Call Upon Kaze-no-Kami ( Wind Walk). You and
vour allies turn vaporous and travel fast:

Dominate the Mind? Subject becomes your puppet

Eternal Mists of 1llusion {(Permanent Tmage).
inchides sight, sound, and smell,

Mist Upon the Soul (veil). Cl‘iﬂnges appearance of
greup of creatiies,

Teleport. Instantly transports vou anywhere,

Vengeance of Kaze-no-Kami [Clowdkill), Kills 3 HD
or less; 4—& HD save or die.

Earth Armor of the Emperor I (Stoneskin), Stops blows,

cuts, End ;'SJ.[IEI'[I:E.
Banishment. Banishes 201D/ level cxtraplanar cres-
tures,

Fire

Water

All

Flight of the Kami (Antimagic Field). Negates magic
within 10 ft.

Know the Earth (Mave Farth). [hgstrenches and
Builds hills

Prison of BEarth® As trag the soul for oursiders only

Final Rest® Damages and stz creatures who have
gained the Taint:

Fire Seads. Acorns and berries become grenades and
bombe.

Fires of Purity.f Target bursts into magical Hame;
becoming & dangerous weapon.

Symbol of Earth (Greater Glyph of Wanding). As Ghyph
of Wardtng, but up to 1045 damage or sth-level spell

Yakamo's Anger.t Blinds creatures witliin 10 (¢

Comuotand the Clouds (Control Weather). Changes
weatherin local area,

Master of the Rolling River.} Wave of warer deals:
1ds/rwo levels damage and bull rush.

Peace of the Kami (Heal). Cures all damage, diseases;
and mental conditions.

Perceive Harmony (True Seeing). See all things as
they really are.

Silent Waters [(Contingency): Sets trigger condition
for another spell,

Within the Waves? You summon a bubble for safe
travel undetwiter.

Creater Counterspell (Greater Dispelling). As dispel
sagi, but up t6420 on cheek:

Summon Greater Kami (Summon Nature's Ally VI)
Cally ereature to fight, Shugenia can use this spell
onily to summon & Large elemenral.

Eharma®* Encoutages the kharmic wheel 1o retumm s
deceased human.

JTH-LEVEL SHUGENTA

Air

Eurth

Fire

Water

SPELLS

Creater Deception { Mislead). Turng you invigible and
creatss illusory deuble

Mists of Cunning (Programmed Image}, As major
image, plus triggered by event,

Poison of the Windspider? Poisonous cloud inflicts
10d6 damage and nauseares targets,

Teleport IT { Vanish). As teleport, but affecrs a touched
ohject,

True Essence ol Air (Mo Invisibilily), As nviibility,
bue affecisull in range.

Disintegrace. Makes one crearure or object vanish,

Essence of Farth* Caster gains 25/+1 DR and minor
Imminniry o spells.

Kami's Reflecrion (Spell Turning). Reflece 1d6+4 spell’
levels bacl at caster

Statue. Subject can become a statue at will

Tomh of Jade § Entraps and harms Shadowlands
creatiires,

Breath of the Thunder Dragon (Chain Lightning),
1de damage/level; secondary balts,

Death of Flame!® Causes fechlemind, slow, and con
fusion on o target.

Sunbeam. Beam blinds and deals 3ds damage.

Tempest of Fire (Fire Storm). Deals 1ds fire
damage/level

The Flow of Time® Time passes mowe slowly for you

Greater Divinitury Pool (Greater Sorying). As scrying,
bt faster and longes.




The Penetrating Drop® Water haini cause tatger
objecr o dissolve,

Revive the Spirit (Greater Restovation), As restorafivm,
plus restores all levels and abiliry scores.

words of the Kami.} Kills, paralyzes, weakens, ot
dazes lainted subyerts

All  Summon Major Kami (Summon Nature's Ally V1.

Calls cresture to Aghe Shugenja can use this spell
only to summon a Huge elemental.

8TH-LEV=L SHVUGENITA
SPELLS

Air Banish the BEve (Screend. lasion hides area from

vision, scrying.

Slaver’s Knives” Blast of wind does (ds demape/
level (max 15ds) and bull rush.

Teleport TIT {Teleport without Errar). As teleport bur no
off-tatget arrival,

Whirlwind, Cyclone inflics damiage and can pick up
creatutes.

Earch  Binding. Array of techniques to imprison a creatire
Earthqualke. Intense tremor shalees St flevel radius.
Kami's Refusal IT (Protection From Spells). Confers +8

resistance bonus.
Timc's Deadly Hand® Rots nonliving FATter com-
pletely, ' |

Fire  Eye of the Moon (Power Word, Blind). Blinds 200 hp

worth of creatures,

Everburning Rage’ Causes target to become disabled.

Fraying of Tigoku (Incendisry Clowd). Cloud deals 4ds
fire damage

Calling the Sun (Sunburst). Blinds all within 10 ft,
deals 3de damage. .

Water Maior Rlessing of Healing (Mass Heal), As heal, bug

with several subjects,

Regrow the Wonnd (Regenerate). Subjecis severad
limbs grow baclk,

The Ties That Bind TTT {Discern Location). Bxact loca
tion of crearute or object,

Waves Ave Bver Changing® Transforms vou int any
creature,

All Summon True Kami (Summen Mature's Ally VII1).

Calls crearure to fight. Shugenja can use this spell
only to summen a greater clomental

9TH-L=EV=L SHUGENTA
SP=LLS

aAir  The Mirror's Smile” Allows target to become
another person
Teleport IV [Teleportation Circle). Circle releports any
creature inside to designated spor.
Walking the Way® Allows travel through the Way
Essence of Earth I1? Caster pains 50/42 DR and
mujor immunity to spells,
Purity of the Seven Thunders.” Destroys or heavily
damages Tainted creatures in arca.
Warding (Antipathy). Object or location affected by
spell repels certain creatures,
Fire Call of Fire® Envelops caster in five and creates fee-
balls.
Follow the Flame® Benders caster e o fice
and conrrols all fire in area,

Earth

Tears of the Heavens (Mebeor Swarm ). Deals 24d6 five
dummage, plus bursts,
Water Suitenpu's Embrace® Targer creatures drown
inscanely
Teunami’ Flarrens enemies with an enormous wive,
Wheel of Forrune? Targers abilivies are permanentdy
and randomly altered,
all Fury of the Kami (Elemental Swaym). Summons 2d4
Large, 1d4 Huge elementals.
Rise, Kami (Summon Natures Ally 1X). Calls erearure
to fight. Shugenja can use this spell only to
summon an elder elemental,

ELEM=NTAL
SCHOOLS

Mot all shugenia bave the beoellt of taining at @ Grear Clan
family dojo. Many Miner Clan and ronin shugenja must wake
do with @more general educarion. The following "schouls"
desctibe lists efspells thar each follow the path of an element
— Air, Earth, Fire, or ‘Water. These schools may be used for
shugenja who do not hail from the Great Clans. These lesser
elemental schools contain magic well khown tooall of the
established schools, and thus any Great Clan shugenga with
the proper affinity may feel free to select from them as their
school spelis as well.

For example, s Moshi shugenja wha gains a new third level
school spell must choose it from the Fite School. An Agasha
shugenijs; hewever, moy choose his school spell from either
the Fire school or the Agasha school,

Air SCHOOL (TORITAKA,
SVZUR=)

0 Grow's Vision (Know Direction). You discern north,

t Ohscuring Mist. Cneereature flees for 1d4 rounds,

2 Wallof Adr (Wind Wall), Deflects arrows, smaller
creatures, and pases,

3 Tempest of Ait {Cust of Wind) Blows away or knocks
down smaller €reatures.

1 Howl of Isora (Shout). Deatens all within cone and deals

2ds damage,

Spirit of Air (Dimension Doot), Teleports youand 500 Ik,

ag ft.flevel, _

& Wisdom the Wind Brings (Legend Lore). Brings to mind
lepends of an irem, place, or hero,

7 Poison of the Windspider® Poisonons cloud inflices 10ds
damage and nauscales faiges.

& The Eye Shall Not Sce (Phase Door), Invisible passige
through wood or stone.

v Walldng the Way? Allows mavel through the Way

L
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SARTH SCHOOL (KITSVNE,
CHUDA, FUZAKE)

0 Fires Emm the Forge (Mending), Makes minor repaits on
an abject,

1 Mage Armor. Gives subject +4 armor bonus..

2 Way of Baxth (Endwmance), Gain 1d4+1 Confor |
hourflevel,

3 Stone Shape, Sculprs stone into any form,

4 Minor Globe of Invulnerability. Stops 1st-3rd level
spell effects.

5 Wall of Stone. 20 hp/four levels; eat be shaped

i Strike at the Roots (Thentegrate). Makes one creatire or
ohject vanish

7 Earthquale Intense tremor shalees © fi. /leval radius,

& Binding Array of technigues to bind a creature,

9 Imprisonment. Entombs subject beneath the sarth,

FIRE SCHOOL (MOSHN

0 Light. Ohject shines Hke a rorch,

1 Burning Hands, 1d4 damage/level (max Sd4).

? The Fires That Cleanse® Caster takes damage to hurl fire
at target

3 Way of Fire (Fireball), 1dé damage por level, 20 ft, avea,

4 Wall of Fire, Deals 2d4 fire damage out to 10 fr. and 1d4
out to 20 ft. Passing through wall deals ade1/level.

¢ Breath of the Fire Dragon {Fire Breath). You can brearhe
fire ence/round; lame deals 1d6/2 levels (maximum 10d8)
damage to one target within 15 fr.

& Breath of the Thunder Dragon (Chain Lightning),
Dreals 1de damage/level, secondary bules.

7 Yakawmw's Hand {Prismalic Spray). Bays hit subjects with
variety of effects.

& Bverburning Rage! Causes targer 1o become disabled,

9 Tears of the Heavens (Megteor Swaym). Deals 2ads fire
damage, plus burses.

WATER SCHOOL (TONBO)

0 Summon Water {Cresle Woler), Crestes 2 gallons/Jevel of
pure wiler

1 Spuzl of the Warerfall (Expeditious Retreat). Doubles vour
speed.

2 Avoldance {Protection From Arrows). TR 10/41 apaingt
ranged weapons.

4 Inaris Blessing (Cveate Faad and Water), Feeds three
humans {or one horse)/leval

4 'torrential Rain (Tre Storm). Hail deals 5de damage in
cylinder 40 ft. across.

5 Strength of the Thunders {Rightsous Might). Your size
increases and vou gain +4 Str

& Perceive Harmony {True Seeing). Sec all things as they
really are,

7 Sukinjiu’s Gift (Spell Turning), Reflece 1d4+6 spell levels
back at caster.

8 Sacred Ground (Word of Recall). Teleports you back to des-
ignated place.

% Wheel of Fortune”* Targer's abilities are perrmanently and
randomly alrered.

N=W SHUGENJTA
SP=LLS

AGASHA'S TOUCH
Buocation (Fire)
Level: Shu 0, Drd 0
Components: V5, DF
Casting Time: 1 action
Range: Touch
Target: Onc object
Duration: [nstantancous
Saving Throw: None
Spell Resistance: No

The shugenja casting this spell touches one object to heat up
in 1 short time The most common usge of this spell would ba
to cause 3 mediume-sized pot of water to boil, or to heat 2 roclt
to help warm up a room. The heat caused by Agasha's touch:
maintaing itself for one minute per level of the caster. This
epell cannot be used on unwilling targets, or gear on a person
whe docs not wish this spell to take effect.

BAD KHARRA
Mecromangy (Adr)
Level: Shu §
Components: V) 5, DIF
Casting Time: 1 action
Range: Close (25 f + 5 ft./2 lovels)
Target: Onc creature
Duration: Instantaneous
Saving Throw; Will negates
Spell Resistance: Yes

‘Lhis spell summens a vindictive kami to twist the khatma of
one target, bestowing a terrible streak of bad luck. The targetis
considered to automatically roll o "1" on the next skill check,
saving throw, initlative toll, or attack roll he males.

BENT=NS TOUCH
Enchantment (Air}
Level: Brd 3, $hu 2
Components: V, DF
Casting Time: | action
Range: Close (25 ft. + 5 fr./2 levels)
Target: One living creature
Duiration: 10 minutes/level
Saving Throw: Will negares (harmless)
Spcll Resistance: Yes (harmless)

This spell calls upon the hlessings of Renten, Fortune of beauty
and love, The targer of the spall seems to be far more witty,
atteactive, and socially apt while under the effects of this magic,
gaining a+10 enhancement toall Charisma-baged clill chacls
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Alteration (Fire)

Level: Shu 3, Clr 3

Components: ¥, § DF

Casting Time: 1 action

Range: Medium (100 ft. + 10 £t Tevel}
Target: One creature

Duration: [nstantaneous

Saving Theow: None

Spell Resistance: Yey

This spell calls the judgment of the fire kami down upon the
targer, punishing him if his spirit is not in tune with the
Celestial Order. Characters take damage for their alighment
and leck of honorable status, as follows:
+ Cheotic Evil — 4d10 damag:
+ Chaotic Neurral — 3d10 damage
+ Chaotic Good — 2d10 damage
» Lawful Bvil — 2d10 damage
= Mewtral — 2di0 damage
» Honor Rank 0 — 3410 dumage
» Honor Rank | — 1d10 damage

The effects of damage from alignment and honor rank are
cumulative, so a Chaotic Neutral character of Honor Rank £
would take ad1u(sdio + 1d1v) fire damage from this spell,

CALL =ARTH

Conjuration {Earth)
Level: Shut, Dod 0
Components: ¥, 3, DF
Casting Time: 1 acrion
Range: Personal
Target: You

Thiration: Permanent
Saving Throw: Mong
Spel] Registance: -L'tn

Cme of the first spells learned by ashu,gcnﬁiﬁjnﬁ simply, m].l:i
several (1d4+1) sinall stenes thio ::x.lsla.ﬁm: i1 L!.‘n: CHalel’s
hand. The stones can be of any non-valuable mineral,
including dirr. The stones can also be of a dictated b]lﬂp!:.
though they will be a rather rough version of that Ehape ‘Srone
tools and weapons of Tiny size or smaller may be summoned
with this spell as well, bt break on any roll or check that
resnles inoa natural 1 when used.

CALL FiIR=a

Conjuration (Fire)

Level: Shuo, Drd o

Components: V, 5, OF

Casting Time: 1 action

Range: Mediom (100 Ffe+ 10 frTewvel)
Target: Cine item

Daration: Instantatienus

Saving Throw: None

Spell Resistance: Mo

This simple spell beckony the (ire spiris in e aven wsimply
light something small on fire, & candle could be lit, a sheaf of
papers would begin 1o smoke and flame, or 3 thin rope could
be burned in half The targer of this spell must be eastly fam-
mable — thin, dry wood would be affected, but a large camp-
fire log would be too big for this spell to affect,

CALL OF H=EAV=N

Ewocation {Fire)

Level: Shu o
Components: Y, § DF
Casting Time: 1 round
Range: Persanal

Target: You

Duration: 1 round /2 levels
Saving Throw: MNone
Spell Resistance: No

Dine of the most visually impressive fire spells known, the call
of heaven immolates the caster in 3 rearing shroud of brighe
tlames: The caster is completely immune to damage from
mundane weapons and anything thit comes within 6 it. of the
caster takes fdé damage each round {ignering hardness), Magp-

ical weapons which strike the shugenja wound him normally, [1F

bt the Woapons themsclves must malee g saving throw at DC
15 or be ruined,

The caster may move as if ke were under the effeers of a fly |

spell, and drops slowly and safely to the ground if he is aloft when
the spells dwation ends Tn addition, the shugenja may hurd a
x5 fireball once per round s part of this spell as @ free activn
‘Each fireball thrown reduces the spell’s duraton by one rovwnd,

CASTLE OF WATER

Comjuration {(Water)

Level: Shu 1, Drd 1

Components: 5 DF

Castinyg Time: 1 scioen

Range: 1o ft.

Effect: Wall of water in'a 10 f. radius centered on caster up
to 1 fr. thick and 41, Eighﬂ fr./2 levels

Duration: Concentration + 1 roundlevel

saving Thraw: See revt

Spell'ﬁfsisfanrt:' Yes

This spell Summons 1 wall eFshimmering, churning water
that encircles the caster, Anvone attempting to move through
the walls'n perimeter must make a Reflex save or be hurled
back the way they, caine, fullisg probe and taking 144 subdual
damage. Anyone standimg within the wall when i is
summoned must make a Reflex save or be thrown outside the
perimeter, suffering the same effects.

The wall provides cover (See the Flayers Handbook™),
deflecting normal projecriles that serike its surface, Magical
projectiles, spells, and extraordinary projecriles (houlders;
catapulr shot, et ) pass through the water imharmed, with the
exreption of magical Are. The wall af water sheorbs five points
ot tire damage each round. If more fire damage than this is
intlicted in 5 single round, the wall vanishes, Any fire spell
which inflicts enough damage to destroy the castle of water

cipands te its normal ares of effect but only inflicts halt

damage wpen those whewere within the wall,

COMMUNE WITH ZL=MENTS

Divinarion (AL

Level: Shu

Components: V, DE

Casting Time: 1 action

Rangce: 30 ft.

Target: Quarter civele emanating From caster to extreme of range,
Duration; 1 round
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This spell allvws a shugenia to commune with an elemencal
spirit, the type naturally found everywhere in Rokugan This
spirir could be anyrhing from rhe one withing summer breeze
to a powerful mikekami slumbering within a large mouneain,
The caster may ask the spirit one question, and the spifit
answers as it deems fit The chance of grining any sort of
meaningful response is a mere S0 + 1% per level of the caster
This chance is increasad by 10% if you perform some service
tor the spirit (usually requiring the shugenja to parform the
gervice, then cast the epell again), & small stone may ask only
to be moved to the sunny side of the road. A great mountain
maoy require that a shrine be constructed at its peak before it
gives any sort of useful answer.

One exception to this rule is magic — if the spirita have
been recently called upen to work magic, they will be able to
rveveal the exact nature of the spell so long as itwas cast within
oue day per level of the communer, Culy by summonlng a
kami ol the same element as the spell cast will this informa-
tion be revealed, A shugenja who performs a favor for the
kami after using his magic can entlce the spirits not o Teveal
this informarion to others.

Keep in mind thar nature spirits have a great deal of rouble
understanding the mareal world, and all shswers they supply
are thoratghly filtered through their own perceptions of real-
ity. Barth spirits are blunt and tactless. Their certainty and

stubborntisss can often lead to misleading information. Adr-

spirits are mischievous and emotional. They prefer to give
cryptic anewers and have no respect for 4 shugenia who doge
not appear to be at least as clever as they are, Fire spirits are
angry and destruetive, and are best approached through
intimidarion. A fire spirit nearly alvays demands the sacrifice
of avaluablé chject in ames, Warer spirits do not speak; bur
only show images of the past. Water spirits have no concept of
opinions, and believe that only facts derermine the shape of
thues weort 1,

This spell may be used w contact kansen, whe are always
Fwningly polite and often offer to do favors for the caster, for
a price. {See the section on kansen in Appendix 2, Monstorsof
Bokugan, on page 206.)

COURAGE OF TH= S=V=N
THUNDERS

Enchantment {Earth)

Level: Shu 2

Components: ¥, 5 OF

Casting Time: ? actions

Range: Medivm (100 £t + 10 fr./level)
Target: One 25 ft. area

Druration: One hour

Saving Throw: Will Megate

Spell Resfstance: Mo

This spell calls upon the spirite of the ever-watchful ancestors
of the Seven Clans and grants the targets temporary immu-
nity to fear Any form of fear, magical or otherwise; divected at
anyone under the influence of this spell immediately fails. In
addition, targets who were under a fear effect when this spell
is cast upon them have the fear permanently removed,

This spell only affects human members of the Seven Great
Clans. If the spell’s area of effect contains both legal and illegal
iargets of this spell, only those who can be affecred will be,

D=ATH OF FLAM=

Enchantment I Fire}

Level: Shu 7

Components: | 5 DF

Casting Time: 1 action

Bange: Close (25 £+ 5 F/2 levels)
Target: One creatare

Duration: One round flevel
Saving Throw: Will negates

Spell Resistance; Yes

By suppressing the fire within 4 character’s soul, the shugenja
causes several penalties to the target: This spell bestows the
eftects of feebleming, slow, and confusion on its tavget tor the
dutation of the spell.

DORMINATE TH= RIND

Enchantment (Compnlsion, Air) [Mind-Affecting]

Level: Shu &

Components: V 5, DF

Casting Time: 1 action

Range: Medium (100 £+ 10 b flevel) (100t + 10 b/ leval )
Target: One creature

Duration: 1 minuce/level

Saving Throw: Will negates

Spell Resistance: Yes

This spell iz identical to domiinate person, except that the durs

tinn is shorter and to comman language is required; the sith-

ject obeys your verbal commands as if they spoke a common |
langmage. The subject obeve commands to the exact letter, and

behaves like an automaton, without expressing any will or

etnotion{Any attack rolls made while under this spell suffer s

—2 penalty} Only obviously self-destructive orders give the
target the benefit of an additional sove (with a 12 bonus),

ZARTH'S STAGNATION

Transmutarion { Earth)

Lewvel: Shu 1, Sor/Nriz 1
Components: V| §, DF

Casting Time: 1 sction

Range: Close {25 fr, + & ft./2 levels)
Target: One crearute
Duration: Ten minutes

Saving Throw: Special

Spell Resistance: Yes

The target of this spell has his own strength turned agasmst him ¢
ag the earth in his body is weighed down. The target's move.
ment and ump distaneces are halved {rounded down),

Expeditions retrent dispels and counters earth’s stagnation,
and is countered by earth’s stagnation,

=5S5ENCE OF EARTH

Frehantment (Earth)
Level: Shu 7
Components: \, 5 TF
Cagting Time: 1 action
Range: Parsonal

Target: You

Duration: § minutes/level
Saving Thiow: Mone
Spell Resistance: No




This spell Turns the caster into a walking incarnarion of the
earth kami, His features become a little sharper and more
angular, and his slin and hair take on a pray-brown tone.
While this spell iz 10 effeer, the shugenjs prinsa 25/+1 TR,
and is immane to damage from spells of 3rd level or lower,
The shugenja’s movetnent rate is also reduced by one-third
freunded down), and he cannot be affected by a haste spell.

255=NC= OF =ARTH N
Enchantment {Earth)
Lewvel: Shii @
Components: V5 F
Casting Time: 1 action
Range: Personal
Targat: You
Duration: L0 minutes/level
Saving Throw: Mone
Spc]] Besistance: Mo

This spell fincrions as essetice of earth,
except the caster gains 50/+2 DR, and is
immune to damage from sth level
spells or lower

=V=RBURNING
RAGE
Evocation (Tire)
Level: Shu g
Compenents: v, 5, DF
Casting Time: 1 actien
Range: Medium (100 fr. + 10 fi./Jevel)
Target: One creature
Duration: 1 round/Jevel
Saving Throw: None
Spell Registance: Yes

Torn apart by firc spirits, the targer of
this spell suffers excruciating pain,
The character is considered to be
disabled for the duration of the spell
as his body is wrscked with puin This
means that all rules apply for being
disabled, including dropping to -1
hit points if the character would
narmally do so in that condition.

At the end of this spell, the target
may stand up and act normally, as iF
nothing had happened — this spell
inflicts no actnal darmage unless the vierim
atternpts to tzke an action that would drep him to -1
hit points from being disabled, The character is then
at -1 hir points until healed,

=¥= OF TH=E SUN
Evocation [Fire)
Level: Shu 1
Components: V 8, DF
Casting Titne: 1 action
Range: Close (25 ft. + 5 11./2 levels)
Target: One creaturs
Duration: 1 round
Saving Throw: Will ncgates
Spell Resistance; Yes

Retling Memésether

The shugenjs produces a gace attack than blinds aond stuns
one target for one round. Tainted rargets take 110 damage.
A sucressful save negates both the stun and the damage.

FALSE TONGU=

Husion (Air, Fipment)
Level: Bud 3, 5hu 3
Components; ¥, 5, DF
Casting Time: 1 action
Range; Personal
Targer: You
Trrration: 10 minutes;/level
Saving Thraw: Naone

Spell Resistance: Mone

This spell allews you ro mask your words in illusion,
appearing to say one thing while in reality
saving something else entively, If you
W cliose, yuLL Iy select one listener in
‘; & range to heasr your tree words as
%0 well as the false words, while
everyone else in range hears only
what vou wish o appear to be
saving. For example, you could
deliver 4 private message to
your daimyo in the midsr of the
court, and &ll the while eaves-
droppers will believe you are
simply discussing the weather.
You may slso choose to
use thiz spell to conceal spell-
casting, masking any spell with a
vocal COmpPancnt: This hestows a
+10 DC on the Spelleraft chock of
any caster attempting to determine
whett spell you are casting, greatly
ratsing the difliculey olan effective
counterspell. I you wish o cast a
spell thar has no marerial, sumatic,
or focus component, you may
choose to mask the vocal compo-
nent and appear not to be casting 2
spall at all.

FIAL RaST
Evocation (Fire)
Level; Shu 6
Components: V. 5 DF
Casting Time; 1 action
Range: Close (75 fr 4 5 17 levels)
Target: (ine tainted creatre
Duration: Permanent
Saving Throw: Special
Spell Resistance: Mo

The purity of Fire can burn away the foul touch of the
shadowlands as surely as jade. This spell pits the inner fre of
the shugenfa against the Taint in g creature thar does not natu-
rally have the Shadowlands Tainr. This includes undead.
maho-taukat, and those who have gained the Taint in other
ways, Thisspell does ot affect creatures native to the Shadow-
lands such as oni, goblins, and agres.
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When the spell is cast, the caster takes 1ds damage as his chi
reaches out and burns away the Tainr inside the target. The
Tainted creature rakes 10ds damage and is stunned for twn
rounds. Intelligent creatures may make 2 Will save to negate
the stunning. Creatures that are slain by this spell have all
traces of the Shadowlands Taine expunged from their corpses,
and cannof rige again as undead nor can their badies be ani-
mated by any maho spells

TH= FIR=ES FROM WITHIN

Evocarion (Fire)

Level: shu4 :
Components: V, 5 DF

Casting Time: 1 action

Range: Medinm {100 Fe_ + 10 ft /level}
Target: (Cne or foro creatures
Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

The shugenja casting this spell summons forth a bolt of flame;,
sending it at his foes from the tips of his fingers. The holr
tequires a ranged touch attack to strike its target, inflicts 1ds
+1 damage per level of the caster {to 4 madmum of 12d& 4127,
and burns through thin, flammable barriers such as paper
walls without affecting the spell

THa FIR=S THAT CL=EANS=E

Evocation (Fire)

Level: Shu 2

Components: V.5 OF

Casting Time: 1 action

Range: Medium (100 fr. + 10 £ leval)
Target: (One creammre

Duration: Instantaneous

Saving Throw: Retlex halt

Spell Resistance: Yes

This spell calls the fire kami our of the caster and hurls them
against one rarger. When cast, the shugenja chooses to takee 2 to
10 points of damage. For each two points of damage the easrer
takes, this spell deals 1d4 damage to the tirget, The fire shoots
from the raster’s hands ina straight line to its target, and butns
thromgh rice paper walls and other thin bartiers (such ag sille
vrithout impeding the spell If & character is reduced to 0 hir
points or less by casting this spell, the targer still takes damage.

TH= FLOW OF TIM=

Transmuration (Water)
Level: Shu 7
Components: V, 5 [1H
Casting Time: 1 action
Range: Perconal

Target: ¥ou
Duration: Special

Thiis spell allows you w remporarily step ourside the bound-
aricy of time. When the spell 15 complete, you vanish from
sight for one minure along with whatever gear you are carry-
ing (living creatures cannot accompany you), During this
minute of time, you hover in 4 realm of sparkling light. By
your perception, one honr passes. Though vou can see and are
aware of events renspiring around you (they oceur with ago-
nizing slowness) you cannot affect the real world in any way.

Aty spells cast on targets other than yourself or vour gesr
antomatically fail. Thongh your can wall abonr freely, even s
thin curtain would be an impassable barrer

1f you cast this spell again while under its effects you may
remain outside of time for an additionsl hour while one more
minute passes in the real world. Uke of the Exrend Spall feat
with thie epall doubles the time spent outside time g5 well a2
the relative amount of time you arc perecived to be gone in
the real world.

FOLLOW THE=E FLARME=
Abjuration (Fire)
Level: Shu 9, Drd &
Components: V| 5 DF
Cagting Time: 1 round
Range: Personal
Target: You
Daration: 5 minutes/level
Saving Throw: None
Spell Resistance: Mo

While this spell is-in effect, the shugenja gains mastery over.
“all fire magic in a 100 fi radius. The caster ic immune to fire
datnage, and is surrounded by a thin aura of flickering fames:
that do ne harm to him nor his equipment. Any spell that
causes a manifestation of fire to come into being in the spalls
100 f. radius immedistely comes under the complete conteal
of the caster of this spell. He may redivect any fire spell as soon
as it is cast, and may even use this spell to mentally control the
path of spells such as fiveball, the fives from within, the fires ol
cleanse, burning hands, and the like, The shugenja may direc
these spells atueles usually not allowed by che spell, sending
them around corners, snaking to the sides of barriers, and
curling back around on their own paths. This effect alsa
includes magic cast by the shugenja wha cast followr thie flame;

Example: If the fires from within were cact i this spell's aren of
influence, you could mentally control the fire balt to turn around, fly
over @ castle wall, po avarnd the carner of a fower, and strike a guiayd,
Fhe shugena mentally sees wheve the spells are going, and may dived
Hhemt even if they lenwe the shugenja’s line of sight and area of effec
as lang as they do not travel farther than the five spell's range.
Controlling these spells ate free actions and requive no concentration.
on the shugenja’ part,

Two (ormore} shugenja under the cffects of follow the Hame |
attempting to control the same five spell roll a caseer level check
{1d20 + caster level), with the shugenja whe rolls higher aftel
modificrs gaining conttol of the spell. Characrers witl Supetin
Elemental Tocus (Fire) receive a +2 focus bonus for this rolli

FORCE OF UILL
Transmutation (Barth)
Level: Shu 5
Components: V, 5 DF
Casting Time: 1 action
Range: Touch
Target: One living creature touched,
Duration: 1 minuelevel
Saving Throw; Will Negare
Spell Resistance: Yes

By summoning the inner strength of the target, this spell
allows a ereature to continue o function for s time aftcr they

ordinarily would have been laid low. For the duration of this
spell, if the target ever drops to 0 (or lower) hit points, or.




would be knocked unconscivws or even inuediacely killed,
he inseead may continue o move and wct normally for the
duration of the spell. This effect is broken if the rarger is
reduced to %0 hit points.

OFf course, this does not grant immunity to effects other
than the anes mentioned above, TF for example, the character
received enongh damage ro die by heing cut 1o half, he
wouldn't still be able to wall around regularly

HANDS OF CLAY

Transmutation (Earth)
Level: Shu v, Tied 1
Components: V[ 5 TIF
Casting Time: 1 action
Range: Personal
Target: You

Duration: L mitute
Saving Throw: Mong
Spell Resistance: Mo

By attuning himself to the earth kami,
the shugenjs may use this spell ro
grasp a surface of earth {including
srone, cement, dire, efc) and

climb it with his hands and feet J’!
withour difficulry This cdin
include the shugenja climbing sur-
tacec that have ne real prip and surfaces
that he would normally fall from, such as
climbing across a stone ceiling, This spell
docs not grant extra stability to s sueface,
however, and a shugenja climbing &
shaley stone wall may very well

cause the wall to collapse upon
b, A creature with a strength
sCore vl at least 20 + 1 pet the
caseer’s level can pull the caster

away from the surface,

ARMMORTAL
ISTSEL

Enchantment {Earth)
Level: Shu 4
Components: V) 5, DE XP
Casting Timc: Onc hour
Range: Touch

Target: One bladed weapon
Duration: Perinaient
Saving Throw: None
E]:n'e_ll Besistance: MNo

Phocnix Acolyse of Fire

A weapon targeted by this spell immediately becomes 2 mas-
terwork weapon. This epell has no effect upon weapons that
are already masterwork,

HP Cost: 10 1 1 per 10 gp in the base cost of the weapon,

KHARMA
Transmutation {All)

Level: Shu g

Components: V, § DF
Casting Time; 10 minutes
Range: Touch

Target: Dead human touched

Duration: Instantancous
Suving Throw: None (see text)
Spell Resistunce: Yes (hatinless)

This spell iz very similar in mary ways to reincarnate (See the
Player's Handbook™), You encourage the Fortunes to intervene
on behalf of the target, begging that his soul be restored and
new life gpranted. No mote than one week muet have paseed
aftor death before the spell is cast, and the subject's soul must
be frec and willing to return (See Hhe Players Handbook™), If the
target’s soul does not wish to be reincarnated, the

spell fails.
Unlike reincarnate; this spell does not create
i new budy vut of noching. Tustead, a soul
somewhere else in Bokugan awakens (o the
facr thar i is in acmality a reincarnation of the
character, and Is drawn o fulfill the targers
destiny. Reincarnated characters are not the
ald charactars, though they abways fulfill
a sitmilar rale ro ther predecessars

may have mannerisms, posture,
habitzs, or ewven identifying
teatures {scars, birthmarks, etc.) of
the former character, but they ate &
completely different person with a
life of their own. The reincarnsted
character recalls only picces of his
former life {often in dreams or
flashbacks), Tle is, however

left unfulfilled by he previous
character, The new character is
usually connecred 1o the old
one in some wiy — a friend,
relative, lover, or child —
although sametimes the new
character is merely a stranger
with a great deal in commaon
The Kirsu have theorized
in depth as to how this spell
actually worlie Hewr can a soul be
reincarnated in a person whe
partially shared the lifetime of his
predecessor? They have concluded
that the power of the apirit tran:
scends the boundaries of time itself;
and cannot be understood by mere
murtals.
’ The reincarnated characrer has the same
ability scores, skills, class, base arack bonus, save bonuses;
and hit points 45 the previous characrer, The character's level is
reduced by 1. (If the character was 15t level, his Constmrion
seares reduced by 1.) T the character formetly possessed clan
feats no longer availahle o his new clan, he may replace them
with appropriate clan feats from his new clan. Skills that were
formerly class skills due only to the character’s clan or family
ate no lenger class skills, though their skill rank femaing
unchanged (even it it iz now an illepal rank) All aftlictions
and physical ills are cured (as this iz a new body) with the
exception of the Shadewlands Taint and Shadew Peints, both
of which are afflictions of the soul a5 well sz bady:
The specifics of the new incarnation’s identity are
determined on Table 2-3.
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TapLe 2-3: New INCARNATION'S IDENTITY

d100Roll  Result

01-50 Same clan, same family as previcus
incarnation,

8170 Same clan, but different farmily (if possible) as
previous incarnation.

=80 Different Clan. See Table 24

£1-00 Miner Clan (Select a Miner Clan of choice.)

g1-85 Imparial Family (Qtoma, Seppun, or Miya)

9695 Special; roll below
01-75 — Vassal family of a-clan. A minor
zamurai in good standing. May take the
Different Schoal feat ta learn their clan's tech-
niques-if they wish, '
76-00 — Kanin

100 Di's chaice (may he a Nezumi_ spirit, or ather

creature but not 8 Maga or Tainted beast
unless the target already is one).

TaBLE 2—4 NeEwW INCARNATION'S IDENTITY

Different clan. Il you were previously 8 Great Clan character,
you become « member of a different Great Clan (rel| below;
rerall results that indicate previous clan)

d100Rall Result
01-20 Lien
2140 Crane
41-55 Crab
L6 65 Unicorn
6675 Scorpion
76-85 Phoenix
8645 Dragon
A6 Mantis

IPyou were praviously a member of an Imperial Family,
you remain a member of the Imperial Family. Any other
characters may become either-a Miner Clan ar ronin
characteras they chaose.

The new character always arrives ou (he scene at the end of
the spell, seemingly by total coincidence. The new character
realizes the wuih of his existence when he sees his former
Loy, and replaces the former character as 1 player character.

This exrremely powerful spell is cast bur rarely A morral
who did not live well and fulfill his kharma in life may not he
allowed to return. At the npposite extreme, the Fortunes
themselves have been known to nse this spell without pati-
tioning from a shugenja. A mortal whe dies without fulfiliing
his destiny may find himsalf returned to life through the use
of kharma, or may be returned tor a second chance after a
hetoic death or a life well-lived, The exact details of the use of
this spell should always be considered corefully by DMs and
plavers alike.

THE RMIRROR'S SAILE

Transmuration (Air)

Level: Shu s

Components: ¥ §, DF

Casting Time: 10 minutes

Bange: Touch

Target: Humanoid Creature Touched
Duration: Permanent

Saving Throw: Mone

Spell Resistance: No

This spell allows yon ta ransform a willing target into s per-
fect replica of another humanoid being, permanently, Onee
the spell is in place, it does not register as magic it any way

NEAR TO ICE

OSANO-WO's EMBRACE

rrRISON OF =EARTH

and cannotbe dispelled by any means shorr of a wish, miracls
or a second casting of this spell. The target’s gender, heighs
age, and weight may e changed, so long as the targer remaing
humanaid. If the creature becomes a new race, attributi:
honuges and natuzal ahilities of the new creature type are:
gained. Abilities of the former race are lost {with the excep-
tion of banus feats and slill poines).

If you know the correct Rull name of o specific individua
you may speak it during the casting to transform the tazger
into a perfect replica of that individual, This grants the targets
+30 1o his Disguise and Mimic rolls when impersonating thar.
individual, If you do not have a specific individual v mind,
you may tailor the target’s new appearance as you like so long
as they do not intentionally resemble wn existing person.

Transmutation (Water)

Level: Shu 4, Drd 4

Components: V, 5 F DF

Casting Time: 1 action

Range: Touch

Target: Creature Touclied

Duration 1 rounddevel

Saving Throw: Forrtude negares (Harmless)
Spell Resistance: Yes (FHarmless)

This spell causes benevolent kami of frost and cold o wash
through the target's body, granting extraordinary resistance to
pain. This spell grants the target 2d6 temporary hit points and

a +1 morale benus to all saving throws. The target cannot be.
stunned or staggered, and may fight without penalty al zem
hit poinrs or less. Targets who reach —10 hit puings die.

Transmutation {Fire)

Level: Shu &

Components: V) 5 DF

Casting Time: 1 action

Range: Close (25 Fe. + 5 £t./2 levels)
Target; One creature

Duration: 1 routid leve]

Saving Throw; Fort negaces

Spell Resistance: Yes

This spell draws out the target’s inner elemental fire in & vie
lent manner; shrouding him in flame. The target takes 4ds
demage every round and can take no action that requices any
form of concentration while he is immolated. Anyone
artempting to grapple with the targer takes 4ds damage
well, and those attempring to strike the chacacter in melee
combat with weapons must make a reflex clieck against DC 15
or take 2d6 darnage,

The target must make a Will check against DC 20 every
vouid ot (lail abour helplessly, unable to figh, and barely able
1w speak. Mundane {rems on the characrer are affecred noe
mally as if they had been consumed by fire, This spell canbe
ended In any manner thar wonld put niir saomeone on frs.

Conjuration {Earth)
Level; Shu s

This spell isidentical to trap the soul, except the targer musdt he
an ouisider,




————

L PURITY OF THE SEVEN

THUND=RS
Ahjuration (Earth)
Level: shu 9
Components: V5, |1F
Casting Time: 2 rounds
Range: Long (400 fr. + 40 it /level)
Target: One area, 10 fr square per level
Duration: Permanent
Eaving Throw: Will 10d8
Spell Resistance: Yes

This spell is proof thar even the most pow-
erful oni can know fear. Whisperad
atnnng the beases of the Shadowlinds asa
terrifying sight to behold, this spell
simply and utterly destroys anything
with the Shadowlinds Taint

caught in its area of effect. All

Tainted creatures with equal or

fewer Hit Diee than the caster

are immediately destroyed; their

bodics unraveled and scattered to

dust. Tainted creatures not destroyed by
this spell are treated as if they were affected by
afeur spell immediately, and take 10d8
dimage.

The toll of this spell on the shugenja is
heavy. For every creature destroyed by
this spell, the shugenja takes 2 hit poines
of damage, Also. the shugenia may not
Castany spells ahove 3rd level until he
hag rested for at least ¥ hourd This
spell's effects gre changsd if east
within the boundaries of the
Shadowlands. Creatures are not
destroved by thiz spell, but the land
itzelf iz cleansed of Taint (though
left barren and uselessy and the
égster takes 10d¢ damage,

SYMPRATH=TIC
=N=RGIZES
Transmutation (Watet)
Lewel: Shu 5, Sor/ Wiz s
Components: V5 TIF
Casting Time: 1 action
Range: Close (25 ft. 2 5 ft./2
lewvels)
Target: One creature in range

Duration: Instantanecus o lﬁr‘“?ﬁﬁm; .
Saving Throw: Special e i e
Spell Besistanee: Yes

This spell allows the caster to transfer one continuing spell
efferct of fourth level or lower from himself ro any other legal
target 1n range. Lnwilling targets receive o Will sive 1o negare
the effects (leaving the spall effect on the caster). The caster
may ales attempt to transfer a spell effect from a target in
anpe to himself, though the target receives # Will save o
regigt the trancher. The spells duration runs out normally onee
it haz been transterred.

Moté that spells with a duration of “instantaneous” or "per-
nianent” cannet be transferved with this spell. This spell may
be used to cransfer spells that nermally only affect the caster
1w uther individuals,

THE PENETRATING DRO?
Transmutation [Water)
Level: Shu 7
Components: ¥, S, OF
Range; Touch
Elfect: 30 fi. cube of nonliving matter
Duration: | rownd/level
Saving Throw: Fortitude partial
Spell Resistance: Yes

This spell causes an object you

totch {or a section of the

object up to the maximum

size indicated by the spells

prea) to suddenly become

Sy - infused with watet spirits,

which proceed to find the

natural weaknesses in the

taiget and causc it to fall apart.

Unless the object makes a success-

ful Forritude save; it takes 3d10

damage per round, plus 3d1o damage per

round of duration. (3d10 the firse round, 6d 10

the second, 9d10 the third, etc., with no

et limit for damage inflicted ) A target

which makes its saving throw receives

. half the damage for half the durarion

Unattended objects receive no

gave,

This gpell iz effective againgt all

constructs:

rOISON OF TH=
WINDS?IDER

Conjurarion (Air, Creation)
Level: Shu 7, Sor/ Wiz 7
Components: V. 5 DF
Hange: Medium (1o fr+ 10 . /level)
Effect: 25 fr. radins cloud
Duration: 1 minutelevel
Saving Throw! See taxt
Spell Resistance: Yes

This spell summons a toiling cloud of
choking green gases. Any living creature
within the cloud miust make a Forticude save or take
10ds damage, and be blinded and nauseated for 1d4
roniels, Those who malke their save take half damage, and are
merely nauseated unti] they leave the cloud and for one round
afterwrard. Nauseated characters cannot attaclk, case spells, or
concentrate on spells, and may anly rake parial actions. Those
who ramain within the cloud must malre Fortitude saves sach
round they remain there ot suffer its effects again,
Like cloudkill, this spell does not penetrate liquids and may
not be cast underwater,
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QUIESCENCE OF AIR
Conjucaiion {Air)
Level: shu i
Components: ¥, DF
Casring Time: 1 action
Range: 10t
Area: 5 ft. tadius centered on 2 crearure, object, or point in
space
Dhiration: 1 minute/lavel
Saving Throw: Will negates
Spell Resistance: Yes o no (object)

This spell brings intw being an invisible sphere of air kami,
elfectively preventing any sound from entering or leav-

ing their sphere of influence. Those within can

speak with one another normally, bur cannot
hear anything that transpires outside. ‘This
spell may be cast upan a poine in space, but

the effect is stationary unless cast upon a
maohile object. The spell can be cen-
tered on a creature, and the etfect
then radiates from the creature and
moves as it meves, Any creature or
an object in gomeones possession
is entitled to a saving throw or
ER check, but unattended
abjects arc not,

Sonic or language-based

attacks may not enter or leave
the sphere, though i more than
tive poinds of sunic damage are
directed against che diamerer of
the sphere, the affect is canceled |
and those who were protected
take half normal damags:
All creatures within the sphere
gain a +20 0 all Maove Silencly
cherks, bt automarically Eail all
Listen cheeks that apply to the
area outside the sphere,

SLAYER'S
KNIV=EsS
Transmirtation (Air)
Level: Shu s
Components; V, S DF
Range; Close (25 ft, + 5 .02 levels)
Area: Cone
Dhiration: Inscantatiens
Saving Thtowe None
Spell Resistance: Yes

This spell summens forth a tresnendous blast ofwind thar fills
the arca of effect, shishing mercilessly ar all caughr within the
arca and lurling them backward. The spell inflices 12ds
damage and all creatures within the area of the spell suffer 4
bull rush attack. The Strengrh of this bull rush is equal ta the
caster’s leve] +20. Crearures who lose the npposed Strength
check are pushed outward, away from you, to 2 mavimum
distance of the edge of the ares of affect. The wind also
damages inanimate ohjects and douses any non-magical
flames in the area of effect.

Hieioe Noclun-Semmr—
LMMMJHKKI-F

SVITENGU'S EMBRACE
Iransmaitation (Water}
Level: Drd 9, Shu o
Components: V § DF
Range: Close (25 £t. + 5 ft,/2 levels)
Area: One creature
Duration: Concentration
Saving Throw: Special
Spell Resistance; Yes

This spell causes a great swelling of the local warer kami,
causing them to drown victims even on land. The targer
immediatly begins to drown (as per the DUNGEON MASTERS
Grrde™). The creature must make a Fort save each round thet
they remain within range, The DC for this save increascs by 2
each round.
If the roll is failed, the affected character ot
cresture immediately falls unconscious (0 hp).
In the following round, the targer drops w -1
hit points and is dying. T the thisd round, the
target drowns.
This spell is ineffecrive agatnst
g Creatures who do not breathe, breathe water,
¥\ ur are immune 1o crirical hits due to lack of
discernible anatomy [sucl'_: a5 an anwe, con-
struct, of plant). Fire-hazed crestires take
1ds damage per twn levels of the caster from
this spell (maximnm 10d2) even if they do
nint normally breathe, due to the warer lkami
snffusing their systam,

SURMON

Conjuration {All Summaning)
Level: shup
Components: ¥, 5, 11F
Casting lime: 1 action
Hange: £ fr.
Target: Cine unattended object, up to
one cubic ft. in volume,
Duration: Instantaneous
Saving Throw: Mone
Spell Resistance: No

This spell allows a shugenjato
summaon up a bir of one element,

gither fire, water, air, or earth. This:

spell does not create something
from nothing, but always summans
the elemeant from within ane mileof
your position. The element must be something that cecurs
naturally in the environment, and is understood by the castern
Summoned watet, for example, could summon ice, warer,
or a small cloud of steam, Summencd carth could provide
tnud, stone, sand, or soil. Summeoened fire o1 air hovers ina
sphere ar the caster’s command for one round, Fire quickly
burns out unless supplied with fuel. Air supplies pure air for
up to one minute if contsined, otherwise it disperses afrer one:
round.

This spell may nol summoen something Into a space
currently occupied by a living being, nor do you have enough
contiul uver an object's ardval for, sav, a stone or cobe of ice to
be effectively dropped on a creatire’s head. You can, however,
direct the summoned element into an appropniate conraines



TINZ'S D=ADLY HAND
Alteration {Earth)
Level: Shu g
Components: V) 8, DF
‘Casting Time: 1 action
Range: Medium (100 ft. + 10 ft./level)
Target; One Lluge ot smaller object, or 5 fr. radius per level.
Duration: Permanent
Saviug Throw: Will Hegate
5}:":]] Resistance: Yes

The effects of this spell ate as devastating as they are simple.
The shugenjs causes an object to wilt, decampose, and fall to
ruin a5 if hundrede or thousands of years had passed. Wood
rotz end collapses, steel rusts and becomes brirtle, and stone
wears and eracks under the effects of thie spell, Only non-
living matter can be affected by this spell; a samurni caught in
an area-effect fime's deadly hand will watch his prmar; kimone,
and weapons collapse and crumble off him.

Maost inanireate objects receive no saving thraw against this
spell. Magic items receive a saving throw with & bonus equal
to their magical plus (ur eguivalent amount of pluses), and
crearures or characrers make a saving throw [or uljects wori
oh their persons when this spell is cast.

TREMOR

Evocation (Earth)

Level: Shu 3

Components: V, 3, DF

Casting Time: § action

Range: Medlum (100 fr. + 10 fr./level)
Target: 100 [t. radius area

Duration: [nstantaneous

Saving Throw: Reflex negates

Spell Hesistance: Mo

The movement of the carth kami iz alow and sure, However,
their ponderous nature can be upset by this spell, causing the
very ground to shake for a mement with encugh viclence to
knock people flat on their backs, causing horses to throw their
riders and small struciures o collapse. Bveryone caught
within the area of effect (except the casting shugenja) minst
make 2 Reflex save or be knocked prone. Mounted churcters
must make a Bide check ar a —5 penalty or be thtown from
their mount, taking 2de subdual damage from impact with the
groumd Staying atop 2 horse that is knocked to the ground
incure the same penalties az failing yoursaving throw

TSUILAR
Evocatlon (Waret)
Level: Drd 9, shu @
Components: W 5 DF
Range: Long (400 fr. + 40 fr./level)
Avea: Duarter circle with yp ro 100 fr. radius, emanating
from a body of water in range
Duration: Instantaneous

This spell causes a nearby body of water to suddenly swell up

ina grear wave (shaped like @ fist or an encimous samurai if

the caster wishes) which demaolishes everyihing it s path,
Aty crearures, srrucrures, and unarended objects unforiumae
enough to be in the area when the tsunami strikes ke 20d3
points of impact damage. Crearures vulnerable ro water
attacks take douhble damage. Tn addition, all rargets not

WALKING TH= WAY

TH= WAV=ES ARE
CHANGING

securely attached to the ground must make opposed Strength
chechs (e wave's Strenpih is equal to 20 + the caster level) o
be washed away with the wave when it retucns (o the body of
warer from whence it came. Such targets aee deposiced [ty
feet away from shore, or half the radius of the wave, whichever
is shorter. These rargets are instantly submerged and must
make Swim checks or begin to drown, The tsunami also soaks
puatything it the area and douses all fires in the area of effect.
‘The radius of the tiunami cannot be greater than half the
rading of the body of water from which it emerges Though the
trunami returns whenee it came after it is used, nse of this spell
aftoctively reduces the volume of the body of water by thirey
percent for twenty four hours (except in the case of the ocean,
though there iz atill a noticeable change in water levels).

Transmuration [Air)

Level: Shu g

Components: V.5, DF

Bange: Cloge (25 H. + 5 Fr./2 levels)
Area: £ ft. by 8 opening
Duration: 1 hour/level

This spell creares a shimmering portal leading o & stringe
domain khown only as "The Way" This portal remaing open
for a number of rounds equal to the caster's level, during
which time e Medinm creatures; three Small creatures, or
one Large creatire may pass throngh the portal per round.

Dinee within the Way, travelers find themselves seanding in
a world of seirling darkness, with only a silver line guiding
them inte the distance. The Way seems to exist in harmony
with the mortal realm, and 1 chugenja who kmows this spell
can navigate the Way with lintle difficulty. There are no physi-
cal ohstructions it the Waw, no natural inhabitants, nothing at
all save darknicss and light, Even time does not seem to pass,
though those traveling in the Way age normally

The Way scems to be sealed off completely from all magical
access save this spell, Travelers in the Way may not be scried
upon, nor vai they sery upon anyone else, Teleportation
effects do not functivn in the Way, and extra-dimensional
spaces (such as a portable hole or wonderful erigami furoshiki)
cannar be accessed, Travelers in the Way never encounter
other groups of travelers. It is a dark; silent, lonely place.

When the spell's duration elapses, another portal opens and
thetravelers are expelled: The shugenja casting the spell
determines where the Way takes its rravelers. If you are very
Familiar with your intended destination, and have heen there
before, you can arrive in a specific area with no chance of
error. Otherwise, the Way simply deposits all travelers ina
random location 1-100 miles from the starting point. The
maximum distance covered by traveling the Way is twice
whatever distance the travelers could cover on even ground in
an equal amount of time,

V=R

Transmutation (Water)
Level: shu 8

Components: V, & DF
Casting Time: 1 action
Range: Parsonal

Area: You

Duration: 10 minutes/Tevel
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This spell is identical to the spell shapechange (See the Flayer’
Handbook™) in all ways, except that you assume a sinale form,
and cannot alter you format will (eweptto end the spell and
teturn o your true form),

WH=EL OF FORTUNE
Tranamutation {(Air)
Level: Shu s
Components: ¥, 5, DF
Range: Close (25 [L +5 (L2 levels)
Area: Oue creature
Duration: Permanent
Saving Throw: Will negates
Spell Resisrance: Yes

This powerful spell causes an immediate and dramaric
redistribution of the target’s chi, Roll 1de twice, and check the
following table:

TABLE 2-5: WHEEL OF FORTUNE TABLE
dé Rell Result

Strength

Daxtarity

Constitution

Intelligence

Wisdam

Charisrma

Thwn Faolal ] —

Far the duration of the spell the
target’s two selected ability scores are
siwitched. All ability modifiers also
change immediately The sudden
change could cause the target to
suddenly be unable ro cast
spells, or may couse them
to collapse under equip-
ment suddenly too heavy
to carry. Enhancement
bonuses are not altered
by this spell, and remain
altached 1o their original
ability score, If this spell
TACEETS 4 Creamire with no Consti-
rurion score, reroll any resolts that
would switch an ability score with
Consrtotion, A second casting of
heel of fortune on someone alraady
affected by it reverses the original
casting. The results of this spell may
otherwise only be negated by a liwmifed
wish, wish, or nuvacle,

WISDOM AND CLARITY

Dhvnation (Water)

Level: Shu 2

Components: ¥ 5 DF
Casting Time: 1 action
Ranpe: Perconal

Target: You

Duration: 10 minurcs/lovel

L

Taechi Meinlods —
Ulnicors Nawee Magic

This spell blesses you with the ability to process and recall
large amounts of information. While under the effects of this
spell, you recall everyrhing yvon see, hear, and read in perfect

detail. Furcher, you may réad up ro five hundred words
{roughly 2 pages or scrolls of text) per minure. This spell does
ner grant any additional ability to understand anything oy
see of read. For example, reading 2 seroll of 2 spell yon cannot
cast would not geant the ability to cast the spell any more than
4 shugenja reading a book written in a foreign language would
gain any ahility 1o speak that language, Only ravr dars may b
stored snd recalled with this spell. When the spell ends, you
can no lenger recall detailed intormation learned while undeér
ite effects unlees you cast it again.

WISDOM OF TH= RARMI

Divinarion { Air)
Level: Shu 4
Components: V, & DF
Casting Time: 1 action
Range: Personal
Target; You
"}"_T B Duration: 10 minutes/level

-

This spell causes the air kamito
PEATTANZE YOUT Memories,
temporar ly granting lenowl-
edge in areag otherwise
unknown to you. This spell
grants 3 +10 enhancemant
bonus to one ekill of your
choice. This bonus is halved for
any cross-class skills, and may notbe
used on exclusive skills barved 1o the
shugenja class,

Althaugh vou may use this skill w
gain a bonus to an obscure Knowledge skill,
you.are still considered wnskilled aod face whae
ever peiliies (o your DC that the DM deems

AP pIOpiate,

WITHINL TH=E WAVES
Transmutation {Water)
Level: Shu ¢
Components: 5, DF
Casting Tiine; 1 action
Range: Personal
Effect: 20 fr. radius sphere, centered on you
Durarion: 10 minures/devel
Saving Throw: hione
Spell Resistance: Mo

This spell ereates a bubble of shimmering water
around you and anything in 4 20 ft. radius This
bubble moves with vou and allews solid objeces
to pass through it witheut incident. Spells can be can

into or out of the bubble at will, Liyuids and pases ae

held cur uf the bubble, Any attack made purposefully
agalnist the bubble itself inflicting damage greater than wles
your caster level bursts ehe bubble and ends the spell

If cast underwarer, the bubble automatically fills with fresh

alr. You can will the bubble to move underwater ar a rate of 50
fr, per round, carrving a cargo equal ta one extra medinm-
sized passenger per two levels of the caster. A passenger pass-
ing through the wall dogs not cause the bubble to burst: it
simply lets them pass. Creatures may choose to remain within
the bublble or exit as they wish, although these with Strength
i3 & or less cannot push through the bubble.




[fthe spell ends while the bubble 15 scill underwarer, is rises
to the surface at a tate of 30 fr. pet tound and bursrs,
Passengers miay choose to acoompany it if they wish,

WOND=x¥VL ORIGARI
FUROSHIKI

Tranamucation (Water}

Tevel: Shu 3

Components; V) 5, E DT

Casting Time: 1 minute

Range: Touch

Target See rext

Durarion: 1 day per level ot unril opened
Saving Throw: MNone

Spell Resistance: Mone

You can store an extrootdinary amount of material in a small
furozhiki sack. Prior to casting the spell, you must prepare a
special silk fureshiki and lay the objects to be stored within
atop it, The fureshiki can store up to 50 pﬁunds af marerial,
plus twenry-five pounds per caster level, to a maximum capac-
ity ol 450 poubds, I you attenspt o store any living beings
within the furoshiki, the spell [ails,

When the spell is complete, you swiftly fold up the
furashilki unril it is one cublc foor in volume, The objects
within the furoshiki are displaced into an extra-dimensional
space, similar in makeup to & bag of holding. The fureshiki
weighs only twenty pounds, regardless of whart may be inside,
Iteme within the furashiki cannot he accessed unless the
furaghiki is opened. IF the furochiki iz burned or destroyed,
everything within iz lost permanently Opening the furoshiki
requires a full round action, ending the spell and causing the
contents to reappear atop the untolded silken bag. 1 the bag ie
still unopened when the spell ends, the furoshili immediately
drops to the nearcst surface and unfelds itself, producing its
contents. If there is no surface nearby, the items appear in
midair and fall.

Forus: A silken furoshiki sack (1 zp)

Spells utilizing the element of Void ate extremely rare. It is
impecsible for shugenja to cast them unless they have entered
the Void Disciple prestige class (soe Oriental Adventures™) or
possess the Ishiken do feat, Any shugenja who meets zither
requiremnent may learn and cast these spells normally,

VoID SCHOOL

2 Drawing the Void. Ceneratee additional Void points.

3 Contemplate the Void. Increases Void poinrt bonus,

4 Kharmic Intent. Allows the caster and one target to share
Void points.

5 Esscnec of the Void, Paralyzes one tacget for a finite
period of time,

& Spiritual Presence, Boosts any one abilicr by an amoum
equal to the caster's maxinnun number of Void poings.

7 Wimls of Change. Grants the target ranks in « skill they
do not possess.

& Visage of the Vold. Grants the casrer invisibilloy ro
magical detection.

4 Divine the Furure. Allows the caster to ask the DM
questions regarding the campaign,

n=w
- VOID SP=LLS

CONT=M?LAT= TH= VOID

Eviocation

Level: Voi 3

Components: ¥V, §, DF

Casting Tima: 2 actions

Range: Personal

Effect: Increase use of Void poines
Dwuration: 1 round/level

Saving Throw: Mo

Spell Resistance: Ho

You may tap inta the essetice of the universe irself and
increase its flow throngh your body, Whale inder the inflo-
anee of thic epell vou gain an additional +1 Void bonus toany
ateacl roll, skill checl, saving throw, or to AC when spending
a Void point 1o increase any of those. You may spend an addi-
tiomal Void Point on a single roll, check or save while this spell
iz in effect. The advantages gained by this spell do not erack
with additional castings,

PIVINE TH= FUTUR=

Divinarion

Level: Voi 9
Components: V) 5, OF, XP
Casting Time: 1 hour
Range: Personal

Effcer: Glimpse the future
Druration: Instantaneous
Saving Throw: HNo

Spell Resistance: No

By reading the ebb and fow of the warld arcind you, yonu ran
gain glimpses into the future thar awaits, By viewing this
tuture, you help assure that it will come about. You may not
alter the events you see coming, but you may be berter
prepared to deal with them when they occur. After meditating
and chanting for an hour, you may sacrifice 1,000 experience
points in order to ask the DM a single question regarding the
campaign in which you are curzently playing, This question
must be able 1o be answered with @ single sentence, and
although the DM must answer truchfully, the answer may be
as erypric and vague as he chooses. Tt is possible 1o ask up
to three questinns per casting, but each question requires
A separate exPen dittize of EXPETIENCe points

DRAWUING THE VOID

Evocarion

Level: Vol 2

Components: 5 DF

Casting Time: 1 action

Range: Persnnal

Effect: Cainan additional Void point
Dration: Instintaneois

Saving Throw: Mo

Spell Resistance: Mo

You huve learned the simplest of the Voul's secrews: how w
reach ineo'it and access 2 riny fracrion of its power for yourself
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wWith this simple incantation, you can obtain 4o additional
Void point. This additional point may either restore a missing
poiint o it may take you over your maximum i your have full
Vuid peints, It is nor possible 1o possess more than double
vour maximum amountof Void points at ahy time:

ESSENCE OF TH= VOID

Bnchantment

Level: Voi 5

Components; ¥, §, OF

Casting Time: 2 scrions

Range: Medium (100 fT. + 10'fr, Aevel)

Targer One person

Duration: Concentration

Saving Throw: No (Wl negates for Void Disciples)
Spell Resistance: Yes

Bycnveloping a target in the grip of the Void, you can inimo-
bilize him in the material world. This spell exposes the wiger
tor the wonders of the universe, the oneness and nothingness
of all existence. More vften than not, however, the rarger is
simply unwilling to confront the epiphany and stmply blacks
out until the spell is over The rarger is completely immobi-
lized, locked into whatever position he was in when the spell
took effect. Each round, the target may make a Will save to
attempt to break free. Otherwise, the spell lasts for as long as
you concenirate,

KHARMIC INTENT

Evucation

Level; Voi ¢

Components: V. S, DF

Casting Time: 3 actions

Range: Medium (100 fr. + 10 £t flevel)
Target: Une person

Dhiration: Lischarge

Sml‘i.ngT]:l.tﬂw: Mo

Spell Resistance: Mo

You Jave learne] the secret of forging a bond chrough the
Void between you and another individual. This special bond
allows each of you 1o draw upon the other's strength and
spirit. You may cast this spell on any willing targer, allowing
the two of vou to share Void poines back and forth ar will This
bond exists for a number of hours equal o the caster's Intelli-
gence modifier, although either party can choose to sever the
hond at any point.

SPIRITUAL PRESENCE

Enchantment

Level: Vol &

Components: V, 5, DE

Casting Time: 2 aefinnsg

Hange: Cloge (75 ft 4 5 fr /2 lovels)
Target: Cine person

Duration: 3 rounds/level

Saving Throvr: Will negates (harmless)
Spell Registance: Mo

By reaching deep within yourself, vou can vse your own con-
nection 1o the Void o link another to the greater universe. In
doing so, you can sharpen any of their physical or menital ahil-
{ttes ro & degree well above their normal tange, Lipon the
spells completion, you man increase any one ability score of

VISAG= OF TH= VOID

WINDS OF CHANG=

the targer by a number equal to your mavimum nomber af
Void points. This effect lasts as long az you concentrate an’
mainraining the link,

Abjuritiod

Level: Vui s

Components: V, 5, IF

Casting Time: 2 hours

Range: Personal

Effect: Creates a personal anti-magic field
Tmiration: Hischarge

saving Throw: No

Spell Besistance: Mo

By focusing on the nothinguess of the Veid, vou may cloak
voursell from the eleinental kami that enable more madivional
eleinental spells, While you are thus concealed, you do not et
olf any rype of magical alarms. You are invisible to wards, bar-
riers; or alarms established by spells of lower level, none of
which react to your presence in any way. Likewise, you may
not be detected by any spell-lke ability, Finally, any spalls
caster attempting to target youwith a epell of lower level must,
first succeed on a contested Intelligance checlk, If the caster
wins, the spell works as normal. If you win, the spell has no’
effact upen you, The spell is discharged the first time a spellis
cast upon you succesebully unless you spend anadditional
Void poine. Otherwise it lasts for a number of hours cqualite
your Intelligence modifier or until you choose to dispel in.

Enchantment

Level: Vai 7

Components: ¥V 5, DF

Cagting Time: 4 actions

Range: Touch

Effect: Linls ane person with the Void
Duration: 24 hours

Saving Throw: Nao

Spell Resistance; No

heness with the Yoid confers infinite knowledge and
wigdom on all who experience it You may bring that wisdom
toothers by linking them with the majesty of the Void, You
may chooss any one person 2¢ your target so long as that
persen possesses at least three ranks of the shill Knowledge
{Shintao). While you concentrate upon the target, they are
considered to have four ranks in any skill of your choosing
This skill must be chosen at the time the spell is cast. The
target gaing full use of the skill in question for the entive due
tion of the spell,

s discussed briafly in Oviental Adventures™ mahe ic a forkid-
den type of magic that exists only in Rekugan, In fact, the
practice of maho i perhaps the greatest crime in the Empire.
It is g terrible that any found procricing it are net allowed the
optien of honorable seppuleu but arc instead publicly exe-
cuted, the grentest shame thar can befall a samurai.

Meho 5 a0 reviled because ir is unquesdanably a black an.
Casting a maho spell is actually a ritual calling out 1o Jigoke,



the Realm of Evil, for power, The lands of corruption enthusi-
astically bestow power upon any who ave willing and able ro
request it, it there is a price. A sacrifice must he made to
before these spells will function, and the price demanded iz
blood. Jigoku is not particulas it accepts blood from any crea-
ture with an Intellizence of 3 or higher, not just the caster.

Mahe-tsulsi whe have spells from previous clazees may
choose to exchange those spells, Any arcane or divine spell
may be lost from the maho-tsukai’s known spell list perma-
lﬂfﬂ‘f}' in L'}l'cl'l.ﬂngl: fl'.ll' ﬂ.l'l.}' Onc mE}lD "?PC]E ofcqual or 10\\"{:1'
eve

D-ﬂ.l.'l‘;. SOTCETETS \'ﬂ'hD ha."."l:' not tB]fl:!'l t['l.l:' m-ﬂ.}lq'tﬁu[{ﬂi PreE
tige class can alsocast maho spells. They must have the ability
I Casl EPL'J.]..\ L|.|.— il J.I:'abr. l].!: HlH].lU hplf!llb J.l:'n't.'L a].]d [ilt}' Iyt
have # number of Shadowlands Taint minks egual to or greacer
than the mzho spells level. For example: a shugenja who
wished to cast Choking Death would need to have the ability
wr cast level 2 divine spells and possess at least 2 ranks of the
Shadewlands Taint.

Spells marked wirh 2 * on rthe following expanded maha
5]19“ st are new o this hook

15T-LaV=L MAHO-TSVRAI
SYELLS

Dane, Enemies suffer =1 attack, =1 on saves against fear

Blood and Darkness® Creates supernatural darkness for 10
r[. dl UL'L[I‘J caslel.

Blood Rite® Consumes bloed to boost abiliries by +1 or
recover Ld4 hir poines.

Bleeding’ Causes the targers wounds ro bleed freely, losing
1 hit point per round.

Canse Fear. One creature flaes for 144 munds.

Cohra’s Breath. Spir poisan o8 10 f cane for 1 0on
damage,

Curse Water. Makes unhely water:

Deathwatch. Sees how wounded subjects within 30 ft are.

Detect Undead. Feveals undead within €0 k.

Doom, One subject suffers —2 on all attacks, damage, saves,
and checles,

Drain Soul?® Lewers the target’s Con and Str b}r 1
temporarily,

Ghost Light. Ghostly green radiance causes fear,

Heart of the Dammned? Drains encrgy from corpses to heal
the caster

Inflict Light Wounds, Touch auack, 1ds+1/level dunage
(max +5).

Invisibilicy 1o Undead. Undead can't percetve one
subject/level.

Legacy of the Dark One® Destroys an opponent’s Void
pings

Pain? Inflicts severe pain on targer, increasing all DU by 45,

Ray of Enfecblement, Ray reduces Str by 246 points +1
point/twa levels.

Summon Undead Champion” Summeons a single zombie

2ND-L=V=L MAHO-TSUILR)
SYELLS

Apparition. Target's face laoks terdifying, viewers may
become shaken.

Cheking Death? Intects the target with pheumonia.

Darkness, 20 fr. radius of supernatural darliness,

Death Enell. Kills dying creature; you gain 1d8 temporary
hp, +2 Strand +1 level.

Deaccrate, Fills arca with negative cnergy, making undead
stronger.

Gentle Repose. Frescives one corpse.

Ghoul Touch. Paralyies one subject, who exudes stench
=2 penalty) nearby.

Inflict Moderate Wounds. Touch ammack, 2ds+1/Tevel
damage (max +10%

Kiss of the Toad. Poisonous touch deals 1d3 Con damage,
repeats in: 1 min.

Limh Disruption” Costs the target temporary use of ane
limhb

Mists of Fear® Cauces fear in rarget for 1d4 rounds.

Scare. Panicd creatures up to 5 HD (15 ft. radiug).

Spectral Hands, Creates disembodied glowing hand 1o
deliver touch sttacks,

Summon Monster ILF Calls cutsider to fight for you,

Crad Clar Bl Haneer




Summon Swarm. Summons swarm of small crawling or
flying creatures,

Tasha’s Hideous Laughter, Subject loses action 1 round
after casting.

S3RD-LEVEL MAHO-TSUKAI
SPELLS

Animate Dead. Crestes undead skeletons or zombies.

Bestow Curse. ¢ to an ability, -4 on attacks/saves/checks,
or 50% chance of losing each action;

The Carcss of Fu Leng® Corcupts fade ftets o up 1o 20
ponnds.

Contagion, Infects subject with chosen disease.

Diark Wings Grants the casrer wings o fly (twice ~ Dmigorie—
maximum ground movement rate, attacks at—p, s iufinoss
Mialeo-Theekar

causes unarmed +d4¢ damage),

Fear. Subjects within cone fee for 4
round,/Tevel.

Halt Undead. immohilizes indead for 1
rotnd level

Hate's Heart® Inspires hatred in one
target, -

Intlict Seripus Wounds? Touch
attack, 3d8+1level domage
{max 115}

Megative Energy Protection.
Subject resists level and abil-
ity drains,

Poison. Touch deals 1d10.Con
damage, repeats in 1 i,

Speak with Dead. Corpse answers one
question/twa levels.

Summon Monster 111, Calls cursidet to
fight for you.

Vampiric Touch. Touch deals 1d6/ramn caster
levels; caster gains damage as hp,

4TH-LaVaLE MAHO-
TSURAl SPELLS

Arcanc Eye. Invisible floating eve moves 30 ft./round.

Cloud of Taint, Damages and sickens unezinred creatures,

Creeping Darkuness. Creste 5 (L tadius cloud of inky black-
ness Liliﬂ. Inorves il }'Ul.l.l' UL |]'L;;|n1,1.

Enervation, Subject gains 1d4 negarive levels,

Evard’s Black Tentacles. Ld4+1/level renracles
grapple randomly within 15 f1.

Fatigue, Creature touched becomes fatigued.

Giant Vermin. Turns insects imfo giant
vermin,

Heart Ripper. Kills 144 living creatures with
less than 2 HI.

Inflict Critical Wounds. Touch attack, £d#<1/leyal
damage (max +20),

Leeser Planar Binding. Traps outsider until it performs =
tasl,

Phantasmal Killer. Fearsome illusion kills subject or deals
sde dnmasc.

Polymorph Other Gives onie subject mew form,

Polymorph Self. You assume a new form.

Risc Again® Allows the caster to terurn o the dead under
certain conditions,

Sulid Fog, Blocks vision and slows movermenr,

Summon Monster IV, Calls cutsider o fight for vou.

i

‘Wall of Bones. Creates a home wall that can he shaped
Water to Poison. Transform water into ingested poison.

5TH-LaVzLE MARO-TSUKAI
—
STELLS
Blood of Fire. 4 blood missiles deal 2d8 damage cach.
Circle of Doom. Deals 1da+1/level damage in all directions
Cloudkill. Kills 3 HD or less, 4= HD save e e,
Contact Other Plane, Ask question of extra-planar entity
Insect Plague, Insect horde limits vision 2nd inflicts
damage, and weak creatures fles,
Gift of the Kansen? Traps any one spell inside o gift box,
allowing that spell to later tavget anyone wha
opens the hox.
Magic Jar. Enables possession of another
cregture,
Mental Weakness. Target suffers —4
penalty o Will saves
Mightmare. Sends
vigion dealing 1d10
damage, fatigue,
Obsidian Armor?
Protects the caster from
spells that tarpet the
Taill.
Slay Living
Touch amtack
kills subjecr,
Srealing Breath?
Collapses the lungs of nne
target, incapacitating them onfil
magical aid can be obtained.
Summon Monster V. Calls
outsider to fight for you,
Truth is a Scourge? Tarpat
must speak their exact
thoughts at all rimes while
under the influence of the
spell.
Unhallow. Designates location
a8 unholy
Wood Rot. Wood item or plant
creature tots aud becomes worthless

' GTH-LEVEL
RMAHO-TSUR A
SPZLLS

Blade Barrier. Blades encircling
you deal 148 damage Mevel
Circle of Death. Kills 1d4
HD lewel
Create Lindead. Chouls, shadews,
wighte, or wraiths.

Eyebite. Charm, fear; sicken or sleep one cubject,

Forbiddance. Denies area to creatures of another alignment

Harm. Subject loses all but 1d4 hp,

Flanar Binding, As lesser planar birding, but ap to 16 HD,

Repulsion. Creatures can't approach you,

Sinful Dreams® Causcs onc target to experience intense
dreams about the caster, The caster receives +10 to Bliadt,
Diplomacy, o Intimidare checks against the tuget or the
next 12 hours,




Summon Greater Kansen® Summons o powerful Shadow-
lands splrit.

Sword of Darkness? Blade of negarive energy arracks your
oppOnents.

JTH-L=VEL MAHO-TSVKAI
SPELLS

Acid Fog. Fog deals acid damage.

Blasphemy. Kills, paralyzes, weakens, ot dazes non-evil
subjects.

Control Undead, Undead don’t attack you while under your
LUI]I’].[H].I‘L

Creeping Doom. Carpet of insects attacks at your commanid.

Destruction. Kills subject and destroys remains,

Finger of Death, Kllls one subject.

Insanity. Subject suffers continuous confusion,

Possession” Caster takes command of target's hody

Simulacrum. Creates partially-real douhle of 2 creature.

Snmmon (i’ Summons anoni forth fram Jigoku

Tomb of Barth? Replaces a target’s Earth with the caster’s
Taint, causing 1d4 Con damage per round maintained.
Caster sutfers 1dé subdual damage per round.

Withering Pain, Touch attack deals 1d4 Str damage and 1d4
Con damage,

8TH-L=V=L MAHO-TSUKR)
S7=LLS

Antipathy, Object ot locatlon affecred by spell repels cerrain
creatures.

Clone, Thuplicare awalkens when original dies.

Create Greater Undead. Mummies, specters, vampires, ot
ghasts.

Ferce Blood of the Earth™ Halre sll aging for one year,

Fu Leng's Champion? Transtorms one living human into
an undead creature.

Creater Planar Binding, As lesser planar binding, but up to
24 KTy,

Polymorph Any Object. Changes any subject into anything
else,

Summon Monster VIIT Calls outsider to fight for yew

Symbol. Trgzered runes have arvay of effects,

Tainted Aura. +4 AC, +4 resistance, and 25 SR against good
spells,

Trap the Soul. Imprisons subject within gem,

O9TH=LEVEL RMAHO-TSURAI
SY=LLS

Energy Drain. Subject paine 2d4 neparive lavels,

Implosion. Kills one creature/round.

Power Word, Kill. Kills one rough subject or many weak
oncs.

Lise, Taint™ Summeon an clemental terron

Soul Bind. Traps newly dead soul to prevent resarrection.

Wil of the Banshee. Kills one creature/level,

Weird. As phontusrmal killer, but alfects all within 50 fc

=V
MAHO SP=LLS

BL==UING

Mecromancy

Lovel: Mah 1

Components: V, &, M

Casting Time: 1 action

Range: Close (25 ft. + 5 f./2 levels)
Target: One person or animal
Duration: 5 minutes

Saving Throw: Fortitude negarcs
Spell Resistance: Yes

The maho-taulkai can increase the flow of blood to a targets
wonnds, causing them ro lose vitality at an alarming rare. By
casting thic spell upon a target who has an existing wound, the
maha-teukai cauzes that wound to bleed Freely, resulting in
the loss of 1 hit point per round. The target of the spell may
toll a Farvitude Save each round {DC equal o twice his
remaining hit points) to end the effects of the spell

BLOOD AND DARKN=SS

Byocation [Darkness]
Level: Mah 1
Components: V, M
Casting Time: | acrion
Range: Personal

Target: You

Duration: 5 minutes/level
Saving Throw: Monc
Spell resistance: Ho

Thiz spell is identical to davknese (Players Handhaok™ page 1905,
except that the caster mayonly use it upon himself The wohe
of darlress remaine in place after the casting, even if the
mahg-tsukai moves, The area of datkness created extends
10 1. in all divections from the caster,

BLOOD RIT=

Necromancy

Lewvel: Mah 1

Components: V5 M

Casting Time: 2 actiohs

Bange: Touch

Eftect: Draws strength from blood
Duration; Instantaneous

Saving Throw: Mo

Spell Besistance; Mo

Maho-tsukai are able to use blood, the fuld of life, 1o restore
their health and increase their ahilities. For each gallon of
freshly spilled Mond (equal to 15 last hit poines) sacrificed as
patt of this spell, the maho-tsukai may either regenerate 144
hit poines or add a4 +1 to any ability of their choice The hir
point gain is permanent, but cannot increage the caster's hir
points beyvond his current maximum, The ability boost lasts
tor a single hour
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TH= CAR=5S OF ¥V L=NG

Tranemutation

Level; Mah 3

Components: V, § M

Casting Time: 2 actions

Pange: Medium (100 ft. + 10 f level)
Target: One person or object
Duration: Instantanecus

Saving Throw: Ref save negires
Spell Resistance; Mo

‘This insidious spell allows the maho-tsukai to corrupt that
which is most resistant to the Taint; jade. This spell may target
an ebject composed entirely or partially of jade or an individ-
ual whao de carrying jade of some form. In either case, the jade
in question will become blackened, ratten, and useless.
Objects up to 20 pounds may be affected entirely; larger
objects will only partially be corrupted. An individual with
multiple jade items who is targeted with this spell will find
their single largest jade ftem comrupted (azain, so long as it
does not exceed 20 pounds).

CHOKING DEATH

Mecromancy

Level: 2

Components: V| 5 M

Casting Timne: 1 action

Range: Touch

Target: Living creature touched
Durativn: Instantaneous .
Saving Throw: Fortimde negares,
Spell Resistance: Yes

This spell is identical to contagion | PI_:_}}ZV’;;'S Hﬁuii]gg:k,“‘ page 187,

DARK WINGS

Transmaitation [Self]

Level: Mah 3

Components: W, 8 M
Casting Time: 2 actions
Bange: Perzonal

Effect: Caster manifests wings
Daration: 2 minutes/level
Saving Throw: No

Spcll Resistance: No

The maho-tsukai can call upon Jigokn ta provide 3 useful
means of quick travel or escape from ones enemies. Upon
completion of this spell, dark leathery wings erupt from the
caster’s hack The wings allow the maho-tsukai to fly at nwice
his normal ground movement rate. The winge may be ueed to
strike opponents, but sutter a -2 to the caster’s attack bonus,
The winge inflict normal unarmed strike damage plus d4 addi
tional damage points. The fHight tvpe of Dark Wings iz poor (s
Monstor Manual™ page 7).

DRAIN SOUL

Mecromaney

Level: Mah 1

Componenite: 8, M

Casting Time; Laction

Range: Close (28 ft. 1 5 f./2 levels)
Target: Onc person

FIERCE BLOOD OF THE=
ZARTH

sacrifice and imparta it to the caster. This stolen life cn:rgﬁ

any way, Cast onan. annnal basis, this spell grants vireual

FU LENG'S CHAMPION

GIFT OF TH=E KANS=N

Durarion: 1 hour
Saving Throw: Fort negates
Spell Registanice: Veg

By attacking the soul, the maho-tsukai cripples the body, The
target of this spell loses 2 points of both Strength and Const-
tution for the duration of the spell, thereby decreasing the’
target’s ability bonus by one for each, Once thay time has
elapsed, the egets abilities return o normal.

Necrotnancy

Level: Mah &

Components: V 5, M, XP
Casting Time: 10 hours
Range: Petsonal

Effcct; Halts aging for 1 year
Duration: 1 year

Saving Throw:; Mo

Spell Resistance: Mo

Lhis darlcritual requires 3 single living creature with an Intel-
ligence of 3 or higher to be sacrificed as part of ite compo—
nents. The spell very paintully extracts the life force from I:hEE'

“completely halts the aging process for the caster for one fu
‘year During that tire, the maho-tsubai will not visibly age in

'i)mmurtaln'.?'m ATy mahﬂvtwkq.t able to procure suitable sacr-
E’q;s Therc are some side sifects; however. The caster’s inter-
nal organs become dried and desieeated (rum this provess, and
the skin becomes dried and cra-:k;d after a fevw uses. Tf at any
puing the caster loses the Taing, he immediacely dies.

_ Material Component: one living sacrifice, S00 experience
PoLnLE.

Nc:rumam;}r

Level Mahi &

Compunents: ¥, 5. M

Casting Time: 10 hours

Range; Close {25 fr. + 5 fr./2 levels)
Targer: One petson

Duration: Fermanent

Saving Throw: Will negares

Spell Resistance: Yes

CUne of Fu Leng's most horrifying spells, this allows o maho-
tsuleal to transform a living person into an utdead munsins
ity: The spell requires a living targer who must be present
during the entire ritual. Upon the spell's complertion, the
targer will be cranstormed inte any one kind of undead ceea
rure thar exists in thar campaign world (caster’s choice) unless
the rarger makes a successful Will save.

MNecronvancy

Level: Mali 5

Components; ¥, 5, M

Casting Time: 2 hours (plus subsequent castitg time)
Range; Touch

Targer: One specially prepared gift box

Dhrration: Until triggered



Saving Throw: Nu
Spell Resistance: Mo

Gift of the kansen ic one of the moet insidious spells in a maho-
trukai® repertoire. Using a ritual that involves the careful
preparation of a gift bow, the meho-rauliai may seal anether
spell within the box, causing it to go off when the box iz
opencd, The ritual involved is twe hours long, after which the
mahe-tsukai must immediately cast any ather ‘SP':H he knows.
The second spell does not talee effect, but is locked within the
box. The nesxt tme the box is opened, the second spell inune-
dimeely mhes effect just gy i the mabo-tsukai had cast it upon
the individual who opened the box

HATE'S HEART
Mecromancy
Level: Mah 3
Componenis: 5, ki
Range: Mediwm (10001 + 10 i Jevel)
Tarpets: All living creatures withina 15 ft radius
Duration: Concentration
Saving Throw: Will negares
Spell Resistance: Yes

This spell is 1dentical to emotion (Player’s Handbook™ page 199),
except thar it can only arouse the emotion of hate within
target,

HEART OF THE=E DARMNE=ED
Mecromaney
Level: Mah 1
Components: V, 5 M
Range: Closc (25 fr. + 5 Fe. /2 levels)
Target: Corpses or undead
Dharation: Instantancous,/ 10 minutes per target HD
(see PH rext)
Saving Theow; Will negates
Spell Resistance: Yes

This spell is identical to death kiell { Player's Handbooh?™ page
191), except that it targets cotpsees or undead rather than

wounded beings,
L=GACY OF TH=

Mecromancy

Level: Mah 1

Components: 5. M

Casting Time: 1 action

Range: Close {25 fr.+ § fr./2 levels)
Targee: One person

Duration: & minutes; level

Saving Throw; Will negares

Spell Resistance: Yeu

DARK ON=

Thiz spell allows the maho-tsukai ro temporanly weaken the
link between a target’s spirit and the realms beyond this one,
Targets that Fail their Will saves automatically loge 2 Void
points and cannot regain them until the duration of this spell
hag expived. Void disciples who are targeted loze the Void
points, but can use their magic to recover more points at will,
Targets who possess no Void poines simply lose 1 hie poine,

LIMB DISRUPTION

Mecromaney

Leval: Mah 2

Components: 5 M

Casting Time: 2 actions

Range: Medium (100 ft. + 10 fr./Tevel)
Target: One person

Duration: 5 minutes/leve]

Saving Throw. Fortitude negates
Spell Resistance: Yes

Brutal and primitive, this epell painfully and tempotarily rabs
the target of the use of one limb, The tatget limb musr be
declared ar the time of the epell's casting. If affected, the rarget

talzes 3 points of damage and gains 110 DC to any task using
that limb for the duration of the spell.

MISTS OF F=EAR

Mecromaney

Level: hah 2

Components: V| 5, M

Cagting Time: 1 acticn

Range: Close (25 {t. 1 5 fr./2 levels)
Target: One living creature
Duration: 1d4 rounds

Saving Throw: Will negates

Spell Resistance; Yes

I'his spell is identical to capse farr [Players Handbook™ page 187),
eyrept that it can affect targets of up to 10 Hit Dica,

TAIN

MNecromancy

Level: hah 1

Compoments: W 5 WM

Casting Time; 1 action

Bange: Close (28 {1+ 5 f1./2 levels)
Target: One person

Duration; 10 minutés

Saving Throw: Fort negates

Epell Resistance: Yes

Another simple and brural spell raught o beginning mahe-
rsukead, this causes the target to be wracked with intense pains
that shoot all throughout the body This results in a +5 to all
T for the target for thee spell's duratinn,

70OSS5=5SI0N

Mecrumancy

Level: Mah 7

Components: V.5 M

Casting Time; ¢ 1Cctions

Range: Close (25 ft+ 5 fr./7 levels)
‘target: One humanotd

Duration: Indefinitely

Saving Throw: Will negates

Spell Resistance; Yes

By fﬁl_usiug hiis will UL g taLget, A aho-tsulial can invade
the targers mind and take control of their body. This leaves the
caster’s body completely inacrive; 25 if in a deep sleep, For the
durarion of the spell, the caster possesses the targer’s body as if
it wete his own. If the caster arrempts an action char is
strongly against thie target’s narure (such as harming the targer
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budy ur the targeds loved ones), the tareer receives an addi-
tional Will save to attempt to force the caster's spirit out. The
targer may make a Will save once per dav 1o amempr 1o force
the rsuleai’s spirit our. Afrer three failed Will saves, the target
gains one point of Taint for every failed save thereafter

®ISE AGAIN
Mecrommancy

Level: Mah 4

Components; V; 5 M, XF

Casrng Time: 3 hours

Range: Personal

Effect: Allows for return from death
Ihrration: 24 hours

Saving Throw: Mo

Spell Resistance: Mo

The reach of the Dack Lord extends o deatl and beyvond. This
elaburate doual allows @ maho-tsukai w eturn from the grave,
If the caster is slain within 24 hours of casting this spell, he
simply regenerates all wounds and awaken within 48 hours of
his death. This spell incurs the notmal penalties and costs for
retiirning from the dead.

XF Cnstz 1,000 experisnce points

QBSIDIAN ARMOR
MNecromansy

Level: Mah 5

Components: V, 5, M

Casting Time: 2 actions

Range: Personal

Effect: Protects from anti-Taint spells
Duration: Discharge

Saving Throw: No

Spall Resistance: No

Maho-tsukai can surround themselves with an aura of Taint
which protects themn from damaging magic, The st time chat
aspell of equal or lower level thar specifically rargers the Taine
15 cast om the maho-tsukal, this aura auromanicallv cancels the
spell The aura is destroved by canceling 4 single spell and must
be recast if the caster wishes to deflect a second spell.

SINFUVUL DR=ANMS
Mectomany

Level: hah &

Components: S, M

Casting Time: 3 actions

Range: Close (25 ft + 5 ft./7 levels)
Target: e pérson

Taration: 724 hoorg

Saving Throw: Will negates

Spell Resistatice: Yes

Sometimes the simplest ploys dee the wost e[ective, The
naho-tsukal fovuses v asingle trget the next time the arget
goes w0 sleep, they have torrid dreams abour the caster. These
are not normal dreams, bur exiremely intense and graphic
dreams rhar shake the rargers resolve and self-confidence. 1f
the caster approaches the target within 12 hours of the dreams,
he receives +10 to any Bluff, Diplomacy, or Inrimidare checlks
against the farger. Such checks specifically designed to sedure
the target receive 1 +15 honus rather than +10.

ST=ZALING BR=ATH

TOMB OF =ARTH

TRVUTH 15 A SCOVURG=

Mecromaney

Level: Mah &

Components: ¥ 5, M

Casting Time: 3 actions

Range: Close (25 f + 5 fr/2 levels)
Target: One person

Duzation: Permanent

Saving Throw: Fortitude negates
Spell Resistance; Yes

The maho-tsukai can now actually collapee the lungs of his'
enemies, The target of this spell drops to the ground, desper
ately Hghting for breath, Any actions he talkes have a +40DC
until the target can be treated with a healing potion-or spell

Mecromancy

Level: Mah 7

Components: V, 5, M

Casting Time; 2 rounds

Range: Close (28 ft. ) 5 fr./2 levels)
Target: One untainted person or creature
Duration; Concentration

Saving Throw: Fortitude negates

Spell Resistance; Yes

In many ways the exact opposite of tomh of jade, this spell
replaces the earth within a target’s hody wirh impure Taine
When successfully cast, this spell seizes the target in 3 myste
zal prip that prevents any physical action. Mental actions may
ctill be performed. Bach round thar the spell is maintained;
the target takes 1d4 Constitution damage, bur the caster rakes.
1d4 subdual demage.

Mecromancy

Lewvel: Mah 5

Components: 5, M

Casting Time: 2 actions

Range: Close {25 Fr. 1 5ft./2 levels)
Target: One person

Druration: 3 minuces/level

Saving Throw: Will negates

Spell Resistance; Yes

Stmikartoozowe of truth (See the Flayer’s Handbook™), thic epall)
causes g target to tell the truth, Unfortunately for the targef)
trith s a seouvge lasts longer and has 2 more severe etfect. Nat
only must affected tarpets tell the teuth, but they speak axacily
what comes into their mind at the very moment they think it
Simply put, there is no difference between thought and
speech so long as this spcll lasts, Inn 5 society which plam_zs_.'
importance on preactvation of face the way that Rolugan
does, this can have a devastating effect. Many targets find
themselves placed in g situation where they must become
ronin ot commit seppul ollowing the disastious effects of
this spell. This is simply anuber way for maho-tsukai o shiow:
samuiai the folly of the society they protect.
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are thin Ay wéﬂﬂ in thie don Systems the ungeon
Mastar of 3 game set in: Rokugan mnat be: :mnu.'l.—-r]g

ahle gt culLural and histarical nnances of theg 3]

settifijy. The chaprer an the history and exlture ecE‘RqL‘.uga
ity thiz bobl chould be dninvaluable resource, and one yo
sl'g_mili_:l become familfar withy As the DM, it s Fqur__:-_:rb
ifitrodvce Rokugon to your playersand perhags the hard
part of that will be to immetse them in 2 completely ndbe
soeiety hany grew up hearing tales of knights in shining
Larmoon mightewizrds and witty rogues fvom the pasy
waking the basic sertings of Dungeons and Diragons®
relatively simple 1o pick up: Rokugan presents i umiquic
challenge in thut its spcievy is very linle |.|.|u: thieinie we l[irf
in Today
With tharin mind, here are some gmdehmza o help you
along theroads dod hallways of the Jade Empire.

R GR1J Il'é?
ST-U{U' A

/ Ewwruiima}r beghts futh single stap.
ciThe Tac.of Shinsei!

Kplapers Hiree Rolupahi chasacterivill mnoat likely not be the
cravening glory of theis Clan, Whitheut 4 little direction from
the Game Masrer; a charactet could endiup either completety

‘g0 around scaling walls £ get into places. |

meiess Crane courtier with n-:nthilig bur combar skills-and

Aty ypeﬂv wrang for the sering (an elven Phoenix ninfa

inderstind whars wrong with potsom—
QDY se.mngs Rnlmgaﬂ fends irself ek A st

n choose 1o gwe }'our ehiaractar i litrle inthe wall,r af

' hﬁckgmund and go from theere. 0 the }'atle Ennpire; how-

EVET, 4 cham«cter wrall l'iqve t6 know his Clan and family

(if any), and be aware of the situations surrounding them
Mearly everyopein, Bﬂ]tugan has an alleglance, and the key

to awell-eiin cimpaign will be playing thnsc'h{ctmns-

against cackothen Whers the players fit in E!"'u‘p 1o yau and

Lhcm Aah l'I'Il: gamc Dm_gl'#ﬁiﬁ'ﬁ

“Heep in mind thin (heseniing of Rokogan haspreat
potential for pames-ol intripae atd df:l.i:pt’tdii Wil your
plavers begin 1o make their characrers: endoursge thein o
plck skills that may seem a bit useless in prher settings,

“skills like Bluff, Biplomacy, Innuendo, and Sense Motive.
cari all be invaluable in 2 coure setting. Evert day 1o dayy
“thesa sldlls are useful in the Jade Emipira far more than in
mmy ather serrings: By the same token, simural panerally:

have no nded For skills such as Climby Most [fon bushi dant

\Inn-humans are exrmmeb;r raredn the Empire, and

sheuld ke eqm..l} s 'in your campaipns; Rokugani are the

deseendants of gods, and their Empite is just that: theite.
Ohitstders are treared with'suspicion at best, even ifthey are
humanz from another plice Naga are somewhat ebeepted

from this attitude; as the snake men have stood by the side.
of the Im]_:mc if Tooeht times GE war Since the Naga rice
has fallén into 2 slamber, 1one Napa windering outsidethe:
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Shinuvinen Forest are extremely rare. Nezumi, while belng
largely accepted by the Clan of the Crab, are viewed as semi-
intelligent giant rats and thieves by the rest of the Empire.
While they are more than simply semi-intelligent, the
Merumi's Teputation as thieves is not unmerited, and 2 wise
Ratling will prefer tn stay far away from most of the Empire
tnless well hidden

TH= ‘IRRST

"“A tamurei’s companions spm& fav fiis honor as much us his vum
actions, Homor is mensured in o pure soul, o clean blade,
and i frustoorthy frignd

— Mirumeato Tomoru

Olay, soyow've fnally familiacized youmell with the rules and
setting for Rokugan, and your pliyers have heroically crafred
their (it characters. When you all finally pet together, your
party looks like this —

Gary, plaving Mirumote Kikaze, a Dragon samutai with
duelisr skills,

Jared, playing Matsu Fujiaki, & Lioh samurm with an excep-
tional archery talent,

Michelle, playing luchi Kejilio, 2 Unicorn shugenja focused
on healing magics.

Casey, playing Dokaty, a unalipned Ninjs,

Atafirst glance, the characters are well done, with the play
ers even taking an extea step to male sure thcy o ereated
something other than “Generic Clan Samurai #5." Things look
fine until you realize that in your campaign, the Dragon and
Lion Clans are currently at war. Why would two samurai from
warring Clans be traveling together without hacking one
another to pieces? On top of that, Michelles chavacter has
bitter hatred for the Lious, since dishopurable Livns pillaged
her graodfuthers estates, As il thar were not enough, vou sud-
denly realize Casey dido't bocher 1o hide the fact thar Dol
a ninja, Onee Kikaze, Fujiald, and Kejika finsh trying to kill
one another, they'te probably going to be compelled o cut
Drolear to tiny ribbons.

There are twn ways ta handle this situation — adding a bit
more story to the characters’ background, or retocling the
characters to fall within certain gudelines for vour campaign.
1f the players wish to keep their characters (atd tnost will), a
little creative backpround explanstien can emooth out the
problems between chardcters. Perhaps Mirumoto Kikaze und
Matgu Fujiaki were childhood friends before the war began,
Mow teaveling together, they are working to find a way to end
the wat between their two Clans, Not only does this solve the
problem of the two samurai possibly killing one another, ic
adds a nice subplot to the campaign you already Lud L i,
As for Tuchi Kejilio, it could be g she sinply wints to bring
her ancestor's vengeance duwn un those thae attacked her
grandlatlier’s holdings in such a cowardly and shameful
manner. When Kejiko finally comes face to face with those
she seeks to punish, Tareds character will be in an interesting
posltion. Will he follow his loyaley to his Clan, or adhere to
the tenets of honor?

Ax for the ninja, Toleati, a litrla hacktracking is necessary,
aned @ cower stary 15 essential — no honerable member of the
samurai caste would travel in the company of ninja. However,

if Dokaru were perhaps a dishonoted tnember of the Mim-
mota family, hired by the same Tion Kejiko seeks to destroy,
annther layer of character interaction and sub-plots appears.
will Dakatu treat Kileave 4c an irritating, daily reminder of
how he has failed, or will Dokatu look upon Kikaze as some:
thing he aspires to be again? What if Dokaru becomies smitten
with Kejiko? How will he react when his Lion employer sud
denly orders the death of the Unicorn maiden?

Mot all DMs will be presented with characters thae can
casily be turned into a well-formed party, or even a part‘g.’“ﬂ‘ut
has any business traveling together ar all, The other way 1
handle this situation is to set down guidelines ot charcte
generation befove the campaign beging, This method is gener
ally best used whien the D3 tells the players before they acm::
ally mahe the chamcters, Constantly rejecting characrers will
lead chem oo either make characters too quickly, putting na
real thoughr into them beyond hoping the DM will accept
thiz version, or just frustrate the players. Guidelines for a cam-
paign do not have tn he complex ta make sure the party fits
the campaign. Simple rules such ag "All charactors must have.
an laijutsu Focus of at least 2" can be used to bring together
several characters at the beginning of 2 tournament, It is than
easy enough to create a reagon that could cause all the charae
ters to wish rowerk together,

Another method that works well is the magistrate cam-
paign, If the characters are Imperial Magistrates, they will
more reedily set aside the prejudices of their Clans — afterall
even the Great Houses of Dekugan must bow to the mrlmutp‘
of the Imperial Theone, Their orders carry the weight of the
Emperor’s word, and to ignore that in Gvor of bickering with:
each other would be the pack of @ worthless samurai, This:
approach is perhaps the most common, as it is the easiest wiy
to bring characters of widely different backerounds rogether
A similar, though less common, approach is 1o make thechar
acrers members of the Imperial Legions. In a campaign that
will include a war-heavy setting, being representatives of the
Emperor's personal army affords several nnique opportunities:
and experiences

Finally, if you have a specific sort of campaign in mind, it
may be best to lay out stricter rules for characeer ereation
before your plavers start hammering out their samurai charse
ters. IF you intend the characters to hune down maho-tiukar 25
one of their main goals, o bunch of courtiers with no knowk
edge of magic at all will probably make the campaign neady!
impessible. Campaigns with specific goals require a fow,
guidelines to keep things running smoothly 1n the examply
ofa maho-hunting campaipn, your guidelines could be: i

At least one shugenia from the Crab Clan

* At least two characters with Knewledgs (Maho} 3
or Spelleraft 2

* Mo more than two samural

+ Nao characters from the Phoenix Clan

Even stricter guidelines could be:

» One Crab Shugenja, with Enowledge (Mahn) 4
or Spelleraft 3

* OneCrab Samitirai

* Two Dragon Shugenja, with Knowledgs (Maho) 3
or Spellerafi 3

* (Ine Tragon Samural

Of course, the extreme form of this sort of chiavacter contml
is simply rolling up the characters yoursell and allowing che
players to pick: While this can be good for an introductory




game or 35 3 way to give players a break from chataciers (al
are getting a little stale, many players will almost always want
to make their own characrers.

as with all campaigns, it's usually best to make sure your
players are comfartable wirth whatever rules you serdown
before diving in. People aren’t going to care iFan Oni has pos-
sessed the Kirsuki lord if they didn't get 1o play anything that
they wanted.

RANTAIRNG A
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“You hove my allention, Unicorn T suggest you do rof waste
that honer"

— Daji Kurohita

More daunting than the formidalle tasks of lelping plavers
create a characrer and then helping them work logether is the
job of keeping them interested. This secrion isn't about being
a good GM in general, only tips on how a Rolugani campaign
can differ from almost every other setring our there, For the
purposes of this section, “Samurai” will refer to the samurai
caste of nobility, which includes the samurai, shugenja, and
courtier classes.

INTRIGVU=

Atany given point of the history of Rokugan, there are no
fewer than six factions vying for position in the Empire.
Shortly after the Tinicorn left Rokugan, the Six Clans strug-
gled both to define their places in Rokugan and toplace them-
gelyes in positions of Favor with the Hantei Empetars. 06 the
other end of the seale, shortly after the kidnapping of
Ermperor Toturi the First, countless forces worked against one
ancther The Eight Grear Clans were at war, the Living Darle-
ness was finally acting in eatnest againet the Empire, the
forces of the Shedowlends sought to destroy the Crab in the
Shadowlands, the Waga had steacked the Dragon, and even the
gentle Brotherhood of Shinsci had been drawn into the con

flicts surrounding Rokugan,

While these conflicts usually could be defined by open
fighting, many ol the subtler maneuvers between these
powers happened in guiet munipulation. Remember that
above all else, Rokugan is defined by its culture of etiguee
and poise. A messenger bearing papers of coverr allisnce
between two Families on opposite ends of the Emplre can be
more deadly than two hundred Akodo samuedi. Accusarions
of dishonaor, poisoned tes, false promises, and forced alliances
‘can be far more interesting than simply commanding a legion
of soldiers and charging head-first into a war. Imagine placing
vour characters in the pogition to be that messenger traveling
acroes the Empire, trving to reach another daimyo bearing an
offer of alliance from their lord, Certainly enetnies of the char-
acter’s family or of the family they were trying to reach would
much soonersce them dead than suecessful,

And what if, when the characters reach theit lord's would
be ally, they And out their enemy has aleeady made an alliance
with the man they are now n the custody of? 5o long 45 the
chatacters rend o belleve evervthing isn't as simple as it looks,
the Empire will be o tnuch vicher world o gane i1,

HONOR AND DUTY

At the came time likke and unlile an alignmene, rhe teners 'of
honor and bushide shape almost every interaction in Kokn-
gan; Even those who are without a shred of honor are usually
aware ot what ir is, and what to expect from those who hold it
in high regard, Simply put, the Empire concerns itself far
maore with questions of "Law and Chace” than "Geod and Evil”
Sarurai arc cxpeetéd. to behave nccording to the Emperor’s

law, no matter how immoral or wrong it may seem to those of

us used to mote libertarian laws The daimyo whe did not col
lect taxes from a few farms in ordec to let them live berrer will
e ealt wich T more severely than the daimye who allowed
Some fﬂﬂnﬂ[’s to starve in DI&ET o meat I:I.L'i taxes,

This is not to say the culture of Rokugan is 4 cruel viie; com-
passion Is one of the Seven Virtues, after all. Almost all daimyo
aspire to tule by Imperial law while mainmining the happi-

ness of their people. However, the central drama of an eastern §)

setting like Rokogan comes when a samurai must compro-
mise his personal views in order ra follow the Iaw of hig lornd,
In a western setting, the hero is naturally the loner, the one
whe Aghts the status quo and wins,

To put it simply, the drama of Rokugan ultimately becomes
tragedy — war, loss, betrayal; and eacrifice cannot be avoided
in the life of & setnurei. Even those who win out against these
forces arc haunted by them. A classic example is the samurai
wheo secretly falls in love with someonc who becomes an
enemy of his family or Clan, and eventually becomes respon-
sible for his leve's death, Though the samurai fecls deep sad-
ness and loss, lie can do nothing but maintain 4 stoic face
while his lord awards him hunor, gilis, and dides foo his
actions.

Though the players should not be constanily cested against
situations such as these, the sring of conflicr berween emotion
and dury shouldn't be something the players (and characrers)
areagnorant of

=2TIQUETT=

Tolkugani citizens define themselves by vne thing that se
them apart from “barbarians” and animals — manners, Even
the most despicable Scorpion samurai knows better than to
hehave likésa rude child in mived company. Even {f none pre-
sent have the authority to admonish a mishehaving samurai,
someone up the chain of command will inevitably hear about
it and rectify the siruation, The Empive simply does not toler-
ate those who do not take the titne to ace civilized, and pun-
ishments can range from 3 simple public humiliation to the
dishonorable execution of the otfender and stripping of noble
status and name from his immediate family.

Those who feel the need to be offensive and rude to one
another may do so in accepted ways — cunning insults are a
favorite in noble court, and these whe cannot respond in
kind, or at least honorably handle the situation, stand to lose
uch reputation, Eney commanders mecting in the field
should never show discespect for the other by childish taune
ing. Accepred forms of boasting, ur recounting {in s calm
manner! the misdeeds of an opponent or his ancestors are
ptopet precursors 1o a bartle, If there is a siuation where one
can be seen doing something (and remember. Rokugani
believe that ancestots, spirits, and the Celestial Heavens are
always watching), you can he sure there is some form of pro-
tocol to do it

The thing to keep inmind is thar Rokagani value those who
can maintain a calm demeanor at all times over those whe
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blusterwith curses and boasts, Many situations can be made
tar more interesting when a character is forced to keep his
cool while his enemies sic two Feet away, taking 1ea at the same
table with him. This goes back 1o the marrer of honor and
dury, as there will be times thar the edicts of civility will over-
rule the character’s desire to do something rash hur satisfying

QTHER
DIFFERENCES

(114

You look-upon riee with s1.|.q:1ic:'u:l.'r1J saying that I am different from
you. That iz good: The Dark Lovd has alveady defeated you, and has
yeb toknow what T will shave with you! So speke the Qamuar to the
broken Crab fores”

— From Miva Hatoris An Empire in Flames

Compared o other settings fot the Diungeons and Dragons®
game, a campaign in Rokugan has many emall differ-
ences, and situations unlikely to arise anywhere else;

MAGIC AND RAGIC

ITERNS
Magic is-a holy art in Rokugan. Those
who can shape the forces of the Five
Elements are seen as priests and holy
men, with a rare gift ro-hear the spirit g
world, Marurally, those who abuse
thiz gift are scorned hy other
shupenya While the forces of magic are
everywhere, with spirits in each rack, leaf,
breeze, and drop of water, actual displays of
magical power are uncommon at best, Pags-
ants usually drop to their knees in wonder
at the sight of a shugenja casting the
gimplest spell, knowing that the
shugenja is in tunc with the forces that
move theworld,

In addition, items of a strong magi-
cal nature are almost impossible
come by The vaules of (e Great Clans
wsually house five or six powerful
relics created, discovered, or given
to members of the Clan ar some
point in history. The Ancestral
Swords of the Clans are the mosr
famous examples of thesa, ecarry-
ing the power of the Clan's
frmders, and usually in the posses-
sion of the Clank Champion.

Unlike other settings, very rarely will you meet someone
who haga cagual artitude towards magie, and a party of samu-
rai who each hold a blazing sword and wear enchanted armor

iz unheard of,
FORZIGNERS

Vigitore to Rolugan are extremely rave. The Empires view of

themselves as the favored children of Sun and Moon means
that outsiders are treated se inferiors ot best. Even those who
repeatedly prove themselves to the samurai of Bokugan never
find their standing in socicty on par with a native. The only
general exception ro this rule is the Clan of the Unicorn.

-

Criad sumisrud with alie sswsbi o aven 4 fine warhorse.

Being accustomed 1o the wayvs of ouesiders allows them 1o he
quite a bit more hospitable and welcoming rhan any athers in
Rolugan,

In all cases, however, the appeatance of a human form will
keep the characters from initially gerting into tae much trow
hle The average olf, dwarf, or aven grnome can easily be passed
off a5 a funny-looking human, However, darl-skinnad ver
sions of these races {e.g. Drow), halflings, ogres, goblins, and
the like are most likely going to get the "sub human slave
labor” treatment. Tust take 1 look at how the Lion Clan deals
with the Zekujin — a race of intelligent beings treared a5
nothing more than mindless laborers for their mines: Rolar
gani ethnocentrism sees this as acceptable, as long as the
Zokujin {or other slaves) are not treated 1 2 "cruel" mannern

While a campaign would grind o a halt il you 5[1:11:[en]'p
threwall the non-humans in your parey ineo 2 dungeon or dia:
mued mine it isx good merivarion for such characters to Jeeep
in line,

SEQUIPMENT ANMD MON=Y

Many campaigns are driven to an extent by the idea thar
thie characters are Sr:al;r..hiug fur ways to keep them-
selves [rom starving or sleeping in the streer, Whil
this is usually not the main plor of a game, irs cer-
tainly a general underlying concept. If the char
~acter doest’t have the cash to pony up for new
=a  armor when a rust monster sars hig plate mal,
he ponld be in some tronble;
I Ralaigan, however, most characrers have!
A aster. As a simiural devates hizentive being
to-his lord, his lord 15 in turn expected to’
clothe, shelter, and equip the samural, Repairing -
ot replacing armor, food, clothes, a steed, or
other bit of equipment is s matter of course forg-
character in the Empire. OFf course, samuraf
whi abuse this privilege may be assigned o far
less dangerous tasks, to allow the lord
spend his koku on samurai more capable of)
caring for their pussessivns, & samurais.
katana, however, is somewhar different
: the fact that a family sword can never be
ﬁ truly replaced. In the event thar a samurafs
sword (s broken or lost, a replacement will
usually be made (depending on the cin
cumstances of the loss — 3 samursi
whose hlade was bralen because he
simply did not care For it may never gel |
another from his master), but the
matter will be ralren bar more seriously
than the replncement of a piece of armer

The general exception to this rule is the ronin, whio has ng
muastet. A ronin is responsible for his own items and money,
and thus will gencrally possess and buy items far inferior toa |
samurai witha lord.

NOBILITY

Player characters are sesumed to belong ro the neble classin
one form or another, In most cases, even & ronin character had
a mastet and family at anc poing, or was the child of a samura
Even if the charecter docs notown laind ot have 2 group of v
sals (and most won't), he is still s member of the ruling clss ol
Tiokugan, and should expect the responsibilities and privi




leges of such. A sumurai should be able to demand preety
much anything he requires from a peasant, such as shelrer,
food, or assistance. OF course, too much demanding may
attract the atrention of the peasant's master, something che
character may not want. On the other side of this coin, as
member of the nohle class, he must give respect to those above
him, and mosr likely haz a lord keeping tabs on him,

Samurai are also expected to be ediicated as nobles are, with
the main exception being the Clan of the Crab, The Crab fight
a constant war, and do not have the time to spend educating
their children that the other Clans do. Though most Crab
samutni can read, write, and function in seciety, they are usu-
ally uninterested in such shills beyond their martial applica-
tiong, For other Clans, however, being able to cut someone
into tiny pieces is fine, but those who can do nothing elseare
usually mocked and scorned as barbarians.

Remernber that Monks and Inkyo are not technically sanm-
il but should also work to tminrain cheir status as intelligent,
kind characrers. They are priesis alter all, and holy men thae
even samural turn o for guidance and wisdum,

CUsSTOmMS ANRD
CULTURS

TH= CEL=5TIAL ORDER
‘Tha Relugani helieve that everything is patt of 4 grear Celes-
tial Patrern, and each living soul has a role to play in that par-
tern. Every soul must work to fulfill the destiny tequired of it.
Those who defy the Celestial Order risk being demoted to 2
lonwrer station after reincarnation,

Rokugan's social order is composed of three distinet groups:
samurai (those who make war), clergy (those whe pray), and
honge (those who work). There is also one non-group, reterred
teas hinin ("non-people®).

SAMURA)

OFf Bokugan's social classes, samurai rank above the others,
The symbol of o samurai’s office is the daisho, the twe-sword
set of atana and wakizashi. Only o samurai may own or carry
such weapons. Any other individual found guilty of possess-
ing them may be exccuted. All members of the samurai clage
are entitled to trial if brought up on charges by another samu-
rai, Charges from lower classes are simply ignoved.

THE ERPEROR
The Emperor owns all of the land in the Empire, and permits
those who owe him fealty to manage it, Those whe manage
the land must pay yearly taxes to him. The Emperor is also the
head of Rokugani religion, In a very real way, the Bmperor is
the voice of the Celestial Heavens — thus his title, "the Son of
Heaven."

The Emperor's word is law, and not to be questioned, Emer-
abd Magistrates enfurce the Ewperors Law, and the Imperial
Legions are his personal armies. Those who Jely (e Bnperor
face the wrarh of the Magistrates and the Legions, il notall of
Rokugan,

RMILITARY RANMKS

aical purposes, character 1 vassal families

Troops commanded
Entire Clan

Mkl ai Wi 5-10 {1 squad]
Hahel vt rigne

THE KUGE

The hige are the elite of the samurai class, those who have
inherited nobility and powerful positions within the govern-
ment. The Emperor is a member of the kige, though he is far
mote imnportant than any other member. Ranking just below
the Empetor are his functionaries, including the daimyo of the
Linperial Families, the Emezald Champion, the Jade Cham-
piun, the Tinpecial Chancellor, and the Imperial Advisor

Directly beneath these individuals rank the Clan datmyoe.
Though in a technical sense the Minor Clan daiiyo have
equal soctal status 1o the Grear Clan daimyo, in realicy this is
not the case. Great Clan daimyo have an extraordinary amount
of palitical capital, and are more respecred than the dalmyo of
pinor Clans Their “equal” social status is a technicality, noth-
ing more. The daimyn of magor families rank just beneath clan
daimyo. Again, Great Clan families outweigh Minot Clan fam-
ilies in most political arenas despite equal status

The loweer-ranking members of the kuge are the immediare
families of the leaders of each fFamily, While many samurai are
allowed to carry the name of 2 noble house, only 4 handful —
the kuge — arc actually members, The rest are merely servants
who comprize the buke.

THE BUKE

The majority of samurai ave members of the bitke: samurai who
have no land or titles, bur serve another household. Samurai
in service to n house typically beat that houses name, While
therc are only a fow dozen members of the Matsu family, there
are thousands of buke who bear the Matsu name. Though
these "wassal Families” may maintain their own family names,
Few ate 5o bold as to use any name but their lord's whilc acting
i at official capacicy

The highest ranking samurai of the buke are burcaucrats
and military personnel, This includes proviacial governors,
officers, hatamoto (honored advisors), city governors, kure
(advisors roa daimyo), Emerald Magisirates, and clan mayis-
trates. These are mostly experienced warrlors and courtiers
whio have heen earned positions of imporeance. Lesser sons
and daughters of noble houses are relegated to the rank of
buke by defaule. As they have nn inheritance, and serve no
direct purpase, they must prove their warth to receive the
same vespect as their more fortunate siblings.
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VASSAL FAMILIES
For mechanic

seal familias
dl to the house th

gam heni

The rest of the buke 15 made up of rank-and-fAila samurai
hiany of these are ji-samuw (“halfsamural") I hese are mem-
bers of vassal families wha have not yet carned the right to
carry their lord's family name. These samurai are expected to
inerease their holdings and earn the respect of their lord. Az 2
result, many ji-samurai are extremely ambitious warriors.

Ti-sarmurar also include lowly ronin, whe by fault or circum
stance serve no noble lord. While ronin have no exact place in
society, they are samural and must be treated as such. As i
result, many Roltugani arc uncertain exactly how to deal with
romin. Many clan samurai find them offensive emindeis of
the price of failure. Peasants consider them dangerous, lone
wolves whe answer to no one and could wreak terrible
vislence without warning,

The absolute lowest-ranking members of this class are
ashigaru, or career soldiers. Ashigaru tend to be ill-equipped
and =trgined in comparison 1o samurai, bae are far more reli-
able than peasant levies. Most houses have several familiss of
hereditary ashigary, serving as guardsmen, dashin (soldiers
serving magistrates), and sconts during rimes of peace:

THE CLERGY

This class is comprised mostly of the Brotherhood of Shinset,
Though shugenja are a part of this group, they are also techni-
cally samurai due 1o the special relationship their ancestors
shared with the Kami. The roles of monks and shugenja are
described in more detail in the Religion section.

THE BONG=

This cliss comprises peasanis, merchants, and crafismen col-
lectively referred to as heintin ("half-people”). The highest rank
ul commoner is the farmer, whose labor feeds the Empire. Tha
farmer is followed by the artisan, and finally by the merchanr,
who creares nothing and is thus the least worthy

A heimin may file charges against another heimin if he faals
he is wronged, but a hermm wronged by 2 samurai has no legal
reconrse A samural wronged by a heimin need not bother
with 3 trial Ssmurai may technically execure heimin if they
Eeel they have been wronged in any way, and the definition of
“wronged” ig lett to the samurai’s discretion,

Heimin are usually very polite to samurai,

=TR

This non-gronp is comprised of hinin ("non-people™, those
whose professions eause them to be considered "unclean”
I'his includes any person whose work regularly involves con-
tact with blood or Heeh, criminals, entertainers, and assorted
ne'er-do-wells, Eta are technically not human, so cven eimin
tend to be abusive toward them. Killing an eta iz not a crime,
because they are not part of the Celestial Order. Eta are not
allewed to speak to samurai unless the samurai commands i
Eta usua].lf:* try te avold samurai, if possible,

EISHA

Ceisha are a special case, Though they arc eta, they are
expected to speak to samured. In fact; in the company of a
geisha a samutai is allowed to show emation and anwind.
Ceisha are primarily cntertainers; skilled in conversatiow,

dance; and music. They are not prostitures, theugh howa
geisha chooses to involve herself with 2 clienr is her own
business.

S0 long as a samvistal leeps his affairs discreat, ha may do as

TIME AND
__S=RS0Ns

TIMZ I ROKUGATN

“Today? Today I walch the farmers gather rice. Tomorrow,
Ewill watch the farmers gather #ice. Boring: perhaps, but preforalbic
to actually mathering the vice every day”

— Fuzake Sekkou

It is said that rime began when Lady Sun and Lord Maaon
brought abour the Ten Kami. The first recorded svent in the
history of the Empire is the fall of the Kami from the Heavens,
shortly after which they began to build Bolugan The Tribe of
Tsawa are satd 1o have developed the first method of recording
the passing of time, though at one point or another all the
clans have made theit own reckoning of tite, For the purpose
of simplicity, the method of the Phoenix is most commonly
used, tor it agrees easily with Imperial texts, as well a5 being
the eaziest to understand,

DRAYS
The Roltigani day is divided into twelve squal-sized hours,
Each of these hours has a commen name that is used by the
pessantry, and a Formal name that is inveked during matters
of ceremony and formal occasion, Mobles generally use the
tormal name of the hours a5 a matter of habit,

Hour Common Formal
6—8 AM Hare Sun
&—10AM Dragon Moon
10 AM — Noon Serpent Hante
Mogn — 2 P Horse Akodo
T2 4 PM Cioat Daji
4—&PM Mankey Shiba
6—2Z PM Rooster Bayushi
70 pPM Deg Shinje
10 PM — Midnight Boar Hida
Midnight - 2 AM Rat Togashi
T4 AM e Fu Leng
46 AM Tiger Ryoshun

The hour of the Hare is generally when most villages,
houses, and casiles begin to perform rheir morning acts.
Samural swalee and perform their morning kata, Farmers
begin the tasks of the day before breakfast, and the night
waich 15 sent off,

In the eyes of the peasantry, there 18 no need for a formal
arrangement af days, weeles, or months. Winter beging when
fall turns hitterly cold in the morning, and summer arTives,
when there are no more cold spring dews, A farmer anly cares:
to know about the season, and knows through experience
when to plant and harvest. Having spent his whole life work
ing the fields, a peasant's sense of season und timing in such
matters ic rarely wrong, Since the heimin do not bother g
keep formal track of duys, they work during Imperial Holi



days, whicls is fine with the peasants and samurai alike. The
samurai are able to get another day’s work from the farmers,
and the peasants are nor bothered by their lods.

TH= S3ASONS

Through reverence and force, nature dictates the pace of the
Empire, Farmers must plant and harvest when the time iz
riglit, and those who wish to make war have only the days that
nature provides. The seasous do not change their partern to
gult 2 mortals wishes, not even the Emperor

The vear Is divided into twelve months, just as the days Gl
into twelve hours, Unlike Rokugani hoirs, their months
march up much mare with our own. A Relugan! month Is 28
days, and 15 regarded by a more common name and a formal
name. The year heging with the month of the Sun, commonly
referred to as the month of the Hare, which matches up with
April in the spring,

Season Commen Formal
Spring Hare Stin
Dragon Moon
Serpent Hantei
Summer Harse Alkada
Ceat D
Maonkay Shiba
Fall Rooster Bayushi
Dog Shinja
Winter Baar Hicla
Rat Togashl
O Fu Leng
Tiger Ryoshun

The proper names of the months were made official only
recently, by decree of Hantei XXXV, so in many provinces the
woie common naimes are all peasants will know. In othes
lands, prasants and samucai alilee will have different common
names for some months, the thres mest popular differences
being Crane (instead of Rooster), Tortoise (instead of Dragon),
and Sheep (instead of Goar).

SrxrING

“Far neany, spring brings hope and warmith. For me, it simply neans
I v do honor the wgreerments T made with a Scorpion courticr
during the winfer [o gel im Lo shul wp”

— Hila Yasuliim

When winter thaws, Rokugan blossoms inro its new year.
Farmers in the Helds face their hardest season, bor this is when
the planting must begin. The land must be seeded in tima so it
may be properly harvested in the fall, and encugh must be
grown to support the clan, Too much planting, however, can
lead to & daimyo either sccusing the village of attempting to
use more land than they were granted, or expecting them o
{arthier increase production the following year.

Bushi begin the slow task of perlovming spring patrols. This
isoften a VOULE Samurai first post alter Passing gn:lupu]ihl.
and It can elther be a season of urrer boredom or the list time
a family sees their young, While mass movemenr of woops is
practically impossible during the winrer, ambitious daimyo
send aur small groups during the spring to gera “head srarr”
on the inevitable skirmishes the summer season brings. A
small gronp of Daidoji sabotenrs conld strike quickly st the
production of 2 tivals Farm in the spring and quickly retreat ta
their homeland before an unwary dsimye knows what has
happened. Bandits also take advantage of unprepared clans at

‘ens upon their families. It is proper to spend the following day

SURRMER

this time. Thar iz why the custom of the spring patral was
begun Jong ago. Small units of fledgling bushi travel along the
Liorders of their provinees, attempting to prevent such srrikes
against their lord's lands, More often than not, hewever, these
pitroly return hoeme by the end of the season baving scen
nothing more interesting than a dead tree fallen in the middle
of the winter.

Ag the winter courts are dismissed, the courriers must do
everything in their power to make sure thar the alliances.
agreaments, and nther negotiations achieved over the winter
maonths are not wasted. Usially, the more important treaties
gre brought ro the attention of the Clan Champinns of the
clans involved, te enstire that the agresments will be honared,
Such arrangements are often altevad several times by the
Champions until all parties invelved are satished. Such mar
ters can tolie up the whele gpring. Less demanding negotia-
tions arc handled by family and provincial daimyo, and are
usually simply acknowledged and acted upon without much
alteration. Only the most important matters of the winter

courts come to the attention of the Emperor during the §

(ollowing spring,

Oshiogatsu, the Wew Year’s Celebration; marks the begin-
ning of spring and the Rokugani New Year The lst day of the
monrh of the Hare brings this, the most imporiant celebration
of the Empire. Since all Rokugani celebrate their ‘birthdays' vn
the New Year, the festiviries are the most elaborare of the year,
as Families pather o celebtate another year given 1o them by
the Heavens, There are fireworls, parades, festivals, and other
activities as Rokugani visit family shrines and holy temples,
praving for the blessings of the ancestors and Celestial Heaw

in the lamily home, thanking the Fortunes, ancestors, and
Heavens for their blessings and for another fruittul year. The
Empetor traditionally cloisters himgelf in hie chambers alter
dusk on the first day of the Hare, speaking to Lady Sun directly
on behalf of the Empire, However, as the Emperor is ne longer
the Sun’s Child, not is the Sun the same, it is uncertain whar
Toturi the Fivse did in place of the [antei Emperors, Fow speak
it the matcer, though i is known Toturd followed the eradi-
tons ol the Haneei, secluding himself in his chambers cach
New Year’s Day. As the reign of Toturi was perhaps the most
prosperousand peaceful known to the Empire, few have been
moved to criticize the way Toturd observed the holy rirual.

“am Tushumed of being ronin? Bah, I would rether be vonirt and
rraervel ul the bewudy of sumeer than mierch rank and file alongside
the clans and wasie (he season shiakding Blood and salting the
graund.”

— Satoshi

Rolugan is a land of extremes; and the time of sammer is per-
haps the most obvious proof of it. Though not as physically
taxing a5 the planting scason, furmers velish this time no more
than spring. The midday heat can be staggering cousing some
heimin to collapse in the field, or drying up an improperly
placed rice paddy: The humidity in many areas is opprossive
enough 10 wake farmers simply wish for the end of their days
instead of having w work euidoors To other areas, the hieat is 5o
inrense that a simple spark can ignite an wooomellable brusl-
fire. For the most part, farmers rest during this season when
they can, for mose of thelr work involves undoing the damage
nature brings to the crops.
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It is impossible for a summer to go by in Rokugan withoul
one daimyo insulting another, intentionally or not. Though the
Hanted outlawed large-scale land war long ago, tens ur hun-
dreds of small skivmishes explode during this time, as the
unforgiving heal only sparks the tempers of proud samurat and
their masters. The Lion are infamous for taking insult at any
smzll offense, or attempring 1o wrest nearby farmlands from
other.clans, Often; a Lion ambassador will state that Lian firms
will not be able to support the armies of the Emperor, and
demand another clan (usnally the Crane) allocate some of their
land ro the Lion. Mare often than not, the sther clang flatly
tefuse, The Lion's response is simple — they decide to see if the
other clans can defend their borders with force as well a3
words, The Crab alsc use this tactic, citing their never-ending
battle against Fu Lang ae 4 congtant drain on thelr resources.
Other small slirmishes develop over border disputes broughe
up during the previous winter courts, or insults suffered
during that time. All of these are generally allowed by
the Emperor, for it is wise mot to allow the clans to
bocome too weak in times of relative peace.
However, if a war escalates oo much, the
Emperor will demsd that the fighting
cease; [or the gowd of the Empire. This
demiansd comes only once from the Impe:
rial Giey — if the Emperor's words are
nor heeded, the intetcession af the
Empetot himself follows, something
few lords are so fanlish as to hring
down upon their clans,

Courriers generally spend the
summer delivering messages tor
clang at war, Depending on a clan’s
position and attitude, a courtier
could be desperately secking
alliances or other ways to end
a fight, or smugly goading the
emissaries of his clan’s rival Less-
important courticrs travel the
countryside; wooing the favors of
other families, o0 curtying out the
tetims of treaties made during the
winter. This is generally the most
inzctive dme for g courtier, and
many use this time to improve
their posgition in their awn
family ar clan  Summer
provides such an opportunity
— though the setting of winter
courts is haedly tame, many fake
notice of a courtier cralty enough to flourish during the
unpredictable and harsh times of summer.

O the sinth day of the Hotse, the Chrysanthemum Festival
henots the day on which the Kami are believed to have fallen
te the carth. It lases one day, but the customs of the Clirysan-
themum Festival make it perhaps the most popular celebra-
tion of the year. For eight days, four days before the festival
and three after; all labot stups; not even the peasants rake up
their tools. Ouiginally, this festival celebrared borh the found-
L Kaumi of the clans and rhe Hanrel Dynasty's connection o
Laddy Sun, However, since both the Hantei Dynasty and Amat-
erasu have passed lnro history, the modern festival facuses
more on the connection of mankind to the Celestial Heavene.
i the fourth day following the Chrysanthemum Festival, the
minions of the Shadewlands have historically created 2

Dragan Clase Tiittwwecd M

bundire and performed foul and bloody riruals in honor of
their datle master. Unforrunate captives wauld be thrown int

the fire as sacrifices 1o the power of Fu Leng. This honfire
could alwayvs be seen from the watchrowers of the Kain Wall
and was said to celebrate not what has happened, but whar
was to comi — the day Fu Leng would tice from the Festering
Pit and steal the power of the Imperial House, For the past
seven years, however, no such bontive hag boon seen; the Crab
cannot decide whether the change is encouraging or
ominous.

FALL

“kor nows veturn o pur ancestral home, Matsu Tauko sod, looking o
the honzon '"When the winter thaws, we will fimesh oy fecd ith
the Crane ag we shoitld have long age.”

— Miva Hatori's An Empire in Elames

The el of the summer season is heralded by the,

vearly monsoens, The tremendous winds and rains.

provide whar {5 needed for the rice to reach proper!
marurity. However, monscons can destroy othey

crops which are not tended properly: wheat,

for instance, can easily be drovned by the |

tain, or ripped from the soft ground by

the wind. Fall is also the season of
harvest and tax collections. Farmers
must have their share of the crops
rezdy for the daimye's men to

collect, as well as any other raxes
that the village iz responsible for
Generally, taxes are collected inthe
ferm of crops harvested or oilie
resources of food (such as fish), but cet-
rain lavge villepes are also known for

their artisans or other services and must
pay an amount of 1y in colned koku,
Autumn brings an ultimatom o

the clans fighting with one anather —
end your battles, or starve and freezs
The clans all have fresh foodstuffs o
hting to their armies afrer the harvest,
bt time is against those who wizh o
continue fighting in the Empire
Winter treop movement is nearly
itnpossible, and armies which de not
withdeaw in time may be stuck in the
first snow of the year It could rake
them months to return to their homes;
inn which time most of the army would bave
starved, Bushi and courtiers must work tegether closely
duting the Bl to avert disaster for theis clase. I clany forees
are caught in the snow, there is no doubr thar clan will be
humiliated wl mucked for the entirery of the winter, How:
ever, tiings are nor as simple as 3 quick rerreat eo an armys
homeland. For example, If the Lion army had attacked in
order 1o gain rice paddies but did not gain their objective, the
Lion general would have a lot to answer for. Samurai lives lost,

supplies used, and time spent for nothing generally da net

lonk good to's generals lord. An attacking army has to present
something to demonstrate the profitability of its etfort —

hostages are appropriate, or supplies of some sort,

Courtiers find themselves busier new than any other i

of year. Preparations for winter court are of foremost impar- i
tance. Only the truly honored and gifted are invired to-the




Emperors Winter Court, and travel arrangements must be
made for the winter courts across Rokugan, Though the
Emperot’s is the most lmporranr, most clans amempr o send
some of their most capable courtiers to the varlous winrer
cottrts i the lands of other clans The Scorpion and Crane are
present at nearly every winter funetion, their business being
evetyone eleot business The courtier also finds himself worlk-
ing with the bushi of the clan meze than nsual, az the cooling
waather leads to negotiations to end the summer fighting The
clan usually relies on its courtiers to save face if the summer
campeigning has gone badly, A common tactic when an attack

a3 gone awry is to humbly withdeaw, stating that the enemy
haz defended honorably, or to inveke the will of the Fortunes
in ending the fighting, Few clans can take such withdravesl
with anything but polite agreement, lest they appear as
wigratelul o1 impious upstarts.

The final day of the mowh of the Dog, the last day of fall,
sees the Bon Festival This festival hunors the dead, and s a
time of both communing with the wisdom of the ancestors
and bowing to their Judgment, It is the most riwalistic of the
festivals, as calling upon the wisdom and guldance of the dead
18 a very serious matter. Every major city of the Empire is
hedecked with representations of the Elemental Dragons, the
Creat Kami, white-faced ghosts, and famons spirits of the past,
Kyuden Doji is filled with great basins of water from the sea
into which the Lady Doji disappesred, and the inner roome of
Fyuden Bayushi aequire similar decorations filled with the
water of the holy loke both Bayushi and Shosuro rest in, It is
during this time that the spirits of the dead are closest to the
landsa of the living, and the ancestors inspect every nction of
their living heirs, The festival ends with the lighting of small,
colored paper lanterns, marked with the names of the spirits
of those who died within the past vear. Those spirits whe are
wable w lind theie owi way o Jigoko use these lanterns asa
guide o peace.

UINTER
"Siow falls quictly during this bme, reminding s all Heal there is
mare int the Enapire than the simple fury of the summer heaty war,
and violence. The Heavens thermselves ensire thal Rokugan lrows
Theiy"

— #gahing Kimita

Winter is perhaps the only respite that a Farmer will ever
know: Rokugani winters can be as terrible a5 the summers,
with flerce snowstorme and sleet making outeide labor nearly
itnpossible. 1In this season the peasants repair structures in the
arca, work on their tools, and set abour crafting things for the
village. Most timc is spent indoers, and many people custom-
atily gather in o single peasant'’s hur for the nigﬁt. Sinee Roku

gani winters are so cold (especially in the north), sources of
Liear aee invaluable, and wise peasants conserve such
resuurces, Thus, each night, several peasants house portions of
the whole village in their homes, using the calles, feewood,
and other sources of hear rationed for one house 1o warm
many peaple.

Bushi spend the winter either rraining or braving the
winter courts. Though troop movement across the Empire is
nearly impossible during this fime, most militant families
reserve large areas of their lands that are conducive to train-
ing. Promotions are awarded shortly before terining starts —
those soldiers who performed exceptionally well during the
summer catnpaighs are awarded titles of honer, land, or posi-
tion, and sometimes all three. The samurai se honored tuter

bushi who are deemed less capable or fresh from gempukk
Bushi who choose o attend winter court are either versed in
the ways of politics, ur serve as voilmbo w the cowrtiers and
shugenja who atrend o such marcters. Almost every winter
court sees ar least one duel of honor, and those who follow the
way of the sword must be present to ensure such things are
settled praperly and correctly Generals who can manetver on
the battlefield nf the rourt are inwaluable to their clans, as they
eliminate the more complicated task of having s courner
attempt to steer the clan intos mote favorable military posi-
tion tor the spring and summer seasons:

Winter courte are to the courtier 45 summer campaigns ave
1o the general. Diplomats conduet dangeroue plote, heping o
pit their enemies sgainst one another, curry the favor of clans
they wish to ally with, end gencrally bring the fever of the
Empire upon their clan ar all imes These ploys generally
follow the rule of "nothing ventured, nothing gained," so the
most anbitions courtiers often sk much for the sake of their
vwn persoial glovy, or (more often) that of cheir family and
clan, The most famous winter court is the one atended by e
Emperor, who chooses a different locule each year, The exact
locarion of the Emperor's Winrer Court each year is'a grear,
though quiet; contest between the political engineers of the
rlans, as itis a great honor to have the Emperor spend the
winter in your lands. The best and brightest of Rokugan's
courtiers, intellectuals, artisans, and athers are showcased
here and move in an intricate dance of palitics and friendly
rivalry around the Emperor and hig clogest advisors. Gener-

ally, the Champions of the Grear Clans attend this Winter |

Court, as do representatives of the large families of Rolugan,
The maneuvering done during the long winter months will
certainly be felt during the coming year, if not longen

The year-end festival, called the Toshi no Ichi, commences
om the day before the New Year's Festival {the twenty-cighth
of the day of the month of the Tiger), and prepares the Empire
[iee the coming new year, Parricipants invoke rituals meant to
prepare Rokogan for the visit of the Sun, the Fortunes, and the
leami, 25 it is said they look down upun the Empice witl great
Inrerest at this rime. Peasanrs hang a rope of saw known as
theshimenawa inside thelr houses so thar the evil spitits of the
ald year cannot enter. These ropes are burned at the end of the
festival, with the ather parts of the celebration. Homes pre-
pare a toshidana, a special altar rovered 10 rice cakes and sake,
to honor the spirits of the new year. Ar dusk, the temples of
the Brotherhood of Shinsei are emptied, and their walls and
Hoors scrubbed clean with fresh water The monks then ring
the belle of the tetmple borty-nine times, seven times seven, for
the benevelent and wrathful faces of the Seven Fortunes, and
invite the peasants and nobles back into the remples.

LOR= OF
TH= LAND

The Emerald Empire of Rokugan is a vast and varied land.
A multiende of different terrain tvpes can be found within (s
horders as well as 2 dizzying array of natural and spiritusl
creatures. Althongh thoge teaveling thrnugh rhie Empire have
a general Idea of what can be expected in terms of veeather and
wildlife, there ate always surprizes, and they are not always
pleagant.
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CLIMAT=

The weather in Rokugan is as waried 2 in any-other land, The
Empirek lengthy eastern coastline ensures that enough mois-
ture moves inland to keep Rokugan largely temperate.
Urought is uncommon, although the far western reaches of
the Empire, such ag the Unicorn heldings, occasionally see
such a misfortune,

Although poseesced of mild weather, the Empire nonethie-
less has significant problems with its environment. Due to a
number of factors that include both geography and the wrath
of the Fortuncs, Rokugan experiences problems with various

natural disasters, all of which take a tewible toll on the people

of the Empire,

EARTHAUAKES

Earthquakes have oceurred in virtually every part of Rokugan
throughout history. While some regions are more prone 1o
such ineidents than others (auch as the capital dity of Otosan
Uchi, which experiences tremors on a regular basis), they are
simply accepted as a sign of the disapproval of the Fortunes,
Qsane-Wo in particular is considered the source of many
earthiguakes, as he uses his powerful thunder to shake the
earth beneath those who displease him. In mountainous
regions, earthquakes often cause & secondary problem: land-
shides,

TSunAmi

Earthquakes of significant strength that occur undersea can
lead 1o the creation of the gigantic waves known as tsunami.
These waves are an incredible force thar destroy virtually
everything in their pach, Entire villages or even cities can be
completely wiped out by such waves. Unforrunately, thers is
very lintle warning when such a wave approaches, harring the
presence of extremely powerful shigenga sensitive to the ele-
ment of warer. For the most part, tsunami are only recognized
when dockhands sez them approaching on the horizon, By
that time, there iz lirtle the occupants of a coastal village can
do except Hee for their lives, Some waves ate so large that they
crnnot be outrun,

TRIFUR (HURRICANES)

Moving in from rhe sea, rifinare forces of unbridled destrue-
tion. Their powerful winds shred unstable buildings with
frightening ease, and the massive waves and subzequent
flonding oftan Anish off what little ramaine when the winds
are finished. Fortunately, tropical storms are another disaster
thatcan be predicted and anticipated, so often those in its pach
have an opportunity to flee,

FLOODING

In the afrermath of a tsunami or 2 severe mifun, flooding is net
uncommon. Unlike the tsunami they somerimes follow,
however, floods ave a disastet that can be predicted and even
avoided if the necessary supplies and manpower are wvailable,
With the Empire’s primary foed source, rice, being an aquatic
crop, the people of Roliugan heve developed great skill in the
construction of dikes, canals, and dams. Although flash
floeding is occasionally a problem, such as when drought
arcas suddenly recetve torrential vain or a chvers of suowimell
From the mountains, most fooding is easy (0 see coming and
can be diverred appropriately,

FLORA

Eokugan is home 1o an incredible variery of plant life, Nearly
every type of Hower, chrub or tree bears some mesning in.
Bokugani culture, and all serve a purposc in the Empires:
society, even if metely decorative, The gardeners among the
Kakita and Shibe artisans skillfully combine different forms:
and types of plants to create majestic beauty in even the
simplest gardens,

FLOWERS/PLANTS

Arrowroot, azaleas; borley, bellflower, bramble, camellia,
carmineg; cattail, chetey, cherry blossom (sakura), chrysanthe
mum, cintabat, cucumber, cumin, fruit trees, grass, harijo
root, hay, hemlock; hollyhock, honeysuckle, iris, kempi,
lichen, lily, lime, lotus, metning glory, moss, mulberry, vats,
oleander, onion, orchids, peouy, persimmen, plum, poppy
(keshi), reed, rose (bota), sallton, snapdragon, sorghum, SITAW,
vines, watetlily, wheat, wisteria, and yarrow,

TREES
Apple, ash, balsa, bamboo, bonsai, cedar, cypress, ebony, fir,
hackberry, juniper; lacquer, mahogany, maple, vuk, oringey
peach, pear, ping; poison bvy, rattan, sandadwoud, spruce; teak
and wicker. _
Consteuction materials originate from mees a grear deal of
the time. Rokugani archirects build the interior of palares and -
estates mostly from wood, although wood is far less utilized in.
the construction of military institutions. Bambon paper and
tice paper-ate also highly prized as decorative and delicate
interior design materials

FAUILA

Rukugin is 4 land where spirits are active In the lives of mortals.
every day, and even the gods can inrercede if the affairs of man
catch their interest. In such a setring, it can be easy to forget
thar a wide variety of natural crearures call the Empire home
Although most species that are fonnd in Roloigan have a wide
natural range, some animals can generally be found in one
region more often than others,

Mountaineus regions, such as those held by the Crab and
Diragon clang, ave often home te hardier and somewhat moe
aggressive epecies such as bears, cougars, mountain goats,
badgers and the like. While not necessarily hostile, these
creatures should be taken into account when planning travelin
such regions, _

Begions with relatively open plains, such as those held by die
Lion and Unicorn clans and to a lesser extent the Crane and
Scorpion, tend to have much milder wildlife, The plains of
Rokugan are largely setiled and see 4 fair amount of oavel,
delvitg away many animabs. Deer, wild horses, pophers, and 1
wide variety of small game is common in these areas as well s
the occasional predacor such as a cougar, lynx, or panrher,

Areas of dense forest or jungle such as those held by the
Phoeniy and Mantis clans as well a5 the Naga race tend roseaa
much broader range of animals. Virnually anything can be found
within such places, although bears, boar, tigers, monkeys, stags,
fioves, soaall game, and others are the most common,

A shott list of animals generally found throughout
Rokugan includes: badger, bat, bear, boar, cat, chamelean,
chicken, cougat, deer, dog, donkey, fox, frog, goat, gopher,
horse, liom, lizard, monley, meuse, mule, ox; panther, pig:
pony, rabbit, rat, sheep, snake, squirrel, stag, tiger, tortoise
turtle, wolf, and yak.



CUSTOMS
AND LAW

GOVERINM=NT
“The destiny of an Empire cannol be ruled by a lesser man than this,
por can wighty souls be concerned with mortal matters. His is the
realm of the Sun and Moon, the Celestial Heavens. Qurs, to live
below fiem, and be conterit”

— The Lady Seppun

The governmental system of Rokugan is at once simple and
deeply complex. On the sutface, the Emperor is the final
authority on all laws, The Empire belongs to the Emperor,
who rules with the consent of the Celesrial Heavens, As the
Heaveus put their Gith in the Empesor, his word is absoluie
and carties the weight of Lord Sun and Lady Moon, While this
absolute power seems easy o abuse, it has only been perverted
notably once in the history of the Empire. The Emperor has
always taken great pains to ensure that his son would do the
ruling dynasrys name honor

Since the Emperar is 2 hbusy figure, he simply cannor
handle all affairs of justice The Emperor’s highest agent of jus-
tice iz the Emerasld Champion, both his personal bodyguard
and chief enforcer of the Imperial Law in Rokugan. Under the
Emerald Champion ace thousands of Emerdld Mapictrates
who roam the Empire, helping the Emerald Champion fulfill
hiz awesome dury Those who are appointed to the position of
Emcrald Magistrate arc capected to act with the justice of the
Imperial Son of Heaven in mind, and nothing else. Magis-
trates often must put aside matters of clan or family politics or
loyalty in order to stay true to their station. Clever Magis-
tates, bowever, find ways to use thely position w giin fvors
andd honor or their clin withowt compromising the honor of
their office.

The clans also have their own magistrares, chosen by
datmyo-across the provinces, These magistrates carty out the
law of the Emperor as well, but generally only within their
families” borders. These magistrates ave slightly lowet in sra-
rion than the Emerald Magistrates, but still command respect
They are considered the hands of their lord, and in most cages
can act with the authority of the daimyo they represent.
Unlike the Emerald Magistrates, however, they almost never
have to work in 2 manner that may harm their family or clan,

An office similar to the Emerald Champion is the Jade
Champion. The Jade Champion is the authoriry of what is and
iz not maha (the forbidden blood-magic) within the Empire,
The Jade Champion's inquisitors are to him as the Emerald
Magistrates are to the Emerald Champion. Though maho isa
transeression of the Brperor’s law, the Jade Champion is far
better suited w landle such oeeull maviers than the Emerald
Champion.

Fach bitof land {5 usually governed by 2 minor daimyo who
has the duty of making sure that the pessants pay their taxes,
and that the provinee keeps in line with Impetial and clan law:.
These minor daimyo report to either a more important lovd, or
aven the datmyn of 4 farmly The family daimyn 15 responsible
for all the lords under his command, and reparts to the Cham-
pion of the elan, The Champion of a clan angwers only o threee
people — the Emperor, the Emerald Champion, and the Jade
Champien,

CRIM= AND PUNISHM=NT

“Lady Sun kvows my sies, Cinowa catd as he washed his face with o

cool veg, ‘and she is punishing me for them new.
Miya Hatori's An Akodo’s Shadow — The Tale of Ginawa

A violation of the Emperors Law offends the Celestial Order,
the Heavens, and over a thousand vears of madition. Ina soci-
ety as fivated on order as Eokugan, even the slightese trans-
gression can bring dire consequences. Generally, however,
srmaller crimes can be forgiven with the proper procedures.
Like evarything else in the Empire, justice, trial, and punish-
ment are ritualized, and many times the cutcome is alveady
known before the mandatory matrers of long, tormalized
etiquette are tended to.

In Bolmpan, people die every day 1tis seen as o natural part
of the eyele of the soul, so death and murder can be scen as an
inconsequenrial matter, or a crime of degree varying with the
ecircumstances; Ilonotless assassination is a crime punishable
by execution, but if someone is killed in an honorable fashion,
the olfended Gumily can call for a bleod fewd and liule else,
Almost any time someone is killed, the decessed's family may
claim the right of vengeance. Duels are abways considered the
flnal marter on such marrers, and to carry on seeking
vengeance of reparations afrer a duel is against Imperial law

In mast other matters, the law of Rakugan is severe and
inflewible. Theft and forfgery are punished by execution. Tres-
zon against the Bmperor is the worst crime of all, and the
offending parey can expect to'be executed dishonorably, along
with his wife and children, while his house iz razed to the
ground. The names of such traitors are expunped from the
Imperial Histories and the Emmperoralmost always commands
that the traitor’s neme never be spoken again. If a crime is
committed by a child not yet past his coming of age, the con
sequences of the childs.actions fall upen the father, A villager
who commits 4 crime brings the repercussions dewn upon
the village headman instead of himsclf

I all cases, testimony must always be gathered before juda-
nent can be prosounced, Bvidence has litde place o the
courts of RBokugan; as 2 Scorpion magistoaie ence said, "Any
fool can leave a erail of bread crumbs leading  an innocent
man. The Kirsuki family of the Dragon clan has nevertheless
practiced the radical method of its founder for 250 years now,
favaring evidence 252 way to procure testimony. While seill
openly mocked and ignored by many daumyo, 1t 15 slowly gain-
ing respect inn the courts. Confession from a criminal is testi-
mony tgaingt himeself, and such confessions sre often
extracted through torture. Testifving falsely iz another crime
punishalbile by death, as it violares the very method of justice
laid gut by the first Hantei,

Execution is viewed as honorless) and in many cases dis-
thDraI:I[t. J"I. Elcﬂ.n Ei.f_'ﬂth COTnCE frl:im tI.'l.’: I:i].EdE. Bni:l mnn}r
samurai who wish to avoid death in such an ignoble manner
claimn the right to commit seppubu with their own wakizashi
This is considered an honerable and comect way 1o atone for
ole's critnes belore depaiting ro the land of the dead. 110 1e
crime and criminal are deemed unworthy of such an act, the
samurai’s lord will band him a wooden blade in response
the request — an indication thar the daimyo believes the
samural 5 wo cowardly o perform a wrue seppulon.
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TRAVEL

“I o upon murj'm:-' like.a clear and solid path, The ground 1 frmd
wpor will be your soul, and the horse T ride is your own seghtinare”
— Daigotsa

Ar the davwn of the Empilre, the first Hanrel commanded thar
roads be constructed ro connect the Imperial City, Otosan
Uichi, with the palaces of the Grear Clang These roads ware
destgned for the Emperor himself to travel upon. Where the
land weill suppore them, trees canopy the toads, protecting the
Empetor from foul weather and shading him From the midday
heat af tha Sun.

Along these roads ate way stations staffed by younger samu-
rai, ugually the apprentices of Imperial Mapgistrates, These
samurai serve a5 scouts it the case of invasion, and help defend
in the event of bandit attacks. They are generally charged with
assisting travelers and keeping order in the general area, and
have one or two shugenja on hand at any given time, just to
be sure,

Though thiese roads were tended for the Emperors ase,
they're just as useful to the clans and their samurai, As they are
the most direct and carefully maintained roads across the
Empire, they are capable of moving large amounts of people at
any given rime, While this is good for those who wish to travel,
it is not so good for those who wish to keep secure harders. In
arder o travel the length of the Empetars Roads, ohe must
carry travel papers from the daimyo thar presides over the road
voup are traveling through. These papors are checked sach time
a traveler passes 4 way station or crosses a border bervreen clans,
Higher-ranking daimyo (or their magicrrates) have jurisdiction
over greater lengths of road. For example, the lord of Whire
Petal City in the Kakita provinces can grant semeone the rght
to use the roads near White Petal City The Eakita daimyo could
grant aceess to ell roadsin the Kakita provinees, and the Crane
Champion can grant access to any of the roads in the lands of
the Crane clan, The Bmperor, of course, can grant access to any
road; anywhere. They are his; afrer all. Eroecald Magistrates and
Lepionnaives miay tavel tie Emperors roads s thei duty com-
wands. Bmerald Magistrates may write temporary travel
papers for anyune they deem worthy

Traveling off these roads {54 risky marter. Cloge to the
Shadowlands bordet in Seorpion and Crab provinces, one can
easily run afoul of beasts from thiat land. Even sway friom these
hostile areas, one runs the chance of being waylaid by bandits.
Uin top of these two complications is the simple matter of et
rain. The rocky mountains of the Dragon and Phoenix lands
can be s congiderable obstacle, as can the forests of the Unicorn
and Scorpion lands. Another advantage of traveling on the
roads is that vou'te in plain sight of the family whose land
youlre traveling through, Someone caught sneaking sround the
fields of the Crane without papers will be deale with much
more severely than someone who attempts to enter the Crane
lands by road, bur with ne papers.

ofn (FACX)

*Scorpions wear masks because they need more than tweo sides of a
protith e speak ouf of”
— Doji Nagori

Despite the importance of truch in both Rekugan’s texts and
laws, the Empire has ctistomarily been more concerned with
appearance than with facts. Those who speak sincerely are
helieved over those wha speak the truth poorly in court. A
rharacter’s on (which loosely teanslates to "face™ or

“respectabiliey™ is 2 measure of how well-tended a chatactar
reputation is. Thizis somerhing a little different than honoror
concerns of glory Thongh Akodo Tadenori may be an honoe
able man and krown as 3 capable general, if e is seanasa
stammering, stuttering fool in court, his on suffers.

By contrast, a worthlecs, dichonorable samursi can etill com-
mand tespact if he keepe up appearances with the right people;
The battlefield of the courts is where on tends ta be most
i.mpnrtnnt, 4% B mani teputation can kill anothicr before the
chance to engage in a formal duel even appears. Those whase
on carries 1 reputation of impressive ability are Tarely chal-
lenged, as their opponents do not wish to risk appeariig fook
ishy and a samurai witlya reputaion as 2 highly skilled duelis
cat laugly ofl cliallemges from those who are perceived as lesser
vpponents, even if his reputation is in no way justified.

HONOR

"For the Empire.
— Toeuri the First

The customs and protocols surrounding honor could take tip.
valnmes (f all the questions in the Brmpire, the most debapad
questions ate “What is enlightenment?” and "What is honor?
Both are similar in the fact that mere words cannot Fully grasp
the idea. Those who are enlightened simply know it, as are
thoge who are truly honerable, The clozest that words come to

defining the concept are the Seven Tenets of Bushido set
dewn by Aleodo himsclf

Gl (HONESTY)
In Rolugan, truth is 3 way of life. Even the coldest Scorpion
lemvores that in order for a lie to be eftective, he must first know
the trath. Adhering to the truth is perhaps one of the most dif
ficult aspects of the samurai’s life. However, it is commenly
acepted that those who lead an honorable life and careya
purc aoul have nothing ro fear from thae which is true,

M COURRGE)

The burdens of those in the noble castae sre not always easy
Although they lead 3 better life than the peasants toiling in
the.field, they face far greater dangers then & simple farmer
oy ever Jenew Samurai and shugenja place their lives on the
linc for their lord, and even the courtier in the protected heart
of Otosan Uchi must take risks thar could lead to the downfall
of his house and family. Fear touches the hearr ofall who must
stand for what 1‘].1.:’.#r Liwld dem, b wlial is i purant is tha :1:!:
sanurai statuds above his smotivn,

JI (COMPASSION)
A truly wise person tempers the power he holds over sther
with compassion for them., A great leader s not one who over
wotks and taxes his peasants until he has the most lavish
palace in the land. So, too, are the wisest samurai those whi
understand tha wercy is 4 fundamental principle of the
Celestisl Order, #nd the law of the Emperor.

REl (COURTESY)
Though strength of arms is the place of the samurai, it is gk
the enly aspect of their lives. What separares humans from the
lesser beasts thar Sun and Moo created is owr abilicy wcreae
culture and act civilized. Respect is important, as it keeps usin
lise withe the (raditivnys of vur ancestors, and can bring pesce
where needless bloodshed would otherwise reign,




REYO (HONOR)
All dealings within the empire revolve around the concepr of
honor It i the binding foree ot honor that keepe Rolupani
gociety together, and allows those of the samurai caste to focus
their minds properly. Barbarians have no concept of honot,
anid thus, are not as elevated in the cyes of the Heavens as ate
Nokugani,

- RAROTO (SINCERITY)

Those whe say something ave bound to their word. Sincerity
i ditterent from truth, becauge someone can mean something
thot iz not true. I is then their dury to make it true. Sincerity
is alse abaolute and truc belicf in what you say In Rgir.ugan,
sincerity is important because customarily it is 4 measure of
truth. Though something may sound impossible, if itis said in
a sincere matter, it may very well be believed,

| CHUGD (DUTY)

Finally, what defines the life of every being in the Celestial
Order is their duty. Everything in the Order serves something,
and it iz against everything the Heavens have dictated ifsome

thing should refuse to accept their duty, and their place, in the
Order, Even the Emperor must bow before the might of the
Heavens,

GAMES
“When you believe you have cordrol of the board, be sure the picees

you play with ave fruly yours”
— Bayushi Sunetea

Lilee many things in Rolougan, the games of the noble class are
fir mote meaningfisl and complex than they appesr on the
surface. Samurai are expected tobe capable of coltnral pursnits
agwiell as the study of war, and a shugenja of monl whe cannet
participate in the pastimes of the noble elite are generally the
gubject of s lot of jolec

Though there are many games that the samurai caste
engages in, ¢ few are played with quire o bit mere Frequency
than others. Often times, simple games of Go can ill in when
i duel would not be appropriate. Generals have been known to
defet to an enemy commander in minor skirmishes if he is
known as 2 master stratezist at Shogi. Still other times, just like
it ot wotkd, bedng able towin st such a game gives the winner
i prycholvgical advantage over the loser, Winter courts are
known for their grear gaming contests where favors, glory, and
honors are heaped upon particularly skillful comperirors.

6o :
! The most common strategy game in Rokugan is Go. Bveryone
kivows what Go is; wearly everyone knows Liow to play, and
does so often. The rules are so basic, and the simple matters of
strategy easy enough o grasp, thar Ge is most often the game
of choice berween tweo people whio wish o pass the time
topethet sirring down.

Go i plaved on a flat surface, with 4 playing field of nine-
teen horizontal and nineteen vertical lines creating 381 inter-
sections Hoth plavers command a et of colored stones, tradi-
tionally black and white, which they talee turns placing on the
intersections. The ubject is to control the highest number of
contipuous intersections by surrounding them. Cnce a stone
is placed on the board, it will net move unless the other
player'’s stones surround it, in which case it is removed from
the board, In Bokugan, every game of Go is played to its end

we ruat et oo Canile onels pusitivn iy, Wriien Lo P]a;].rl:]:ﬁ v
played sll their stones, the game is finished.

Go is seen a8 an excellent way ro reach tacrics and straregy
in the shstract, Andelparing the other plavers moves s kev in
becoming a master of the game, an ability that is useful to any
would-be general. Go tournaments are frequent, though rhe
mast anticipated are held ar Oragan Lichiin the summer
Currently, Hantei Naseru is regarded as the most skillful

playes in the game, though he rarely plays for public spectacle,

SHOG]

Much like chess, the game of Shogi isa favorite among the

mare schalarly members of the Empive, and is plaved in a very it

similar matner. Thongh not as popular as the game of Go,

shogi is alsn considered 3 very ractical game, and many samu- |

rai find it 2 suirable metaphor for the art of war

The game of Shogi is played upon a surface of sightv-one [

ggquares, nine scroes and nine high. The pieces are played in
the squares of the board, with beth players controlling nine-
teen pieces of ten different functions and names. The pieces
thc‘mEL‘l‘r’L“S arc 11s Liﬂt].}' ’Iﬁﬂ.dﬂ UE \‘.’DU&.. ﬂnd arc chﬁsl‘:ﬁ Wid'.l o
point on one ¢nd. There are kanji on opposite sides of the
obelisk— one denotes the piece’s regular value and the other
denotes the picce’s promoted value, Captured picces are
rerained by the capluring playes, who may then bring diem
bk vmto the buao] at @ stcategicelly appropeiate tine,

The ten pieces are named, and move dnd caprure as follows,
with the starting number for either player in parenthesis:
* King(1) — Moves one square in any direcrion
* Rool(1) — Moves forward or sideways as far as the player

wishes
¢ Bishop(1) — Moves diagonally as far 25 the player wishes
v old Ceneral(2) — Mave one square in any direction,

except diagonally bacloward
v Bilver Ceneral{2) — Move one square forward or diagonally
* Knight({?) — Move two spaces forward or backward, then
one space to the side. May move over other pieces
« Lancer(2)  Move any number of squeres forward
= Pawn{9) — Mo forward onc squarc at a time

The object of Shogi is to caprure the other player’s King
piece, Alkode Soko drew up the official rules of Shogi about
200 years ago, some time after the Unicorn brought the game
to the Empilre upon their return: The grand master of Shogi is
civen the title soko-mefiin and offered fealty to the Lion Clan
in honor of Akodo Scko’s work. A new soho-meijin is deter-
mined when the current one becomes forry vears old. Akodo
Ryumz, the current soko-meijin, was killed in inieial skir-
mishes with the Dragan Clan, and the position of honor has
ver ro Fall e anorher

R=EmMARI

For those with 2 taste for more physical contests, the Winwer
Court offers an odd game called kemari. The game was inrro-
duced several decades ago by the Shinjo, and it has since
bécome very popular. Kemari is similar to soccer, in that it
uses 4 large leather hall which players mav not rouch with
their hands. Players stand in a civcle and Jick the hall ahiout,
artempting to keep the hall from touching the pround. Fer-
haps the strangest part of kemari is that it is played in full
courtly dress; kimonos and pealeed black caps. Many plavers
tind that maintaining one's dignity duting a game is 2 much
of 4 challenge az lizeping the ball in the air, 3 subtle metaphor
for the complex life of 3 samurai.
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SURMAI
Sumai wrestlers go through intense rituals of purification and ™
meditation before 1 sumai bout, and spectatore come to wateh
the ceremony as much ag the sport. Anactual bour of sumai is
over in seconds, as two massive wrestlers slam inra one
anather with the intent of knocking the opponent off his feet
ot pushing him out of the ring: Matches are separated into
Four categories according to the skill and reputation of the
wiestlers, In ascending order, these are juryo, maegashira,
sanyaku, and yokuzuna, Ooly ok bouts ace allowed at
the Winter Courl, Sumai wurnaments take plice becween two
teams of wiestlers who perform seventeen bours befors the
Emperor and his entourage, The winning team s awarded
with a beautfully crafred masterwork bew. The winning team
iz then invired before the Imperial court to perform bugalku, 2
complex ritual of ceremonial sonps and dances: the champion

dances while twirling the bow that is his prize,

SADANE

Another popular courtly game, sadame s the arr of
imprompty criticism. Sadame is not 3 mere insult; rather it is
a biring denouncement of the value of a piece of art, a hook, or
even the ethics and morality of another person, Sadame
almoat always hased upon the legitimate faules of the targer 1f
#petsnn or piece of art is genuinely without fanlt, effective
sadame may be impossible. At night during Winter Court,
many young courtiers mest secretly to engage one another in
bouts of sadame.

=TIQUZTT=
In Rolugan, etiquetre g all-important. A samurai with no
notion of etiquette can meet his end just as quickly and a5 bru-
rally as if he took his place on the battlefield with ne lenowl-
edge of the sword. Despite appearances to the contrary, the
courts of Rokugan are very much a bavtlepround, and words
are the weapons wielded by some of the greatest tacticians the
Empire has ever seen,

The basics of etiquette ore taught to all semurai beginning at
an eatly age, Failure to display proper ctiquette to onels peets
and superiors will result in dishoner, and in the Empire there
15 rios greater stigma than dishonon The following are very basic
elements of Rokugani couccesy that all characiers of samurai

bivel kv, annd adbere w1 they know wha is pood for them,

BOWING AND KNE=ELING

It is customary when grecting another samural to bow This is
a show of respect and trust, although many bow merely asa
formmality when such emotions are not actually present. This
practice began during the dawn of the Empive, when saimuai
would bow or kneel befove ieir losd with their hands held 1o
theic sides. This was « way o demonstrate cheir loyaley by
uffering their unprotecred neck and chus their lives o thelr
liege, The pracrice has continued o this dav.

Bowing {5 a show of respect between two individoals af
equal social standing. Bushi and shugenja both bow to one
another. The lower the how, the greater the respect shown to
the person to whom one is bowing, Bowing only very slightly
to another is a sign of distrust or disrespect and 15 commonly
inrerpreted asa thinly veiled insult.

One kneeals before a person of obviously superior ranl.
Samurai always kneel before their lord, just as they would o
any deimyo of 3 family or clan, regardless of their offiliation or
relation to that clan. Even if two clans are at war, a samurai

GIFT-GIVING

from one clan still kneels, or ar least bows very deeply, og
daimyo of the other. Doing otherwise would be very risky
indeed, It goes withoue saying that everyone in the Empire
bows before the Emperor, just as the peazants of the haimin
class how before all samuran.

TERMS OF ADDRESS
How a summurai addresses others can be a means of elther show-
ing grear respect or offering enormous {nsult. Samurai of dif
ferenc clans are expected o address one another by the name
of their clan unless itwas obvious from their clothing rowhich
family they belonged. Far example, ealling anather samurai
“Dragon” when his kimeno very clearly bears the mon of the.
Kitsuki family would be an insult, implying thae his frmily was
baneath notice. Unless twa individuals ave very ¢loge, they will
typically refer to each other by their Family names ratherthan
their personal names, Two samurai of different clans who refer
to each other by their personal names in public are clearly very
close friends, or may even be distantly related,

When addressing other, it s traditional eo add a suffix o
their name in order to reflect the relationship between you. If
one 1 speaking to a friend or at least another of equal canly, wdd
=sam to the end of their name, For example, a Lion magisinie
worklng with 2 Phivenix might refer to him as "Shiba-san”
Superiors always receive the -sama suffix as 2 symbol ol
respect; to refer 1o @ superior a5 -san would be dishonorables
Referring to an equal with the -sama suffix is a great compli
ment, Berween members of the opposite sex who are closaly
involved or related, there are differenr suffixes rouse A
woman whi is 4 loved one is generally addressed with the
~chan euffiv. Conversely, a beloved male recaives the fun
suffix. This is common between siblings or other relatives,
gpouses, or close frends. {

Dne othet considertion 42 a term of address is the prefix -
added to another's name. This means "great one” and iz o show
of enormous respect and edmitation to the individus! beinga
addressed. Typically, this prefix is bestowed by one's dainpo.
only after a demonstration of exceptional service and lovaly

Wihen meeting a host or a superior bor the frst time, it is cus
tomary to offera gift, Cifts are also given to demonstrare favoe
or to reward loyal service. The mere personal and sentimentil
the gift is, the more meaningful it is. A daimyo that gives his
loyal retainer s pristine gift cleacly purchased from the markes
could be capressing his disfavor or indifference, bur the same
lord awarding his retainer a battered and stained sword-guand
which had been worn by his own father would be showing
extraordinary Gor w his servan.

1t is considered bad form o purchase a gift. A gift should be
specifically chosen because of some meaning it has either fag
the individual giving it or to the recipient. The gift ofa.
Weapon of atmoat to another can actually be taken sz an ingulf
implying as it does thar the reciptent either requires protee
tion ot that their latd is nnable to meet their needs acrord:
fngh; .

When accepting 4 gift, it is customany to refuse the gift fw
times before acquiescing, This allows the person presenting
the gift to demenesteate their sincerity by continwing to offer
it. & person who offers a gift once and then stops clearly wa
not particularly interested in parting with the objcerin thy
first place,



LEARMUNG

There ate two distiner methods to learn 4 trade in Rolugan,
The tirst and most common among samutai is attending a
school or dojo, When a samurai reaches a suitable age; nor-
mally somewhere around seven years old (although some
families choose to wait until the children are considerably
oldet); he is sent to a school that will teach him the skills he
will require to serve his family and clan with honer The vast
majority of samurai attend bushi scheols, where they gain the
mactial traiving they will reguire o serve thelrclan as sol-
diers, magistrates, and sencedes. A small number po (o vardous
clan-specific schools for courtiers, yojimbo, or even mer-
chanrs, Finally, a tihy handful are blessed wich the
ahility to speak to the kami, and undergo the
tipornus traiting thar will allow them to serve
their clans as shugenia, the prniests of the
lrami. Whatever the training, these schoals
usuzlly teach their students for ar leagt gix
years; sometimes for as many as nine,
before granring them their gempuklu (grad-
pation and coming-of-age) ceremony

A samurai taught in o dojo continues his
education rhroughuut his lifetime, cven
though he may leave the school for
extended periods of time, It ts generally
accepred that students who verumm to their
sensei and demonsivate a celain level of
skill and proficiency with the secrets of
the schoel thar they have chus far mas-
tered are ready ro advance. Such students
are taught more intricare and compli-
cated secrets of the school’s stvle,
inrreaging hoth their individnal
prowess and their value 35 a servant
of the clan. Understandahbly, the
senzei of 4 clan's schools are very
highly respected individuals
who may have hundrede of dil-
ferent students serving the clan
in various positions.

The other primary system

of instruction, less dommon

1 among sarnural but used almost
* exclusively by the heimin and
hinin classes, is that of master
and apprentice, Samurai crafts-
men and arrisans pass on whar they
have learned through this system, choosing
i suitable apprentices to study with them for years and master
the techniques they have spent their lives developing. Among
the lower classes, varous types of craftsmen including smiths,
carpenters, and stonemasons employ similar methods to
ansure that thair talents de not die with them, but that their
village will continue to have such skills at its disposal.

RADVENLTURZ=RS

It goes without saving that Rolugan is a land rife with adven-
fiire. Homeever, with all samarrm sworn in geriiees toa lord, some
might wonder how it is possible for intrepid voung samueai ta
wander the land in search of said adventiure. Fortunately, there
are 3 number of ways that voung and enthusizstic adventurers
can find intrigue and excitement scrogs the Empire.

Emerald Magistrare

RUSHA SHUGYO
The tradition of muchs shugye, the "warelor pilprimage,” iz
nearly ag old ag the Empire itzelf. The nature of the mucha
shugye is such that an individual warrior leaves behind all his
a]legia nCes to famil;r, clan, or an}rthing else, and simpi}* begins
wandering the Empirve. The goal of thiz wandering is 1o
perfect the wartior's art, most often kenjutsu or some other
specific weapon skill,

While the clans all recognize the tradition of the musha
shugyo, they do oot allow just anyone w underake one. The
daimyo of the individual in gueston must first receive esti-
mony from the samurai’s sensel. clearly staring char the pil-

grimage will grearly improve the samurai's skills,
thereby allowing him to fulfill some crucial function
foor the clan. Even wirth this restimony, the daimyo
may refise permission
A camnurai on 2 musha shugyo travels with-
out any indication of his former clan or famdly He i
treared asa ronin by all he meets, Forall
intents and purpozes, he ie 4 ronin,
He may travel with others, or he
may travel alone. On rare occasions,
several samurai on s pilgrlmas:: may
travel rogether. Once they have com-
pleted their journey and feel they have
little else to leamn from wandering, they
retury Lo their sensel and demonsivace
their knowledge. Then they may be
accepred back inro their clan once more,

EMERALD MAGISTRATES
The Emerald Magistrates are the enforcers
of the Emperor's laws. Some are assigned
specilic regions throughoue the Bmpire 1o
polive, which CAn Tange from entice
provinces to specific larpe eities like Ryoke
Orward, while others are given leave to
wander the wilder sectlons of Rokugan,
bringing law to the lawless.
New recruits to the Emerald Mag-
istrates are aften assigned to work in
groups. This allows them to pool their
talents, completing assignments that
might otherwise require the presence
of 3 mote experienced, teasoned
magistrate. This also allows the
new magistrates to forge close bonds
with their fellow efficers, hopefully creating a more
cohesive force.

T =]

IMPERIAL CRARTOGRATYHERDS
A ez commen purpoge for adventurers to wander the Empire
is in service to the Imperial Cartographers. The cartographers,
often members of the Otome or Miya families, are constantly
trying to update and extend the maps of the Empire used by the
Emperor and his court, Although ir is unlikely that many
young samural frem the Great Clans will actually find a place
awong the Tmperial Cartopraphers, it is faicly common for the
cartographers themselves to require the assistanice of several
samurai, Bushi muy serve as yojimbo or scouts; shogeis may
advise the Carrographer or communicate findings back to the

: caplral.

§ o -

AM=uUaEN

' n
B
g O
o K
8 v
! i

n

T
4
=




Cartepraphers have walimited (ravel auchorization, but are
often the targets of bandits or other unsavory groups: hence the
need for maveling companions, They also face less predicuable
threars, such as the possibility of gaijln encounters when
mapping the northern and western borders of the Empire.

Y¥OTIMBO

Young samurai are often assigned a3 bodyguurdy fur awide
vatiety ol individuals. Important courtiers or shugenja often
reyuire protection, 25 do even minor funcrionaries of the claris
and families. As mentloned above, cartographers need
vo)imbo, as do the shikken, the Emperor’s diplomats to the
clans. Even prominent merchants can require yojimbo to
eseort them across the Empire, such as the famous Shinjo car-
avang of the Lnicorn Clan Samurai who choose to see Holo-
gan in thisway (or who perhape are assigned to do so) have
little choice in their destinations, but at least they are always
provided accommedations.

|
OTHERS

There are many ather less cammon means hy which s samurai
can wander the Empire, Ferhaps they are scours for their
daimyo, or even members of the army on reconnaissance,
‘They might be members of the Imperizl Legions who have
been assigned to locate specitic items or individuals for their
commander. They could be ronin eesking a cause to serve or
meraly looking for a way to afford their newt meal. They could
be ambassadors, diplomats, magistrates, spics or cven bounty
hunters. Whatever their calling, there is almost alvways a way
to find travel and adventure in the Empire.

4 LANGURGES

Unlike other realme of similar size, it is extremely unusual
when traveling in Rokugan to encounter any langusge other
than Relugani, This is understandable given the Empire’s
xenophobic view of other peoples and their customs. Other
lenguages do cxiat in Rokugan, but they are exceedingly rare
and spoken only in specific locations or circumstances,

Bokugan has no secret spoken languages. Bach clan lias is
own code thar is used in the encryption of spell scrolls and
other importane docoments, but this cipher is wrirten, not
spuken, There has never been sufficient need among the
people of Rokugan o develop secretive languages, not even
among the duplicitous Scorpion Clan,

COMMON LANGUARGE

This is the language most often used by the people of the
Enupire. It is spoken by (lre peasanisin the field, the puards in
the barracks, ihe merchants in the ciey, and even in informal
court settings. There are numerous dialecrs of the tongue,
making it possible to derermine where a particular individual
mighr be from based on his diction and enunciation. Most
dialects are clan-specific, although some provances throgh-
our the Empite have developed their own varisnts.

HIGH LANGUAGE

Very similsr w the common tongue, the so-called high lan-
guage is the dialect of Rokugant thar 15 used in court and legal
proceedings, It is virtually identical to the common tonpue
except for its reliance upon long, flowery terms of address and
overprecise pronunciation. Thig dislect s alwavs used at the
Empernt’s conrt. Lising the common tongue in the Emperor’s
presence fs a2 grave insule,

BARBARIAN LANGUAGES

COIN AND COMMERCE

LABOR

AR

This iz the language spoken by ull shugenja when interacting
with the elemental spirits It is an ancient tongue, spoken long
befote menkind walked the world. During the dawn of the
Empirc great minds like Isavwa and Tuchi learned to decipher
it and speak it It is now taught to all shugenja in valning,
Hon-shugenja could conceivably learn it bue dhey would ot
beable to waderstand die kamis reaction o their words,

RONMHVMAN LANGURGES

Thete are numerous reclusive races in Rokugan that have
their own languages, the most prominent of which are the.
Naga and Nezumi. The Nezumi language is understood and
even spoken by many Crab, but the Naga wongue is very diffis
cule ro master because of ity reliance upon the Akasha, the
group-mind shared by the Waga people. Alchough humans
can speal Nags, they can never master it.

Orher races also have thelr own tongue, such as the secre:
tive kenku and the sinister Tsuno. Some Kuni scholars theo.
tite that the creatures of the Shadowlands nse an unlnown
language, perhans a hasrardized combination of Bolugand and
Neziimni, bt if' so this has not yet been proven.

The rarest of all languages In Rokugan are those spaken by the.
gadjin, The low number of outsiders in Rokugan means rhar
very few such languages are ever heatd, much less under
stood. The Unicorn Clan purportedly has knowledge of s
great numhber of lahguages encountered during their cep-.
turies of travel, although they do not speak of them. The
Phoeniv and Tortoiss clans are familiar with the tongue of the
Yobanjin, the barbarian tribes to the north of Rokugan, Like
wige, the Mantis have been exposed to the bizarre tongue used’
by the Ivory Eingdoms for to the south and west of the
Empire, The Scorpion arc said to have knowledge of the

Senpet language, used by a race of conquerors from the:
deserts, and the Ashalan tongue, a language spoken by o tace
that they encountered during their banishment acioss the
Burning Sands, but again this capnot be substantiated: te
Scorpion refuse to discuss it with those outside the clan.

i

The economy of Rokugan iz a confusing, constantly changing.
cntity. The menetary unit upon which the country's econpimy
iz based, the koloy, is in turn based upon bushels of vive. Theie
fore, the value of a single koku can Quctuaie wildly from years
to year, I the barvest has been bountiful, 1 single koku might
be wurth elatively livtle due 1o the influx of wealth in the
marker. During sparse vears, however, a single koku can
purchase a grear deal,

Tor the most part, labor is sticdy the dowain of dhe heimin clis
Physical exertion in (e focm of manusl labor is beneath the
inherent nobility of the samurai There are exceptions to thisruls
ul vourse; dudng rimes of waricis netarall uncommon for same
rui 10 Take up repair on forriflcations alongside their peasant
worlers, bur this is only done in fimes of extremi need.

Other than manual Ehar, there are o fow domaing where il
is considered inapproptiare for peasants to worle The crafting
of stee] intn weapons, for example, is an art form, not 2 labee
‘Theréfors, skilled artisans of the samurai class malke it thair
role in this world to create implements of great beauey
sarve their fellow warrors,



Feasant laborers ave nor paid. Their labor, togerher wich the
madeatate taxes upon the crops thae they prow, s the means by
which they repay their lord for allowing them to live upon
and work his lapd This fendal system has proven irs viahility
for centuries.

AGRICVULTURE ANP INDUSTRY

Agrleulture s the life’s blood of Rokugan: Formunarely, the
farmers of Rokugan are a hard-working, industrious people,
producing fond far out of proportion for their own numbers.
Without the constant vigilance and effore of these farmers, ir
is inlikely that the Empire would ever have survived any
petiod of extended conflict such as the Clan War or the War of
Spirits.

Farmers are assessed up to 60% of their annual yield in
tawes. This 15 necessary to provide the kamily and clan upon
whose land the farmers worls with enough sustenance for the
gamurai under their command. This means thar the formers
must redouble their cffores during the yoar to ensure that they
have sufficient crops to not only pay their taxes, but alse to
feed their own family

lndustry is largely unknown in Rekugan, For the mast part,
waterial puods are individually haod calied. Because of the
perception of craftsmanship as either an art form or a labur
beneath the samurai class, no one has yer stumbled across the
notion of mass producrion, Formunately, there are sufficlent
craftsmen and merchants in the Empire to fulfill the needs of
the populace for guite some time,

CLAN, FAMILY,
AND EMPEROR

A samurai’s prinvary loyalty s to the Emperon. As the Emperor
15 the lord of all of Rokugan, he can command any sarmurai's
loyalty at any time, defying even the wishes of the samurails
dalmyo. (In fact, if the Emperor’s wishes contradict the
daimyos wishes, the daimyo s immediately neoorand must
either apologize or tequest permission for seppuka.)

Most samurai never have the opportuning to seryve the
Emperor divectly. For these individuals, clan and family are
generally the most imporrant considerations, If the clan pains
plary, everyone shares it. For this reason, a samurai is expected
tethink of the clan firgt. Fverything else iz socondary The
enemy of the clan is vour enemy: The ally of the clan is your
friend. A gamurai is expected to unhesitatingly put his owm
personal feelings aside for the good of the clan.

Moet ot the time the ende of the clan and the ends of the
family are one and the same, On the tare occasions these come
into conflice, o samurai is expected ro obey his lord (thus obey-
ing the family). If the lord of the family is defying the will of
the clan, then kharma dictates that justice will fall upon the
unworthy lord’s head. A samurai is expected to be patient and
wait for justice; serving his lord dutifully in the meantime,
Delying bushido by betraying an woworthy master will only
suw chios and make matters worse,

WAR

Though both the Code of Bushido and the Tao of Shinsci
sticss the virtue of compassion, the simple fact is that samurai
are cateer wartiors, With so many powerful factions living in
close proximity 1w one anothey, vying for resources and poli
cal advantage, open waclare 5 guite comimon in Rokugas,

The Champion of a Great Clin may declare war upon
another Grear Clan, but if the Emperor disapproves of the con-

flicr he may order it to cease ar any fime, For the most part, the
Emperor does not approve of his vassals slaughrering one
another on 4 whim, so wise daimyo seek the Emperors
approval hefore exacting vengeance upon their enemies.
Against a weaker opponent; a clan may opt to attack so rapidly
that the Emperor has no time to intervene (the Lion and
Searpion employ this tactic regularly).

Minor Clans are under the protection of the Emperot,
Mo Great Clan may declare war upon them: (though most
Creat Clane are quite adept at interprating rather innecuous
actions as ‘nets of war” As a vesult; mest Minor Clans tend to
avoid the court when Passiblc.

LEAOERSHT AND
THE FOO& OF S0 TA0

There are two primary texts on warfare in Rokugan with
which all eompetent generals are familiar. The first is Akodos
Leadershap, a thassive volume hegun by the Kami Akada and
extended by every Lion Champion since The zecond 15 rhe

Book of Sun Tao, 2 compendium of philosophy and strategy |

writtens by the néar-mythical ronin Sun Tao. Each of the two
boolis hae a wealth of wisdom regarding terrain, tactics, and
reading the intent of ane’s opponent; while Leadership 12
certainly the larger of the two texts, the Book of Sun Tao is
much more focused and concise. Which of these two volumes
holds the greater wisdom iz« matter of some debate; most
cunning E:n:mls draw liberally from both.

The original copy of Akodo's Leadership is the possession of
te Cluupion of the Lion, though lesser copies can be found
distributed throughout Rokugan: The wiginal copy of the
Bock of Sun Tao was lost, though the manuscripts the ronin
general copied for the Dragon, Scorpion, and Hantei remain
inrace, ind numeteus copies have been made from these.

SIEGE WARTARE

Tlie Book of Sun Tao states that "a desperate peneral besieges an
cnemy's ity Indeed, most Rukugani genevals dread siege
warfare, and prefer to meet their opponents on even grouml
when possible. Siege warfare is long, redious, and riresome for
both sides involved. Indeed. a handful of samurai consider the
idea of hiding from the enemy behind walls of stone and
wond to be somewhat dishonorable. (Most samurai are some-
what mote practical, and gladly take advantage of the defenses
theirlord provides for them )

The exception to this rule is the Crab Clan Their engincet-
ing expertise and generations of experience fighting defen-
sively on the Kaiu Wall have made their clan the undisputed
masters of siege warfare, Their catapults, fire breathere, and
batteririg rams are for ahead of the sisge technology of any
otherclan, The Lion in particular are impressed by the Crabls
expertise, and attempt to glean a bit of the knowledge of the

Kaiu sicgemasters whenever possible,

SURRENDER

Zurrender iz dishonorble for a samurai, Indeed, even the act
of effering surrender to o clearly superior oppenent is dishon-
orable, for it suggests that the opponent would attscl: o foe wha
was beneath him, While diplomatic endsto conflicts arc
commen in Rakugan; total surrenderiz almost unheard of and
most samurai would rather die than even consider it. Maga
shuare w stilay philosophy and would ather die together than
stand deleated. Wezumi do not have any of these qualins,
though chey prefer flight to surrender and capture,
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It is mure common fora losing army 1o purchase the safe

retreat of their troops with a formal duel. The army’s general®

(or his champlon) challenges the opposing officer to a formal
duel; with the lives of his followers as the stalkes. 1fthe chal-
lenger wing, then the followers are allowed to legve the field of
bartle with honor TF the challenger loses, the victor thay do ag
he pleases with the lives of the challengesr's followers,

SHVGENTA IN WAR
Most farge armies keep a unit of shugenja on hand, a5 a porent
weapon against the enemy, to call upeon the hlessings of the
Fortunes for the hattles ahead, and as 2 medical corps Once the
battle is done; they give thanks to the kami and purify the taint
of blond and dead flesh that inevitsbly eoats a victorious army

During combar shugenja are always well protected. Theugh
they are usually not given armor (it is a bushik honor and
privilege to wesr armor) they are well protected by
yojimbo. A yojimbe iz expected to give
his life for a shugenja without hes
itation.

Shugenja are one exception
to the samurai’s usual aversion
to surrender, As shugenja ave
servants of the kami, they are
treated with respect, and offered
the uption of being taken prisoner
when possible. Most shugenjq realize
how rare and precious their gift is,
and how wrong it would be to dery
the clan their power, and readily sur-
render rather than accepting an easy

hattlefield death.

HOSTAGES
In Bokugan. there 15 a distiner dif
ference berween hostage-taking ’
and kidnapping. Kidnapping is the
illegal theft of a living person.
Hostages are taken legally with
prior notificarion to the hostage's
family. This is done most often to
ensure the good behavior of 2 defeated
enemy. However; hostages just as
frequently cement an alliance:
such hostages are typically the
second sons of the allying
daimyo. This exchange of
sons demonstrates that
cach daimve is serious
aboul lis wish fur peace,
while practically protecting che
primary heirs. Occasionally these
hostages are tequited to swear fealty to their caprors, and learn
the school rechniques of their new clan.

During violent perinds, i 5 the Emperors right to invale
the Hityjichi (Hosrage) Laves, requiring each daimyo tospend 2
manth of every year in Otosan Ushi. After the daimyo retucns
home, his family remains in the city tor another month as
hastages of the Emperor, The Empetor could thus greatly
reduce the chances of an organized attack by holding the
loved ones of important fgures.

Hostages are treated os honored gueats, not prisoners. A
true samurai would not cndanger his clan’s interests by
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attempting escape. Most hostages are actually quire welcome
among their captors, and are invited to train at their captors’
doyo, leading to the occasional incidence of 3 samurai adept i
the techniques of 2 rival clan.

TRAVEL DURING WARTIME
With the constant possibility of war erupting in the Empire,
the Clans protect themselves by keeping strict accounts of any
samurai visiting in their lands, Samurai on official business
must obtain travel papers (a5 mentioned previously) indicar
ing their destination and business. These travel papers are.
chaclad at gl vay stations and provines borders, In times of
war, members of certain clang may be forbidden passage
acrose provinelal borders or detained for verification of their
mission;
Imperial Magistraccs have permanent teavel papers allows
ing them to journey anywhere in Rokugan, even during.
wartime, regardless of their clan. Leglonnaiies reguire
no travel papers while they remain with their units;
These samurai represemt the Emperor, nor their clan,
and their duties are not to be trifled with.

DUELING
When one samurai has a dispute with another,
the standard means of rectifying the problem
is through 1 formal duel It is ot agceprable:
to cliallenge o samurai of higher station,
Insults frum superior samurai are 1o be
borne with honor, or resolved by ones
- lord. A formal duel must have wit
nesses; with no witnesses, the duel
technically has not taken place and
the matrer remaing nnresolved.
1t is the challenged parey's right o
determine the nature of the duel, In the cage
of two bushi, it is assumed thar the duel will
be trial by combat; in the caze of two
shugenja, a duel of magig
Courticrs and artisans
generally have contests
of wits. A challenged
bushi who decides w
gieet hus challenger
with a contest of
flower-arranging 5
within his righrs o
do so, bur will likely be’
branded a coward. A courtier:
or shugenja challenged hy g
bushi is nsually represented by s
second, ustally 3 yojimbo or other close rels- |
tive skilled in combat, The challengad party and hie
second share whatever Fate is determined tor the loger of the
duel (meaning that it it is a duel to the death, the challenged
party must commit seppuku ehould his second be defeated),
Typically, bushi duels are resolved with iaijutsu, and arc
taken to the first blood (ketsuiki). The first combatant to injure.
hitz opponent wins Shugenja ducls (faryt-fin) are also nsually
non vielent, as cach shugenja attempts to subjugate the
other’s will threugh the power of magic. Duels to the death are
technically illegal, as a samurai’s life is not his own w throw
away, However, should the parties in dispute obriin permis

sion [rom their lords, & duel to the deach is perfectly lepal




When a duel is complete, the matier iy considered oo be
resolved. For berrer or worse, 3 duel is the uldmice arbitewr
of justice berween two samural.

BLOOD F¥EUDS

When a samurai is killed in an illegal duel, or due to the gross
incompetence of anoiber samurai, ic is the dght of his imme
diare family to declace @ blowd lead. A formal blood fend
tequires the written consent of one's daimyo and is essentially
# declararion of war berween the dead samurai’s immediate
family and the offending parey Those who interfers in 2 blood
feud threaten the honar of the offended, and may be dealt
with as the affending party deems fit. (The Emperor, his
magisteates, lmperial Legionnaires, and nrher agsorted
personages of the Imperial Family are exempt.) Oince the
offending party has been killed, the feud has been resolved
and the offended parties ave expected to leave the landy of
their enemies pegcefully

COINAG=

A mentioned above, the manatary unit upon which Roku-
gan’s econommy is based is the Joku. A single Jooln s equivalent
to the approvimate amount of rice hecessary to feed a single
man tor a yeat, or toughly five bushels of rice, A kol can be
broken down into five bughels, tepresented as silver coins
called rehibukin (commonly referred to as bu). A bu is further
broken down into twenty smuall copper coins called zeni,

Individual clans mint their own coins at the conelusion of
every harvest season. These coins are usable anywhere in the
Eupire, bur all have distinct markings so that the value of a
Licn faven, fon example, will not be confused with the value of
a Crane farm. In theory, these coins cin be redeemed for an
smount of rice egual w their value [oom e clan deat wined
them ar any time. In pracrice. however, this is not generally
done. nstead, the coins remaln in cleculacion, their value as 4
representation of food overlooked in Fivor of their perceived
valie a5 2 mediom of exchange

CRAFT AND =NGI==XRING

Although not a rechnologically advanced naiion, the Bmpire
nonerheless possesses a number of enpineering innovatives
thar sets it apart from other lands. In Rokugan, the ability to
master the complicated and intricare system of constructing
huildings; siege engines, ships and even standard personal
equipment is considered an are. Tt is passed down from master

i to apprentice, changing only very slowly and graduslly as new
techniques prove themselves over decades and centuries.
Each {z unique in its own wray, and each is'an arr form that
takes a lifetime to master.

 FORTIFICATIONS
Althongh the history of Rokogan has heen largely peaceful,
there have been outhreaks throughout the centuries of
intense, brutal warfare. The Clan War and the War of Spirirs
are the most notable recent examples, bur they are by no
means the only petiods of lengthy conflict that the Empire
has seen, During times of peace, the clane make preparations
for the conflicts they know to be inevitable: The: most obvioue
indication of this mind set is the existence of Fortifications
upon the borders of clan lands.

Most fortifications take the form of a string of fartressca or
keeps with warchtowers and guard outposts scattered in aline

between them, While this cannot prevent small groups feom
entering a clans lerricory unseen; it does make it difficalt for
lurge military furces w approach undetecied or enter without
conflict These forrificarions are designed w withstand weeks
of siege and provide a staging ground from which the clan can
repulse an invading force and, If necessary, counterarmack,

Forrificarions of this soreare usually called shiro (“castde™) or
tond-e [ leoep”). The pxterioris comprised almost exclusively of
stone; with any woodwork carefully shielded to avoid flaming
arvrows or fire spells. They can house and sustan large
numbers of troops for lengthy periods of rime if supplied
properly prior to a siege, The walls surrounding the actual
structure have lumber jutting inward, a holdover from the
wall's construction. If needed, slate can belaid scrose this
lumber to create o malkeshift catwalk from which archers and
shugenfa can assault the enemy's ranles. Additionally, there are
numerous "murder holes" scattered across the structure so
that if enemy troops overrun the defenses, archers and |
swordsmen within can still attack their foes with Little chanee
ol rerribution. y |

The construction of fortifications such as these is a massive §
underraking, one that is both time-consuming aml expensive
for the clan involved. All bur the wealthiest clans are
extremely careful to take all facrors inw conslderarion when
determining if such a structure should be buile and where to
perform snch a-feat. Thase samurai with the engineering skills
necessary for such an nndertaking are relatively rare, and
most are found within the Kainfamily of the Crab Clan or the
Imperial Miya family: While most clans have at least a few
engineers of their own at their disposal, it is not at all
unceminon for them to contract the services of a Kaio or Miva
to nssist ity the construction,

SIEGE WEAPONRY

In warfate, 8 siege situation is to be svoided at all costs. 1t 12
extremely dangerous for the besieged, for they could easily
tun out of supplies it they are not properly prepared and thus
Face dishonorable starvation or certain death at the hands
of their enemies. On the other hand, neither is thiz situation
teniable for the army laying siege. They have to remain in the
Field for a long time, taxing both their mordle and their own
supplies, and must remain in one place for g considerable
length of time — always a danget for an invading army;

Nevertheless, there are occasions when a siege cannor be
avoided, Wil their certuries of constant warn the Crab Clan
are'the undisputed masters of the siepe. The Livy Clanare also
well trained in such taceics, pﬂl'tic"l.ilﬂl-.'].]!l' among the Thotaa
family. Other families thronghout the Empire have experi-
ence with such things, but none can rival the meticians of the
Craband Lion clans

Kikkiagha (“Turtle-shell Wagon"): The Kikloshaisa
massive wagon with 4 thick hide ar waoden roof. Up to two
dozen soldiers can be protected by this device The tronps
push the wagon across the battlefield, protected from attack
by the roof This allows them to push the Kiklasha up sgdinst
enemy fortifications, whare they can begin digging through
thetmn, The thick roof of the wagon provides +25 AC apainst
ranged attacks, but requires o eumulative 45 Strength to move.
The wagon is considered to have 50°hit points:

Tosckiki (*stone firing catapules”): A combination
of Crab engineering and Unicorn gadgetry, these catapults
wiilice 4 complex system of counterbalances that reduces the

. MECHSSATY CEw (08 mer halfFdozen, allowing more troops to

take the field of batde, With & well-traipned crew, these
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catapulis ean be fred a5 often as once 2 minute, Tosekiki
function exacily like the heavy catapult described in the
DrpisEon MasTER's Guide™,

Kuruma seird {siege towers): Towers mounted upon
wheels, kuruma seird are often 20 1o 30 feer high with muls-
ple levels. Up to a dozen soldiers can be placed on each level
while the tower {5 pushed against enemy fortifications | his

allows the soldiers within the tower to smmediately move:

anto the enemy’s walls as well as providing 4 protected means
for more troops to ascend the walls.

Kuruma date: These are large, wooden shields on wheels
used to give teaops 2 form of mobile cover as they
move across the battlefield. They are very
thick and are fire-hardened to provide
maximum protection from missile fice.
Troops employing the leuruma date add
115 ta their AC against all ranged attacks,
Archers firing from behind the shiclds are #
congidered to have three-quarters cover

Far more aesthetic than the starle fortifica
tions discuszsed above, the lavish catates in
which the Great Clans house their diple-
matic events are considerably more opulent
and pleasing to the eye. Structures of this sout
are usually called shiro (castle” the sume as
fortifications) ot kyuden (“palace.” often a
mere important location than a shiro),
Generally situared toward the centerof 2
clan’s holdings, structures of this type are:
designed with much
mote artistic flair. They
ate pleasing to the eve,
Sparing t expense to cap-
risre the spirit and essence of
the clan’s philosophies. Kyuden
Dieji, the palace from which the Doji
tamily rules the Crane Clam, is & master
piece ob architecture and artistey. The
subtle use of paper and woodwork within
the stone construction
of the building gives it an almest ethereal
qualiry. Many guests have remarked diae i
appears as thouph It were @ pulace frum a
child’s fanciflul tale broughe o life. In
contiast, e castle of the Marsu Family of the
Livn Clan, Shiro Marsy, is @ proud and regal
strucrure thar appears lawless yet severe. Every stone 15 set
Just so, every guard stands motionless st his post It isvery
clearly & majestic and militanr strenghold, one that inspices
pride and valot in the hearts of all Lion who look upon it,
In addition to providing 3 spiritual center for the clan, an
ancestral palace also hosts a number of diplomatic fanctons.
The palace of the ruling tamily of each clan has hosted the
Emperor’s Winter Court on at least one occasion, many of
them multiple times. Wealthier clang also have other opulert
estares where 3 Winter Court may have been held, such as
Eyuden Kakirta in the Crane lands and Kyuden Asako of the
Phoenix.

SHIFS

OFall the clans in Bokugan, only three Great Clans make rege
ular use of sailing vesscls: the Crab, the Crane, and the Mantis.

The tiny Tortoise Clan is alse proficient in their use, but theit
small numbers make them largely irrelevant tocommierce and
watfare on the seas of the Empire, For the most part, these
clans utilize ships coclusively forcommerce, There have been
naval engagements in Bokugan’s history, bur they are very faw
and far between,
Ships in Rokugan are somewhat primitive affairs. Shipe
wrlghrs have not yet stumbled vpon the idey
of the keel, the single piere of wood running

rough boards that only truly form a water-

eraftsmen of the Empire have managed
to establish several viable types of ships

that regularly sce service in Rokugan.

Kobune: By far the most
common seagoing ship in

simple dugout with planks
added to increase irs size,
They tend ra he hetween 40
and 100 feet in length, witha
crew of ranging fram 20 to 30
Eobune are wind-powered, utiliz

the ship te transpore an impressive

amount of cargo, often in exeess of

0 toms.

Sampan: Just as the kobune domi-
nates the seas, so does the sampan
dominite the rivers and warerways
of the Empire. These tiny ships ure
typically 15 feet in lenpth and come
iv two primary forms: a flar-bor
tomed craft {called a "duck”) and 2
similar version wirh 4 sharper prow

(ralled a "chicken,” and used on
cockier waterways). Sampans are

Taritomo K Tias — used heavily by heimin merchant
Mantis Clan Dgimiye anul the traveling Yasuki traders that

wander the Empire.

Barge: These enormous ships are little more than rafts of
logs hound togerther with rope. They range in length from ¢0
to 120 feet and can carry up to 2 staggering 200 tons of cargm,
They have sails, but when fully loaded must either ride the
current ot be towed by pangs of peasant laborers from the
short,

Koutetsukan: The so-called “iren turtles' aee
the Crab Clan's answer tothe marauding Shadowlands beasts.
that haunt the Sea of Shadows. Essentially larger hobune, the
koutetsulan have considerable arior with spikes of iton and:
jade to destroy corrupted vessels they encounter. Because ab
this additional weight, the koutersukan use galley rowerso
provide additionsl movement, g practice unheard of else-
where in the Empire, The “lron turtles” can reach lengths of
up to 110 feerand require a crew of ever ane hundred samuorsi

from bow to stern that provides a seagoing

Y vessel with much of ite stability, Inseead,
ships are sither hollowed out from a single

piece of wood or cobbled together with,

tight seal when they swell from sbsorbing
\ seawater. Monetheless, the enterprising

the Empire, the kobune isa

ing up to three macts that allow




EQUIPMENT

The standard equipment carried by 4 samueai warrior is, in a
way, kar more important than all the complex machines of war
described above. In Bokugan, the samurai's swords are the
most important symbol of his status and position. Even mote
impottant, they have o deep symbolic meaning as well, A
family’s ancestral katans is passed down from generation to
generation. When one bearcr dics, the sword iz passed to the
eldest member of the youngest generation, often meaning
that a grandfacher’s katana becomes the blade of his oldest
prandchild. Cuber iwembers of the family have their own
blades crafied for them, snd during their life of dury and ser-
vice the blade will come to represent theit own soul, which
will be passed down to thelr descendants in time.

The wakizashi, while not as crucial to 4 samurai’s self-con-
cept as the katana, is nonetheless very important as well It
represants the honor of its hearer. Ronin sometimes go with-
out the second blade of the daisha if they feel they have dis-
honoted themselves bevend tedemption. A truly dishonaored
camurai must use his walizashi to redeem hig honor through
the coremony of rirual cuicide, seppub,

Armor and other weapons are not ag philosophically signit-
ieatic as the daisho, but still play an important role inthe life of
a samurai, The creation of weapons end armer for one’s
daimyo is considered a sacred duty, and many weaponsmiths
and armorers are looked upon almaost as artisans or even holy
fnen by other samurai, Every daimye of the provincial level or
highet i Rokugan bas at least oue of each craftsman working
exclusively in their cmplu}r wrensure thayall e soldieis ave
sitably eguipped.

MAGIC IN SOCIZETY

The most powerful shugenja of the Phoenix clan knows the
same truth as the most boorish Crab samurai on the Kato Wall
— (he spivits of botly the elements and ancestors are every-
where. Magic, to Rokugan, is not simply 2 shugenja bending
the elemenrs to his will, Magic is in 2 bind taking Might, i de
Sun rising each morning. The very existence of mankind is 4
form of magic, the blood and rears of the flrst Moon and Sun
mixing together to create something new

In 4 more cammon definition, however, magic is what
shugenjs make an art of, and even the manlcs kikio is a form of
magic. While average Kokugani undetstand thar such magic

- surrounds them every day, it is still a holy practice, something
to be looked upon with wonder, Shugenja, the most common
practitioner of majgic, are holy men in additon to simple wiz-
ards, bringing the blessing of the kami down upen the
Empire. Unlike many other settings, all magic is holy {or
unhaly, in the case of mahe) in some form beeause all magie is
connected to the spirits of the Celestial Heavens (or Fu Leng's
reatm).

Magic itsell is the province of the samurai caste, a proof that
the blessings of the Sun and Moon are upon their children’
children — the people of the clany. Octasivnally, peasancs ave
found 1o have affinicy for the kami. In all bt the marest cases
this 15 the same Inner path thar the monks follow, and the
peasant is sent to learn among the peaceful Brotherhood of
Shinsed. Shugenja that hail from no clan are ronin who were
born among samutay, ot carry the blood of one who was such.

Magic is regarded az both a tool and a blessing fram rhe
Heavens, With the powet of magic, a shugenja can purify foul
water, tell truth from fiction, hurl fire st hiz enemiss, and
commune with the very wisdom of the Celestial Heavens.

This immense power commands respeet both for the
shugenja who wields it, and for the kami who provide such
steengtly Several more promivent mateers of mapic and the

Empire are detailed below,

RAGIC AND LAW

45ty duty to separate the guslty from the innocent. We da nol nsk
the kami to perform the tasles of man; they simply protect those who
serve the Emperor, and through him, the Celestial Heavens”

— Asako Roroma

Testimony ig the ultimate standard of Rokugani law Those
whe can be trusted o speak the truth in matters of criminal
ottence can sway judgments with a word. Because shugenja
are holy men, often their tesn‘.man}r catries more weight than
that of the sverage samurai, This is because of the responeibil-

iries and pure soul a shugen]a supposedly possesses, and not |

beeause of the acrual magic & shugenja can use. Practicalivy
and religion agree that the problems of the mortal realm
should not be heaped upon the spiritual world.

Magic can be used to hunt down 2 criminal and bring him §°

to the proper suthorides, but il magic cannot directly ascer-
tain testimony: Torture, however, is an indirect use vl wagic o
this case. The reason for this precedent poes back to the time
of Hantei Genji. the Shining Prince. When a minor Scorpion
shugenja was accused of murdering a powerful Lion general,
rhe Kitso summoned the murdered Lions spirit from the
afterlife. The spimt gave testimony against the Scorpion, who
wag put to death. It was revealed shortly afrer thar the Lion
samural was in fact alive, ac the Soshi had held him hostage
the whole time, The Scorpion accused the Lion of practicing
itperfect magie, while the Lion cried that the Scorpion had
perverred the Kitsu chugenja somehow: In either case, the
Hantei was faced with the obwious conclusion — magic was
not foolproof, and using it in such o manner was an affront to
the kami and the Celestial Grder.

To this day, testimony gleaned by magical means iz uscless
even i the lands of the Phoenix. Magic that reads men's souls
or tells les Trom adh amounts to nothing in trials: Even the
rioble spiries of deceased ancesturs cannot be heeded iosuch
affairs, as only a shugenia can bring their words 1w the fand of
the Hving,

RMAGIC I THE COURT

"

A shugenia isa valuable tool in a daimyos hands, one which
caly magically spy on his lord’s enemics, detect when his
daimyp is being led w,and muddle die minds of enemy gen-
erals attending the lord’s court. Since the dawn of the Empire;
shugenja have employed the advanrage magic provides to gain
powet and position for thelr daimyo. The Idea is far from new,
and every competent courtier accounts for the presence of an
eremy shugenja in g gathering of lords,

Liaimyo whowish to regilate spell casting in their presence
must act carefully Ac magic iz a form of devotion and prayer,
banning magic would be the same s denying the religion of
the kami and Fortunes, which would be 2 monumenral mis-
talke. The best approach so far ie to simply restrict the reciting
of prayers {such as spells) to those who the daimyo trusts and
knowes, The Emperot hitmself allows only o select Fewrto con-
duct such ceremony in his prescnce. Usually these are limited
to the Glemental Masters of the Phocnix and the Scppun
Shupenja of the Hidden Guard, swort to protect the life of the
Emperor From rime 1o time, the Eaim}rn of major sl-nugeuja
[amilies are also allowed sucli Lionor
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Daimyo, in their ewn court, can simply interrupt 4 shugenja
openly using magic without loss of face. Clever lords simply
request that their own priests join in the recital, forcing the
caster to wait until the daimyos shugenja coine tv intecfere
with the visitor, The daimyo can also reguest that a different
sutra or prayer be chanted, ruining the chance that the first
shugenju will suceeed with his task,

Casting im coures is a hidden affalr, one that many shugenja
indulge in bur nearly none adtnit to. Hiding such an action 15
dishonorable, and to admit publicly to such hehavior can have
dire consequences. Many shugenja, however, feel thar the sac-
rifice of their honar is minor compared to the service they are
petforming for their clan or family

TH=E ROLE OF TH= SHVUGENTA
Shugenja are far more than simple spell-
casters, They are the priests of the kami,
thelt very power a testament to the
wisdom and truth of their beliafs 1t iz
the duty nf rhe shugenja to record
and keep the names of the Fortunes,
to act 18 intermediaries betwean
the world of mortals and spirits,
and carry the wisdom set down by
the Celestial Heavens. Though
they are not the keepers of the
Tac of Shinsci (that duty Flls to
the Brotherhood of Shinsei
monks), almost all shugenja are
familiar with the text, and ofien
see itas a guide (o life maght by
somenne who understood the
deepest secrets of the universe,

Like priests in other cultures,
shugenja are often looked up to
a5 guides, healers and keepets
of wisdom. Many large villages
are hlessed hy & shugenja sev-
aral times q pear to promote a
greater harvest, healthier live-
stock, and protect the village
againet threats both mortal and
supernatural, As shugenjs are
known te be sble to commune
with spirits (the Kitsu are the
most adept at this form of
magic), they are also a link
between the living and che
revered avceswors of the
family. Such a duty is both a
great honor and a sragpering
burden ar rimes.

Shugenfa also tend o
prefer peace to vinletce, While
mast clans have shugenja trained fot war and capable of cast-
ing impressive battle magic (the Crab, Dragon, and Lion tend
to have more of such shugenja than the other clins) the path
of the Fortunes and kami tends to impress a shugenja with a
strong reverence bor lite in all its forms. Shugenja belicve life
is a gitt of the Fortunes, and should never be wasted for perry
disputes or for the pride of one man,

T Ogre Buski wickding a fetsabn

STEAHO
"Blond in ibself is pure, though it i weak: That is why Fu Long's will
covrupts these who fuvn inward for powey, and cannol harvem thos
who ceelenlightenment from the kami”
— SashiAngai

Normally, the kami and other forces of the Celestial Heavans
power maglc. For those who crave an easiet ronte to power,
there s maho: blood magie Maha defies the Celestial Order by
drawing power from Fu Leng and his realm, and is therefore
antlawed by the Empire of Rokugan A maho-tsukai {one who
practices maho, literally “servant of magic"} draws blood and
swears fealty to an oni in exchange for
power. These oni usually stress the
pawer they are bringing such sorcer
crs, end overlook the cost of such’
dealing. All such bargains end
in the eternal dammarion of
the tsulais soul, po mater
whit hiis intentions. The cor
ruption of Fu Leng touches:
the hearr of 2 maho-rsukai,
turning ir foul and black ifir
was hot 5o to begin with, Buen
those who rtry and use the
power of maha for good ends
eventually aze twisted by its
influetice, turning their back
on family and clan to embrace’
the darknese of the Shadow-
lands
Maho-tzukai must keep
their power secret from Roku-
gan; attempting to spread trous
ble for their unholy lord, Maho
invelves cutses, manipulation
of the dead, dominion over the”
forces uf the Shadowlands,
scrying, and orher dack
magic. Bach rime a maha
spell is used, the caster must
make 2 sacrifice of hload to
an oni or Fi Leng (any hload
will do, though the Shadowlinde
prefer the caster use his own
blood), and maho spells generally
inflict a small amount of the Taint
on the caster, Maho ds punishable in
the same manner as treason againgt
the Emperor, as it furthers the power
of the Ehadowlands,

THE BOUNDARIES OF MAGIC
Magie ig a gift, and as such 2 shugenja whe
abuses his power will find the kami silent when he most
needs their aid, Magic cannot be used to defy the Kharmic
Wheel and the Celestial Order  this includes campering
with the destiny of 2 mortal, causing the manipulation of the
greater elemental forees (such as tides, stars, and the Moon),
ot the resurrection of the dead. Once life has slipped from its
mortal shell, the person is gone for good. The magic of the
kami will not bring a departed soul back from Tigoku, and
using maho to compel a spivit back 1w the land of the living
rwists and tortutes the soul until it is released.
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TaBLE 2—1: SHADOWLANDS TAINT SYMPTOMS

Taint Taint

Points Modifier Corruption
1-5 1] —
10 ] Mild
1115 ¥1 Moderate
16-20 11 Mild
2135 42 Severa
25-30 +2 Meoderats
31-35 43 Mild
3640 +3 Maoderata
4145 +4 flilel
46-50 +d Severe
&1-55 +5 Il
SRl +5 tdnderate
R 1-B5 +B ftild
BR—70 +B Severe
71-75 #7 Moderate
Te=-a0 +7 mild
E1-45 +§ toderate
&6-50 +3 Mild

A ehugenja may pray to the ancestors and Fortunes to
accomplish greater tasks on their behalt This does include the
movement of the stars, changing of tides, and other great
effcets (except, of course, bonging beck the dead), This is
much different than traditional magic, as most spells are o
shugenja asking the kami for assistance they arc willing to
give. When shugenja petition the honored ancestors or
triglity Foutues, they are never sure what answer they may
get. They must always be prepaved for a cefusal, and must
abide by the will of such ocherworldly powers,

TH=
SHADOWLANDS

The mystical condition known to the Brmpite as the Shadow.
lands Taine iz one of the deadliest threats Rolugan hag ever
Faced. It iz a physical and spiritual atHliction that slowly and
inexorably corrupts every aspect of the victims life. The Taint
iz nothing less than the influence of the dark lord Fu Leng.
Tust az his power has turned 1 once-verdant land inte the foul
and twisted Shadewlands, so too can hiz will subvert and
destroy even the most powerful samurai if they do not take
the necessavy precautions,

RECHANCS

The Shadowlands Taint is acquired via a number of ways. all
described below, Bvery time a character scquites o point, it is
added to his toral. When the total number of points reaches a
certain level, the character is then able to use the points to
increase his physical abilities, but at the cost of acquiring more
points uml gaining woere ad moee overt signs of coruption.
Individuals who have the ability o casy spells also gain
addirlonal spells as their Tainr increases. These additional
spells are always maho spells,

& character with the Taint can use his Talne modifler on any
Strengrh, Dexterity, or Constitution abiliey or skill check.
Noing this immediately gaing the characrer 1 Taint point,
Tainted characters must apply their Taint modifier as 4 penalty

Bonus Maho Spells

1 2 3 4 g [ 7 7 ]

1 : e
1 e . g
1 1 _—_ = = = = =
1 1 — = e — e
1 1 1 e o R
1 1 1 e e PR i) St e
1 1 1 1 — e W = |
1 1 1 I — - i %
z | | | 1 = —_ — —
i 1 1 1 1 — — — —
2 2 1 1 1 1 — - —
2 2 1 1 1 i _ — —_
z 7. 2 1 1 1 1 _ -
Fi z i 1 1 1 1 = e
2 2 2 z 1 1 1 1 —
2 Z2 z 2 1 1 1 1 -
3 2 2z 2 2 1 1 1 ]

3 i 2z z 2 1 1 1 1

to all Chariema and Charisma-based skill checks: Hach rime
the character advances on the table, they gain a new symptom
(zee Symptome of the Taint),

ACQUIRING TH= TARINT

Fartunately, there ave a limited number of ways to acquite the
Shadowlands laint, Unfortunately, many of those cannot be
aveided for one reason or another The mase straightforaand
and commonast means of contracting the Taint is to enter the
Shadowlands without suitable protection. Fu Lengs power
and influence extend to all things inside those dark lands;
warping them to suit his foul purposes, Human beings are no
different, and quiclly succumb to his power without protec-
tion. Protection most often comes in the form of jade,

For reasons unknown to the shugenja of the Empire, jade
offers protection from the corruption of the Taint. Some theo-
tize thar the elements that comprise jade exist in a perfect
state uf balavee that is the antichesis of the Taint, forestalling
its corruption and protecting those who carry it. Unfortu-
nately, the protection is only temporary. The longer jade
remains within the Shadowlands, the softer and blacker it
becomes until it oo iz corrupred and useless: Once the jadea
samural carries is no more, then the Taint begins to consume
the hady and spirit. 1t takes surprisingly little time.

MECHANCS

For each day spent within the Shadowlands without the
protection of jade, a characrer must make a Fortitude tesi,
The DC begins at 10 and increases by 5 each day. Failure
results in the character acquiring one poinr of the Shadow-
lande Taint. The TN does not reset to 10 after a failure.
Another common methad of acquiring the Taint 15 in
combat with creatures of the Shadowlands or with Tainred
humans, Within the Shadowlands, any wound received will
almaost certainly fester and inflict the Taint upon its bearer
without very epecific and attentive care. Even Far outside that
dark land, the claws and talens of oni, gobling, opres, and
other such creatures tend ro poison their targets with the cor-
rupting influence of their lord. Tainted humans, while not
ustially possessed of the natural weapona needed to inflice sor-
rupted wounds, often utilize weapons that achieve the same

* effect. Obsidian, in particular, is popular with maho-tsulai,
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Dbsidian is the opposite number of jade, and scems e have an
aftinity for the Taint, It is notuncommon fora weapon crafred
From obsidian to become cursed and corrupt those whom it
atrilees,

The corrupted sorcery known as maho is another means of
acquiring the Taint, Steeped in blood and dark rituals, maho is
thie gift Fu Leng grants w those who would wield magic in his
mame. It s an insidious, blasphemous pracuice that results in
ain imimediate dearh sentence for any who are found pracrie-
ing it. Maho spells inevitably bestow Taint upoan the caster,
and many also have the potential to Tainr the spells targer as
well This is only one reason that the Great Clans are so eager
to root out maho users within their lands: 2 single maho-
tsukeai can result in far more corruption. '

Whenevera character is the target of any maho spell thar does
not explicitly give the tarpet Taine, the character must make 3
Eottitude save versus.a DO equal to the caster’s level in the mahio-
tsulsai clase. Failure recults in the target acquiring a number of
Taine pointe equal to half the spells level, rounded devn,

Sadly, there are other ways that the Taint can manifest itsell
that no one in the Empire can understand. Infanis with
scemingly pure bloodlines can be bown Tainted for no
apparent reason, although fotunaiely this is exceprionally
rare. In most cases, it is assumed thar somewhere 1o the
afflicted individual’s history is 2 dark secrer awairing discov-
ety Other similar occurrences have been doctumented, when
individuals manifest the Tainr suddenly and for no apparent
reason, Although many of these cases remain nnsalved, it i
certaln that some dark scheme of Fu Leng is being fulfilled by
such events.

SYMP?TOMS OF THE TAINT

Individuals with the Taint ate rarely able to keep it secret for
lung, as the influence of Fu Leng can cause terrible changes in
the body and mind. The changes are subrle at first, the sort.of
thing thar only close friends and loved ones might notice.
Spon enough, however, they can become so severs as to
radically alter ones personality ot warp the sufferers physical
fortn intn 2 hideous mockery of its Former self,

LD SYMTTOMS
Fhysical: uncomfortable rashes, discolored Rair, narvous tics,
frequent nosebleeds, boils, musele spasms
Mental: occasional memory lapses, mild paranoia or xeno-
phobia, auditnry hallcmations thearing — or almost hearing
— wnices), irrarional fear of 4 particular substance or item,
repetitions speech patterns

MODEZRATE SYMPTOMS
Physical; extremely off-calor skin resulting in a corpee-like
appearance, profuse and congtant perspiration, hair falling our
in clumps.
Mental: exrreme paranois, radical and trequent mood swings,
wild hallucinations, speaking in unknown languages, fits of
extreme vinlence.

SEVERE SYMTYTOMS
Physical: rotting flesh, additinnal limbs, new orifices, profuse
bleeding from the pores, development of inhuman body parts
(such as claws or chitinons plates), persistent illnesses,
Mental: unnatural hungers, extrame pevchosie, aversion to
snnlight, clearly hearing evil voices, delusions of identity

TR=ZATING TH= TAINT

The most sinister aspect of the Taint is not the physical cor
ruption that can cripple even the strongest samurai, but rather
the slow spivitual degradation theraffects the vicrim. The
more Taint someone acquires, the more he wants to use it fo
sugment his abilities s detailed above. This, in turn, couses’
the character to become further and further Tainted, and suon
and so forth. It isa vicious, unrelenring cycle that almost
always ends in death and dishonor.

This makes it even were dillicult to contain the Taing, Trest-
ments for the disorder are both uncommon and expensive,
asd all 1o olien the only avatlable way for a character to avnid
becoming Tainted further is sitnply to resist the siven call of
the dack power thar lies at their fingerrips. Sadly, it is a rare
and exceprional individual whe iz shlste demanstrate such
incredible willpower

One of the few reliahle methods of treatment for the Taint s
theadtminismation of a special medicinal compound knownas
‘tea of jade perals* This compound is brewed from avery rare
herb. When administered regularly, the rea can suppress and
contain the influence of the Taine, but cven it cannot com-
pletely eliminate i,

Mechanics: The Tes of Purification can eliminate most
physical and mental symproms of the Taint in the mild w
moderate range, The tea must be consumed ar least onve cvery
two weeks or the symproms quickly retuei,

CURING THE TAINT

Thuss far, no one has found a reliable, consistent cure for the
Taint. Throughout history, a fow rare individuals have stume
Bled upon some means to cure themselves completely of die
Taint, but no method has yet been found that can be generally
applicd to large numbers of Tainted samurai, The closest
medns to a cure vet discoveled is the ritwal spell Blessing of
Cleansing, developed by 1l Kuni shugenja of the Crab Clin
This spell absorbs the Taint from 3 number of rargets inton
sitgle individual; the caster. Obviously, the considerahle valus
ol shugenja among the Crab restrices this spell ro extreme i
cumstances,

Some in the Empire believe that the secret of curing the
Tair lies with those crearures that are already immune 1o ite
effects: the Naga and Nezumi taces. Neither race can ever
areiire the Laint under any circumstances, to the degree thar
neither has the potential to even work maho; it simply will not
function for them. The Maga have am advanced system of.
magic that has been proven to excise the Taint from humans,
but at 4 considerable cost: it drestically shortens the life-span,
ae the members of the ronin brotherhood the Unbroken can
attest. The somewhat primitive Nezumi, on the othet Lamd,
have never demonstrated such an ability More viscersl mem
bers of the Kuni suspecr that it might be possible to synthesize
an antidete for the Talut (o the blood of the Mezumd, bur
thus far this theory remains unrested.
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HIDA KURODA, CXAB CHHJ‘I\?IDI‘L
Male human Lmh Samii:

humanoid (human); HU 10d10 4 20; hp?l.‘:' Init +3; 5pd 30
A G 70 (tauch 14, Hattooted 163 Al i34 heles
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Shadowlands (Family Honus), Ancestral Daishe; Honor 3 o
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Int 12 Wisis Cha B I—ng]:t shooin,
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Rcrkugam Neztmi), Battle® +10, Climb +6, Handle Animal 8,4
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ABOUT STATISTICS

At an carly age; Hida Euroda was sent to live among the
Unicorn and learn their tactics; as 2 gesture of peace between
the two clans. Kuroda proved to be a brilliant student, display-
ing much of his Unicorn father’s talens and prowess. While
among the Unicouy, le adopied many of cheirways. He haz q
taste (ur covked meat and rends 1o wear his halr in an exorle
gaijin fashion. The other Crab mocked Kuroda’s gatiin eccen-
triciries ar first, bur Kuroda revealed his true Crab eolors when
he thrashed all whoe mocked him (usually with his hrother
Kuon's help),

Since returning o the Kaind Wall, Koroda has combined the
swift cavalry tactics of the Shinjo with the hardy defense that
is the Crab mainstay, striking quickly at the heart of the Horde
and then retreating behind his clan’s thick detenizes. Though
he is still quite young, he has earned much respect among
those who tollow him, especially from his rwin brother Kuon,

With the recent death of his mother Hida ©-Ushi, young
Eurods hos found himself thrust into the pesition of Chara-
plonof the Crab. While Kuroda is no stranges to command, he
iz uncertain if he will be able to coordinate and ovganize the
entire Crab armics, and is rerrified to have so wany lives
depending upon hin. Even yel, lie pushes his fear aside,
showing no weakness in frone of others, He is3 Crab, and he
knows his duty. For the time being, he has derermined 1o
remain upon the Wall as per his morhers final command, and
defend the Empire from the forces of Fu Leng.

HIPA KUON, CRAB GEN=RAL

Male human Crab Fies/Bers: CR 10 Medium-size
humanoid (human), HD 10d10 + 40; hp 10%; Init +2; Spd 40 {1
AC 23 (touch 12, far-footed 21% Atk +17/+12 melee (1da+10,
+2 taint resisant die tsuchiy; S Class skill — Knowledge:
Shadowlands (family bornus), Rage 2/day, Uncanny Dadge
(Dex bonus to AC, can't be flanked); Homer 10 AT CC: 8V Forr
+12, Ref +, Will 42 Str 19, Dex 15, Con 19, Int 10, Wis 11, Cha
11; Height & fi. 2in.

Skalls and Feate Speak Language (Roltugani, Nesumi, Oni),
Climb 410, Intitidate +&, Intait Direction +5, Turap +10,
Knowledge (Shadowlands) 47, Listen +8, Wilderness Lore +8
Cleave, Eharmic Twin (Aneestor — linked to Hida Kuroda)?,
The Mountain Does Mot Move™, Powet Attack, Void Usac®,
Way of the Crab®, Wespon Focus (dic tsuchi), Weapon
Specialization (die tsuchi).

Possessions: +2 taint resistant die uchif, +2 great armoarn +2
amulet of tatural anmor

While his twin Kurads was treated to 5 more cosmopolitan
education, Hids Kuon's lifs has been more Focused. Kuen has
never journeyed ourside of Crab lends, and has never known
any life other than that on the Wall, Since his father's death

during the Way of Spirits, Kuon's mood has been dominared
by an eerie, detached calm. While he has many comrades, he
bas novelose friends aside from his brother, He confidés in no
one, He s even less prone to show emotion than maost samie
ral, especlally for a Crab. The only exception is when the tima.
comes for battle. Kunon hecomes consumed with a savage, yer.
focused rage in combat, whether his foes are Crane usurpers’
ar Shadowlands heasts.

With every death of 4 comrade, sach passing of a friend,
Euon becomes more and more consumed by bloodlust. Fear:
ing for his brother’s eanity, Kuroda has placed Kuon in com:
mand of the armies defending Yasuli Provinee from the
Crane, hoping thar his duries will keep his brother removed
from heavy combat.

Kuon's style of battle is mote direct than that of his Uni--
corn-trained brother. Though his tactics are sound and his:
troops well-trained, Buon fights at the very lead of his ranks
leading by example, Witl each day, Kuon becomes 2 bit more
savage, wore intense, His outburses of bloodlust are lasting
lunger. His moments of calm are few and far berween.

Someday; he may be lost 1o his fury forever.

INPORTANT SITES

CB4 Shire Kaotsuki no Higashi (Face of the Bast
Castle): All diplomatic relations with the Crab are conducted
here, The Cralr once pavigated the Shinomen from here with
the assistance of the Rarlings of the forest. Following the awak-
ening of the Waga, the Wezumi ribes have been reluctant i
enter the dread forest. The Crab need the farest's lumber
producrion and rrade routes to keep their srmies suppliad,
however.

CR2 Watchtower of the East: This watchtower, built years
hefrite the Carpenter Wall was erected, once served as the
northern guard When torches were lit at the southern castles
of the Crab, the goards at the warchtower would send messen-
gers to all parts of northerns Crab lands, carrying the message
of an imminent Shadowlands attacl The tower still serves
that purpose, gusrding from attacks and invasions across the
high Twilight Mountains, but its effectiveness has been
teduced since the building of the Wall. Bver since, this tower
has been largely abandoned, its purpose fulfilled by die snuck
larger structure, Those guards who setve here are largely
criminals, dishonored samuri and those who have fallen inm
disfuvor. A assignment here is a grear dishonor, as the samu
it are stativned in the wilderness of Crab lands rather than
where the roe bartles ocour,

CB3 Kamisori sano Yoake Shiro {(Razor of the Dawn
Castle}: The northwestern edge of the Kaiu wall is anchored
here; a stour rack of 5 fattress squeezed between two steen
hills. Shadowlands attacks are rarer at the Razor of the Dawn
than elsewhere, and troops quartered here serve mainly 2
reservists, Samurai from other clans looking to make a name
for themselves are olten stationed at Razor of the Doawn; the
Crab are hesitant to permit outsiders deeper into their
defenses,

The rocky terrain and hidden vales surrounding the castle
make it an ideal location for infiltrating the Shadowlands.
Spics and scouts are often quartered here, and meetings witl
tribes of Ratlings take place just cutside its wells,

CB4 Kaiu Shire (Carpenter Castle); Kain Shiro houses
the Katu family and is hume o the lacgest smithy in Rokugml
The Kaiu engineers maintain the grear wall from heré
upgrading their defenses and bullding new and wondrog
siege machines, Plans and schematics adorn the walls of the




palaces, and a huge forge dominates the main courtyard.
The plains avound Kaiu Shira are covered with ballistae and
catapiilts, waiting to he mowved 1o their positions on the wall

Baneath the castle lies a complex ceries of passages and car
acombs; they run throughout the Kaiu walls, opening in sev-
eral concealed locations in the Shadowlands, Crab scouts
enter the corrupted realin through these passapes, repotting
any zsignificant developments to the daimyo on the other side
of the wall. The entrances also serve as bolt-holes for spies
trying to got bacl to the lands of the sun,

CB5 Kuda Mura: Kuda Mura iz a quict village, one of the
few in Crab lands that maintains good production of arable
land. This village is highly prized by the Hida, who often keep
their magistrates pearby in the event of o vordiers atach.
I the villuge of Kuda Muora is ever descroved, Crab [ood
production will be halved — and heads will roll.

CBs Maemikake: This town is nearly a city, and much
larger than any other Crab village in this area of the Crab
lands. Formerly muled by the Hiruma, it came under the
ennrral of the Toritaka after the return of the
Hirumsg to their ancestral bands

CBY Midaki sano Mura (High Tree
Village]: High Tree Village 1z primarily a
mining town, Few women or Lamilies live
here; it iz mﬂstly p{rpulnte:! I:rl:,r camtirat and
higimin who worl: the nearby mines. Some
sy that the spirit of the Twilight Moun
taing, the Shakoki Dogu, haunts this village
by night, inhabiting Aoaring lights thar
flash throughout the mountains, Few vil-
lagers are willing to mavel deeper inte the
mountains, aud vone walk alone by |Li5]t|.
— nul even in the streers of the villize,
and certainly not in the mines.

CH# Kakita Bogu (Breath of
Kakira): This insultingly named
village is placed on the edge of a salt
march, snd the reel of itg terrain
keeps most samurai far from the village's
hunble huts. Those peasants who live within
the village make their living worldng the metals
and stone brought north trom Midali gaho
Mura, anvd are astute stonemagone and metal-
workers, They have few visitors,

CBo Magal Aruli (Long Walk): This large
village is a popular trade center for the miners
and eraftsmen of the Twilight Mountains and
the eastern Crab lands. The majority of the
village is nxade up of worker's quartess and shops,
and the vest issetded smong the amble Grmland, in small
pockets of civilizarion surrounded by bridges over chickly
watered rice paddies. The village’s name of 'Long Walk' comes
from the need o walk many miles over these arched bridges;
just ta find the particular shop or person you were looking for.
The town is scattered widely aver three square miles.

CR10 Nighigama Mura (West Mountain Village):
Nishiyams iz the smaller of two rowne located on the Wall
above the Cesan Mountaing. MNishivama rests on the western
side of a series of natural caverns and rwisting underaround
paths that lead to Higsehivama, to the east. Although there i
a road between the two villages, travel through the passages
takes only half the time of teaveling on the twisting mountain
n:ladﬁ._. and iﬁ NCYCeT i}ll'.lcl{{:d IJ}" tl'l.l;'. anoww E!'I.at ‘:],CISICH dl:lwl'l tl'!lC
aboveground road for nearly one-half the year.

CB11 Shiro Kuni (Castle of the Nation): This fortress
lies ar the heare of the Craly defenses against the Shadowlands.
wehile niot physically imposing, it is very latge — able to
accommodate an entire army of moops — and commands an
imposing view of the surrounding countryside. The Crab
generals plot their strateaies here, while messenpers srand
ready to ralay their orders down the road that epane the langth
of the Carpenter Wall. A small army of bushi is always
stationed here, serving as an anchor for the great wall and a
detereent to any Shadewlands creature that perccives the
castle as a wealk link in the Crab defense.

CB12 Iligashiyama Muora (Bast Mountain Village):
Hizashivama is 2 small towny, located on the eastern side of a
secies ol naturd caverns and wwisting voderground paths tha
lead 1w the ocher side of the Wall dbove the Otean Mountains,
These passages are dangerous, and caravans cannor rrave!
them (though some horses can), but are often used by

traveling samurai who wish to
i make haste over the moun-
&' tainis o the ease or the west
Every villager knows that the
passages ave haunted — worse,
inhabited by all manmer of beasts
and Shadewlande creatures — but
that doesn't stop adventuring samu-
rai from using the passages aza short-
cut. The Hids cometo Higashivema oncea
year, to ‘officially destroy the Shadowlands
infestation in the mountains.! Sometimes, the
Hida assault cleans our the passages for as
mouch as three weeks, bur the passages always
re-pupulile,
CB13 Shiro Hiruma (Daylight Castle):
Lost 1o the forces of the Omi lord Maw over three
hundred vears ago, the castle and lands of the
Hiruma family were occupied by the Shadow-
lands for cenrories. The lands were recovered
only  few decades agn following the defeat of
Fuy Leng on the second Day of Thunder The
battle to recover Shito Hiruma cost the Crab
Clan the life of their champion, Hida Yakamo,
althouph he was brietly reincarnared by the Naps
Aleasha,
Shiro Hiruma is besieged by the Shadow-
lands daii}q and maEny wattiots die dcfcnd.ing it
Regardlessof the cost, however, the Grab will
not surrendet it to them again. Shira lirima
is the only major Crab fortification south of
the Grear Wall

CB14 Koten: Jume years ago an industrions daimyw
decided thar the Crab should have an ancesiral hall similar to
that of the Lion, The village of Koten was his chosen location
— bur the experiment has not gone well. Unlike other clans,
the Crab rarely have any remains of their *heroes' to intet, and
often there are no survivors o tell the tales of those brave souls
who have died in the Shadowlands against some great an insur-
monintable threat With fevr stories and fewer items to display,
the large hall of Hoten remaing somewhat bare, containing
only the tales of the ancient Crab heroes of legend and myth,

CB15 Sunda Mizu Mura (Clear Water Village): This is
the most significant port in the south, It is one of the oldest
settlements in Bolougen, and has kept itz old villape name
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CH1s Yasuki Hanko (Yasuki Deflance): In the early his-
tory of the Bmpire, this village belonged to the Crane evén
after the Yasuki family defecred to the Crab. The peasants
defied the Crane, however, and many were killed by the
Dhaidaji unt] concessinng between the tao clans transferred
contral of the village to the Crab With the recent suthreal: of
war Berween the two, Yasuli Hanlo Was been oneof the most
hotly contested territories in the fighting, It has changed
hands many times and is lilely to continte todo so.

CB17 Eyuden Hida (Crab Clan Palace): At the mouth of
the Last Stand river lies Eyuden Hide, the ancestral home of
the Hids femily and the mighticst fortress in Rokugan, The
Crab Clan palace has the largest standing atmy of any single
atrongheld in Rokugan. The walls are hevwn from pure zranite
and driven into the rock of the lind beneath them. The gates
are constructed of thick steel, vequiting ten men wopen: The
skull of 2 huge Onilond hangs sbove the ampars as 2
warning to-any who would challenge the castles
might. A standing army of almost a thousand
men Is quartered hete, ready o defend the Crab
from any attack.

The castle is also the home of the
Hida Bushi School, where samurai
are trained in the harshest tech-
niques. Students train in Full
armor, and graduates must ven-
ture into the Shadewlande
and zlay ene of itz denizens
before they are given theit
wildzashi,

CBi1g Yasuki Yashiki
{Black Crane Estates): The
Yasuli Palace was once owned
by the Crane Clan, but loas
served the Cab for J;Jt:aj:l]-' 00 years.
The Crab Clan efforts in the war over
control of the Yasuki are based from
this castle, Its proximity to the Crane lands
means that it could either be the beachhead
from which the Crak invade the Crane, or
the point at which the Crah are invaded by
the Crane

CB19 Watchtower of the Weast: Creared
to guard against the Crane, this watchtower is
considered a post of honor for Crab samurai,
Thase who are given this jobare completely
trusted by the Hida, and considered able to
resistall Crane bribes,

CE20 Tani Hitokage (Valley of the
Spirits): Located between the Shinomen
Mori and the Twilight Mountains, this valley was ouce
the home of the Faleon Clan. Since tha clans absorp-
tion inte the Crab as the Tortaka family, however, this has
betcome 1 Crab territory and the center of the Toriraka family
holdings,

CB21 Kyuden Toketsu: Founded by a wealthy Yasuk:
merchant who wished to retire in comfart, Kyaden Tnketso
was established near 2 monastery where the monks remem-
hered the sacrifice of Kuni Harike A great hero of the Crab,
Harike sacrificed hislife to imprison the Kusatte Iru, perhaps
the most pewerfil ani that has ever existed,

Yasuki Hacli

LANDS
CRAN=

Capital: Eyuden Doji

Population: Approximately 3,750,000 {210,000 samurai)
Favored Religion: Ancestor

Imports; Raw maretials, foodstuffs

Exports: Fine goods

¥ASUKI HACH!, ERERALD CHAMPION
Male human Crane Sams/Frrd: CR 9 Medium-size
humaneid (human); HD 7d10 + 14; hp 74; Init +8 (+10 katana);
Spd 30 be; AC 22 (touch 14, flar-footed 18) Atle 113719 meles
(110 +6, +1 katana); 50 Class skill — Hide (Daidoji family
bonus),  Ancestral Daisho; Honos: 30
AL LG; 5V Fore +12, Bef +8, Will +8; Ser 14, Dex 18,
Con 15,Int 14, Wis 12, Cha 17; Heighr 5 fr. s in
sz Skills and Feats: Speak Language (Rokugani,
' High Rokugani), Battle® +12,Climb +9, Hide
+14 Taijutsu Focus+ +15, Tump +10, Enowl-
edge (Law) +3, Ride +10, Sense Motive +11,
Spor +6; Improved Critical (katana),
Improved Iniriative, Kakita's Technigue?,
A Single Moment*, The Sudden Sertke
[learana)®, Vodd Use™ Way of the Crane,
Weapon Focus (katana), Weapon Specializ-
tion (katana).
Possessions: 41 hafasa
(ancestral  daisho),  hwilight
lanternt, kimona of vesistance +3,
armor of the emerald cftampwn*,

Hachi is a pleasang, easy-going man with an eye fior
the ladies, He's clever, handsome, and somewhat sar
castic, The tough manners he learned during his
Daidoji upbringing sometimes get him intn 2 great
deal of trauhle, bt lockily hiz childhood friond,
the famous storyeeller Doji Nagori (male Crang
Cri4/Ared), smoothes over most of the ruttled
feathers Hachi leaves behind,

Born Daidoji Hachi, 2 minor samurai
distantly related to the Daidoji house, Hachis
family had only specse holdings and few

ftiends in the court, Even yet, their relarion to the

daimyo was cnough to win an invitation to the

Topaz Championship, the most prestigions

gempulkdu tournament in the Enpive. Though

Hachi did ot win the wwurnament (he was

deleated in the final round by Mirumoro Ukirs)

he perfermed well encugh to pain 2 position a

gunso in the armies of the Daldojl. In other times, perhaps

this would be the end of Daidofi Hachi’s story. The Fortunes
had other plans.

By bizarre eircumstance, Hachi has fonnd himselfin the
position af ¥asulo family daimye, the center of 1 war boturaen
rwrer Great Clans Though Hachi is proud of his Yasuki hew
itage, he is uneertain how he feels about Forcing a tamily g
long separated from the Crane to return, Hachi it not the sort
of person to question the orders of his daimyo, however, and
has been fighting the Crab az best he can,




A if his life were not complex enougly, Haclii was tecewly
‘gommanded by his lord Doji Kurohito to participace in the
‘Testof the Emerald Champion. Though Hachi won the Tesr,
‘his final victory was stained by the inrerference of Bayushl
. Sunetra, a mysterious Scorpion samurai who seemed to be
watkitg in tandem wirh Hanrei Nasern, Hachi has accepted
| the position despite their meddiing, for he knows if he were tn
deny the victory Maseru would have assumed the role himself,
oegranted it to an easily controlled dupe,
Hachi is uncerrain how his new responsibilities will afface
Chig abilivy to aesist his clan in the war over the Yasulki. He is
uncertain if the Emerald Magistrates will listen to a man who
most of Rokugan thinks earned his position through Scor-
pion treachery. Despite the barriers that lic ahead, Hachi i
determined not to be defeated. Though he iz uncertain of hia
future, he knows that his honor is the only guide he needs.

RAKITA KYRUKD, TEMPTRESS

Female human Crane Rog3/Ftr2/Crt4: TR % Medium-gize
humanoid (human)y; HD 7dé | 7, plus 2d10 1 2; hp 514
Init +4; Spd 30 fr; AC 18 {touch 15, flat footed 13},
Atk +2 melee (1d10+3, +2 kakita katana); 84 Sncak Attack
+2de; 5Q Class skill — Perform (family honusj;_
Evasion, Uncanmy Dodge (Dex bonws 1o AC), Wealth, Talens,
Benien's Blessing, Gussip, Your Lile is Mine; Honor 2, AL CN;
SV Forr +6, Ref +8, Will +6; Str 12, Dex 19, Con 13, Tt 15, Wiy
 B/Cha 18 Heighr 5 fr ¢ in

Skills and Feats: Speak Language (Bokugani, High
Rokugani}, Bluff +23, Climb +10, Decipher Scripr +9,
Diplomacy +19, Games (sadane)” +9, Gather Informarion +17,
Hide +14, Knowledge (Ehquerte] +9, Knowledge (Nobiling
and Rovalty) +9, Move Silently +12, Perform +18, Search 49,
Senge Motive +8, Spor +6, Tea Ceremony™ +4; Expertise,
Improved Trip, Iron Will, Skill Focus (Bluff}), Vaid Use™

Poscecsions: Kakite katona +2, Kahita biwe, masterwork
ashigaru armor.

A niece of the Kakita family daimyo Kakita Kaiten, Kyrubo
hias atways displayed a potent mixrure of charm, cunning, and
swordsmanship. Avan eatly age she strove 1o sharpen her
mind as well as her blade, and is quite well versed in a variety
nf subjects. She is alza skilled at performing the tea ceremony
and has a rapier wit, and her exquisite heauty leaves a reail of
broken heatts wherever she goes,

She ix, to put itsimply, the perfect Crane.

D she would be,

One unfortunate character rrait Kyruko has always
displayed is a remarkable stubborn streak, She is, for lack of a
better word, spoiled. When things don't go her way, she tends

to deal with those who have angered herin e direct manner
with her Kakita blade. She has been involved in a number of
violent brawls and three illegal duels during her lifetime,
indiscretions which have only been overlooked because of
her relation w e Kakite dalmyo, Kairen himsel is
pmbarrassed of his niece, though he continues w protect he
from the repercussions of her cutbursts.

When Kalten is not there 1o protect her, Kyruke often gers
by on sheer charm. She is adepe ar manipulating others, and
can nearly always cajole someone else into giving her whar
she wants. At thirty-seven she still retaing much of the heaury
of her youth, but even with the best Crane cosmetics that

‘cannot fast Forever Soon, she may have to learn to contral her
legendary temper. ..

But not taday

IMPORTANT SITES

CN1 Toshi Ranbo wo Shien Shite Reigisaho {Violence
Behind Courtliness City): Many vears apo; this city's lord
anid magter; a Lion, was violently dislodged by an ambitious and
skilled Crane general. While many in the Crane Clan thought
the setion was reprehensible; the daimye hed no cheice but to
reward the general, The dsimye’s acknowledgment of the deed
heightened tensions bétween the Crane and the Lion and wasa
key milestone along the road to the Lion-Crane war. That war
catried over into the Clan War, during which the city changed
Lands wany imes. Following e Day o/ Thunder, however, e
city remained in the hands of the Tsume family, vassals of the
Dioji, where it has remained despite numerous skirmishes.

CN2 Shire sano Kakira (The Dueling School of the
Crane Clan): The Kakita family ate noteworthy both for their
fencing schoal and for their unparalleled diplomaric skills

Theit palice is very close ta Cttasan Tehi and ahour two miles 150

from Shiro mo Yojin, held by the Matsu (L15)

CN3 Kosaten Shiro (Crossroads Castle): The Daidojis |

first line of defense against the attacking Lion armies is

Kosaten Shire. It iz stronply fortified, bur not as nearly as ||
strongly as they would like, Daidofi trickery and unorthodax |

tactics have so far proven enough to hold off the superior
numbcrs of the Lion armics, but should Kasaten Shire Fall, all
of the northern Crane provinees would be threatened.

CM+4 Shiro Daidoji (Son of the Crane Caatle): While
they are not as cultured as the Doji or Kakita, the Daidofi are
the sank aud file soldiers — che "strong aom' — of the Crane

Clan. The Crane put livde emplasis vn miliacy iwighy relying | _

instead on the sirength of their ambassadors und diplomacs, so
the smaller Daidoi family is less influential than irs cousing,

CNs Yufulku and Helgen Toshi {Prosperous Plains
City): Among the greatest marketplaces in Rokupan, Yufulku
and Heigen teem with merchanes from all the Clans This is
the site of the anly open-air market in the Empire; protected
by the Daidoji from the west and the Doji from the south,
Even the Yaguli who remain with the Crab Clan come hete to
bargain and haggle with the merchants of the Crane.

CNé Eyuden Doji (Crane Clan Palace): Only Otosan Uchi
irself is more luxurious than the home of the Doji family, Built
on the gentle shore of the Sea of the Sun Coddess, the grounds
aboundgwith rock gardens, dozens of shrincs and vast Hocks of
cranes. Diplornats and nobility from all across Rekugan come to
politick, but also to experience the splendor of the magnificent
surrcundings. Kyuden Doji was u:]cst'_rcr'fcd disring the Clan War,
bug rebauile, Tt was dasnaged again during the Crane civil wrar,
but repairs have retarned it wies former glory ence more,

CN7 Musume Mura (Daughter Village): This village
looks our over the ocean bay toward the island where the first
Hantei found his bride. The village s large, and conrains a
shrine to hoth th first Hantei and hiz bride, as well as a single
jade tear — one of those shed by rhe First Emperor when he

-asked the young Doji maiden o marry him

CN# Benten Seido: This shrine to Benten, the Fortune
of Romantic Love, is very difficult to resch, but offers a
spectacular view of the valleys and mountzins of the Crane.
Legends tell thit once an ancient Doji Champion torced his
daughter ro chooze between leaving her lover and losing her
life, He brought her here to decide; and she threw herself
from the cliffs. The wind was 30 strong (and; heimin say,
blessed by Denten) that the maiden was lifted from her fall
and carried back up to the cliff's edge, where her beloved
caught ber. In the face of the Fortune’s wisdom, the father
relented, and the two were mattied.
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CN9 Saunui Kare Toshi {Cold Wind Ciy):: Mauwed (o the
cold winds that blow in from the mountains, Samui Kaze is
one of the main trading pors of the Crane. Mose of the rading
15 done with Mura Sablshil (see C1¥13). The Spine of the World
Mountaing make ovetland rravel to the village exrraordinarily
difficult, so most trading must he done over the waves.

CN10 Aketsu: An important trading post, Akéfsu often
containg unusual items teaded inland by the Mantis Certain
gilles, fabriecs and stones unlike any in the Empire can be
found hers — and some whisper that the mysterious Kolar
hold 2 secret haven within this small city

CM11i Umoetu Mura: The village of Umoeru Mura wag
once o great city, but o Crab invasion generations ago reduced
the prosperous city to a mess of ruing and rubble. Citizens
began the slow rebuilding process, but the work has abways
been interrupted by conflict after conflict, the most recent of
which is the war over control of the Yasuki family;

CN12 Ookami Toshi (Woll City): This city rests on the
edue of 3 sharp il at the edge of the Crane mountains,
Cokami Toshi is well-puarded, and conrains an extracrdinary
messenger system. If this area were ever o come under arrack;
the Daidoji runners could spread the word within days— or
sonner. Some say that the heart of Dokami Toshi holds a great
murrar, capable of passing messages hack and forth ta one
other mirrer hidden somewhere in the Empire, and that its
partnet may rect in the bowels of Kyuden Dajit halls,

CN13 Mura Sabishii Toshi (Lonely Shore City): A key
city in the Crane’s trade and supply lines, Mura Sabichii sits on
the south side of the Spine of the World mountaing, with
roads leading to Wall Above the Ocean Village (C16} and
toward Kyaden Kitsune (A23), Mast trade comes from Samui
Kaze (CN92), but that is strictly nautical trade. Murca Sabishii is
a flourishing port town, mainly because of its proximity to
Samui Kaze. Travelers whe wish to go from south of the Spine
of the World mountalns to the north muse travel many hun-
dieds ol miles vn foot — or they can conunission @ ship and
arrive in Samui Kaze in less than a week.

CN14 Daidoji Training Grounds; These are some of the
most civilized and well-rended tralning grounds in the
Empire, and are the personal estate of Daidoeji Bekai, daimyo
of the Daidoji. The Thaidoji guardsmen so noted for their
evceptional undetstanding of the land are trained here, and
miassive mape cover the lower flaors of the warchrower that
stands gard over their labors.

CN15 Oni Mura (Demon Village): 'Oni Village!, as it 15
called by the natives, i completely decerted, Althouph rhe
fields around the village are tended, the heimin refuge to live
in the rorting hues of the villape grounds, fearing that an ond
which mvagcd the villagc deocades ago mig}it still be 1i\-"ing
within the small town's stone enclosure. Many ramshackle
huts have been built in the surrounding forest, and the
heimin live there,

CHN 16 Yama we no ho ni Uinl Maca {Wall Above the
Ocean Village): Tucated just west of the foothills of Roky-
gans southernmost mountain ringe, this small villape is noced
for its friendly inns and raverns. It is an ideal travel stop
berween the central and southern Crine esrates.

CN17 Jukami Mura: One of the southernmost Crane
villages and an imporeant cornerstane in the Ceanes trade
with the Mantis and the distant Ceab, Many mercenaries can
ke fournd here — from ronin to Mantis and other minor clans
— anud any whoe wish to hire wave-snen for some srvand can
certainly find them in Jukami Murea,

CN1is Shinden Asahing (Temple of the Moring Sunj:
Shinden Asahina is a small cluster of temples located in sight
of the Yasuld eseates. The Asahina shugenja have tradidonally
been devored o peaceful existence, bur since the Clan War
have found ir increasihgly difficult to remain apart from the.
affairs of the Empire. In the last few decades, a handful af.
Asahing have even cage agide rhe familys raditional pacifistic
teachings and taken up the daisho. The Asghina archers have
already esrned s reputation as skilled warriors, atid though
not all among the family approve of their violent ways, their
presence has done much to discuade invadere from invading
the rich Asahing lands,

CM 19 Aizo ni Byokosha Mura (Friendly Traveler
ViHagc}: Fri.cndly Traveleris a amall, wcaltl'ly v:iﬂagc on the.
outskirts of Yasuki territory: It is here thar the infamous Yasuki-
daimyo Yasuki Taka first made his fortune by distributing
superior sake throughour Rokugan. Friendly Traveler offersa
vatiety of types of sake, and will eeadily back s claio (i
brew is the best in the Empi.r:.Tll: village 15 quite hospitble o
rourists, and has become a popular stop even when i’ a birost
of the way. Friendly Traveler Village is one of the more valuable:
holdings over which the Yasuki war is being fought.

THE LANDS OF
THZ DRAGON

Capital; Shiro Mirumore

Population: Approximatecly 1,690,000 (105,000 samurai)
Favored Religion: All

Imports: Tine good.s

Exports: Gold, minerals

MIRUMOTO TEMDRUY,
DRAGON CLAN TRISA

Male human Diragon Sam7: CE 7; Medium-size humaneid
(human); HD 7410 + 10; hp 55; Init +4; Spd 30°ft; AC 20
(touch 14, flat-footed 16k Atk +11/26 melee (katana), +10
(walizachi) (1d1047, 42 katana; 1de+5, £2 walizaehi); 30 Clas
skill — Knowledge {Arcana) (family bonus), Ancestral
Daisho, Henor 2 AL N3 8V Fort 16, Bef 16, Will 18 St 18,
Dex 17 (12}, Con 13, Int 14, Wiz 17, Cha 12 Height 5 fi. 10in

Skills and Teatls: Speak Lanpuapge (Mokugani, High
Rokugani}, Climb +35, Diplomacy +12, Taijutsu Focus+ +10;
Intimidate +10; Jump +%, Knowledse (Arcana) +12, Enowl
::i.[gt (Shadowlands) +8, Peclorn +10, Sense Motive +12;
Cleave, Daisho Specidlization (katanay®, Depths of the Void®,
Elemental Artunement®, Power Arrack, Void Use®, Weapon
Focus (katana).

Possgssions: +2 katana (arcesival daishe); +7 wakizashi (ancesinl
datshn), +2 partial avmar, abi of dexterity (+2).

Temoru is a child of the most spiritual samurai family.
in Rokugan, yer he hardly knows one verse from the Tao of
Shinsed, 1lis family's patriarch detailed the style of ewo swords.
that his family has studied for centuries, vet he fights with
ele blade in combat, Far cemoved (rom thie realin of the
Shadowlands, Temoru deills his soldien on et o be sed
against the beases of thar place. He knows thar the Empire has
bur one enemy, and Temoru wished 1o prove 1o the Crab thay
they were not the only clan capable of recognizing this.
However, destiny seemed to have something else in mini




When the war with the Phoenix began, Mirumoto Temoru
was vutraped. Had the Phoenix not leatned the folly of the
past two generations? When his clan retaliated in kind, only
10 be assaulted by the Lion as well, Temoru's famous temper
ended with him claiming the head of a Lion general

Temoru and his legion have become a force o be reckoned
with in rhe current war. He trained himself and his men for
the horrors of the Shadewlands, and (as he pur it) “A sceeam-
ing Lion ina silly wig simply does not compare to the dark-
ness inan onis eyes” He employs tactics that shock even
the Aliodo genel::ls, and he has singie-hﬂndedl)r glavghtered
geyveral Phoenin samurai at once, Temoru is not the greates:
fighter the Dragon has; he simply wants nothing more than to
end the war o5 quickly us he can, Ha has studied the past, and
has learned the price the Empire has paid twice alrendy for
fighting amongst itsclf.

He also found something else in his studies.
Thougl the references were hard to trace, several
texts copied (on sncient Phoenix scoolls vefer
to “Isawi's Gift" ur "Tsawals Last Wish! wnd all
describe the thing as something thar not
even the Phoenix could control.

Soon after that discovery, Temoru
.nd hiz soldiers plunged headlong
into Phosniy territoties.

TAMORI SHAITUNG,
TAMOR) FARILY DAIRMYO

Temale human Dragon Shuis;
CR ts; Medium-size humaneid
thumen’, HD 1ads + 112; hp 176
Init +1; Spd 30 fr.; AC 19 {touch 14,
flat-foored 185 Atk +13/48 melee
(1d10+5, +2 keen edyr kalana); S0
Class skill — Spellerafr (family
bonus), Sense Elements; Honot: 2;
AL CN; SV Fort +12, Ref +6, Will
+#13; 5t 14, Dhew 17, Con 22 (24), Tat
17, Wis 17, Cha 16; Height & fr 4 in

- Ekills and Feats: Speale Tanguage
{Rokugani, High Rolougani, Kami),
Alehemy 421, Concentration 425,
Heal +11, Knowledge {Arcana)
121, Knowledge (Elements)
24, Knowlcdgc Maha) 19,
Enowledge (Shadowlands) =13;
I{n:rw].:dsc (Shintac) +11;
Listen +12, Spellcrafe 422,
Spol +12; Brew Porion,
Elemental Altunement™, Tnnute Pnhilil}'”. Martial Weapol
Proficiency (katana), Superior Elerment Focus (Earch]®, Vuid
Use”, Weapon Focus (larana),

spells Enown (6/8/14/8/7/7/7/6/3; base DG 17 + spell level;

Elemental Focus — Barthl: v—commune, dancing lights, detect
magic, hands of clay®, mage hand, mending, purify food and drink,
reaid mage, vesistanie; vt 1se—rdve Hght wourds, detact Taint],
pavth's stagnation, magic weapon, magic stave, prafachion fraom
Tamtt; 2nd—hull's strength, cat’s grace, enduvanre; hold person,
lesser testoration, soften earth and stong; 3rd—dispel magic, grealer
negic weapon, keen edge, magic civele against Taindf, stone shape;
dth— holy smite, jode stiket, lightring boll, restoration, dpihe stones
sth - fueblemind, rightaous nright, spell vesistarice, transmate rock fo
mud, wall of stong; sth—control weathey, fleh to stone, move earth,

stomestin ?tl‘i-—df:l'nh:gmff, essence of earth®, statue; Bth—iearth-
quatfee; tirne’s dendly frand®,

Poasessivons: wrnalel of melwral armor +2, keen edge katana +2,
ketrmumen of armer +3, ol of health (23 ring of proleciivn (o3, ring of
wizardry IT.

The daitnvo of the Tamori is much like the mountin in which
she makes her home: cold, beautitul, and zolitary, She is a
srnall woman, but bears the trademarle aristocratic beauty of
her family's Isavwa ancestors. She tends to dress in revealing
zarments as a distraction for her opponents; or a3 she puts in
ftar indulge in the beauty with which the kami have blessed
me," She is never seen without 3 katana by her side,
Since the corruption and disappearance of her father
Awushia Tamord, she bas suogeled 1o brivg honer 1o the
family's name through che sheer power ol her magic and Le
devotion to the kami. She has earned her share of
enemies as well, primarlly among the Elemenral
Council and the Isaws family Isawa Tacriko (n
particular despises Shaitung, and Shaitung
returns the sentiment with equal venom,
‘The gpite hetween the twn s seen asa large
contributing factor in the war between
Diragon and Phoeniy.
Privately, Shaitung fears
that Tagruka is right to hate her
for her connection to the Tainted
Agasha Tomori She is ashamed
of her fathers downfall, and prays to the kami
that she will be given the oppertunity to atone for
his sins. She never admits this to others, always
wainmitiog the cold stony facade that is her trade-
mark. She strives eternally to prove the worth of the
Tamodi, not enly to the Empire, bul w hemell

o Siadrengy

IRPORTANT SITES

D1 Takaikabe Mura (High Wall Village): This
village overlooks the rough terrain of Exile’s
Road, the Unicorn passage beyond the Dadger
lands and into the Nocthern Wastes.
Leegends say that Exile’s Road ends in (e
distant Burning Sands, but no raveler in
recent memory has ever rerurned from
banishinent beyond the road o ell the
tale. Those who are banished often
have 4 kinsman move permanently
to this village, always watching the
: pass in order to defend the clan’s
@ honor. Such 2 sentinel is congidered an
honoved puest (although a permanent one),
and is always treated with the utmost respect by the Drapon
heimin. After fifteen yeats of such service, such samurai are
invited to join the nearby monastery and spend the restof

their lives in prayer for their dishonored relatives,

D2 Fuburokujin Seido: The shrine to Fukurokujin,
Fortune of Longevity, is not as resplendent as other shrines
throughout the Empire: 1t is, however, the best made and
sturdiest of such shrines, dnd every visitor s ashed o glve
something of himself for the berterment of the (emple —
a painting, assistance in constructing a new room for the
monks who watch the shrine, or some orher boon.

13 Yushosha Seido Mura (Champion Shrine Village):
This ¢tmall willage near the Phoenix lands was said to have
been the home of Togashi Yoluni, rthe Champion of the
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Dragon Clan who pérished on the second Day of Thunder.
The mysterious leader of the ise zumi often visited the town
and prayed ata small shrine ourside the city’s gates, The shrine
is said tohave the power w bring visivns. Togashi Hoshi is
runwred (o visit this village on occasion,

D4 Kyuden Hitomi (High House of Light): The final
tormress along the Dragon Way Is the forrress of the Hitomi
famlly. It was once the home of the Togashi order of monls,
but now the Hitomi, Togashi, and Hoshi arders dwsll here
together They are loss 2 Family than an order of samurai who
have devoted themselves to a strange religion, or philosophy,
or both. The "tattoced men” of these sects — the ife zimi — are
pepular Hgures in Rolugan’s literature, These ise zumi tarely
venture outside their monacric caetles, but when they do, their
bizarre sctione retlect their inexplicable strunement to the
Five Elements, The road that leads to this castle 15 a sharp-
angled steep elimb, An armored man trying to make the climb
would certainly fall.

D5 Maigo no Samurai Mura (Lost Samurai Village):
This simall village was abandoned by the Dragon Clan once
their great mountains began exploding in ame. In the
months siuce, the Rein toibe of the zokujin race has raken up
residence here, marveling at the wonderful objecrs lefr
behind by the errified Dragon peasants. The péaceful zekujin
have become amached to their new homes, and might not be
willing ro-give them back if the Dragon were to rerurn,

Dé Yamasura: Thiscity performs the majority of Lragon
rtade with the westarn Empire, making frequent-arrange-
ments with the Unicorn and Lion Clans for commerce, Itisa
widely spaced city, on 2 tall flae plain ameng the high moun-
raing of the Dragon, Many Emerald Mapistrates, unsure what
to do after the Emerald Champion died in the Scorpion Clan
Coup, gathered here. Because of this; the city has been rela-
tively free of bandits for guite some time, cven though the
Emerald Magistrates heve since moved on,

D7 Shire Tamori (Tamori Castle): This castle ance
housed the Agasha family, Trs current occupants, the Tamord,
were incorporated asa Dragon family after the vast majority of
Agasha defecred to the Phoenix Clan, All Apasha holdings
defaulted tw the Tamerd, ingluding their ancestral castle. The
Tameori keep the Dragon Clan library, and their castle is the
home of the Dragon shugenja schoel. Fordfied deep in the
mountains, this castle is one of the despest mysteries in Roku-
gan. Although once the Dragon often accepted wisitors ta
their shugenja schonls, they have heen much more sxclusive
since the lngs of the Agasha

D8 Heibeisu: This peosperous city on the edge of Phoentx
lands performs a large amount of the Dragon trade with the
test of the Empire. Unusually for a Deagon eity, visitors are
welcome in Heibeisu, It is a lush city, surrounded by water
and rolling hills, crested by mountains to the north and cast.
Heibeisu hns recencly become ane of the focal points of the
Dragon Clan'’s front line in their war with the Phoenix,

D4 Shiro Kitsuki (Last Step Castle): Called "Last Secp”
because of the steep climb thar leads away from this castle o
I{yucl:n Hitomi (D4}, Kitsuki Castle is the home ol the mus
‘orthedox” of Dregon Clan families. Almost all diplomats of
the Diagon Clan ace [om the Kitsuki fonily, Some say there iz
# scuret path from the Hadands ro Kisukl Castle, bur if there
is; it is hidden well

D10 Shiro Miramoto (Last Glance Castlek The home of
the Mirumeoto family stands high atthe entrance of the Great
Wall of the North. The road spirals npward into 2 wnde ravine
and the castle looks down into the ravine, Those who wish to

visit the castle must clib the steep path, Invaders must avoid
arrows, pitch and fire from above with no way to retaliare. The J
previous lord of this castle, Mirumoro Hiroml, Inherited the
Dragon Clans ancestal sword along with leadership of the
tamily, bur she left it behind. She was eventually to lead the
Dragon Clan, found the Hitomi family, and replace Lord
Moot himself. The cortent lord of the Mirnmota is Mirnmoto
[ Ian,

D11 Kyuden Tonbo (Dragonfly Clan Palace): The Drag
onfly Clan was born from & marriage contract batweana
samutai from the Phoenix Clan and a shugenja from the
Dragon Clan, The Dragonfly Clan's castle is not formidable,
but is protected by enchanted walls and the cousing of the'
Dragonfly: the Dragon and the Phocnix. The Dragonfly Clin
setves a5 cmissarics and go-berweens for the Dragon and the
rest of the Empice, If you wish audience with the Dragon; you
must first seck audicnce with the Dragonfly.

The lands of the Tenbo family have been mvaged during
the early stapes of the war between the Dmgon and the Lion-
Phuenix alliance, It remains to be seen if the Tonbo will be:
able o rebuild,

D12 Tol Koku (Distant Paddy Village): although the:
Dragon retnain mostly aloof from the remainder of Rokugan,
they still must eat, and their mauntainais lands do not grow
crops well. When merchants come to deliver rice to the
[}ragon, this is the village where they transact their business,
It is one of the few remaining food-producing villages in the
Diragon lands since the eruption of the voleano (D14),

I3 Nanashi Mura (Anonymous Village): On the south-
ecn edie of the Dragon territories stands this enomaly of e vil
lage. The village is, in fact, inkabited and ruled entirely by
ronin; this was first sanctioned by Dragon Champion Togashi
Yokuni, a sanction that has been honored by subsequent
Dragon champions. The Dragon forbid the roninvillage any
obvious defenses, limit the size of its ciry guard, and warch he
village with 4 careful eye. Thos fr there have been no major
disarderly incidents. A ronin who comes to Nanashi will b
usked no questions about his past, so long as he causes o
trouble:

Although very close 1o Dragon lands, Nanashi Mura is tech
nically cueside the clan’s borders and therefore its population
there is not included in the Dragon Clan's statistics, I

114 The Wrath of the Kami: This volatile veleana
ernpted unexpectedly a few months age The shugenja of the
Diragon Clan, normally very much in tune with the kami of
their mountain home; were caught completely off guard. In/
addition to the massive loss of lite the eruption caused, the -
resulting environmental changes have severely damaged the
Dragon Clan’s ability to preduce food for their people.

TH= LANDS
OFf TH= LION

Capital: Shiro Matsu

Fopulation: Approsimately s 400,000 {300,000 &4
Favored Religion: Ancestor

Imports: Raw materals

Exports: Copper




'\ AKODO gINAWR

PRINYC OF THE RKODO FARILY
Male human Sami 5/Frr3: CR 18 Medium-sized humanold;
HD 18d104+54; hp 195; Init +5; Spd 30 ft.,; AC 73 (touch 16, flar-
footed 22 Atk <24/219/414 melee (1d3es, tesson of smiting);
S0 Samirtan abnheies CAaneesteal Dasho); Honor 23 AL TG SY
Fort +17, Bef +11, Wil 415 Str 16, Dex 13, Con 16, Int 13, Wis
14, Cha 13 Height S ft. 7 in.

Skills amd Feats: Speak Language (Rolougant, High Rekugani,
Zaolujin), Bartle® 413, Climb +14, Diplomaesy +7, Handle
Animal +&, laijutsu Focug+ +8, Intimidate +11, Jump +14,
Knowledge (Bloodswords) 15, Knowledge (Minja)} 5,
Ride +10, Senae Motive +10, Swim +12; Alkados chhniquu*,
Armor Proficiency (Heavy), Cleave, Combar Reflexcs,
Endurance, Improved Initiative, Tron Will, Power Attack, The
Final Lesson®, Void Use®, Way of the Lion® Weapon Tocus
{kutana),

Possessiors: bessen of smiling Ges miece of smiling), tastei-
work grear armor, ving of mind profection, haori of wesislance
{+3), bracers of armaor (+5).

‘Dnce, long ago when he wag young and brash,
Alodo Cinawa failed to protect his lord from
anassazsin. The mysterious essailant used one of
the legendary Bloodswords, Bevenge, to cloud
Ginawa’s mind. That was ne excuse, atd Gindwa
became ronin, leaving the Lion Clan behind
with Revenge at his side to seek revenge on
the wssussin,

For years, Ginawa scoured the Empire
tor clues as 1o the idenrity of the assassin,
Sadly, his search was fruitless. Mo one he
encountered could aid him in his quest,
Over time, the blondsword grew more

and mare inflnential, rransforming

Ginawa from an honorable man to a
seething cauldran of vielence, always
on the brink of an explosion. Finally,
Cinaws tound something that pave him
hope, something that reminded him of
the honor he had once known ns a samurai.

Toturd, the Black Lion,

Serving the former Akodo daimyo reminded
Gibawa of who and what he was. Although he

| did not abandon Revenge, he vowed neverto

allow 11 wocloud Lis mind again, Aflter the

- conclusion of the Clan War, Gingwa continues]
to serve Toturi 1 up untdl the Emperor
disappeared. The former Lion scoured the
Empite in search of his master, becoming
embroiled in the war against the Tiving Shadow. Upon Toturi's
sypntual rerurn, the forces of the united Grear Clans defeared

ithe shadow, and named it Alindo to redeam all thar had been

. lost The Emperor designated Cinawa, one of the few surviving

trie Alrodo, the new family daimyo.

l For decades; Cinawa has led the Akodo to regain their

fotmet glory. Mow he iz an old man who has pue the way ot the

“sword behind him. His life has heen full encugh of death, and

| be has nio desive to see more before he joins his ancestors. His
clan’s daimyo is now Matsu Mimure, a brash and violent young

man wha i3 leading his people to warwith the Dragon over a
minor teeaty with the Phoenix, Ginawa looks to the Tsune, the
miysterious beasts attacking the Lions home, and wonders if

even thie Lion can suevive o wiat fought on vwo [rotes,

Ahada Ginaiva

KITSV D=ETIKO

VENGEFUL KITSV SARURAI-KO
Female human Sam7: CR 7; Medium-sized humanoid:
HD 7dio+14; hp 493 Inic +3; Spd 30 fr; AC 19 (touch 13,
flac-footed 17); Attack +12/47 melee (1d10+5 +7 katana); SO
Class skill — Enowledge (War) (family bonus), Samurai abili-
ties [Ancestral Daisho) Honar 3; AL LGSV Fart +7, Ref +4,
Will +7: Stri4, Dex 14, Con 14, Int 12, Wis 11, Cha 8
Skills and Feats: Speak Langunage (Rolugani, High
Rokugani}, Climb +5, Diplomacy +1, Handle Animal +5,
laijutsu Focus+ 43, Intimidate 48, Jump +9, Ride +9, Senge
Motive +4, Swim +5; Death Trance™, Endurance, Impmved
Initiative, Spirited (Ancestor: Altodo Samune)® Void Use®,
Weapon Focus (katana), Height 5 f.5 in
Passessions: +2 lertana {ancestral daishe) walkizashi (ances-
tral daishn}, masterwotk lamellar armor, masterwork
yumi and 20 arrovws, haori of resistance +2, amulet of
uebeeral wrmor +1, lorboise shell talismarn.

All of her life, Kitsit Pejikro has longed
for battle. She has served lovally in
both the armies of the Lion Clan s
well 4e the Imperial Legions. Indeed, in

her 1mperial service she fought bandits

slongside her great friend Toturi

Tsudao, the Emperors child who
is known as the Sword, Dejiko
has devoted her entire life to the
perfection of het art, to the mastery of

the blade and of bushido. Even lier

revered sensei marveled at her passion
and prowess,

Why then, she wonders, has she

not been accepeed into the Lions Pride? The

Pride are the greatest warriors of the Tion Clan,
the deadliest samurat-ko ih all of Rokugan, Her
place is obviously with the ride. Yot they have

repeatedly refused her entrance to their ranks.

It fills her writh rage each rime, yet she must
not dishonor herself by showing it, And so
each time she bows humbly and thanke the

Bride for their consideration, vowing to

ﬁ try Again.

. News of the Lion Clan’s war with
the Dragon was glorious indeed to Dejiko.
Surely this would provide her with the

oppottunity to demonstrate her worthiness.

She gleefully threw herself against the
Mirumoro armies, shouting her ancestors’
names 45 she cur her enemies down. It was what

she had longed for her entive 1ife.

When the summons came for her to return to the Kitsu
landz, Drejiko was erushed. She was being removed from the
battle, perhaps for same nnknown or imagined dishonor. She
would never join the Pride. Lipon her return home, hovevar,
she found that no dishoner awaited. Herckills wore needed o
detend her family's lands from 4 mysterious new opponent:
inhuman mongtrosities called the Touno. Though savape and
powerbul, the Tsuno can be defeated: Dejiko will not allow
them to desecrate her home any further, no matter the cost.
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IMPORTANT SITES

L1 Toshi no Metyno Gisei (City of Honor's Sacrifice) A
young samurai maiden — whose name has been erased from
the Lion histories — made the ultimate sacrifice in the home
of the headman of this village. She kept 1 secret lover hers,
and when her daimyo discovered her sacrer, she vowed to
cemimit seppuliu to show her loyalty to her lord. The daimye
agreed, but at the ceremeny, he gave her a wooden sword o
perform the ace. The samurai-ko tock the wooden sword
and performed the ceremony, despite the insult,
N shrine dedicated to her memory still stands in (his
vitlage:

L2 Mura sane Eiya ni Suru (Village of the Rein-
stated Hero): Thoma Teidei wis a young, handsome
und promising samurai, or a1 least he was before his
daimyo was killed by an assassin. Teidei became a ronin
and spent seven years seeking out his daimyo's killer. He
finally cornered the assassin in this village A shrine
stands today where the romin lilled the aseaszin and
then committed seppulu to join his master.

L3 Shiro sano Ken Hayai (Castle of the
Swift Sword): This is the school of the Aliods
tamily, teaching its samurai both the pen and
sword aspeets of bushido, This is where the
great and noble history of the Lion Clan is
keept. It iz also the ancestral home of the Kitsu
fumily.

L4 Rugashi: This humble village in the
central Lion lands is one of the most heay-
ily traveled cities in the area, Teavelers
wishing to wove ltom the Crane to the
Unicorn lands, or from any northern poine
to central Rokugan, generally come
through here for supplies and equip-
ment. This is one of the few towns
outside the Tragon lands where 1o
zumi are ot st unnsial sight, and icds
rumared thar the governor of
Rugashi has secret trade agree-
ments with the Dragon and
Dragonfly clans.

Ls Oilu: This village serves as a
petmanent military outpost for the
Lion's intermittent sicges of Toshi
Ranho, the Cranc fortress. Many
separate unsdaccessful attacks
have been divected from the vil-
lage: in the past half a cenry;
rwo were led by the former
Champion, Alodo Arssou,
and two more by anather
former Champlon, Matsu
Tsuko. Lion soldiers dread being assipned ta this village, for
the repeated failures have grven the village a reputation for
being cursed. Tinke wag the first to move her command staff
to Ninkatoshi (L9)and assign tedundant and unnecessary
personnel ro Oiku, 4 practice that has become tradition in
the intervening decades,

L¢ Shiranai Toshi (Darkness City): This city, founded in
the lee of Lookout Mountain (a singular mountain rising from
the plains of the Lion lands) is one of the original Thoma strong-
holds, It dares back to the Lion occupation of Unicern lands
during the long period of time i which the Ki-Rin were not in
Rokugan. It was not retarned 1o the Otaku when the Unicorn

T ORe

tetuened; 1 puint of contention thar has been debared in the
Imiperial Court for nearly three hundred years.

L7 Foshi: This rather uninteresting city has the distinction
of producing a large percentage of the Linn Clan's foad The
clan guards its food supply with plenty of troops, and &
tremendous tutnber of silos outside the city hold the crops
for milieary dispensation latér in the year

L& Henga Murai {Brick Village): This village, constructid
altnost entirely of stone, stands on the edge of the only major

Lion forest: The lumber goes entirely roward military pur

pases, and the peasants of this village are not allowed o
wse it for building purposes; thus, the villages stencrure
end name,
L2 Ninkatoshi {Permission City), This village serves as
military outpost for the Lion in the constant struggle againsi
the Crane, The village's conversion (vow farning villaye 1o
strategic outpost ook place entirely under the direction of,

Matsu Tsuko shorily before the Clan War, The Marsu
daimyo srrives to ensure thar only the finest bushl
and most skilled officers receive appoint-

ments to Ninkatoshi, Ourtside of the War
Colleges, the small willage has hecome s
hme for the hest the Lion Clan hac
offer

110 Eyuden Ikoma (Sacred
Watch Palace): The lkoma home

land iz locsted at the base of the

Mountain of Thunders, where the

Seikitsu mountains divide the

Empire in two. The fortress often
hosts informal meetings where the|
leaders of the clan discuss intermal

issues. Once the firthest outpost of

Rokugani civilization, it defendsthe

Livn [rum pessible Dragon or Uni:

vorn incursions,
L11 Bishamon Seido: The Shrine

of Bishamon, fortune of strength, i

elaborate and ornate, tended by fa
less than five bondeed Kitsy
shugenja and priests It is one of the
best-maintained buildings in che
Lion lands, and is also where the
elite Matzu Lion's Pride traing
Males who wish to ser fool
on the Lion's Pride training |
grounds must sccepta challenge
to prove thelt sincerity and)
strenpth in battle,

L12 Tonfajutsen; This
small city, which takes i mme
liom its distincrive fighting

style, issaid o have been the locarion of 3
preal weaponsmith named Goloozi. This weapensmith, lepend
has it, created the first peasant weapons, and is therefore
reviled. He created and employed the first tonfa in this city
forcing the Emperot’s own magistrates ta stop harassing the
town's heimin. Golkuzi was rapidly browght up on charges,
testified agahst, and put ro death. & small peasant shrine s
satd toexist in the woods outside the city, but few heimin are
willing tochiow it to outsiders,

113 Shiro Akodo (Loyalty Castle): This castle goes by the
name of Shire Akodo even though it has not been the center
of the Lion Clan since the Scorpion Clan Coup and the



attendant destrucrion of the Akodo family. Following the
pecreation of the Akodo family ar the Rattle nf Cihlivion's Gare,
Alade Cinawa led hiz people here and recliimed the caatle

114 Kenson Gaklea (Humility's Tesson): This fortress,
once known s Shiro no Meiyo — the Castle of Honor —
stands as a reminder to the Lion's sourhern neighbors, Cier
siw hundred years ago the Scorpion tried bur tailed ro take
Tkoma Castle, In response, the Matsu attacked the Scorpion’
nearest castle, previously called *The Lion's Shadow." When
they took the castle, the Matsu killed every man, woman and
child inside and claimed it for the Lion Clan, renaming it
*Humilivy’s Lesson.”

Li5 Shiro no Yoiin (Castle of Vigilance): Seventy years
ago this castle belonged to the Crne Clan, but now il belongs
1 the Marsu family, The Crane abandoned the castle when
they saw an advancing Lion army, marching ro avenge a slighe
made by a Crane diplomat. Today no one recalls the comment
precisely, but the Matsu family remains in Shiro no Yojin, a
conwenient location from which 1o launch an attacl against
the Kalita Family

L1é Kyakuchu Mura (Foomote Village): Foundead
shiortly before the Scorpion Coup as 4 miner checkpoint mion-
itoring the Bayushi, Footnote Village suddenly became o
major strategic strongpoint when the Clan of Secrers fell. The
Imperial Legions began using the aren as a staging ground to
maintain order in the vacant Scorpion tecritories, leading to
rapid deveélopment in the arca, Even after the recurn of the
Seorpion the village has remained a primary maining ground
for tie Imperial Legions, and is a frequent base of operations
for Toturi Tsudao berselll

Li7 Kaeru Toshi (Captured City): This ciry was taken in
bartle with the Crine shorely before cthe Clan War, Matsu
Teuko renamed it and commanded Tkoma and Mamo troops 1o
hold it as 2 staging ground for iImminent gssaults on Kakita
Palace and the Osari Plains. The city was in 4 constant stare of
rebellion for many years; as Crane samurai and heimin foughr
against their Lion oversears, hut the Lion maintained the
upper hand and bave subdued the city thronghent the infer
vening years. .

118 Shiro Matsu (Last Breath Castle): This is the arices-
tral Matsu home, whete Matsu herself mer with the Kami
Alrpdo. The largest contingent of Lion samurgi iz here, care-
fully guerding the supply lines on which the vast Lion armies
depend. The armies are made up of all the Lion families: Kitsu,
Akoda, Matsu and Tkoma alike.

L15 The Kitsu Tombs: Although not the ancestral home-
fand of the Kitsu Gamily, the Kitsu Tombs are the seat of theie
power. Here the greatest heroes of the Kitsu have their
remmains inrerred, although most other Livo families choose o
have thelr dead placed within the Hall of Ancestors, When the
traitor. Kitsu Olura corrupred much of the Kirsu family and
summoned oni to serve them, the Tombs were his headquar-
tars. The family has since been cleansed of its dishenor, as
have the lomhs themsslves,

THE LANDS OF
THE MANTIS

Capital: Kyuden Gotei

Population: Approsimately 1,080,000 (0,000 samiirai)
Favored Religion: Fortunes

Imports: Raw marerials

EBxports: Sills spices, exoticgoods

TSURVCHI OKAM=
YOUNG WAST HUNTER

Male human Fir¢: CR ¢ Medium-sized humanoid,
HID 4d10+8, hp 28 Indr +3; Spd 30 fi; AC 13 (rouch 13, flar-
footed 10} At +9 ranged (1d8+3, masterwork mighty yumi +3);
S0 Class sloll — Craft: Fletchery (family bonusy; Honor 2 AL
LM S Fort +4, Ref +1, Whll +1; 8ir 16, Dex 17, Con 15, Inc 14,
Wiz 13, Cha o, Height § feet, 4 inches

Skills and Feats: Speak Language (Rokugani, High

Eolupani), Climb +5, Craft (fletchery) +8, Hide 45, Jump +10, | .

Move Bilently +5, Ride +6; Point Blank Shot, Void Use®,
Weapon Focus (Longhow), Weapon Specialization (Longhowr)

Possessions: masterworle yumi (longbow), 50 masterwork |

arrows, ashigarn armor, quiver of Teurvuchi (as-quiver of Ehlanna),
tnasterwork tante, silent bell Falisran.

(tkame is ane of the most prominent young Wasps of his

generation. He and others like him were the first generaton 1

of samurai born into the ranks of the Wasp Clan. Before,
wartiors were simply accepted into the Wasp clan after
meeting the approval of Teuruchi, the clan’s founder Okame,
hewever, feels the heritage and mantle of the Wasp through-
out his very soul. There has never bean any other life for him.
He would have it no otherway,

The young warrior has been troubled of late by the Waep
Clan’s absorption into the Mantis. He realizes that the Mantis
are benefactors and patrons of his family, but it scems wrong
somehow to simply abandon decadesof tradition and struggle
stwply 1o add o the fagging ranks of the Gteat Clan they
serve. He bas spolien o otliet young Wasps, snd found many
thar share the sume feelings,

For the rime being, Okame continues serving the clinas he
abways has, He s quick o correct any who refer to him a5 &
Mantis; he is very much still 4 Wasp, and will always remain so,

YORITORMO RITAO
RANTIS CLAN CHAMPION

Female human Freg/Bogs: CH 123, Medium-sized
humancid; HD 6d10+24 plus 4de 12 hp 88; Init 12; Spd 30 £
AC 12 (touch 12, flat-footed 11); Att +13/+8/43 melee (1d12
+7, +1 keen no-dachi); 5Q Class skill — Profession: Sailor
{lamily bonws), Fighter abilitics (Weapon Specialization: no-
duchil, Rogue abilities (Evasion, Sneak Artack +2ds, Unicanny
Dodge); Honor: 1; AL CH; 8V Forl 47, Rel +6, Will +3; St 18,
Diex 13, Con Le, Inr 11, Wis 10, Cha 11; Height 5 [t & iu.
skills and Feats; Speak Language (High Rokugani, Roku-
gani}, Balance +3, Bluff +4, Climb +8, Diplomacy +4, Gather
Info +4, Intuir Direcrion +4, Jump +5, Listen +4, Move Sllently
46, Profeszion: Sailor +7, Ride +4, Senge Motive &, Swim +11;
Cleave, Cold and Cunning (Ansesror: Gusai)®, Dodge,
Improved Initiative, Power Attack, Toughness, Two-Weapon

CTUDNACHD
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Fighting, Soul of the Siorm®, Void Use®, Way of the Mantis®,
Weapon Focus (no-dachi), :

Bussessioms: +1 keen no-dachi, the Bitter Flower kobuna (keal-
buat), gloves of swimming and climbing, shakuhach af the mingyo
{horn  of tritons), amulet of natwral armor  (31)

550 kol

Untried and untested, Yoritomo Kitao has very recently
become the daimyo of both the Yoritomo family and the
Mantis Clan. She came into the position following the death
of her predecessor Yoritome Aramasu (the hand-picked
successor to Lord Yoritwmo himself) ar the hands of the
treacherous Scorpion Clan, She was the first Mantis to arrive
at the scene of Aramasu's murder, and many Scorpion died at
her hands that day, The Manris Clan believes she has proved
her strengrth and loyalry

Icisall a Lie.

Yoritomo Kitao has led 2 dishonorable life. She came to
prominence through her wealth; she acquired her koku
during the War of Spirits, smugpling weapons and armor to
the armies of Hantei XV aboard her ehip the Bitier Flower.
Had che heen discovered, she would have been exccured for
treason. Kitao has always been cautious, hewever, and covered
her tracks. Mo one living knows of her activities during the
wat, at least so far az she knows,

Kitaos treachery does not end there. She made an attange-
ment with the Scorpion to betray Aramasu, whom the Scor
pion have considered a trairor ever since he abandoned the
Bayushi name to take up Yoritomos. Although amply paid by
the Scorpion; Kimo bewayed them as well, appearing ar the
scene of Avaingsu's death and killing the conspirators. She
uow wishes o eliminate all traces of the bargain that made
her Mantis Clan Champion, a task that seems arduous at
best.

Kirao-also has agents scouring the Empire for an unidenti-
fied item or person. 1t is tumored that the object of her quest
has something to do with the btief marriage of Yoritomo to
Moshi Wakiza. Exactly what this is, no one can say,

INFORTALT SITES

M1 Kyuden Gotei (Mantis Clan Palace): Parhaps the
least raditional palace in Rokugan, the home of the Mantis
Clan is also one of the most splendid. Uncotcernad with
simple gardens and expressions of Shinsei’s teschinge, the
Mantis palace looks like a tressure trove. Objects of gold,
wilver, and othet precious metals and stones adorn the walls,
sharply contrasting with the cimple, plain homes of the Seven
Clane. Tr is aleo here that the mighty fleet of the Mantis Clan
guards the Mantis islands,

M2 Toehi no Inazuma {City of Lightning): At least once
» year, the tall towers of this city are struck by lighning, The
temple of Osane-Wo— one of the most extravagant and beau-
tiful temples in Rekugan, and the tallest building in the city
— is usually the targer,

M3 Kaimetsu-uo Seido: This shrine ro Kafmersu-ue was
raised a few decades agu upon the ascension of the Mantis
Clan datinye, Yoritomo. He bullr [t to henor his ancesear, and
ask [ur the First Mantis' blessing on the clan. Whether his sup-
plication was heeded or not, the Mantig have indeed been
blessed wirh good harvests, good trade, and few storms since
the crearion of this shrine,

M4 Tokigogachu: This small Mantis village is famous for
only two things: fish and Festivals. During most of the year,
when the boats aren't sailing and there are no holidays to

celebrate, itis an ordinary fishing town, quiet and bland, How:
ever, when there iz a fastival, the city comes to life, with
fireworks, celebrations, parades and magnificent partics
worthy of the Emperor himeelf. In faer, both Hantei 3000VIL
and Hantei X2300VIIT are said to have visited the New Years
Day celebration in Tokigogachu on a number of occasions,
although in disguise, lest the Emperor be found openly
visiring so poorand humble a city

M5 Maigosera Seido (Shrine of Lost Sailors): A massive
bonfire is always lit in the greal wwer thar rises over this
shrine, in the hopes that the souls lost ar sea will see the light
and be able to return home o Rokugan and find peace. The
tower looks out over the Mantls Bay of Dark Water and over
the wide ocean 1o the south. Some claim a ity of horrible
creatures lies at the bottom of the bay, and mest of the local
sallors throw rice over the side when they cross, so as to svert
cutses from the creatures below. j

M Kyuden Ashinagabachi (Wasp Clan Palace): The:
samutit of the Wasp Clan are the finest archers in Rokugan,
and its castle defenses count on its samurai’s prowess. The road
to the castle cuts through a steep mountain pass, allowing
Wasp archere to seythe down advancing armies with
impunity. With the recenr shsorption of the Wasp Clan by the
Mantiz, thiz has beeome a Mantis Clan helding, securely
under the control of the Tsuruchi family,

M7 Shaiga: This quiet village is governed by the Touruchi
family of the Mantis Clan, and Louses unly heimin (all of
whom have been taught to wield weapuns such as the tonfa,
though they keep such knowledge secret), It accounts for the
mujority of the Tsuruchi family's food production, and is rare
[ully guarded by the vigilant heimin. Few samurai hother ta
come here, but if they did, they might discover the villages .
other secret: 4 vein of gold thar exists nearhy, mined ol
Iig]nhr by the Tsuruchi in arder ta leeep its exictence quiet —
and tax-free.

ME Tani Senshio (Valley of the Centipede): This
sechided valley occupies a small stretch of land becween the:
Ireacherous Pass and the sea. It was once home 1o the Cen
tipede Clan, 2 small matriarchal clan of shugenjs who cxelu-
sively worshiped Amaterasu, Their power in fire magic is
incredible, but their numbers have always been small, The
Céntipede have become e family within the Mantis Clan, but
the Moshi family retains control of the valley to this day,

THE LANDS
OF TH= MAGA

Caplral: Siksa

Population: Approvimately 2,000,000 (99+% currently asleep)
Favared Religion: Unique

Impaorts: Mone

Hxports: Mone

RRASHA

LEGACY OF THE NAGA

Female human Fies/Mnks: CR 100 Medivm-sized
humanoid; HD 6410412 plus 4d8+8: hp 66: Init +3; Spd 30 fr:
AC 14 [wouch 14, flacfoored 12); At +12/47 melee (101743,
katanal 8O Chass skill — Knowledge (apa), Monk ahilinies
{Unarmed Sreike, stunning artack, evasion, still mind, slow
falll; Honor: 2; AL CG; SV Fort +8, Ref 6, Will 4! Str 14,




Dex 14, Con 12 Int 10, Wis 14, Cha 11; Helghr 5. f [ in,

shullsand Feate Speak Tanguage (Rokugani, High Rokugand,
Naga), Balance +4, Climb +4, Crincenteation +5, Diplomacy +4,
Jump +4, Knewledge (Areana) +2, Knowledge (Naga) +6,
Move Silently +5, Ride +8, Tumble +4; Cleave, Deflect Arrows,
Depths of the Veid®, Dodge, Improved Initistive, Improved
Unarmed Strike, Mobility, Void Use® Way of the Unicorn™

Passessions: Karana; heavy war-horee, amulet of natural armor
+1, gloves of dextevily +2, havseshoes of speed, furoshiki bag of tricks
[ rust).

When the Naga prepared to reetiter their grear sleep, the
Ningyo water-spirits who helped the
‘Chameleon defend the aquaric pear]
heds reported an alarming discovery
Inside the remaing of 4 mammaoth
oyster, they found a single pearl,
gigantic in gize and with an unnat-

ural golden color Contfused by the

pearh the Magn artempted to pre-

sent it as their final gift to the
Tmperor Totuel for all hia support.
Sadly, their misinterpretation of a
courtler's polite refusal led to the
withdrawal of the offer and the
departure of the delegation lium

the Imperial Falace.

JTourneving rapldly across Roku-
gan, the Naga offered the pearl to
Mota Gaheris, the Champion of the
Unicarn Clan, whe gladly sccepred
it: The pearl became a fixture ar
Shiro Shinjo, 4 sacred artifact sym-
bolizing the Unicorn’s link with the
Maga as outeiders in an Empire that
‘did not understand them. The
pearl remained thus for many

ATy,

Uneil the day it hatched,

What emerged from the pearl is
unlike anything that has ever
before been seen in the Empire,

The youny woman who stepped

from the pearl's vinptly vasing is
‘clearly human, ver in her eyes is

the wisdom and experience of
theentire Naga race. She is the

final gift of the Naga race. She is
their living manument, rheir personi-
fication in the world of the humans. She
iethe Legacy of the Naga

Already Akasha has proven her loyalty and value to the Uni-
corn Clan, to the family who watched ovet her for 2o long,
They have accepted her unconditionally, knewing all too well
the focling of being oursiders. With her, they teel a bond with

the sleeping Naga, When they awaken once more, whenever
that may be, their allics in the Unicorn Clen will be waiting.

(Fhedal — Grardion of Simomreon Nt

GHEDAL, GUARDIAN OF SHINOMEN MORI
Male Naga Shud: CR 8, Large-sized humanoid (Naga) HI1
gde+®; hp 32 Init+2; Spd 40 fr; AC 12 (touch 12, flat-Footed
100 Are 14 melea (14, dagger of venom); 6 ranged (1d4; yumi},
54 special abilities; SQ Class skill — Spelleratt (bloodline
bonus) Maga racial ebilities (Immunity to the Taint), Shugenja
abilities {Elemental focus (air), Bense elements) Honor 0
(MHaga); AL CH; 5V Fort +2, el +2, Wil +¢; Str 9, Dex L4, Con
13, Int 14, Wis 13, Cha 17; Height & ft. 11 in (plus tail).

Shalls wril Feats Speak Language (Naga, Rokugani), Alehemy

=8, Bluff +8; Conventmation +12, Craft (Goldsmithing) +11, Diple-

macy +14, Heal +9, Spelloraft +13 Akasha Use®, Depths of

the Akasha® Innate Ability (silent image, Brnten's
touch, searing light), Master Researcher®,

e Spells Known: (6/7/7/6/3; base DC

W =1 13 +gpell level; Elemental Focus — Alr,

wrafer, e mumor wieninds, detect magic, ghost
soibind, guidance, know divection, purify food
and dyink, stun the mind; Lst—ruye light
wounds, detect snares and pits, defect faintf, §
expeditions refreah silent image, sleep; 2nd— J00
Bonfon’s fouch®, detect theughte minoy image,
producce flare; 3ed- msisibility guet of sind,
searing light; 4th—air aelk, illusory wall,
Passessions: Dagger of vepom, yumi

with 50 arrows.

As the Naga race prepar'eﬂ to reenter
their Great Slnmber, it was decided that a
small number should remain awalke to
ensure that the devastation that
wracked their civilization during theit
First sleep would not be repeated.
Thaose selected were mainly Asps, for
protection, with a small number of

Chameleons and Greensnales, to
scotit the forest and maintain relations
with their human allies, Among thosc
seleceed wis a single member of the

Cubra Wuodline, & young: jakla
named Ghedui, The Shashakar had
nat planned to leave any of the jakls
avwalce, so.few were their numbers;
bur Ghedai requested the dury and
was granted permission.

izhedal, however, is not exactly a
selfless servant of the Napa race. He
has been of low caste his entive lifs, sand
there has been very litle opportunity for
him to advanice his lor in the past several
decades. With this mission, he sees an opportunity for
advancemerit.

The humans whe dominate the world have an ynngtural
{ixarion with certain metils, such as the soft gold that so many
Naga trinkets are made of. With the others asleep, Ghedai can
gather large yuangities of it and use it to bribe the humans,
with enough of it, he can piy thew to bring him the spell
pearls from the bomom of the sea, Gar 1w e east of the great
forest. When the others finally awaken, they will find that
zhedai is the most powerful jakia of all.

Niaga Jalda School): D—commune, create
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IMPORTANT SIT=ES

N1 Tyotisha: Iyotisha (the name for the Mags teverance of
astrology) is the city of astronomers, otice home to the Con-
strictors and their massive children. The ciry of Tyotisha did
not survive the thousand years of sleep well, but unlike
Mirulti, it remained hidden deep within the western valleys
of the Shinomen. Its walls, whilc broken, still whisper the
lessons of the Akasha, and the temple of the Vedic priests
remains whole. Here the few remaining Constrictors sirug-
gled to reawaken the Akasha, so thar their purpose could be
known, Ttvas in this city tuat the imost powerful Vedics of the
Haga race confiimed that the Grear Sleep must be reenrered.

W2 Vyakurana; Vyakarana, called by some rthe ‘City of
Magic, lies deep in the mists of the Shinomen in a valley that
is enshrouded on three sides by magnificent waterfalls Thars
is o wall to the city, and the Cobra wha live thers say there
are no bridges across the three mighty nivers. Even other MNaga
consider it to he a place Alled with ghosts and memeries, and
some Consrrictors whisper that the mists do.not come Frotm
the warerfalls, but from the Alrasha's nearnese.

The city is covered in webs of magic that even the Cobra
eartnot unwiap, hidden by their arts amid ﬂwurm,junglc chvi-
ronment. Thoee tew who have visited the sitc say that the ciry
ol Vyakarana never fully awoke from the first Great Sleep.

Certainly, the oldest of the Cobra did not awaken, leaving

their cgg beds cold and their fires low: Those whe did, includ-
ing the great Shashakar, protecred the sleepers with their
spells —and their lives,

N3 Siksa; The wall surrounding the city of the Asps tells 2
tale of fire and courage; it is located within the lower portions
of the Naga [orests, near the lake known as Sunda Mizu Mura.
It still stands in golden splendor, though its walls are encasad
in moss and the mighty plain has turned inta a valley within
the forests depths. The Shahadet made his home here, go-
erning the land of the Asp wirh firmness and ruthless justice.
Within Siskas walls lies the source of the River of the Sky, and
the place where the great general of the Bloodland Wiars was at
last eaptired by the spell of the Cobra Jakla and the batrayal of
the Shahadet: During their periods of wakefulness, the
Shahadet and his personal legion travel beneath Siska once a
year to bathe in the waters at the soutce of the Holy River
There, they commune with the warriors of the pase and face
their fears on v vision quest,

N4 Miruleti: These strange ruins were declared blasplieinous
during the time of the 11th antei, and were tearly compleiely
destroved. The Greensnakes whe slept here died with their ciry,
unuware of what was happeniog, The Naga mourned the loss of
their cousing, but have been more concerned with whar has
happened w the city since. A strange corruption seems to be
taking vver the Nirukt rulns, preying upon both Naga and
humans who dare explore the gloomy hurial gronnds
The Vedic of the Naga believe that the healing of the Akasha
thtough the Great Sleep will halr this carruption.

Ns The Shadowlands Marshes of the Shinomen:
Centuries agn, a sizable foree of Shadewlands erestures broke
through the Crabs defenses and infiltrated the Shinomen
Mori Their rampage destroyed several clutches of Maga cggs,
sending shock-waves through the Akasha and swakening
many Asp warrors, Enraged, the Mage descended upon the
Shadowlands army and destroyed them completely, their
powerful pearl magic destroying their very bodies, What
remained wis a foul, Tainted marsh hidden deep in the [ores)

and kept in check by Cobra wards,

N& Candas: The city of the Chameleons lies desp beneath
the ncean waves, thaugh Naga magic can fill the city with
breathable air Sometimes, when the sea is still, Candas can ba
seen through the surface of the water. During the time the
Naga were awake, mischievous young Maga would somierimes
play tricks on Crab and Mantis sailors passing through the.
area, turning their ehipe on false courses or sneaking aboard
and tampering with navigational cquipment,

Kalpa (no map entry): The greatest of the Naga ciries hus
not survived the great sleep of its people. Somewliers wihe
Far north Kalpa, the city of rebirth, lies butied beneath the:
rubble of carthquakes and the passage of time. Even after the
Haga awakened from the Great Sleep, ne word has ever came.
from the Naga of (his city, and the race considers them dead
Many of their soubs have joined the Akasha, speaking disjoin
eilly of earchguakes. five, and war, but no lesson has heen
brought forth by the Constrictors to explain the loss of Kalpas
lore.

THE _LANDS OF
'i"H_g_?Hoz-:mx

Capital: Kyuden Isawa

Population: Approximately 1,620,000 (30,000 samugai)
Favorced Religion: Shintae

Imports: Exotic goods

Exports; Silver, lumber

ISAWA NAKAMURO

MASTER OF NIR
Male human Shuii: CR 11; Medium-sized humanoid;
HB 11de; hp 33; Init +1; Spd 30 £t AC 14 (rouch 14, flar
footed 13); Att +6 melee {1de, walizashi); 80 Class skill —
Spelleraft {family bonus), Shugenda ahilitics (Elemental foeus
(air), senge elements) Honot: 2; AL LN; SV Foct +6, Ref+8,
Will +10; Str 10, Dex 12, Con 10, Int 15, Wis 11, Cha 14,
Height s ft. 7in.

Skills and Teats: Speak Langwage {Rokugand, High Rukugani
Kami), Alchemy +9, Concentration +14, Craft (bonsai) +4,
Diplomacy +13, Heal +10, Knowledge (Arcana} +8, Knowl:
edge {Elements) +12, Knowledge (Shintao) +12, Spellcraft
+16 Depths of the Yoid®, Innate Abilicy™ (summon Jamd,
remove disease, air wall), Self Mo Self, void TIse”.

Spells Known (6/7/6/6/6/4; base 10 12 + spell level Ela
menrtal Focus — Air, Isawa School): 0—commune, dancing
hights, daze, disvupt undead, Tave, ghost sound, guidasice, know dive
tion, tight, sutiwan; 1st—hurning hands, change self, endura
elements, expeditions retreat, quiescence of mir®, shocking graspy
2nd—defect thoughts, flaming sphere, know the shadowsT, leser
ristoration, tevitate, yari of aivh; 3ed—dairaudienee/clainoyanas
five wangst, major image, vemove discase, wind wall; $th—air walky
detect serying, discern lios, quencly, 5th—bad lkharma®, dimension
door, summon mebwre’s ally

Bossessiors: Wakizashi, bracers of armer (+3), haori of nesishime
(130 wandraws writing sel, pearl of power (lesser mists of Mion).

When Isawa Nakamuro was 2 young man, he fell deeply in
lowe with a pirl named 1sawa Yaruke. Yaruleo was the daughter
of Tsaves Taernko, the Elemaontal Master of Earth, Unfortu-
narely, Makamuro had o competitor bor Yaruke's affections:
the young son of Clan Champion Shiba Tsukune, a samural



named Shiba Aikune. Although he would certainly lose such
a contest against a rival of such social standing, Makamuro
vowed o continoe coueting Yaruko.

Tragedy intervened When Hantei XV kidnapped the
children of the Phoenix Clan at the beginning of the War of
Spirits, Yaruko was the first to die st his hands. Enraged, Malea-
mure and Aikune united in their oppogition of the Hantei,
eventually aiding in his defeat years later, The ties that bound
the two Phoenix quickly evaporated, however, and each
blamed the other for failing ro save Yarulo's life.

The intcrvening years have not been kind to Makamure.
Altheugh he secured a position within the Isawa as an Acolyte
of Air, his antagonistic relationship with the high-ranking
Adkune snd Taeruko seemed ro assure that he would never
advinee any Golien He has neveritheless recently found him-
self the new Master of Air His humility makes hinran oo
sider with the rest of the council, whe look upon him with
great disdain. It marrers lirle o Wakamuro. He has put the
past behind hitn now. and seeks only the serendty of peace of
mind. Thus far, it continues to elude him.

SHIBA RIKUNE

FHOENIX BUSHI, SONM OF SHIBA TSUHUNE
Male human Sam10; CR 10; Medium-sized humanoid;
1D 1od10+20; hp 70; Init +3; Spd 30 fr; AC 12 {rouch 12, flat-
footed 10%; At +15/+10 melee (1d10+5, +2 katana); 5Q Class skill
— Knowledge (Arcana) (Family bonus), Samurai abilities
(Ancestral Daisho}; Honor; 2 ALNE; 8V Fort +7, Ref+3, Will +7:
Str 15, Dex 15, Con 15, Int 12, Wis 8, Cha 10; Height 5 [ 10 in.

skills and Feats; Speak Language (Rokugani, High
Rokugani), Climb +8, Diplomacy +5, Taijursu Focus+ +10,
Intimidate +2, Knowledge (Arcana) +8, Tump +9, Ride #11,
Sense Mative 49, Spot 44, Swim +4; Alerrness, Combir
Keflewes, Depths of the Void®, Tmmortal Spirit (Ancestar!
Asalo Ingen}”, Improved Initiative, (uiclk Draw, Voud Use®,
Weapon Focus (katana).

Possessions: ancestral datsho (+2 katana, +1 wakizashi}, mastes-
watl: yumi and 50 arrows, masterwork lamellar armor, ring of
probection +2, e

shiba Aikune has never received the respect he is due, He s the
son of one of the preatest Champions the Phoenix have ever
Imewny, ver he will never be acknowledged as her heir, He isan
arcomplished warrior and a skilled duelist who reached the
finalsin the Test of the Emerald Championship only to have his
chance for glory stolen fram him by Seorpuon treachary, The
wotnan wha chiould have become his wife was taleen from him
because of the Failure of 1 lesser man, an Teavwa shugenja called
Malarmuro, The Isawa look upon him with scorn and disap-
proval because, like his mother, he epeals his mind,

Since his youth, Ailcune has realized all of this. He knows
that despite his high position within the clan, be iz ignored by
nearly all his clansmen. As e has grown, so has his anger. He
is 1 bitter, resentful man, angry with his family, angry with his
clan, angry with his lotin life, Those who eress him are sure ro
fee] Liis wrath.

After his Gilure (o witn the Test of the Bmerald Champion,
Aikune has been looking for a means o achicve the respect
he feels he deserves, In the Phoenix Clan's war with the
Dragon, he feels thar he mav have at last discovered such
means. With the loss of the Elemenral Masters and the wirth-
drawal of the Tion Clan to deal with the ereatures-attacking
their home, the Phoenix ar¢ not faring well. If he could find a
way to push the Uragon back, hig clan would at last take

notice of his sccomplishments. But how can one man (urmn
back an army?

Far aveay, hidden in 2 cavern in the Phicenix lands, Hes the
answer. Tt is deadly and extremely powerful, with its own cun-
ning mind to guide it Is he strong enough to contrel it and
use it against the Uragont Atkine inténds to find our very
Zoon.

IMPORTANT SITES

F1 Yobanjin Mura (Barbarian Village): This relatively
difficnlt-to-find village specializes in rrade wirh rhe foreign
harharians of the north, the Yobanjin tribes. The materials garh-
ered from these tribies are primitive, but often nseful 1o the
Phoenix for their spell research The Phoenix rarely mention
thig small village ag ite existence ic a technical breach
of Imperial Law againgt trading with gaijin. The Yobanjin tribes
— wh look Rokupani and speak a primitive dialect of the
PBaolugani language — are very much like the early Unizorn,
and the Phoenixv use this as an'excuse for their continued rade.

P2 The Hidden Temple (no map entry): Unlinown to the

majority of Rokugan, a great pyramid stands in the heart of |

the Phoenix mountains. This structure is home to the nefari-
ous Holat, From here, the Ten Masters plor the future of
the Einpire, and plan the slow but certain destruction of their
enemics, The Temple is home w e Cni's Eve — petlaps the
most powerful nemuranar in existence. The Bye gives the Kol
extraordinary communicaton and espionage abilities, and is
in faet the source of much of thelr deadly influence. One or
mare of the Ten Masters of the Kolar is always in residence
hara.

P3 Seido furojin: This shrine o Jurajin, Fortune of Con-
tentment, is cared for by Asako priests and monks of the
BErotherhood of Shingei A popular chrine, its distance from
the heart of the Empire malkes pilgrimages rare, and wisitors
are welcomed as diversions bromm daily lite, A small village has
sprong up on the owskires of the shrine, filled with those whe
wish to pray to the Fortune for the secrets of eternal life.

4 Kitamihari (Morthern Watch): This watchtower was
erected by Isawa during the Age of the Fallen Kami. It origl
nally guarded the passes toward Isaw’s City, but that city was
descroved centuries ago, and the tower’s purpose now is
lrgely memorial Nevertheless, the Isawa station troops there
and keep constant 'wach! over the surrounding hillsides and
mountain passes. Some say that the Isawa desire to know
when the Yoban)in tribes are massing for war, and thae the
traops stationed here puard against the barbarlans. Crhers
stare that the Tsawa ave hiding something in their northern
micmintaing none cin say for sure.

P5 shiro sano Chujitsu and Shinpu (Castle of the
Faithful Bride): The Castle of the Eaithful Bride was built by
an admirer of Matsu Hitomi after her tragic death. The first
stone was laid on the first anniversary of her déath, and it
was completed atter 27 years — her age when she died.
The samurai lord whao loved her was never married, and hie
line ended with his death.

Pé Doro Chwari Mura (Road’s End Village): An entirely
unremarkable and inhospitable village, Many avoid i

P7 Reilhaido sano Ki-Rin (Shrine of the Ki-Rin): The
inyaterious creature known as the Ki-Rin has been linked to
buth the kami Shinjo and e Elemental Dragons. Even the
Phoenix are uncertain of its uriging, but it has been sighred in
this area many times in the past. Always, its arrival is an omen

. of great things to come, Though the beasts of the Shadowlands
hoasted that they had slain the Ki-Rin during the War Against
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the Sladow, & Ki-Rin [val has been sighted sbove the shrine
many times over the last thirty vears. The shrine here is one of
the largest in Fhoenix lands, tichly decorared and lovingly
rended by the Brotherhood of Shinsei.

P8 Aojiroi Oku Shiro (Pale Oak Castle): Located on the
Agjiroi Oku Heigen (Pale Ok Plain), this magnificent castle
i the site of many of the Imperial Winter Courts, and has
often hosted Imperial marriages, treaty sighings, and other
official events. Disregarding tradition, on his deathbed
the seventesnth Hantel demanded that he be buried —
not cremared — in an empty Held near where the woman he
laved was born, From his grave, a tall pale oole grew A castle
has been erected about the oak to protectit. Many believe thar
bark from the trec has healing abilitics.

P2 Kyuden Isawa (Phoenix
Clan Palace): The castle that
houses the Isawa family is
located on the shoveline. It is sur-
vounded by s, making it difficult
for an army to move against it The walls
have been enchanred with runes to protect
the castle from both magical and physical
attack. The Isawa library, housed here s
the greatesr repositary aof knowledge in
all of Rokugan, containing the
researches of a thousand years of
Phoenix shuganja.

P10 Michita Yasumi (Hopeful
Rest City): This small city in the
center of Phoenix londs iz
bustling trade center, filled with
commerce from the Dragon,
Crane, and northern Phoenix
lands, Srudents who wishto study
at the schools of wizardry olien
come to this city, lophog w find a
Phoenix patron to sponsor theit
entry inte chese prestigious and
exclusive libraries.

P11 Shinsei and Sumai Mura
(Holy Home Village): This vil-
lage was ance a ptlgrimage desi-
nation, hark when the followers of
Shingei were not yet an otganized
UﬂjEl’. SEVErﬂl manor ]'lOuSEs ﬂn.d
the shrine were constructed by
Shibas Ezade, s Maeter of Barth.
Pilgrime would bring o stone from
many miles away which would then
be added by the master 1o o building,
The stomes fir together perfectly and have lasted many hun-
dreds of years;

P12 Ukabu Muvra (Floating Village): This village has been
contested by (lie Dragun on numerous occesions, bur has
alwirys remained in Phoenix hands. It rests on the edpe of the
Drowned Merchane river which then winds neo the Lion and
Unicorn lands, It s renowned for its geisha houses, where
gelsha are rrained to continue their careers in the Tmpetial
city of Otosan Uchi.

P13 Reihaido Uikku (Uikku Shrine); The area here
congidered sacred includes not only the shrine bur also the
large expanse of plain that surrounds it (enovwn a5 Yogensha
Heigen or Prophet Plain}. This shrine wag erected in honer of
the Phoenix shugenja Uikku, whose interpretations and

Phoewtv Elamental Grand

prophecies on the Tio of Shinsei introduced the conceprof
enlightenment. His words, recorded by the Phaenix, gave
humanity its first road to understanding the enigmatic
wisdom of Shingai

P14 Hynden Asako (Morning Glory Palaee): Also called
*Castle of the White Phoenix” it stands atop of an outcrop of
black recl:, and its white walls are so high that the first rays of
sunlight malee it 4 shining beacon to the rest of the land. Onee
Enown as Shire Asale, it was renamed in honor ofholding the
Emperors Winter Court nearly ffty years ago, Many Wintar
Courts have been held here since that time,

P15 Shiro Shiba (Shiba Castle): Lacated in the fir northe
ern reaches of Rokugan, Shiro Shiba is a maze of courtyads,
donjons and walls put together in a seeaningly haphagaed
fashion, with the main doajon ising from its center, There as
those who say the entire castle is anelaborare puzile,
Crab engineers say ir is the result of simple
bad planning.

P16 Nikesake: This small city, located on the
edge of the Crane lands near Toghi Ranhao,
has cemented the Fhoenix/Crane alliance
for over three hundred years The Phoenic
have been instrumental in defending
Toshi Ranbo from constant Lion assault,
providing supplies and reinforcements
when the Kalkita to the south had been
cut off by Matsu troops. Becauac of this s
joint shrine stands outside the city wally,
where each of the two clans honor each
other. It 15 said that so long as these owo
shrines stand, there will always be peace
between the Plvenixaond the Crane
P17 Mori Kage Toshi (Forest
Shadow City): When a bride from the
Drragon Clan was scorned by hae
Shiba husband, her mother puta
curse on Mori Kage Today, it loake s
if the limbs of the foresr have
reached out to claim the castle Iris
completely deserted, save for the
ghostly court that walks the castles
halls.
P1& Mamoru Eyotei Toshi (Hon-
ored Treaty City): Seven hundred
yeatrs ago, a groat war broke out
between the Phoenix and Lion,
The war raged many years, ending
- only when both sides sued for
peace. The City of the Hunvred
Tueavy is the fnal repository for the
peace treaty berween the Lion and Phoenix that ended the
bitter strugple. 1t was here thar the current meary berween the
Lion and the Phoenix was slgned.

P19 Toshl no Omoidoso (City of Remembrance): Matsun
Hiromi, an ancient heroine of the Tinn Clan, spent her last fill
day of life within this city. 1t i not known exactly what she
safd or did, for after she died the heimin would not divulge
her secrets. The enraged Lion daimye ordered fully thres:
fourths of the population to be executed for their insolence;
he at last relented when not even under the threat of desth
would the heimin cooperate. Some think that the heimin of
Toshi no Omeidoso efill remember Matsu Hitomi's secrets In
tact, the city has prospered; people move here hoping o be
privy to her last words and actions, but apparently only those




directly related to the villagets who survived ever know
the teurh,

P20 Zumild-mihari: This watchrower ‘guards' the Ctome
family’s Imperial lands, sharply defining the boundary
between the Isawa and the Otomo, The Isawa have never been
allics with the Oromo, and although the tower's purpose is
largely ceremonial, the laawa have vefused to romove it or tear
it down, They claim that it is a historical relic, and should be
maintained well because it is an integral part of Rokugani his-
twry; the tewls is e they enjoy warching the Otomo troop
movemnents and koowing when their smbassadors and diplo-
mars travel the land,

P21 Kyuden Agasha: Far more opulent than their previous
home with the Dragon Clan, Kyuden Agasha Is home o the
Agazha family. Here, they continue to study the strange alchem-
ical magie that has hieen their secret practice for centuries,

THE LANDS OF
THE SCORPION

Capital: Kyuden Bayushi .
Population: Approximately 1,690,000 (105,000 samurai)
Favored Religion: None

Tmpurts: Raw toaterials

Exports: [nformation

BAYUSHI PANEKI

DEFENDE=R OF THE =EM7IRE

Male human Scorpion Samf: CE B; Medium-size
humanotd (human); HD 8410+ 8 hp 55; Inir +8; Spd 30 ft.
AC 20 (touch 14, Hat-footed 16} At +12/+7 melee (141045, 42
katana); 50 Clads sledll — Bluff (family bonus), Ancestral
Diisho, Honor; 0; AL LE; SV Fort +7, Ref +6, Will +8; Str 15,
Dex 19; Con 12, Int 18, Wis 15, Cha 16, Heighe 5 fi. 11 in.

ahills urd Feats: Speak Language (Bokugand, High Rokugani,
Maga), Batele® +12, Bluff +15, Diplomacy +16, Gather
Information +8, Iaifutsu Focus+ +10, Innuendo +7/+8
{ransmir/receive), Intimidate +10, Knowledge (Law) +3,
Listen +7, Ride +2, Sense Morive 11, Spot 7; Bavushis
Technique®, Expertise, Improved Disarm, Improved Trip,
Pincers and Tuil®, Void Use®, Wav of the Scorpion™.

Prscesions: +7 hutana (ancestral daisho); +2 wakizashi {ancestral
inisha), +2 partral armor, honts of stealth (as honts of elvenkind),
Rinmonn of stealth (as dloak of elverkind),

Bayushi Faneli is the consummate Seorpion samurai. He is
swill, confident, ambitious, deadly, and urterly loyal to the
whimm of lais clan, He is ready 1o sacrifice his own honor at any
time, though he carries 3 deep understanding of the way of
the warrior in his hearr, Though not as experienced ay many
orher samural, he {5 an accomplished and renowned warrior,
and Bayushi Yojiro has come 1o value his counsel above all
others. Paneli is always calm and controlled. His clothing and
armor are always clean and well tended, even in the heat of
bartle. He is not a vain man; quite the apposite. Paneli merely
keeps his equipment in the best condition passible s that he
will be ready for any eventuality

Paneldi holde the rank of shireilran in the Emerald Legion,
prestigions post which he earned at the height of the War of
Spirits. At the time, Paneki was merely a scout, probing the
defenses of Hantei VI, As the forces of the spiric army

prepared a savage attack against Shire Iuchi (utilizing in their
ranles many commanders that had ance heen | Iniearn rhem-
selvas) Paneld clipped throngh the sentry posts and laced the
spirit suppliss with a powerful Shosure narcotic.

The next morning, three hundred spirits ate a tinal bowl of
rice and returned to Yomi.

Though seme questioned the honor of Panelki's tactice,
none could question the resules, With the arrival of the armies
of the O, Shiro Tuchi was saved, The spirit general Ide Gokun
survived the battle and swore that one day he would exact
VENECANCS UPon the: Scotpion. A Few weeks later, Gokun
vanished and was never scen again.

When asked whatever became of Gokun, Paneki merely
smiles,

BAYUSHI KAVKATSY, DIPLORMAT

Male human Scorpion Criié: CR 16; Medinm siee
humaneid (human}; 11D 16d6; hp e5; Init +0; Spd 30 fr; AC 10
ftouch 10, Bacfooted 100; At +6/+1 melee (1d4-2, tanto); SO
Class skill — Blull {family bomus), Wealth, Talent, Benter's
Blessing, Govsip The Heart Speabs, Courder Abilities (The
Berrer Part of Valon The Eyes Betmay the Hearl, Weakness is
My Strengrh, Whisper From the Soul, Your Life is Minu)
Honot: 1; AL LE; SV Forr +5, Ref +5, Will +15; S 7, Dex 11,
Com 14, Int 14 {25), Wis 17, Cha 20 {#e). Heighr 5 fr, & In.

Shelle and Frate: Spealk Language (Rokugani, High Rokugani,
Naga), Bluff+31, I;lerlpher Senpt +71, Diplomacy +38, Tizahle
Device +21, Forgery +21, Gather Information +35, Hide +12,
Intimidate +33, Knowledge (Etiquetre} +26, Knowledge {Law)
+21, Eriowledpe (Mobility and Rovaley) +21, Listen +22, Move
Silently +12; Parform +18, Ride <&, Sense Motive 429,
Spot +19; Cool Head (Ancestor)f, Ichi-Miru (+6 sense”, Iron
Will, Leedership (26), Political Maneuvering®, Skill Focus
(Gather Information, Sensc Motive), Versatile (Forgery, Dis-
able Device, Move Silently, Hide, KEnowledge (Lavw), Ride),
Yoid Use®,

Possessions: hagri of chavisma (+8), mask of intellect {+8), periapl
of prouf syt poison, ring of mird shielding.

Depending upon who you ask, Bayushi Kaukatsu is either the
most charming, amiable; ralented member of the Imperial
Court or o horrible ruthless monster willing to stoop to any
lewel to eradicate the foes of hie clan,

He is both.

Kaukatsu comes from & proud tradition of Scorpien peli-
tics. Lhis father was the legendary Bayushi Goshiu, whe kept
the court of the Hantei artendant on his whims even after the
destruction of the Scorpion Clan. Kaulkatsu learned from his
fatlier's example, and already has cxtended his influcnce into
the heart of every ruling Gunily in Rokupan, There is-nota
single major player in Imperal politics beneath Keukatsu's
artention. Every daimyo, every diplomat, has unknowingly
hosted at least one of his sples.

Kaukatsu is an expert extortionist. He gathers informarion
wherever he can, storing it away like precious gold, never
eyposing his leveraga nntil there iz need. When he does strike,
he typically Feigns fawming politeness, always making it sesm
as it his foes have some hope, someoption to escape, when m
faet they do not It is Kaukatsu's manipulatione that have
brought the Scorpion to such prominence in today's Imperial
court, and undone much of the intluence of the cnce-mighty
Cranc, He is supremely confident in his own abilities, and hic

_ only regret is the abscnce of true competition in the field of

politics. The only individuals outside his own clan whom he
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has the slighrest respect for are Hantei Mageru and Tde Tadaji,
recently noticed a young Crane, Thoji laticsn, who may some-
day be a worthy opponent. For now, all the rest are merely
players in Kaularsi's pame.

IMFORTALT SITES

51 Polenu: Throughour much of its history, the sleepy little
village of Fokan was a quiet farming town, barely aware of the
Seven Great Clans except when the Seotpion Clan collected
the light taxes that it hothered to levy Then, about three hun-
deed fears age, Pokau had 2 rudes awakening the Unicern
returned. The quietvillage has become a city, the swiftest and
most etficient meanc For travelers from the southern
provinces to reach Shiro Iuchi or the Unicorn palaces to the
north, While the passez through the mountains here are not as
wide or traversable as those formerly found at Beiden Pass, the
Pokau passcs arc suitable for small caravans or groups of
samurai afoot or on horseback:

52 Shire no Soshi (Castle of Organization): The castle of
the Soshi family overlooks the lands of the Lion. It is here that
the shugenjs fanily of the Scorpion would practice theirdark
rituals of deception, Those who do nor know the secrer path 1o
the castle can wander the treacherous, vwisting mountain
passes for days witheut finding Shire no Soshi.

53 Ryoko Owari Toshi (Journey'’s End City): If vou are
laoking for gambling dens, geisha honges, apium parlors or
any ather licir acrivity, Ryoko Owati is the place to go Of
conrse, all of this activity occurs behind the city’s “legirimars"
face, and great deal of legal tride goes on here ag well. But
behind the closed doors and open faces lurk indulpences of all
vatieties, Although the Unicorn members of the cityk ruling
council took over adminismative functions after the Scorpion
Clan Coup, the daily life of the city burely changed; the new
twerlords were unsuceessful in their sttenpts to crack down
on the corruption in the city, The Scorpion have since
regained control of the city, but the Unicorn Clan contests
their claim.

54 Kakusu Keikai Torid-e (Hidden Watch Keep): High
in the muwmaing, the Hidden Wacch Keep overlooks Beiden
Pass, The Scorpion always manned the high rower wich
shugenia, who would send signals back to thelr clan inform-
ing the Bayushi family of all rraffic through the Pass.
Although at present the keep is manned by Imperial guards in
the service of the Emperor, a keen nhserver might norice that
the faces of these 'Imperial Cuards are the same as those of the
Scorpion guards of a few yeare earlier

85 Shiro no Shosure (Castle of Pretending); The
Shosuro family of the Scorpion Clan were famous tor their
herbalier gkills and alchomical experiments. Far beneath the
enterrainment halls, the Shosuro distilled braws both fair and
foul. When the Emerald Legions appeared at Shiro no
Shosura shortly after the Scorpion Clan Coup to demand irs
surrender, the gates stood open and only the castle's servants
dwelled within, Many of the Shosuro had committed sep-
pul; the others had simply vanished. The Impetial Guards
left @ token gartison, whicl the ®vanishied" Shosuw hassed
constantly antil the Scerpion were reinstaced.

86 Nihai Tower: This greac warchtower stands on the only
road to Yogo Shiro, and guards a treacherous bit of swamp and
cliff walls. From this vantage point, high on the edge of the
Spine of the World mountaing, a guard can see warch-fives in
hinth the Yogo nohle palace and in nearky Shito ho Shostir
Messages were often been passed from the two families using

such methods — though the code was altered frequently; and
was never krimwn ta have bean hroken. At present the watch:
fires are banked, as there iz no need to signal between theza !
o strongholds.

87 Yogo Shire (Castle of Learning): What was once the
home of the grearest Scorpion shugenja echool is izolared
trom the rest of the Empire in the foothille of the Spine of the
World Mountains, Before the Clan War, its head teacher, Yo
Junzo, secretly guarded the first of the Twelve Black Scrolls,
Sinee Junzos Fall to the Shadowlands during the Clan War and
the destruction of the Black Serolls, the Yogo have been hard/
pressed to find allies anywhere within the Empice.

58 Beiden: The small ciev south of Beiden Pass lias pethaps
sEEn e vl war than any uther single site in Rokogan,
Previously, when the Scorpion and the Lion would fghe, the
city of Beiden saw the barle, heard the stores, and healed the
wounded. When the Lion or Crab foughr the Crane, refugees
came hete in search of new homes and lands farther north or
south. When the Tnicarn returned fo Rolosgan, they matchied
thtough Beiden on their way to Otosan Uchi — asdid the
beasts of the Shadowlands, when they gained strength
enaugh to snter the Empire. The tesult has been an extremely
fortitied city, few plains for tarming, and an attitude of
strenpth and perseverance,

89 Ginasutra; This small village ‘zuards the road’ cowird |
the Shrine ebGsane We, though it would be more appropriace
to say that it stands in order to lighten a traveler's burdenis ss
hic journeys toward the holy sire. Supplies can be purchased
hete, as well as incense, cookies and other gifts for the
Fortunes; and everything is reasonably priced.

510 Kyuden Bayushi (Scorpion Clan Palace); The
Bayushi family castle is located just south of Beiden Pass, long
the cross-roads of the Empire. It was once one of the three
most extravagant family palaces In the Empire, Ina leagne
with the Doli palace and the Mantiz Clan palace -All was lost
following the Scorpion Clan Coup, and the palace was razed
The labyrinth heneath the palace survived, and was a staging
point for the Scorpion until their reinstatement. Loday,
Kymden Baynshi has been restored to its full giandeur and is
once again one of the finest palaces in Rokugan, Traiters
Crove, south of the castle, still stande ag it ever has, Mot evon
thé Imperial Legione dared disturh it after the Coup.

811 Eapgoli: This fertile plains village stands in the center
of Buyushi lends, and Fmviclcs more food and resources than |
any other scttlement in the Scorpion lands, It is said that the
otly honest Scorpion heimin live in Kagoki, though chis
saying is often mocked by the Crab and Crane whe trade there,

512 Hotei Seido: The shilne to Hotel, the Fortune of
Contentwent, is small but luzuriows, All manner of acts e
pructiced by the monks who keep the remple, and thoss
samurai who have artistic ralenrt ofren choese o retire herein
order ro-spend rthelr retirement In peace and harmony, their
hands busy and their minds aceive. The Scorpion largely
ignore the shrine, preferring to rorn their attention
elsewhere; thiz may have been why the shrine was spared in
the purging of the Scorpion lands that occurred after the
Clan War,

£13 Shutai: Thiz rather uninteresting tarm village housse
ronin and is filled with bandite 1t iz well known that Shutaiis
one of the largest bandir gathering places in the Empire, but
its location and distance from the Impetisl Londs and the
wmlthy lends of Phoenix and Cranc clins !-n::cp the Magis
trates generally uninterested in the procecdings here,

814 Shimomura (Frost Village): This village has the




unusual l:.-ul.lr:m_':( to veceive e (st frosts of dhe vear below
Beiden Pass. [ts moderately high alticude {the Jand bere
plateaus high above sea level, despice the lack of nearby moun-
raing) keeps the weather cool all vear round, and is villagers
harvest lumber from the forested regions o the sourh and east
— though never in the Shinomen proper, Even heitnin know
hertar than that.

THE LANDS OF
e “Uru€oxn

Capital: Shiro Mota

Population: Appromimately 3,780,000 {210,000 samurat)
Favored Religion: Fortunes

Imports: Finished pouds

Exports: Exoric goods, horses

HORIWCH]I SHEM-ZHE, VIUCORN SCHOLAR
Male human Unicorn Shus: CR6; Medium-size humanaid
(humany; 1D 6dé + 12 hip 39; Init +2; S5pd 30 ft; AC 14 (touch
12, Mac-footed £2); At +4 melee (1d6, wakizashil 5Q Cldss
skill — Spellcraft (Family bonus), Sense Elements; Honor: 2;
AL LM; 8% Fort +4, Ref +4, Will +8; Sir 13 Dex 14, Cun 14 Int
15, Wis 17, Cha 14; Height 5 ft. 5 in.

shills and Feats: Speak Language (Rokugani, High Rokugani,
Kami, Mekhem, Maga) Concentration +11, Heal +12, Knowl-
edge (Burning Sands) +9, Knowledge (Elements) +8, Knowl
edge (hortnnes) +8, Knowledge (Tengoku) +7, Knowledge
(Yomi) 47, Knowledge { Yume-da) +7, Spellcraft +11; Garherer
of Winds (Ancestor)®, Meishodo®, Extend Spell, Empower
Spell.

pEpeiIs. Kwnown [8/7/6/4; base DC 15 + spell level; Elemerntal

Focus — Warter, Iuchi School); Spells EKnown: 0—rommiine
twaler only), create waker cuve minor wounds, detect magic, know
divection, mage ha nd, PL_cn'_fy food and drink; read magic; 1t oxpe-
ditions retreat, bless, obseuring mist, castle of water®, cure light
wonnds senctuary; 2Znd—protechion from arrows, wisdoi aid elar-
ity?, levitute; 3rd—create food end water, wenderful origami
Jurushike®.

Bussessioms; + 1 dustarn, meishodo; erpowered vere light wounds,
extended bless, extended castle of waley all 0level shugenja spells
except those he already knows

Though Horiuchi Shem-Zhe is etill a young shugenja, already
he has begun to gain renown among the Unicorn. He iga
brilliant scholar as well as a pewerful shugenja and master of
meishedo, Shem-Zhe defers all praise to his teacher Though
Heriuchi Shoan herself has long since retired to the monas
teries of Eyuden Seppun, Shem-Zhe is fervently loyal to his
teachier and carcles on ler name, the title granted her for her
heroism in saviog the life of the Unicorn Chﬂlllpinu.
After the Barele of Oblivion’s Gate, Shoan adopred many
orphaned children of the Unicorn who did not return from
the Shadowlands, Shem-Zhe was one of these, a5 were his
seven brothers. All took the Horluchi name to honot their
teacher.

Though Shem-Zhe is a modest and unassuming man, he is
eager to prove himeelf, Ha knows that he, hiz wife, hig broth-
ers, and his apprentices will need to leave their matk on the
wortld it the Horiuchi name is to survive, To that end, he has
offered his services of his small family to Ehan Moto Cha-

gatai, serving his lord in whatever means he may reduire,
Of late, thiey Liave been occupied in researching the ruined
city in the great Seikitsu Crater

Since Shem-Zhe his begun exploring the crater, his dremns
have been filled with nighemares of the city of Volturnum,
where his parents died so long ago. The dreams show wisted
spivits, walking horrors riddled with rthe Tainr, souls lost
forewnt to Jignk

Among them he sees the faces of lus parents. They call o
him, heclon to him, tell him of the great power he will find in
the Shadowlands, if he joins them.

For now, Shem-Zhe ignores the voices, throwing himself
insto his worl with a lury. Each night, however, they go louder,
and he fears if he cannot make them cease, he may go mad.

MOTO CHAGATAL, UMUICORM RHAN

Male human Unicorn Berg /Firé: CR 17; Medinm-gize
humaneid (human), HD 42410 + 48; hp 144: Inic+2; Spd 40 f1
AC 19 (touch 12, Hat-Footed 17 Att +10/+14 /49 melee

(2dé+10, +7 heen greatoword), when in rage 421/416/+1 melea |

(2de+13, +2 keen greatsword); S0 Class ekill — Knowledge
(thadowlands  Family bonus), Rage 3/day, Uncanny Dodge
{Dex bonus to AC, can't be flanked); Honor: 1; AL ME; £V Fort
+14, el +5, Will +5: Str- 17 (19), Dex 14, Con 18; Int 15, Wis 14,
Cha 14 1leight 5 ft. Bin.

Skills and Feats; Speak Language {Rokugani, Iligh Rekugani,
Welhew, Naga); Battle® +17, Climb +16, Handle Animal 13,
Intimidate +17; Iniuil Direction +10, Julnp +16, Knowledge
(Shadowlands) +8, Listen +12, Ride +17, Wilderness Loze #15;
Exoric Weapon Proficiency (greasword), Power Actack, Ride-
By Attack, Spirired Charge, Trample, Void Use®, Way of the
Unicorn®, Weapon Focus (greatsword), Weapon Spectaliza-
Hom (grearsiwoed).

Possessions: +7 heen greatauard, +2 lamellar avimny obi of giant
srength 4

Chagatai is to all outward appearances the stevectypical Moro,
He seems churlish, crode, and sinple, 11e wields a gaijin sword
rather than & respectable katana, He bathes tarely and is fond of
criade humor, He claims he has never been beyond the Unicom
provinces, and hasn't heard of anything ourside of their lands
thar interests him. Many believe thar Moro Gaheris' heir will
amount to nothing, and lead the clan nowhere.

This is untrue. Much of Chagatai’s behavior is a facade, 1o
nnsettle outgiders. Though he is indeed crude and rough, he
possestes a keen intellect, an expansive knowlsdpe of tactics,
and boundless ambition. He has indeed never left Linicarn
lands, but he has ridden across their great territories outside of
Bokugan many times, and has embazked upon many daring
raids againet unwary gatjin caravans: He is one of the tinest,
maost cxperienced warriors in Rokugan, and does an excellent
joby of concealing his repuration from the Empire,

Whin the time comes, they will know

When the his grandfather dies, and rulership of the clan
falls tor him, Chagatai will ride out across the Empire with the
three armies of the Moto at his command, crushing all who
oppose him, e will wach (he Empire the power of the Uni-
corn. Chagarai does not know who will rule the Empire when
the sruggle berween the Winds has concluded, but he knows
one thing for sure, There will be a Unicorn Khan beside the
Steel Throne.

Or upanar.
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IMPORTANT SITES

111 Exile's Road: Thiz shrine guards the entrance to the
natural mountain pass that leads tothe lands far north of
Holugan's northern mountain range. [t iscalled "Sorrow's
Fath" by the Unicorn who returnied From the barbadan lands,
and "Exile’s Road" by those whe stayed in the Empire, Occa-
gionally, 4 camuraie burden of dichonor will be so grest rhat
the Emperor sentences him to permanent banishment
through Exile's Road.

U2 Kibukito {Far North Village): This city on the cdge of
Exile’s Noad houses a shrine for the souls of those who have
been banished, and an active monastery dedicated to the
study of Shinseis Tac.

Us Exile's Road Watchiower: This wawcliower exisis fon

the purpose of maintaining pad veer Bxiles Read, so Ll‘.ul J

no person sent into the pass can easily return,

Us Egami Mura;
Owwnied by the Shinjo, this
village specializes in
hreeding rongh ponies and
horses for the family to ride,
Very rarely are visitors allowed
to see the barns or training
areas, 4 nione but members of
the Unicorn Clan may ride
these horses,

Us & Ué Bikami and Alcami:
Twin villages in the Unicorn lands,
these small farming communities
work the fields that give the Unicorn
their massive production, feeding their
atinies, horses, aud nobles each vean
from the harvest of only two locations.
These fields are nor rich, bur are
wide, and contain a grear number
of heimin, The population den-
sity in these twa villages is
immense: 1F any Unicdrn
daimya  wished to press
ashigaru soldiers into service,
this is certainly where he
would come to do so.

U7 Shire Shinjo (Far Trav-
eler Castle): It is heve the
Shinjo family of the Unicotn
Clan make their home. The Shinjo
palace is not large, but is designed
5trang:]}r. with ]'tigh towers and bul-
beis caps on the buildings. Unicorn architecture draws heav-
ily ou elemenes whicl e clan encouiered during their tay-
els outside the Empire, and nowhere is chis unusoal seyle
more evident than in the foreress of the Shinjo. Once the
center of the Unicorn Clan, Shiro Shinje now sees lrle in the
way of visirors, as the Shinjo were greatly dishonored by the
actions of Shinjo Yolatsu a generation ago

U Yashigi: This small village offers supplies and a place to
rést along the journey through the Linicorn Lands toward
Shinjo Palace. Beyond that, it iz simple, clean, and suffers from
Frequent earthquakes.

U9 Bugaisha (Outsider Keep): This is where the Unicorn
gend their dishonored samural in order to remove them from
the courts and activities of the Empire at large. It iz considered
# grent dishonor to be sent here; a spmured thus exiled from his
clan may as well shave his head and retire, There is ne exit

Ronin Shugenia

From Bugaizha, Until the destruction of the Dark Moto, this
keep also served as the primary dojo for the Moto bushi.
school, The school has since relocated re Shire Moto (U127),

10 Oshindoka Toshi: This ciey was fownded bya Unicom
who luved « Crane. It was his hope that i he could build a dig?
for her, she would see his worth and come to join him in mae
riage. While he was building the city, however, the Lign|
artacked the Ealir lands, sacking her village and destroving
her family He spent seventeen vears hunting down her mur-
derers, leaving iz city in roins until he rernrned. The murders
ers were hiried where they fell, huran image of the Kalkita!
maiden graces the high arched gates of the city's-main wall

Uid Shiro Ttaku Shojo {Battle Maiden Castle): The
home of the Utalm family has an ideal location, affording free:
detn of movement for delending troops while at the g1me
time inhibiting the movement of advancing armies, It

has nene of the splendor ot grandeut of, for instance,
the Crane castles; buticis cxrrcmcl}' wll fortis
fied. Onee known as the Owaku, the
Utaku family changed its name
afict the Kami Shinjo returned in
the vear 1132 and pocged the Unl
corn Clan ol its Kulat influence,
Ashamed by their failure, the Oky
changed rtheir name 10 Utaku
reflecr their renewed dedicarion to
Lady Shinjo and their oath to never fail
bt again.

U12 Kurayami-ha Mura [Dark
Edge Village): This village ic craall
but containg the greatest tournament

tields iny the Empire, Itiscons -
sidered a great honor for |
two samurai to duelon
these ficlds;  the
Unicorn keep them
tended with help from the
Tragon Clan, The Emperor is said to have
held the first duel for the Emerald Chame
piotship on ese fields. Although dal
tournament has since moved to Otosan |

Uchi proper, these fields are still vsed
on many formal Impertal occasions,

113 shiroi Kishi Mura (White
Shore Village): Just tn the westof
White Share Lake 153 small
village that chares rhe lakes

name.
14 Mura nisa Kawa

MNemui (Village by the
Sleaping River): The emall village that rests on the shores of
the Sleeping River has a small traveler’ inn for those walking
or tiding to the citics of the Unicorn families,

U135 Otaku Seido: This shrine, dedicared to the Hest
Oraku, is 8 necessary pilgrimage for any young Unicorn
maiden on the edge of becoming & Bartle Maiden, Young gids |
of the Utakeu house ate not allowed to accept their gempulkia
sasme watil they bave spent vae night i this shrine, come
muning with the ancestors and secking their guidance, This
shrine mainrains the Oraku name racher than dishonar the
flrst Unicorn Thunder by changing her name.

1 & Daikoku Seido: This shrine, dedicated to the Fortune
of Wealth, is opulent and covered in rich gold and jewels The
Unicorn insist on decorating it to their tastes — which tends




to keep commen pilgrims away — bt it is nevertheless con-
sldered 1o be one of the most sacred places in Rokugan,

17 Toshl no aida ni Kawa {City berween the Rivers):
This castle guards the two tivers that flow from the Unicom
Aands, Only once has an invasion force tried o move against
the Uniearn by moving op-river Tt was such a dismal filure
that it has never bean attempted ajpun,

718 Mizu Mura (Laketown): Shiroi Kishi Mizi-nmi
(Location Q) is called "White Shore Lake” because of the
white sands on its shores, and the village near its southern
border is simply called Mizu Murs tor its dedigation to the
lalee, The heimin of this inland Fehing village make their
living from the lake's waters.

UL? Toshi sano Kanemochi Kaeru (City of the Rich
Frog): It is said that a eraveling merchant was passing by when
he encountered another merchant carching flies. The fivat
merchant asked, “Why are you bothering to catch flies?” The
second merchaint replied, *These Qes ave far more valuable
than any gold could ever be The lest merclun liophed at
such a thoughr, and before he knew it, the second merchant
had changed him into a frog, The second merchant asked him,
“How valuable is your gold now?" Once the:first merchane
chanped hack into human form, blessed with his newfound
wisdom he gave all of his gold to the second merchant, shaved
his head and berame @ monk, The second merchant, who wasg
afrog all aleng, founded a small village on the site of the
‘encounter, and it soon became a tich and prosperous city
Although very close to Unicorn lands, the City of the Rich
Frog is technically outside the clank borders and therefors the
population there is not included in the Unicorn Clans ctarie-
ties above.

U20 Duzaki Toshi: This small ciey on the for side of the
Unicorn lands houses the private estates of the Utaku and
Shinjo daimyos. Often used for treaties and solitary training,
the guaids who serve these lords call these lands home.

U21 Shire Ide {Great Day Castle); An excellent school
bura poor forrress, the Ide palace is regarded [oe its unootlo-
dox magical teachings. The Ide family specializes in spatial
magic, although the majorlty of the fimily serve as courtiers
rather than shugenja.

1122 Shire Tuchi (Gatherer of Winds Castle): Called the
“Gatherer of Winds" castle because of the violent guses that
eut across the plaing and mountaing Shiro luchi is the home
of the Tuchi family. Protected by a mountain pass, any atmy
that wishes to attack Unicorn lands from the south muest first
pass the well-protected Shire Tuchi,

U222 Hizato-Kesu: Built into the toothills, HisamKesu iza
sprawling village that spans many miles in every direction.
Although the land is not as fertile as others in the Unicorn
lands, the village is sited over great underground springs and
vents: The village owes a great deal of its value to the steam
beds that artract many visitors every season.

U235 Okuyaki: Built along a less-traveled road and sur-
rounded by dee Gelds in every digection, the central village of
Cleuyalki is more 2 collection of random buildings than a
planned settlement. There are eight buildings scattered across
3 half-mile area, visired from time 1o time by merchants who
come through with carts or wares on their backs and trade
with the lncale. Mot vizited aften, the farmers thar travel from
the outlying farms are easily raken hy slick-talking salesmen.
From time to rime, the Unicorn station a samurs here to
watch over the disjointed populace, Samurai view it 45 a piin-
ichment to be assigned such a task.

U2+ Watchtower: Tacing out over the River of the Unes-
pected Hero, sumural stationed in this watchtower can see for
miles v clear days, Fraring onslauglis from the Shadow-
lands, many more Unicorn samural are stativued hewe tanat
other such fortificarions. Heavily armed and armored, they
drill and rrain constaney, For owo miles in every direction
from the watchtower, the ground 15 scarred and mampled by
the excessive corrbat maneuvers of the Unicorn regiment st
tioned here, fondly nicknamed “The Unexpected Legion.”

U25 Turo-Kaojiri: just a few days nde fram Shiro tde, the
village of Ture-Kojiri iz important o the well-hemng of the 1de
tamily. It extracts ore from the mountaine it nestles againse,
and the Fertile valley just below the village provides the Uni-
corn-with over 2,000 koka of rice 2 vesr Although once con-
tested by a greedy Tuchi daimyo over 100 vears ago, as his own
personal lands, the Ide have had Litde trouble in managing
this fertile and resource-rich landmarle Recently, many ronin
with atouch of prosperity have made theirway to Turo Hojird,
enjoving the remote and quiet surroundings,

Uz6 Shinomen Tower: This watchtower overlooks the
lands of the Naga and the city of Iyotisha. This was one of the
first locarions to treat the Magas awakening secously, and it
mainraing warch over the cities of the Naga — as much as is
possible through the thick cover of the Empire’s largest forest,
The Unicorn stand ready to defend their sleeping allies from
any threat that presents itself

U127 shiro Moto (Moto Castle): Shortly after his arrival in
Fokugan, the Khan of the Mata family, Moro Gaheris, found
himself named the Unicorn Clan Champion by the Lady
Shinjo herself, Disgusted with the corruprion of the Shinjo
tamily, Caheris coramissioned the construction of a new
castle for his family. Shite Moto ic 2 formidable structure, but
one that allows many comforts for thoee who live there and
their visitors.

U286 Shinden Horiuchi {Horiuchi Temple): This small
temple is home to those few samurai who have sworn eaths of
fealer to Horiuchi Shoan, a shugenja of considerable povir
granted her own family name after saving the lives of Shinjo
Yohatsu's childeen oy decades ago, While Shoan herselfhas
retired 1o 2 monastery, thuse who have waken ber name con-
tinue ro serve the Unicorn Clan,

U2y Seikirsu Pass and the Great Crater: Mot long after
the destruction of Beiden Pass, the Lord Sun Yakamo sent a
mighty ball of fire from the heavens to destroy the rubble
hloeling Seikarsu Pass, 2 pass closed by Akodo Cne-Eye in the
earliest days of the Empire. The Limearn have laid claim to the
pass, a5 it lies very close to their Jands. Harmers abound that
they have discovered something in the rubble of the moun-
taing, something cthey will fight to protect and srudy.

= LAND OF
TH= UIVALIGI=D
AND TH=

MINOR CLRl:{E

Capital: Otosan Uchi

Population: Approximarely 2,700,000 (150,000 samutai)
Favored Religion: Auy

Imports: Yarous

Exporrs: Various
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HANTE] MASERVU, “"TH=E AMWVIL

Male human Tmperial Sam1/Creto/Msts: CR"20;
Medinm-size humanoid (human} HD 4d10+ 2 plus 19dé +
38 hp 146; Init +1; Spd 30 Fe; AC 25 {touch 15, Har-foored 207,
Ate +14 /40 melee (1d1044, +3 keen edge katana), SO Clase elill
— Battle (family bonus), Ancestral Daiche, Wealth, Benten'’s
Blageing, Coseip, Courtier Abilities (The Eyes See the Heart,
Your Life is Mine, Whisper From the Heart), Leadership
Bonus 18, lmprcwcd Cohort, Favors <5, Follower Upgradc;
Hgonor: 25 AL LE; 5V Fort +13, Ref +16, Will #24; Str 12, Dex
10, Con 12, Int 18, Wis 17, Cha 22 (28). Height 5 ft. 7 ln.

Sleills and Feats: Speak Language (Rokugani, High Rokugani,
Haga, Nezumi, Yobanjin), Appraise +8, Baule™ +8, Blufl +40,
Decipher Seript +20, Diplomacy +56, Forgery +16, Games
(Gu"* +31, Gather Informarion +40, Taijursu Focust £20,
Innuendo +8/+24 (receive/rransmit). Read Lips +10,
Intimlidare +42, Enowledge (Otosan Uchi) +11, Knowledge
(Eriquette) +2¥, Knowledge (History) +9, Knowledge (Law)
+12, Knowledge (Mahility and Royalty) +18, Listen 419, Move
Silently +17, Search 413, Sense Motive 234, Spot +20; Iehi-
Miru®, Iron Will, Kitsukis Method®, Leadership (38),
Perceived Honor®, Political Maneuvering®, Skill Focus (Senga
Maotive, Diplomacy), Versarile® (x2, Move Silently, Tnijutsu
Focusf, Knowledge (Law), Knowledge(History)), Void Use®,

Possessions: Maseru’s fan (unique ifem';ffsmciions as a tessen of
agilityT 15/ 14 Reflex saves, and o circlet of persuasion with double
the normal bonus), kimono of charisma +6, +3 keen edpe katana, ring
of pratection +5, haori of resistance +5, bracers of armior +3; courtier's
obif, talisman of see invisibilibyf, talisman of dispel magict, lalisman
of protection frome arrowst.

Asper the treaty which ended the War of Spirits, Toturi wis to
allow Hantei XV to take one of his children as a student,
2 child of Toturl who would take the Hantei name. Though
Toturi did not wich te abanden one of his own children to
a tyrant, the Iron Chrysanthemum was ademane. Toruri
chose his youngest child, Naseru, hoping that the Iron
Chrysanthemum’s twisted influcnce could be lessened by
distancing Mascru from the throne,

fis a resule of his upbringing, Ilantei Naseru is a cold, hard,
ruthless, Machiavellian individual. His time spent with the
Tron Chrysanthemum was nol wasted. He is a clever, efficient
bureaucral who makes allies casily and discards those not
worthy of his time, Though his influence Is primarily
appatent among the Scorpion and Crane, he has friends in the
court of every clan champion. His network of spies and infor.
manes is second only to that of the Scorpion Clan. He misses
nothing, and has contingencies for every sventiality

Though many despise and fear Nasern, his cold-hearted
tacties are not without purpose. Naseru dearly [oves the Empire,
and wishes to see it Aourish. He belisves that only an Bmperor
with skill and intellect can rule it properly, and he believes that
he iz that man. Maseru’s clsim on the throne may be wealier than
hig giblings!, but many respect the competent coutticer and fecl
that Rolugan would be best served by his ascension.

Maseru's ruthless tactics have carned his share of enemies,
He claims that a hundred assassing have sttempred 1o kill kim,
bur none have succeeded. In fact, the only scar Naseru has tw
shaw for his bricf but colored career is the loss o his right eve,
a wound, it is rumoced, Nasers sullered while killing Haneei
HVL

The circumstances surrounding the Tron Chrysanthemum's
death are vague, and Maseru refuses ro discuss his former
TRENTOL.

TOTU=Rl SEZARY, "THE WOLF"
Male human Imperial (Phoenisx) Shu2o: CR 20; Medium:
size humanoid (humanl, HD 20ds + 407 hp 160; Init 12 Spd 30
ft; AL 25 (touch 15, Har-footed 23} Art 114/ 19 melee (1d4 14, 13,
Feueted erystal dagger); S0 Class skill — Bagtle (Family bonus), Sense
Elements; Honor: 1; AL CMs SV Fort +11, Tef +11, Will +18; 5
13, Dex 14, Con 15, Ine 19925), Wis 16, Cha 14 Tleight 5 & 5in

Skills and Feats: Speak Language (Rokugani, High Rokugani,
Kami, Oni, Maga, Nezumi), Alchemy +13, Baole® <10, Con
centration +17, Biplemeacy +9, Hexl +12, Knowledge (Arcana)
+23, Knowledge (Chikushudo) +11, Knowledge (Elements)
+21, Knowledge (Eriguerre} +12, Enowledge (Fortunes) 17y
Knowledge (Gakido) +11, Knowledge (Jigoku) +12, Knowl:
edge (Maho) +17, Knowledge (Meida) +11, Knowledp
(Mobility and Royalty) +12, Knowledge (Salkala) #1411,
Knowledge (Shintan] +15, Knowledge (Shadowlands) 447,
Knowledge (Spirit Realms) +12, Knowledge (Tengokuj +13,
Knowledge {loshigoko) +11, Knowladge (Yomi] 411, Knowk
edge (Yume-do) +12, Sense Motive 43, Spelleralt +30, Spotd)
Different School (Tamori}®, Blemantal Attunement®, Innite
Ability (fire wings, cat’s grace, haste, flame strike, greater diﬁpﬂ!iin |
fireball}®, Tshiken-do® Ritusl Magic®, Supcerior Element Focnn
(Fire ™ Void Use®.

Spells Enown (6/14/14/8/7/7 /77 {7/¢; base DC 17 + spell
level; Elemental Focus — Five): 0—daze, dancing lights, dimﬂl
unidead, flare, light, summaon (fire only®, mending, commune® | e
hand, read magic; tst—burning honds, cuse fear, shocking gmap)
faerie fire: change self, proleclion from Tainth 2nd—moduce flame;
cat’s grace, flame blade, heat metal, drawing the void®, resist elements
drd—searing light, fire wingst, daylight, contemplate the void®,
haste; 4th—fireball, five shield, wall of fire, kharmic ftent®, hly
stitite; Sth—{lame strike, feeblemind, confusion, eserice of the uidf,
transmute ock to sud; Gth—fives of purityt, greater glyph nfuumf-
g, Yakamn’ angerf, greatey duspelling; Trh—five stowm, sunbeam,
cham Jrghinmg, winds af change™; 8th—delayed blast fiveball !
incendiavy cloud, power word blind, visage of the void®; Sth—malsir
swarm, elemental swarm (five only), summon natures ally IX {fin
anlyl, dwmf' the freture,

Poscecsions: Sezaru'’s mash (pntque them; funchons as o hm.:iban&uf
intellizence 6 and a ving of wizardiy Land I1) +3 Kun orystal dogeen
15 ashigart armor of arrow deflection, amulet of natiral armor +2,

" ing of protection +3, haott of resislance +3, kimone of storing,

The life of Totori Sezarn has been s unusual one, bur then
Sezaru ig an unusnal person. He was the anly child of Torur
anel Kaeda to inherit any of his mothet's magic, and he seams
to have inherited more than his share. Even sarly in child:
hood he demonstrated an impressive command of Fireand
Void. His gempulilu nearly became a tragedy when a groupaf
Bloodspeakers suddenly attacked, summoning in eni to sl
Toturis son, The young Sezaru destroyed the demon single:
handedly, and then sttended to the miaho-taulai az well.

Sciaru has been formally trained by the Isawa, Azasha and
Tamori families. e spent some time with the Kitsu, learning
much of the cosmeology of Bokugan, He is cursed with his
mother’s talent of prophecy, and hay [vequent glimpses of the
[twee, He tends w be blunt and iemperamenial, dealing with
threats through direcr and deadly applicatlon of magle. Ht
does not trust easily, and 15 known to rely only upon his
tant Asako Ryoma (Shui2) and his yojimbe Toturi Koshet
(Samin). Sezaru treats even these men more a5 servants thag
friends, and keeps everyone ata distance,

Despite the emotional distance Sezaru keeps with the
world, he genuinely loved his parents. He seems himsell &



the only member of his fimily equipped 1o avenge bis Lile
and solve the mystery of his mother'’s disappesrance. He nei-
ther desires nor expects the assistance of his siblings. Sezaru
does not desive the throne, but he would not deny the henor
if it was given him, Many (especially among the shugenja fam-
ilies) have snch great respect for Sexari's power and wisdom
thar they support him as successor

Toturi Sezatu ie pethaps one of the most powerful men in
all of Rokugan, but he walks forever alone,

ARODO KANERA, “"THE BASTARD"

Male human Lion Sami12/Firs: CR 20; Medium-size
humanadd (haman), HDand 4o+ a0 hp 260; Inie +7; Spd 30 fi;
AC 27 (touch 18, far-footed 240 Att +32/477/+22/+17 melen
(1d10417, Kaneka’ hatana), SO Clags ckill — Barele (family
bonus), Ancestral Daisho; Honor 3 AT TN; SV Fort +18, Bef
11, Wl +1%; St 20 (26), Dex 17 (23), Con 17, Int'14, Wis 13,
Cha 11 Height 5 . 9 in,

hills and Feats: Epeak Language {Rokugani, High Rokugani,
Yobanjin), Battle™ 122, Climb 20, Diplomacy 15 Handle
Animal +5, laijutsu Pocus+ +23, Intimidate 423, Jump +22,
Knowledge (Mobility and Royalty) +6, Ride +21, Scnsc
Motive +23; Akodo's Technique®, Cleave, Death Trance®,
Dudge, Expertise, Linproved Critical (katana), Improved
Inmitiative, Improved Trip Muobility, Power Avaclk, Quick Draw,
Spring Arrack, Void Use®, Way of the Lion®, Weapun Fovus
{katana), Weapon Specialization (katana), Whirlwind Arrack.

Passessions: Katteha’s katana (unique irem — funcrions asa +3
keen edge featana of focus+ from ancestral daishe sbility, as well
aga helt of grant serength +4 and gloves of dexterity +& when
wielded or carmed), bren edgn wakizachs +3 (ancestral datchn abil-
ily), +5 dastana of heavy fortification, haovt of resistance +2, nng of
pratection +3, armulet of natuval drmer +2; ey rarely wears a suit
of masterwotk lamellar armor,

Akvdo Kaneka 5 the wldest son of Totul and the geisha
Harsuko, born shontly after the Svorpion Clan Coup, Though
most of Rokugan believed Hatsuko to have been slain by the
Scorpion; she was in facr saved by the Dragon of Warer for
teasons known only to Tengoku,

ianela lived much of hiz life a5 2 ronin. Though he was
aware of hiz heritage, he never sought his farhets acceptance
He proferved to make his own way, to become his awn man.
Even when Toturi discovered the existence of his son, Kaneks
made no demands of his Father As an unfortunate resulr,
Kanelea's stubborn act muddied the waters of succession. It is
snid that when Toturi died he twaz on his way to maet with
Kaneka, to formally recopnize him as his heir, Now, the
Emipire may never know,
 Kancka took the Akodo name shortly after Toturi was
informed of his existence. 11e spent several years under the
tutelage of Akodo Ginaws, and ina way considers the grivzled
ulsl smmurat a surogate Gither

Kaneka is an honorable min, bul an uncertaio one, He does
not wish to disappear into his father's shadow, but he does
intend to do what is right for Rokugan. At the moment, he
feels that it is best he secure his father's throne. He does nor
foel 1t would be vight to allow Maseru or Sezaru to control the
Hmpite, as hoth have motivations cortupted by their own dis-
torted views. He does not helisve his sister Teudan iz rapahle
engugh to rin the Empire.

Kanelks is not certain what sort of Empetot he would
become, but heie prepared to find out.

TOTURI TSUDARQ, "THE SWORD"

Femnale human Imperial (Lion) Sam20: CH 20, Medinm-
gize. humanoid (human); HD 20410 + 40; hp 240;
Init +7; Spd 30 ft; AC 25 (touch 14, flat-Footed 22}
Att 4+32/427 /422417 melee (1d10+14 +1dé lire + 2da lawhul
[sgainst chaotic] 1 2dé honorable [against dishonorable]; +5
harrarable J.eu,'fulfﬂaml'ﬂg burst katara);, S0 Class sldll — Baetle
(family bonus), Anccatral Daishe; Honor: 45 AL LG; 8V Fort
+16, Ref +11, Will #16; Str 18 (22), Dex 16, Con 15, Inr 12, Wis
14, Cha 16 {18} Height 5 fi. 6 in.

Skills anl Feats: Speak Language (Rokugani, High Roku-
pani’; Batele® +28, Climb +18, Diplowacy +21, laijutsu
Focus+ +28, Intimidate #19, Jump +19, Knowledge

(Etiquerte) 7, Knowledge (Law) #17, Knowledge (Nobility i

and Rovaley' 47, Ride 413, Sense Motive +20, Spor +9; Akodo's
Technique®, Cleave, Daisho Specialization (katana)*, Death

Tranee®, Final Lesson®, Tmproved Initative, Leadership (29,

Matsu's Boar®, Peweer Attack, Chnek Uraw, Srrengeh of Poriry
{2 Way of the Lion (x27*, Weapon Focus (latana)

Possessions: Awalel of fhe Sun (unique item — functions as a {1

stone of good luck with double the normal banus, @ ving of major
fire vesistance, and haz all powers of a breastplate of command
except the AC bonus), saya of keen edges; +5 honerable lauful

Parming burst katasia {asncestral daisho ability)f, o5 heen honorable §0)

throwtng wakizashi (ancestral datsha ability)f, 18 partial atmor of
presence and spell vesistance (15T, ting of protection +3, haori of vesis
tance 3, obiof giant strensth +4,

Teudan is the seeond eldest of Taturl and Kaede's children, and
many consider her the maost worthy of respact, She rrained
among the Iion from an early age, and defeated the greatest
geneei of the Lion before her gempukku. Her skill with a
sword seemed matched only by her dedication to justice. She
enligted in the Imperial Legions ag goon oz she could teasibly
da 5o, and was quickly promoted to commander of the 1st
Legion, Those who belicved her bloodline alone earned her
ranl were quickly proven wrong, as Tsudao proved herself the
most capable leader the Legion has seen in recent memory,
She inspires enormous courage and loyalty in those that
[ollow het, and hee golden army has become a beacen for all
soldiers who fght in the mune ul Riokugai

Her followers have named her “The Lady of the Sun, and
the name has stuck: The Moshi family believe chat she is, in
fact; the reincarnation of Lady Amarerasu, and thar her ascen-
sian to the throne will bring about a golden age for Rokugan.

Privately, Tandan helieves she does not deserve the throne;
her place iz af the head of the Legions, nat rrappied in the
Emperor' court. Tsudao is uncomfortable in social situations
and not accustomed to showing emotion (except, of course,
when inspiring her troops). She prefers armor and the batela-
field to zillk and subtlety any day

Tsudao loves Sezaru dearly, bur pities the madness his
power has bestowed upon him. She despises Maseru, and
priys to the Fortunca that his like will never suceeed to the
throne. She has a great deal of respect For Kancka, and though
she doubts he would make an efficient Emperor she is not yet
prepaied o publicly deny his birthright. In the meantime,
Tsudlaw throws hersell into her work, driving the Lepions
across Rokugan in a desperate attempt (o restore opder o the
rapidly fracturing Empire,
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TOKV, MONKEY CLAN CHAMFTION

Male human Monkey Com3/8am7: CR 10; Madium-size
humaniid (human); HI1Y 3d4 + & plus 7d10 + 20; hp  lnit +2;
Sped 30ft; AC 18 (touch 12, Aar-footed 18); Att +13/48 melee
(HdL0+5, +2 katana): SO Class skill — Knowledpe (Bushido)
{family bonus); Honer: 2; AL NG; 8V Fore +9, Bef 45, Will 211,
Str 14, Dex 15, Con 46, Int 13, Wit 16, Cha 16; Height 5 ft. 8 in,

Skille and Feate: Speak Language (Rokugani, High Rolu
gani}, Battle™ +9, Diplomacy 111, Enowledge (Bushido) +11,
Enowledge (Law) +7, Profession (farmer) +11, Handle
Animal +2, Ride +4, Sense Motive +12, Spot +9, Use Rope +5;
Combar Reflexes, Dodge, Tron Will, Mobility, Skill Focus
{Profession: Farmer), Spring Attack, Void Use®, Weapon Fouus
{katana).

Posiessions: +2 kalono (encesiml daishey, +2 wakizashi (ancestral
duishe), wrmor of the monkey clan {+2 portiel grmor thar also
funcrions as a cloak of vesistance +3), helm of persuasion,

The Champion of the Monkey is a humble, unassuming man,
His eagy emile and careworn face hardly stand out, Since his
reticement, he tends to wear drab robez rather

than his ancestral armor It would be easy to
walk right past him, never realizing
that he is one of the grear fegends of
the Einpire.

His life began simply, as a farmer
in a tiny village. When bandits
artacked, only a handful of ronin
stood againse them. A fallen
Tkoma taught him ta fight, ta
stand np for his honor and
never surrender to the wiclad:
When that ronin died,
the boy swore that he
wounld not forget what
he learned, thathe would
become something greater than
the world had made him, With only
a bandit's sword, a dead samurais
]:‘101‘31.', nnd a “‘tath I:'Il:'l:l f_l:p'!r Of
Akodo's Lesdership, young Toku
("Wirtue") set out w fiod bis destiny,

He fvund it in the Aedgling armies
of Toturi the Elack. Toku's boundless
enerey bolstered the hopes of others
when things looked bleakest. Bven
Toturi was inspired, and Toko quickly
ascended theough rhe ranks of the mgtag
army. Whan Fiy Leng was defeared and
‘Loturi ascended the theone, he offered Tolku g
position in the Imperial Cuard. Tolu declined, contessing thae
he was no sammurai, He thanked Toturi for the chance 1o be a
hero, and respectfully begged for one lust honorable actas a
samurai — seppuliu,

Toturi refused. "Vou may have been born a peasant” Totud
rephicd, *but you are a finer samurai than any other, Rise, Tolu,
Captain of the Imperial Guard, Daimyo of the Monkey Clan”

These days, the legendary Toku only sees himsell as a tiged
old mian. He wies o do e best Lie cai in ginlaining his clan
atul in saising lis daughier, Miyako. s the Empire begins w0
turn upon itsell, however, Toeku's blood has begun 1o stir,
He has seen this before. He knows thar soon the Empire will
soon need heroes, Toku does not consider himself 2 hern — he
never has —bue he knows he cannot ignore the eall of destiny.

o Savvarai

USAGI OZAKI, HARE CLAN CHAMYION
Male hutnan Hare Sami12/Rog3: CR 15, Medium-size.
humancid (human}; HD 12d10+36 plus 3de+9; hp 150; Inie (4
Spd 30 fr,; AC 24 {touch 14, flat-footed 17); At 1 19/114/10
meles (1d10+6, Kennd); £Q Closs skill — Knowledge (Maha)
{family bonus); Henor: 3; AL MG;-SV Forr +12, Ref +11,
Will 112; 8tr 15, Dex 18, Con 16, Int 15, Wis 16, Cha 13
Height 5 fr. 6 in.

Skills and Feats: Speak Language (Rokugani, High
Rokugani, Naga), Climb +19, Hide 27, Taijursu Focus+ #6,
Innuendo +11/+9 (receive/transmic), Intimidate 19|
Jump +32, Knowledge (Kolat) +16, Knowledge (Maho) +7,
Move Silently +12, Ride +14; Sense Motive +21, Tumble +15;
Daredevil {Ancestor)®, Dodge, Expertise, Impraved Disarm,
Improved Trip, Mobility, Run, Spring Attack, Vaid Use® Way,
of the Hare™, Whirlwind Artack.

Possessions: Kettrd (the Ancesttal Sword of the Hare counts asa,
+3 keen edge katona 'due to Ozakis ancestral daisho ghility it

also has the effects of bools of strding and springing when car-

riad and gloves of arvow sharving when deawn — the wieldsr

does not need to have his hands free to deflect incoming mis.

silesh +4 wakizashi (ancesival daishe), kimono of
F:llcndiﬂg, +3 partial armor,

Ozaki is the greatest daimyo the

Hare Clan has ever known. Thatgh he g
naw in late middle age, he is grill fir and
healthy His chizeled features and seeiliing cilver
hair make him seem much younger than he is, and he

still moves as nimbly a5 any Usagi vouth, Oaalki's lifs
has forged him into a man who

does not lenow how to surren
der — not even to old age
When the nefarious

Kolat conspired to defame and
destroy the Tare over two decades
azo, only Ozald escaped with ehe cluesto
what lad teoly vecumed, Though his
yuest fur touth cost him his home,

@ his father, his good name, and his
|eft eve, Ozaki struggled on. With
the assistance of a band off

adventuring samurai, he

exposed the Kalars sin-

ister plot, rescued s

gigter Tomoe, and

wion baclt the honor of
hig elan, With the helpof®
an industrious young ronin
named Ujing, Owaki rebuily
the ancestral home of the Hare.

Ozaki i3 2 quict, thoughtful man who does not trust eastly
He knows every Hare by hame and face, and is very careful
abour whom he allows access to Usagi Castle, Ozaki kuows
that his clan has very denperous enemies, nut the least ol
which are the Kolatand the Bloodspeakers. He does not hide
fuomn thewn; miher, he secks them our. When the time comes
fur action, Geaki is @ swift and deadly fighrer, chargingar
the forefront of the Usagl bushi, He has transformed the Hare
into an clan of trurh-seelers, dedicated to the destruction
of the Bloodspeakers, Kolat, and other villainons secret
Organizations.

Lnder his giudance, the Hare are ne longer the hunted.
they are hunrers who ferret out shadows and destroy them




SATOSHI, RONIM SHYUGENTA
Male human renin Sho?: CR 7; Medium-size humanoid
(human) HD 7dé + 14; hp 45; Inie +2; Spd 30 4t AC 15 (touch
13, flat-footed 14); Art +3 melee, +5 ranged (148, yari); 8O
Sense Elements; Honor: 2; AL CN; SV Fort +4, Ref 25, Will +7;
Str 11, Dex 14, Con 12; Int 16, Wis 13, Cha 17 (19} Height 5 ft.
7in,

Skills and Feats: Speak Language (Rokugani, High
Bokupani, Naga, Yobanjin), Alchemy +11, Concentration +9,
Diploauacy +13%, Gathel Information +14, Heal +8, Hide +13;
Knowledee (Elements) +7, Koowledpe (Shinao) +7, Move
silently +12, Search +11; Innate Ability (cary grace, invisibil-
ity, expedirious rerreat), Versatile (x2, Hide, Move Silently,
Search, Gather Information’®, Void Use®,

Spells Knmun (677775 hase DC 14 + spell level; Elemental
Ficts — Adt) D—eommmine, daze, detect magie, ghost sound, puid-
ance, o divection, vead magic, summon; 1at—rhange w.lf, e
light wotends expeditious retreat, obseuring mist, silent image, seem,
and— Benten’s touch®, cal’s grace, detect thoughts, wind wall; 3rd—
elaivardience / elairvoyance, pust of wind, innsibility,

Passessions: kimono nf charisma +3, ring e_fpm[‘ectian +1, haori of
sistance 1 1, masterworl ashigaru armor,

Saroshl 1s erernally grareful that the kami favor him, for hes
relatively certain that the Fortunes despise him. His path has
heen a rugged one. Early in his life the temple where his ronin
hratherhood dwelled was desrroved by the Steel Chrysanthe-
mums armies. Satoshi was the only surivar. Since thar day, be
has had to survive by his wirs and the power of his magic
While this has led him to 2 Feir share of untructworthy and
dishonorable behavior, Satoshi is at heart an honorable man
merely doing what he needs to do to survive,

Satoshi often regrers that he was not born during the time
of Toturi, when a ronin shugenja with his skill and talent
would easily find his place. Instead, he is hated and mistrusted
srherever he goes. Satoshi has adopted a policy of treating
those whe treat him fairly with courtesy and respect. In
villages thar treat him as ronin scum, however; hic swindles
{fooly merilessly and robs vthers blind, (eeing iovisibly inmo
the night when he has worn eut his welcome, While this
policy has kepr him fed and amused, it also has several magis-
trates hunring him (n Phoentx lands.

50 far, Satoshi has managed to keep our of their grasp.

IRFORTANT SITES

Al Byuden Miya (Castle of clie Miya) The Emperor’s
heralds and diplomats — the Miva family — dwell furdher
from the Emperor than any other Imperial Family, Their
palace is nestled among the Spine of the World Moungains,
jusr north of the Blain of Thunder. Kyuden Miya is famous for
it pxrengive records on the heraldry and personal mon of
clans hath Great and Minar Onee a year, the Miya fund the
Emperors Blessing, a caravan of builders, artisans, and
shugenjas whe travel to areas of Eokugan in need of assistance,
repairing landmarks; building schoels, and otherwise doing
gDDd dEEdS.

A2 Shiro Usagi (Hare Clan Stronghold); The Scorpion
army leveled the home of the once-proud Hare Clan for some
unknown offense shortly before the Scorpion Clan Coup. Ina
tragic bur unrelated twist, the Emperor dissolved the Hare
Clan shortly thereafter due to accusations of mako practice,
The claims were later proven false, however, and the Usagi
Faunily rebwilt their hone Jarger than before. Sinee that time,
the Hare have becomne stronger than ever belore, adding a

second family, the Ujing, 1o their clan,

A% The Castle of the Emerald Champion: For a chou-
sand years, the lands just north of the Tmpeeial Capital hive
belonged to the Emerald Champion. Mo army has ever dared
threaten irs borders, as all daimyo are painfully aware thar
such an action is ah invitatien for the other Clans 1o raise their
o armies against the invader

The castle site on 2 high hill surtounded by a wide, empty
plain. Any army marching on the sight would be seen days in
advanee of their arrival. A chepsanthemum — the mon of the
Emerald Champion — iz proudly displayed at the front gate of
the castle.

A4 Kiken and Roka Toshi/Byu Bannin Toshi (Treacher-
ous Pass City/Dragon’s Cuard City): A narrow pass through
the micuntains gave this city its neme. e sits in a valley on the
sea shore surrounded by high mountains. A famous story

teller once said a small child gave a dragon a vice ball at the site

of the city, and the dragon promised the child that her family [

and all of her descendants would kiow peace for 2 thousand
years. Since thal time, the descendants of thae licde ginl have
become some of the most prominent fishermen in Rokugan.

A5, A6, Az, A10 (Hub Villages): Ocosan Uchi is the heart
of the Empire, home of the Emperor and sear of the govern-
ment: However, invitations ate not given lightly The Hub ¥il-
lages an the aurskirts af Orosan Tehi serve as a hase of opera-
tions for lesser amhbassadors, merchants, and Tmperial
hangers-on. The Huob Villages are home o the Empire's
bureaucracy and taxes are counted here, making the villages
extremely wealthy, The Hubs house countless individuals
hoping to live in Otosan Uchi itself. Competition 1o get the
attention of those with clout in the Imperial City can be quite
fieree,

A5 Mura Kita Chushin (North Hub Villsge): This village
is closest to the lands of the Torroise, It iz thuz a great center of
trade a5 merchants scramble for a chanee to purchase the
exatic wates of the Tortoise Clan sailors before they disappear
inter the Tmperial Ciuy,

A6 Mura Higashi Chushin (Bast Hub Village): This
village is 2-home away from home for mercenaries, Samurai
looking for work can expecr fair rreatment if they have
enough koku The most norable and influential establishment
is the House of Green Koi, founded by rerired ronin duelist
Miya Yorieagen. Yuritogen was once an Tmperial Herald, and
maintained many connections throughout the Empire. For a
grmall fee, he would act 9z an agent for a group of samurai who
prove themselyes honorable. His descendants have continued
the family traditicn,

A7 Yoake Fushetru (Dawn Tower): This ancient tower
guards one-half of the Emperor's Bay, keeping a sready watch
against invasions of gaijin from the set. Doubling as a light
house, it is manned by Scppun and Tortoise Clan samurai,

A8 Mura Nishi Chushin (West Hub Village): This Hub
Village contains more Imperial storehouses than any other
Hub, imumense wirehouses containing rice collected as taxes.
In the last vwo devides, dhe village has become home to coune
less moneylenders. While many consider their usury to be
dishonorable, the moneylenders make cerrain thara larze
share of his profits go rowards the maintenance of Hantei
Mazeru's peraonal gardens.

A4 Ortasan Tchi (Rokugani Capital): Otosan Uchi is the
capital of Hokugan, and the greatest testament to the power of
the Hantei: The walls guarding the ciry are so wide that horees
can tide along the rampares. The guards are chosen from
Rokugan's finest samurai. The entire capital exises solely to
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support the Emperor and his court. Diplomats [tom all of the
Great Clans (and many of the minor ones) reside in the
Emperor's palace; plotiing, bickering snd seeking the favor of
the Sun of Heaven. Policy for the entire Emplre ks determined
here, and those withour an invitatlon may not pass through
the gates.

When the city and palace were built, Crab enginesrs and
Phoenix shugenja worked together to make the palace impos-
sible to infiltrate. Some shugenja say that the walls are
enchanted with a powerful spell that renders its streets and
passageways an itmpenetrable maze; only those with Imperial
blood may find their way around.

Kyuden Seppun (Castle of the Seppun): This great
palace etande between the Imperitl City and the nerthern
micuntains of the Crane, as ancient and beautiful as Otozan
Uehi ieself. Kyndon Scppun is the second home of the
Empceror, the birthplace of the Drotherhood of Shinsei, and
the ancestral home of the Bmperor's fanatically loyal Milary
guardsmen. In many tegards, Kyuden Seppun is one of the
most sacred and holy places in the Empire, and has alvways
beeu considered sacrosanct during wars berween the clans,

although the Shadowlands did artack Ir during the Clan War

{EKyuden Seppun is locared just ourside location A9

A10 Mura Minami Chushin (South Huh Village): This
village was once the home of the famed Doji Rio, son of Ugiji
and Kakita. Upon Wins dearh, his estates were laft “to Rolku-

-gan's authors of beanty” Since that time, his latge sstates have

become a communal home for storytellars, poets, painrets,
and other artists trying to make a name in Otosan Uchi, The
estates are beautiful, but there ie littls privacy and much cut-
throat competition among the artists here. Cencrally, cven o
peor heme in Otosan Uchi is considered a grander accom-
plishment than a pallet in the lush gardens of Kyuden Nio.

A1 Nichibotsu Fusheru (Sunset Tower): This ancient
tower guards half of the Tmperor’s Day, keeping a steady
watch against invasions of gaijin from the sea. Doubling as «
lighthouse, it is manned by Seppun and Tortoise Clin
sanurai.

A12 Mizen Mura: The small rown marlks the edge of Impe-
rial lands and the beginning of the Crane provinces. It is
manned by Seppun guards, nearly all of whom are related tn
the Crane in one way ar anather.

A13 Reihaido Shinsei (Crow Shrine): The one animal
most associated with Shingeiis the crow When he and his
Seven Thunders needed a scout; the erow — then 2 bird with
awhite chest and beautiful colorful wings — volunteered. By
the end of the journey, the crow survived, but he was black-
ened by the powertul Forces that passed between Shinsei’s
Thundets and Fu Leng, It is now regorded as a bird of omen,
watchful and helpful animal that warns when troubles are
ahead, Only these witha pure heart and true devetion can
find one of Shinseis shrines, burt it is said thae these who do
learn the deepest secrets of his teachings from rthe Kenku
spirits of the aic

Ad4 Shinden Osano-Wo (Temple of Osanp-Wao): The
Fortune of Fire and Thunder is Osano-Wo, and his grearest
teinple is here, The monks who keep the temple aze known
fur their riruals of scarring and secrer magic. Constant thun-
derstorms encourage the local vegetation to become green
and lush, bur the land irself is tocky and difficult to traverse,
Moss prows over the rocks, and the area is humid even in the
driest seasomns,

A15 Koeru Mura: This emall village provides rice and
grain for the Minor Clans, selling its talents to the highest

bidder each year. Every year, the ronin governor of Koerit
meets with the surrounding Minar Clans, and sells the past
vears harvest to the highest bidder This is the anly means by
which this small, independent ranin town survives from year
to year.
A14 Shiro Heichi (Boar Clan Stronghold): The ruined”
castle in these forbidding mountaing was home to the Boar
Clan until ity mysterious disappearance five centuries 1ga.,
Mow, the mountsing are haunted by o restless spirit called the
Shakeli Dogu, a terrifying entity that Feasts on madness, Th '_
Crab and Falcon have made countless efforts to placatear
even identify the spinit. All have failed.
AL7 Zﬂ]{yo'l‘usﬁt Pleasure City): Five hundred years agos
this city's name might have suited it; now it is simply 2 s]xw-
tative name given to one of the busiest commercial it io
the south of Rokugan. Zakyo iy a haven for lechery, keprclesn
only thiougl the constant interference of the Imperial moops
stativned here i keep warch on the border of the Scorpion
and Minor Clan lands,
A15 Dangai: A small monastery in the center of the
unaligned lands, this haven of enlightenment takes advantage
of the arid land by eonstructing rock pardens and librardas
depending on travelers to bring food for the monks wheo mals
their homes here.
A19 Daidoji Yukan-se (Valiant Daidoji Tower): At this
tower, an ancient battle batween the Scorpion and the Daideji
resulted in a Crane victory. Since that day, the tower has held
ite-name, even through the Crane samural whoe ones
inhabited ir have been lost to vice. Their family dishonored,
thesc ronin still claim tentative allegiance with the Crane, and
arc constantly trying to return to their former clan with offers
of fealty. Thus far, the family secrer (whatever it may have
been that caused them to be cast our in the first place) has kept
them frow succeeding,
A20 Kudo: A small farming village owned by the Hame
Clan. It 15 2 frequent destinarlon for traveling ronin, wha
know that the Hare pay well for information abour the ather
clans.
Az1 Meidochi: A small farming village in the lande that
belong to the Hare, The Ujing family conduets mueh ofit
husiness hare.
" A2 Kaia Dsho Mura (Humble Priest Village): & guist
Foue Clan village on the edge of the Kitsune forest, This village
aecounts tor the majority of Fox food production, and s well
guarded by the vigilant shugenjo of thot peaceful clan. Often,
members of the Unicorn ¢lan can be found here, seeking rest
from their travels in the lands of their distant cousins, the Fox
A23 Kitsunc Mori Muta: This village within the forestof
the Fex is filled with strange architecture — houses ae LD
from trees, and sliding screens made of forest leaves ather
than rice paper. The Fox Clan makes use of all the foresis
bounty, laevesting its acorns, berries and nurs as well a5 the
fuwd grown in Fox villages elsewhere, There is a large shrine
Inari here, the parron Fottune of Rice and friend to the spine
kitsune that inhabit the wild forest groves aronnd the Fo
Clan Palace.
A24 Kyuden Kitsune (Fox Clan Palace): When Lady
Shinjn left Rokugan eleven hundred years ago, some of he
followers remained behind Some of theze rempants became
the Fox Clan. While they do not have the same affinity for
cavalry as their Unicorn cousing, their skills in hunting
herbalism and woedsmanship are unparalleled in Rokugin
A25 Kyuden Suzume (Sparrow Clan Palace): The
Spartow Clan is one of the older Minor Clans, formed seversl



hundred vears ago when a number of Crne Clin members
interprered Shinsel's philosophy as calling for 2 renunciarion
of wealth, Accordingly, they set themselves apart from thelr
money-conscious Crane brethren and declared themselves
the Sparrow Clan, taking 4 humbler bird as their inspiration.
The Sparrow Clan “palace”™ 15 spartan sand functinnal, previd-
ing 4 fortified position that the Spartow and their heimin can
dafend in tirne of war,

A26 Koutetsukan (Iron Turtle City):

This humble city iz the single largest
producer of boats and ships within the
Empite, cteating ships for the Mantis,
Crane, Phoenix and Crab fleets as well
as for the Seppun. These samurai who
wish to venture into the open ceean
would be advised to find 1 seasoned navi !
gator here, as well, because no one knows | {1
the seas as well as che Mantis; no une i
lnows boats like the heimin and sarmurai
of Kouterstkan,

A27 Shiro Morito (Ox Clan Castle):
For his valor during the War of Spirits,
former Linicorn bushi Marito was awarded
a small fief in the northern regions of the
Dragon Heart Plain to found his own minor
elan, Morito rook the nickname given to him
by hie fellow ronit as the name of his new
clen: the Ox Clan. Many former members of
the Shinjo family, cast our or dishonored after
the revelation of Shinjo Yolatsu as o Kolat
Master, joined Morite in hopes of begin-
ning a new life.

A28 Toku Tovid-c (Virtuous Keepk
Choe of Totued’s cliel liewenants through-
our the Clan War, the sumurai knuwa ouly
a5 Toku was first promored ro caprain of the i
Imperial Guard by Emperor Toturi I, then
later given leave to found his own clan o v
serve the Empire. Toku chose to call his new. g
clan the Monkey Clan and served Toturi until
the Emperor's recent death

A9 Vigilant Keep of the Monkey: The
Monkey Clan serves the Empire as magistrates,
aniswering directly to the Emperor himself With
the absence of a eloar heir, the Monkey have |
chosen to support Toturi Tsudao, riding at the
side of the Imperial Legions and
enforcing justice across the
land, The Vigilant Keep has
fallen twice inits short his-
tory (ouce to the Shadow
and once to the armies of
Hanrei XV1) but each time it has
been quickly rebuile. Thiz castle is also
home ro the Fuzake shugenja Family
Though the family is small, major shugenja lamilies have
begitn to take note af them, for the Furale have recently
‘begun training at the foor of Grand Master of the Elements
Nales Toled.

The Ruins of Shiro Ichire (no map entry) (Badger Clan
Stronghold): Once a remote and often overlooked clan, rhe
Badger came into prominence when the clan was decimated
by on oni attack shortly before the onset of the Clan War. The
few surviving members of the Ichiro family gave their sup-

Shinfai —
The Dhavd Denghier

puit o Totuwd during the war and were allowed to keep their
neme despite their Jack ol @ homeland. To this day, the Tehin
roam the Bmpire as mercemaries, secking to gather enough
Funds o rebuild thelr home,

SHAHAI, THE DARK DAUGHTER
Female human Unicorn Shuz/Tsuii: CI 18 Medium-size
Lhuinaneoid (huwan); HD 7ds + 21 plus 848 + 24; hp 123;
Init +2; Spd 30 fr; AC 22 (touch 13, flat-footed 19}
AT +9/+4 melee (1d4+1, £2 tonfo of wounding); SC Class
skill — Spelleraft (Family bonus), Sense BElements,
Suppress Taint, Blood Conversion, Spell Conversion
{has converted all spell levels to Maho), Maho Mera-
tagic; Honor 0; AT CE; SV Fort #12, Ref +7, Will
1159, [hex 15, Can 17, Int 15, Wis 17, Uha 15

Taint +& ; Height 5 fr 5 in

High Bolmgani, Oni), Bluff 410, Concentration
+18, Heal +13, Hide +2, Innuendo +5, Knowl-
edge (Shadowlande) +12, Knowledge (Maho)
123, Knowledge {Arcana) +19, Spelleraft +23,
Torture® +13; Bload Soteeret (ancestor)f, Craft
Wondrous Item, Extend Spell) Innate Ability
{speak with dead, dispel magic, slay living ™,
Maho Focus®, Maximize Spell; Meishode®,
Rituul Magic,
Spells Knuwn lo/8/18/7/7/7 17/
6/6/4); base DG 21 + spell level; Elemenial
Forous — Warer, Iuchi School; all spells ae
considered maho): O—commune, create
water, cure minor wounds, daze, detect
wagic, pirify food and drink, read magic,
! summon; 1st—bload rite®, curve light
i wotstds, defect taint, vemote fear, rice
again® silent tmage; 2nd—eure moderate
wounds, detect thoughts, protection from
arvows, retove pavalysis 3rd—create
food-and watey, dispel magis, speak with
v dead, wonderful ovigami fureshiki®;
4th—arcane eye, clowd of Taintf, heart
vipperT, polymorph other; 5th—magic
fan nightmare, slay Hving, unhallow;
ath—tirele of desth, creafe urtdead; for-
biddance, harm; 7th—blasphemy,
conbrol undend, finger of death,
insanity; Sth—creale  wrenler
undead, greater planar binding,
symbol; 9th—weivd, summeon
murster LX.
Fogenceinns: rirg of wizavdry
1, bvstrelats of avenar -+, +2 tanto
of wonnding, amulet of natival
armar +2, ving of profection +2,
wieichode: moximized cloud of talnt, extended protec-
Hon ﬁum arrous, aximnzed cure modevahe wounds, extended daze,

Omnee, she was Iuchi Shahai, daughrer of Tuchi family datmyo
1uchi Daiyu. Early in the reign of Emperor Toturi, Shahai
began to hear a spectral volce. The volce promised grear
power, and great freedom to do as she pleased with the world,
I'he vaice was terrihly seduerive to voung Shahai, who chafed
at the boring traditional lifestyle her fatherimpased upon her.
Wandering into the forbidden Forest of Lreamers sonth of
Catherer of Winds Castle, Shahai discovered a ruined honse

Shills and Feats: Speak Langnage (Rokugani, [
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Investigating further, she discovered a baeered skeleton and 2
collection of scrolls. The scralls contained maho, magic so
black that it scarred Shahai’s soul to look upon i,

The first spell she cast caused the skeleron's head to
animate, the kanji “Void" painted upon its forehead in Shahais
own blood. Shahai did not even remember cuitting hersalf,
but she recognized the voice that rose from the skull. It
intraduced itself only as "Grandfather,” and instricted her
heow ro go abour finding the infameus cult knewn as the
Bloodspeakers.

Shahai followed Grandiather’s advice: Shortly thereafter
she slew her own father ta geal her initiation into the cult, and
quicklyascended through the ranks of the Bloodspeakers. Her
name is o curse ameng the Kuni Witch Hunrers, who have
hunted the trail of corpacs she has left behind for over two
decades,

Recently, Shahai has effered her services to Daigotsu, Lund
of the Shadowlands — not asa sevvant, but as an equal partner,
She has earned the title of the Dark Daughrer, and is more
dunigerous now than ever

In person, Shahai is remarkably friendly and charming, She
15 @ slender woman; hardly the sort one would suspect robe s
mass murderer with nearly godlike powet. When angered (or
bered) she is a power to he feared. She iz utterly merciless and
fond of torturing enemies extensively before slaying them.

PRIGOTSV, LORD OF THE SHADOWLANDS

Male vutsider Tsuzo: CR 25 Medlum-size oursider (evil,
Shadowlands); HD 20ds + 100; hp 220; Init; Spd 30 ft, Fly 30
fr.; AC 36 (rouch 37, flar-footed 517; Atr 423 /418 melap
(1divt17+2de [against good], Doyt Ohadian Bladelk S0
Craigotsu Clualities, Akutenshi ahilities — Alternate Form,
Cloaked Taint (IIC 34 to detect), Boady of Damned Time
{once/hour, assume corporesl form for one round: all viewers
must make 2 Fort save vs. DO 25 or subler 1d4 permanent St
Dex, and Con damage and hair turne white), Breath of Taint
{gain & Taint points, Reflex DC 25 for half) detect thoughts {at
will), Dierupt Ki (Will DC 23 or use lowest ability modifier
on all actions for 18 rounds), invisibility (at will), Soul Drink-
ing}; Honor: 0; AL LE; 5V Fort +15, Ref +14, Will +19; Sir 28,
Drex 19, Con 20, Iat 21, Wis 17, Cha 20, Tainc +1s;
Height 5 £ 104,

Daigotsu Qualities: The Lowd of the Shadowlinds pos-
sesses a tulnber of uniyue abilities, including the following:

Abkulershi — Daigotsu possesses all abilides of the akuren-
shi template in Oviental Adventures. with the exception of
shapechange. These are listed above under Special Cualities.

Diamage Reduction 3u/+3 — applies only to his original body;
increases to Su/=5 if Dagotaw's soul is not currently in his
body.

Davk Knowledge — Al eleille are class shills.

Fu Leng’ Blessing— Daigotsu gaing a detlection bonus to AC
equal to his Taint modifier while in hie own bady,

Trmproved Saves — I Daigotew successbully saves ageinst any
ettect with a "partial" result, the spell docs not affect him.

Maho — Daigotsu may cast no spells that are not mahe
spells, His Spells Known have been adjusted accordingly

i Posseasion — Daigotsu may possess any oni he can see,ar
will, a5 a standard action. This is the equivalent of a migit jur
spell, except for the following The oni is allowed no save and
Daigotsu needs no recepracle (e may transfer his soul
directly into the onil). The oni's soul is suppressed, but aware of
all activny performed while Daigotsu commands its body:
Diaigotsu may return to his own body at will, regardless of

range; o may shift his soul to another oni withtn sight a5
standard action. Daigatsu is aware af all ahilities of his host
and may use them. The caster level of any spell like abilities of
the host becomes Daigotsu’s caster level, but Daigotsu may not
cast his own spells or use his own natural abilities (with the
exreption of this one) while within a hest. He may useall of
the host's Feats a5 well 22 his own, He may use the host’s attack
bonus rather than his own, if he wishes. If Daigatsu’s host is:
killed, Daigotsu’s soul returns to its body l:cgarcflcsa of range,

Oni Vision — Daigotsu may scry on any ond, at will; asa
standard action, The scey attempt is always autonatically
successful within the boundaries of the Shadowlands,

Dutsider — Daigotsu is a native outsides; be may be bonished
bur notdismissel,

Spell Resistunee — 23

Skells and Feats: Speak Language (Rokugant, Bakemoriol
High Rokugani, Mezuml, Ogre, Oni), Battle® +4,
Concentration +22, Diplomacy +14, Intimidate +73; Knowk
edge (Arcana) +21, Knowledge (Elements) 410, Knowledge
(Etiquette) +10, Knowledge (Fortunes) +8, I{ncwledgé
(Tigoku) +27, Knowledge (Maho) +22, Knowledge (Meido) 4§
Knowledge (Nobility and Royalty) +11, Knowledpge (Shadow-
lands) +28, Knowledge (Shintao) +6, Enowledge {Toshigoku)
+8, Knowledge (Yume-do) +10, Knowledge (Cakido) 18
Listen +13, Sense Motive +10, Spellcraft 420, Spot +13; Blood
Sotcarer (Ancestor)f, Bmpower Spell, Fly-By Atrack,
Improved Initistive, Innete Ability (circle of death, dark iy,
obsidian armor)®, Maho Focus®, Maximize Spell, Ritual Magic®,

Spells Known {ﬁ,r’il}fiU;’Iﬂf’ll],r’?f?f?;?fﬂ base DIC 31 + spell
level, Iuchi School; all spells are considered maliwo): 0-—HNone:
1st—Dleod and darkness®, boad rile®, cobra’s breoiht, pain® e
agwin®, 2ud—choking denth®, curse, deseorate, shoul touch, midstsaf
fear®, 3ed—animate dead, davk wings®, hate'’s heart®, inflict seriots
wounds: 4th—cloed of Taint], enervation, palymorph self, wail of
bonest: sth—cloudkill, absidian armor®, slay living, unhallow,
arth—cirele of death, eypebite, havm, summaon greater bansen™; Tth—
acid fog, blasphemy, contral undead, destraction; Brh—create greater
urtdead, greatey planar hinding, symbol, tainfed autat; 9th—power
wiwd, Rl suwrmorn monster I, weird.

Vossessions: Daigotsu’s Obsidian Blede (unique itern, funetions
asa +5 unholy katana that can produce the effects of the
#bord of darknesst epell at will; unlike the spell, the blade must
be wielded and takes advantage of the user's foats, cre, vl
of thunder and lightnong, amulet of natural armor +5, haori of |
rosistance |4

ot much Is currently known aboot the new |ord of the
Shadowlands, Mot much needs to be known His power and
leadership spealk for themselves He is the master of Onisd,
leader of the 'lainted armies lost at Valturnom, and the new
driving force behind the Shadowlands Horde. Datgotsu s
chariemarie, intelligent, and at times even fdendly to hisene
mies, but his every action i¢ a calculaced plov to extend the
domain of corruption even further, For example, Daigotsu
may offer an wealth, power, Fncndal'np. and acceptanice toa
ronin secking o home, with every intent ea fulfill his:
promises. Daigotsu’s gifts have a price, however, and those
who enter his service will inevitably be twisted Lo 2 weapun
tes be used against the Enipire. Belind Lis Fade of charm,
Daigotsu is as wholly evil as any uiber leader of the Shadoy
lands. He seeles o soceewd where Yogo Junzo, Kunl Yorl, the
Maw, and Sni nu Kyoso have failed. He has uniced the dis
parate groups of the Shadowlands like no other leaderin
memory, and those Tainted who defy his commands are



hunted by the savage Onisu, Though he s willing 1o wake
compromises to build his power base, he will bruok no chal-
lenges to his leadership.

Those who defy him are destroved. Mo exceprions.

TE'TI'RIR, CRIFFLED BONE SHARAN

Male Nezumi Soc?/Nskio: CR 18, Medivm-size humanoid
(Mezumi); HD L7d4 + 17; hp 71; Init +3; Spd 80 {15 AC 17
(touch 11, fat-footed 18) Att +11/+6 melee, +12/47 ranged
(1d&+3, halfspear 50 5 Crippled Bone Mezumi qualiries,
Ratling Shaman abilities {including mend name, spir sight,
conjtite trickster, importune Transcendent, named weapon);
Honor: 15 AT CG; SV Fort 49, Ref 211, Will +17; Str 6, Dex 8,
Con 13, Ine 17, Wis 20, Cha 21 {270 Height & fr

Skilly and Feats: Speak Language (Mezumi, Mujina, Oni,
Hokupgani), Concentration +11, Knowledge (Arcana) <14,
Enowledge {Shadowlands) +18, Knowledge (Yume-do) +24,
Eery 19, Spelleraft «18; Brew Potion, Craft Rod, Crabt Won-
drous Item, Empower Spell, Improved Initiative, Spell Focue
(Enchantment),

Spells known {(6/8/8/8/8/7/7/7/5 basc DC 18 + spell level)
t—dancing lights, daze, detect magic, detect poison, disrupt undead,
ghust sownd, mending, open/close, read magic tst—charm persan,
eipedibious relread, moge srmoer, magic missile, protection framm evil;
rnd—bull's stremgth, cal’s groce, delec thoughts, krock; minor
iage; Ard—screre seviows wounds, dispel mopic sleel storm, sugpes-
tiont;, ath—divination, fce storm, lesser geas, sorying: Sth—dream,
feeblemind, mind fog, true seeing; 6th—find the path, greater
shadny evaciation, wass supgestion; rth—banishment, legend love,

Vossezgions: +§ halfipear (named weapon), cloak of charisma
+ 6, tod of thunder and lightnmg, amulat of netural armer +2, ving
of protection +2, bag of holding (type 4), vest of useful items, boots
{logmings) of speed, countless magical potions and minor magic
itermns; Te'tildkir is one of the most powerful Mezumi shamans
alive and has access to nearly any item his race can produce.

ar fifty-nine vears old, Tetikkir is the oldest Neauwi alive,
Though feeble, his exrensive experiences and exiracrlinary
sorcerous might are known even to the most distant eribes,
Young shamans frequently hazard trips into the deep Shadow-
lands to seek this grest shaman's advice.

Some would call 18tk kir eceentric; but "mad” is closer to
the truth. He iz a powerful Nametaker, ot ingists on heing
referred as g "Nameseeker” one of the lowest of the Nezumi'’s
sorcerous ranke. He claims that he is 1 creatute undeserving of
Mame; that he has betrayed his people and must seek a new
Mame before he can talee his place among the Transcendent.
His claims are, in fact, true. Though he is a powerful shaman,
he eatnot become a Transcendent. The other Transcendent
have told him as much, Garly in Te'ikkir's life he made s tetrd
ble mistake — a betrayal that led to the death of his fricnd
Mat'tcl, chieftain of the Crippled Bone. Until he atones for
this sin, he canned transcend, and he cannor die, Te'tik'kir
remains in the morral world, growing wore ancient with
each dav.

Some days he wonders if he deserves to be free.

YORE'TRR, TATT=RED AR ADVENTURER
Male Nezuml Ftrz/Rgri/Rogs: CR 8 Medium-size
huminoid (Nezami); HD 3d10+ 3 plus 5ds + 5 hp 50, Init +5;
spd #0 fr; AC 19 {touch 15 Dac-fovied 14); At +8,/43/+8
{(1d6+3, twin wakizashi), +14/+9 ranged (1de+1, yumi +1); SA
claws — 1d4+3 damage, reeth — 1d4+1 damage, Sneak Attack
+3de damage; 50 Tattered Ear Mezuml qualities, evasion,

uncanny dodge (Dex bonus to AC), favored cnemy (goblina),
two-weapon fghring Honor: 1; AL CG; 3V Tott +6, Ref +2,
Wikl +1; Sir 16, Dex 24, Con 13, 1nt 15, Wis 10, Cha % Teight
sh

skills and Feats: Speak Language (Nesumi, Rokugani), Clinb
+11, Escape Artst #11, Hide +19, Jump +9, Listen +3, Muove
silently +19, Search +7, Sense Mortive +7, Spot +12, Tumble
+15, Wilderness Lore 4%, Track, Scent, Point Blank Shot, Pre-
cise shot, Rapid Fire, Weapon Focus (yumiy,

Possessions: 2 mismatched walizashi (which he uses to fight
too-handed), £1 pumi (hic most prized possession), studded
leather avmor +1, bracevs of avchery, fetish of the eagle (as eyes of the
cagle), dust of illusion (2 doses).

yoee'ter (" Foolish Wanderer") is 2 young Mezumi cager to
unlock the mysteries of the world, He lefi his tibe two years
ago, offerlng to hire our his services as a mercenary W the
armies of the Great Clans of the humans. Among creatures as
wealthy and powerful as the humans, surely there could be
appartimity far one Nezomi, right?

His quest has met with mixed results. Though Yoee'rr has
had many exciting adventures, from hatthng spirits in the
bieart of the Shinomen to scouting the lines of the Liragon
armmy in the employ of the Unicorn, he has never been truly
accepted. More often than not, he's been used as a pawn. A
handful of times, his emiployers have tried to kill him rather
than mect their end of the bargain, considering him nothing
more than a beast to be exploited. It doesn't help much that
Yoee'trr is a light-fingered prankster with no respect for
personal property. Most of the time he ends up at odds with
liis etuployers.

Yoedr doesit mind; he always bias an escape route. Those
who tuth on him tmay find one of his trademark blue-feath-
ered arrows lodged in one of their feet. 10 they're lucky; they
may carch a glimpse of Yoee'trr's tail as he vanishes into- the
undergrowth.

Oither Nezumi consider Yoee'tr to be foolhardy and self-
destructive His tales of adventure disrupt the uniry of the
tribe, encouraging other yoting Ratlings to he similarly brave
and foolish. He hias found a cold reception upon his refurn
home, and has slowly begun to accept the fact thar he thinks
mare like 2 human than a Mezumi, He is sericusly considering
leaving home permanently, seeking another great adventure.
All he needs to do new iz to find some humane that look like
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The following location descriprions refer to the locations
labeled on the color maps ar the fronr and back of this book,

A_ Kanashimi no Komichi (Sorrow's Path): This natural
mountain pass leads to the lands far north of Rokugan's
northerr mountain snge 1tigcalled “Sorrow's Path® by the
Unizornwho returned from the harharian lands,

B. Yakeru yoni Atsui {Burning Sands): The Unicorn rell
of 2 people who live in the grassy steppes just beyond the
mountaing, nnd beyond them lies a vast desert they call the

. "Burning Lands”

C. Kyodai and Kabe sano Kita (Creat Wall of the
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North): These tountaing isolate Rokugan from the norh,
The Unicorn say that there are steppes and a vast desert to the
north where barbarians ride on great sreeds, killing and
pillaging withour mercy,

D, Hinanbasho sano Mitsu Shimai (Kefuge of the
Three Sisters): High in the mountains shove the Dragon
keeps, Rokugans anly shrine to the Moon Goddess sits at the
end of atreacherous path called * The Climb of the Moon " The
diligent soeleers whe discover the hidden path And the sheine
oecupied by three sisters who have tended it for as long a5
mortal memory has recorded. Speculation has made the sis
ters out to be ghosts, but none can say for certain: The threc
sigters speak in ciddles, answering any question pur to them,
Legends say that any question put to them is answered truth-
Fally, bt ruin befalls any who ask,

E. Heigan Byo Kokoro (Dragon Heart Plain): This high,
barren plain ovetlooks the Dragon fortresses w the southwest
and the Shrine of the Ki-Rin 1o the southeast Only broken
stones and shattered [undations remain 1o mark the home of
the 3nake Clan, who were urterly destroved by the Fhoehix
Clan seven and a half cenruries ago. Occasionally, foolhardy
shugenfa dig abour in the ruins hoping to find some remnants
of the Snake's dark magic. The lucky return home disap-
pointed. The unlucky do not ratuen ar all,

The far northern reaches of the Dragon Heart Plain have
hecome home to the O Clan in recent vears (A27),

E Tani Cira (Jagged Valley): This area of the meuntains iz
Largely made up of loose shale, Iarge chunks of which breal
off of the mountains and shde away into the valleys below The
Pheeriix sometimes train samurei in this arcs, to tcach them
alertness.

G. Mori Isawa (Phocniz Woodlands): There was a reason
thie Phoenix settled in this area of Rokugan, The wood of the
Isawa forest has a particular quality thar is particuladly benefi-
cial for their shugenja’s scrolls.

H. Nani-ahu Heitai Heigen (700 Soldier Plain): It was
here that seven hundred soldiers were victorious against an
army of seven thousand (ar least, rhar is what the history
books say).

I Mizu-umi Ryo (Dragon Lake): The loeals call the lake
it the northwest *Dragon Take" hecanse of the shrine to the
Guardian of Watet that 12 on the sonth side of the lake. Some
say the Dragon of Water can be drswn to the shrine by those
who are worthy

[Wo Map code] Nagashi Naga Toshi (Sunken Maga City);
A¢ the bottom of & great lake in the north, there is seid vo bea
city that remains perfectly preserved: Statues suggest it may
have once been a city of the Mags, but nonc but those who
visit (with magic, of course) can say for cerrain. The Naga were
strangely silent on the issue while they were awake.

J. River of the Lost Valley (Kenku Home River): Though il
is far from any settlements, many bushi visk the juucuey w this
remote river Its source is cumoeed (0 be the home of the wise
and olten inischievous kenkw, Many legendary Rokugant
swordsimen are said o have been mained by these swordmasters.

K. Heigen Korl (Ice Plain): Surrounded on three sides by
mountaing, Helgen Kot is always a plain of show and ice in
the winter and a barren waste in the spring and sbmmer It is
# desolate place, devend of any life save the sparse grasses that
Erow each spring, only to be covered with snow when the
Winter comes,

L. Kyodai and Josho Suru (The Great Climb): These are
the foothills that lead to the mouttain palaces of the Dragon
Clan, They are tight; twisting and confusing and easy to get

losrin, eventually reaching impossible heights There 520
single pass thar penerrates the mountaing, snd tharis guardsd
by the Mirtumeate fimaly

M. Kyodai and Taiye (The Great Fall): Due to heavy vole
canic activity, there are many rock slides in this ares, making =
it quite dangerous, The Dragon Clan train new samiurai in this
ares — it keepe them on their toes.

N. Nemui Kaminari Yama (8leeping Thunder Moun-
tain}: The volcano just southeast of the Shrine of the Ki-Rin S
rumbles from time to tme, but has yet to fully erupt,

O, Kanawa Taki (Iron Rings Cascade): Overa thqmsam[ |
years ago; Shinsel stopped av this warerfall and quenched his
thirst at the warers. Since that day, the waters have been cons
sidered holy and blacksmiths (rom across Rokugan come
this waterfall 1o use the pure waters for quenching thelr stel

F. Heigen Yuli {Snow Plain): This far north in Rolkugana »
great deal of snow drifts down from the mountains into the
plains. “Snow Plain” (as it was called by the Unicorn) laads
awdy o lands far to the west, details of which are only known
to Unicorn schiolars.

Q. shiroi Kishi Mizu-umi (White Shore Lake): "White
Shore Lalee" paing ire name from the whire sands on'its shores |
It is rumored that ningyo dwell at the lake's bottom. Populas
belief holds that eating ningye Hesh will grant immortali
bur those that hunt the peaceful mermaids risk the wrathof
their protectors — the Nagn.

R. Kawa Memui (Slecping River): The river thar rung
dewn from the Lake of the Sunkén City is called the Sleepi ing
River. It is named for the sleeping city from which is witers
ruts, The local peasantoy insist that if sand from the borom o
this tiver is placed in a sake buttle, any who donk from the
bottle will fall fnwe s magival slumber

8. Shiroi Kishi Heigen (White Shore Plain): A great
battle was foughr here nearly 350 years ago. A force of Scap
pion arracked the recently returned Unicorn, bur the Unicam
(and & contingent of Lion} fought them off. Aceording to the
Unicorn, the Seorpion thought them to he weak, nneducared
harharians, and were swiftly shown the ereor of their think:
ing The Scarpion, when asked shout it, concede the point and
change the subject.

T. Hae Moete Kawa (Firefly River): Firefly River is impor-
tant for the Unicorn Clan's commerce with the rest of the
Ermpire. The Unicorn are the least agrarian of the Clans, butil
iz along this river that all of their farms can be found.

U. Oboreshinu Bockisho Kawa (Drowned Merchant
River): Three hundred years ago, a prominent merchant was
attacked by bandits nearthis river They roroured L sl hig
Eymily; eventually drowning thewm b the tiver, Tocal peasans
say that their ghosts wander the bank, looking ro bring justice
rerthe bandivs who drowned chem,

V. Tanima sano Futatsu Taisho (Valley of the Two
Generals): It was here that two of the Empire’s greatest com-
manders —Marsu Kijoruke and Daidaji Wasutsubo — faught
the Seven Day Battle. Tn the end, the commanders faced each,
orher om the hartlefiald, sirntided by the bloody corpsesats
hundreds of hours of constant combat. Although K1jumkq
was the victor, her wonnds from the duel overcame Ju
moments later. The battlefield remaing 2 holy site withes
shrine dedicated to both generals on the spot where they Fells

W. Seikitsu sano Yama no Qi (Spine of the World
Mountaing): This iz the mountain range that splits Tokugan,
in two, The Seikitsu mountains contain the tallest peaks
Bokugan {including the legendary Mountain of the Seyen.
Thunders), and the few trails through it are nareow and



fraught with peril. With the destruction of Beiden Pass in the
vear 1150, the only pass large enough th move an army
throupgh is now Seildrsu Pass.

X, Kawa Mitsu Kishi {Three Sides River): Ferhaps the
most contested body of water in Rokugan is the Three Sides
River. Historically, it has provided the heart of trade and com-
meree for three elans {the Scorpion, the Lion and the Crane)
in the center of the Empire,

Y. Kiken Roka (Treacherous Pass): A story tells of a mer-
chant wha lost his life in this pass hundreds of years ago, and
his ghust still haunts the mountsinsides. At night, haunting
winds whip througly the gorges, making it sound as if the
mountains themselves weep. It is a long and dangerous pass,
but it 15 also the shorrest route frvm the Phoenix lands to the
{ands of the Emnerald Champion and the Empeor,

7. Yama no Kuyami (Mountains of Regret): This range s
called Regret hecause of the many lives lost in the only pass

through the mountains. In the red lighe of the sunser, the

snow on the tips turn red, making it look as if the mountalns
bleed with the setting of the sun

Sighrings of ogres and gobling in this ares laad same shugenja
to suspect an ancient breeding ground somewhers in the
caves, but if it exdsts, the Phoenix bave et to find it

AA, Kawa sano Fui no Dansei wo Sasu (River of the
Unexpected Hero): Roughly two centuries age, the Unicorn
bartled an army of Shadowlands crearures that had moved
north far from theit homeland. The creatures tried to despoil
the Clirysanthemum Petal Lake, but the courage of 4 farmer
proved (o be the ceucial factor in the batcle, He saved the
Unicorn army and the tiver at which the battle was fought
has been named in his hooor,

BB, Mizu-umt Kikn Hanabira (Chrysanthemum Petal
Lake): Hundteds of chrysanthemums line (he shoses of this
Jake. Legend holds chat the otlglnal chrysanthemuins were
planted by the hand of Hantei XVII to mourn the loss of his
son. Indeed, subsequent Emperors have often visited these
shores to celebate the annnal Chrysanrhemum Festival,

CC. Plum Blossom Pass: It iz said that in this pass, the
lkami Togachi first reached enlightenment, eating.a plum to
break his fast. Oddly, no plum trees grow here, In fact, the
harsh climare seems to forbid the possibility of such 2 tree
ever having grown here,

DD. Yama sanc Kaminari (Mountain of the Seven
Thunders): The tallest mountain in Rokugan is named alter
(Lie Seven Thunders who went with Shinsei to face the dark
lurd Fu Leng on the ficst Day of Thunder. There is a shrine at
the highest peak dedicared to their memory, maintained by
the Brothethood of Shinsei.

EE. Heigen no Otaku (Plains of Battle): This is the heart
of Lion countty, puarded intensely by Lion samutai. However,
the Lion have no protection from the Emerald Chainpion's
taxes. Far most of the last five hundred years & Crane has worn
the Emerald Armor, and they have taken full advanrage of
their shility 1o tax the Lion. Through taxation, the Crane have
profited from Lion lahor

FE. Heigen no Hayai Mondai (Plain of Fast Trouhles):
The plains surrounding Otosan Uchi ate knewn as the "Plan
of Fast Troubles” becauge of ite reputation. It is illegal to move
armed men through this area. Any who did weould find rhe
whaole of the Empirc moving against them.

GG. Rokugan Yogasha Heigen (Emerald Champion
Plain): These rich plains surrcund & large, well-fortikied
castle, Both castle and lands are pranted to whoever succeeds
at the Test ol the Emerald Champion Since the cumrent Emer

-alike rake in the beauty around them, Every evening, the

alil Chanmpiv, Yasuki Hachi, has his hands full with his duties
to the Empire, he bas linde time to see to these lands. The
former Emerald Champion, Kakita Toshiken, dwells here
with Hachis permisston as his ill health prevents him from
traveling.

HH. Hanto no Yoake (Peninsula of Dawn): Pinched
between Motth Huh Village and the Bay of the Golden Sun,
this peninsuls is hame to the tiny Tortaise Clan, The Emperor
typically commands the lortoise personally, but they are tech-
nically a Minor Clan and not an Impenal Family. This small
distinction allows the Emperor to separate himself from the
dishonorable tasks the Tortoise are forced to execute in his
name, With no Emperor currently ruling Rokugan, the
Tortoise have come to serve the whim ol the Otomo Family.

IL Naga Doro Heigen (Maga Road Plain): For many years
scholars studied and picked over the ancient Maga ruing in
this area. When the Naga awakened, such studies became
risky, as (e Naga seemed equally willing to cither communi-
care peacelully or attack furiously to avenge their defiled

lands. Once relations stabilized, the Naga allowed scholars |

fram the clans to study here once more.

JJ. Heigen no Kaminari (Plain of Thunder); The plain of
thunder is dedicated o the Formne of Thunder, Csano-Wo.
It is hera thar the Test of the Emerald Champion is held, in
honor of the Fartune who is the patron of all bushi.

KK. Heigen sano Lloji (Noji family lands): The plush
lands of the Daji family are dotted with rice farms and
merchant caravans, presenting an inviting target for handits.
With the wat against the Crab, the Crane have heen forced 1o
biegin hiring mercenaries to protect their interests here

LL, Wan sano Kin Taiyo (Bay of the Colden Sun):The
harbor of the Imperial City and center of naval commerce is
the Day of the Geolden Sun. Fishing boars and pleasure craft
intermingle inthe decp, calm waters a5 peasants and nobility

seiting sun filters through the ramparts of Otosan Uchi, light-
ing the bay beilliant vellow. The Imperial Guard patrel in boats
through the bay to discourage smugglers and other riff-raff
MM, Shinomen Mori (Hidden Forest): The Shinomen
Forest is the most expansive and mysterivus forest in Roku-
gan. A story tells that i {s enchanred and that all swzner of
giant creattres (including the dreaded kumo) can be found
hiete, The auter edges have been explored, bur there are
hundreds of miles within the forest that no man has ever seen:
NN, Kawa no Kin (River of Gold): The River of Gold is a
major trade route of the Scorpion Clan, and has increased
greatly in strategic importance since the creatinn of
the Seikirsu Pass. Though the Scorpion claim the river as their
rerritory, they permit the Unicotn to send trade ships down
the dver in return for access to thie trade road Sun's Arc Way.
00, Roka Beiden (Beiden Pass): Beiden Pass was once
referred to as the crossroads of the Empire, It was the only
pass in the Spine of the World Mountains wide enough ro
move an army through, The Lion, Scorpion and Crane feuded
over control of the pass for centuries. Hundreds of battles
have been fought over the right to administer the pass, and
even after irs destruction the lake t the south is still ramered
ter he haunted by the spirirs of those who died in the countless
skirmighes in the pass.
Dnring the War of Spirits, the pass was collapsed upon the
spirit armies of Hanted KV, effectively ending the war and
closing the pass permanently

CTURNOGHD




G :
of
G B
.
.'
7l
H

PP, Mizu-umi no Fuko (Lake of Sorrows): Stories say
that this lake is haunted by the souls who died at Beiden Pass
and were not properly buried. Small shrines det e shore line
in homage to those whose names aie nut remembered.

Q0. Osari Flains (The Plains of the Crane Clan): The
plaing here are lush and rich, but local peasants warn against
wandering abour afrer sunser, Hungry ghosis ate said to roam
free during the nighr, looking to feed on the blood of the
living and drag the wicked screaming to the spirit-realm of
Gaki-dn,

RE. Kawa sann Okami Jikan (River of the Honr of the
Wolf): Named fora battle between the Scorpion and the Lion
inwhich ten thousand simurai died during the Hour of the
Woll, shortly after sunset. The battle took place at Beiden Dase
in torch-light; and the dawn was g0 horrifying that *Hour
of the Wolt” wae deemed ill-omened. Thet hour iz now
refertad to as the "Hour of the Dog"

88, Aka Mizu-umi (Bed Lake): The lake that
the River of the Hour of the Wolf Feeds into is
known as the Ted Lake. After the battle of
the Hour of the Wolf, the blood ran iueo the i
river and down into the lake many miles
south. For munths alierward, the lake
vewmained s red and asthick as blood. On
the anniversary of the bartle, In the dark
hour of the wolf, the lake's waters turn red
and blood washes up on its shores:

TTI. Kawa sano Zarun Shudoshi
{River of the Blind Monk); This
river gaing its name from an old
monk who lives in 2 small shrine
by the riverbed. He will terry any
who can answer 4 tiddle. He has lived
in hie little shrine for at least rwo
hundred years now, end passengers
who ask his age get a knowing smile
from the monk and a bath from the
TLVEE

UL Michi ni Mayotta Muswine
Iric {Lost Daughier Inlet): This is
the famous island where the First
Hantei found his bride. The muost
famous telling of this tale was as a play
by the famous Lion playwright,
Akodo Taberu. Acknowledged a5 his
masterpiece, the play manages to
tell the tale in such a way that
tmakes villaing of the Crane char
acters without portraving them
as villainous,

VV. Manatsu hi Otaku
Heigen (Seven Day Battle

Plain}: Three hundred years age,
the ronin who called himself *Usagi" assisted the Enerald
Champion to defeat Iuchiban and his Order of Bluvd Speik-
ers, Usagi was granted a small casile and (he lands that sur-
rounded it. The battle with Tuchiban lusted for seven days,
thus the mame of the plain.

WW. Rourin Chiiki (Ronin Plains)k All of these lands are
ownd by the Three Man Allance (the Wasp, Spartow, and Fox
Minor Clans: see ATé, 423, and 4280 The Ronin Pliing wére nhce
heavily guarded because they bordered the Senrpion kands now
they are heavily puarded 1o diseonrage the spilling-over of the
Lion and Crane hostilines into Minor Clan territory,

Seorpion Clan Bured

XX Takia Kusa Heigan (Tall Grass Plain): This plain was
once a lush farmland, Several decades ago, however, the land
suddenly became infettile, and eventually rhe farmers of the
area abandoned it. In time, a massive hambno forest grew up
all across the plain. A small trihe of Nezumi called the Tricky
Whiskers' now makes its home within the bamboo. Many
preasants helieve the ratlings to be responsible for despotling
the land in the first place,

¥Y Vakamo's Heart: During Amaterasu’s reign as Sun God
dess, this area of the ocean was usually quiet and calm. Since
Yakamo's ascension, this sen has been uncharacteristically
troubled and perilous. Only the most skilled sailors of the
Crab and Mantis clans know how to ply its warers safely,

Z2Z. Heigen yori ue nd Warui (Plains above Evil): Tliis

broad expanse of wilderness remains unouched aftera

thousand years. Even the wide-ranging Unicom
haveu't settled here, and Shadowlands cres-
tures seem to fear the area. Many strange
ruins jur up from the plains, built by inhos
man hands an incaleulable time agn

Rumors abound about the true nature of

thie riting, hut the most eredible
attribute therm to the Maga who cone
firtn that they could be a failed sortle
ment, It is considered extremely bad.
luck to even approach the crum
bling buildings; most Rokugani
refuse to go near them.

AAA, Yugure Yama (Twilight
Mountains): Smaller than the
mighty Beikitsu mountains, the
Yugure range covers the suuther
half of the ancestral Crab lands,

Tuugh and rocky, the mounraing

and littered with elaborare Crab

defenses against the Shadewlands

Thete are many passes through the:

Yugure, but mnst are either gar

risoned or heooby-trapped  Wice
srmirai fraveling the mountaing st
announce their precence to the Crab,
and then arrive by the Kaiu poes, one of
the few placee travelers can move
about unmolested,
The northern half of the range sup-
ports a large number of tes planta-
tions, and the bulk of the Empires:
tea supply comes from Crab lands,
BBB. Mittsu Otuvk

Rengo Heigen (Three Man

Alliance Plain); Wearly forry

yedrs ago, Scorpion Generil
Bayushi Tomaru led an army of !

Scurpiens through this plain and was defeated by an alliance
of Wasp, Fox, and Sparrow simurai,

seruing a startling precedent of power and mterdependence
among the Minor Clans.

CCC: Haka no luchiban (Tomb of Tuchiban): 650 years
agn, Tuehiban and his Order of Blood Spealkers were put dewn
by the Seven Clans. Iuchiban’ body was placed in a tomb and
his Blood Speakers pur to desth, Mot all the Blood Spealters
wete captured, however, and so those whe entombel
Tuchiban set traps all theough his tomb to keep his servants
trom restoring the evil sorcerer to life,




DDD. Helwa and Kaze Helgen (Quier Wind Plain): Soft
winds from the Shinomen Forest biow across the Ouist Wind
plain, and snmetimies, haunting music can be heard.

EEE. Mizon-umi no Sakurz Yoki (Lake of Cherry Blos-
som Snow): Cherry trees line this lake, and when the blos-
goms Fall in the autumn, they cover the waters, making the
lalee look ac it it is covered in snow. Many monks and devout
sgmural come to this lake during the Cheery Blossom Festival,
Each of the devour sit under a tree and meditate until the blos-
soms fall from the tree. Tradition says that he who sits longest
{his blossoms fall kast) is the one who is mest pure;

TIE Shirei Kin Kawa {White Gold River): The small
river that spills into the Lake of Cherry Blossom Snow is
cilled "whire gold” because of the white rocks that line the
riverbed and e golden leaves o fall ino its waters in the
fall. Druring many festivals, monks and devoul samucal can be
found on the shores fasting and meditating.

GGG, Shukufuku Suru limen Helgen (Blessed Ground
Plain): This plain received its name when it was chosen by
Shinsei and the Thunders as a place to rese during their jour-
ney to the Shadowlands. A monastery and shrine now stand
here to mark their historic joumey

HHH. Kin Taiye Heigen {Golden Sun Plain}: This rich,
tertile stretch of land has been declared sacrosanct by the
Empetor. Mo farming or cultivation of the land is allowed, and
no one dwells here but a few Sparrow buehi whose duty itis to
see that the Emperor's holdings remain undisturbed.

IIIL Kaiu Kabe {Carpenter Wall): It is called the Kaiu Mir
acle, perhaps the strongest structure built by man, It stands
almost one hundred feet high, reinforced by buttresses and
garrisoned by the Aercest warriors the Crab Clan can produce,
Situgted v the nolilen side of the Last Stand River, itis the
Empires greatest defense apainst e oo of Fu Leng,

The wall was built over 450 vears ago, throush a combine-
ton of shugenja magic and Kain engineering. A huge
Shadowlands army had launched an arrack against Rokugan;
all Innked lost until a young Kuni magiciah cast 2 spell upon
the river, The waters surged and crested, preventing any from
crossing it. For 73 days she held the spell inoplace, while the
forces of the Crab builr the wall. Many died during its con-
struction, and more than g few shugenja sacrificed every
ounce of enetpy to speed up construction, but the waters held.
By the time the magician Bnally died trom the exhaustion, the
Crab were ready, and the wall was enough to repel the

invaders. Since then, it has been strengthened and built upon,
and entire armies have spent themaclves trying to breach its

walls. It 15 a testament to the power and resolve of the Crab
Clan, and the Hida family has sworn that it will never surren-
det it ter the Shadowlands, Thus far, no fovce has been encugh
o wpple il

11]. Kawa sano Saigo no Kamae (River of the Last
Stand); For generations, the Crab Clan had lost ground
apainst the steady advance of the Shadowlands, It was ar chis
river that Hida Banuken made his final stand sgalnsta grear
army of unspeakable creatures. For months, a single shugenja,
Kuini Osalen, created and maintained a rapging rarrent to keep
the Shadowlands ar bay while Banuken and an artmy of Crab
engineers raised the Great Kaiu Wall. When Osaku’s will
brole, Banulken's wall and army were ready. At the beginning
of the battle, he ewore he would not take a single step bacls,
atid since that day, the Shadowlands have been conrained
south of the Biver of the Last Stand,

KKE. Lookout Mounrain: A geological anomaly, (his sin-
gular mouneain stands divectly in the midst of the plains of the
Lion. The Kitsu tevere the powerful kaml within the moun-
tain, and maintain a temple here. On a clear day, almost the
entite tectitory of the Liot Clan is visible from this mountain.

LLL The Black Finger River and The River of the Dark
Moon: Just to the north of the Crab holdings, the River of rhe
Last Stand forks into two. The eastern Fork winds ite way
through the mountains, splitting again betore finally entering
the Shadowlands: Its waters become dark and stagnant,
rwisted by the cormrupting magic around it. The two forks have
been named The Black Finger ond The Darlk Moon by the few
Rokugani who have seen them. Unwholesome plants grow
along their sides, and unspeakable things come down to drink
from their impure banks. Dencath their stagnant surfaces,
(rightening monstrosities have spawned; not even the oni
know for certain what dwells within them. No being thar has
fallen into the rivers — man, beast, ur vt — bas ever
emerged again.

The Black Flnger Is the furthest into the Shadowlands any
Rokugani has ever traveled. Bevond it lie the unknown hor-
tors of Fu Lengs realm.

MMM, Kahi ue no ho ni sa Umi (Wall above the
Dcean}: The lowest of Holorgan's mountain tegions, this area
defines the berder botween the Crab and Crane Clans, which
malzes it a perpetually disputed piece of territory.

NHMM. Bells of the Dead: Over three hundred years age,
rwelve shugenja died on this spot while battling a powertul
evil spirit. In memory of the shugenja, a shrine wae con-
structed in the lonely mountains, It is said that so long sz the
bells ritig regularly, the ghosts of the shugenja will protect the
Tountaing.

000, Kaiu Roka (Carpenter Pasgs): The Kaiu Pass is the
lacgesi passageway through the Twilight Mountains, and the
easiest means of moving troups Quougl it Soldiers coming o
mian the Kaiu walls always travel through this pass as Jdo e
countless Individual samurai hoping to test their mettle
against the forces of Fu Leng, The road through the pass is
wide and well-maintained; the Crab understand the need for
open supply routes. Many merchants, peddlers, and hucksters
frequent the road, plying theit wares,

The Fags has become an unofficial hame for thoge Yasnki
merchants whe ternained loyal to the Crab rather than their
new Crane daimyo. Though there are not many, Crab daimyo
Hida Furada eo groatly values the farce lovalty they display
that he is willing to overlock the accasional sutbreal of smup.
gling or larceny in the area

PPP. Haikyo sano Kappa (Ruins of the Kappa): Orice a
strong fortress of the Crab Clan, the Kappa palace fell long ago
to the Shadowlands. How it houses a grear goblin city,
shabbily rebuilt toape the style of the eriginal. Dozens of
tribes gather here to meer; haggle, debare, and fightina
hideous mockery of human sociery. The goblins claim thar a
grear king Tules all goblin-kind from here, but the highest
authoriry anvone has ever seen are the squabbling tribal
warlords,

)01 Kuni Areno {Kuni Wastes): Once conquered by
the shadowlands, the Kuni wasres have been retaken by the
Crab over centuries of brusal warfare. It is.a far plain of
cracked mud and Blowing dust where na living thing will
grow, The odd Shadowlands creature wandets about, looking
tor lone travelers to prey wpon, The only humans whe live
here are the mysterious shugenja of the Kuni family, who
practice their fell arts in seclusion. They live slone in ram-
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shackle hurs which doy the landscape, and marely seek the
company of outsiders. Rumaors abound about the rerrible
experiments they conducron the Onl they manage to capture,
and the unnatural screams sometimes heard echoing across
the wastes lend credence to such speculation.

RRE. Jinshin Sakana Wan (Barthquake Fish Bay): The
bay that separates the Crane and Crab provinees has a porten-
tons history It is warmer than it should be, due ta voleanic
activity occurring beneath the waves. When an darthqualze
accirs, its water becomes so hot that it kille many of the fich
in the lake, causing grear shoals of dead figh to wash ashore.
Thie hae happened only three times in Rolugan's thousand
year history, but each time it has happencd, it has been an
ommen to an event of disastrous portent,

555, Kano Suru Ana no Fu Leng (Testering Pit of Fu
Lengh When Fu Leng was cut from his father'’s hand and (&1
from the heavens, he landed here. The resulting crater
stretched deep into the underworld; releasing all manner of
foul creatures o the world, The Pitis inhabited by the most
powerful oni in the Shadowlands. It is a wrerched rear in the
fabric of realiry, a rotring hole opening directly to hellish
Tigoku frself. The only humans in recent memory who have
seen the Festering Pit and survived to tell the tale are Daigotsu
and Shahai. Tt is said that if Daigotsn met another who was
worthy to join his ranks as an equal, they, too, would be taken
to visit the spawming ground of all that is evil

TTT. Oldwasureru Haka no Fu Leng {Forgotten Tomb
of Fu Leng): Atter his defear ar the hands of Shinsei, Fu Leng
was banished beneath the earth. Soon thereafter,
the Forgotten Tomb appeared, the representation of Fu Lengh
power on earth. It is said that all the ercaturcs which he gave
life to — the gobling, the ogres, thie ond granted physical form
— emerged from the tomb, spreading across the length and
breadeh of the Shadowlands. A squat structure of ancient
stone; itis decorared with hideous syibols and werrilying ste
ues depicting the [orewld return of the Darck God, Unlike the
Festering Pit, no creature is ever found near the tomb, even
after Fu Leng's deach.

UUU, Shio Senkyo no Riku (Tidal Landbridge): The
Landbridge is a small strip of turfon the entrance to Warm
Springs Bav. At low tide, it is nearly 2 halEmile across, allow-
ing large groups of men to pass from one side to the ather At
high fide, it is swallowed beneath the waves. Ships wishing to
pass through the strait must wait for the tide to dse, and both
the Crab and the Crane regulate the traffic that pagses through
it. Both clans have squabbled over ownership of the bridge,
but the rolling waves have the ultimate authority over its
possession,

VVV. Bunya sano Asshina (Ficlds of the Morning Sun);
A great temple to Jurgjin has been constructed on the beaches
here. All are welcome to come and meditate. Often,
prospective doctors and shugenja journey 1o the temple
learn the healing ares [rom e restdens monks,

WWW. Ruined Keep of Fu Leng: This haunred castles
wriging are s mystecy. [t seems ro move abour the Shadowlands
at will, and has @ maleyolent Intelligence, Onee a traveler
becomes mwapped (nside, only solving the Keeps endless rid
dles and rests of bravery affords the possibility of escape.

220X Shima no Koshinryn and Shima no Kinn (Island
of Spice and Island of Silk): The islands of Silk and Spice
are, obwiously, named for the two chisf exports of the Mantis
Clan. They are heavily guarded by the fleet of the Mantis, the
latgest seanding flaet in Rolmugan,

YT, Wan no Asagured Mizu (Bay of Dark Water): Cinly
thiose wha put no stock in superstition cross the Bay of Dark
‘Water. The standard sailor superstition s that s city of horrible
creatures liesat the bottom of the bay, and thar those whe do
it throw rice over the side when they cross bring doom and
curzes on their hesds from the creatures below,

BEYOND
RORUGAR

Beyond the Notrthern Wall Mountains there lies a wast
expause ol sun-scorched nothingness known only as the
Burning Sands, It is 2 merciless, lethal place, unlike an}rthlng |
in all of Roltugan. To wallk the sands s to cisk a horrible death,
and it is both feared and respected by the citizens of the
Hmerald Empire.

Crver one thousand yeats ago, the Ki-Hin Clan disappeared
inta the Burning Sands ‘They were not seen or heard from
again for nearly eight centuries, leading most in the Empire ti,
believe they had died at the hands of an unknown foe or
perhaps to the deadly environment iteelf During all that time,
the Sands were assaciated with an uncertain death. Even affer
the Unicorn Clan returned to Rolougan, the perception of the
desert as o place of death remained.

Aboist a gencration ago, the Scorpion Clan was banished
from Rokugan by Kakita Teshimoko, the Emerald Champion
of that era; to prevent their destruction for the alleged kiduugp
pingof Emperor Torard L Many of the Scotpions perished on
the difficalt (rek avross the sand, Many more died or were
enslaved by the forces of the Senper, strange folk thar dwell
far across the deserr, This banishment was short-lived,
however, and the Scorpion successfully crossed the desert
a second time ro return to Rokugan, their numbers
strengthened by many strange and foreign allies whe
accompanied them,

'he Burning Sands played an important rels in Rokugm‘; -
history a third and final time in the last millennium, During
the combined clans'struggle against the Living Shadow at the
city of Volturnum deep within the Shadowlands, a great force
ot Mote nomads from far across the desert rode to the Empine
Uniting with their long scparated kinsmen among
the Unicorn Clan, the Mate destroyed the corrupted Uark |
Moto within the Shadowlands, cleansing their family e
once and for all. Tribal leader Moto Gaheris went on o
become Unicorn Clan Champiow, a tile thu Lay resnained his
for decades.

Many individuals have crossed the expanse of the Burning
Sands (v make Rokugan their home, Such mravelers are offan
tolerated by the Emperor because they are a curiosity,
a singularly unique experience o disrupr the n:cnqmmﬂ!}
monotonous duties of the theone. The Mants, the Scarpion,
and the Unicorn have all hosted such guests in their proviness
owver the rentimmies

Diespite all of this, the Burning Sands remain an enigma
Baolkugan. Even the Unicorn and the Scorpion know only #
fraction of the secrets they contain. Dozens of civilizations lis
beyond the sands; all foreign to the ways of the Empircand
with their own dishonerable sorceries and practices. The only
truth that the clans of Bokugan can be cortain of i this: the
Burning Sands arc a treacherous; deadly place where honer!
meana lietle or nothing. It is no place for samura,
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T he'penplea a8 Rnk&g\an lenow that they are nat alune in

he universe They believe that countless t:rnrituni_
realms uvexlay rhe wotld that they can touch and feel.
Some of thase the ﬂvérggc person tnight moye. rhmugh or
totich uneonseiously Fhose who gain énlightsamant ars
considered fo pass into a higher spmru.nlvreah'n Their pet-
¢eptions are broadenéd by their undestanding in thie same
way that a mountain elimber gainga greiter view of the
land around him, Even yet, such individuals Eegmin wwithin
the physical world and can affect it normally =
Some of these realms are so'different from rhe mortal
wearld that th-::f hardly resemble Rnkugaﬁu it a.lL,TJ:ir.a:
realms have their own popilations {LUHEL[I.\"QI? Kiiown s
spirits) that oocasivnally cross tlu:uugh"mw Fook g

< world. Many times these-creatures ate §o ﬁ@rﬁlgn toithe

physical world thar they cannot be aﬁﬂ;{ed h)r mertal
weapons, Some spirits {such as ghosts) can pass thl:hugh
physical objects effortlessly. Such crearures can be ram‘bl*,r
dangerous given the proper motivation; and an’ AWATETIEEE
of the hmutationg af spirttscan come in: h{nd}r A spitie ean
always be harmed by aweapon forged in the realm that
spawned i, or by any material that sists in rmﬂ{;pia epirt
realms s:muhaneuus’l}r. Jade and. r:rgrstql :\reﬂ'm ofﬂ.}r kriown
substanicés that mdatmnéaﬂ-y avery epititien

LA iETOr Ernm arwother tealm,

nothing to spirite) but tather 2 similarity in form or philes

aphy, Realrs that are said to be distaht from one ancthet
are nitlike one ahother i ii somie dmmam Fas]:umi For 1.11::-5:: w

At e requir:.hg powerful magie. Eor thate w

ttanscends the boundjries of reality, and can ushull}r be,
relied upon re aFfects
iy [ Certainrapirit realms are said to rbe-close to others: This
‘does nat. uuplg.ra.n actual phym-zal distance (distance means

y

; tatespiries ableto pass from one res]iq,r toanother; raveling

Between close vealms is far easier than leaping from one

- incongruois realm to anpther 1n face; toatiemprto doso is
to-invire DDES oV destnlcmn and nnl}r thg Tiast fonl- =

hardy spirire attétpt to travel insiich matter In fact some
realme (stich as Jigoku and TengckuJ are entlrehr' closed to
cne another, fotbidding travel berween them by any means.
The Toritaka ghosthinters; the foremoet experts on the
Spirit Realms; hove documented overeight million dﬂmt
types of apirits They have also documented the tef most sig-
niticant Spitit Rédlms, though each of these reilrs actully
encompasies countless smalles shndes oﬂéahty similar
enough in Dature thﬂ’rhw iy be gmuptd‘ mgtnt.l:t .
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THROUGH THE=

SPIRIT_REALMS

l"rwelu;sg through the. Spirit realmsrm deEr.ult  Ustially

tagolites, there ave 3 hamdful of legenﬂﬂr}t@hces twhere the
tealmis brush against-one another more clos aly qhun
normal: These wha khew whar they are«aeakm,g can take

: adwntnge Dfﬂigﬁquagngea, 5t¢Pping from ‘one realm :.um

the other and leaving the morial world enﬂr&l}r Of coutse,

~the dangers one mmay | find bq,ﬂwg.ndcnng the Spl.m Tealmis

may make. travelerswisht they had rem ainedat homey
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Sreord Masier

Croarutes visiting o spivit realm may gain damage reduction
i0/{jade, crystal, or weapon trom home realm) at the CMs
discretion. For spirit creatures such as oni and ghests, this
damage reduction is already taken into account.

R:-HI-HS

When mortals die, the Kharmic Wheel redistribuees their life
essences in whatever manner it sees fit Many times, this
amounts to reincarnation in the martal realn. Oeeasionally,
this leads to 4 new existence in one of the other spirit realms.

J' =NLOVS R=ALMS

Each ol the spirit realms has a life and mentality of {ts own,
and some are said to be jealous, These realms tend o be pro-

tective of their inhabitanes, and often try 1o bring oursiders
into the fold. Visitors to a jealous realm must be cautious, lest
they find themselves unable o return whence they came.

NINGEN-PDO

{The Realm of Mortals)
This is the tealn which (lie Rokugani perceive, the land in
which lumins dwell. To the spirits, this world is alrernarelyas
reil or ephemeral as any other. Ningen-do is ameng the most
jealous of all realms, and has a particular hunger for the
denizens of Tengoku. The original Kami found themsaluas
trapped here when they fell ta earth centirmies ago, and many
animal spirits have become bound to this realm as well
Certnin clever spirits such as dragone and triclsters can ener
and leave Mingen-da without difficulty
Like any spirirual realm, Ningen-do has its
share of strange creatures. Zokujin, ningyo,
kenku, lasser kami, ogres, trolls, and baliemons
all seem to have otiginated in this world. Itizan
often overlocked facet that Naga and humans are
not technically natives of Ningen-do. Humans.
are offspring of Lady Sun and Lord Moon, so they are actually.
denizens of the Celestial Heavens trapped in the mortal
world, The origin of the Naga also seems w link theirrace i
the Sun and Moon. Neither race gains any special abilities
{rom these divine origins,
Close Realms: Chiloushudo, Gald-do, Meido, Salckakou, Yomi,
Tume-do
Distant Realms: Tengolo, Toshigokn, Meido

CHIKVSHUDO

(The Realm of Animals)
This world is remarkably similar 1o Wingen-do. All ordingry
animals exist in Chikushudo and Ningen-do simultaneously
When a soul is reincarnared as an animal, it beging its path in
Chikushude, Chikushudo is the domain of the greater animal.
spirits as well as the curious and saometimes destruetive.
hengeyakai. This s also the chosen home of Inari, Fortuns:
of Hica
Close Realms: Ningen-do, Sakkaku
Digtant Realms: Jigeku, Meaido
Enown Passages From Mingen-do: Kitsune Mori,
but ane must have the blessing of the fox spitts to find
the way,

GRARI-DO
{The Realm of the Hungry Dead)
This is a realm of punishment for these who lived Bves con-
sumed with selfishness or dishonor. These spirits are called’
gaki, and they live to feed, consuming until their hunger &5
satishied and they can be promoted to a less painful cxistence.
They are aften quite harmless, but a few varieties of malicious.
gaki exist: Gaki should be treated with utmast caution,
Close Realms; Tigoku, Toshigoky, Ningen-do
Distant Realms: Tengoku, Meido
Known Passages From Ningen-lo: Amaterasus Furnace,
deep in the Shadvwlands, leads ro Gaki-do. However, the
path is long and only a truly virmuous heart can survive the
flames and enter the land of the Hungry Dead. It is said
thar Akodo Ginawas comrade Matsu Hiroru enrered this
passage seeking to rescue the soul of Thoji Shizoe. The
results of his noble quest are ag ver unknoan,




JIGOKVY
(The Realm of Bvil)
Common parlance has caused the name Jipoku to be uged ac 4
peneral reference to all Spirit Reslme. Shugenja point out that
thiz is incorrect; and utter a swift prayer to the ancestore
asking therm not to talee offense. Jigelu 15 @ realm of utter cor
rupticn. All that exists there i raw, soulless evil. Only souls
beyond redemption are cast into Jigoku upon their death.
Jigoku is heme to ond, kansen, and countless dark things chat
often escape into Ningen-do through the Shadowlands, where
the borders between tie vwvo vealius ave fay oo thin. Jigoku s
the must jealous ol all the Spirit Bealms, and hates the purity
of Mingen-do. The Realm of Bvil will not rest unril the Bealm
of Morrals 15 destroved,
Tigoku is home only to oni, All other creatures of the
Shadowlands are mere corruptions.
Close Realms: Ningen-do, Gaki-da
Distant Healms: Toshigoku, Chikushuda
Closed Against: Tengolony, Meido
Known Passages From Ningen-do: The Festering Pit of
Fu Leng leads directly to the heart of Jigoku, though only
the truly mad would wich to go there, and only the trul!f
powerful would survive the journer

M=IDO

(The Bealm of the Dead)

This is the realm where spirits go to await reincarnation. Ieisa
domain of waiting — a sad, lonely, gray place. Cecasionally,
confused gpirits elip through the gates to Mingen-do in an
attempt to resume their former lives, Though thesze poor
ghests mean no harm, they can cause much piin and confu
ston {especially to themsclves) if left to wander This Realm is
the home of Emma-O, the Fortune of Death, who protects the
souls of the dead and allows them to reincarnare when they
are deemed worthy,

Meidu is a very jealous realm, Those who set fout in the
Realm of the Dead have renvunced life and may not leave
unril Emma-0 permits it
Close Realms; Ningen-do, Yume-do, Toshigoku, Yoml
Disrant Realms: Chikushudo, Gaki-do, Saklaku, Tengolu
Closed Against: Jigoku
Known Passages From Ningen-do: There ate o lenowm

ways to reach Meido quickly, other than death,

SAKKRAKV
(The Realm of Mischief)
This spititual tealm is the home of mujing orochs, and kappa
(though kappa often deny it} Its inhabitants are not as numer-
ong ag those of ather realms, but they possess a gnlidanity of
purpose that iz astounding To put it sitoply, mischief spirite
enjoy causing tronble A trickster who confuces an arragant
mortal is a happy triclkster.

It should be stressed that spirits of Sallealou are not evil,
merely mischievous. Thess epirits are indeed unpredictable,
but cecasionally wise, Those who meet their tricks with equal
Eunnlns may hf_‘ OH‘CTL'J. {"n.cﬂdﬂ]ﬁl omc Shlntﬂﬂ munI{.‘;
tevere trickster apirits; considering t icm great teachers,

Saldkaku is the least jealous of all the realms Likewise, most
other realms have little use for tricksters, and arve all too will-
ing ro allow the fickle spirits to escape,

Cloze Realms: Ningen-do, Yume-du, Jigoky, Chikushudo
Distant Realms: Tengoku

Knuwn Passages From Ningen-do: The sheer number of
mujina in Crab Jands suggests there is a passage
somewhers, bur the mujina refuse o revedl where,

=NGOKV
{The Celestial Heavens)
This vealin is the bote of many Fortunes, the Elemental Drag-
oy the Sun, the Moon, and other divine entities, Tenpoka s a
tealm of exquisite majesty. Mortals are rarely allowed to per-
cetve Tengoku, though it 15 sald the True Emperor can see this
realm ar will Like the greater Kami, inhabitanrs of Tengoku
sparkle with the majesty of the heavens, and are thus are
artractive additions forany realm. Visitors of Tengokn are par
ticularly vulnerable to being claimed by jealons realms shonld
they steay fromm home for long,
Close Realme: Yume-do
Distant Realms: Mingen-do, Cali-do, Salilalou
Closed Against: Jigoku
¥nown Passages From Mingen-do: All of the Oracles bear
a connection to an Elemental Dragon, and thus can opcn
a passage to Tengok, If the Oracles Dragon i not willing,
nopassage opens Needleds tosay, the Oracles do net
bestow this honer on the undeserving,

TOSHIGOKRV

{The Realm of Slaughter)

When o wardior dics in senseless buttle, or petishes consumed

by thoughts of revenge, his soul is cast into Toshigoku.

Toshigoku is a world of endless bartle, where spirits kill other

spirits only to rise up and kill again. Tortunately, Toshigoku

does not border closely with Mingen-do, fov its inhabitants are

actuel and savage lot, Instances of spectral armies destroying

entire wowis are, in fact, visitations from Toshigolou,

Close Realms: Gaki-do, Meido

Distant Realms: Ningen-do, Tigoku

Known Passages From Ningen-do: Any site where sense-
less carnage orcurred on a grand scale is a possible passage
o Teshigoku. Such places shonld he avoided, Tesr the spiri
armies appear and destroy all foolish enough to stand in
their path.

YOl

(The Realm of the Blessed Ancesrors)
Those who have fulfilled their destinies and kharma are

allowead to enter inta this realm upon their death. Yomi hor-

ders very closely npon Mingen-do; the blessed ancestars walk
alongside their descendants and guide their every action as
shirye — puardian spirits.

Shiryo are easily identifiable by the healthy golden glow
that suffuses them, The srmiee of gpirite that emerpged from
Oblivion’s Gate preceding the recent War of Spirits were, in
faet, shiryo,

Close Realms: Mingen-do, Jigokn, Meido
Distant Realms: Sakkaku, Chikushude
Known Passages From Ningen-do: The Kitsu Hall of

Ancestors is move closely linded to Yomi than any other

sile in Rk uygar,
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YUM=-DO
(The Healm of Dreams)
Lhis is the only realm that ordinary mortals regularly per-
ceive. While sleeping, human minds wander thic werld. The
shiyokai, predatory harbingers of nightmares, and the baky,
mystetious but often helpful eaters of dreams; both originate
in thiz realm, The Maga Almsha is believed to exist somewhere
in the Bealm of Dicams, thich, the Mezumi World of Dteams,
is also believed to be related to Yume-do.
Closc Realms: Ningen-do, Tengoku, Meido, Sakkaku
Distant Realms: Toshizoku
Enown Passages From Ningen-do: All oue wesido 1o

enter Yume-do is to dream.

TH= S=V=N

- FORTUNES

The worship of the Great Fortunes is the oldest facet of Roku-
pani religion, and wae practiced betore the fall of the Kamito
birgen-de. This style of worship is thought to have originated
in the great, lost city of Gisei Toshi, which was built 2nd main:
tained by the sorcerer Isawa and his tiibe in whar would one
day hecome the holdings of the Phoenix Clan, The exact form
of worship was actually known as the way of the gods, and
referred to the Thousand Fortunes, 4 name that included the
Lady Sun and Lord Moon, the Seven Fortunes, and the myriad
of other fovtunes that inhabited every ruck, dver and grove in
the Empire,

The Seven Forrunes are the most powerful of the Thousand
Fortunes aside from Lord Sun and Lady Moon. They are uni-
versally recognized and accepted as the most powerful entities
in the Rolougani belief system that still take an active mole in
the affairs of the martal world. However, it is also accepted
that they transcend the mortal werld, intervening extremely
rarely and only when it suits them to do so. Worshiping the
Seven Fortunes is a show of respect rather than a hope for
intercession,

Because of their importance in the Celestial Pattern, the
Seven Forrunes are worshiped throughout Rokugan. Ciries of
uny significant sizc contain temples to the Seven Fortunes,
most with monks that maintain and cate for the shrine, Thisis
necessicy because of the constant stream of worshipers, bot
peasant and samurai, who pay their respects tw the Forunes
ona daily basis. Those villages not fortunate eoough 1o possess
an gider ul iwenks w maintain the remple must do so them-
selves: Perhaps surprisingly, there is never a shorrage of work-
ers 1o care for the temple, as It is considered a grear show of
respect and thus is good luck for the individual in question.

Images of the Seven Fortunes are always drawn in two dif
terent styles. When all is well and goad fortime ahounds, the
Rokugani pay homage ro images of the Fortunes in their
peaceful aspects, reclining upen a pillow or perhaps streaking
across the sky in a golden chariot. If there is strite, suttering,
or discord, however (such as the prospect ot impending doo,
the aftermath of an earthquake, or the midat of o period of
tamine), then the Fortunes are reprecented in their wrathful
aspects. Wrathful Fortunes are typically depicted with black
slin and blazing red cyes, often wiclding gizantie, deadly
weapons.

There isat least one Bmpire-wide holiday devored to each
of the Seven Fortunes. These celebrations are a part of the
Celestial Order, which marks the passing of rime and the
proper observances of the vears: This includes such annual
hallmarles as the harvesting and planting of crops and the fes
tivals ﬂi—Hm.ﬂnming Tn areas whare 3 partic‘ular Fortune ig
revered over others, there mighr be multiple fectivals or eale.
brations held in his honor. Cities throughout the Crane Clin
lands, for example, generally hold additional feetivals in
honor of Benten and Daikeliu. The Crab Cl:m, conversel}:,
congiders Bishamon the more importane Forrune and wor
ships him sccotrdingly. Farmers and other members of the
heimin class, regardless of their location, tend ro lavish more!
attontion on Ebisu,

Ebizy is the Fortune of Honest
Tuk jin Is the Fortune of Longesity,
riune of Happiness.

n is the Fortune of Contentrment.

Inari is the Fo
|sarais the Fo
artune of fMErCY.
-lami is the Fortune of the wind.
ne Fottupe of the soil.

Kenro-gi-fin s
Kaojin is the F

a-Kami is the Fortune of marniage,
is the Fortune of flre and thunder.
1gu is the Fartune af th
n ls the Fortune «
e-Omikami is the
Uzume is the Fartune of dancing.

THE LESSER FORTUNES

While the Seven Fortunes are considered powerful and celes
tial beings very much removed from the world, die lesser Fue
tunes are considered an lhtegral part of that world, Each
objector thing in Rokupan, be it a rock, stresm, sword, mee; o
hill, has a spirit within it, and that spirit is deserving of
respect, A farmer who cuts down a tree for firewood gives 2
prayer of thanks ro the spirit of the tree for providing his,
family with warmth and protection from the winter cald
These leszer nature spirits are known as the milralami

The mikokami play a considerable role-in the daily lives of¢
the citizens of Holugan They are considered much more
accessible than the Seven Fortunes, and it is not uncommon
for the heimin to make offerings to them in hopes of receli—
ing their favor. In coastal villages, for example, the fishermen |
loave otferinge to Suitengu, the Fortune of the e, in hopesol
a plentiful haul of fish. Villages within the Unicorn Clan hold}



ings, on the other hand, might instead pray to Koshin,
the Fortune of roads, fov a swilt and sale journey
1f the event in guestion is of considesble
significance, such as the beginning of
the fishing season on a coastal village,
then an entire festival might be
scheduled.

Festivals in honor of the
mikokami tend to be more
specialized and local affairs than
the national holidays in heneor {
of the Seven Fortunes. Theyare /1
usually conduceed with 2 |
specific outcome in mind, such
a5 thc hupt of & bountiful harvest
after a festival in honer of Inari,
Fortune of rice. Before the festival
begins, a shugenja or monk pre-
pares and blesses a shintai, a
statue in lil.:: (orm of e
kami, and invites the For-
mne i enter it. This allows
the mikokami 1o be present
and involved in the fesrival
gothat they can see the honor
bestowed npon them hy rhedr
desotess,

There is a difference, although a rel:
atively minor one, between the more powerful
milkokami that are considered lesser Forfunes
and the nature gpirits that inhabit everyday
ohjects. In essence; the leszser Fortunes are
more powcrful, influcntial mikokami that
have gained greater power over a particular
domain, A mikokami might hold power over
an entire rice field in a particular village, but - GGl (.
Tiari, the Fortune of Rice, is inall such
felds all throughout the Empire. While s farmer planting
his individual field would pray 1o whateyer woikolemi
inhabis It, a festival for the harvest of all a village's fields
would be directed ro Inarl since there are many fields
involved,
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THE KAR,
TH=Z SUN
ANMD THE RMOON

The universe began with Mothing, and through fear, dasire,
and regret Mothing created the world. With the creation of
the world came the birth of the Three Gods Whose Mames
Cannot Be Spoken, who recognized the need to bring order to
the world and created Onnotanga (Lord Moon) and Amat-
erasy {Lady Sun) o do so.

The children of Lady Sun and Lord Moen were the Kl —
Hida, Doji, Togashi, Alkodo, Shiba, Bayushi, Shinjo, Fu Leng,
Hantel, and Ryoshun. Onnorangu feared thar his children
would grow too powerful and deswroy him, so he chose 1o
devotir them: Horrified, Amaterasu tricked Lord Moon into
eating-a stone rather than the voung Hantei, and put the
mighty god to sleep with drugged tea. Lotd Moon slept for

AR

iy ",
i el
: Wy _ not only to the founding Kami, bur

many years and when he aweke he found
Hantei, now full-grown and prepared
tor battle, ready to face him. Hanrei
cut open his father’s stomach,
spilling his brothers and sisters
e the eartle below. Ouly
Ryoshun, whe died within his
farher’s scomach, never fell. Lord
Moon reached out for young Fu Leng,
but Hantei severed hiz father'’s hand.
Az Fu Leng fell, he grabbed Hantei
ag well, causing all of the surviving
| children of the Sun and Moon to fall
| tothe world belew:
When they touched the earth, the
Kami logt much of their divinity, and
were unable 1o return to the Heavens,
Instead, the Kami chose to remain in
Ningen-do and lead the seattered human
tribes they found there. A great contest
between the Kami resulted in Hantei's vic-
tory, and his coronation as the first
Emnperon Fu Leng was not presént
at the contesi, having (alle fu-
ther than the other Kami, pierc-
ing the vells berween the spirit
realims and landing in Jigoku
itself
Az might be expected, all
clans pay homage to the Kami
that founded the clan. Thisis
closely related to the pracrice of
ancestor worship, described below:
Family ghrines are typically devoted

also to legendary members of the family as
well. A family shrine in the Akodo lands, for cxample, might
revere not anly the great Akodo himself, but alse the fallen
champion Akedo Arasou and many other heroes of the
Fumily’s past, This is not considered disrespectful nor a lessen-
ing of the shrine’s devition o the Kl Tnstead, it isa way 1o
revere the Kami and chose who have Lived up w their legacy,
By praving 1o the spirivof Akodo Arasou, a Lion samurai alsu
honors Akodo himself

Beyond the horders of a clan's haldings, the Kami assoclated
with that clan 15 hot often warshiped except by traveling
samiral of the clan or by monlks, Hida, for example, is not
worshiped in the lands of the Scorpion or the Crane, although
those clans ave very careful never to disrespect the Kami's
memaory To do o, even during wartime, is to tisk the wrath of
the Heavens and is generally considered toolishly arregant.
Hantei, on the other hand, is revered throughour the Empire.
Even those whe find foult with the Son of Heaven’s descen-
dants cannot deny that Tokugan might never have come into
existence at all without his wisdom and guidance, There is at
least one shrine to the Hantei line in the palace of sach clan’s
ruling family.

In addirion to being invoked by their descendants and king-
men, the Kaml are also often invoked by those whe wish o
succeed in an atea where a particular Kami excelled. Artisans,
for example, often invoke the name of the lady Dojl or, less
frequently, Shiba, both of whom were renowned for their
appreciation of and skill wath thearts. Likewise, Hida might
be called on for strength or endurance, or Bayushi for guile.
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Again, this is most comwon wneny members of 3 given
Kami’s clar, but not exclusive w it

Worship uf Ryoshun is quire different from worship of the
other Kami. Unrl a few decades ago, during the Battle ar
Dblivions Gare, the Rokugani were unaware that Ryashun
existed, For centuries he had protecred rhe Rift — the houmd-
ary between Yomi, the realm of honored ancestors, and
Jigoku, the hallish realm of corruption. After the gates to Yomi
were apened during the etruggle between the clans and the
Lying Darkness, Evoshun's spirit moved to Meido, the realm
of the dead. Ryoshun is now recognized as the guardian of the
afterlife, and many pray to him afrer the death of o relative that
he might take them and guide them to their place in the next
world,

FU L=NG

Ofall the Kami, Fu Leng was arguably the maost powertul The
dark pewers of Jigoku twisted and corrupted him, but

bestowed dark powers upon him which the other Kami could
not comprehend. Twice in Rokugan’s history, the forces of Fu
Leng have come precariously close o overwhelming and
destroving the Bmplre, temaking it inwoa foul and rwisted
mockery of its [ormer self. Both times, the dark god wis
defeated by mortal men. but only by the narrowest of margins
Even now, after his dearh, his name is hated and feared, and
rarely spoken aloud,

It goes without saying that Fo Leng 45 not apenly won
shiped as are his brathers and sisters. His power is certainly
recagnized, st his influence is all oo evident in the danger
of the Shadowlands to the south of Rekugan, He is cursed by
the bald, but most prefer not to speak his name or think of
him, fearing his power even beyond death itself

Fu Leng is, however, still worshiped in Rolugan, albeit
cevertly. There have always been cults devoted to the datk
powers of the Shadowlands throughout the history of
the Empirc. Some of these possess a full knowledgs of
their allegiances, such as the maho-tsukai who are
essenitially priests of Fu Leng; others deny the (g
scope of their practices, such as the Blusdspeakers:
The Bloudspeakers make use of maho and yan:
uus dark cituals, bue believe that they doso ln
the name of their master Tuchiban. In the end,
however, their actlons serve the dark lord of the
Shadowlands just as any other maho cult might.
Worship of Fu Leng involves the spilling of
blood and rhe rorriptinn of the spirit. There are fav
other requirements. Anyone willing to Fulfill the
wishes af the dark lord and receive a Fraction of his.
powet ig welcome to call upon him, The kangen
spirits that serve Jigoku sre willing and able sensei:
who ¢an teach maho to even the most jaded and
foolish individuals,

ANCZ5TORS

Of all the spiritual and heavenly entities found in the
Rolrugani balief system, ancestor spirits ate by bar the
least powerful They ave also, howrever, the most active, The
spirit-redlm of the ancestor apirits lies very close to the
mortal world, and it is easy for ancestors to move into the
Physical tealm so long as they have an anchor: their deseen-
dants. With their descendants as links ro the physical world)
angestor spirits can vieariously experience a hint of the senss
tions they ence knew in life,

Ancestor worship is not remotely an vrpanized religion
While all Rokugani recoguize and apprecigte the impomange
atwl influence of their ancestors, building shrines to them and
paying them homaege as sppropriate, there ave ne centralized
termples, no docrrine, nor even monks solely devoted o theny,
Instead ancestor worship is a unique and individual practics
with each family honoring its ancestors in its own way, Some
chonse to honor theit ancestars by carmying items sacred to
rhem, sueh as a lock of hair or the dagger that they carried
with them at all times. Others attempt to emulate their ances-
tors, completing their unfinished business in the mortal
wirld

All Families in Rekugan, regardless of ciste, maintain
chrinee to their ancestors, This is as true for the Emperoras it
is for the poorest farmer in all the Empire, Each branch of
laege fummily, such as the Akodo, maintains a separate shrinc o
its own speaific ancestors as well as to the Kami Akodo hine
self. The Tetrne vassal family of the Crane miglit Lave o shiing
devoted ro Tsume Retsu, the family's founder, as well as many




prominent heroes of the Doji, from whom the Tsumie ave an
offshoot. {See page 120 in Chapter 3 for vassal families)

The Rokupani worship their ancestors not only to receive
guidance in their own lives, but also o Geilitace their ances-
tors’ journeys through the afierlife, The Rukugani believe chat
the souls of the dead must firse be purified of their sins before
moving on o elther reincarnation or erernal rese in Yomd, the
realm of the ancestors. By praying for them, Rokugand can
alleviate their ancestors' suffering and hasten their trip
thtongh the underwarld These pravers are often directed at
Emma-0), the judge of the underwarld, and Jizo, the Farrne
of merey

Uncleanlingss is o major sin, but perhap@ the least of the
five deseribed heve, These who are of the samural caste arcin
a place in the Celestial Order that separates them from dead
flesh and other unclean materials, Dead fesh is properly han-
dled by the eta, fon diatis theln place o the Ooder, If a samurai
touches dead Jesh, he bas violaed che Celestial Order, and is
unclean. In a society where transgressions such as these go
apainst the pods themselves, being unclean is very serious
Indeed. However, it is the least of the major sins because it
is the easiest to atone for, Certain rypes of moderarely dishon-
arahle romduct canalsn leave a samurai in a state of uncleanli-
ness, depending on the sitnation

 PENANCE

‘D yuw think these things just hoppen? No. A ruined crop, an
endless stovm, or a drought is the venpeance of the Ferlurnes upen
the urwerth”

— Mirumoto Rosanjin

When the universe was nevw, there wag Mothing. Mothing
came before even Lady Sun and Lord Meon, and Mothing was
all that there was. It is said that from Nothing ceme the frst
Three 5ins, and they are considered the most basic sins of
Rokugan, Nothing was afraid, for it was the only thing in the
universe, and it despaired. Fear is a sin because it drdves men
w dushamelul things. All tacsepatates wan [rom creatures is
his ability to control his fean

Soon, Worhing longed for 2 companion. From Nothings
aching empriness came the sin of Destre. Desire created half
of the universe, made heavy by the pain felr by Nothing, and
the form of the world hegan to appear. Desire is a sin hecanse
it mspires samiir to disabey their omne dury in life — to serve
their lord. A guard who desires more-than his simple station
will grow lax as he focuses on things other than his duty.
A samurai who desires love will defy honor and daimye o
pain what he seeks,

After Mothing saw what ite desire wrought, it regretted
what it had done, for it was unexpected. The weight of Noth-
ing's regret formed the cest of the universe, and set into
motion the cvents that would ereate both Sun and Meen,
Seeing that it was losing itself to the crearion it had caused,
Nothing retreated into the blackest recesses of the universe,
Regiet Is a sin both because it leads to the other two sing, and
is also the sign of & weak mind, Regre can cause s wan (o
question his lord, to fear for what he has done, or to desice
another path. It also leads to doubt, a feeling that has no place
its the hearr of @ samural.

Alongside the three major sins are two others thar are the
eteatinn of the Heavens — rhe Taint and becoming unelean,
The Taint is 5 sin hecatge it is contact with the realm of Fu
Leng, and asign of his influence. “laint is an-obvions cormp-
tion of the Celestial Oirder, and even pure souls whao have
been touched by the Shadowlands are in danger of losing
their soul ta the fires of [ipoku. There is no known cure for
the Taine, though there are wavs to cleanse a Tainted goul
prepating for death, Seppultu is generally the anserer for such
an affliction, and the monks of the Brotherhood of Shinsel
cleanse the soul for its journey to the afterlifc. Many Crabs
choose to spend their last moments fighting against the
Shadowlands instead of ziving up their mortal lives, and
those ftow any clan who clivose to do the same ate always
welcume on the Wall,

“The Henvens do rot forget veur transgressions. They are cbernal, and | :

wmly fovgive dhse woho sk for their timitless mercy”
— Toburi Sezaru

There are hundreds of Fortunes, and countless ways to deaw
each Fortunel disfavor, Peasants have endless superstitions on
how to aveid the wrath of each of the Fortunes, or how to
regain their favor once they have been angered. The peasants
do not realize that not all Fortuncs are watching everyone all
the time, and sometimes they couldn't carc Jess about humans'
behavior, When they do become angered, their disfavor can
be demonstrated by a broken pot — or a sudden plague.
while the Fortunes varely interact with humanicy in sucha
direct manner; must moctals du nol wane o be e subjeceof
the story 2 monk tells generations from now, warning of the
Forrunes' wrath,

Aroning for 4 iransgression agalnst the Forrunes is simple

enaugh, once the proper ritnal is known. The main complica-
tinit 1g that each Fartune has different methods by which he or
she wishes to be contacted, depending on the suppliant's
tequest. While the Phoeniv and the Brotherhood of Shinse
leep detailed texts on these matters, it is not likely that every
Phoenix home or Brotherhood temple will have all the
answers 3 samurai seeks, Eventually, the task should be 2
simple matter of tracking down the correct information
{those who have Enewledge (Arcana) or Beligion will gener-
ally have a good idea of what to do or whom to talle ta) and
performing the ritual.
In contrast, peasants do not necessarily have access to éven
the welcoming temples of Shinsei, They therefore have had to
invent their vwn ways of appessing an angry Fortune, These
methods generally run from the nonsensical to the wild, but
the imporrant thing to remember is this — 45 peasants dre
mostly igniorant of the troe workings of the Formunes, some-
times they lay the blame for a simple bad harvest on thetr loxd,
Surely, if he were a pious and correct leader, disasters would
not happen! While most peasants simply grumble under their
breath abour such matters, sometimes these grumblings norm
inte a full-Hedged peasant revalr.

Atoning for sing againet the Celegtial Order iz cimple
matter — the more common ging have simple tituals and
pravers to right the wrongs a samtiral may have committed.
©ften times, simple prayer in a temple or the family ehrine is
enough to purge the sin from a soul. IF the sin bears greater
weight, the penance can invelve fasting for days, sacvifice of
worldly pessessions, joining a monastery for lig, or cvenh sep-
puku, Only the most serious sins are answered with the ritual
ol seppulo, but it is the cleanest way to erase the stain of sin.
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Though others may still speak of o transgression after a samu-
rai has performed a ritual of purification, it is considered
impreper to even speak of a matter that led to seppuku. Those
whe continue to speak poorly of ene whe paid the ultimate
price for hissin tread upon the line of blasphemy ticmselves,

"Tosee into.a Biragon’ eve is to sce-the depth of the cosmos; to hear
its words, to hear the limitlees unsdom of the Heavens, They are
more than simply the embodiment of the primal forees . they ane
the wniverse itself!

— Afeedo Kaneka

There are seven Dragons in the Celestial Heavens, all of
which represent part of the universes foundation. The five
Elemental Dragons are the best-known, and they are joined
by the Celestial Uragon and the Thunder Dragon to hold the
world together They répresent that which is both pure and
holy of their element, and are said to be more powertul than
the Fortunes themselves,

The Elemental Dragons are tied more closely to Rokugin
than are the other two They were created with the universe, as
the primal stuff of creation slowly formed into the five basic
elements, These Dragons muv&g’amon,g mortals when the
Celestial Heavens was much eloser to the earth, and took great
interest in them. The Dragon of Fire was taken with how the
humans could perform great feats of inner strength and inspi-
ration. Barth and Water talked (o each other speaking of how

the murtals were strong in body and spirit able to tame the.

land Sun and Moon had given them. Alr saw how the kami
that surrounded the Empire loved these humans, and did the
same, The Dragon of Void stood apart, conferring with his
cousin Togashi (the founder of the Tragon Clan) abong the
mysteries these mottals would nnlock with their canny minds
atl iincanguershle sonls

Lady Sun and Lord Moon soon worried thar the interfer-
ence of the Dragons (along with other Celestial figures)would
overwhelm the Empive: They decreed that the Heavens would
be lifted far away [rom the earth; and the Celestial Dragon was.
created ro both held the Heavens aloft, and serve as a messen-
ger betweern the two realms,

Finally, when Shinsei called forth the mortal championz of
the Empite to do battle with Fu Teng, the Thagon of Thinder,
was first seen in the heavens, and her cry of hirth shool all of,
the land helow The Thunder Dragon represents the strength
of a mortal's soul, and the woice of the Heavens calling downite
earth. Those favored by the Thunder Dragon are <aid to I;e.
completely without fear and unsteppable in combat.

The Dragens reside in the Celestial Heavens, also called
Tengoku. On rare occasions throughout histery, the Dragons
have guided mortals to their home in the Heavens. Because of
this, many refer to this place as the Dragonlands, thinking itis
its own realm. Only the Thunder and Celestial Dragons
directly interfere in the affairs of mortals very often, I'Jﬁﬂfm
a Dragen is once or twice every hundred years: the Dragon
sometimes appear to worthy mortals who ask for their guids
anie, ur charge them with a duty from the Celestial Heavens.
The Elemental Dragons choose 1o affect the morral real
through their Oracles and by sending mortals dreams
ot visions. For more information on the Dragons and the
Oracles, sep Chapter Tarn.

The Tragons themselves are the lords of the Celestial Heaw
eng, just helow Sun and Moon. They hold reality together with
their very existence, in the pattern Amaterasu {Lady Sun) and
Dnnotangu | Lord Moon) created so long ago. They usually uqr'
and think independently, though they view one another 15"
tamily, Bach Dragon is the embodiment of ity
Element, though they can appear in any forms they-choose.
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HISTORY.

Toturi ns commarided that their vasthistories be recon
stritcted for the Empire. Throughdiligent veseareh dn y part
and. gredtly rcqu‘nf o the acconis af Hreortta “Hilsaze and Kint
 Mows; the wilkof-the Emperor has been: execnted. 1 have further
erdeavored to inelide all datesof wiore recent hi!tﬂ‘r}’fﬂilmulrfg Hie
destritetion of the Libravies in onder {0 'r'astare the complete history
af Rﬂkugﬂn torafs full splendor T set iy lanid dlirmg‘ﬂw ﬂ:ir‘tmth

}r-::uru_I' he reign ‘of Tuturi I the 3p1i.nd1-r] Eniperon, |
— ‘Miya Haror, The Impenl .H.I.bUJ‘Ilt:h

l n.the wﬂhe ofﬂm dasiﬁwhm of the Ikeme Libravies .'Empam

. PRE-HIST ORy

Bafare thr. fall ‘af the Komi; “hefore: the. rl,se ot man, there

were others: The oldest sivilization knows to Rave sxisted
i the land novcalled Rolnigan was that of the Maga: hrace
of mystical, pacifist serpent-men, the Nagas great civiliza-
tion spanned the Far western reachesiof the mﬂdn:rn
Eipize. Thelr liistory wasmmrkﬁdbycmﬂlct ol course, bt
following theiz own strueeles e supiemay arnd 2wl with

| the mysterious Askabin from across the dnﬁ&rﬁ""‘fh& MNagd

‘established a peaceful’ and phllusophl.cal wcm-}r thar
reipned for many cenruries,

The Naga entered an. Em:hm{ce:l slumber o that their”
dying race wanld J:tlﬁnw tn comibat an ufiknown firture:
enemy. [n their wake mmgqrher eivliations: Thi preatest’

mn}r have heen that afthe Mezunm, fnown ro modern/ Rk
mani a5 Ratlings. The Mezumi meem to-bave had awvast

-empire of their own, one which conguered tha ingdom of ©

i

domlinds doe mdny
lleve ‘that the abom-

lized cteatures
Mczumxsaaacrt'i’ !
cwﬂtza:mn \}fr

hat:w:rthe truth. miay bei ‘both the
ezumi; and that of the DgICH Was

gs falI frc-m haaven overa mlllen-

; 1uu.m ag;n._alnh

Atdeds
mankinds;
tupted by B Leng, the trolls nevertheless forge&'a consid-
erable kingdom throughour the Snadmvlapda Thizking:
dom bowed to the rule of the trolls, survived therelgn of
rl'u* 'I'~»I=¢=~z1:|l'm,L W5 Im:nrpnmted into the dominich-of Fu
Long, and fnally was shattered during tliie rule of Hida
CisanoWo, child of Hida-himeelf whaled the O rah Clanin
a Wcints war aggmsr the frolis Rﬂmmnts&ﬁth&tr civifizas

rion'still exdst, However, such as the dath t“it? anﬁmmf =
mte qf t'hc Bat:[e of Obiwmn‘s Cate. :
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* Fall of the Kami: Established pre-calendar -~
The fall of the Kami matks the beginning of time and rhe

separation of the Celestial Heavens fmm the w;:yfd af

is some evidence m‘ﬁupport t'he "
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The early rribes of Rokugan formed hefore this date, which
may seem apocryphal: mortal men farmed from the blaod &f

Lord Moon's wannds and the rears Lady Sun shed afrer their.

children’s fall. However, the ways of divinity are unknowable,
and none can traly say how long it took For the Kami to fall;

Cmne note overlooked for many centuries wae the death of
Ryoshun, the Tenth Kami. Byoshun never fell as his siblings
did, but died within his father’s stomach. Ryoshun’s spirit
passed on to the Rift, an area of existence between all che
Spirit Bealms, He remained there to guard the spirits of the
dead for all eterniry

Early Events
Lost Gisei Tashi, the ancient Phoenix Clan city is
esrablished tmmediarely after the fall of the
Kami. This ciry, now thoughe destroved by
all bur the Phoenix who dwell there behind
walls' of illusion and mizdirection,
remains the earliest eign of *cultured”
human habitation after the beginning of
time, Histerians designate this, the carli-
est event in Rokuogan's hiztory which
can be assigned 2 date, as the year "1."

Coronation of Hantei 1

Follawing a tonmament berween the
Kami (excluding logashi, Fu Leng, and
of conrse Ryoshun) the Hanrei i decar:
mined to be the most worthy ruler of
Rokugar. At the end of the tournament,
Topgaehi speaks words of prophecy:
“When the lust Aleodo Fills, so falls the
last Hantei”

The War Against Fu Leng and
creation of the Shadowlands
Shartly after the fall of the Kami,
waves of cormuption issue from the
Festering Pit {the place where Fu
Leng hir, and sank beneath, the
earth) and taint the southern
lands of Bokugan. The armies of
the Lost Brother swarm across
Rokugan, destroying all in w
their path, The servants of the =
Hantei fight valiantly for pd
decades, bur find that they are
slowly losing the war,

The Tao of Shinsei
transcribed: vear 42
A strange little man arrives in the court of the Hantel, promis-
ing that he can give the Kami victory over the armies of Fu
Leng, First, however, he gains audience with the Kami them-
selves, and speals to Hantei at length, Shiba copies down the
litele man’s wisdom dutifully, this rext later becomes the Tao of
Ehinact, the foremeost religious text in Rokugan,

The Day of Thunder: year 42

When the war |noks bleakest, Shinsei gathers one morral from
each of the Seven Great Clans, Hida Atarasi, Dioji Konighilo,
Mirtmots, Matsu, Isawa, Shosurs, and Otalu join Shinsei on
ajoutney to the Shadowlands to deteat the fallen god Fu Leng,
All of the Thunders die there, zave one.

Foalat Agent

1teath of Shiba: vear 42

After the defeat of Fu Leng, the Kami Shiba journeys into the
Shadowlands in search of Shinsei and the Thunders. Shiba iz
mottally wounded slaying the First Oni, but ensures thar
Shosure returng to the Empire alive,

Shosurc's Return: vear 42

The only surviving Thunder, Shosuro, returns from the

Shadowlands with the Black Secrolls which the Thunders had
uged to bind Fu Leng. Shosuro survives her journey only by
making a pact with the Lying Darkness, and immediately
thereafter casts off the percona of Shosurs to become Soshi,
founder of the Scorpion shugenja Family

Shinjo’s Exodus: year 45

Wil the war against Fu Leng now
eftectively at an end, thie Kami Shinje.
determines thar she must leave the
Emplre and explore the world to betten
prepare the Empire for its dangers,
Threa families of har Ki-Hin Clan —
the Citakon, Tuchi; and 1de — chooga m
follow her. Hantei gives Shinjooneofa
pair of magical mirrors created by
Shiba and Isawa, which will allow
Shinjo to communicate with Elantel
even while in distant lands,

Dearh of Hanrel: vear 45

Crippled by a lingering injury suffered
in the War Against Fu Leng, Harita)
spends the last manths of |ife bedrid-
den. Linable to carry the news of vie
tory to the Empire, Hantei chargesa
| boy named Miva with bringing the
jovous tidings to all, Shertly atter-
ward, the Son of Heaven closes his
eyes and dies, content with what he
and his brothers and sisrers have
done. Many believe that Hantel
simply tived of mortal existence and
rejoined his mother in the Celestial
Ieavens,

Crowning of Hantei Cenji: vear 44
The Emerald Throne seands empry for
a brief period of mourning while the
Empire tecovers From the war and
the loss of the Son of Heaven
Hantei Genji, the first son of
Hantei, is crowned Hantei 1T fve monthas after his fathees
death, thereby setting a procedent for inheritance by the At
born, Genji; the Shining Prince, is responsible for most social
ttaditions of the modern Tmpire. Genji's reign basts vver tw
bundred years, the blood of the Kami Hagrei strong in his
veins, He marcies & Duji woman, beginning the waditon of the
Haniei Emperor taking 3 Crane bride.

Birth of Hida Ogano-Wo! circa year 48
Osano-Wo, recond son of the Kami Hida and offspring of
the Thunder Dragomn, was born in this year,

Hida steps down as Champion of the Crab: vear 63

Though Hida is a powerful Kami, he recognizes many traits m
his son Osano-Wo that he lacks, in particular leadershipand
charisma. Particularly impressed by his son's grear rrinmphs



against the trolls, Hida steps down as datmyo of the Crab Clan
to bestowr the mantle upon his son. Hida thereafrer fraquently
leads large groups of specially selected samurai on brutal
‘etrikee deep into the Shadowlands, trips which sometimes last
up to 3 year.

The Phoenix Clan find Uikky, the Serene Prophet:
circavear 72

Uikku, the propher of Shinsel’s Ta, 15 a young child cursed
with the gift of prophecy. His ravings ate alternarely inspiring
and haffling, hut many of them involve the futire or interpre-
tations of the Tan The Phoeniy take him into their custody
and dutifully reanseribe all of his pronouncements. Although
Ulileku was voung and seemed disconnected from the world,
his undersranding of the Tao was legendary, and his prophe-
cies amaze scholats with their acouracy even taday

Mantis Clan Founded: circa yeur 30

Osano-Wo chooses o acknowledpe his illegitimate sun
Kenzan 25 his heir rather than the legitimare Kaimetsu-uo.
Though relations berween Kenzan and Kalmersu-uo are not
hosrile, Kaimetau-un leaves Crab lands to pursue his own des-
tiny. He finds it across the seas of Rokugan, on the islands he
names the 1zles of Spice and Sille His fallowars eall them-
selves the Mantis, though they are not vet acknowledged 45 a
clan. (In fact, the very idea of Miner Clans is a precedent that
has not yet been established.)

The Crystal Prisun created: yeuar 82

The Scorpion Thunder Shosure, after passing threugh a dvzen
different faces and Identities, has begun to realize that her
mind is no longer het own, Fearlng the influence of the darlk-
ness within her, she surrenders herself to the Kaml Togashi
for help Togashi cannot save her, but he creates 4 crysral
prison deep beneath Kyuden Togashi tn contain the danger
cha represents. Shosuro allows herself ta be confined.

Disappearance of Bayushi: year 83

Tlie First Scorpion is said to-have left behind his mask and
sword Tor his soo, with g nowe reading "1 have lost her forever,”
before vanishing completely,

Death of Uiklu, the Serene Prophet: circa year 90

Fox Clan founded: cirea year 20

Some members of the Ki-Rin Clan remained behind when
shinjo led her people our of Rokugan, These, whu would
become the Fox, are ousted from rheir anceseral lands by the
Lion. They are pranted new land in Morl Kitsune, a family
name (ICitsune), and a Minor Clan of their own, The Emperor
forbids the Grest Clans to war upon them, establishing the
precedant by which Creat Clans may not initiate war with
Minor Clans.

Hida Osano-Wo murdered; year 27

The Clhumpion of the Crab is murdered by an unknown assas-
sin, His father, Hids, is missing on 2 long expedition in the
Shadowlands, and with the powers of darkness on the rise
Osano-Wo's son Kenzan Is reluciane ro abandon his pose.
Instead, he sends a message of discress to his half-brother, who
leaps upon the chance to avenge his father, Hunring the mral-
tar to Phoanix lands with a fleer of Mantis sailors beside him,
Kaiméten-uo arrives ar the donrs of Shirg Shiba itself When
the Pheenix refuze to open the gates, Kaimetzo-uo cries fo his
tather for vengeance. Thunder roars and a stroke of lightning
blasts open the gates of Shiro Shiba The Phoeniv quiclly hack

down and agree to assisc the samural who so clearly acts on
hehalf of the elaments themselves. The wrairor is released Into
Kaimetsi-ngs cugtady and painfully sxecuted.

Shortly thereafter, Fhoenix scholars requesr thar the Hantei
grant the status of Fertune to the departed Hida Osano-Wo.
Ogano-Wo is thereafter the Fortune of Fire and Thunder.

Deaih of Akodo: circa year 9%

While surveying the construction of the Hall of Ancestors
and the tkoma Libraries, Akuodo Que-Eye is cauglit wmwares
by beasts of the Shadowlands. The monsters make their wiy
through the Shinomen Forest, preparing 1o arack the fledg-
ling Empire; Akodo stands against the horde with a hundred
nf hig men, and meers his enemy in what was once the Seik-
itsun Pass throngh the Spine of the World Mountains. When
the battle seems lost, Akada calls ant ta his mother, the Sun
Goddess, to withess how brave men died. As the advancing
Shadowlands beasts reach him, Aledsls mighty roar collapses
the pass, bringing down @ mountain upen him and the enemy.

Kuni Nakanu notives Taint on corpses: circa year 100
The Crab Clan began studying the signs #nd effecis of the
shadowlands Taint as early as a century after the Empire’s
founding. Their scholatly research has saved many lives, and
the information they have been able o discover during the
thonsand years of pesce have been truly remarkable.

S=COND CENTURY

(101-200 1Q)

Reporied Death of Togashi: vear 101

wWhen Doji teavels o the land of the Doagon clan w visit he
brother Togashi, she is turned away at the gate. This was the
first news of the death of the Dragon Kami,

Disappearance of Doji: year 102

Lady Doji is wraclked with depression after watching the
mortal world shift and change as she remains constant, As she
has never been close to her sole remaining sibling, Hida, Doji
begins to Feel alone; Consequently, Lady Doji imparts her final
wisdom to herson Mio and walks into the sea, never to be seen
AL

Creation of the Badger clan: circa year 110

The Badpger Clan, one of the smallest of Rokugan's Minor
Clans, ig created to guard the northern passes of the Empire.

Book of Sun Tav written: cima year 145

The origins of the ronin known as Sun Tau are open 10 specu-
larion, but he is penerally believed to have written his mreatise
ony wartare during this period. The wrirngs of the ronin gen-
eral ave valued as greatly as the observations of Akodo himself
gnmetimes even more o, Original copies of his manuseripr
are among the most greatly prized treasures in Rokugan,

Emecrald Magistrates and Emerald Legions founded:
year 153

Experienced military officer Doji Harsu and skilled courrier
Soshi Saibankan begin 1o dialt methods by which quality
soldiers could be conscripred and magistiates could enforee

the law of the Empire, Hatsuo and Saibankin soun devise:
* the framework for the Imperial Legions and the Emerald
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Magistvares, respectively, The new system puarantees thar the
Empetor's legions and magistrates will work closely, with
puwers that complement one another without being exces
sive. This system persists withour radical change 1o this day

The Hrst mention of the Naga: circa year 200

A Crab named Kaiu Sudare lases his son in the Shinomen
forest, The boy is apparcntly saved by ereatures with great
snake tails and human bedies, ane of which calls itself*Mara
By all accounts, this is the first notation in the Empire of the
Mags, who soon become a deeply integraied part of Rokugani
mmyth and legend.

THIRD CENTURY

(201-300 1A

Disappearance of the Kami Hida: year 210

(traditional date)

In the year 210, the aged Kami of the Crab takes up his ter-
subo, announces his intention to seck our his lost son, and
departs inte the Shadowlands. He s never seen again,

Invention of kolun: vear 243

The system of exchanging items of worth for poods or services
existed long before the Crane Clan's Yasuki Tanala, but itishe
who designs the koku as ir is recognized today. The koku's
design features the kanji of the Fortunes on one side and the
Kami on the other. Though they are simple and recognizable,
Tanaka's coins confound mest attempts at forgery, When the
Emperor inquires as to the nature of the strange little coin
{which was, at that point; used exclusively by the Crane)
Tanaka gladly provides the Emperor with his dies as o gilt.

Dreath of Hantei Genji: year 247

Lile hig farher, Cenji is said to have ascended into the Celes-
tial Hesvens upon his death. The latter part of Hantei Cenjils
rule secures Shinseism and itz philosophy of Shintzo in the
Empire, although it will not become widely popular until later
its the history of the Empire.

Death of Isawa Akuma: year 283

This important date correlares directly with the first emer-
gence of the Oni Lord Aluma from the Shadowlands. On, the
demons of the Shadowlands, gain great power when they steal
aname from their summoner. Akoma, one of the maost power-
ful of all Om, stole his name in this year from an Isawa
shiggenja who paid the price for ambition.

FOURTH
~ CENTURY

(301-400 1C)

Beginuiog of Nezumi-Crab Alliance: year 314

This is the first recorded instance of Crab working togethet
with Ratlings {an arrangemenr which the Crab have only
recently admimed openly), Twelve-vearold samural Hernma
Kazuma has a strange rapport with Ratlings, and forges bonds

of trust between man and Mezumi. The Mesimi balisve that
Kazuma possessed the soul of hoth human and Mezumi, and
became a Transcendent spirit after his death

Founding of the Snake Clan; year 339

Impetial magistrate Isawa Chuda successfully saves the
Emperor's life from the deadly threat of 4 maho cul, Chuda’
proclaims himsell the Emperor's serpent, “creeping inmo
liidden places and striking down your enemies.” In reward for.
his years of service and valorous actions, the Emperor declares.
Chuda o be the daimmve of the Snalke Clan.

Founding of the Centipede Clan: year 347

Centered around a modest shugenja school, the family of the’
scheal's otiginal scnsci is granted the lands and title of 3
Minor Clan, The Lady Sun-worshiping Centipede are givei
theis status mostly due to their isolarion from the Phoenix; as:
several Otomo point out to the Hantei that it would be much
simpler to record tieir events and tax their peasants if they
wele Liented @y @ separite entity

Crovning of Hantei Fujiwa: year 371
Hantei V {alse known as Hantei Fujiwa) is an exceptional
Emperor for many reasons, He believes that his immediate
predecessors wete too concerned with increasing the quality
of life in the Empire for certain areas instead of improving the:
Empire a5 a whaole. Hantei Fujiwa is also the first Empero
gince Hantei himself to engage the Shadowlinds i comba,
slaying oni with the powerful Swoud of tie Hantei and lead
ing the Imperial Legions in combat side by side with the Crab,
Upo Lis teturn to Ceogan Uchi, he waxes wroth against
the Livn and Crane, accusing them of weakening the Crab
through political atracks and thereby requiring his direct
intervention on their behalf Fujivwak first wife had died child:
less while he was in Crab lands, only furthering the Hanteis '
anger. Late in Fujiwa'sreign, hiz eldest son and heir appatentis
kidnapped by a conspiracy of Crane, Phoenix, and Scorpion
courtiers calling themselves the Cozoku,

The Yasuki split and the Crane-Crab Wac: year 387

The great Crab-Crane war is the [irst larpe-scale internal war
in Rokugan. Caused by the Crab seizing territory along the
Crane’s soutliern borders (to feed, the Crab sav, their belea-
guered troops after a number of major battles against the
Shadowlands), and the defection of the Yasuki family fram
Crane to Crab, the war lasts for over s decade

Rulership of the Cozelu: years 321435
After the lidnapping of his heir, Hantel Tujiwa has little choice
but to acquiesce to the demands of the Gozolu Alliance. Fujiva
falls ill and dies shortly after capitularing to the Guinhu, lenving
hiz aged uncle, Oromo Tohojatsu, a5 tegent until Hantei Kusads
can clain the throne. '
Tohojatsu, who had always coveted the Emerald Throne,
yuickly falls in with the Gozolu, Fantel Kusads (Hantei VI)is
destined 1o serve as nothing mote as a figurehead — by the
time he comes of wge, Otomo Tahinjatsu's concessions to 'I,‘]],E'
Gozoku have yielded them complete control The Gozoky
themselves encourage the independence of the lans, with the
Hanter Emperor providing a “face” for their rule over the clan
The Cozelu's rule is a prosperous time for Rokugan. They
construct 3 web of readways and institute new ways of con
ducting trade and travel go that the clans can stand mare spart
trem each ather Artand culture floursh, Unfortunately, sodo




crime and cortuption, as it becomes clear that even the Grear
Clang care nothing for the Emperer's low

The Cozoku are led by Doji Raigu {son of the Crane Cham-
pion and later Champion himeell), Shiba Gaijushilka (the
Imperial Scribe), and Bayushi Atsuki {the Emperor’s spy
master and Scorpion Clan Champion),

Coronation of Hantei Kusada: year 397
The crowning of Hantel Fujiwas son as Hantel V1 is held com-
pletely nnder the power of the Gozoku Alliance,

FIFTH CENTURY

(401-500 1C)

End of the Crab-Crane War and Sparvow Clan founded:
Yedr 400

During 4 failed negodation to end the Crb-Crawe way, Crane
official Dojl Onegane is custed from the Crane Clan. The
Emperor grants Omegano lands east of the Crane holdings,
bt the lands are harsh, unforgiving, and lacgely worrhless.
Onegano refires to a monastery, leaving his son Suzume as
daimyo of the new Sparrow Clan.

The Crab-Crane War results in the Yasuki's afficual confir-
mation 48 4 Crab family, and an Imperial Edict banming large-
scale open warlare among the Seven Clans of the Empire.
Froan that time forward only small battles are permitted, and
only with the Emperor's consent, explicit or tacit. The entire
mazscd armics of the Grest Clans were not turned againet one
snother from that day until the Scorpion Clan Coup.

Snake Clan corrupted: year 401

huda Tamihet, great-grandson of Tsawa Chuda, succumbs
the remptation of a spint and voices 4 deadly prayer to dark
forces, unleashing 4 dreaded Shuten Uoji in the lands of the
Snake Clan. The spirit beging extending its influence
throughout the tiny Snake Clan, completely assuming contral
ina month,

The Five Nights of Shame: yeur 402

Alerted to the presence of the Shuten Duji, the Coweil of Ble-
mental Masters devore considerable resources to the Snake
Clanis destruction. Huge numbers of Shiba bushi are lost in
the hattls hefare the Masters discover the proper means o
combat the spirit. it the end, howewer, the Snake Clan is
utterly destroved, No trace remains of the Shuten Doji, or of
the Phoenix magistrate sent to discover its ultimare Fate.

Hida Tadaka & Matsu Itagi in the Shadowlands: year 412
This is the famous event wherein the arrogant Lion Champien
venmures into the Shadowlands, vuly w be rescued by the CGrab
Champlon, Borh Champions die from the wouwnds they sus-
‘rain fighring the Shadowlands rogether.

Hantei Kusadd's spies uncovered by the Cozoku: year 422
Though the Gozolku made many contributions ro Rokugani
culture, few notable advances con be attribured to Hanted
Kusada himself — save one. During Kusade’s reign, he spon-
sors rebigion heavily and is responsible for the creation of oeer
twenty-four temples within the walls of Gtosan Uchi along,
places which Shinsel visited or where he had perfermed some
holy act, In the year 428, Kusada Lits upon the notion of using
the Brotherhood of Shinsei as spies and agents, as no one

would suspect 4 monk of such behavior The Brotherhoo has
nn chaice but to nbey the Emperot, the ultdmare head of their
religion However, the “spies” are caught. and the Gozoku
decides to make an example of the Bratherhood. Historians
consider this the Gozalu's first mastake, 45 it turned attention
on the darker side of their control of the Empire. Kusada had
several sone and danghters, but his heir would be his fivst-
Torn, 7 gon whe was alga controlled by the Cozole.

The Gozoku ensure that all of Kusada’s sons are fostered by
the Scorpion, Phoenix, or Crane, enabling the alliance to
retain ita hold on the Emereld Throne, Kusadals daughters are
wed or fostered off 1o other clans for politica] allinnees, help-
ing the Gozoku gain more and more control over the politics
ol the Eupire,

Gugai family name awarded: year 429

Centuries after the Mantis” informal establishment, Gusai,
leader of the Mantis, is invited to Otosan Uchi. Doring 4 con-
test of wits with the Emperor, Cugai demonstrates the
strength of steel over worde by drawing a blada at the Hanteis
throat, Gusai wins his argument with the Emperor, as well as
Minor Clan status and the Cusai family name, The Hanrei has
the last word, however, and proves the strength of words by
ordering Gusais execution.

Hantei Yugozohime fostered to the Lion: year 432

Hantei Kusadas danghter Yugozohime is fostered to the Lion.
Rather than marrying het to a courtiet and teaching her to be
a quiet, respectful woman 45 the Gozoku intend, the Matsu
and Lkoma train her in the tenets of bushido and the wisdam
of the Heavens. The Lion, in short, teach Hantei Yugozohime
how to be an Empress. When she learns of the true glory of
the Hantei Emperors, the young Empress-to-be begins to plan
hiow she will defeat the Geeolau,

Coronation of Hantei Yugozohime: year 435

when Hantel Kusada dies of old age, his helr is broughr from
Phoeniv lands ro take the throne (and maintain the Gozoku
stranglehold on the power of the Empire). Yugozohime chal-
lenges her brother o 4 duel for the throne, and defeats him.
With the support of the Lion and Dragon behind a confident
and powerful Hantei Emperor, the strength of the Cozala 1
swiftly and suddenly shattered.

Many members of the Cozoku’s three clans either quickly
retire to monasteries or die in duels within the year. Shiba
Gaijushiko assiata Yugozohime in dismontling the Cozoku's
povwer base in return for his own pardon, Mo formal charges
are brought against any Goroku members; though Yugoze
hime's magistrates arrest them for various etiminal dealings.
Yugozohime, as Haulei W11, hands many functions of the
Imperial Court that the Guauku used o their advantage over
to the Otomo family, foresealling any similar atieinpts to nake
a pawn of the Throne,

Cadjin Ambassadors Arrive at Imperial Court:

circa year 440

At the behest of the Mantis, a small group of gaijin exploters is
allowed admission to the Imperial Court while their fleet
docks in Golden Sun Day The Bmperor opens limited trade
and exclange of ideas with the foreign visiters. The gaijin are
allowed two vears to prove their honor and their respect for
the Empire.
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Battle of White Stag/Raging Seas; virca vear 442

The gaijin are commanded to leave Otosan Uchi; they retaliare
with violence, In the ensuing barele; Hanrel Yugozohime s
tragically slain, The unired clans band together to slughrer
the gaijin, driving the shatrered remnants of their Aeet tooses,
where many of their number are consumed in 2 mysterious
Storm.

Yugozohime's uncle Hantei Muhalki assimes the throne,
Shartly thereafter the Emperar hestows Minor Clan statne
upon Agacha Kasugs and his followers, despite the fact thar
they have apparently helped gaijin attackers flee to safery The
true reazons behind Muhali's decision are known only to
Kasguga and the Emperor himself. Under these murky circum-
gtances, the Tortoise Clan is born,

Boar Clan founded: year 447
The descendants of a group of Crab explarers thought lost in
the Twilight Mountains since the year 383 armive in Otogan
Uchi with three tons of jade and iron. Their leader, Heichi,
presents these as a payment of back taxes to the BEmperor.
Heichi’s followers rafuge to return to their farmer clan,
Amazed by Heichi' story and intrigued by his knowledge of
bushide and law, the Emperor
bestows Minor Clan status upon
them.

The Emperor’s Blessing

Wrien: year 472

The Emperar’s Blessing, Miva Mai's
most critically acclaimed warl,
tells the mle of the end of the War
Against bu Leng and describes the
founding of the Miya househald.
Mai considered the wotk "toa
tame" and only completed it 5o
that the commiszion promised by
her patron would provide cnough
money for her to survive, The play is
widcly regarded to be Mai's best, and
spawns innumerable imitators,

Coronation nof Hantei X:
vear 487

Hantei X wag the firse Hantel to give up his
personal name, and simply be reterrad to as
“The Hantei." His natme has been lost for all
time, and in many texts he is referred to us
“he whe eacrificed his tame for the

Kuni Nakanu’s journals
discovered: vear 4uy
Otomo Jama, younper hrather of the
Imperial heir, finds his destiny taking a
sielden turn when he happens upon the resting
place of Xuni Makanu's maho texts, With the help of
Dragon and 3 Crane shugenjs, Jama begins to translate the
texte and discover the zecrets of power, & small cult forms,
with farma at the head.

Ag leader of this seeret socicty, Otomo Jama rakes a now
name  luchiban

(501-600)

The Anvil of Despair is created: vear 501

The sinister Agasha Ryuden, guesting with the Boar Clan
within their home in the Twilight Mountains, forges a mighty
anvil from the ore formed by the hload of the First Oni.
Eyuden sacrifices the entice Hoar Clan to the foul creation,
resulting in ane of the darkest and most powerful nemuranai
Hokugan's history. Their tortured spirits combine into the
Shakoki Dogr, o vengeful and malicious spirit that haunts the
motintains for centuries,

Bloodswouds Forged: year 508

Asabing Yajinden uses the Anvil of Despair 1o forge the
dreaded Bloodswords — Ambltion, Bassion, Judgment, and
Revenge — for his dark master Tuchiban. The swards are
glven to the Scorpion, Crane, Crab, and Lion clan daimyo
tespectively

Red Snow Battle: year 509
Akodo Meikuke viclently reacts to a Togashi monk's casual

20,000 soldiess w anack Togashi Mounzain,
Culy 2000 survive the grear winrer barde.
Meikuko rales her life with rhe sword

given to her by Asahina Yajinden,

gynonymous  with  "mistale”
among the Lion,
Death of 1Tida Tenburo:

Year 508

Crab daimyo Hids Tenbury sul-
denly mucders his children in
their sleep, He chereafter commis
suicide wirh the blade given o
him by Asahing Yajinden, Judp-
ment.

Suicide of Doji Tanaka: ycar 510
Crane daimyo Doji Tanaka confesses
his love for an eleven-year-old geishato

Erom the cliffs of Kyuden Doji (o his

death on the foamy rocks below. He

ciattles Passion, the blade given o him
by Asshina Yajinden.

Battle of Stolen Graves: year 510
Scorpion Champion Bayushi Bikaji,
whe has not yet rouched the blade

givest to him by Asshina Yajinden, sus-
pects foul sorcery after the deaths of the daimyo whe wiclded
the athet three blades, Rikeji dispatches Scorplon magistate
and shugenja Seshi Takasho to find the creator of the blade,
Togecher with Legionnaire Akode Minobe they discover the
secret cult of the blood sorcerer Tuchilan, who plans o ani-
mare the bodies of the Imperial crypes as an army 1o be used
againat the Ewperor dimself, Rousing the armies of the cluns,
Luchilsan is eventually caprured, killed, and entombed within
i great structure enchanted to contain his blackened soul. The

statement in the court, mobilisiog o army of

Revenge. Her name is thereafter

hisassembled court, and thercafter leaps’




architect, Kaiu Gineza, is also entombed therein by Scorpion
assagsing o the gectets of the remb will remain sate,

After Tuchiban’s defeat, Asahing ¥ajindens mind ie erased,
He becomes a gerdener in the Emperor’s gardens. The
Emperor thereafier issues a formal edict that all corpses of the
dead will heneceforth be eremated rather than buriced, to spare
the bodies of honored ancestors the desecration of evil magic.

Mantis family ‘Gusai’ removed: year 510

The Cusar family name worn hy the nobility of the Mantis
Clan ic revoled only three generations after it was given
Cusai Rioshida, Mantis daitnyo, attempte 2 coup and holds the
Emperot's son hostage in the Mantis isles. The prince is
returned and the Cusai family deetroyed Becatse the Mantis
Clan chose to betray their Lord and execute his family becouse
of their shame, the Mantis is allewed o retain irs clan status.

Battle of Kenson Gakka: vear 533

After a failed Scorpion attack on Kytiden Tkoma, the Marsu
retaliate and attack Shiro no Meivo. The Lion male an exam-
pleof the Scorpion, killimg everyone within and renaming the
city Kenson Galdea ["Humility's Lesson”)

Birth of Hantei XVI: year 5659

The birch of the Steel Chirysanthemum, as Hantei XV would
coime to be called, cucus under porcenis so craluous thar dhei
like has not been seen since the time of Tuchiban, The
Shosurd, Ikoma, and Asshina quietly ignore this facr.

Reign of the Steel Chrysanthemum: years 589-597
Hantei ¥V takes the throne when his father retires early ar
his sons own request. Hantei XV believes his honest, clever,
and capable son will usher in a new age of prosperity. Haneed
KWL, hoveever, proves to be a very different sort of ruler.
Plagued with paranoia since birth, the Steel Cheysanthemum's
world is slowly taken over by ghost assassins, traitors in every
cormet, wnd enemies itveach ceowd, Hanrel ¥VI enacts orders
o mercilessly crush any threat 1w his power, real or iuagined.
Thousands die during his cruel reign, Hantel XV is nally
deposed when he orders Crab Champion Hida Tsuneo to slay
the Hantei’s tnother with his bare hands. Alchough they are
ton late to save the Emperor’s mother, the Imperial Guard
agganlts and destroys the Hantei, Tsuneo, and those few loyal
to the Sreel Chrysanthemiim.

Those who follow the Steel Chrysanthemum into death are
said at che time to be cursed to follow him forever

S:U=RTH

(601-200 1)

Hanako writes the Ariicles of Heaven: year 522
Having endured the brutal reign of Hanvet XVI during her
vouth, Hanako eagerly assises the young and inexperienced
Hanter XWIT in his rule of the Empire. In an attempt to curh
the baser tendencies of Rokugani society, she pens the Articles
of Heauen, 2 set of legal reforms that rotiches on virtually all
patrts of the Empire's legal system. Hantei XY11 enacts the
Articler, and they become the new foundation for law in Bolou-
gan, Among the tenets of the Articles are sections that regulate
the use of torture, increase the qualiey of living tor the heimin

class, and place stricr requirements on the treatment of pris-
oners and hostages

The Kusualie Irw is deleated: year 634

Fearing thal nune veher could possibly defeat the dieaded
creqrure, Kuni Harke sers out toend the chreat of the Kusare
Iy, perhaps the largest and most powerful oni ever spawned
by the shadowlands. Armed with his maglc and 1 dark and
sinister artifact, Harike sets out accompanied only by his
friend and yojimbo, Kuni Byute. Although Ryute is slain and
Harilees gonl irrevaeahly earrnpted, the frl heasr 1z placed in
a deep slumber from which it may never awalken, ending the
threat it poses to the Empire. Harike preserves his friend by
encasing him in crystal, which unknown to him prevents

Ryutet spirit from entering the abterlite, Poriching atrer the I

twin feats of preserving his friend and defeating the oni,
Harike’s remains are eventually found by monks who found a
temple in the shugenjas memory:

Yasuki Fumoki lost at sea: vear 671

One of the most prolific pirates of his age, Yasuki Fumoki was
respongible for the rding of innumerable Crane trade ves-
sels, sending their wealth to the coffers of the Crab Clan. in
&71, his tlagship is artacked by 2 giganric sea serpent. Sur-
vivors report 1o the Crab daimyo that Fumoki was last seen
busying hiz blade in the beast’s gullet.

After Fumoki®s death, Crab Champion Hida Teuneko dis-
patches scouts to seel out the survivers of the pirate’s
rumored Nezumi crew These Nezumi are offered positions in
the Crab navy, as their great agility, adaptability, and cunning
male them excellent sailors,

Utomo Madoko writes The Subtlety of the Court: year 652
& powerful force in court and g studene nf the Hoak of Sun Tao
written by that renowned ronin general, courtier Otomo
Madoko iz dared by a Lion diplomar to compare Sun Tao's tac-
tics to the politics of court. Recognizing the parallels between

a bushi on the field of battle and 8 courtier in the midst of
court, Madolo pens The Subtlety of the Courd, an examination of

the battlefield that is the courts of Bokugan,

ZIGHTH CENMTURY

(701=-800 I1C)
The Dragonfly Clan is founded: year 704

Daspite hor berrathal to a samurai from the Lion Clin,
Phoenix shugenja lsawa Maroko marries her true love, Miro-
moto Asijin of the Drapon. Their parent clans, notorious for
their tolerant and enigmatic ways, permit the couple to settle
in the plains south of the Dragon Clan. Maroko jilted suitor,
Akodo Yolutsu, leads an army of 5,000 Lion against the
couple'’s holdings, only to be halted by two armics, one Dragen
and one Phoenix, preventing his attack. Furthermore, a huge
force of shugenja prevents his retreat until Yoloutsu swears
tiever again 1o larass Maroko and Asijin. Pleased with the our
come of the Battle ol Kyuden Tonbo, the pro-Crane Emperor
awards the couple a Family name — Tonbo — and Minor Clan
STATUS.
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The Battle of the Grear Climb: vear 711

Insulted by an Agasha ambassador in court, rhe vengeful Tidn
general Akodo Yokutsu leads an army of Lion againse the
Dragon Clan, eareful ro avaid the lands of Mirumots Asijin
and Tsawa Marnko lest he vialare the path he swore seven
years previously Laying siege to the Dragon, Yokutsu
demands a duel with Asijin to redeem his honor. The Dragon
daimyo Togashi Ayoko arranges the duel, inwhich Asijin is
killed. This iz part of ani sgreement between Ayoko and Asijin,
one which extends the Dragon Clan’s protection to the Drag-
enfly in exchange for Asijin’s sacrifice. The arrogant Yokutsu
deelares himzelf the daimyo of the Dragonfly and stares his
intention towed Isawa Marcke, but is challenged aund killed
in a duel by Asijin and Marcke's sow, Tonby Kuyaden, With
the threat of violence from the Livn temporarily over, the
Dragonfly Clan become the ulficial emissaries of the Dragon.,

The Battle of the Tidal Landbridge: year 715

VWhile s sizable diversionary boree of Shadowlands creatures
attacks the Crab borces in their northern territories, s lone and
spargely defended watchtower near Earthquake Fish Bay is
attacked by a cunning Oni no Kinjire and its minions,
Sevetely outnumbered, the Crab seem doomed despite theit
commansder's prowess. Just when all seems lost, o hunring
horn sounds across the bay, Datmyo Daidojl Masashigi and his
guardsmen charge across the Tidal Landbridye and atack the
foul creaeures. The Crane join the Crb and ke the brunr of
the Aglitiog as the wives rise around them, swallowing samu-
tai and uni alike. The two rearguard Crab samurai who are still
alive wair, bur no survivors emerge; only Masashigis hattered
helmer I5 ever found. The Crab build a shrine to the valiant
hetn, and henceforth have close relations with the so-called
“iron Crane," the Daidoji family,

Hiruma Castle falls to the Shadowlands: year 7146

Caught off guard by a massive Shadowlands army, the samurai
of Hirtima Castle are quickly overtun and completely routed,
The dark acmy is the Ligest seen since the days of the war
with Fu Leng. The Hicuma are pushed bacleall the way 1o the
Hida provinces, where the army is finally stopped by powerful
magic from the Kuni family,

The Battle of the Cresting Wave: 714

Atter the fall of Hiruma Castle, the Crab Clan rallics areund
the provinces of the Hida The great army of the oni lard Maw
is delayed by & powerful young shugenia named Kuni Osakay,
who creates a gigantic wave of water from the Saigo River (v
keep them ar bay while the Crab scramble 1o create the Grear
Carpenter Wall, After 73 days, the wall is complered. Osaku,
who has aged seveuty years in ten weeks powering the wave,
collapses wid dies, and the armies of the Maw arrack the wall
Drespite their numbers, the Shadowlands creatures cannot
overwhelm the entrenched Crab, bolstered as they are by
hired ronin and samurai of the other Great Clans 'The Maw's
forces are eventually heaten hack into the Shadowlands,
where a hidden friree of hloodthirsty Hiruma exact a terrible
vengeance for the loss of their homeland, The Maw is slain in
the battle and his aemy is shatterad, but the Hiruma provinces
remain under the control of the Shadewlands for centuries
to comae,

The Battle of Sleeping River: year 750

Twrw lunslred years afrer his fivse defear, the dreaded sorcerer
Luchiban again rises 1o threaten the Empire. Armed with the
secrer of moving his spitit from body ro body, luchiban has

spent the two centuries following his defear creating a mas:
sive cult throughout the Rokugan. The Bloodspeakess, his
lowpal followers, amase a great army of corpses on the plain neat
Sleeping River, An ise zumi discovers Tuchibans spirit and
alerts the clansto his trenchery: Mtrer driving Iuchibans forces
from Byolio Ovweard, the united clans converge upon the plains
of Sleeping River and destroy the sorcerer’s undead army,
The ise zumi who first discovered luchiban captures his
spitit until a suitable tomb can be erecred, allowing the.
Bloodspeaker to [ually be imprsoned for good.

Hare Clan founded: vear 750

For his brave efforts against the armies of Tuchiban, the ronin.
Reichin is granted the family name Usagi; and Minor Clin
statug, The Hare Clan is born,

The death of Hiruma Sokokai: year 755

When Hiruma Sokokai, the last surviving student of the
Hiruma bushi schoel, dies, the advanced rechniques of the
Hiruma family die with him. With no school or formalized
dojo, the Hiruma begin training informally ameng them-
selves.

Kitsu Taiko becomes the Master of Fire: year 761

Born of peasant stock, Kitsu Taiko Las an instinctive com-
mand of the kami, He is discovered by the Kitsu at a young age
afrera spivieleads them (o him, and is quickly inducted inte
theit ranks. Tuiko is a dominant force within the Lion Clan

during his life, influencing many grear battles and making.
many innovations in the use of fire magic. When he reaches
the age of terirement, the Phoenix offer him the position of
Elemental Master of Fire, which he accepts. He is the only
non-Fhoentx to ever hold the position of Elemental Master,

The Oracle of Fire falls to Tu Leng: year 774

Amere decade after having been selected a5 the new Oracleof
Tire, a minor Isawa shugenfa teappears in the land of the
Phoenix, Seemingly insane, the Oracle goes on 3 rampage,
destroying several small villages and an entire legion of shiba
samurat before disappearing In a massive explosion that coms
pletely incinerares g shrine. Ar the same time, the Crab sere-
ing upon the Great Carpenter Wall witness an enormous
explosion of fire fram deep within the Shadowlande Tha
Fhoeniv theorize that the Uracle somehow hecame exposed
the Tainr of the dark lord and was called to the Shadowlands
to gerve him Irica grim reminder that no one is immune to
corription.

The fall of Movikage Toshi: year 782

When she is forsaken by her unloving and callous husband
Shiba Kujiru, a young bride formerly of the Dragon Clan rakes
her vwn life 1o escape the pain of the dishonor. Mad with
grief, the brides mother lavs 2 powerful curse uptn the hus
band’s castle. Soon the vines and trees reach our and recluim
the castle, wrapping it 1n 2 thick covering of vegetation that
renders it useless All sttempts to magically dispel the curme
end in failure, and in the and the Phosnix choose to sbandon
the castle rather than arouse the ire of the vengeful spirits
there. The castle lies vacant for centuries, home only to the
rastless ghosts that wander the halls,



NNTH CENTURY

(801-900 1Q)

The Unicorn Clan returnes to Rolugan: vear #45

After cight centuries of wandering abroad, the clan once
known as the Ki-Rin returns at last to the Emerald Empire.
Pursued by the hordes of the Shadowlands, the Unicorn know
they cannot afford to take time to peacefully explain their
approach o the Crab, Instead, the Unicorn return with o
vengeance, Their powerful cavalty smashes through the Crab
fortifications and speeds intw Rokugan. Conlonted by an
armry of the Scorpion Clan, the Unicorn display bizaree gaijin
tacrics ln another crushing viceory ar the Bactle of White
Share Plain. As the Great Clans debate on whether or not to
attack the strangers again, the Unicorn emissaties find allies
among the Crane by returning a fan given to the Kami shinjo
by her sister Lady Dagi rentiides ago. The Bmpernr decrees
thar the Ki-Rin have come home and restores their lands tn
them.

The Waga stit in their slecp: year 815

While the Empire is distracted by the return of the Lrn1corm i
small force of Shadowlands creatures defears the Cralbls
defenses and enters Rokugan. Moving through the Shinomen
Mori, the erearures destroy a large clurch of Naga eggs. Many
Naga are awakened by the disturbance in the Akasha, and
quickly crish all rraces of the Shadowlands force. A foul,
Tainted marsh is all thar remaing of the creatures army

A new Hiruma school established: year 816

After a full century with no formal scheool in which to train
their Hiruma scouts, the Crab begin to realize that the tech-
nigues ol the Hiruws have beguu to atrophy. Nothing
temaing of their once-grear techniques, and plans are
launched to build a new school. The Hiruma, however, refuse
to accept chariry from thelr kin and will not arrend a school
housed by another Crab family.

The newly returned TInicomn provide a solution. As a ges-
tire of peace to make amends for their assault on the Crabs
defenses, they offer to honse and train Hirtma srudents
among the Shinjo family, The Hiruma accept, and in return
they assist the Unicorn in constructing their new homes in
Rolkugan. In 3 matter of months, the techniques of the
Hiruma improve once more with the uee of adequate training
Facilitics and the advice of experienced Shinjo scouts.

The Kirsuki family of the Dragon Clan is formed:

vear g2y

Agasha Kirsuki, a brilliant ver lackluster student of the Agasha
shugenja schaol, is secused of murder. Given a single day to
prove his innocence, Kitsuki prodices hath proof and testi-
mony exonerating him. In recognition of his incredihle
powrers of perception, he is given lewve by the Dragon Clan o
form his own family, the Eitsuli:

The Moto tide to the Shadowlands: year 825

Led by family daimyo Moto Tsume, 2 large Force of Moto war-
riors from the Unicors Clan eide to the Shadowlands, think
ing to aid the Crab in their struggle against the dark forees
there. They do not retuo

Battle of the Chrysanthemum Petals: year 827

Moto Teume returns From the Shadowlands at the head of 4
great Shadowlands army, brutally stesclking the Crab and his
former kin in the Unicorn. Though the Crab and Unicorn
fight off the invading horde, the surviving Moto are stained
by the utter corruption of their daimyo. On that day the White
Guard iz born, a group of Mote werrors whe wear only white
— the color of death — and will not rest unil the last Darle
Mioto has been slain

The Battle of the Brolen Daisho: year 527

Faced with 2 conflict herween the Lion and the Crane thar
might plunge the Empire into general war; Phoenix Cham-
pion Shiba Toritko takes an attny of Phoenic and intercedes
The Phoeniy warriors obstruct the armies of the other clans

from reaching one another, but do not lift a finger in theit I

own defense; dying by the dozen to Lion archere. Perplexed,
both Lion and Crane pull back. The Crane general;, Kakira
Gozang, is incensed and enters o duel with Toriilio despire her
obviously superior dueling skills, Toriiko never flinches, and
is cut down. Deeply shamed, Gosane sends his forces honic
atul enters a monastery, vowing to work toward the peaceful
wurld Toriiko desleed.

The Shimuchigali is defeated: year 830

Tiwelve shugenja valiantly sacrifice themselves to banish the
Shimushipaki, a povrertul gaki returned from the spirit realme
following its defeat with Iuchiban's armies. A shrine is erected
it the shugenja’s honor, and the monks there believe that so
long as the Bells of the Dead ving regularly, the Shimushigaki
cannot retuen to the mortal world.

Founding of the Falcon Clan: vear 854

I'he Empetor grants the lands of the Toritaka provinee to the
son of an ashigarn spesrman whe had died saving the life of
the Imperial Advisor Yotogi, the peasant hoy, quickly discow-
ers the nature of the sscascin — a peasant half-maddened by
the possession of an evil spirit. Inspited by their founder’s
example, the Faleon rapidly become the Empire’ foremost
mithorities on spirits and ghoste: The Crab, whe also battle
darle forces, have long allied with the Falcon.

TENTH CENTURY

(901~1000 1Q)

Naga ruins are discovered: vear 325

Shinjo Fujimalea and lkema Gohesn, while mapping the anret
reaches of the Shinomen Forest on behalf of the Imperial Car-
tographers, diseover ruins believed 1o have once been a great
Maga city. Although ruins had previously been discovered
west of the Unicorn lands and near the Plains above Evil, this
is the firstindication of & major Maga sertlement near the
Shinomen, Scholars belicve that this intrusion of mankind
into the Naga’s domain began that race's slow awakening,
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The Night of Falling Stars: year 960

After a three-week siege of Shiro no Yogin, the Akodo legions
seem destined ta capture not only the castle, but the Daideji
troops that occupy it Preferring death to surrender, every
man, woman and child oceupying Shire no Yogin leaps fom
the castle walls to the raging river below, Their torches fall
along with them, giving the event itz name.

ELEVENTH
 CENTURY
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(1001=1100 I1C)

Hantei Jodan is born: year 1074

The Infant Hantei Jodan is born te Hantei X040V, formetly
Hantei Yatoshin. As 2 child, Jodan proves to be an exceptional
student af the conrt and 2 wise and compassionate youth.
His rule (as Hantei XXXVIIT) is expected to be long and pros-
perotis.

The Dattle at Kyuden Kitsune: year 1090

Each attempting tw expand their holdings, the Hare and the
Fox Claus begin a series of border skirmishes that threaten to
explode into war. An attemprar mediation by the Crane
results in 3 remporary rruce, one which is tragically destroyed
by the sudden assassination of many Fox dignitaries.
Although the Hare deny involvement, the Fox immadiately
attack, supported by the Crane The Fex are victorious, but
their daimyn blames the Crane and challenges their emissary,
Kakira Toshimoko, to a duel. Toshimeke wins easily, The
Emperor decraes that Crane “sdvizsors” will assist beth Minor
Clane in important diplomatic decisions from now on,

The Batile of Fate's Gorge: year 1100

Following a slight to the Marsu family's generals, Tsawa and
Matsu furces meet on the fleld of battle to prove onee and for
all whether the Imperial shugenja are rruly needed by the
Emperor. In an attempt to remove the Lion's leadership,
Master of Water Tsawa Kaiyoko magically teleports eighe
Shiba bushi inte the war tent of the Lion to kill general Matsy
Uniri and his wife Yunaki The Phoenix fail to account for the
couples daughter, however, and ten-year-old Matsu Tsuko
saves her mother’s lite by crushing the throae of the final
Phoenix aseassin with o wooden practice sword. With Matsu
Vunaki lesding the Lion troops, the Phoenix are defeated on
the tield of battle the following day.

TWELFTH
CENTURY

(1101 IC TO PRESENT)

Hantei XXXV takes the throne: year 1103

At the age of 25, Hantei Jodan is crowned the 38th Emperor of
Rolugan. A daring and spirited young man, Hantei XXEVITI
finnds his vitality clowly erushed over the yeare by the endless
conflicts between the Great Clans,

Hantei Sotorii is born year 1107

After the death of his third wife, Hanrei J00CVIII takes up the
company of a Crane concubine, As soon as a Loy is born aml
survives (infane mortality an everpresem danger in Rokugan),
the Empetor marrics his mothes, waking her the Empress and
Sotorii the heir to the throne, Unfortunately, Sotorii's mother
dics to a mysterivus fever only three vears after his birth.

The Wasp Clan is founded: vear 1100

Born of 4 Scorpion father and a Lion mother, the young man
named Tsuruchi survives both clans' treachery, losing biath his
patents and the castle that is his birthright, Witk cunning and
etealth, he reclaims his home and kills the Lion who took s,
his. uncle. Tsuruchi presents his dilemma to the Emerald:
Champion, a Crane who shares his disteste foc the Lion and
Scorpion, and is given leave to create his vwn clan, The Wasp.
Clan is born, and are swoin w serve the ciuse of the Emerald
Champion.

The ¥otsu family name granted: year 1111
A monntsin-dwelling ronin, the warrior Yotsu discovers that
the caravan of Empress Hochiahime (Hantei XXXVIILs fifth
wite) has been attacked by o large Bloodspeaker cule, The
cultists kill the Empress’ infant children and all the Seppun
guardsmen sttached to the caravan, The Empress Hochialine
and the young heir Sotorii are taken captive, intended fora
sacrifice in-order to fulfill an ancient prophecy. Yotsu creeps
into the camp with the blade of a fallen guardsman, Though
he knows he cannot possibly defeat the Bloodspeakers along,
he asks the Empress for permission to die in the Empress!
name. The Empress forbids i, Instead insisting the ronin
rescue the heir Sotovll, passing Yotsu a message for the Hantel
to mourn her and the child she would have borne

With no other options, Yorau leaves his youngest son in
Sororii’s place and leaves, Weeks later, the young heir i
reunited with his father, the Emperor, In recognition of
Yotsu's sacrifice, the Emperor gives him given the name Yotsi
Yatoshin (the name of the Empoerors father) and a small §of
dom in the Mountains of Regret as well as authority over a dis-
trict in Otosan Uchi, Later explorations by the Imperial
Legions find the Bloodspeaker Cult gone, and it is presumed
that Empress Hochishime was sacrificed to their blasphe:
mous ritusls.

Sword of Yotsu orokodate formed: year 1114

Yotsu Yateshin begins swearing ronin ourside his family tothe
Yotgu name and reaining thent in the technigues he devised
while living deep in the mountsins.

Yoritomo becomes the daimyo of the Mantis Clan:

year 1147

Widely known for Lis anger over the Mantis' statlon 254
Minor Clan, many in the Munds feel thar Yorltome will lead
them to greatness, perhaps paving the way for them ro plag s
peeater role in Rokugan,

The Badger Clan daimyo is killed while visiting the
Crane lands: year 1118

Although the Badger arc a very minor influence in Rokugay,
the dishenot of his assassination while in their lands is  gret
embarrassment to the Crane. There are whispers in coure thar
the assassination is a result of the increasing rension between
the Lion and the Crane, bun the killer is never caughr,




Kitsuld Koagi disappears: year 1120

Born a member of the Matsu family, Eaagi turncd to the mag-
istrates of the Hitsuki after his father died of poisoning. Many
years later, Kaagi stumbles into several encounters with the
mysterious superimtural force known variousty as the Living
Shudow, the Living Durkiness, ur the Lying Datkness, He comn-
piles a journal detailing his experiences and sccumulaced
knowledge and disparches his eta servanr ro carry it o the
datmyo of the Elisukl, She {5 the last person ever 1o see Kaagl.

Lion Champion Akodo Arasou is killed: year 1120

In an attempt to retake Toshi Banbo wo Shien Shite
B.cigisahu, also Jenown a5 Vielence behind Courtliness
City and the Castle of the Lion, a large force of Lion
samurzi attack entrenched Daidoji troops. Despite

the valor of Akodo Arasou and his intended bride,
Marsu family daimyo Maise Tsubo, the Lion ae

unable (o retake the city foom the Crane Clan,
Lion Champion Arasou is killed in the fighe
ing. His vounger brother, Akodo Toturi, 1s
recalled from rthe monastery where he was
sent years ago and designated the new

Linn Champion. Tespite his impressive
tactical skills, ‘lotur is despised by

Marsu Tsuko, who compares him to
her lost betrothed.

The Three Man Alliance is
formed; yedr 1121

Following i series of minor border
squabbles in courr, the Scorpion
Clan disparches mericlan Bavushi
Tomaru to deal with the neighbor-
ing Sparrow Clan. Supremely con-
fident thar his forces can defest
whatever resistance the tiny
Minor Clan can offer, Tomaru is
caught completely off-guard
when the Sparrow are sided in
battle by the archere of the Waep
Clan and the shugenja of the Fox
Clan, bath of which have held
ings ncar the Sparrow. Tomaru
has no choice but to retreat, He

is publicly rebuked by Bayushi
Shoju for his ailure against sach
minor uppunents. The daimyo of
the three Minor Clans meer afrer
their unexpected victory and
agree 1o form 2 permanant
alliance against the aggression of
the Seorpinn Clan,

Opium War rages in Ryoko
Onwrari Toshi: year 1122

Manipulated by outside forces, the three criminal opium car-
tels of the City of Lies turn ggainst one another, For weeks,
BLLLE TUwWsS Uf‘r\'altlluuﬁtﬁ dLE humud HIJ'LI IRy th:’d[-ilh- LEIRALEN g
under mysterious citcumstances. The vielence continues
until the Emerald Magistrares of the city hunt down the
responsible parties and bring the opium war to an abrupt hale,

The Darkfever plague strikes the Phoenix lands: year
1123

A solar eclipse releases Oni no Kuzushi from its prison in the
spirit realm afrer ewo centuries of confinement. While bound
to a forgotten estate deep within the Isawa woodlands, the oni

uses ity Enu] P{Y\VCTS i un]cﬂﬁh a l{:t]'lﬂl Plﬁ.guﬂ I]'iﬂt !I.ﬂ Sprﬁﬂd 1’3?
the use of magic: In the lands of the Thoenix, this provesa
deadly curse and many lives are lost before clever magistrates
locate and destroy the ond.

Pirates plague the Crane-Mantis trade routes: years
113311358

Many important shipments betwreen these two clans are lost
at sea to pirates, causing both to question the other’s honesty
and intentions. Although the losses are light at first, they
continue to escalate for two vears until magistrates of the
Empcrat detetmine that a treacherous Lion, Matsu
- Shindoku, is the culprit. Shindoku had been
el attempting to worsen relations between the
Cranc and the Mantis. This revelation
further damages the relationship berwesn

the Crane aud Livn clos

The Dracle of Fire prepares to depart
the mortal realm: year 1123
Atbter several centuries ag Oracle, the
man whoe is known as the Oracle of
Fire prepares himself for ascension
into the Celeatial Heavena His choice
of a successor; however, is discovered
by a shocked and outraged Scorpion
Clan; the Oracle has chosen an eta gidl
to véeplace L The Scorpion attempt
o manipulate the Oade into declar-
ing one of their own the new Oracle of
Fire, bur the plan fails and rhe enraged
Dracle destroys @ large piece of the
Scorpion Clan's couneryside. He is even-
tnally appessed by a gronp of induserions
samiirai, however, and balance is
restored.

The Hare Clan is destroyed:
year 1123

Alter the Scurpion discover duar thei
agent Soshi Yukio was discovered and
slain by Hare Clan samurai Usagi Ozaki,
a Scorplon army under the command of
Bayushi Tomaru arrives at Shiro Usagi.
The castle is destroyed and the daimyo,
Ulzagi Oda, 18 liled. Tomary takes Oda's
daughter Usagi Tomoe captive while
Oda’s gon Ozal disappears with the
Hare ancestral blade. After the
castle’s destruction, the Emperor
disbande the clan upon hearing
sworn testimony from four
sources of the Hare practicing maho,

Lo 2ol

Crane Renshinzdn

The Scorpion Clan Coup: vear 1123
The Scorpion Champion Bayushi Shoju discovers an ancient
prophecy that indicates that the Hantei Emperor will become
possessed by the dark god Fo Lehg Hager toosave the Empire
‘and under the thrall of the Bloodsword Ambition, Shoju
launches a devious plan to prevent the prophecy by ending
the Hantei line. He secretly places his army throughout
Oitoean Uchi, the magsive capital city. Using his friendship
with the Emperor to draw close to him, Shoju cuts Hantei
HHHVITT down in celd bloed, sending his troops throughott
the city to suddenly and brutally seize control. Believing both
the Emperor-and his heie dead, Shoju declares himself
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Emperor. Shoju desperately etalla the armies of the clans unil
the Crab arrive; as he hopes Hida Kisada will ally with the
Scorpion. The Crab do hot, however, and the Scorpion armyis
etushed by the combined armics of the clans. Shojuldmselfis
glain in 2 ducl with Akode Toturi, the Champion of the Lion,
Believing the Hantei line to have been exterminated, Toturi
declares himself the Emperor of Rokugan o prevent war
among the clans.

Hantei Sotorii becomes Hantei XXXIX: year 1123
Having been rescued from the Coup by the Phoeniv Clan, the
heir to the throne returns to Otoean Uchi after a rushed gem-
pukliu ceremeny His Hrer edict upen taking the throne iz the
dissolution of the Scorpion Clan following their treachery,
and the disgrace of Bayushi Shoju by discarding his remains
on ¢ communal pyre, Akodo Toturi protests this treatment of
an honorable foe, angering the new Emperor, As punishment
for his insolence, the Hantei declares Toturi to be ronin and
removes the Alodo family name fiom the Livn Gl The new
Lion Champion Matsu Tsuke yuickly decrees thit anvone
bearing the Akvdo name must either swear fealty to the
Marsu, Tkoma, or Kitsu, join the Deathseckers, live as ronin, or
die (eicher by seppuku or by her own hand). The reverad
sensel Akodo Kage is the single exception 1o this adict. As an
afterthought, Hantei X30X1X takes Rayushi Kachiko, shoju's
beauriful young widow, a5 hiz bride to end the traitorous
Rayushi line forever.

Yogo Junzo opens the frst Black Scroll; year 1123

In anguish over the death of Bayushi Shoju and enraged at the
audacity of the Emperor o so dishonor such @ man of vision
by descrwying his [family and clan, Yogo Junzo vialates his
clan’s ancient duty and opens the first of the rwelve Black
Serolls (see the Day of Thunder, vear 42). The scroll ereates a
deadly Wasting Disease that begins to spread across Rokugan,
bringing misery and death to all who contract it The spell also
transforms Junzn, corrupting him into one of Fu Leng's
utidead servants, A short time ldter, Junzo opens a second
Black Scroll to craft his base of operations, an Tron Citadel in
the heart of the Shadewlands,

The Naga awaken: vear 1124

Although scouts bave been awakening and acrive for mearly
fwo centucies, it is not until now thar the Naga beain o
awaken in significant numbers. It 15 sull a slow process, and
one that will require months to complete, but at last the ser-
pent folk begin to atir from their sleep of ages and move
through the world again.

The Lion- Crane conflict erupts into war: year 1124

The constantly worsening conflicts between the Lion and
Crane along their shared border explode after & pair of mas-
sive battles: The anclent rivalry berween the clans is manipu-
lared by Bayushi Sozui and the traitor Kitsn Coden, whe tnsti-
gate the Battle un the Plains of Gaiju Shindai and che Bamle of
the Forgotren Tide, Both barrles are worsened by Goden
unleashing the vengeful spirits of Toshigoku to possess the
bodies of moreal warriors. Foreunarely, 2 small hand of samurai
discover, expose, and defeat the two before theit font plan can
corrupt all of Rokugan The Linn and the Crane stand down
fromm thear hattles for 2 few short months before eventually
escalating onre again,

The Hare Clan is reborn: year 1125

Following the heroic efforts of Usagi Ozaki and his compan-
iong to clear the Hare clan's soiled reputation, the Eimperor
teinstates the tiny clan’s holdings and fanily name. Though
their casile les to ruins aud iwany yet look upon the Hare with

suspicion, they are a clan once more. The Hare begin the long,
painful provess of rebuilding,

Preparation for the Clan War beging: year 1126

With the mysterious Wasting Disease raging across Rokugan

and apparently allecting even the heirless Emperor, the Great

Clans of the Empire prepare for incvitable conflict: The Lion
mass for war against theit ancient énemies, the Crane, The

Crab break their vows by forming a dark alliance with the
Shadowlands, Crab Champion Hida Kisada believes that he

can use the Shadowlands as a wol 1o seive control of the
Empite for Limsell; alierwards using his power 1o crush the:
Shadowlands once and for all. Late in the winter, the Crab

armry begins its march noreh,

The Badger Clan falls: year 112¢

When Emerald Magistrate Kaiu Osuki teavels to the northern

reaches of Rokugan to deliver an Imperial edice, he discovers
thit the strongholds of the Badger Clan have been destroyed,

A monstrous oni,; summened by unknown parties, has slin

virtually every living being within the northern mountains.

The great beast is eventually desteoyed, bul at @ great cosc the.
Badger Clan is all but extinet, Due to the Emperors failing

Ligaltly, the name and Minor Clan status of the Badgerare
never formally removed,

The Asako Henchin are exposed: year 1126

Manipulated by the dire Kuni Yori, the familics of the Fhoeniz

Clan fight amengst themselves while the Empire begins to

Eall intes wear atound them. Using the insane Asalo Ovo asa
paven, Yori demonstrates the secrets of immortalicr held by

the Asake Family to the jealous Isawa, ensuring that die twy

famnilies will spend the next few months complerely occupied

with their centuries-old dyaley and not the machinagions of
the Crab Clan,

The Elemental Terrors are created: year 1126

Coming together in an unprecedented meeting; the Dark Or-
cles of the Shadowlands combine their incredible power to
corrupt the very essence of the clements themselves, creating
massive elemental creatures of pure Taint: the Elemental Ter-
tots, The Terrors arc responsible for the destruction of the
territory belonging to the Crippled Bone tribe of Nezumi,
sending the creatures north toward the Grear Wall where
news of the Terrors' ereation reaches the Hiruma scouts.




The Battle of Beiden Pass: year 1127

As an envemous furee of Cral and dheir Shadowlands allies
moves noreh through the Empire, it sacks severs] cites in the
Crane and Scorplon lands. Ineent on selzing Beiden Fass and
cripplityg the Bmpire’s rrade roues, the Crab are surprised 10
discover 2 massive army awaiting them. Ied by the dispraced
tonin Taturi — onice Lion Champion Akodo Toturi — the
atmiy 15 comprised of Tragan Clan ttaops, many rofin, Tni-
corn cavaley, and a small force of recently awakened Naga
scouts. The batele 1g brutal, bue in the end Toturi's superior
tactics win the day against Hida Sukune and Hida Yakame.
The Crab are driven south. Toturi pulls hic forces away and
departs north, leaving the Unicorn to control the Pass. This
batele is widely regarded as the true beginning of the Clan War,

The Phoenix open the Black Scrolls: year 1127

after the Master of Earth Isawa Tadaks returns from the
Shadowlands with a Black Scroll stolen from Yoge Junza, the
Hlemental Masters decide to apenall fonrof the foul artifacts
in their posseszsion in hopes of betrer nnderstanding the
threat posed by the Shadowlands, Only Isawa Kaede, the
Master of Void, refuses to participate, certain that this cotirse

ot action could lead only to-disaster. With Kaede absent, the

remaining Masters open the four Black Scrolls, paining much
knowledge. Unfortunately, the corruption of the spells runs
Tampant thrc»ugl'l their bodies and spirits, infecting each of
therm with the Shadowlands Taint,

The Second Day of Thunder: year 1128

Aftet tw years of war throughout the Empirve, the clans finally
unite agginst their common foe: Fi Leng. Marshaling rheir
comhined forces outside Otosan Uchi, the Great Clans join
forces with Yoritoma's Alliance, the Brothethood of Shinséi,
and the Maga 1o engage the hupe armies of Shadewlands cres-
tures surrounding the city Iris an epic battle, larper than any
since the dawn of the Empire. Many heroes are lost, but many
threats to Rokugan are destroved forever Within the ity walls,
the descendant of Shinsei leads the Seven Thunders to face Fu
Leng, who has possessed the body of Hantei X3HIX, The
Emperor ducls with Dragen Champion Togashi Yokuni, wha
reveals that he is in fact the KamiTopashi. Fu Leng slays Togashi
and then wens o Goisl off e others vl dave face i,

Hids Yakamo, Doji Heturi, Miremeowe Hieami, Toio, Tawa
Tadaka, Bayushi Kachiko, and Otaku Kamoko confront Fu
Leng, Weakened after his fight with Yoluni, Fir Lang neverthe-
less mortally wounds Tadaka and Horur before he is blinded by
avengeful Bayushi Eachiko Taking advintage of their foes
hlindness, the dying Hanir shices deap into the dark onels chese
while Totur claims Fir Leng’s head with 4 single strike of his
siword. The darle god is at lact defeared.

Corenation of Toturi I year 1123

After a bitter winter attempting to rebuild the Empire, Toturi
1 is crowned Emperor of Bokugan, Master ol the Chrysanthe
mum, and Lord of the Seven Hills. His coronadon is blessed by
the appearance of Lady Sun hovering above Orosan Uchi for a
full day, which all agree is Amaterasu’s suppott of the néw Son
af Heaven. The comversations between Toturi and Shinsei's
desrendant rver the winrer are reanseribed by Tsawa Csugi and
compiled as the New o ‘Loturis first edicts a8 Emperor are th
rebuild what was lost during the Clan War, and to detail the
duty of each of the clans to the Empire. To symbaolize the
Empires defeat of the Darle Lord, 4 newr throne of jade is crafted
tor Toturi I, and Rokugan becomaes koown ag "The Jade
Empire

Banishment of the Togashi: year 1129

Hitowd; whie cast off hee Minwero Gumily name shortly after
the Day of Thunder appears from the mountains ac lase She
renames Kyuden Togashi o Kyuden Hitomi, and commands
those wirh the Togashl name to swear fealry ro her name. The
alrernatives are banishment or death. Some Togashi swear
fealty to Hitomi, taking her name, bur most flee the lands of
thie Diragan of are execured for treason by their new Cham-
plon or her enforcers Lhose who escape are given refuge by
the Brotherhood of Shingei, az many of them are already far
from Dragon lands working side-by-side with the monks.
Among the banished iz Togashi Hoshi, son of Togashi. Hoshi
uses his long-standing ¢lose relations with the Brothethood to

help accommodare the exile of his family, and bagins to gather
the former Togeshi.

Falcon Clan absorbed by the Crab: vear 1125
After an unknown maho-tsukat rirual opens a eift to the spirit
world, many members of the Falcon Clan are possessed by

ghuten doji. Althrngh the ritual is reversed, many Falconand |
peasants are killed, leaving the clans lands in disarray, Acting §

oh authotization From an Imperial shildken (one of the
Emperors peaceleepers), the Crab Clan formally absorbs the
minor clan with the blezsing of the Faleon daimyo. In time,
the Falcon become the Toritaka family of the Crab.

MNaga at the Wall: year 1123
In the wake of Fu Lengs defear, the Crab and MNaga move 1o

end the thréat of the Shadowlands forever, While Kalu engi- i

neers spend most of the year rebuilding the Kaiu Wall (which
wag severely damaged during the Clan War). the Maga work
with Crab generalz and sensger rocombar the Shadewlands;
The Maga leader, the Qamar, pledges that every Naga that is
able will strilee out against the Shadowlands with their new
Crab allies when all are ready. As the Crab had been forced to
spend their resources on rebuilding, plans are laid For an
assault in the spring of 1130,

Creation of the Monkey Clan and founding of the
Fuzake: vear 1129
When Toturi offers the position of Caprain of the Imperial
Guard to his loyal follower Tolon, Talo respectfully declines and
ronfesses that he {5 not a troe samura, He i, in fact, g peasant
wielding a katana talen from a dead band years ago. Uhe Lirav-
ery and honot Toku displayed during the Clan War leads Toturi
notonlyto pardon Tolu for hiscrimes and offer the positon of
Captain of the Imperial Cuard a second time, burt to bestow
Minor Clan status upon the young samurai and his follewets.
Shortly theteafter, a remarkable Yasuki named Garou (who
had become a loyal follower of Tolu during the Clan War) is
alser granted the Fuzake family name; This is mostly dugto the
sponsorship of the Doji, whe found his tiveless efforts to tend
the wounded and bring humor to the Empire during the war
inspiclng, Fuzake Garou swears fealty to Toku and joins the

Hedgling Muonkey Clan,

Opening of the Phoenix Gates: year 1130

Afrer subtering the highest loss of life during the Clan War, the
Phoenix clan {led by Clan Champion Shiba Teukune) strupplec
throughout the first year of rebuilding dueto lack of man-
power. The Grand Master of the Elements, Naka Kuro, pledges
his aid in helping the clan rebuild, swearing fealty to Lady
Tsukune. With Kuro’s help, and Tsukune’s offer of fealty to any

shupenja that proves himself or herself worthy, the Phoenix
“slowly begin to reclaim their place in the Empire.
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Death of Hida Kisada: vear 1130

His health failing since being wounded by Fu Leng in the
Clan War, Crab Daimyo Hida Kisada finally loses hiz struggle
against death near the end of the winter. Though some see
him as # traitor against the Bmpire for atcacking Otosan Uchi
during the Clan War, othets {including Emperor Toturd) have
come 1o understand his actions; o g lineral led by his son
Yakamo; Kisada is given the funeral pyre of an honorable
samural, In thanks for his invaluable aid in planning the
assatlt on Fu Leng’s forces on the Second Day of Thunder,
Kisada is granted minor Fortune status by Toturi T, and is now
and forever the Formune of Persisrence.

Crab assault the Shadowlands: year 1130
Prepatations cotnplete, the Crab and MNaga combined
forces march beyond the Wall into Tu Leng's Realm,
Initial combat brings remarlably light casualties
for the Crab and Naga, and the beasts of the
Shadowlands seem unprepared for such i laree
invasion party, With the assaule underway,

the Naga and Crab army {orges lis way ro

lost Hiruma Castle to reclaim the
ancesrral home lost centuries

g0

Disappearance of Toturi I
year 1130

The new peace of the Bmipire is
sluttered whien the Emperor's
chambers are found ruined, with
blood staining Toruri's bedcloches.
A thorough search of the enrire cliy
of Otosan Uchi rurns up clues impli-
cating the Scorpion.

In the ahsence of Emperor Tarr,
his liewtenant Takuan assnmes the
position of chancellor of Bolugan
Bound by the tenats of l'mp-er:i'.t]
Law, he commands Toshimoko
to convietthe Scorpion, The
Emerald Champion shows mercy,
and orders their exile te the Burn
ing Sands instead of their deaths,
To ensure that hone of the Seot-
pion's famed ninja will retaliate
against the Empire, Toshimoko
orders all childeen of the Scur-
pivn clan under the age of 12 1w
become the foster children of
Crane houses. The Scorplon children become Insurance
apzinst their clans disobedience. Shortly afrer pronouncing
his judgment, Kakita Toshimoko pens hiz final haiko standing
upon a cliff near the sea. The Emerald Champion's armor and
swiords are found on tharcliff the newt dawn, along with a peri-
Hot eo the Fortunes o forgive him for his failure to his loed.
In the absence of both the Emperor and the Emerald
Cliampion, ShinjoShirasu leads the EmeraldMagistrates and
attempts to uphold the law of the fand.

Having thus faked his death, Toshimolo disguises himself
a5 @ ronin and wears 8 mask ot all times as he begins g search
for the truth, Toturi’s lieutenants Ginawa and Matsu Hiroru
also set out in search of their lost master

The Kazaq visits Kynden Hitomi: year 1130
Led by a dream, the son of the Qamar leaves the Shinomen

Adnda (obhagatad,
Clnscore Ulan K han

and climbs Eyuden Hitomi. The darle lady of the Drapon Clan
greets the Maga with open arms, as if he were an expected
gueat, The Kazaq soon emerges from Kyuden Hitomi with
mystic tatboos, severed from the Akasha forever

Naga abandon the Crab: year 1130

Uhe retaliing of Hirtima Castle complete, the hanners of the
Crabonce again fly upon the parapets of Shiro Hirnma. As the
Crab forces move to regrore order to the ruined cagtle s
sudden shilt in the Naga's attitude is apparent. Some Naga
comment that their Alisha has commanded them, and the
Maga quickly and silently withdraw from the land, The Crab,
unstre exectly what has accurred, ean only watch helplessly
as their allies abandon them to stand alone, deep in the temi-
tory of the Shadowlands, Scouts are quickly dispatched to the
Kaiu Wall urgently requesting more soldicrs and supphies, but
none of the messeigers make it to their destination.

siege of Hivuma Castle: year 1130

The forees of the Shadewlande surround the Crab
now deeply entrenched in the ruins of
Hiruma Castle. The oni, goblins, and
trolls toy with the samuraj,
lenowing thee help fram the
Empire will bea lang time in
coming, Only the brave Third
Whisker Nerumi, whe bring faad,
water, and fade through the tunnels
beneath the castle, give the Crab the

slightest hope for survival,

Muntis, Scorpion and Crane rels.

tions: vear 1131

Citing their charter from
Emperor Toturi, the Mantis
claim the right to tax snd ruless
regent over ‘unaligned lands
including the now-empty
provinees of the Scorpion. Very

Few in the Empive knew that the
Scorpivn lave bapained wich e
Manris Champion, Yoritome, to pro-

tect the Scorpion lands nnril such
thme they can reclaim them from
their exile. In order to seal the
harpain, Bayushi Aramorn, the
mnst respected member ofthe
Scorpion next to Hayushi
Kachiko, fosrers hiz only son o
the daimyo of the Mantis. Bayushi Aramasu, Aramoros son,
arrives in Mantis lands helding Yoritomos "payment” forthe
allinnce — Ecorpion maps of Rokugan, and other secrets the
Mantizs Champion demanded to further his power in the
Empire.

The Mantis are eacorted through Crane lands by Crane
Champion Doji Kowanan and hisarmies As Yoritomo reaches
the Scorpion lands at the head of his army, he turns to thank
the Crane for thelr asslstance, but (inds Kuwanen has lLald his
wwn plans for the Scorpion provinces. Thinking w wse the
Scorpion children as @ way to claim the landys foc his own,
Kuwanan ambushes Yoritomo's forces once their arrangement
ffor Kuwanan te pulde Yoritomo o the Scorpien lands) has:
been fulfilled. Yoritomo, caught completely unprepared; is
forced to withdrawe

g




Though he does not realize it at the ime, many ol Duji
Kuwanan’s actions are due to poor advice fiom impersonators
dispatched by the Lying Darkness to cause strife and chaos in
the Empire. This battle thus marks the start of the “War
fgainst the Shadow

Maga and Monks attack the Dragon: year 1131

The purpose of the Naga disappearance becomes clear when s
massive Maga army la}'.s siege 10 the lower Deagon provinees
Three minor strongholds are destroyed before the Maga ave
lialeed Ly a sudden emergence of representatives of the Broth-
echoed of Shinsei. These monks, comprised mosuly of Tormer
Togashi ise zumi, parley with the Maga in whar is thoughe will
be 2 swift end ro the Nagas sudden and confusing arrack, How-
ever, only days later Togashi Hoshi himself comes to stand
beside the Clamar and continue the attack on Dragon lands. It
15 notable that Mirumote Datni, Hitomi's own brother, chooses
to side with the Naga instead of defending his sigrer The war
confinues, with the Dragon responding slowly due to the lack
of organization within the leadership of the clan. 1t becomes
quite clear within weeks ol the fighting, howewver, that like
Hitomi, Hoehi has magtered the arr of creating ize zumi,
bestowing tattoos of powsr among theiv followere. Like
Hitomi's follewers, Hoshis monk scolyres talie his name.

Test of the Tade Champion: vear 1131

In an effort to hold together the crumbling peace of the
Etnpire, the Seppun and Otomo call the first Test of the Jade
Lhampion in centuries, The post of the Jade Champion has
long since been defunct, as itz mandate to tegulate spellerafr
and hunt mahe throughout Rokagen was seen ag an affront to
the Phoeniy clan's power, Each Crear Clan sends shugenja to
claim the prize. The Championship ends with the defeat of the
Unicorns Iucht Earasu, called “The Doomseeker," by the Lion
Clan's Kitsu Oliura, Bumors persist that Olura’s power isowed
to a dark ally, though the Lion shugenja is awarded the pest,

Lion march tothe Wall: vear 1131

Without explanation, Tion Champion Thoma Teanuti gathers
a legem of her mast Toyal soldiers and sets off to the southwest
of Lion lands, directly toward the heatt of Crab terntory. The
move surprices those Teanuri leaves behind, including the
newly initiated Jade Champion and Matsu family daimyo
Matsu Eetsui, The Unicorn, in an attempt to prevent what
appears to be an attack on the weakened Crab, demand an
explanation that the remaining Lion cannot give. Combined
with the growing reports of mahe and sther foul activities in
Lion lands; ranking Emerald Magistrate Shinjo Shiresu
attempts to investigate deep into Lion lands, only to be inter-
cepted and forcibly escorted back to the Lion border

Defection of the Agagha: year 1131

Outraged by the actions of their Champion, Hitomi, the
Apasha argue among themselves until & clear majority
emerges: they wish to leave before they are exterminated likea
the Togachi. Daimyo Agacha Tamori retuszes to allow the
Agasha to leave the clan. However, Tamori's student Gentiai
offers to talee any who wish to follow him to the Phoenix lands
to kneel before the sword of Shiba Tsukune, Within the weely
fewer than a dozen Agasha stand with the Dragon clan,
Agasha Gennai is rewarded by Naka Kuro with a position on
the Elemental Council as Master of Air:

Shinjo Morito leaves Unicorn territory: year 1134

with the vbjective of carving vat & Jesiiny of Lis owy, the
ambirious Unicorn Shinjo Morito gathers @ group of like-
minded bushi and stakes a clalm 1o lands once occupied by
the Phoenix. As the Fhoenix no longer occupy those lands,
noritn holds, they no longer can protect them in the
Empetor’s name Thus, by vight of his superiar ability to main-
tain and control them, they are his The Phosnix disagres, but
the strong defenses Morito has already constructed lead them
to abandon the matter for the mement.

Rescue of Emperor Toturi: year 1132

Toturd T is Tound shackled and beaten {n the ruins of Mord
Kage Castle by Unicorn scouts; The [orest and the castle are
fllled with apparirions of ghosts and shadows, which the Maga
call The Foul. The teuth larer becomes apparene Toturd 1 was
held captive by the Lying Darkness to encoutage the Empire

toy fall into chaos. The Unicorn, led by Ortaku Kamoko, bring §

the weak and meckened Emperor fo Otosan Tlchi, igniting a
srmall flame of hape in 3 darkened Empire

Imperial dicts: year 1132

Captain of the Imperial Guard Toku is commanded to take the §°

Muukey Clan and end the fighting in the Dragon mourntains
by ateacking the Waga, Totaei then commands the Unicorn
magistraces 1o force the Lion to answer for their crimes in his
absence — the rumors of maho have proven correct: and the
Jade Champion himself had taken 4 hand in corrupring the
hearr of Lion lands. Lastly, Toruri breaks wich rradirion by
naming the Emetald Champion without a tournament.
Seppun Toshiken, a praodigy with the hlade and illegitimare
son of Kakita Toshimolko, is given the swords and armor of the
Emerald Champion.

Shortly after hic return, Toturi begins a cleansing of the
Imperial City, summarily executing anyone he deems to be s
"Kolat" on even the loosest evidence. Among the slain is Isawa
Osugi, author of the New Tao, The former chancellor, Takuan,
ig horrified by his lord's actions and commits seppulu in
protest,

Storms over Matsu Castle: year 1132

By the command of Totur 1, the [Inicorn engage the Lion
near Shiro Matsy, The Lions corriprion hecomes clear ag oni
talce the field beside Tainted bushi and shugenja imder the
command of Kitsu Olours; Marsu Ketsul, and Kirsu Motso,
The battls iz tierce, and the oni that bears Okura’s name
slaughters a hundred Battle Maidene single-handedly.
The Unicorn are defeated, but the Lion's power i severely

crippled.

Mantis Siege of Phoenix Lands: vear 1132

Uince again seeking to expand his power, Yoritomo lays claim
tor the lands of the Phoeniy, claiming they are far too weak to
maintain their provinces: The Mantis hape to quickly take the
Phoeniv under their merey, bur-Shiba Taukune views Yori-
ook movements agan act of war and responds accordingly
Still, the Phoenix are nowhere near as combat-ready a5 the
Mantie, and Yoritomo forces slowly force their way desper
inte Phoenin terzitory. It is later concluded that Yoritomo's
brash actions are the result of advice from shape-shifting
minions of the Lying Darkness posing as trusted advisors.
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Gift of the Emperor: year 1132

Toturi [ holds & contest to win a boon from the Tade Throne.
All clans. are invited to attend, and the winner of & single-
combat tournament will be awarded & Givor tom the
Emperot The clats, whu receive one entry spiece, artempr td
use the Emperor’s gift as a way to gain an advanrage as the
whole Empire is engulfed in war. In the end, the winner is
revealed ro be Bayushi Aramoro in disguise as 2 ronin, who
was able 1o enrer and win through assistance from the Deagon
Clan. Aramoro requests that his clan be permirted to retake
its lands, and rhe Scorpion are restored to their plice in the
Empire

Crane Civil War; vear 1132

Driven by the voice of his ancestor, Baidoji family daimyo
Draidoji Uji leads trowps away [tom Clan Champion Doji
Kuwanars comimand and toward Shiro ne Yogin to reclaim i
in the name of the Crane: This creates a division in the Crane
which rurns ineo ourrlght war 45 the bushi of the clan are split
berween thelr lovalty ta the two lords. The fighting continues,
and the resultant dishonor and shame sventually cavses the
Great Sea Spider to wake from dts shimber near Golden Sun
Hay, Unce again, shape-shifters are later blamed for miscom-
munication between the tweo Crane leaders,

laid out before her She witesses the day when Onnoangm,
Lord Moon, hid the Shadow’s existence from his spouse the
Sumn. She sees the Shadow’s subtle influence in the death or
downfall of each of the Kami. She sees the slow growth of its
power throughout the history of the Empire. She knows thar
only an enemy of equal power will have the strengrh o defeat
it. She determines to challenge Lord Moon himsalf, for in
dning seshe will nat only call him to task for hie allisnca with
the Darkmess but, if she succeeds, gain the power she needs to
diefear the Shadowr itself

Purting her plan into action, Hitomi assembles several pow-
ecful artitacts born of the power of the Moon, Calling Onno
tangu from the Heavens, she challenges him to porsonal
combat, Eager to crush the upstart Hitomi (and to reclaim the
Ohsidian Hand from her) the Moon answers Tlitomi's chal
lenge. With the powerful arcifacts of Onnotangn and the
wisdom of Togashi on her side, Hitomi is triumphant, and
slays the Moon,

Meanwhile Takiu, Acolyte of Fire, (aves @ champion of the
Muun in single combar in Owosan Uchi. Though the duel
seems hopeless, Takao reaches enlightenmenr during the
bartle, defears the Champion, and breaks the Shadow's contrl
over the ciny, Takao thereafter hears the ritle "Mastet of Foe™

Shortly after thiz event, Totun is spirited away to Phoenix
lands by Isawa Kaede, now Oracle of the Void,

e

Death and rebirth of Hida Yakamo: vear 1132

After escaping Hiruma Castle in seanch of reinforcements,
Crab Thunder Hida Yakamuo is caprured and slain by the
Shaduwlands, Ikoma Tsanuri’s Lion forces assist m unching
a second assault towards Hiruma Castle, and the combined
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Twenty-Scven Days of Darkness: year 1132

With the death of Lord Moon, Amaterasu flees from the
Celestial Heavens. Angered that the wotal descenduns of
hier children have betvayed Lier by killing Onnotngu, she
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mightof the two clans delivers a quick and easy victory, Hida
Yakamo’s bedy is recovered, bur is seized by the Nags as they
appear from the forests nesr Crah provinces. The Naga use an
ancient artifact fo restore life to Hida Yakamo and marge his
sonl with the Abasha — the MNaga oversoul — in order to
atohe for the damage they caused to the Crab by leaving

Hiruma Castle, Though many Crab still consider the Naga

unreliable traitors, Yakamo assures his people that only by
warking alongside the Maga can the Lying Darkiness and the
Shadewlands be defeated,

War in the Heavens: vear 1132

The main force of the Scorpion reaches the Empire nn the
heels of Bayoshi Arvamoros victory in the Emperor’s tonrma-
ment. Leading the Searpion is the Kami Shinjo herself, freed
from imprisonment in the Burning Sande. Shinjo's arrival
brings further chaos into the Empire as she personally exe-
cutes hundreds in her own Unicorn Clan, tevealing them as
agents of the Kolat, With the aid of the Scorpion, Shinjo also
learne of the presence of the Lying Darkness in Rokugan, and
ite control over Emperor Toruri, Shinjo essembles combined
forces from all the clans to assault Orosan Uchd, which has
grown bleak and shadowed since the return of Toturi.

At the same time, the Naga reach the base of the mountalis
where Hitomi’s last fortress stands, During (e atiack, the dack
influence of Onnotangu frumn within the Obsidian Hand
leads Hitwmi w inadvereenily release Shosuro from her crys-
tal prison beneath the castle. Laughing triumphantly as ke
sees his dark mistress succumb o tempration, the Tainted
Dragon Kokulin steals Togashi's daisho. Shosoro also vanishes,
leaving Hitomi alone with her failure,

By the time Hitomi realizes what has happened, it is too
late. Her mind is now clear of dark infhiences, and with this
elanty comes a realization of how to undo the dumage she has
wrought. She sees the entire existence of the Lying Darkness

takes the Aovestral Swords of the Clans and scarers them o
the hesvens, Rokugan is shrouded in wortal shadow, Increasing:
the power of the Lying Darkness tenfold. It soon becomes
clear thar even Onnotangu himself was only 2 pawn, and even
this was part of the Darkness plan.

Hitomii beging a grear quest, crassing the entirety of Roku-
gan in 27 days. At the end of the quest, she arrives at the
shrine of the Three Sisters, who help her discover her trug
destiny. Hitomi ascends into the Celestial Heavens to hll che
void left by Qnnotangy, and becomus Lady Moan,

Ar the same time, Amaterasu commits jigai {the seppuku of
noble women). Hida Yakamo appears, led to her pain by his
link te the Alwshs, snd becomes her seccond, He ascends inge.
the hewvens as Lord Sun,

Loss of the True Tao: year 1132

The Tao of Shinsei is stolen by the Kalat in an attempt to protecr
it fram the Shadow: Same within the Kaolar plan to tevise the
Lao, but others heartily disagree, Half of the True Tao is given to
Uaidoji Beleai by o traiter among the Kolat, but the other haltis
intercepted by the Lying Darkmess and presurmed lost.

Loss of the Thoma Histories: 1132

A sullilen attack by the Lying Darkness leaves the grear hiswo-
ries of the Tkoma family lying in ruin, Wich the Empire’s past
lost, the Lion historlans can do Livle but attempe to pick up
the picces,



Reunitication of the Dragon Clan: year 1132

Togashi Hoshi claime leadership of the Dragon, restores the
Togashi to their rightful place, snd brings thoee who swors
fealty to his name inro the Dragon Clan. Learning from
Hitomi’s mistakes, Hoshi begins preparing the Dragon for the
coming contlict with the Lying Darkness,

Oblivion's Gate Opens: vear 1142
Several reports of the physical incarnation of ancestral spirits
arise, pointing to the crumhlitig of the harrier between
Mingen-do (the mortal world) and various ather Spirit
Tealmis, In Volturnum, where Obliviens (Zate opens to the
Ritt between Jigoku and Yomi, Ginawa and Matsu Hiroru find
the Tenth Kami, Ryoshun. IF his strenpth should fail, it would
allow the Iying Darloess to begin to assaule Yomi itcelt — the
Iealm of the Blessed Ancestors  bleeding the past into
Nothing, Despite the hopeless battle,
Byoshun stands alone against the Dark-
ness and its assault upon the Spirit A
Reabins, i

i
Mantis repelled from Phoenix /
Lands: year 1133
The Manrig, atter holding the /
Phoenix provinces tor halt a
year, are finally brolen by
the gur:rri“a attacks of
smmall Thocnix bushi and
the magic of their Ele-
mental Guards. Yoritoma
is wllered the Jade
Throne by Shisju, but
the Mantis Champion
refuses, claiming thar he
will never be the pawn of
the Kami

Death of Toturi It

year 1133

In & lucid moment, Toturd
breaks free of the control
of the Lying Darkness. He
realizes that If Dackness
were o take the soul ol an
Emperor, the soul of the
Emplre lself would be forfeir,
In a hasty ceremony, Toturi mar-
ries Taawa Kaede. He then commits :

seppukii — denying the Lying DNarkness his snu]

and leaving as the leader of Kokingan rhe one person it cannot
touch: the Oracle of the Void.

The Battle of Oblivion’s Gate; year 1133

Their enewy now plaii for all to see, the forces of the Empire
marshal under the puidance of Toturis gcntml, Saiporei. As
the Lying Darkness arrempts to undw all ol cegation by turning
the land of the dead into a lost memory; the forces of Rokugan
assault the armies of the Lying Darkness and the Shadowlands
i the roins of the troll city Voltuthum, The bartle Is fierce,
and the baindaries berwesn the Spirit Realms crumble. Spir-
its from Yomi and Toshignlu emerge in great numbers, and
maote than one heto from Holougan's past crosses Oblivion’s
Gate to battle the enemy. One such man is the Emperar

himself, Toturi 1 — free of the Shadow’s grip on his soul.
Many die, and the &ir Deagon allows ieselFro ke consumed by
corruption so that the Master of Fire, lsawa Hochin, may
reach Coju Adorai, the master of the Darletess, With the aid of
a Shosuto actor, Hochiu strikes the killing blow and destroys
Adorai,

With the loss of Adotai, the Lying Darknese becomes weak
enough that it can be numed, Lady Moon gives the Darkness
the name “Akodo,” which not only destroys the Darkness but
teleases a large number of lost Akodo renin previously con
swined by it {and now amnesiac). The shatrered Goju and
Minube minions of the Darkness flee to plan their vengeanee,

Moto War: year 1133
While the Clans fight the Living Darkness ac Obfivion's Gate,
the Moto tamily of the Unicorn engages in ite own war,
Shinjo's retutn brings the nomadic Moto from the
Burning Sands, who ride beside their cousins of
Bolugan os they meet the Dark Moto of the
Shadowlands in combat The Dark Moto are led
by none other than Otaku Kamoke, who has
; sacrificed her own honor to fead the cor
; % rupted Unicorn to destruction. The ferce
i wactics of Khan Moo Gabieris crush the
undead Moto, unifying the line of the
Moro once and forall,

Shinjo departs: year 1133
The Kami Shinjo leaves the
maortal realm to retutn to the
Celesrial Heavens. She places
Moto Gaheris in command of
the Unicorn Clan, as she does
not believe that those who bear
her name have disposed of all
Kol influence. Unicorn Thun-
der Otaku Kamoko is set
among the starsby Shinjy,
B rrime In honor of Kamoko's sace
\g rifice the Oraku family
¥ changes its name to
UIraku, as a réaffirmation
af their vows ta Shinjo
and so that Kamoke can be
the lagr Batele Maiden ta hold

thie Otalou name,

Rebuilding the Empire: year 1134

After suffering rwo extended periods of war
within ren vears, the Empire once again urns ro rebuilding as
Envpierar Toturi reclaims his throne,

Spirits Walk the Earth: year 1134

Before Oblivions Gate is scaled, countless spivits make their
way from the spirit realma into the land of the living, Some are
able to adjust to living in anera far beyond their own, but
many (particularly those who escaped Toshigoku) arempt to
renew old schemes aind vendertas.

Gift of the Naga: year 11358

Betore the Naga enter their slumber once again, they give a
great gelden pearl to the Unicorn, In sxchange, the Unicorn
swenr to defend the Shinomen Forest during the Maga great

sleep.
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Birth of Toturl Tsudao: vear 1136

The first of Toturi’s children, Tsudao quickly shows an aptiruds®

for buth single combacand large-scale tactics. She memaorizas
the Book of Sun Tao and Akodo's Leadership by the age of six.

Fall of the Alliance: vear 1137

Since the death of Yoritomo during the Battle of Oblivion's
Cate, the Manriz Clan has slowly lost power and influence
among the Great Clans, Even with the assimilation of die
Wasp and Centipede Clans, the Mantis is not what it once was.
With no condlice to unify Yoritomes fovmer alliance, the orher
Miner Clans gradually withdraw their support from the
Manris Clan. By this point in time, the Manris onee more
stand alone.

Birth of Toturi Sezaru: year 1137

Toturi¥ second child i born under signs of great forrune, The
boy’s hair becomes white shoetly afeer birch and his aptitude
tor magic study surpasses cven his mother's at the same age.

The War of Spirits begins: year 1138

After years of preparation and monitoring the political cli-
mate of Roleugan, the returned spirit of the Steel Chrysanthe
muim, Hantei XV, demands that the Jade Throne be ceded te
him. Tarori refuses, stating rhat the Hantei dynasty is dead,
and the blessing of the Heavens is upon himszelf and his line.
With the power of most of the reborn spirits and the assis
tance of the spirit of Hida Tsuneo (whe has followed his
Emperor even beyond death), Hantei XVI declares war upon
the Empire to claim the throne for himself. Thus begins a
long, slow war of attrition between the armics of the living

and the dead.

Birth of Toruri Naseru: year 1139

Toturi’s second san 15 born shortly after the beginning of
the War of Spirits. Naseru is easily the mosr intelleetual 2nd
seriong of his childeen.

Ox Clan founded: year 1145

After proving his valor in combac against Lion spirit armies
attacking Shiro Tuchi, Emperor Torurl validates Shinjo
Morito’s claiin w the lands he and his followers have occupied
[ur the last fourteen years, Morlto immediarely gives sevaral
expensive gaijin artlfacts to the Phoenix sz pestore of friend-
ship 10 cushion the loss of their land, Thus the Ox Clan is
born.

Phoenix Children kidnapped: vear 1150

With the War of Spirits turning decidedly in Tovuris favor,
Hantei XV retreats to Phoenix tertitory. With the help and
advice of the Tainted Dragon Agasha Tunod, Hida Tsuneo kid-
naps the children of the Phuenix clan and murders Isawa
Tacruko's daughier, Yaruko, as an example. The FPhoenix
grudgingly agree to assist Hantel XV1.

Devastation of Heiden Pass: year 1150

Theend of the War Against the Spirits comee when the major
ity of the cpitit army is led inte Beiden Pass, With the assis.
tance of the Phoenix, a cadre of Scorpien shugenja collapses
the pass upon the spirits, destroying most of the spirit Hanteis
arrniee,

The Treaty with the Spirits: vear 1150

The bulk of his forces gone, Hantei XV1 enters into negotis-
tions for peace with Toturi I. Thaugh the Empire eould easily
ctush the remaining spirits, Toturi shows mercy upon them;
they may retiirn to Yomi in peace by hurling themselves fram
what 1 now called the Leaping Place — a clitt overlooking the
sea near Otosan Uchi As part of Hantei’s treaty, Toturi’s child
Maseru takes the Hantei natme and is fostered in Hantei XVI5
home in Otosan Uchi. As 1 further concession, Toturd grants
the Tamori name te the descendants of Agasha Tamori, who
disappears shortly thereafrer,

Creation of the Grear Crater; year 1150

With no way left through the Spine of the World Maurntains,
Lord Sun takes pity upon Rolwgan and hurls fire From the sly,
creating a passage near the Seikitsn pass: the Great Crater,
Thongh most of the crater is rocky and {mpaseable, the Uni-
rorn soon clear a enitable pass through it They alse discover
an underground tunnel leading through the Seilitsu, a runnel
Eilled with ruing and artitacts from nn ancicnt civilization
This fact they keep to themselves,

The Imperial Bastard is revealed: 1155

Toturi's liaizon with the peisha Hatzsuko hefore rhe Clan War
resulted {n 4 child; Toturd did nat knew of his offepring untl
Kaneka is announced in Ryoko Chwari, His claim is supported
by several sources, and the Alodo offer the boy fealry. This
causes d distirhanice within the courts, a5 Kanela is now the
Emperors eldest child. Toturi himselt never officially
scknowledges Akodo Kaneks as his son.

Death of Toturi 1: 1158

On a visit to Scorpion lands {possibly o visir and acknowl-
edge Kaneka in Byoko Owari), Empersr Toturi T is slain in
combar with a force of Shadowlands crearures The oni
responsible for the Emperors death is of o hreed never seen
before, and escapes before the Seorpion rout the beasts and
tecover the Emperor's bady Empress Toturi Kaede disappeats
shortly after taking the throne, leaving the Empire with no
dezignated heir
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ha sociem of H::r,? Emmld Empite sz camplexveb of
poh;mal urganimtwhs and varicusiother social
groups, While the Great and Minor Clans arg\certaini?
the most pewerinl organizations i the Empire, they
are not the only forcesiat wotl: Emerald Magih:mté.s and
Tmperigl Magistrates cnfu roé the _Eh:.pei ar'slasw, their
suthority exrending atross provincial Enundarms The
pracetul follawrers of Shinsel arc as w}dcgpltad as any othet
political group; and are far more organized tharimany. From
(e shadows, groups with more sinister goals, such ag tlw
Kolat, the Bloadspeakers, and the ninja watch the progmss
of the Empire with 3 jeslous eve,

While the WPC sarisrics proyided with: uath STOUP HEe
mainly for the D informdtionebackgrond on these
gronps may prove nseful for the ph‘g.rers as well. The Broth-
ethnad of Shinsel, Imperial Legions, Emél*ald Maglsroares,

and most Hanin Hratherhonds are ideal m‘gﬂmzat:cms for

player chararter membership Anentirs pnrtj.r comld, H‘ﬂ-f'l‘&-

ated under the' umbiells of one of these gronps, qpawmng 4
number obunique campaign ::-ppattumtlefm the'chargctars

work mgerj:er toachisve the. objecrives of the cegantzation.

Play groups with o taste for more sinister and clandsstine -

adventiirés may even mnsxﬂer pla?mg-.a P:t‘&'ty afl':olat :
]ndmg in plain Eng':l.l‘ imong Roliugani: dhciety, Eerhnps

 even belonging to one of the more [egitimarc c'fgﬁmmnm :
_sm:lulmncﬂushr ax they carey our: thcjrohjem“ma

The lollosving secticn gives :.ml'l.f a bmfumviﬁw»ﬂfriiﬁm
extremely l..om.p}m; &m s, 'l‘hc ]}M is5 cncuura,ﬁ:&tn:r st

these eRamples i inppize hiis Gl [Bagilation; and eyen
[0 create brand’ new urgamz.alwﬂa u}gpiupruw {0 the

campatgn.
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RMAGISTRATES
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_____L=GIONRS

In Rﬂkugan, $ﬂ.m1.trui serye thigir lords, T.'I'.[em‘f@nda in &Li'n
serve the fmily, which in turn serves the ¢lin, And the
clans all serve one man dlone: the Emperoref the Emerald
Empire. It could truthﬁ.lli}r be said that all @imuraiof Rokis

: i setve their Emperor sach dayof their lives A privileged

few; however, serve the Emperor djm:tl;{, bﬁ:amng all
other allegionces anid lquhmi
With so much distance berwekn CrgraniUchi and the

varians cities scatered throughout Rokugan, enforcing the

Empamr‘s Laws can be.difficult Bacly i the Empizes hise

iy the Hantei became: angry with' the wide variatton In

l.ntﬁrptﬁnhnh ab law and drm:mdad thnr the dlmuarion be

Sm:p;%n}udge Soshi Saibankan dwelope:i qystem of law
entorcament thar dependad upon indiidually selacted and

* tbsalued. Eme:&ld' L.hgmpmn 1o Hj;:iﬂm §nd renavmed

rm‘iﬁgé samiirai who were loyal to the Emperor above all

othets These! samurai, who becanie known as h‘nganal

0 Magisteates, were dispersed throughout RnI-:ugan to uni-
- formly enforec the law in the nme of the Emperor an&-r]:,e

I'.'mmld Chﬁmpmn
et sinice, the [mpertal Magistrates bave been Shme af

ik llm;mrasr respected and admired samurai in the Empire.
i o ‘ {
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They are selected solely for their courage, shill and valor, and
forswear their loyalties to all but the Emperor and his personal
champion, the Emerald Chimpion. This system has worked
for centuties, Even after the death of Emerald Champinn Doji
Sutsume during the Scorpton Clans failed coup over three
decades ago, the magistrates managed o keep law and order
throughour the Empire for years hefore the avatice of the
Grear Clans plunged Rokugan intn the Clan War, In modern
Rokugan, the magistrates are divided by their loyalties to the
Four Winds, but despite such difficulties they continue their
migsion without Fiil. 1t is their duty,

Just as the Imperial Magistrates enforce the Emperor’s laws,
the Emerald Legions enforce his will. When a magistratc in
service to the throne discovers a threat or a foe that cannor be
dealt with individually, the Legions are called in. Comprised
of the finest warriors from cach clan, the Legions are the swifi
sword of the Emperor, cutting away treason and corruption
before it can spread throughout the Empire, The Legiuns are
rarcly defeated, although boch the Clan War and the War
Against the Spirits saw the Legions overwhelmed by numett-
cally superior enemies,

Unlike the Imperial Magistrates, the Legions have lirtle
vonflict deciding which of Toruri's heirs they shall support,
Following the death of the Emperor Toruri, the Legions have
come fully under the control of his daughter Toturi Tsudao.
An honorable and skilled general, Isudao is known to many
throughour the Empire as the Sword. Although someé in
Relugan might view Toturi's death 25 an opportuniey, his
daughter stands ready to oppose any whe might attempt 1o
exploir the tragedy,

TYTICAL EMERALD MAGISTRATE

Human Sam7/Eme3: CR 10 Medinme-size hatmaneid
thuman); HD 7d10+14 plus 3d844; hp 67; Init +3: Spd 30 ft.
A7 (tonich 12, flat-footed 157 Att: +11 /4 melee (1d1044, 41
karana), +8/+4 ranged (1dg, yumi); SA Emerald Magistrate
abilities (the Emperor's Seal, Strength of Purpose, Saibankar's
Method), Samurai abilities {Ancestral Daishe); Honor: 4 AL
L SV Fort +6, Ref +5, Will +4; Sre 15, Dex 15, Con 15, Int 11,
Wig 11, Cha 1o

Skills end Foats: Speak Tanguage (Rokugani, [Tigh Roku-
gani), Bluff +2, Diplomacy +10, Gather Informativn +8,
Taijutsu Focus +2, Intimidation +5, Kuowledge (Law) +8,
Ride ++, Search +3, Sense Mutive +7, Sput +3; Alerimess,
Dodge, Improved Initiative, Iron Will, Leadership, Void Use,
Weapon Focus (katans),

Possessivny: Katang, wakizashi, mascerwork lamellar armor,
yuund with 20 arrows, steed, royal outfit,

TH=
BLOODSP?=ZRAKE=RS

One of the mogt subversive and secretive groups in Rokugan,
the Bloodepeakers know scerets that would make even the
most jaded Scotpion pale in disgust. The fanatical cult of the
dreaded sercerer Tuchiban, the Bloodspeakers value dlieir
secteey above all things, for exposure means swill, merciless
death,

The Bloodspeakers were {vunded venturies ago after the
fivst defear of Tuchilan, While his spirit wandered the Empire
in sectel, Lhe surcerer needed assisrance o help him prepare

for his retuen, Along with a few trusted lientenants, the sor
cerer’s bodiless essence foind angry and disaffected members.
of society wha longed for the power that was eternally beyond
their reach. Whispering the dark secrets of maho into their
ears, luchiban bound thess individuale to him with promises
of far greater power when he sat upon the throne of the
Empira,

Inchiban's second defeat was a devastating blow to the,
Bloodspeaker cult, The vast majority of its members were
killed in the battle thar broke Iuchiban's power (the Banle of
Elecping River), or hunted down shortly therealier The fow
wha survived were driven into hiding, inany abindoning
their quest for power with the luss of cheir master, Others,
however, immediately began preparing for their maseers
inevirable return. He had escaped imprisonmént once hefore
and would surely do so apain. Unformunately for them, he did
not, and they could only pass down their dark secrets toa new
generation of Bloodspealcers.

Cenruries later, the modern Blondspeakers continue their
preparation. Their dark mahao rites have been passed down
through the generations, éach time changing and becoming
mare sinister and twisted. Although they feel that they serve
their master luchiban, the blood magic they practice has only
one true source of power: [igoku. Although they pay net
homage to the dark powers of the Shadowlands, their activi-
ries perve only to corrupt the innocent and increase the
foothold of the Taint in Bokugan. The Bloodspeakers embrace
a philesophy of personal power, believing thar strength comes
to those with the courage to grasp it, and that one should not
be shackled by the consequences ol one’s birth. Grear or small,
peasant of samiral; any inan ur woman can have grear power
through the use of mehe. It is 2 rantalizing conceprina
ntmber of Rokugani, one that has consumed countless fonl-
ish souls since the time of Iuchiban,

Cells of the Bloodspeaker cult exist in the Tands of all the
geear clans. Of course, no clan helieves thar such corruption
can exist in its presence without its knowledge, bue their con:
fidence is the perfecr shield for the cult. A former Unicorn
shugenja named luchi Shahai was ona of the most influental
Bloodspeakers in the Empire until recent years, when she
changed her allegiance to the Shadowlands and ascended
the unholy posirion of the Dark Daughter of Fu Leng, This has
prompted several cells to follow her lead, abandoning their
tenturies-long quest to frec Tuchiban in order to suppon
Shahai and her allics in their bid to overthrow the Empite,

These Bloodspeakers who remain loyal to Juchibaw are cur
rently doing exactly what they have spent the last centuries
doing; searching the Empive fur the hidden romb of their
master, Once the b has been located, the cule will have
only oo locete (he keys: o series of large porcelain masks that
they know will open the seals upon the tomb's gate. The
cultists know thar the tomb will be difficult to navigate. livo
false rombs were constructed at the same time, and both hava
proven deadly to those Blondspeakers who entered. 5till, the
master must be freed for the cult to take its rightful place ar
the head of the Empire, and no cost is too great.

TY?PICAL BLOODSTERAKER
Human Rogs/'CR3; Medium-size humanoid (humanl HI
3d6 +3; hp 12; Init <2; Spd 30 fr.; AC 11 (touch 11, Hat-fonted
L0 ATr: (rogue) +35 meles or ranged (1441 plus poison, tanto),
ishugenja) +2 melee, +3 ranged (1d4 plus peisen, tanta):
Honor: 15 AL L SV Fort +1, Ref +3, Will +1; St 12, Doy 13,
Con 13, Int 41, Wis 10, Cha 8,



Sklls and Feals: Speak Language (Rokugani, High Rokugani)

Fossecsions: Masterwork aiguchi, raneo, ashigari armar, 7o
doses of spider vanom (Injury DC 13, 142 Confdd Con}, tan
deses of dripping poison (Ingested DC 18, 1d4 Sre/id4 Strand
1d4 Conl.

ROMNIN
BROTHERHOODS

Cast our by their families and clans or {orsaken by the
citcumstances of their birth, few ronin within the Empice
have a home to call their own oreven comrades who can be
depended upon to guard their backs. [t is a lonely, desolare
lifestyle that few can endure for long without succumbing 1o
the blealiness of their own existence

1t dees net slways have to be s, Molargan's history is full of
examples of ronin banding together for survival and mutnal
benetit. Although many of these groups have been bandits or
commoen marcenaties, there have been many countersxam-
ples of ronin who remember what it means to be samurai,
Some of these groups, called otokodate or "manly tellows,”
have been existence for decades or even centuries and have
played subtle, almost invisible roles in many historical events.

The Eyes of Nanashi: One of the oldest ronin brother
hoods, the Eyes of Nanashi are the ronin who defend and
protect Nanashi Mura; also known as Anonymous Village.
The village is a haven fur waverinew, a place where they can
find acceprance among cheir own kind and respite Lom the
seort of the Empire, The leaders of the village are all wo aware
of their precarious position, however, and will not shelter the
dishonnrable from justice. This reputation is all thar protecrs
the village from the Grear Clans, who would descend upon it
with a vengeance if they helieved 1t to be 2 hiding place for
criminale

The Eves of Manashi lent their support o Toturi while he
wae a ronin during the Clan War, With his ascension torthe
throne and the army of ronin he led becoming his guardsmen,
the status of ronin throughcut the Empire improved some-
what during his tenure, Since his coronation, Manashi Muts
has become a more prominent city, one less dependent upon
its anonymity for survival. Although rather seeretive, the Eyes
hiave no agenda other than the continued advocacy for ronin
in the Ewpire,

The Sword of Yorsu: The Sword of Yotsu may be the most
respected ronin band in the Empire. Halla century 2go, a moan
named Yorsu rescued the Emperors young heic from
the deadly Bloodspeaker culr thar killed the Empress.
In gratitude, the Emperor granted the ronin his own family
name and a small fief within the mountains, Before his death,
Yotsn and his nine childeen expanded their holdings; his
daughters even became the governors af a suh-district in
Cresan Uchi, the capital eity of the Empire,

The ronin who swear fealty to the Yotsu are expected at all
timesto defend the helpless, no matter the gicuation, no
matter the consequence. This i2 in addition to their duties in
defense of the Yaroshin district of Otosan Uchi, over which
the Yotsu maintain control to this day. The Yotsu always seek
ways to expand their power base, preferably by teerniving
suitable individuals. They will never accept a ronin from the
cliss, liowever, no one who has borne another name may bear
the name Yotsu,

See page 82 in Chapter | for the Sword of Yol prestige duss.

The Unbroken: During the earliest davs of the Clan War,
the peawerfin] Waga sorcerer the Ashlim discovered a group of
romin hiding within rthe Shinomen. These ronin had become
Tzinted through battle with the Shadowlands and had sought
shelter within the fotest to escape persecution, Fascinated, the
Ashlim used powerful Naga magic to transform the ramin,
granting them the ability to purge their own Taint by slaying
the Tainted. United by their pact to be pure or die in the
atternpr, the Unbroken set out to destroy the Shadowlands.

This bizarre band of bandaged ronin was guite active
throughout the Clan War, although few realized their agcom-
plishments at the time, They harassed the Shadowlands forces
that moved through the Crab, Scorpion, and Unicorn lands,
using (he Shinomen as their base, Many fell in battle, while
othiers were [reed of tiei Taing, and their ranks grew as other
ronin were corcupted by the Shadowlands. Upon the conclu-
ston of the Clan War, Emperor Toturd recognized thein acconm-
plishments, granting them leave 1o remain with the Naga and
hattle the remnants of the Shadowlands horde within the
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Empire. In modern Rokugan, the current Unbroken remain
within the Shinowen, helping Gheda (see page 151 in Chapter §)
guard the sleeping race that aided them when na others wonld.
They uccasionally make forays into the Empire to investigate
acvounts of Shadowlands creatures or sven into the Shadow-
lands themselves. The Unberken maincin close ties with both
the Kuni Witch Hunters and the Asale Inquisitors,

The Gaze of Sun Tao: The origing of this seoteric band of
warriors lie with the renowned ronin general known as Sun
Tan. Une of the most skilled and ingightful strategists the
Empire has ever seen, Sun Tao was alse an accomplished
duelist. Within the pages of his Bool of Sun Tac are not only
the secrets of batrle, but also the scerets of dueling. While e
styles of the Dragon and Cranc dominate the Great Clas' per-
ception of the duel, certain ronin have taken up the study of
Sun Tacls style and scek to pecfect their nir

The ronin who study the Gaze of Sun Tao are nor 2 particu-
larly organized or cohesive group, It might be more appropri-
ate to say that they shure z philosophy. They seek only rhe
petfection of their art, although many have been known to
take on studesis in order to pass on the wisdom imparted by
SuuTau’s teachings. The one goal that does wnify and drive the
group, however, 1510 see one of their own rale the pasition of
Emerald Champion. This, they feal, will finally gain their sryle
the widespread recognition that it rightly deserves,

TYFICAL RONMIN/BROTHERHOOD M=RB=a
Human Ftrd4 /CR4: Medium size humanoid (human);
HD 4d1048; hp 28; Inic 12; Spd 30 fr; AC 13 (ouch 11, (g
tooted 12); Art: 18 melee (1d10+5, katana); 53 Fighier abilities
{Weapon Specialization {choose onel); Honue: 2; AL LN: 5V
Fort 14, Ref +1, Will +1; Str 14, Dex 12, Con 14, Int 11, Tis 10,
Cha 10,

Skills and Feats: Speak Language (Rokugani, High Roku-
gani}, Climb +3, Jump +2, Ride +2, Swim +1, Wilderness Lore
+%; Endurance, Improved Initiative, Weapon Forus {chonse
ohel

Pussessions: Katana, masterwork ashigaru armor, tanto, any
UnE Weapol,

____THE KOLRAT,

When the Kami descended from the Celestial Heavens, noall
the human tribes wished to oliey (heir rule, Some opposed
them, and died. Others (ed, planning for a ume when they
might return and uimake the unnarural saciety the Kami had
created.

The Kulat are the descendants of this larrer group. They are
an exiremely secretive organization with the goal of slowly
undermining rhe samurai easts and aholishing the idea of a
Celestlal Order. The Kolar helieve that all men are essentially
equal, and the samurai class system is an abomination.

While from a certain perspective the Kolat’s ends may seem
noble, their means are hardly so, The Kolat exist only by
secrecy, and.expand their influence through espionage, brain-
washing, and assassination, They belicve that onee their goals
have been achieved, a new order must ke prepared to fill the
void lett by samurai, The Kolat Masters will be the pinnacle of
this erder, a ruling class chosen through persunal achieve:
ment, not eceidents of birth,

There are always Ten Masters. The identities of all ten are
only known to fellow Masters. The urter secrecy required for
the Lolat to aperate reyuires that even the Masters are not
privy to the operatiuns of the other Masters. This eveessive
SeCTecy €an sometimes be troublesome, bot in the lang run
the pulicy has helped the Kolat survive.

After the Kaml Shinjo nearly wiped rhem out two decader
ago, the Kolat bave sought o new focus. The new Kolae are torm
between their desire to remake the Celestial Order and the
mote pragmatic desite to ensure the organization’s existence,
Ear now; the latrer philosophy (championed by Ox Clan
daitayn and Kolar Master Moriro) seems 1o be winping out
The modern Kolat are now » highly efficient mercenary orga:
nization of killers, spies, ond impersonators,

Some day perhaps the Kolae will reinstate their plans w
remake the samurei cless system, but not today. The simple
fact is that the Kolat need to rebuild, and they can make an
awful lor of koku hiring themselves wui 1o dishonorable
dui:nyn;i.

TYPICAL KOLAT AGENT

Human Repd /Klt3: CR 7, Medium-size humanoid (human);
HD 7dé + 7; hp 38 Init o6; Spd 30 £t AC (touch, fa-fouied 5
AT +6 melee (1d4+1 tanto), +7 ranged (no damage but poison,
blowgunj; SA Sncak Artack +3ds damape; 50 Evasion,
Uncinny Dodge {Dex bonus to AC) Seceet Brotherhood,
Boizon Use, Tell No Secrets, Hunue 0; AL LE: SV Eott +3, Ref
+9, Will +4; Str 12, Dex 14, Con 12, Int 14, Wis 10, Cha 11




Skills and Feats: Speak Language (Rokugani, High Rolugani,
Ome of choice), Appraise +7, Blult +&, Diplomacy +12, Disguise
111, Forgery 110, Cather Information <3, Hide +12, Innuendo +5,
Listen +8; Move Silently 12, Pick Pocket +12, Read Lipe +8,
Sense Motive +6, Spot +8; Improved Initiative, Void Use, (Point
Dlank Shet and Rapid Fire) or (Dodge and Mobility),

Possessions: Masterwork tanto, masterwork ashigaru ermor,
masterwork blowegun, 20 darts, 5 doses Nighe Milk poison
{D{C 18, initial damage 1d2 Con, secondary 1d2 Con).

TH=
BROTH=RHOOD
OF SHINSEI

When the Tao of Shinsei was created hy recording the conver-
gation between Shingei and Hantei, a new religint was horn,
Since the creation of Shintao, the most devout followers of
that religion have created temples and wanderad the Empire
sharing Shinsei’s wisdom and insight with those whe wish to
hear it

Temples of the Brothethood ean be found nearly anywhere
in the Gmpire, since Shintao ia the religion of the Emperor
and Rokugan. These holy sites are open to all travelers, and
sainlirai are expected to at least simulate respect for the major
temples around them. Shrines are typically located in places
thar were imporiant w Shinseds life; or locations casily acces-
sible by the populace: Munks live in these temples and
shrines, devoring their lives to the study of Shinseis wisduw,
hoping to reach the enlightened stare of mind thar the Lirtle
Teacher was blessed with,

Monls themselves are a diverse group, as different as the
temples they tend ‘The mast comman kind of monk is called
the inloyo, a retired samurai of age 50 ormore, When members
of the noble caste reach the age of retirement, rhey are
expected to shave their topknot and contemplate the serene
wisdom of Shingei until their deaths, This is congidered a
Ly, as the lifestyle of the samurai generally does not allowr
for old age.

Monastic relations with the clans arc usually good, as they
are an integral pact of the religion of Rolugan. Daimyo who
do not at least appear intercsted in the wisdom of the Brother-
liwod are [rowned upon. The clans of the Dragon and Phoeniz
remd 1o have close relativns wihe Brothechood, as thevare the
meost spirirually adept of the clans, The Scorpivn do notmake
tnuch effore o hide their scorn of the Tae, though they du oot
take any action to directly confront the monks.

Today, the Brotherhood of Shinsei has withdrawn from the
active tole in Rokugani history that it took in the past thirey
vears. Many maonks have chosen to return to their clans of
birth, hoping that the wisdom of Shinsei's words will help pre-
vent another tragic war from spreading across Kokiigan,
Others remain in the temples, studying the New [ao and
attempting to find some serap of its missing half, Their tem-
ples remain open to all, however, and the recent assassination
of Toturi the First has caused many peasancs 1o seel out'the
Brotherhood's guidance and comfort.

TYFICAL SHINTAG MONK

Human Inks/CR4: Medium-size humanoid (human}
HD $d& + 5; hp 27; 1nit +1; Spd 30 ft.; AC 12 (touch 11, flar-

footed 100; At +6 melee (1de+2, hand 1o hand or 1de+3, mas-
terwork bo staff ) SA 1dé nnarmed damapge; 3C; Honor 2; AL
NG SV Fort +5, Baf +5, Will +6 Str 14, Ulex 13, Con 12, Tne 1),
Wiz 15, Cha11.

Skeills and Feats: Speak Language (Rokugani), Concentration
+8; Diplomacy +7, Knowledge (Shintao) +7, Perform +7,
Tusmble 18; Depths of the Veid (2}, Improved Unarmed Strike,
Self, Mo Self, Soul of the Four Winds, Spirit Strike, Veid Use,
Weapon Focus (unarmed),

Tussessions: Masterwork bo staff.

. NNTA

Many children know staries of back-clad demons whi creep
in the night and slir the throats of the unwary. Ninja are uni-
versally despised as foul men and women whao are the antithe-
sig of the code of Bushido and everything else the Empire
holds dear: _

Ninja are more than myth and rumor, and even the defeat
of the Living Derktiess has not ended the threat of the motre
mundane ninja, Men whe dress in deepest black could be
hiding in your closet, around the corner or right behind you.
While the Empire publicly denies the existence of ninja,
behind closed doors nearly cveryone agrees they are real.

The clan that has the closest relationship with the ninja is
the Scorpion, Mastersof subterfoge and wickery, the Scorpion
created the way of the shadew that would eventually be called
ninjutsu, The Scorplon end 1o have the most ninjas wnder
their employ, though every clan has ar least one daimyo who
uses the services of a ninja,

Some ninja are nothing mare than spies for their lords, not
the merciless assassins and poisoners af ninja legend. Spies
are almost always loyal to their masters, as they give up their
own honot daily for the sake of their daimyo.

The Living Darkness, ence a powerful force, was able to
grant terrible and nightmarieh powers to ite pawns at one
time. These were also ninja, molded in appearance atrer the
Scorpion that the Darkness had duped. These ninja had no
names, no faces, and no distinction, as the power of the Living
Drarkness was that it itself was unnamed and unformed. The
puwer of tie Darkness was broken at the Dattle of Oblivion's
Gare, and the ninja of the Darkness lost their power. Ilowever,
those who wimessed the hormors these ninfs were capable of

srill awaken suddenly in the middle of the night,

TY?ICAL IUNTA

Human Niné/CRé: Mcdium-size humanoid (human};
HI el + 6; b 28, Inic +3; Spd 30 fi; AC 13 (touch 13, Hat-
footed L0} Al +10/+5 melee or ranged (1d4+3 plus poison,
masterwork aiguchi); SA Sneak Artack +3dg; 5@ Uncanny
Dodge (Dex bonus to AC, can't be Hanked), Ninja Dudge +2;
Toison Use; Honor; 0; AL WE; $¥ Fort +3, Ref +8, Will 43 3u
16, Dex 17, Con 13, Int 14, Wis 10, Cha 10; Shadow Tainr +1,

Shills and Feats: Speak Language (Rokugani), Bluff +3, Climb
+7, Disguise 47, Hecape Artst £1) Hide +12, Listen +6, Move
Silently +12, Spot +&; lTumble 412, Impreved Tnittanve, Mobil-
ity, Spring Attack, Void Use.

Possessions: Masterwrork aiguchi, calerope, climbing gear,
two doses of spider venom (Injury DC 13, 1d2 Con/d4 Con),
two doses of dripping poizon (Ingested DC 18, 144 Str/1d4 Ser

_and 1d4 Con).




I
T
S |

RP?ENDIX ONE=:
MAGIC ITEM

The Akodo Daggers of the Lion Clan

Thege five ornate weapens were forged by the artisans of the
Crane clan over a thousand years ago in an arcempr to lical (e
rift between the Lion and Crane clans, One was given o each
of Akodo One-Eyes five sons, and they have been passed
down from father to first-boun ever since that time; Unforru-
niately, several of the daggers were lostwhen the Akodo family
was dissolved fulluwing the Scorpion Clan Coup. Now that
the Akodu have rerumed, only two of the daggers have besn
avcounted for,

An Akodo dagger is 4 +2 keen masterwork tanto, The pres-
tige of bearing such a weapan grants s rightful wielder +1 1o
Diplomacy checks when it is worn visibly. The Akedo daggers
possess the lawful snchantment.

Armor of the Emerald Champion

One of the oldest and most tecognizable artifacts in the
Empire, the armor worn by the Emerald Champion was
crafted centuries ago by the finest armorers tn all of Rokugan.
Countless enchantments upon the armor preserve both it and
the samurai who wears ir.

The armor of the Emetald Champion is +3 lamellar armot
thar allows a maximum Dex bonus of +6, Because of the pres-
tlge and renown the armot carries, its rightful owner gains
+1 Charisma bonug as well ‘The numerous enchantments that
protect the wearer from harmbul magic grant him a +2 on all
saves versus spells

The Brass Gong of Otaku Masero

Awarded to and named ulier a stable boy who saved the pre-
cious Otaku Swbles from a rerrible five; the Brass Gong of
Otaku Mastro is a sacred artifact of the Unicorn Clan, The
pung is reserved for use at the most solemn or prestigions
occasions; permission to ring the gong ot fo keep the gong
untll its nex use is a great honor.

When the gong is rung, all who hear it sze overcome with a
feeling of peace as if they had been the target of 4 cabm emotions
spell by a cleric of level equal to theirs. In addition, anyone
who is meditating when the gong is struck automatically
veceives all of their Void peints back so long s they meditate
until the sound of the gong fades completcly (approximately
L0 minutes). The individual chosen to held the gong during
the ceremony receives a permanent competence +1 bonus to
their Coneentration skill. This benusis only granted when the
gong s rung during an official ceremony,

Golden Obi of the Sun Goddess
A relic from the sarly days of the Centipede Clan, the Colden
Orbi was crafred by the et generation of the Moshi family,
I'he Moshi were devout followers of Lady Amaterasu and wor
shiped the Sun every day of their lives with a simple devotion
and piety that wag untivaled anywhere in the Empire, When
the original Isawa Moshi ws an extremely old woman, she
walked to the cliffs everlocking the sea and used her magic 0
soar into the sky. No trace of her was ever found save for her
obi; which fluttered back to the ground o rest un the
precipice from which she had leapt. The Gulden Obi of the
Sun Goddess remained with the Moshi family for cenmries:
just recently, the aged Moshi Jukio bestowed it on Toturi
Tsudao, who wears it to this day

The Golden Obi of the Sun Goddess may heal irs wearer
just as if a heal spell had been casi upun him or her by a cleric
of the 10th level. This may be done up to three times per day,
anid is done whenever the wearer wishes i It takes place
immedistely. The wearer of the Golden Obi also gains an addi-
tiunal +1d4 damage bonus against any ShadowTlands creamre,

Katana of Fire
The tiret of the five Elemental Memuranai to be crafted, the
Katana of Fire iz a patent weapon with figheening destoctive
powet. During the Clan War, the katana found its way to Shiba
Tsukune, a prominent Phoenix samurat-ko, Tn her hands, the
blade served its purpose well, teturning balance berween
good and evil by claiming the lives of countless Shadowlands
spawn during the second Day of Thunder. The katana disap-
peared Doin her possession shorrly after the Day of Thunder
Iis current whereabours are unknown.

The katana of fire is 1 +% flaming katana with the speed
enchantment, 1n addition, twice per day, the wislder may



spend a Void point to cast fircball 55 1F be or she wer a wizand
of egual level {if the wielder is less than level 3, the wielder
rasts the spell as a 4rd level wizard),

Meiwaloa Fans of the Scorpion Clan

Two centurics ago, young Asthing Meiwalou grew weary of
her position as a political bride to Soshi Toraburu, an illustri
ous shugenja in service to the Scorpion Clan. Determined o
prove her loyalty to hier new clan, Meiwaku used all of her
knuwledye of Asaling magic to craft a stmple but lovely fan
with hidden wlents, Upon preseuting it to et husband, she
simply asked thar he present it o her fuher the vead tine
Totaburu visited the Crane. He agreed. Much to his surprise,
he learned a short time latet thar while Melwalku's farher held
the fan, Torahurn could read his thoughes.

elighted, tatabury hegped his wife to make more fans.
She sgreed only on the condition that she be fully inducted
into the Seorpion Clan. Toraburu readily agreed, and the rere-
mony was attended by many high-ranking members of the
clan. On every anniversary of that ceremony, Meiwaln pre-
sented another fan to her husband. There are now 17 fans in
the Scorpion’s possession.

The Meiwahu Fans appeat to be nothing more than simple
fans of the type used by courticrs throughout the Empire.
However, when presented to another as a gift, the fans have a
powerful magic effect. The person who gives the fan may, by
spending « Void point, read the thoughts of the person to
whom it is given, This effect is exactly like that of the spell
detect thoughts, and has a maximum duration of 2 number of
minures equal ro the givers maximum number of Voil poinis,

Mempo of the Void
Created with the dying breath of two mortal shugenjs, the
Mempo of the Void was the last of the five Elemental Memu-
ranai crafted at the behest of the Oracles. The purpose of thess
powerfal artifacts was to balance the scales between good and
evil after the creation of the Elemental Tertors by the Dark
Ovacles of the Shadowlands. After being found in the Unicorn
lands, the Mempo eventually fell into the hands of the
renowned Lion tactician Kitsu Motso, Althoughunaware of
the item’s true power, the Mempao did allow Motso to see past
his false alleglance 1o a possessed Bmperor and lead half the
Lion armies aguinst the Shadowlands, perhaps changing the
outeame of the Clan War

The Mempio of the Vaid isa helmet tharadds a +1 deflecrion
bonue to the AL of the wearar This hanug is enmulative with
whatever other armor the samurai may be wearing. The
Mempo confers upon its wearer a +10 Void bonus to all saves
against any epells that attempt to control er influence the
wearer's thoughts. If the wearer does not already possess the
fear Void Use, he gaing the feat while wearing the Mempo, The
wearers maximum number of Void points is increased by 2 80
long as the Mempo is worn,

The Merchant Coins of the Crane Clan

Crafted by the legendary shugenjaand artisan Isawa Asahing,
the Merchant Coins were 3 gift tn the Yasuki upon the found-
ing of the Asahina family of the Crane Clan. At thar time still
among the families of the Crane; the Yasuki made good use of
the eoine until theie defection to the Crab Clan, when many of
the 24 golden coins were lost, Twelve of the coins have
remained with the Doji family for centuries, only tecently
having been passed to Yasuli Hachi; the new daimyo of the
Yasuki family Many believe that his possession of the coing
confers legitimacy upon Hachi’s recent appointment.

Thie Merchant Coins are two sets of 12 golden coins, 24 in
all, each identical in appeaance w noomal kel save for their
brightness and beaury. Each coin bears the symbol of an
animal, one of the twelve for which the hours of the day in
Bokugan are tatned. The bearer of one of the coins, during the
hour named after the animal represented on the coln, receives
# +15 enhancement honus to all Appraise, Bluff, and Diplo-
macy checks imvolved 1n the sale or purchase of goods.

Shuriken of Serpents

Belicved by many to be merely a myth, these insidious
weapons have been reported from time to time throughour
Rokugan’s history. Experts on nemuranal who believe these
weapons to exist theoriee that they ave either the result of

some foul maho ritual or originate from an uokoown (oo of |

gaillin sorcery, Regardless of cheir origins, these deadly
weapons ate found only in the hands of the most sinister and
dangernus assassins.

A churiken of serpents is a 43 ranged weapon with a range
increment of 20 feet and & damage rating of 2d4 (crit X2 Any
creature struck by the shuriken is also subjected to the effects
of blacl adder venom {Injury DC 12, initial damage: 0, sec-
ondary damage: 1de Strength). The shuriken of serpents pos-
sesses the rlurting enchantment,

Twilight Lanterns of the Dragon Clan
Highly valued by adventurous members of the Dragon Clan,
the sectets of crearing the Twilight Lanterns were neatly lost
when the Agasha family defecred 1o the Phoeniy Clan. Formu-
nately, s member of the new Tamori family recreated the
process, and now these simple and practical devices are often
Found in the possession of promiment Dragon rravelers,
Twilight lanterns contain a single fire spinit, and therefore
require no fuel to produce light. Upen s verbal command, the
lantern emites light just az if it had been the rarget of a light
spell. The lantern also tecognizes verbal commands to
brighten, dim, and extinguish. Once per week, the lantern
requires a successful Knowledge (Arcana) check versusa DO
of 12 or the spirit will leave the lantern, rendering it useless,

Yasuki Hohiro's Bag of Necessity
Yasubi Hohita 15 otie of the most famons daimyo in the Crab
Clan's history, The innumershle tales of his life cannot possi-
bly all be trise. The Yasuki family of the Crab insists that the
best-kniown story is indeed true: that Hohiro acquired wealth
so expansive during his lifetime that he could neither spend it
all nor even store it. Instead, he wandered the land giving it to
the poot among the Crab peasantry. The bag that he wore on
his hip is said to have been transformed by his good karma
inte an nemuranai of cxtreme pracicality. It was carried by
every Yasubki daimye after Hohiro until the appointment of
Daidoji Hichi as the new daizmyo of the Family, Thus far, the
Crab Clan has refused to relinquish any of the Yasuki
birthrights to sumeone they consider to be a base usurper,
The Bag of Necessity sppears o be 2 ool bag of the usual
type, and can hold up to 4 pounds of material. Only when it is
empty, however, do its true qualities come to light, Atany time
the owner of the bag may reach inside and find the exacy
amotnt of money he requires for something he needs, Norlce
that the word is "need" rather than "want” Trving to putchase
an expensive kimono ar a weapon wonld not work, but a
night’s lodging at a pleasant inn or a filling meal wonld ha paid
tor,
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Medium-sized Outsider (Incorporeal)

Hit Thice: 3d8 (5 hp)

Initiative: +1 (Dex)

Speed: fly 30 f1. {perfect)

AC: 13 (41 Dex, +1 deflection)

Attacks: Incorporeal touch |3 melee

Damage: Incorporeal touch 1d6 temporary Wisdom
Face/Teach: 5 ft by 5 fr./5 fr.

Special Artacks: Will save drain

Saves: Fort +3, Ref +3, Will +4

Abilities: 5t 8, Dex 12, Conr 10, Tt 11, Wis 12, Cha 13
skills: Blull +s, Knowledge (maho) +5, Listen +5, Spor +5
Feats: Weapon Finesse (incorporeal touch)

Climate/Terraln: Any

Organizarion: Solitary (outside Shadowlands), hroads (2-5,
Shadowlands)

Challenge Raring: 7

Treasure: None

Honor/Alignment: 0/Chactic Bvil

Advancement; 3-4 HD

The kansen are the corrupted spirits of the Shedowlanda.
Similar to the kami in many ways, the kansen are 1 serious
threat 1o any shugenja who attempts to cast spells within the
confines of the Shadewlands. Instead of having clemental
spirita respond to their call, many shugenja discover that ey
have instead summoned a brood of kanseu.

Incorporeal, the kansen appear as slightly distorted pockerts
of filthy air. They are oot truly composed of air, bur rather the
essence ol the Tuint that permeares the Shadowlands, They are
all elements and none,

COMBAT

Kanscn are malicious but cowardly, They atcech tlie wealest
member of & party, attempting to drain their energies unril
their victims are noching but empry husks, vessels for the
Shadowlands wo resnimate as undead sbominatlons In service
to the dark lord Pu Leng. If chey are losing, however, the
kansen quickly flee.

Wisdon Damage (Su): The touch of a kansen deals 1d¢
polnts of temporary Wisdom damage ta a living foe. A cres-
ture reduced ro 0 Wisdnm is reduced to helpless catatonia
until restored.

Datk Whispers (Su): The kansen know many dark secrats
of power; and whisper tempting promises in the ears of all
they meet. A lransen may spend 4 round whispering ton living
creature, who must succeed ara Will save (DC 10) or suffer
stbects exactly as if they had been the targer of a charm person
spell case by the kunsen. Living creatures whe suecumb to
Dark Whispers often become mehe-tiikai initiares unless an
ititervention is attempted. This is a supernatural abiliny

Incorporeal; Kansen can only be harmed by other incor
poreal creatures, nemutanai of +1 or better, or magic. Even
magical corporeal weapons have only a 50% chance of damag-
ing a kansen. The spitits can pass through salid abjects at will,
lgnore all armor with their own incorporeal touch, and always
move silently

Maho! Kansen can teach maho o willing students. Any
person taught by a kansen whe meets all other requiremeants
of the maho-tsukai prestige class may immediately enter thit
class without fulfilling the requirement of ¢ points of the
Shadewlands Taint,

FREZE OGR=

Large Giant (Shadowlands)

Hit Dice: 8d8+24 (60)

Iniriarive: +4 (+1 Dex, +4 Tmproved Initistive)

Speed: a0 fi.

AL 21 (=1 gize, +1 Deéy, +7 natural, 4 partial armor)

Attacks: Huge greatelub +13 melee; or Huge yari +& ranged

Damage: Huge greatclub 2de +10; or Huge yari 2d6 1.7

Face/Teach: 5 ft. by 5 /10 b

Special Attacks: —

Special Qualities: Damage reduction 5/jade, Scent, Tribal
Sense, Immortality

Saves: Fort +2, Bef 43, Will +3

Abilitics: Str 24, Dex 42, Con 17, Tnt 12, Wis 12, Clia 12

Skills: Listen +6, Spot +6, Knowledge shadowlamls) +5

Teats: Fower Attack, Cleave, Tinproved Initizcive

Climate Terrain; Any land

Organization: Solitary, gang (2-7), toibe (10-1210

Challenge Rating: 5

Treasure: Srandard

Honor/Alignment: 0/Neuteal Evil

Advancement Ry character class

Since the mortal death of Fu Leng, many ogres who dwell in
the Shadowlands have begun to discover a strange phenome-
non: they are slowly growing more intelligent, Ogres who
have escaped the Shadowlands have known of this for years.
A their memory returns, they recall & great empire of ogres
that existed long before the fall of the Kami, For years, these
free ogres have slowly been organizing themselves for # day
when they can rise up against the humans and win back the
wotld that was cnce theirs,

Free ogres tend to be quicker, smarter, and far more devious
than thelr Shadowlands-bound counterparts. Dalzotsu, the
uew Lowl of the Shadowlands has nor only noticed this rrend,
but has embraced it, He has forged an alliance with rhese
ogres, embracing them as allies where Fu Teng anee phintshed
them 45 slaves. The free ogres Tead armies of halkemons and
leszer oni as well a3 their mwen lind, and lave started to astabs
lish training dajo in the Shadowlands and in the deep moun-
taing of the Scorpion. Ogre bushi are among the most feared
warriors in the Shadewlands.

COMBAT

Free ogres are hardly mindless brutes, and tend to rely upon
cunning as much as strenpth. They do not neglect their mw
physical mighr, however, and use their superior gize and
power to quickly crush human foes. Free ogres rarely light to




the death, preferring o withdraw and plan to defeat their [ues
at 2 later time.

Trihal Sense (Su): Free ogres can unerringly detect the
nearest group of five or move ogres, regardless of range. It is
this link that allows them to find one another when they
begin to tecover theit sell-awareness. I'his is 2 sipernatiiral
ability.

Immoertality (Ex): Free ogres do not die of old age, and are
immune to all diseases, Their mechods of reproduction are
utilenown, but are presumed to bevery intrequent. This is an
cxtrp.ordinar‘l.? ability,

FREZ OGRE SOC=TY

DOgre mentality i2 war-like, vengeful, and viclent. (gres have
no zence of honor other than lovalty to their own kind, They
have an appetite for Hesh {though they do not eat ether ogres)
and prefer to devour their meals alive. Opres consider humans
pathetic creatures useful only s slives or food. Ogres zociety
is extremcly militant; cach ogre has an exact rank and station,
Promotion comes through a monthly ceremany of ritual
unarmed combat, or through seniority, Anything that is not
atl opre is al enemyy of & slave,

Chwres ace ondy cotnfortable ina position of command, Fres
ogres work beside other Shadowlands creatwes il it is in their
best interest, such as their allisnce with Daigoso, Chzres con-
sider trolls and goblins worchless cannon fodder. Under no
conditions will an ogte willingly work with Mezumi, and they
slay Ratlings whenever possible. A free ogre will never stoop
to eating @ Nezuimi, 25 they helieve the rat’s cowardice will
itnfect their hlood

FREZ OGRE CHARACT=RS

It is not recommended o make free ogre plaver chamciens
(this extremely powerful race would requirea level equivalent
of Class Levels + 9 as per the tules in the DuNGEON MasTER'S
Cide™), Free agre M PCs tend to be fighters or berserkers. The
occasional free ogre sarcereris tare in the extreme, and highly
prized by the nibe.

~ RVJIA

Tiny Fey {Spirif)

Hir Dice: 1ds (3 hp)

Indriarive; +9 (+5 Dex, +4 Improved Inidative}

Speed: 20 fr. fly 90 fr. (perfect)

AC: 19 (42 size, +5 Dex, +2 deflection)

Attacks: throw item +6 ranged

Diamage: by thrown {fem (maximum 1d4-2 damage)

Face/Reach: 2 4 Fr by 7 4 f /0 fr

Special Attacks: Spelllike abilities; throw item

Special Qualities: Incorporeal, Damage Hesistance 50/45,
Shadow valnerabiliey, ward vulnerability, Taint immunity,
Improved Evasion

Saves: Fort (0, Ref (7, Will +1

Abilitics: Str ¢, Dex 20, Con 10, Int 12, Wis 8 Cha 15

gkills; Bluff +¢, Disable Deviee® 19, Hide 113, Enowladge
{Salkkaku) +5, Knowledge {shadewlands) +5, Listen +3,
Pick Pockers® +13, Spot 43, Tumble +9,

Feats: Improved Initiative, Point Blank Shot

Climate Terrain; Any lamd
Organizarion; Solitary, pack (1—4), mob {10-50)

Chaul:ugt: Rating: 1

Treasure;: Mooy

Honor/Alignment: 0/Chaotic Newtral
Advancemenr 2~4 HD (Small) 5-8 HD (Large)

Mujina are squat orange humanoids navive to Saldoaku, the
Realm rf Trirksters. They orcasionally wander into the moreal
world in places where the harrier hetween the worlds is weak-
est, mostly in the Shadowlands. They have a mischievous
senge of humor and are lnown ro pull embarrassing pranks on
humans, especially samurai, whom they feel deserve it for
being full of themgelves. They have ataw hatred for the inhab-
itants of the Shadowlands, but are far too cowardly to do any-
thing ebout it much of the time,

Mujina arc friendly toward Mezumi, and usually spare them
the brunt of their pranks. They are especially respectful ro
Ratling Conjurers, to whom they owe their invulnerability to
tlees Tirinir, The Crab have lirtle tolerance for Mujina, and have
develuped 2 punbel of magical ways to put the annoying crew
rures to work in cheir oo mines.

COMBAT

Mujina are cowardly opponcnts, and svoid direct conflicr,
They seerm to have an aversion to harming living creatures
aud ravely kill an opponent (at least not intentionally), They
prefer to havass and anney, then wander away once they get
bored, 1 they encounter a foe-who can acmally harm them,
they fle at the first opportuniy,

Spell-like Abilities: ar will — delecl magic, dimension doe
(self only), ghost sound, nuisibility (self onlyy, opendclose.
prestidigitation. These abilities are as the spells cast by a 5th
level sorceror (save DG 1245pell level).

Throw ltem (Su): Though naturally incorporeal, mujina
can lift and carry any ohject that weighs five pounds or less,
and attack by hurling said item through the aiz They rend o
tavor rotten fruit or fragile valuables. This is a supernatural
ability. Items not typically used as thrown weapons have 1
range increment of 10 Feet.

Incorporeal: Can only be harmed by other incorporeal
creatures, +1 or better magic weapons, or magic, with a 50%
chance to {gnore any damage from a corporeal source (also
pote Damage Resistance). Can pass through solid abjeets ae
will, Alvays moves silently

Shadow Vulnerahility: Any effect which completely
removes g mujings shedow causes it to return to Sakkalu,
from whence it cannot return for thicey days, Auy effect
which conmrols shadows gllows control of the mujing aswell
{as if dominate monster had been cast upon it). The mujina
receives 3 Will save each hout it s conmrolled, If it succeeds,
it regaing contrnl of itself and flees. Mujing whose shadows are
bound within Kuni eryaral {3 secret ritual known only to the
Crab) are controlled by the hearer of the crysral, 5o lang as it
remaing intact.

Ward Vulnerability: Any protection spell (evil, good,
chaos, or law) completely hedges out mujing and keeps them
from attacking the warded ares. In addirion, they must make
Will save when they look upon any such warded creature {use
the caster's appropriate ability modifict and the level of the
spell to determine an appropriate save DC) or become
frightencd, flecing at the frst opportunicy.

Taint Immunity (Ex): Mujina are completely immunc to
the Shaduwlaids Taiin. This is an extracrdinary abilicy: Mujina
may not cast inaho,

Skills: *Mujing receive 1+4 racial buius w Disable Device
and Fick Pockers checks.
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RPP=NDIX

R- -
CONV=ERSION
RULES

Converting characters to the d20 System™ from the Lepend of the
Tive Rings Role-Playing Game™ may seetn a daunling provess,
for the two systems are extemely different. However, with a
bit of fAexibility and patience nearly any character can be
eayily trunsferred from one pame 1o anocher,

ST=? ONE: ABILITY SCORRS AND TRAITS

Each trait in Legertd of the Tive Rings RPG can be associated witls
an ability score in the d20 System™ See Table 7-1.

TaBLE 7-1: TRAITS TO ABILITIES

L5R Teait d20 Ability
Agility Dexterity
Awareness Charisma
Intefligence Intelligerce
Perception Wisdem
Reflexes Dasterity
Stamina Constitution
Strergth Strength
Willpower Wisdam

Converting from LS R RPG to d2¢: Compare the character’s
Trait with the comparable ability score on Table 7-1. 1n the
case of Wisdom and Dexterity (both of which arc determined
by two different Traits in L5R) usc the lower of the owo Traits,
and 2dd +1 to the final ability score for every poine of differ-
ence berween the two.

Tor example, Fred wants te convert Hida Tadashiro le The d20
Systere, In figuring Tadashivo’s rew Deaterily, Fred nofes thal the
character has § Agility and 2 Reflexes, The lower trail is Reflexes; his
2 converly to 1de+7. Fred volls o 5 on the dé, ond adds 7 to ger 12,
Since Tadnshire’s Agility trait was 2 points higher than kis Reflexes,
Fred adds another 2 to Tadeshiros Dexterity, for a final Dexterity
of 14

Converting from d20 to L3k KPG: Find the range into
which the ability score falls in'the right-hand column and
read the LEE ‘Irair from the laft-hand column. IF 2 character
has an ability score of 8,13, or 16 (sach of which is duplicated),
randomly determine whether the associated Teait falls into the
higher or lower category

TarLE 7=2: TraiT ScoORES TO ABILITY SCORES

LSR Tralt 420 Ability Seore
=i (2416}
R—14 (/+1d8)

13-16 (124144

16-19 [15+144)

20-21 (19+1d2)
21

oM D9 S B LA g bl

Void: All characrers rranslaring from LR 1o the d20 System
must take the Vold Use fear ar 15t level. All characters wirh
more thaty 3 Void should seriously consider learning the

STEF TH
CLASS/SCHOOL

Depths of the Void feat, These feats are not gained for free, but
must be purchased normally. If a-player does not wish to
spend Lis fears on Depths of the Yoid, he does nor have 1o, but
he sheuld kevp in mind his characrer will have far fewer Void
Points if he chooses nor o buy the fear,

5T=? TWO: CHARACTER LEVEL
AND RATU

Converting from LSR RPG to d20; The character’s Insight
{in LER) corresponds to the character's level {in d20). Use
Table 73 to determine the character’s proportionate level of
eupertise, Tranalated characters do not get to Taise an ability
score for every four levels they have already gained,
though after translation they may du so nucmilly as they
proceed in level,

Cosnverting from d20 tv LSR RPG: Find the dzo charicrers
level in the second column and then cross-reference it with
the third column (Experience Points). Use this amount of
experience poines (along wich the standard 30 starting Char
acret Pointg) to build your L5R KEG charaeter

TaBLE 7—3; L5R INsIGHT TO dZ20 LEVEL

L5R Insight (Rank) 20 Level Experience Points

B-120 (1) 1 0
121-135 (1) 2 5
136-150-(1) 3 15
151-159 (2) 4 50
160-167 (2] 5 53
168175 (2} & 67
176-184 (3 7 75
185192 (3} g 100
193200 (3) 5 125
201-209 {4) 10 150
218-225 (4] 12 220
226234 {5) 13 240
235_242 {5 1 260
243-250 (5] 15 280
251-263 (B)* 16 300
2041275 (B} 17 350
276288 (7} 18 400
289300 (7)® 19 465
0= (B)= 20 535

#Rules for playing characters ahoue Hank 5 can be found in
the Legend of the Five Rings Secand Fdition Game Master's
Guide.™

== CHARALCTER

Converting from ISR RPG to d20: For many characters the
transition between an L8R school and a d20 character class can
be somewhat teicky. LR schools tend to offer far move general
training than a typical d20 character class, while avyuicing
levels in mulbple classes in the d20 Sytem™ is far easier than
the process ol aending multiple schools in ISR, A characrer
with unly one school in L3R may nor be most accurately
represented by a single class character in the d20 System, =

Torexample, members of the Yasuki family may desive a fow Leils
of rogue ta porteey their undevhanded buciness acuneen. Crang bugh
may take a fow levele of courteer o erphasize therr political shills,
ated most Shosurd will probably want at least one level of nimja;
Abnue all, emphasize commton sense and the spirit of the character
wher translating. As lowg as the final version does nol receive an
experteitce penalfy and the DM approves, recreate the charactir i the
weamter you feelis most accurale.



Mast bushi schools translate divectly 43 samurai, sometimes
as fighters or tangers. Assume that students of any major
bruslii school ave samurai, ac least in part. Look to the favored
class of the [amily that sponsois the school as a guideline for
the sorr of class that best depicis the schioul, The Shinjo Bunily,
for example, favors the tanger class. Thus, it can be presuimes]
that most of thelr samural are elcher rangers or (more likely)
multi-class samurai/rangers. Characrers who rely upon Full
Attack a great deal (such as Matsu and Hida characrers) may
wish to consider beroming berserlers.

Shugenja always tramslate as shugenja. Vinder almose all cir-
cumstances, shugenja should not be multi-claszed. Some
notable exceptions are the Kuni Witch Hunters, Astko Hen-
shin, and Kiteu Sodan-Senzo, which eranslate more accurately
as multi-class shugenfa/inkye. These characters should con-
sider taking the Steady Soul fear so thar multi-classing will be
easier to bear

Any characrer that relics heavily npen soeial intersetion
and intrigue translates a5 1 courtier, This includes Yasuli Mer
chants, Kiesuki Magistrates, Ide Emissaries, Tkoma Omoidasy,
and (obviously) any school with "courtier” in the title.
Courtier characies nealy always multl-class, so don't be
afraid to do so when tanslating the chamces

Monks rranslate g5 either monks or inkyo, depending dn
the style of characrer. Those with a more martial slant become
monks. Those more focused upon the more arcane srvle of
leihi {the warious Dragon kiho, Void kihe, etc) are more likely
to hecome inkyn

Characters focused on stealth, espionage, sabotage, and
assassination become ninja. Obvionsly, this includes Shosnrm
asgassing, but this category also encompasses & handful of
Hiruma and Daidoji characters ag well. If the charscter is
merely sneaky, make him a rogue, If the character is special-
ized in ambush and assassination {whether of other people or
Shadowlands monsters) then he should translate as ninja.

Converting from d20 to LSR RPG: Characters whe have
even ane level of shugenja must become shugenja. Berserkers,
fighters, and samural should probably encoll in the bushi
sthon] of their clany, or another school with a heavy focus on
combat. Monks and inkyo tenslate as monks, using the rules
{n Way of Shinsei. Rogues will iransfer as scouts, assassins, oo
possibly magistrates depending on which schools are avail-
able to vour clan and the stvle of characrer you're playing:
Courtiers will either transfer to the most polideally orlented
schonl of their clan, or must select the Different Schools
advantage to attend the Dofi ot Bayishi Courtier schonl.

It may be difficult to transfer a multiclass charactar from
d20into L§R, Common sense and the character’s background
should rule overall here. Pick 3 school that best symbolizes
whichevear clags the character had the most levels in, and then
select shills that reflect his other abilities.

ST=¥Y F¥OU:

ADVANTAGES/DISADVATLTAGES AND FEATS
Unforrunarely,  number of Advantages and Disadvuntages are
lost in translation from LSR to d20 (though thisin no way
means that you cannot continue to role-play them normally),
Lilkewige, d20 characters translating to LYK may lose access to
some of their feats. The best rule to use in this case is, once
again, simple commaon senise;

1t you wish to translate an LER advantage into a honus to a
d20 stat (such as turning Benten’s Blessing into a +1 Charisma
benus) merely ask the DM’s permission before doing so. Note

that o number of advantages now have feats of the same name
(such as Strength of the Earth and Death Trance). If these feats
are available to your character, you should considet learning
them,

In translating from d20+ta LIR, consider which Advantages
atd Disadvancages fit your image of vour character, and then
purchase thein sccordingly, Keep in mind that many Advan-
tages can be purchased using Experience Poins as well as
Characrer Poines, bue ar owice the noomal cost,

Some Advantages and Disadvantages that
require special consideration:

Ancestors: If you possess anancestor in LER, you may wich
to consider purchasing an Ancestor Feat in d20. Mot all ances-
tots are available, but choosing one with a similsr ability and
changing the name is allowable.

1f conwerting from 420 to L3R, check through the Way of the
Clans™ books o find the ancestor thatr marches the one you
chose in 420,

Different School: A charactier with this advanage begins ;'
the game with a different clan’s sthool than normal. For exame

ple, 2 Crane who has Different School: Crab may choose Crab
feats normally, but has ne sccess 1o Crane fears. The characrer
need nat purchase any Fears to emulate this advanrage, as i s
as much a hindrance as a bonus.

Multiple Schools: The character should purchase the
Multiple Schools Feat for the appropriate clan,

Shadewlands Taint: Shadowlands Taint tranclates very
smoothly between systems, The character gaing 10 Shadow-
lands Points for every Rank of Taint he had in LSR, and keeps
any extrancous points of Taint as well

Shadow Points: The Lying Datlness will be covered in
more detail in the forthcoming Creatures of Rokugan™ For now,
simply use the mechanics prescnted for the Shadowlands
Taint, bur keep mack of Shadowlands Taint and Shadow Poines
separately. Sliadow Poins may be used in all of the same ways
45 Shadowlands Taint may be used, and increases in the same
manner, Advanrages gained by the Shadowlands Taint and
Shadow Polnes stack.

Choosing Feats for LiR RPG characters: After you have
chosen all the necessary feats to emulate vour LSR character’s
abilities, simply chonse the rest of your feats as you deem fir.
So long as they maintain the spirie of the character, thisis fine.

STEP FIVE: COMWVERTING SKiLLS

Floure our the skill points alloreed o a churacter of your level,
or the experietice points due to a characrer of your Insight,
then spend them normally, Make sure thar the skills your
characrer prssessed in the original system are represented in
FOUr nEw character, o come as close ag pm:ﬂih!e.

Tahble 74 lists a large nummber of skills from the TSR system;

-along with their d20 equivalents.
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TABLE 7—4: SKILLS

L5R Skills d20 Skills -
Acting Perform Disguize
Advanced Medicine Heal
Animal Hushandry Handle Animal
Appraisal Appraise
Artizan Perform
Astrology Knowledge fastrology)
Astronomy Knowledge fastranamy)
Athletics Clirnb, Jump, Balance, Tumble
Autopsy Knowledge (anatomy), Heal
Bard Perform
Calligraphy Prafession: (scribe)
Cipher Decipher Script
Climbing Climb
Commerce Professivn {merchant)
Conversation ' Diplornacy
Courtier Diplomacy
Craft Craft
Diplomacy Diplamacy
Divination Sery
Engineering  Khewledge (architecture and engineering)
Ezcape Escape Artist
Etiquette Knovledge (etiquette)
Evasion Hide
Explasives Alchemy
Faleonry Haridle Animal
Fasting Concentraticn
Flatchery Craft (fletchery)
Fargery Forgery
Gambling Bluff, Sense Mative, Professinn (gambler)
Goblin Culture Knowledge {goblin culture)
Lossip Gathar Infarmation
Heraldry Knowledge (nobility and rayaity)
Herbalism Profession (herbalist)
Hisormu Hide, Move Silently
History Enowledge (history)
Harsemanship Ride
Hunting Wilderness Lore
laijutsu laijutsu Focus (see Oriental Adventures™)
lchi-Miru Spot, Sense Motive
Intimidation Intimidate
Investigation Search, Spot, Sense Motive
Kagalw Alcheny
Kuenai Knowledge [eriminal underworld)
Law Knowledge (law)
Locksmith Craft (locksmith)
Lore Krewledge
Manipulztion Sense Motive, Bluff
Madicine Heal
Meditation Concentration
Mining Profession {miner)
Moksha Knowledge [Molsha)
Mountaineer Clirnk
Music Perform
Maga Language Speak Language (Mags)
Mazodo Spot, Search, Sense Mative
Obeiesaseru Intimidate
Ormens Knowledge (omens and folk magic)
Crratury(Rheloric Perform
Crigami Craft (origaml)
Painting Profession {painter)
Puppeteering Perform

Ratling Speech Speak Language (Nezumi)
Rokugani Language Speak Lanpuage (Rokugani)
Seduction Bluff, Diplomacy

Shintao Knowledge (Shintac)

Siege Enowledge: Architecture and Engineering

Sincerity Bluff, Diplomacy
Sleight of Hand Pick Pochets
Spell Research Spellcraft
Staalth Hide, Mave Silently
I heology Knowledge (Fortunes)
Traps Cratt (frapmaking}
Trapical Fish Knowledge (tropical fish)

ST=? Sii: FINAL TOUCHES

Honor: Your character’s Honor Rank is the same in either
SYSLEIN,

Alignment: If you choose to use alignment in your 420
campaign, then review the alignments (ser pages £3—65) and
determine which hest fite your character

Glory: There are no Glory rules included with d20
Rolcugan, though you could use those presented in the Lagend
of the Five Rings system with no difficulty. If converting to LSE,
ask your CM what your Clory Rank is. Use the table on page
Bk the LR Came Masters Cutde 051 guideline.

Spells and Kiho: Translating spells and kiho may present
some challenges. A number of spells and kiha have slightly
diffcrent cffects, or are mare or less difficult to access
depending on the system, Again, common sense should be
the general guideline; select abilities tlie muke sense for your
character to have, The abilities you gain should make up for
any you might bave lost

Equipment: Your characeer regains all of the equipment
and possessions he owned. The DM may judge that some
of vour high-quality trems ate now magical in the d2n Sydem™
See character wealth by lewel tahle in the Duwcron Masrei's
Guide™ for an estimare of character wealth by level This will
help in determining how powetful your character’s items
shonld be. As always, eotnmon sense should rule, 1t your char-
acter didn't have a flaming sword before, he doesn't have one
news Tey to stick to more subtle iterns (keen edpge weapons, 13
armor, haovi of resistance; vings of protection, etc.) that your char
acter could conceivably have owned and used though he
never realized their teue value,

If converting From d20 to LS, your character’s wealth prob
ably drops dramatically. Divide your current gold by 20 to get
keku. Also, 420 magical weapons are likely 1o be higl yuality
in the LiR RPG, and gain an extia die w hit ur for damage,
or bath.




APPENDIXFOUR:
SUgG=ST=D
T READING

For those whio wish o know more about Rokugan, this book is
only the tip of the iceberg. Alderac BEntertainment Group's
Legend of the Five Bings Role-Playing Game™ poes It dn even
greater amount of detail on each of the Great Clans. Even for
those players who use the d20eules, each of these supplements
holds s wealth of setting, history, charvacter hackgrounds, and
other information thar can be casily used in any rules system.

Here ix 2 brief summary of what you will find in'each beol:.

WAY OF TH= CLANS

S=RI=S

Euch book in the Way of the Clans™ seles

describes the origins and history of 3 major

fartion in Rokugan. They also present 1 good
deal of other informarion abour the Empire
itself,

Book One: Way of the Dragon —
Diragen philosophy, alehemy, and
swrordsmanship,

Book Two: Way of the Unicorn —
Caijin lore and the Unicorn
exploration of the lands ourside
Eokugan,

Book Three: Way of the Crab —
The history of Bokugan's war
with the Shadewlands,

Book Four; Way of the Crane —
Rolugani art and culture.

Beok Five: Way of the Scorpion
— Espionage, subversion, and
generil villainy.

Book Six: Way of the Lion —
Mtlitary ranks and organiza-
ton. Famous barles,

Book Seven: Way of the
Phoenix — Religion, the
Formines, and shugengs duels

Book Eight: Way of the Naga —
Maga culture and the mysteries
of the Alasha.

Book Mine: Way of the Minor Clans

The history of twelve different Minor Clans,

Book Ten: Way of the Wolf — Ronin and Belugand society,
How they fit in, and how they don't,

Book Eleven: Way of Shinsei — Shinscist philosophy and

monastic organizations.

OTH=R L=EGEND OF TH=

FIV= RINGS PRODUCTS

The Book of the Shadowlands — The Writings of Kuni
Mokuna describe 3 number of the Shadowlands' serange
denizens and their ecology, and hints at their origing

The Second Book of the Shadowlands: Bearers of JTade
— Ancther look at the Shadowlands.

The Merchant's Guide to Rokugan — The history, goals,
and organization of the Kolat,

Bug Flap

Unexpected Allics — A wealth of character histories and
backgrounds.

Walking the Way — The history of Rokugads moest spells.
Adveniure hooks,

Way of Shadow — Tales of the Lying Darkness and irs effect
upon the Emplie.

Way of the Ratling — Culrure and history of the Nezumi
race.

Way of the Shadowlands — How to use the Shadowlands
‘Laint as a driving force of the campaign. Lising the Laint
within a player character party.

Winter Court: Kyuden Asalo — Follo magic, superstitions,
courtly insults, castle construction, and the Imperial
Legions.

Winter Court: Kyuden Kakita — Apprenticeship, training,
ghasts, and how the Emperor’s law deals with the Taint,
Winter Court: Kyuden Seppun — History of the

Diomo and Seppun families, Rokugani etiquette, festi-

vals, and courtly behavior.

City of Lies boxed set— The largest cioy in

Scorpion lands and the people and plets that

thrive there,

Orosan Uchi boxed ser — The imperial capital,
with three books, maps, and the Scorplon Clan
Coup.

Tomb of Tuchiban boxed set — A dungeon
crawl throngh the most dangerons plece nf
architectire in Boloigan

SAMVURAI

RESOURCES

The following is a hibliography of books and
mewvies that have influenced the Legend of the Five
Rirgs world. Fos those with e wipe w0 leaon wore
abour the real history, myth, and legends of the

samurai world we could not recommend the
works on this list more highly,

THE SSSZNTIALS
Miyamoro Musashi; A Book of Five Rings,
BunTew, The Arl of Wi

BOOKS, STORIES, AND

ARTICLES
Allyr, JTohn, Thie &7 Ronin Storp. Charles B,
Turele Publishing Co., Inc,, 1970,
Bagho. On Love and Barley: Hoika of Bashel

Penpuin Bools, 1285,

Brucato, Phil. Book of Mirters White Welf Publizhing, 1957

Charctte, Bob and Hume, Faul. Bushidn. Fantasy Games
Unlimited, Inc., 1961,

Clavell, Tames. Shogun. Dell Books, June 1974

Costiloyan, Greg. T Huve Mo Wonds And T Muest Desigh.”
Linteractive Fantasy, Hogshead Publishing, Tud. 1994,
{hetps/ fwwwerossovencom/~costik/ nowords huml)

Doubleday, Tony & Scom, David, The Elemenis of Zen,
Element Books, 1992,

King, Winston L Zen and the Way of the Sword,
Creford Tniversity Press, 1994

Lais, [N (teans.) Mencaus Pengiiin Press;, 1970

Lao-Lzu. Tan Te Chimg

ackenzie, Donald A, Myths of China and Japan (reprint},
Cramerey Books, 1994
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McAlpine, Helen & William. fapanese Tules and Legends.
Onford University Press, 1989,

Morris, Tvan; de Anpelis, Paul (editor). The Wodd of the
Shining Prince [reprint), Kodanshs America, Inc, 1994,

Muragaki Shilibu, The Tale of Genji.

Nitobe, Inazo. Bushido: The Soul of Japan. Charles B Turtle
Publishing Coi, Inc., 1963

PBerkins, Dorothy. Eneyclopedia of Japan: Japanese History aml
Culture, from Abacus to Zore, Roundeable Press, 1991,

Polti, Georges: The 36 Dramatic Situations. The Writer, Inc.,
1977,

Baatii, Oscar and Westhrook, Adele. Seorers of the Samurai
Charles ETumle Co,, Inc., 1991,

Roberts, Moss (editor). Chinese Fatry Tales 6= Fantasies
Fantheon Books, 1980,

Russell, Sean. The Inituate Brather and Gathever of Closids.:
DAY Books, 1991 and 1992

Sadler, A T (trang). The Cade of e Sawun, Charles B. Tuttle
Publishing Co, Inc,, 1088,

Sabeai, Stan. Lam Yojimbe {series), Dark Horse Comics and
Fantagraphic Books, 1900-2000,

Bansom, C.B. Japan: A Short Culltral History, Stanford
University Press, 1931,

Sate, Hiroaki, Legends of the Samurai, The Overlock Press,
189z,

Sawryer; Ralph D (trans). The Seven Milikiery Clussics of Ancient
China. Westview Fress, 1993,

Shesan, Suzukl, Wirrior of Zer, Kodanshs America, 1994,

Tsai Chili Chunyg, Zen Speaks. First Anchor Books, 1994,

Tsunetomo, Yamamoto. Hagekure — the Book of the Somusei.

Turnbull, Stephen. The Samurad Sourcebook. Arms and
Armour Fress, 1998,

Tyler, Reyall. Japanese Tales, Pantheon Books, 1989

Yashikawa, Eiji; Terry, Charles 8 (trans), Muenshi
HarperTrade, 1986; Kodansha America, 1995

MovIEs
Kaige, Chen, din Temptress Moon, China/Hong Kong, 1996,
137 min:
Kadokawa, Haruki, dir. Heaven and Earth. Japan, 1990, 119
mif.
Kurosawa, Akira, dhr Kagemusha. Japan; 1980, 159 min,
Han, fapan-France, 1985, 161 min,
Rashamion. Japan, 1950, B8 min.
Sanjuvo. Japan, 1962, 96 min,
Seven Sarwrad, fapan, 1954, 141 min,
Throne of Blood, Japan, 1957, 108 min.
Yojimbo. Japan, 1961, 110 min.
Lee, Ang, dir Crouching Tigen, Hidden Diagon, China/Hong
Eong/Taiwan,/USA, 2000. 120 min,
London, Jeery, dit Shogun, United States, 1980, 125 min.
Mizoguchi; Kenji, dir. 47 Ronir. Japan, 1941—42, 112 min.
Ping, He, dir. Red Firecracker, Green Firecracker: Hong Kong,
1994 116 min,
SiuTung, Ching, dic. Chinese Ghost Stevy. Hong Kong, 1987,
%3 1min,
Woo Ping, Yuen, dir. Iron Monkey, Hong Kong, B6 min
Timow, Zhang, div. Ratse the fed Lantein, China-laiwen-Hong
Fong, 1991, 125 i,
Fed Sorghurm. China, 1987, 91 minutes
Shanghar Tvind China-Franece, 1805, 100 min,
To Live, China, 1994, 132 min,

Agasha; Termerly of the Dragon Clan, the Agasha defecred
to the Phocnix nearly three decades ago, taking much of their
unique alchenical wagic with them.

Akodo: & Gumily of honorable warriors and racricians, the
Akutlu serve the Lion Glan,

Asahina: A family of pacifistic shugenja that serve the
Crane Clan,

Asako: Perhaps the most mysterious family in Rokugan,
the monk-like Henshin of the Asako family serve the Phoenix
Clan with thewr strange ways and methods

Haynshi: Cunning and deceitful, the Bayushi rule the Scor-
pion Clan as wartiors in battle and in the courts,

bushi: A samurai wartior or soldisr. Bushi are trained in the
ure of weapene and the ways of barele from their childhood.

champion: & position of great suthority, Traditionally, dhic
term champion applies to the victor of a prominent tourns-
ment, such a3 the Test of the Emerald Champion or the Testof
the Jade Champion. It also applics to the dainiyo of the Great
Clans, who are often referred to as the Clan Chumpions.

Chuda: This family of shugenja led the Snake Clan, but
were destroyed seven centuries ago by the Phoenix for their
practice ol maho,

chui: & milirary rank similar to 2 lieutenant A chui com.
mand many guniso and the troops under their eommand Chui
report divectly o the raisa who cormmand their divisions.

Daidoji: A family of scouts, spies, and bodyguards that
serve a5 the militsry srm of the Crane Clan

daimye: Any lord with samurai sworn to his service. There
are traditionally three levels of the daimyo pesition. Provin-
cial daimyo govern a gingle provinee in the name of their clan.
Family daimyo rule over the affairs of a single family within
their clan. Clan daimyo, also known a5 Clan Champions, are
the ultimate rulers of their clans and arc answerable only ro
the authority of the Emperor himself

daisho: The daisho is the name given to the set of swords
that arc the symbol of status as @ samurai. It is teasonous and
blasphemous for any bur samurai o wear the daisho. The
daisho consists of the katana (lung sword) and the waldzashi
i short swoud),

Duji: A family of powerful courrlers thar rule the Crane
Clan.

doshin: The lowest level of law enforcement in Rokugan
The doshin are the assistants to a yoriki, or a magistrare’s
deputy. Even heimin can serve as doshin if there are not suit-
ahle members of samurai in the area,

etz The lowest cocial strate within Rokugan's society The
eta are those hinin that must handle dead Hesh, which is seen
as a disgraceful and losthsome task in the Bmpire, This
includes torrurers, leather -worliers, and those that handle the
bodies of the dead. The eta are piticd by the other classes
because their work is so disgraceful that they have no chance
of being reincarnated into a higher class. Only gaijin are
beneath the eta,

Fuzake: A small family of shugenju in service o the

Monkey Clan.




gaijin: Travelers from outside Rokugan, Gaijin are almost
universally distrusted and disliked throughout the Empire.
While a very few have found a niche with one of the Great
Clans, most gaijin ore turned avay from the Empire or killed.

gempukku: The coming-of-age ceremony that signifies the
passage from childhood to-adulthood. This i3 a very somber
occasion when a young samurai chooses his adult namc and
talees his place beside his brothers in defense af hiselan. Some
gempukku ceremonies have elaborate competitions to give
the young men and woinen an opportunity to display the
knowledge they have gained during their training,

gunso: A military rank similar to-thae of sergeant. A punse
cani command up to 200 soldiers. Gunso report ditectly to
their commanding chui,

Hantet The descendants of the first Emperor,
the Hantei miled the Empire for over 4 thousand
vears. Now, they areall bnre extinct

hatamoto: The chief aide and advisor to
a daimyo. Hatamoto is.a position of great
respect and intluence, az it means the
daimyo has chosen them as their most
trusted and capable assistant, The hara-
mote is often left to run & dsimyo’s estate
while the daitayo travels.

Heichi: The ruling family of the Boar
Clan, the Heichi warriors were wiped out
by Agasha Ryuden, crearor of the dreaded
Anvil of Despair,

heimin: The peasant class of Rokugan,
also known as "halfpeople Fanmer, arri-
san and merchant are all heimin roles;
although some in the samutai caste
indulge in crafrs or trade.

Hida: A Family of wartiors who emphagize
strangth and endurance: The Hida rule the
Crab Clan.

Hiruma: A tamily of scouts who serve the
Crab Clan.

hinin: The “non-people” of Bokugan. Crimi-
nals; entertainers, charlatans, gamblers, and
geisha are all hinin, The cte arc a subset of the
hinin class.

Hitomi; A recently founded family of dark war-
riors and monks that serve the Dragon Clan,

hohei: A wilitary vank similar to dhat of private,
The hoheiare the mnk and file ol the clan armies.
They reporr to the nikurai who commands
their squadron.

Horiuchi: This riny family of shugenja
serves the Unicorn Clan.

Ichire: The samurai of the Badger Clan,
the Ichiroare all burextiner, They wander the
Empite aitnlescly, desperately seeking a-way to rebuild their
shattered clan

Ide: A tamily of courtiers and ambassadaors that serve as the
diplomats of the Unicorn Clan

Tkoma: Bards and historians; the Ikoma family cerves the
Lion Clan.

Isawa: Unquestionably the most powerful shugenja in the
Empire, the Tsawa are led by the Council of Elernental Mas
rets. The Isawa serve the Phoenix Clan,

Tuchi: The shugenja of the Unicom Clan, the Tuchi are
experts un gaijin magic, r

Kaeru: A family of tonin merchans, he Kaeru Lule the

Temmagpaian

City of the Rich Frog, a prosperous city lying between the
[Inicorn and Lion lands,
Haiu: A family of the Crab Clan who produce the greatest
enpingars in all of Rokugan.
Kami: The ten children of the Sun and Moon — Hida, Doji;
Tognshi, Aliodo; Shiba; Bayushi, Shinjo, Hantei, Fu Leng; and
BEyoshun,
kami; The spirits that exist in everything, These are the
spirits that shugenja communicate with and convince to
power their spells; Each kami is aligned with one of the four
physical elements: five, carth; air, or water.
kausen; The darls, evil spivics that exdst in the Shadow-
lands. They are the spirits that power maho
{blood magic).
Kasuga: Wora proper family, the Kasuga are
1 conglomerarion of samurai who rule the
tiny and despised Tortoise Clan.

katana: The longer sword of the
datgho and the primary weapon of every
samurai warrior, The katana symhbnlizes
both the status of the samurai caste and
the soul of the warrior. Kitana are
handed down from generation to gener-
ation. Someone who touches o samurai's
blade without his permission facee dire

consgquences indeed.
Kitsuki: A family of magistrates
who perceive justice and investigation
much differently than the rest of Rokugan,

The Kitsuki serve the Dragon Clan,

Hitsune; Due of the oldest Minor

Clan families, the Kisene rule the Fox Clan,

They are powerful shugenja with strong ties
ta Chikushudo, the Realm of Animal Spirits.

Kitsu: A family of mysterious shugenfa, the

Kitsu serve the Lion Clap with a brand of
spirit magte no ather family in Kekugan
understands.

Kuni: A sinister Family of shugenja whio

serve the Crab Clan.

maho: Blood mapgic. Maho draws upon the
dark powers of Jigoku; and thus is inherently

evil Anvone caught practicing maho is immedi-
ately sentenced to death.
Matsu; Brash, aggressive warriors, the
Watsu family rules the Lion Clan,
mempo: An armored mask: Mempo are very
common on the battlefield, and many mem-
bers of the Storpion Clan chovse o use
them ar all times in place of a cloth sk,
Mempo are often decorated with images
designed to frighten or intimidate 2 foe.

Mirumote: A family of warriors who emphasize the stvle
of swordsmanship that uses bath blades of the daishe. The

Mirumoto gerve the [Hagon Clan,

Miya: This family of heralds serves the Emperar directly

Moshi: Formerly the samurai of the Centipede Clan, the
mattiarchal Mochi family of shugenja have become 1 house
within the Mantis Clan,

Moto: This family of dark ond determined warriors rules
the Unicorn Clan

nikutai: A military rank very similis to a eorporal. A single
nikutai will have a squadron of hohei under his command and
will report direcely 1o 3 gonsa.
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Cumo: The Emperors courtiers, the Otomo sitive to keep
conflict alive in Rokugan so that the Emperor never nesds
tear another coup,

rikugunshokan: A militavy rank similar to "general " A
rikugunshokan commands an entire army and reports
directly ra his daimyo,

ronin: Literally, a “wave-man " A samurai who hag lost of
abandoned his family and ¢lan affiliation, instead relying
exclugively upon himself. Ronin are looked down upon by the
rest of the samurai clase,

seppulcw: The acr of ritual suicide. Seppuky
i o means for 4 sumural to atonc for failure
ot dishonor Successful completion of
the ceremony removes the stain from
the samurai's name and returns him o
honorable status; posthumeously.

Seppun: This family serves as the
bodyguards and proteciors of the
Emperon

Shiba: The ruling family of the
Phoenlx Clan, the shiba are quiet and
contemplative warriors and hody-
puards,

Shinjn: Formerly the maling family
of the Unicorn, the Shinjo lost their
place as lords for their treachery. Now,
they zeele to find their place within the
clan snd the Empire

shireikan: A military rank similar to
that of commander., A shireikan can
comtnand up to an cntire task force or
number of divisions. Shireikan report

directly to the rikummshokan, the gen-
eral of the clan'’s armies.

Shosuro: Dack and enigmatic, the
Shosuro serve the Scorpion Clan as
actors and assassins,

shugenja: A samural priest or spell
caster. Shugenda ate the priests of the
kami, those rare samurai who have
the ability to summean, communicate
with, and coerce the kami into
doing their will,

Soshi: A mysterious tamily of
the Seorpion Clan, the Sechi pos-
sers the secrets of shadow magic,

Suzume: Quist and introspec
tive, the warriots of the Suzume
family rule the Sparrow Clan.

taisa: Military rank; similar to a
captain. A taisa will have many chui
and their units serving beneath him, and
reports directly o a shireikan, who commands the force (n
whiich (e taisa serves,

Tamori: A family of shugenja formed from the remnanrs of
the Agasha family. The Tamori serve the Dragon Clan.

Togashi: A mystetious family that is more lilee an arder of
tarcooed monks than a proper family The Togashi rule the
Dragon Clan.

Plaguie Zonedis

Tonha: Children of the Dragon and Phoenix, the Tonbo
Family riles the Dragonfly Clin and serves as the emissaries of
the Dragon Clan.

Toritaka: Formerly the samurai of the Falcon Clan, the
ghost-hunting Toritaka were absorbed inte the Crab Clan
thirey years ago,

Toturi: The family name founded by the recently decensed
Emperot Toturi I the handful of Toturt in the Empire arc
mastly his children and their sworn followers,

Tsuruchi: Formerly the samurai of the Wasp Clan, the

peerless archers of the Tsuruclii Gunily have become a house
within the Matis Clun.
Ujicua: A family in service of the Hare Clan, the Ujina
are skilled archers and hunrers,
Usagl: The founding family of the Hare
Slan, the Usagi are swift warriors who hint mahao-
tsukai wherever they are found,
wakizaghi: The short sword of & daishe,
which symhbaolizes the honor of the samurai
who wislds it. A samurai who does not wield a
wakizashi is likely to be looked upon with sus-
picion. Many ehugenja who lacl martial train-
ing wield only a waltizashi as the symbol of
both their honor and their staus,

Yasuki: A wily and cunning family of mer:
-+ chants, The Yasuki defected from the Crane
Clan te the Crab Clan conturies ago, buta
Crane has recently been declared the Yasuki

daimyo by an Tmperial decree.
Yogo: A family of shugenja that
serve the Scorpion Clan. The Yogo: are
cursed, and many have fallen to mahio

over the centuries.

vojimbo: A hadygnard Yojimbe
are often assigned to valuable members
of court; shugenja with little combat
training, merchants, or important mem.
bets of the clan who might be the target
of assassination sttempts. Cenerally
speaking, yofimbo are trained as bushi

Bushi themselves rarely have yojimbo

unless they are high-ranking mem-

bers of the clan.

yoriki: The deputies of 4 magis-
trate. Yorikiare norially samurii,
but i wowswal vircumstances i is
not ugheand of for peasanes o All

this role,
Yorfromo: The ruling
family of the Mantis Clan: The

Yeritomo family are warriores and
sailots who prefer using peasant weapons to the
daisho of 3 samurai.

Vorsu: Estabhshad a5 a reward for saving the Emperors son,
the: Yatstr are a family of renin who have risen to govern over
the Yatoshin district of the Imperial Capital, Otosan Uchi,
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Pzt ehehe Alissha el s aable 71
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mlaczer af che Abashe class regs .. 73
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Pleiter Researcher Frdf ..., oo 4852
Blzctermind saed LS
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Mastermind cliss feaniees .75
Mzegrormind clase raq' T4
wpiermamd s shills oo 75
Masters; Ten 71, 153, 0
Mlahoa ., , LE)

oz drg (huzhlschoal) L. 30
Marz femlly 12,20, 72,515 134, 143
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migchiel gpirit® . ooivviiienn ATE
Miserof Fearspell .00 1090113
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B ers e LE L BT
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momks &1, 85, BE 1190 155, 146171,
178478, 1P 108, 203, 314
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THOTIEMAE . .. .

e e LS B ) BT
pooa K5 BT LAY, 1P 1 10, 01
Mo e LoAmAER
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Meohi fanily 14, 96, 190, 161, 204, 2113
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(1541111 R L b1

rjiza languega .. 45
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Hlura snren By i Sure ... D48
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minEiEng
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130, D34, 135, 1E0, 418, 150, 165, 164,
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Maga Deo Hedpen
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Marstea hl Orak Heigen ... 170
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Mwar o Soa epall 03,102
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Memui Faminael ¥sma 0000168
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Adey 130y 33, 138, £40, 167, 170, 176,
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WP clasin
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99, 136, 137, 180, 192,471,172, 173,
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154, 156, 155,159, 184, 169. 525, 1Be.
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Posremic: cuilisanss
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poatls ...
Pk
PEDATIEE b iy vasninaioas

Penairacing Tmop pell ..
Peninsuls cETRWI L

Percesved Alignmens fear ., ... &%

Percebwed Flomsss font ... o410, 53,71
Pertorm skadl Sl 0,13
Parmissing Cliy T

Fhoenie Clan 6, 8,0, 10, 11, 13, 047
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L T T L T
L300 534, 136,793, 436, 145, 146, 452,
163, 6, 165, 168, 179, 182, 105107,
TBE AT, 192, 199, 195, 167, 198, 207
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Phoeot Glan Crmle 0., 154
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Ehpendy rech i
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Biek Dachetalelll oo piiiien it
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Pisre et sl Tail faai 47, 53
hwnlMlb:IﬁlSh.&nhl 8T, 53
PHAEEE ik iuihiganis o AR
Flair o Fase 'I'muhlﬁ oo baw
Pliio od Thander L, e [ﬁ.\. (15
Flaies Above Evil . L
Pl shova Bl LD
Flaine ol Batele s 2oy oo cins
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gl v s e
Eleasun: Ciey: ..,
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PEisOm o
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paisan lah (..
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Potsom gkl o ooo8F 40004, 45, 81, 67
Toiaon tabile (0u0es
Foisom Liss skl
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poisom, Elre birer .
poizon, kot madness ..o
prizvmasighe wdlk
‘paisna, wish you dead |
Baigote, Maw, takla .. .

Bidea s oo s el B
Polirical Hﬂruwd.ne [l 48 5
Fomsassicaspell 111,113

Prisan nf Farth spul] ad
Prodessian (Sailorjshidl .
Frofigon skl ... AT e
Progher Flarin L LEd
Presparous Plalns Sy ... L]

PEOSEIEING wi s b iaions Lo L30
pimithmane _19%
PmﬂhodM:gwfﬂr e B
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Ql.umlnmn:.ﬁ.lr.spgn ..

Craler Wind Plain .,

racial abikines, Maga ..

rociil ahibiies Meetmi . S oRE
ERRRERT o i tm iy (LR SR 23
Raise Dead spell ... . a1
PBangereloa oo, o8 20085, 25 4
Raling Ay Feat ©vooiins 4,53

Raaling Shaman lass 7
FRuaaling Shaman clasy adie idbde . 76
Eatling Shaman clags fedrures . 76
Rarling Shamen clagereq ., . 78
Danling Shaman cagaskills Lo, 76
Barlings (see also Nepamil . £, 23,25,
A3 3R 76 L&D £5L, 154

B ulehe Buwin Geestlo o0, 190

Besien od Animals {Chikudoade) §74, H 3
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Bzl uf Buil (Hgoku)
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Prale cE ol {Mingenode) L. 170,008
Reaim af slaughner (Tos ) 07y
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[Yoaad] . ! ATE AT
Rﬂlmnfrhn.m-i[.mﬂu‘.- A7s
Fzalm ofehe }rl.uw'rlluel"l":du-cl-':l 17e
siprpran LT
R
Brd S Rairle 1HE
g of vive Thres Sistees 1068, 198
1 S TR PP s b
Reihaidn wana B b 51
Dgihasds Shiseei . o.oins
Hethuda Uikbu ... ...
Reimrarnss spedl

Eajer frile fauhufin)

raligiom 33,4280, 185 125, 137, 143
194, 194,004

Heligianshall = . V24
:'\.'|i5i::m.lmp€l?ﬂr AR 146, 77, 178
religion, Foctines ..., 16D, [57
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Neogs Mucal oo o LgH
respectubiliny (o yoyiin .-128
FEsnbrachom ey,
Romuivection apell .oy, 81

Bevenge
rice
Wl 1B i
rikugenshakin
Blow dgal=epell L.,
Blse, Talo spell -
rinl magic:......
Pirmal Mugic fea
Biveraf Gald | i
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Rbwerof the Dusle Meen L2000
Raverof the Houe of the wold -, 170

105, 133, 145
v LTS 1RE
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w00y 134

Raveral thi Lasr Srard i
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Rverof-the Sky i e ae o182
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U S e ;
Einpuie elaws 707,23, 3-1\25 23 H
RokzBeiden . ........
Barhupun Togasha :I:I'.elg\en T
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Bekugas, histear l:-E 8L
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Rokupani lingpuages
e of shugenia ... ;
FOOED (WAve TR 436 8,12 24,48,
H:_. BE-FTHA20, FI%,1 30, 411, 1RE 138,
Lc, 150, B22) 103,997, 200, 213; B14
FoainChidd, 2, .., o 170
Randn Pl 17

Rl v it avas s s A8
Ruined Beepof B Leng, .00 0 178
Ryebn Cromri Tnrhid . - 5%, 185, 100
Brohukileo L. ooon e HIGES
Bwoehun .o 637, U7, 1520057, 303
Ry Banesdn Teeahi Co. oo 2 163
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sdine. . 4, 8
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Sakkeku |, . #4 1%, 195 176, nz
L PR S F I PR b 1)
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i (sEnane) 13, 29, 305060,
119,128

SAENUCEE CASLE. ., oy ou . 30, 45,135
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Samnurai class ahilicies .., ,,, , 3, 3F
Simnraiclice ade mble L 31
Sapoural class abigneueaQuany 30
Sarralclise Fackpraued © LR
Ramemral clage o fears ..o
Sauzuiai claa Jisaieiie, 81
Sanurai tlass feacures L0 3
Lamralcdag oakese .o oviinn,0n 31
Bl vEss o (L e
Eamerai class skiliz
vz axammpla, Linn,
spmurad wchools (dojo)
RaTUEH, bormer
carameds [Taen carches) .
sunshd oo,

Bohool, Agasl :
sehyopls, bashe Smura)- -, L0, 30
Seoepdon Clan & BG40, 43,18 48,
T3, 3L 2T, 35, Th 30y BEAE 04, A A,
47, 48,53, 54, 55, 57, 03, 64, By, 91,
10, 0 198420 140, 185, 120, 168,
B63y Ay Las; R LAa, 183 1AL I3
£, I03,300, 20, By 204

Renrpiog Clan Soug 12, £3, 144, 145,
I3, 7080, 150, 166, 16%, 185, 121
Hearpiea Claz Palece, ..., o0, 158

Seorplotimpectanteitar .., o 155
Frplon kinds .. (811
Searpinn ninga f.m;be Rl
Seerpion techmiquos . o
Hearplons sungabilay 00 6E
FLCINE

Semvhe Saroldl lear P ]
sercils, Rlack | w.m :m. 191 193
Serpeklll i s oniitins 4

vl!ﬂrpé‘nr el i e

eml ahell

gdsvo

pacrar besa ol c il vhisarhiga
Schlohirlia, ., (T

Sczgcmwlctclm... Mg
Stagamactor alaes adh ml:-|¢
pegEmester cliss feeures .,
Shepermater clissregs ol
Slegemastes elasaahills ..., 00
Stkicsu Craer ... ... 157, 159, 158
Seikicsu Mounrzins 79 148,158, 170
Ecikieats Baaz i, o0 155 165 153 198
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et e 710204045, 172
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Sevan Dy Baptle Plan |
Seven Forumes | oo
sevenTeness of BUshsdo ... . 126
Seven Thunders 687164 169, 171, 1523
Seven \imues .,
shasdoro brmdg..,
shader raagic
Shedordanda ., 058, L0 EL 12 Ly
EFVE23, 2, 25, 06,27, 36, 59, 85, PL
RALRE, Ay G BSI0E,TAT, 193] 1
L3O, A3 136, 137, 161, 145, 153, 156,
LS7 150 164, 168 162, 165, 174, 175,
L7 AT 181, 15T, 10E; 154, L0E, 1e%,
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Shadowlands Tuinr . .
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Shadmalaede Veteran elase .. ... 70

R e
Shadowdands Veteran cles franmes .. 7R
Shedoodands Veteran clan reghy . 78
Shedoeriands Veceran class zkilk 78

Shehadet.the . .. .. 37 16T
Ehahai ... 1o D65, 1572, 2o
Shiyg . vines 150
Rhabiki T ET
Fhaboekd Doga 24, Lad, 184
Shashaksr | uo 0. 28181, 152
Shika E €, P, RRCATE 1E2 A
Sl Gamibe. ey e 1 E5E
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Shimomurs .. .. ..15|:
ShEmushigiid v e e 183
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Shinga Fephamr cloee L7

kg Duplover cles -ﬂs.lu|||: e o
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A2, 44, 61, 117, 120, 123,135, 136, 154,
A64, Lo AT 105, 183285, 199, 208

AEARKISTIL 4w i BTG LB
whinai T
Shingio 4288 155 0TE 164, 203

tihka Senkya no Bika . ..., 172
T TR B 134, 165

Shimnad Toskt oL e
Shirelkan... 119,314
shirg {cacala) 133, 14
Shbre Ao i libid 148
Shiz Aszka 154
Ehirs Daidgi=. o L4
Shir Heichi . . e
Shiro Himna. . 161, 154
Ehicn-Lebdroralos <o 144
bl R e s |
Shien Incki . 455, 15¢,159
Shiio Wectsubd oo Higali ., 0. 140
stlng Biesube: ..o R
Shive BUR & voes s T L0

ledig atsnn ok oo L0 Dbe Lo, 195
Shiro Mirupsoies ..., 0 144 148
Shidre Merstn) ;.0h .

Shna Moen ...
Shimo e Meis
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Ehiw s Yojin 2ol ey
Ahine saed i and shnpu | 153
Shirn sar Faktne 43
Shim sano Fen Hayal ., ... 144
Sroshiba oo ono v D5618%
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S Bhinjn
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1R 152158, 150, 214

Shugenjs chis 7.8, 11, 13, 84,45, 14,
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Shugenja cles fangmes | (..
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shupenacless spell table ..
shupenjs duard
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shiigena scheol, Apasha ., 15,30
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shagenji schoal, va 36,30
chiigenis schoal, Inchd ... FTET
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rhugerd sebesl, Seehi . ... 3620
abiugend school, Timad ... 36,38
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shugenje. raleof ., G138
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WHUEE o oy e T e LFX
sinceaidy -;.:..huw:-. e B2y EE, LRY
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Senake ;In 1, }1 165, 1.54 185, 217
pewtil sk oo AV ER TR
-1 ] oo BB
wrulanriia s TEAR
seadan-BEoms AR+ ceeaaee - B
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Eapeunee cfurs AR
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spatial magic .1 15Y
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WHERE HOMOR IS A FORCE
MORE POWERFUL THAN ST=S

Welcome to Rokugan, a land of breathtaking beauty, where
eight clans of powerful samurai warriors struggle against one
another in a constant war for supremacy. Rokugan is a land
where powerful shugenja and enlightened monks command’
the forces of the elements. It is a land where ancient races of
naga, ratlings, dragons, and other mythicil creatures liveand.
wallk beside mortal men, It is a land where cunning assassins
stallk the shadows, walking the dark path of the ninja, It is a
land where honor is as sharp as steel.

This book contains all the details vou need to play Duncroxs
8 Dracons® adventures in the Legend of the Five Rings™
setting:

* New races, skills, feats, magical-items, and monsters,
® p =]

New character classes, including the ninja, courtier,
and inkyo (enlightened monk). {

Over 15 new prestige classes, including Emerald
Magistrate, Shadowlands veteran, and Kolat agent.

Over 70 new spells, including new maho (blood magic)
and void magic.

#

Detailed provinces and personalities of the Creat Clans.

Concise timeline detailing the history of Rokugan and
events through Cold Edition of the Legend of the Five
Rings Card Game,

To use thiy companion, a Dungeon Master also needs the
Player's Handbook™ the Dunceon Masiex's Guide,™ and Oriental
Adventures,™ A player needs only the Player's Handbook™ and
Oiiental Adventures.™
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