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SIDEBARS

“ Throughout the
ook, you'll notice
text over, here in the
sidebars. Sidebar text
is usyally concerned
with giving the flavor
ol the world, or
backgtaund on (he
culture ond people.
~This material is usu-
ally not crueigh rale-
based imformation
but ruther interesting
little highlights en
picces of the Emernld
Empire.

Tnfroduction
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Welomme 1o Rokogan, the Emerald Empire™
Rokuzan s a place of mystery and wonder,
inspired by the legends of fendal Japan and other
plices in the far East. 1 a world of samural and
nlnja and spellcasting shugenji, where dragons
soar the skies and danger lurks in every shadow

The Legend of the Fioe Rings Role-Mlaving (fame

(L5R RPG) allows vou 1o take the role of one of
rrt“"-l' !'-.'i:lu'FI'IE.IF'- lrﬁl“i"' in "\l,'..l.h!l '|F. hf'rﬂﬁ *_'lllr'q
andl adventure, If you're already familiar with how
role-playing games work, vou can skip elght on o
The Book of Earih. | you've never played an
KPG belore, you may want to read the following
sectlon

What Ts A Role—
laymg Game?

Role: A character or part played fry an actor in
i drameaiic performance,

Play: To vccupy omesell in qousemeni, sport
or other weereation

- The American Herilage Dictionary

A role-playing game is d very unigue kind of
game. When players pet wgether w play 1L5R,
they collevtively tel) the story ol o group o char
acters amd their surroundings, 104 kind ol Hke you
and your Iriends gelling logether (o tell @ story,
using the combined talents of everyone in the
Briup ke the story comwe Lo [ife for EVErynne
frvolved While any number of plavers can pat
Wipate, three 1o six (s usmally optimal, incuding
v player - called 8 Game Master -
like the role of referee e storyieller

who will

e AR A e b e o fn
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THE PLAYERS

Each plaver sits down wilh (the rules o his
book and criates a character. A lol of people whi
play role-playing games often create characters
thal are very different from themselves, They
hove very different skills, attitodes and abilities
froom the plaver, and wsnetimes will do things
that the player wouldnt dream of doing Thatks
Wb pposiod o vole- playing, 1o play the role of anoth
er person. In order (o keep track of the serengths
and weaknesses of your character, we've provided
character sheets at the back of this book, These
sheets (which you are Free 1o photocopy, by (he
wav] will Keep track of vour characers strengihs
and weaknesses

THE GAME MASTER

The Game Master (Called the “GM™ &5 a vital
pairt of the pame. While esch player creates a sin
ple character
the GM (s respansible for creating the supporting
cast the plavers’ charadiers encounier He lakes
the role of every charncter the players meet and
bt clevises o plot for the characters 1o particlpite
i, improvising plo! twists when the charaden

the medn characters of the story

decide to go a different directon than the wne he
planned. He |s the player's senses, describing all
thie details ol a scene

I you are going to be the GM, don'l fee] over
whelmed, There 5 an entire chapier dedicated
helping you ran LS, including an introductory
adventure 1o show yvou how is done

THE RuLES

v GM U5 an author and mprovisational actor,
bt he s also a referee. Whenever a dispule args
es between players, the GM must use the rules
falong with o good, healthy dose of commaon
sunse to make a decision,

L3R wses 1k-sided dice (which you can lind m
most hobby stores). Whenever there (s a question
ol random chanee, the GM tells the players woroll
a1 handful of dice, add up the numbers amd he
Game Master uses the result 1o determing success
or fatlure, Dice add o sense of mystery, drama and
surprise (o g game

Wuo Wins?

The best thing about a role plaving game is
thal everyone can win, Cn the Nipside, evoryine
can also lose. Role playving s like storyielling
When all the players work in coneert, they can
ereate an ineredible and breathtaking experleonce,
Mayers have to be patient when other players are




in the spotlight and Game Mastérs have 1o he fair
to the players, 1o allow evervone a chance to par
ticipate in the pame I only takes one selfish play-
ef Io ruin everyone elses evening,

How To Use Twis Book

This ook is divided into five parts. The Larth
Book conlains an overview of Bokugan and o
summary af the ules. The Water Book details ere
aling & character. The Fire Book tells you how o
use the rules to create special effects, combat and
battles and The Adr Book details shugenja and
thetr magic. Lastly, The Yaid Book s dedicated to
the Game Master; It contains Game Mastering
lps and tricks, a list of famous characters, a full
eolor map-and an introductory adventure,

The Language o
Rol{uganﬂ e

"ROKUGANESE”

The language used by the Rokugani is based
on Japanese. While [t may look intimidating, it's
actually very vasy 1o pronounce, Throughout this
book, you will be encountering words in ftalics,
These words can be found below in the
Rokuganese glossary

All leteers in "Rokuganese”™ are always pro
nounced the same way, There are o “Solt” or
“hard” versions of consonants such a8 our own
“t" in cat and cipher), While there e a few diph-
thongs (rwa vawels mushed (ogether (o make o
different sound), they areessentially the same two
sounds pronounced wgether quickly

Rokuganese s spoken in syllables, Each sylla
ble énds in a vowel with one exeeption — the Jet
ter i N7 is the only freé-standing consonand in
the Rokuganese syllabary and is the only consu
nanl that can end a word

[ty pive you a feel for i here are o lew words
broken up indo Fokugani syllables;

katana ka-ti-na
nifnja -
Rorkugan ri-ku-gan
SHITLr Si-mli-rai
shugenia shii-gen-ja

Ko syllable s given any extrd emphasis in

Rokuganese. Pronounce them all evenly.
Consonants and vowels are pronounced s

Pranuneiabion ..

Indicated beliw:

VoweLs

Az As in "lather”

E s never promounced as o “sight”™ bt
rather as in “machine” or “magazine”

I 1 is never pronounced as o “ugly” but as
the e in “hoot” and “shoot”

E: Always pronounced as in “red”

O Always pronounced as in “roleplaying” and
“snld

lon praciice, the Ll is rarely sounded out unless
it 15 at the beginning or end of a word. When in
the middle it is vsually skipped, letting the con
sonants on either side run into each other. When
al the end of a word, preceded by an &, it is also
dropped. For example:

Hatsuhi is pronounced as fraisks

Fresu is pronounced dess

fieirne ts pronounced eeskee roo, though, nol ee
fer.

There are some common vowel combinations.
Tei premoumce them, attempt o enunciate vach
vowel in the eombination, but run them together
a bl

ai: "ah ee” which ends up rhyming with eye
alive, and sky,

aw “ow on” which ends up rhyming with
doubt and shout.,

el “eh ee” which ends up rhyming wilh day
and hay.

ou; “oh g which ends up rhyiming with Qoa
and moaf.

Long vowels are indicated by a macron
dash over the vowel) and are simply voieed for
Iwice (he length, Draw the sound out, a5 in the
dilference hetween foil (shor) and toreh (long)

CONSONANTS

The consonant sounds in Tapanese (k, s 0. h,
m, ¥ oW, B 2o byop,och are pronounced just oy
they are in English witle a few exceptions
“i"is always pronounced soft, as in jump and
“2" is always pronounced hard, as in gallop, (Hind
there are oo "shoo  jen - ja™ in Rokugan, only
“shoo - pen - )

* The Rokuganese “r™ is a strange combinatiog
ol the English v *1" and “d" Use the tip of the

e e = ey

WHEN 1S THIS?
These readers:

" who are already
familiar withe™
Rokugan aré proba-
bly asking them-
selves “Whendis
this?

We set thif role-
playing game
approximately four
yeard héfore the
"@enis in the col-
lectible card game.

e e e e 8 T e e e e L L i ————




af the English *7" “1" and "d” Use the tip of the
ongue to pronounce (L In any cise, English
style "t Is inelligible:

"7 s |}runnunrt*t! with just a hint of "d” just
before 1 start saving 16 with the tongue in the 1Y
position. There is no Englsh counterpart The
effect ean be quite subile and an English “2"
apain, 15 good enough

v A doubled consonant indicates something of
a “stop," or pause, such as in balch

* The “5" consonant sound is-as i hats, Never
breathe it mto o7 then s sound. bar example
“tetsubo” is pronounced te-tsu-ho, nol tet-su-bo.

« The last ftem w consider §s the comsonant-y
compound. “Myu” would be pronounced as in
musie, and the other combinations follow the
SANNE praller i

Glossary of Rokugant
Words Znd Thvases

“Ahunai!” fah-hoo-nye|: Lok ou!

baku |ba-koo|: A creature that eats dreams,
o [boh|: & quarterstall.

daimyo |die-mee-oh|: The lord of a family or

Clan.

daisho [dieshohj: A set of paired swords
ilatana and wakizashi) worn by members of the
sArurdn caste,

"D itashimashite” |dob  eetahshee-mah-
shiee-tay]: “You're welcome!”

“Domu arigato” [dohmoh ab-reegah-1oh|:
“Thark you very much”

“Diomao arigato gozaimasu” [dob-maoh alvres
pah-oh goh-zay-mah-soo|: “Thank you very, very
ruch”

Doro Boekisho [dob-roh  boh-eh-kee-shohf:
Merehant roai

Doro Teikoku no Hito | doh-roh tay-koh-koo
noh hee o], Imperial road.

doro: |doh-roh|: Road.

doshi Jdoh-shee]: A practice partner or “dajo
fricned”

“Dazo” [doh-zah], “Please”

Dozo yoroshiky [doh-zob yohiroli-shee-koo|:
“Pleased to meel you”

ela |eh-tah], The caste of Rokugani whose
frades are uncléan; oulcast

fugu [foogoo] Fish dinner. A delicacy i
prepared correctly, poisonous ofherwise.

gaki [gah-kee|: A “hungry spiril” or vampine

e ]
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phost that eats Bood, eyes, desire, ew

“Ganbari masu” |galin-bah-ree mab-soo|, “Try
buirder”, "Don’t give wp”

geirvo |pay-ryoh] The spirit that sleeps in
fteins and Lreasures

geisha |gay-shah): "An-person”, an entertaines
trained o many ans

gempukku [genpoo-koul: The coming of age
ceremony

“Gomen hudasai® |pohemebn koo-dabsyi
"Please excuse me!

“Gomen nasai” |peh-mehn oahssyel "
sy’

“Hail” [hye|: “Yes™

hakama [hah kabomah| A divided skir men
wear aver e kimono on formal occasions

haori  [hah-ohree]l A gurment  that
pronetnces the shoulders.

Hayaku [hab-yah-kow] “Hurry up”

heimin [hey-meen] The “middle class™ o
*merchant cliss” of Rokugan

Hidari |hee-dab-ree| Lelt.

higashi [hee-gah-shee| East

hinin [hee-neen| The outsiders The lowest
class of people Gamblers, geisha, sctors are all
constdered binin, The eta dare also of this dass

fai [ee-eye] The technique of drawing 4 sword
guickly, making a clean kill, clean the blade and
then replacing it in the scabbard

ikirvo [ee-kee-reeyoh] A family spirlt, feiendly
or ptherwise

inkvo [een-keeyohl: Refirement

twanomi |ee-wah-noh-mee| To be like a rock,
resolute and impenetrable; 1o have the virtue of
Earlh

kabuki [kah-boo kee|: A type ol theater that
represents the samur caste inoa heroic or Irgic
light,

kachi |kah-cheef: Victory,

kami |kah-mee|- An honaritic reserved for the
[ounders of the Seven Clans

kappa [kahp-pabl: A rover spinl

kata  [koh-tah];  Vormal  prearcanged
movernenis that teach a student proper fighting
techniques.

katana [kalitahnah): Long sword Only those
of the samurad caste may legally carry katarna

kimono [kee-mab-nohl A long-sleeved e

kita [kee-tuhi|: North

kyuden |keevooeden | Palace.

“Ma-ittal” [malvictal *1 give up!”

mamori |mabanoheree]s A oward, cast by @
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shugenja, to protect a home rom vengelul or
ANETY Spirits

“Matte!": |maht-tay|: “Wail” or “Hold still”

metsubie  |mehdsoo-keh|:  The  Tmerald
Champion's spres,

michi [mee-chec): Path

ntigt |meegee|: Right,

minami |mee-nah-mee| South.

mizu-umi mec-zoo oo-mee|: Lake

Mo tkai™ |moh -keyel: "Dt again”

mon |[mohn|: The symbol and colors of @
samural’s clan

mori [inoh-ree|: Forest,

mura [moo-rah|: Village,

nageteppo |nah-peh-tep-poh]
egp bomb used by ninja

naginata |mah gee-nih-ah|:
staff.

“Nan desy ka®
did you sy

minja [neen-iah) Assassing who are reputed v
have: magical powers.

mishi [nee-shee|: West

Moh [nal; A type of minimalist theater

numachi |ngn-mah-chee]: Swamp,

obi [oh-bee]: A silk bell wrapped around the
wiis|

“Unagai shimasu™ [ohnah-geye shee-mah
son|; "Please di me this faver™

otigami [oh-ree-gali-mee]: The art of folding
paper into animals, Mowers and other shapes

reihaido [ray-hye-doh]; Shrine

ronin [robepeen|. “wave man” a4 samourai
without a lord

sake [sabi-kay| Rice wine

samurai [sahmoo-rve|) Sservant” or ‘one who
servies” Also the highest caste in Rokogan's social
alroctire,

sen [sehn|: To take initiative

seppuku [sehp-poo-kaol: Ritual suicide

shinden [shin-den}: Temple

shire [shee-roh| Castle,

shite  |shee-lay|:  One  who  takes
initiatives/contril,

shochu |shoh-choo|
FWerl polaties,

shugenja [show-pen-ja), The holy men of
Rokugan, known betler Tor (heir “spell-casting”
alsilities.

shuriken |shoi-ree-kenf: A small, sharp
theown ohjecl, usually assoviated with ninja

"Sumimasen”  [soo-mee-mah-sen|:

An explinding
A long sword

[nahn daysoo kah|; “Whal

brandy made from

“Plaase

L L e Vit S b8 -

Lottt sl L o 2 o - S,

pardon my nterruption)”

tatami Jtabdah-mee] A mar made Trom
WOV prass,

toride [th-ree-day]: Keep or forl

torii |twh-ree]: A tall, red wooden arch placed
before femples and holy sights, Rokugani beliove
that passing under them cleanses the spirit

toshi |toh-shee|; Cily.

ukemi  [oo-keh mee|
withoul injury,

wakizashi [with-kee-zah-shee| “hell
companion” a shorl sword  palred  with  |he
katana, collectively called daishu,

vauma roka [vah-mab roh-kah|: Mountain pass,

vama [vah-mah) Mountain.

ori |zoh-ree]: sandals made of wooden sirawn

zubon [zoo-hohn]Pantsdrousers

Method  of  falling
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Frery formey begins with a single step
Step well, and your journey will be filled with
fortune.
Step poorly, and i will be wrought with disaster,
— The Tao of Shinse

¥

ath of
Rlood

|ust north and east of Beiden Pass s (he
provinee of Hamana, Ataka is this provinee
daimye, one of the great lords of the Clan of the
Lion. In Hamana, there is a village, and in the
village, there is an inn. 1 is called Ugaido's inn,
[or that is the name of the man who owns i, 1
was Ugalde’s inn five hundred years ago, and
today it remains Ugaido's inn, passed down from
Lpaido to Ugaide for oo many generations o
count. The current Ugaido is a short, bald man
whose big laugh fits inside his big belly. Long
o, @ proup of bandits almost burned his inn
down-and left him with o long scar along his
face. Now only hall of his face moves, which
makes him sound drunk all the time But he is
a clever man, this fat little fellow, and wnight,
there is gambling at his tables and rain on his
ool

And it s in this little fnn that our story begins,

eE R

Ginawa shook the cup hard, holding his palm
over the Hp w make cerfain the dice didnt fly
free. All aboul him. o the dark and smoky room,
samural and merchants watched as they threw
coins onto the lable. He watched the money pass
from hand to hand, waited until all eyes were on
him, then slammed the cup bard on the ftable,
shaking the coins from their piles. He lilted the
cup and let Ugaido read the faces.

“Fortunes and Winds! the little man with the
mumbling lip called oul. There were cries of
anger and joy all about him, He Tell his wicked
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srvile creep on his face and his thoughts furned
suddenly to Gimiko, Even with the stink ol
tohaces in his head, he could still smell the
perfume in her hair

He shook his head clear of the memory, “Ha!
There you have 1t Fortunes and Winds. Where 1s
my money?

The coins were pashed across the table by
relyctant hands He heard the murmurs in the
darkness, but he ipnored them. Losers aill aliays
find exeuses, he thought Bestedes, these aireings
wil] keep me goell fed for meay months e wocked
the coins into a pouch hanging [rom the silk bel
wrapped around his waist. He took up his sake
cup and fell the warm wine run down it his
stomach, The wind outside shoolk the rallers, and
he thought, Good thing 1aoeill nof need the sake to
feeep me warn fowight,

He stepped from the lable, "Sorry, bul the sake
has gone lo my head. Besides, it has been three
days since [ have had a hath. Good night”

“Wol”

He turned 1o find the source ol the shoud k8
was @ tall man, dressed in a fine silk kimono iat
deserved hetter respect Tucked in his obi were
the two swords: the katana and (he ankizashi
His eves were red and dancing. “No! You will play
antil 1 get my money back”

Cinawa Iooked for the innkeeper. “Why does
this man have his swords? Arent all expected 1o
check their swords in at the door”

No one said & ward, He watched as the crowd
parted 1o allow space Between the two men
Ginawa looked for the boy who look his (wn
swords away from him at the door “10is the Taw”
the hoy explained. He knew lw should have
demanded o keep al least the shorl sward, the
walkizashi,

“I have no guarrel with you,” he siid fo the
REITIIFHL

“You are o coward"” the samurai spal back

Ginawa'’s eves narrowel When he spoke pext,
there was the hiss of 4 serpent in his voice, “The
sake in your stomach speaks for you, samurii’

“Then perhaps | will lel my katang speak for
me”

Ginawa waiched the swordsman  carefully
studying the steady rising and Talling of his
shoulders. Give wee o kinl, he thoughl toe me
just-a single o NOW!

Ginawa leapl, his whole body pushing him ol
the samurai with an explosion of motion just s
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the: drunkard’s sword wis coiming free of its saya
He hurled his weight into the samurai's shouldet,
grabbed the swordsmans right hand with both of
his own and snapped the arm gver his feg. He
beand the saiueai’y breath cateh in his throat, ba)
the man b cnough willpower eft o his pickled
brain 1o keep himsell from making any souml
The sword Fell 10 the womden Noor along with s
broken master

Ginawa stepped  back, watching the fullen
samural as he did. His back bomped into o
bystander wul he spun about, ready for anything

Five samurni stood  before him, the o
dripping ofl their armar and their spears. Ginawa
stepped back from thens 1 do et want any
trouhle. This man,” Te pointed af e wounded
sarmural on the Moo, "drew his sword agains) me
| anly defended mysel€ 1 do nol kil dronkards”

e of the samovan wolked Forward, his
mished face turndng woward the man with (he
broken arm. “Magistrate Ujikeme, are you all
fight™

Magistrate ™ Ginnwa asked, he consequences
ol his actions coming into focus

"My arm s broken,” the magisteate told the
samiral like o child tells its mother he has
bruised his knee

“Your st comme wilh us, Ujikeme-sama™ The
samurai then tuened o Ginawa. “You as well”

Ginaven opened Dis mouth Lo pretesd, but shat |
alimerst s guickly, “Let mes fetch my swords” he said,

“Swirds ™ You are o samurait

Ginawa [rowned “Har To my shame”

Ihe masked guard nodded. "A romin, ¢h? Very
well Come with me My Jord will want to speak
with yis”

Ginawn bowed shortly just as the oy stepped
g lo him, his daishoe in his hands. He ook the
btaddes, slid them it his belt and lossed a coin ai
Lagaido, “That should cover the shugenas fee for
purifying the blood rom your floee, ald man”

“Nail And then some! You are a sood man,
s

Ginawa looked at the old innkeeper. He
starched his mind far something wise to say, bot
all he confel fine was "} 2am a killer, old man, The
anly thing that makes me is enemies”

They rode theough the night along (he
Emperors coad By the tme the rain inckled (o o
lght Baze, by the time the sun crept up in the
east, Ginawa's muscles were screaming fora bath.

“fust o little while lmper, okl bones” e
whispereid. The guards lurmed 1o look at i, He
stniled and shrugged

A few hours alter sunrise, they foand (he
daley’s pavilion, The all ¢eele oF white sheets
winved dn the light wind as their horses came oo
stop, The puards dismounted, and  Gibawa
feldowe their example

“Leave your weapons with ws” the pavilion's
frovprmasked poard wld him,

“Two times i twir days | owill be without my
swords ot my side”

The guard shrugged: “This time you will be
sitting before my loed, ol a crowd of dronkards”

Ginawi walched the masked eves of the guard
lor & lang e, then ook his swords from his obi
and passed them over,

Tollow me” the guard old im, Ginawa
TR

Inside the pavilion walted three samueal. Two
of them were standing, The third was sitting
Litnawir didn’t need 1o guess whom he was here
L see. He moved slowly, kneeling belore the
setbed samurai. Then, slowly, he put each hand on
the rownd before him and touched bis head o
the backs of his hands,

The samura lpoked al him, motionless m his
stare. Ginawa knew better than e speak before
he wis spoken to, He also knew tha this silence
was o kind of fest He remamed motionless,
sitting on his ankles, staring deep inte the
samural’s eves. Behind the samurai, he saw tu
sun rise: higher As il gained beight, the pain in
his amkles grew, bul Ginawa allowed ne stgn of
lhat pain to show in his eves. Instead, he fooused
on another pain, a deeper pain il ved deep in
his heart. He lived the moment in his mind over
and over again, Thal pain smothered the ache in
his ankles.

Finally, the samurai spoke. "What is vous
name!’”

Conawa shook his head. "My pame has been
taken from me”

“ls that why you traved through wy lands
withoul papers? s that why you wiund iy
magistrates? You are seeking vour name?”

Again, he shook his head “What | seek only
death itsell can give 1o me”

A light ol understanding shone i the
samurals eyes. Yoo are a wave man, @ ronin” He
looked to his guards. “You say this man defeated
Lijtkeme?
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Daimyo - a lord,
whether of -
province, o family, or

& Clan.

“Forunes uud Winds—
tythe best goll possible

#tone of Rokugan's
games of chance,
S - Yes,,
Prongunced “Hi!"

Katana - the slightly

curved samurai
longsword, .Only a
samurai Way carry a
katana, | \
@bl - the wide belt
whichis wor'ovef

“the kimono,

Ronin - a samurai
who is not sworn L
any daimyo,
Samurai-ko - a
female samurad,

Saya - sheath,

Shugenja - magician,
priest, or haly man:
the Tines are not
always clearly
defined,

Wakizashi - the
shortsword worn by
u samural. The
kitanawakizashi sel
is knoywn as dajsho,




really was” in leudal
Jupan,
This is Rokugan,
Every day,
samurii debate the
trie nature of Honor,
glory and the
meanings of
Rokugan’s
philosophy and.

rel
. characters should be
no different.
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. mythology, butif you
are looking for the
Lund of the Rising
Sun, vou will not find
it here.When plaving
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The guard rushed forward to kneel at his
master’s Teet. “Hait”

“With nothing bul his bare hands?

The puard howed shortly, "Hai™

The samurai nodded, *You were never very
fond of Ujikeme, were you, Hijiko™

Ginawn looked to his right at the koeeling
puard. Stowly, she removed the helmet from her
head and placed it al her side. "He was ever
devoted to you, Alaka-sama’

Alaka almost smiled, “Your sincerity does you
credit, Hijiko" He removed his fan from his ol
and pointed it at Ginawa. “And what do vou think
of our nameless [riend?”

She looked al Ginawa, and he saw a glint of
something in her eyes. “He moves well, Atuka
sama, And he shows a bit of resolve”

“Good, [ am glad we are in agreement! Ataka
made a motion to-a servant who quickly brought
twi papers to the samurai. One of the papers he
handed w Hijiko; the other, o Ginawa. "Hijiko,
you have served me well for three years. No
longer will you he a yorki a magisirales
assistanl You are now my chiel magisttate, my
kiro”

Despite her best efforts, a smile blossomed on
Hijika's face, and as Ginawa watched it bloom, he
realized he was looking at a hidden beauly under
all that sweal and armor.

“And you, my nameless friend, 1 have a
proposal for you. Since | am now one yoriki short,
| was wondering il you would help me fill the
gap!

Ginawa knew the question before Ataka spoke
it, His gaze dropped to Ataka’s knees. He could
hear his breath, He felt his heart pounding
apainst his chest. He took a breath and said,
sstakasama, | have been samurai to o daimyo,
and when my courage was guestioned, 1 failed. |
never want thal o happen again’

“Then don't let il happen again, samurai?

Ginawa's head snapped up. Again, he looked
into Alaka's eyes. Moments pissed. Something
unspoken passed hetween them: Ginawa nodded,

1 accept”

“Good, Then tell me your name!”

"It is Ginawa

He felt Hijiko start and saw the two samurai
hehind Ataka put their hands on the pommels of
their weapons,

Alaka did nol move,

“Then the blade you carry ,,." Ataka whispered.
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“Hai. It is one of the [our luchiban blades”

Across the pavilion, servants stepped away
from the resting swiord.

“The cursed swords of the blood speakers”
Hijika murmured

Atika asked, “Which one i i, Ginawa™

“The hlade of revenge, Maka-simal

He nodded. “Then take your weapon and gi Lo
your steed, Wait there”

“al™ Ginaws rose guickly and went to hiy
blade. He ok it as the servants walched, their
eyes Tilled with trepidation.

When he was oul of sight, Hijiko asked,
“Alaka-sami, is i wise., "

“He 15 strong, Hijiko. The strength of his
ancestors s in hig soul, | can see thal, There is
also a destiny in his eyes T may he i part ol that
destiny” He looked directly at the samurai ko,
“And su might you”

She howed and rose "My life for you, Ataka
wuma” Then she rushed hack ouf o her steed

“The Forlunes have made my house a way
station on your path, Ginawa he said as he
watched them ride away, *1 hope your path of
blood will end in honor!

¥

A Gapn's

What follows is a basic eutline of Rokugans
history, culture and socio political structure, The
history is told in a narrative format o give you an
idea how the people of Rokugan view their past
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ff‘he Reqmning o¢ the
World PR

e your see the cirde | have drawn, child®
Where is the beginming? Where 1s the ending? OF
oourse, you cannol answer, lor there is no answer
{0 this guestion. There must be o beginning and
an ending, bul there is neither

[ust like the circle, Uhis story has no beglnning
and o ending. Before this woeld, there was
another, After this world, there will be another,
and our souls will fall (nto that world. carded by
the welght of our great and lowly deeds. This 15

| the way of things, child, a way you must learn
Only by learmmg the way will vou find peace in
this world af sorrow:

The heginning of this world, as i has been [or
prery world, is with nothing Rothing was alone
in the void, and so it was tor countless ages. Then,
withoul warning, Nolhing realized that i was
alone, and it was afraic. 'This created ooe third of
the world. Then, MNothing realized it desired a
mmpanion. This ereated another third Lastly,
Nothing realized that (s weakness had created
the waorld, and it tell regret, wishing to undo whai
{had done. Nothing's regret completed the wirld
it made i whole,

When Nothing H]‘_mk{_' its words, the world was
made. AL first, the stuff of the world was like an
eig whose heavy volk had been broken and
mived logether with the delicate white. The
delicate geparated [rom the heavy and the
deficate rose as the heavy Tell The delicate rose
ever higher, bul some of it hesitated and hecame
the sky and clouds, The rest climbed for what
seeried o beo forever and ereated the high
Heaven. The heavy stufl fell deeper and decper,
forming nothing bul the shapeless ehaos of a
fellfish, And 509t was for many, many yedrs

The Sun and Moon

With the creation ol the Heavens came the
reation ol the Three Gods Whose Names Cannol
Be Spoken They recogmized the need 1o bring
form to the earth below, and so wgether they
reated a young man-and a young worman o give
il shape and form, ln order 10 create the man and
wornin, they used {helr pames, which fs why we
cannol say any more of them.

The man and woman were bhorn in Heaven

and looked down upon the shapeless earth,
secing need to bring it shape. They descended on
a rainbow and found that it was like the jellyfish,
The man and woman pondered on how 1o give |
shape, and realized thal the enly way 1o do so
would be 1o pame i, They thought tong about the
name 1o give 1o the world, and when [t was ready,
they kissed the formless earth and whispered (he
name. As the name was spoken, so owere heir
own mames. The woman hecame Amaterasy, the
Sun, und the man became Onnotangy, the Moan

Together, they Mloated across the sky and ahour
the newly named carth as it took shape, The land
separated from the sea and [rom the ferile soil,
plants grew. In the warm oceans. the Hshes took
their many shapes. In the Heavens, the Forlunes
began to take forny Dorn in the dreams of the
creatures who slept far below, The Moon and the
Son New around the world again and again until
all the ereatures chose their shapes, Then they
rested, and looked down (o the earth, To thedr
amazement. some of the creatures begin to build

The Gveat Sleey of
the Naga

These builders were called Napa, Like all
creatures, they were able 1o change their shape
inte many forms, They practiced art and war
mwueh like men do today, but in the age of Naga,
there were ne men, They also worshiped the

Theusand Fortupes who dance in the stars and on

B T e e e e T

iud{uqnna Mi&tﬂw and ©

-’

.THI THREE
Sins

The Threg Sins

‘committed by

Nothing are what
fuﬂnulutﬂi the hasic
foundation of
Rokugan belief Aﬁ

‘Mhiree sins < Fear,
Desire dnd Regret -

poison the mind and

keep fldrom acting

AWith certainty.

When fhe Three
Sing are portrayed'ip
temples howls of
pebbles are provided
50 those who gome
to the templé can
throw rocks at the |
images before they
leave.
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~ THE CHILDREN
“UOF SUN AND
| Moon

The illustration a
right shows Lady Sun
with Lord Moon and

'f'hl.\l.d-!'t:n of Sanaad

to bottom): Togashi:

Akodo, Doji, Shiba,

§hinjo, HidagFuLeng
and Bayushi, |

1§ g g

“the kami. The %

Moon e (irom top,

the spvw-capped mountaims, much as we do
They gnized that the greatest of all
Fattunes was the Sun Ceoddess (he ane we call

Armalerasi
They knew that o time would come when the
Sun Goddess would Tall to sleep, aml s, too, wonld
they, But they cared lidle, for their people had
s e g inferplation, contenl i thelr
{ tha their civilization would ootlive any

catasirophe that could befall them They wen
proud, child, and thal was their downfall The
Cireat Sleep did corme, bul ot when (hey expected
I, and when Lord Moon caught Lady Sun, the Age
ol Man wshered owt the Age of the Naga

Childven o¢ the Sun

and Moon

Since the beginning of time, Lad Moon has
chased Lady Sun aboul the workd One day, he
caught her, and a5 her Hght faded, one by one, the
Naga Tell o sleep. Many months later, Lady S
pave hirth to nine children: Hida, Dajl, To
Akode, Shiba, Bayushi, Shinjo, Tu Leng
Hantei. Lord Moon knew that any children whise
veins carried both elenyents of Sun and Moo
would grow (o be grealer tan he, apd so, despit
the protests of Lady Sun, be swallowed (he
children, ane by one,

sun hid 1o think guickly, &5 Lord Mooy
swallowed her fiest child, she sad, "My Lord,
certatnly vou must be thivsty aller such o meal?
aniel she offered him & cup of suke Lord Mo
thanked her and drank #1 diwn, After each child,
she repeated her olfering and b aceepted i nol
knowing that each cup had o single drog
poison swinming in the sake Down cach child
wenl inde Lord Moons stomach, and as he
swillowed them down, Lady Sun’s many (ears
fell, As they Tel] Bar down Trom the Heavens o fhe
Earth, they mingled with the stuff of the air and
the stulf of the wind, Finally, the tears of the Sun
ouched the Earth, and where each of them fell,
they remained still, silent and sleeping

Soon, Lard Moon hecame so dronk and numb
that he did mot notice when she replaced the Tas
child, Hanted, with o rock. Locd Moon Tell intoa
deep sleep, and as he slept, Lady Son smupglid
Elanted away and Wd him frame sigh Lady Sun
explained e her child that be mosl rescoe his
brothers and sisters. She trained Bim i the ads
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of combat, preparing Hantei Tor the momen
when his father would mwaken,

1 i saddd moany years passed during this time,
and 11 15 also said many centuries passed. When
Lord Moon awoke, he found Lady Sun and (he
wonng Hatel wadting Tor him, The battle that
look ploce was greal, in the eod, Hantei sliced
open his father's belly, and the children and his
entrails fell oul 1o the carth bélow, Lord Maon
reached oul ot the last moment 0 prasp (he
children, bl caughl only Hile Fo Leng, Hantei
then sliced lis lathers hand, breaking his grip
and causing Fu Leog (imd his fathers severed
hand) 1 follsw his brothers and sisters o (e
urlh below, But s Fu Leng fell he reached out at
the last moment amd grabbed Hantel, dragging
his Brother diswn

Lard Moon’s blaod fel] t the varth, Tinding the
puddies of shapeless Torm Lady Sun’ lears had
made. When they Tound vach other, the blood and
the tears mingled snd & man amnd & woman
formed Trom edch of the thousands of puddles,

Fu Leng fell apart from his brothers and
Slslers, into a i|1'l.'|‘| crevasse far to the west
Trapped under the earth, he strugeled to reach the
HLIrr.'II'I." |'|'||| h" s T ||l|'|L'L'r ||]L:' A LAS Jil‘\ I[IHII&'
montbs under the ground Tad plven him dark

knowledge. 1t polsoned  his mind and  body,
cormupting him into a twisted mockery of who he
Y Wils,

"When the Last
Akodo Talls”

Ay soan as the Childeen of Sun and Maodn
todched e carth, they ceased being divine, While
they wire nol mortal men;, they were also o
lomper gods. They looked abour and found the
sgattered beginnings of mankind, and knew what
they must do. Mankind was as naked and naive
asaewhorn children, and the Children of Sun and
Maon made this promise: “We will teach you the
ways o the world and we will protect you Trom
its evils, Serve us with humility and obedience
and we will keep this promise”

e Children of Sun and Moan, excepl for the
trapped] Pu Leng, decded  they would hold 2
[ournamment fo see who ameng them shoold rule
the world. There was a condest of speed, a contest
ol stremeth, a contest of wits and many athers
Tagashi declined 1o compete in the lonrnament,
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for he Jooked at his brothers and sisters and knew
the oiteome. The linal confes! was a great melee

Lord Hida relied on his great strenpth to carry
bimi through the battle, bui he was swiltly
overpame by the speed and accuracy of Shingo's
strikes. Lady Shinjo’s quickness proved 1o e her
uneoing. Lord Bavushi used her impetuousness L
catch her off goard, and with his tricks and
distractions, he defeated hee Lord Shiba was (oo
crafty for such trickery, however He ohserved
Bayushi's tricks and his actions were unmoved by
the distractions, Then Lord Shiba turned 1o meel
Lady Doji. The slender and heaotiful Doji stood
back and wailed for Shiba to strike, knowing that
her brother would }luin oo much Ic.uuwlw.h_:_{'
[rom witching her movements. Shiba's pattenee
ran oul; he attacked and was swiitly defeated by
i technigqoe. Then Akodo stepped forward He
Krew Lady Doji's factic and used it against her
Finally, only Akode and Hantel steod on the
battlefield, They fought with the love of brothers,
but as the ballles intensity incressed, so did
Akodo’s temper. Al o orucial moment, Akodo'’s
greal fury overcame him, Hanlel sensed  his
brothers rupge and used i1 against him, 0 was a
thoughitless mistake that coused Alkodo o lose his
thiel with Hanted, a mistake that should have cost
him his lifee; Because Hantei spared Akodo, Akodo
swaore (o his brother that he and Tis family would
serve him. Togashi, watching the battle from a
distance, whispered: "When the last Akodo falls,
st falls the last Haoter”

The Hantar Dymlsq

At the end of the tournament, it was decided
Hantels dynasty would rule the athers. Hante
declarcd that the Children of Sun and Moon
should build a mighty Empire, an Empire (hat
would show their devotion to their sacred mother
Amaterasu, As Hantel was Emperor. each of his
brothers and sisters went oul into the known
lanls, gathered logether mankind and created the
Seven Clans. Hida formed the Crab Clan, Doji
formed the Crane. Togashi formed the Dragon
Chin and Akodo formed the Lion. Shiba formed
the Phoenix Clan while Bayoshi formed {he
sScorpion. Lastly, Shungo formed the Unicorn Clan

For many wears, the Empire floarished as
Hanter and the Claos built roads, palaces and
temples. But one day, an army of [oul and putrid
ereatures attacked the palaces and temples of the

Lapy Don anp
Lapy SHiNO

Traditionally,
whin a woman is
married, ghe takes
the name ol her
husband. However
when Lady Doji und
Shinjo weremarried;
their husbhands todk
the Lady's name to
retain the family's
link to the Sun
Goddess. In fact, it is
because of Lad¥Duji
that the tradition of
the woman being n
eliirge of the
household giine
aboul. She insisted
on managing her
husband's household
while he went away
fo wur and served as
magisirate lo their
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HANTEI AND

1 SHINSEN
When Hunlm Was

“building©tosan Ughi,
he dentinded thatit™"

be the greatest palace

A lh&ﬁnﬁh:- Wiren

Hmﬂmshed
Shmm sawihe
‘palace At said, “It 187

the greatest palace

= .myl]anlm huﬁéﬂr
? Built” B

‘l_-]amlei was
confused“1 am the

__unh* Hantel! he said.

The Mastersmiled:
U "Doyou ‘.huﬂuu?
Know this now: you
ware onlyone Hantei.
Before vou there were
one hundred
ihousand Hanteis and
after vou there will be
one hundred
thousand more”
Hantei nodded,
reum Mﬂl 5
wisdom, but then the!
Master said, “In [act,
¥ou cdhn see another
Hantei paface from
here that rivals Your
own. Would you like:
to see it?

Mantei nodded

und 'hnllu“aﬁ Hlm:sel

Vo an empty Tield:,

~Shitseipointed to a
um; ant hill and

“Ymiled, “See the little

ones? hm one of
them a pnuf HunH!i
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Children of Sun and Moon, They were the Torees
af Fu L v had fallen far away from his
brothers and sisters. His mastery of the magic of
the underworld was complete. Armed with the
creatures he had summaoned fram the hells under
the: earth, he planned 1o destroy the
Emerald Lmpire and elaim the souls

af martal man for lis own power

and glory.

§ Tt New Wiy
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pgres and sh
Fu Leng, but no
could defead s evil sorcery
wery ballle [oreed Hanted to fall
Finally, as his ragged

army prepared lor one final
assawlt on  the plans  of
Lichiman, a small man with a
shiaved  he dressed in robes
cileme Ao vis imperar Hamlei
The man introdu himsell  as
“Shinsel,” which means “new way? He
promised the Emperor that he could
defeat the armies of Fu Leng, bul
Hante s unimpressed,  He
commanded that the littke man he
removed, but when the guards tried
0 1ouch i, he deteated
them all without using a
weapon. Then, he turned 1o the
Emperar, "Lt me fake seven warriors
with me to your brather. There, | will
stop the armies thal march on your
fipds”

Wantei was intrigued with the little
mian. He spent  the enlire night
qlll'hlnmul Shinsei as his brother Shiba

( d of this
unmrullmn called The of Shnsel, can
still e found in the Emiperors lbrary and (o the
libgarics of all the Clans. Al the end of the
evening, Hanted was convineed. He wished o
send his brothets and sisters, but the little man
shool his heod saying, “No, It must be mortal
men, Tor fortune favors the mortal man” Hanted
suw the wisdom in Shinseis words and sent dne
wiirrior of each of the Clans alon Shinsed.

iele o sleel

Many weeks sed, and the armies of Fu
Leng gained strength and gronnd  with every
batile. Put one day, their power mysteriously
aned at g crucia] moment, Hanler's drmics
charged The manks of darkness broke and {led

Hantei knew (then that Shinsei had
somehaw Tulfilled his prom
[n anticipation of the hen
return, he prepaced o preat
[east for their victory, hut only
sammrai returoed. [ was the
Scorpion  samural,  hearing
twelve  serolls and oo
enchanted  hand  made of
absidian,  “Hide  these
seralls,” he said, "for (hey
were the doom ol TFo
Leng”  ‘Then,  Ihe
Seorpion samurai died
The Emperor forhade
the  breaking ol the
gernlls’ seals and  pave
the duty of hiding am
guarding them 1o the
Seorpion Clan. He Hhen
commanded the Crali s
build a4 grear wisl
eert the Empiee and fhe
'k lands of the underworld |
AP Knonwn a4 ih
Shadowfand, It et
Wokugan from its evil. The
Crane and Lion Clans swir (o
protect the Emperon Dojl wils
selected 1o he the Emperors
first champlon while Akndo

ehlsed

led the Emperor's ammies on

the field of battle The Diedgon

and  Phoenin  chose  fhe

paths of confemplation; both

Clans took the Tag of Shinses and

incorporated 10 inio therr own

understanding of sorcery. Lastly, the Unieorn Clan

left the Empire 1o fnd what lay bevond il
horders.
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A Thonsand Yeavs of
eace

The time called the “theusand years of peace’
was hardly peaceful. Clans fought Tor territory, ;
gained political streneth in the court, and buill on
the I'mlllujulmm-: ul ||'|lr'|p|1i||r.ﬂ'r.1|]'hl|' Lhiat Shinsei left MiNOR CLANS
behind. Emperor Hantei and his brothers and Samethnes, o
sisters grew old and their childeen assumed (heir samurai will periorm
responsibilities and duties. As the age mirched such a heraiglir
om, each Clan developed its chiaracter, “sellless ookthat his

In the span of a theusand years, the population taimyo rewards him
has grown to 30 million, including two million with titlé and dand
samurai. The steengths of the Seven Clans have beyond that of g
ebbed and Mowed, politieal oundaries have been pofmal rewagd™
tedrawn and Tought Tor many, many times, Bul The minorClans of "
somne things never change, only grow and mature Rokugan are the
Each Clan has grown from their bhepinnings, Tamilies of these
transforming themselves into o distinet force, | EUSSERTTEERIT T RIS
each an Individwil power (o be reckoned with e not considered |
“Minor Clans™ also developed, but none were as equals to'the Sgven
significant as the Seven Great Clans thal were Gieat Clans, they dre
horn of the Children of Sun and Moo, still regarded as

THe CLan oF THE Cran daimyo. - The'mos
For @ thousand years, the Crab  lave !""'-i:iﬂl“"li'_ﬂ:m i-
steadbastly defended the Emerald Fmpire from I(].]Iu:tln ::tT‘::::'H
the: ovil hordes o©of the  Shadowlands. g :llum:z !
Unfortunately, this duty has left them liitle fine h. II*| ul; e
for courtly activities, thus making them the mosl I::':" L “'_ '“:'- k
bunt and uncowth of the Clans. While (heir 1 i. Llllll.ihtll:ll ti.uﬂr'-“n
courage and honor s never questioned, the other :*‘,""_. I“""d";‘:: 50
Clans vften point to the fact that the evil aura of :_!“'“'1 ‘"; hL.I HE
the Shadowlands lingers on everything It touches, B ! = o
and they wonder how many Crab samurai have significant minor

gained what the Phoenix call "the Shadmwlands f:r“" {And. Sarniiive)
laint” i

THe CLaN OF THE CRANE The Hare Clan
When it cami time for Hanted | o wed, oll the {Usagi)

Clans offered wp their most beautiful duughters The Fox Clan

for consideration, It was the daughter of Diji, (Kilsune)

from the Crape Clan, thal he chose. Ever since The Dragonfi Clan |

that day, every Emperor has chosen a bride from (Tambo)

the Crane Clan, That is how the dynasty of Doji The Sparrow Clan

has maintained ils hold on the Imperial Court: (Suzvng)

every Emperor has g Crane he calls “Mother” The Badger Clan

Alsi, every Emperor has attended o Crane lencing (Tchiro)

schoal. The Kakita Schaol is the mos| prestigious '

i the Empire, its stodents legendary for their

prowess and courage. Ulimately, however, the

Crane are seen by the other Clans as posers and
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LITERACY

| Members of ile,
samurai caste are
assumitid to be ahle
to read amd wrile, al

least at @ Wasic level

(f Gomiprehension.
As 4 general fule, a
shugenju (whose,

“profession relies on

_rﬁudinﬁikﬁ#'ﬁw}
will be more literite

than a samurai of hise
clan.”

‘The Phoenix, who
have more Shugénja
thanany other clun,

and the Criine, who -

areaccomplished
gourtiers, tend to be
the most literate
clans. Also, the Lion
Clan's Thoma lamily
is noteworthy for its
historians. Don'l
expect a Crab gencral
o write moving
poetry, but e will be
able to cut a clear sét
of prders for the
‘commander of his
army’s right Manke
Heimin and hinin,
for the most pari,
don't read well if a1
all. Their traditions

-

syeophants  for {heir relationship with  the
Emperor.

THE CLAN OF THE DRAGON

since the earlivst days of the Hantel dynasty
logashi and his Clan have remaied secrefed
away in the high mountains of Rokugan
Practicing their strange meditations 1o privacy
the Treagon Clan are the most misandersiood
samural in the Empire. Their spellcasters. are
Muent in the ways of war, and their samurai an
Farmilinr with the ways of sorcery. The strangest of
their Clan - the ise sumi - shave all hair from
their bodles nnd cover their skin with detadled
latloos. Always enigmatic, the Dragon Clan are
somelimes seen as alool and bzaree by the other
Clans.

THe CLaN OF THE LioN

Il the Crane are the “left hand™ of the Lmperor,
thep the Lion are his right hand. The Lion Clan
has always majmained a reverence lur the
Emperor, & devotlon unparalleled anywhere [
tokugan. The samural of the Lion Clan are some
of the most brilliant tacticians the Empire has
ever known, commanding small armies against
[arge ones with legendary suecess. However, some
would say the Lion Clan dings too tightly 1o
tradition, and their unguestioning loyalty to the
Emperor has caused much strife between them
indl e pther Clans - espectally their chiel rival,
the Craneg

Tue CLAN OF THE PHOENIX

The word “shugenja”™ has many meanings in
Rokugan: holy man, prophel, sorcerer, priesl. The
most powerlul shugenja n the FEmpire, withoul
any doubl, belong o the Phoenix Clan, The scribe
who stood by \he Emperor and wrote down his
conversation with Shinsel was a Phoenix, and he
hriught back all the details and verbal nuances of
thal conyversation to his Clan, No other Chan has a
more fundamental understanding of the Ol
Religion of Rokugan and the “new way” of
Shinsed, It was the Phoenix whe melded the two
it the current helel taught actoss the Finpire.
However, in (heir study of the sublime, the
Photnix samural have suffered, Days spent in
condfemplative meditation and  reading ancien)
texts are days unspent learning the finer aspects
uf swordplay and hattle

THE CLAN OF THE SCORPION
1 there are secrets to be known, @ Seorpion

e T T

somewhere knows them. They are the musters of
double-dealing and subterioge. Many say that the
Senrpron 45 only a front Lor o Tmily of ninji, bo
ne evidence has ever bean procored 16 prove thal
claim. (ver the thousand years of Hanfels e
ihe Scorpion have proven to be valuahle allies t
every Clan. Theirs 18 a Clan of spies umd
(nformation peddlers Onee vou steike a deal with
a Scorpion, however, you can never elear voursel
ol the debi

THE CLAN OF THE UNICORN

[0t after Hantel took the Throne, he tarped 1o
his stster Shinjo and psked her o dde o the
putlands of the bmpire to seek olles and [ook fir
pussible dangers. Shinjo left with a small band of
followers and was not heard Trom again for elght
hndred vears: Two hundred vears ogo, the Clag
af the Unicorn returned with wealth undreamed
al. {abulwus treasares of foreign make, and their
most valuable prize: the war-horses ol the wes,
Tlee Unicorn Clan: also brought with 1f many
strange customs and beliefs, making, (hem
steangers to the people of Rokugan. Thel
ienorance of the delicate etiguette of Rokugan has
made them appear to be “barharic” and
“yacivilized” at times, but their mighty liorses ane
valtant samural (all trained in wha the Lion cad
"harbarian tricks”) have made them valoable
allies 1o any who would toke them

Rokugan

Rokupan 15 a rocky, mountainoos  land;
suerounded by mountaing on three sides (norh;
west and south) and an ocean 1o the cast, Thep
are nearly 1wo hundred voleanoes, approximalely]
lifty of them active, and hundreds of hot springs
dofted  peross the mountainous regions l.]ﬂi}
about a fifth of the land s Bt the majority i
rolling hillsides, steep porges, narrow valleys
ravines and moumtains The closer one gets o (e
aeean, the fatter the land gets This 1s whene e
larmig can be found. The nobility have wsed the
motntaingus reglon 1o their advantage. boilding
castles i teht or Inaccessible passes The
Matlunds are vsed for larms, ports, and cilies

There e many rivers  runming thriugh
Baoskupan, Dowing [vom mosunlain Springs accos
(he landscape oo emptving out e the ocean
Cities ond rice farms build up around  the
Matlands where the rivers cun, on silis o
protection rom the spring Neods.

e e
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The climate is diverse, Winter is short, bul
colil Summer is long and sultey, Fall s cool and
spring s wel, Jusl one look at the budldings and
tothing of Rokugin can tell a foreigner Lhe
Rokugani  lind  summers  heal  far more
unpleasant than the chill of winter. Rokugan
experiences heavy snowlall during the winter, so
mugh &0 that travel nearly grinds 1o a haltl

The Tuvy 'y of the
Elements

Rokugan is oo stranper 1o disaster. Owver the
(onsand vears of Hamtel rule, the Emerald
Emplre has seen hundreds of earthquakes,
lsinami and hurricanes,

Earthquales vecur regularly, AL least onee o
year, o minor dremble is fell gnder the earth,
Barthguakes can occur s shight tremors that
rumble o o fow moments, or as greal quokes
that rip down buildings and pull up the earth for
minutes &t o time, There have been Fve preal
earthguakes in the history of Rokugan, all of
which were quickly [nllowed by a tsunami,

Tsunarni is the Rokugan word for “lidal wave”
Ater an earthquake, Rokugani always begin
preparation for a tsanami They can usually count
g the sunamid arriving within three days af (he
masl Fven minor quakes can ciese sinami, bul
the severity of the quoke always Toreshadows the
severity ol the 1sunami

Hareichnes dare alsa frequent visitors 1o
Rekugan's shores These great storms destroy
erdiee villages, bul also bring gredt bounty to the
fishermen when they are over.

Another sign of natures force lakes ihe shape
af wvoleanoes. As mentioned above, there are
many solcunoes (0 Bekogan, ol wll of them
dormant, The Rokugant people nsually build their
willages 1 thee lowlands, bot the pobility bailds i
fortresses high in the mountains, ocar the threal
af eraption,, Although the mountain loriresses ane
mol buill near the active volcano chains, most
Rokugani koow the (doubtless apocryphal) tale of
i group of shugenja who cast o powerfal ritoal
thal awakened the fire of the varth w deveur an
enemys castle

Cultuye

THe CELESTIAL ORDER

While the culture of Rokupgan may seem quite
fereign, 1t is very much like the feudal Purope
familiar to Fing of history and Fantastic literalure
The following section s devoted (o (he
regimented societal struclure that makes up
Rokuzan, While [t may appear inlimidating al
firat, 10 ds, in Taed, quite simple, All of Rokugan is
based on @ hierarchical structure called "The
Celestial Order” Rokugani believe thal everylhing
is parl of a divine pattern. Even humanity has 4
role to play 1o this prder. They believe thal
evervane has a desting, and musl work toward
fullilling it even IF §t means displeasure, pain o
death; for as terrible as one's path may be, an
event more lerrible Tate awaits those who try (o
cheat their destiny

THREE TIERS

Rokugan is very formal The universe gperates
umder & tiered structure: men and women ane
horn inte one of the three ters of the Order, and
must livee the rest of their lives in the rales they
were born tn play, There are times when (hose of
one tier move 1o another, but they are the
exception rather than the rule

There are three classes of people in Rokugan
Mohilily (those who niake war), Peasants (those
who work), and Clergy (those wha pray). Those
who fall sutside of this slroclure are considened
“non people™ (or funin) and are nol profecied by
the Emperors justice. For i visuol representition
of the social structure of Rokugan, see “The
Celestial Order” on the next page

Rokugan itself is o feodal state There is o
slogle Emperor who owns all the land. Everyihing
under the sun belongs o the Emperor because
his Bloodling traces back to the first Hantei who
won the Tournament of Sun and Moon Lesser
nobles {dagmpog swear feally 10 the Emperor

They govern the lerritory they are given ol

make certain the Emperors laws are obeyed and
enforced, In exchange, they gain the right o Lax
fhie laned they govern, Likewise, o daimyn can pivee
simes of his land in exchange for fealty Péasants
work the land in exchange for protection from
pther nobles. Unforiunately for the peasants, the

“leudal contract” is & Hitle lopsided (n Rokugan

Paimyo and samural are nol required W protecl
fhe peasants, Those that dooso act oul of courlesy

Non-BusHi
SAMURAL

Those whoure
Barn inte the
samurai gaste but are
not trained in
bushido arestill
congidercd saomunat,
They are not'on an
equal devel with one
who wears thrisho,
but'they. may still
wear a katann 1o |
show thatthey are of
the samurai station.
Just hegause a
sumurdd is wearing 8
katiana does nop
guaraniee he'knows
how to use it.




Lt 1,'._.._,, &%
= ey I e e TH Ty L F P — ‘,].ET"“"
o R - i e il |l " r—— oy el s S

vither than obligation,

Samuran THOSE WHO Make War
lhl' highest social class in Rokogan s (e
ynurad. All those who are-hiorn info

a samural  lamily are considered  samurai
AR i ol their profession, The Emperor and

| :rTHE CELESTIAL - L I i|:1'1|'|1.' I'ir!;l_::|l|ieul r|ll;:'].i'1lilul'|'|i |i!£|.lf|];r
- i, ‘. ] 1 magor danmyos of the seven Clans are on e
— DRDER:- ity - secofd rung and the datmyos of the Gumilies arg

| T'huﬂ,]ustralmn at ’ : i the third 'I'.lu.' iurth FLing. ;1rl.‘.t||f.' sarnurai wh
righ‘tglt.pl:.l‘&‘ﬁt‘. - have sworn feally L the family daimyos, and
I Celesti l‘.]'l"lh:l' praem unider ”“Im. on the {:l!h. rung are those whi have
kugﬁn i = i Been borm into the family, but have not aken op
: 4 warrior training Lastly are the ronin (“woe
| o ! i ' men”, called so because ol their wandering
W fhe Iﬂ]::“}!;thi : e - ; | . nature), the masterless wirriors who wander the
Fm[;?w Nie couniryside, Characters ereated with the system
a“:II':: Sm i 5\ VYT A 3 in The Book of Water are considered within the
. ' ! SAMIran Caste

! [uﬂ,hLlﬂw the - | L i ! Rt Bnly a .‘i%llllll.l'i-Ji is allowed 10 1.+|L'1|r i m.l.-..l'.‘r.li fwi
il . Empefbr are the swords Wwcked into (he bell, or phi '|'||.|.' first 54
[ i Mords ofthe Seen : . ffc'm:f.r.'.-'r (long sword) and the second is callud 2
_— { Uunh. Jordy ol the 7, . sakizeshti (shorl sword), 'Lf“'“m,ri”_ lve by i ok
i} .me“ ancabds llt ; f : = onduct called  bushidn ”II.‘I- complicated
’ ﬂ'ﬂ:miﬂﬂl‘ clanis. L 2 L spslem governs .'IH of o samurais actions S

E e Bushido below for more informalion
] 1 Below the Sume Clans iare highly devated 1o the religion

daimyos are the ol Rakugan, while others are not, The samuri of

| samurai caste (bushi e Phoenis l'."I_.'||| st stucy many holy fexis &
and shugenja), those well as |ra|[|||||,!_' brgei (lighting skills), They
1 ! whia T whik ke undergn a refigions  ceremony  wporn _Flw-1r
LB e e lakde ot ; 4 receiving of the daishe, in which the front of 1|‘1t‘!r
. 1 Rokugan. T N I|II.'1'JILE.‘\' are shaved and anointed by o shugeni
. i . Nl sl someone who can talk o the Fortunes and
e ML i j . have them aoswer, see Shugenja helow), The
“hu|g|l::l:;):Lrﬁ.$§: ! ! \ ' Crab Clan wilimiarild do not hold with sud
L ¥ I-I'a!‘imin:-inuludjn the y [rivalities, A Crab learns how o fight and how i
LA T ' - die. Thaw 1= all he needs 1o know
F farmers, craltsmen, _—
 al artisang and el B HEimIN: HALF~-PEOPLE
. merchants, N E : Hedwin, or “hall-people.” are the common folk
\ =T e The highest comimoner fo the Order is the farmes
B . | Flastly are the £ ; for he provides whal is most necessary in il
[ .tjun -petiple the / ! e food. Without the faroer, eve goes humgrg
'.l " Hinin, leuﬂlag 44 ¥ 7 ! Mext is the artisan, for et creates fhings (hal
m muorticians, At ST peaple need, The merchant &5 lowest on (he
| “und torturers. FNA P A e AN strugture since he does not create anything, he
M r-._ e iy anly sells whut others create, 1 is quite legal for
t e i . j samutai 1o kill hefmin il his honor has bes
ciimpromised by their rudeness, What constitutes
bl ¥ ' . . Al “fudeness™ 1s usually up to the samura who ha
- : been offended. so helmin alwavs try to be o
: 24 N . f e ﬁ;ﬁ -
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humhle s possible in the presence of sammurai

Hinn: Non~-PEOPLE
The fiwint ("non-peaple”) include
ariminals, et
lncluding actors, mu
fii| fra2).  charlatans
ctans  and

Bla are people  who
iherit “dirly” jobs That
invelve totching
g of humans and
5 Rokupgani detest
touching  anything
deadl They believe

relating L
such as blood)
it souls. These
ns  leather

., marficians, and
are left ta the eta
il may i
reason ta kil a

¢ nol actually a part
of the Order. However,
killing some hinin (such as
i smu favorite peisha)
can

SETIHIS
TEDEL:

Ninsa
Ninja are consid
and theeefore non

poukd be derived Trom such

in action, A samurai would

hse face for dealing with a

known ninga, but no one

kmowes for sire that the ninja actually exist

The threat of ninja is all thal is needed tw make
a5 wle alike shadder beneath their

shuriken Jeft behind in a dead servant’s

} warning enoupgh, but is ol conerele

evidence of the existence of ninga,

RELiGION

The Cele
plone, The

ial Order does not apply to mankind
s of Rokugan - commanly referred

A
L

B I R s
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lo as “Fortunes” - are also part of the
universal machine, and they must obhey its rigid
[wes and code 1.

There are miany, many Fordunes. For every
village, city, family, Clan, grofw, mountain, civer
anel tre¢, there is a Fortune thal watches and
puides the life of that village, eily, ele, The

i of Rokogan are educated in the
religion of the Fortunes They learn the
names and mannerisms of the Fortunes as
will as rituals and prayers 1o petition and

ase them

Also, 10 a preater and lesser degreg,

the shugenja are educated in the
philosaphy of the Five Rings that was
taught 1o the Emperor

and years dgo. Each Clan

Terent opinion on

inseism,” hut all regard

his teachings with respect,

For a complele tun

down on  Rekugan's

relipions and philosophies,

une

see The Book of Air,

Women

In  Rokugan, a

womarns caste — oot her

gender constitutes  her
position in the Celestial Order. Women

however, there are o few differences
that must he noted
SAMURAI~KO

Samural  matdens
faithiful te their lords
Iristory '

T remain
st Pheir pe i

s

One of the favorite st akugani
is af the sister of a murdered
sarmurai who put on her brother's armor
and ook up his sword e avenge bim. “Hilomi's
ale™ haos maoved ma women o be
bashi, and has jus e oacl In lhe evs
many daim The samurai ritual of changing
anes pame has broughl many  samrad-fo
female samurai - 1o take the name “Hitomi®
upon takiog the daisho, including the Dragon
Clin sammurai-ko Miromoto Hitomi
One of the vows that some samorai-ke ke

| —

THE STORY OF
THE FARMER'S

DAUGHTER

When lh_i:’lmruust I
+is. poor, fdfmers are
hard pressed for

~ madams purchase
“gtels on conlract,

train‘thiem in the arlg :

0l conversgtion,
dance and Song,
Many geisha are dlso
aceomplished '
_ usiclans. Geiski
e not “womes'ol

the night” They are g

entertainers.

Geisha are
sometimes able to
purchase their own
contract, which
allows them to
hecome “freelance”
girls i Uy have

_dle Business sense, to

* " open their own lea

house,

ii&ﬂhgﬁ&ﬁé-;.ﬁiﬁ_tﬁry and Culbare ..
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POVERTY

When the
daimyo’s magistrates
arrivé in the fall 1o
collegt taxes (see
“Taxes” p. 27), all W
often théy find bad
wenther of raiding
bandits-have lefl the
farmer with.nothing
io show for his year
of labor,Some
daimyos arg
generous, allowing
thedarmer a year of
respite while they re-
build thele crop
Otherd dre
forgiving, demanding
~ tribute in other
forms, Some Firmers
are forved o sell their
daughters in order o
pay the daimyo his
due (see “Geisha™),
while others are

another family to
tend,

-
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during their initiation ceremony is o vow of
celibacy (o samurai-ko cannot be devoted o both
4 datmya and a lover or hushand, after all) If o
celibale samimai-ko is found to have a lover, she
often renounces her station and joins the ranks of
a4 monastery. OF course, the key word s
“liscovered” There are many samural-ko who
lake lovers, and every poets repertoire has
several stories of samurad and samuorak-ko who
doom themselves for love. Samurai-ko are treared
as samural warriors in the Celestial Order, They
are g different from male samurai in thal regard

Wives

Marriage in Rokugan has nothing (o do with
loves A marriage is sirictly a business matier,
arranged by the parents of the couple and a
middle man. One iz nol necessarily expected
love one's spouse, However, a slight apainst a
samurai’s wile is a slight against her hushand,

A Rokugani household is very different from
whatl one might expect. In Bokugan, the wile
handles all of the money and is in charge of the
houschold in every respecl. A male samurai is
given a stipend by his wite which he 15 allowed 1o
spend noany way he wishes, but the wife
determines how the rest of the money is
allocated: She manages the finances, hires
workers e orepair and improve the house and
handles all of the entertainment for visitors.
However, other than that, a wife has littie 10 do
but gossip with the wives of other samural and
read the various romantic tales (called “pillow
boaks™) that are sold in the marketplace.

GEisHa

While there is very little romance to be tound
in & marriage, the same cannot be said for alfairs
outside a marriage.  Although a samurai's
extramarital affairs are fgnored by society, he is
expected to be discreer, 5o he does not insult his
wike's Tamily. When samurai seek such company,
they often find il in the arms of a geisha, Geisha
are entertainers. They are trained in the ars of
music, poetry and conversation. While highly
respected for their skills, they are stll only hinin
(0 the Celestial Ovder,

When entering a geisha fea house, samurai are
expected o leave their katang al the door jlo
avoid blondshed withing, Legends are filled with
samural falling in love with geisha, and the
danger thal such passion brings. A samurai is
pxpected (o have such passion [or one thing only,
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and that is the protection of his lord  Sud
passions compromise the samurais devolion |
his ford, and are frowoed wpon greadly I
Rokugan

Ay ]
A Damwar's Llfk
Like the scasons and the ldés, human i
travels through o cycle, To deny this cycle & 1
deay that one is part of the order, amd o den
one’s place in 0. Nol only s this dishenorable i
the gods, bul also o one's ancestors who exped
betler of 4 young samura

BIrRTH AND YOUTH

When 4 child fs borm, i 1s born intoe the cask
ol its mother and father. Childhood 10 Rokugan &
very different than childhood i the wes.
Children are not considered adulls witil they g
through the gempuldiu ceremony jgen A child -
nol a “litthe adult” He s a child who has nol been
taught the rules of adulthood, and therefore musl
be treated with kindness ane lerdency. Onee he s
seven, d child (s senl to-a school where he spends
many vears framing in the ways of his casie and
profession.

ComiNG OF AGE: THE GEMPUKKU
CEREMONY

Young samurat are raised in schools wher
they are faupht history, swordplay, langusse:
battle tactics and  philosophy, 1 Takesg
approximately nine years to fimish the training
and students rarely - if ever - see their pirenls
At some point hetween the years o 13 il 2
{wpically sixteen), a child performs o rife df
passage called gempakku, and s, for the {ird
time, considered an adult, Children are offerd
expected 10 ke 8 new name - their adult nam

afl this time

MARRIAGE ‘
Marriapes are arranged by (he parents of
bride and bridegroom, and only secasiomlly b
the two [ind themselves (o the throes of
Often times, o middleman i vsed o amange e
marriage; this bs very often o member of |"
Crane Clan who are always aware of hirlhs in (ht i
royal Families of Rokugan. The twib are sl :J
C

introduced o each other sometime alter e
gempukky ceremony

U the wedding day, the bride weirs whit 1
the colar that is syimbole of death, t show I_'
she is pow dead e her Tamily. During th &



sy o red dreess anderneath, symbolizing he
refirth, Alter Lhe cererony, there 5 liftle chance
for romance (o bloom, The bride i taken away by
m's mother 1o be laught the skilly she

a pood wile while the hushand

ilgeimage toa holy place to "celebrate”

ehration  usually includes the samurai

| meditating on this new phase of his lite and the

il

T
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danges he will need to make 1o s lifestyle
Love

While the l;'-:lr:uu-pl -:||' love 15 olten fragic in
i a found o be uplifting:
Lussionate love las no place

a samnead’s hearl; there @5 only room for
[ete, (uEslioninge wolinn o

ane's

samural. While this may be an accepted truth in
Rokugan, lovers whi can overcome the odds are
often seen as heroic and honorable, while those
whi fail are tragic and sometimes even vililied

Inkyo: ComiNG OF OLD AGE

Ir Bokugan, o samorai 5 considered a “poung
man”™ until he reaches his twentieth year, Then, he
is “mridebe aged™ undil he is forly. On their fortieth
birtheay, il & considered proper for samural L

5 \llUl MllllWlllllllIl\ll IINHI\II\III |||\||| 'IWIMIII

shave their heads, change thetr names amd
become a monk o prepare for the nest lifetime,
[0 i dered proper, but thal doesn't mean
i's a universal truth. Crah Clan fainneo Hida
I |m|||.1 now into his tiftieth vear, has no 1|‘.|1|.||||n||
al shaving his hea il '
Likewise, the "Gray Crane” Kakita To
also shows no sign of wanting to prepare for the
nexd life; he st done with this one yet,
When the Emperor or a daunw
samural in their stea Wl
in the court as an “advisor” O course, the rest ol

i leaving
A young
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Hair

hairstyle for o
shaved pate and fop

doubled forward over
the ¢rown. However,

Rokugah who use

. lhcmsn.h es withi their
T Clans

SomeCrane dye

" Uheirhairwhite and

o let it grow long ‘and
5 ding. The Dragan

: %y completely,
“decorating their bald
“heads with tattoos.
The Lion often let
their hair grow long
and wild and dye it
gold. The Phoenix

are very traditional,
shaving their pates

knots. The Scorpion
features hidden while
couldn't caré less

ahout a samurai’s
hair.

Bl

[T

! The traditional
samurai ische:

knot which is

there.are many in,

hairstyle to identify

“shave their heads' o

and tving uip top
¢ UOan ofien keep their

the Crab Clan.
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the court recognizes who the real authoriy 15
which makes the youth sitting on the Throne a
puppel monarch until their predecessors pass on

DEATH AND SEPPUKU

Fear of death i nov only improper, it is also
dishonorable, Because the Rokugani helieve in o
spirit world where the souls of the departed go 1o
pwait rebirth, thiy to join their ancestors
in the spirlt world after death. A common motio
is taught 10 the samoral In dojos: 1
borrowed my ancestors’
mast  returg 0 Lo
undainted)”

This astonishing
courage in the lace of
martality can make B
short-lived SAmUTHi,
Offen, when @
sarnurai fadls in his
duties, or his
CouragEe is
questioned, the
peed to prove
his mettle
arises: the
ultimate st of
Chlrge

have
name. |
them

etrlting™

that tesl, the
rituil ul
proving
courage o the

face  of  death

Befire the
ceremany, i
sumurai spends {he
day in & Ir.-1|1p|£=-

GNES

|1|_||.11.-L.‘rJ T

end of the day,

sanural kneels oo mal o

prifect the holy soll from his blood, draws his

and makes three deep cuts in Tils torso.
He must not ery oul dn pain, and often times o
close friend or relative will stand behind him, his

katona drawn and ready 1o make “the final cot”
lest his friend disgroce himsell with o Sound.
miutal do nel comimii seppuku to protect their

e e UL, i W

own honor, but (o protect their family's

perbips, the most misunderstood aspect of samon
culture, and every game master must pul greg
thought into including seppukn in their game,

A amer's 131@

TrovBLES AND CHANGE
A farmners lile is very different from the i

i the predictability of nature and the certaing d

the  seasons, When  disasie

thal he has done somethis

wrong 1o bring misforiune §

his house. Farmers are alwiy

suspiclous ol strang

change, as they o

disrupl the patten; g

can mean nithing b
triwhle

THE Srmus

lirmmner. Spring

is Dbl ol i
making
grininil

for  planting

Plutms '

chierties  mi

fhe  begdnnig

o spring, whi

the falling of i

tells (b

15 s

cherry  hlossoms
|i_|l'|'|'|t'r' sSUmmer 1s
Summer s o season o b

endured rather than rn;rh.-ﬂj

amd |II||l |||L|r1|u| |.||=u-:
done without drawing a swel
This 15 also the toe of tephoos
which ruin all the farmers hard wirk
Antumn 15 o welcome season, The temperatis
cools down and the riee is harvested, Winler §
short in Rokugan, but bitter

Bom——



okugan), weaving sillk and other cloths, and

pract

when markel place
made in the winter can he sold and traded

THE FRUITS OF THE FARM

Rice 15 not the only crop on most farms; they
also produce froits. nuts. and vegetables. The
most valuable commuodite of o firm is; of
silk, Silk is so valuable thar eve
i be sold In the marketplac
Rokugan's two favorite beve
- are also grown and brewed
in the Tarms ol Rokugan.

4
Language
There “are “two  distinet
lenguapes in Hokugan: the
gommon  parlance and the
high language wsed only by
the nobility, shug anl
monks, All samurai are
laught  the  comman
parlance, amd a few are
Langhl the high
lanpuage.
The commmaon
languape of Rokugan has
many dinlects. A samural
conld travel through three
diffesen! provines:
three differant
propunciations  for  the
word “rice” Often, @ i
samurais accent will
ghe away his Clan,
possibly  even  his
[emily,
The higzh
linguage 15 osed
prcdusively in the shugenja schools
and In the Imperial Court, Official documents
are written in the high lnngoage (o prevent
lorgery [rome the lower ol and common
ialect is nol allowed in courtrooms, Samurai do
fitd sider It important  thal  peasants
understand the order of the court; they only need
1 ohey

silk 15 kepl
in ihe

¢ other industrial skills. Of o ihe
end of winter brings the beginning ol spring
open and the crafis thal were

OLTSE,

Spring,
s - lea and sake

Eeon my

Kokv
The basts of Folu
ook

5 ecomemy 45 called a

which 15 approximately Torty gallons of

: ko is |

ar silver coips called achibukin or “bu”™ Vach
bushel can be further b

copper pennies called “peni)

| koku =5 bu = 30 zen

TH |Z|1:"l.'.-'l'l inty len

Taxes

Lvery harvest season procluce
25 million koku of rice
procuces fix

approximalely
for Rokugan, It also
rive al the farms,
adly to collect B of evervihing the farmer
has produced that .
collectors

do ot alwavs

the tax i'.l,r”:.t,'!lili' as wiell (ilen

ion make such

o |._|.|||;_|_Fn|: sl won'l H]HH| il
new field of rice o his lord

CRAFTSMEN AND

S MERCHANTS
- While craftsmen and merchiands
may Gl very Jow in the sovial
prder of Rokogan, they are also (he
richiest, Samurai and peasant ik
always neeid cobblers, carpenters,
coopers, smiths and other eraltsmen
tu repair or replace  their
weapins, houses and clothes
[ Chosan Udhi, the capital city ol
the Empire, o samurai can lind three
hladesmiths, eight sword-sharpeners
four silversmiths, three scablianl workers,
two lacguerers, (wa fetchers, one dyer, and
i lwindre rewers, Also, o prand (ot
of two hundred carpenters are aviilable
and ready to work, not o mention the
shinglers, thatchers, paperers, tobacco  cullers,
fillers and mat makers. All of these cralismen
find steady work [rom the peasantry, the diizens
ol the ey, and the lord ol the Tand,

CARPENTER CREWS

The weallhiest eraftsimen o Hokugan  dee
carpenters. They are so wealthy, in fac, that many
are able

fiiinls,

to allord bodvpguards 1o proted them

m»kuqnuﬁ Fstovy-and Culfure
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sken down inte 3 bushels,
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Hair ‘1
{CoNTINVE D)

A woman of the
sEmurai cadle almost
never cutgiher har,
&murnt-lf.n
sumulimﬂﬂm;
theingile J
ebunterpartsbut nat,
often, u&pnl a —
‘woman's halr can
réaghidown fo the
floor. Awoman onlyy, |
cuts her hair when
she is widowedmpd
while inmourning,
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CLan CoLORS

‘Members of the,

Seven Greal Clans
can almaosi uiwu;,fs_.t!u
identified by the
colors of their formal
~elothing. 'ﬂlﬁ colors
W muostofien
associated with the
o glans are:
“Crab: E.I'ue-gruj.r,'plmi
black;red, and
brown.

Crarie: Sky blue and
silver,

Beagon: Gold with
dargreen accents.
Lion: Yellows,

browns, and earth
fomes.

Phoenix: Red, vellow,
and orange.

Scorpion: Blood-red
~umd black.

Unicom: Purple,
white, and gold.
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agains!  bandits. It 5 nol an  uncommon
pecirrence for peasants (o pay local carpenters a
small fee to extend thal protection {n them as
well. OF course, the carpenter must make
“arrangements” with the local magistrate (o
lgnore. such activilies. Noo daimyo wanls his
authority compromised. and carpenters: have
heen killed for offering protection (o o daimyn’s
subjects,

There are four classifications of “carpenter” in
Rokugan: the plasterer (who makes plaster walls),
the roofer (who makes shingles for roofs), the
stonernasan (who sets the foundation of the home),
amd the sawyer (who measures, culs and sets
wond), These four men travel in crews, led by a
carpenter who is a master of all the skills, Ths
carpenter acts as a foreman who pets jobs Tor his
Crew,

Tvavel

TRAVELOGUES

Travel in Rokugan ¢an tale 7 long time. A
mian on horseback can travel 2010 30 miles a day,
depending on weather, where he beging, where he
is traveling to, whether he i5 using one of the
Frmperors romls, ele

Each of the clans has at leas| three
travelogues: one for the daimyo, one for his chief
magistrale and another for visiting dignitaries
These small booklets include maps and lists of
raads, temples, ions, way stalions, lowns and
villages as well as friendly territories and
territories o avil,

EmPEROR'S ROADS AND Way

STATIONS

Long ago, the first Hanler ordered thal roads
be constructed to connect the palaces of the Great
Clans and the Imperial City, Otosan Uchi. For a
thousand  years, these roads have been
mattained by the Clans to varving degrees. The
Crane spend ineredible sums to keep their couds
in good condition, while the Crab Clan only
hothers to maintain those roads that speed up
froep movements along the Shadowlands border,

Along many roads are 1l wide recs 1o
provide shade and protection from rain. Way
stations are located along the Emperors roads;
they're typically guarded by samural appremiced
to mapistrates. There are many of these way
statinng, all of which vary in size and staff

The officers ot way stations provide assistang
o travelers, acl as advance scouts (looking fee
mvading armies) and keep an eye ol Tor pener|
tromble. They are often stafled with a shugenju !
IWen, Jush 1N case ol Emergencies.

TRAVEL PAPERS

Well-lkept roads mean guick (ravel herwes
cities. It alsa means quick travel betwee
provinees, which &5 not good for clans who fee
invasion. When samural or peasants ravel, the
musl pain permission front thedr c|i|i[1|3-u anl
carry travel papers {indicating their deslination
and business) 1o do s, Papers are checked at Wy
stalions placed at the borders of Provinees
Tood
Rice

“Hawe vou eaien rice todayp?”

Common Rokugan mreing

Rokugant do nol ereet each olther with “Helle?
or “How are you™ They ask cach pther if they'w
had anything o eat, arnd the one product hl
takes it way inloevery meal is rice. Rice ls the
staple of the Rokugan diet [0 is steamed
seryved as o main dish, boided into o thick grel,
mixed amd shaped with vinegar 1t s ol
crushed and made intg rice cakes or ground min
lour and made ot dupplings and nondles §
rice 1s not available, or i too expensive, mille <

ihe poor man’s rice - s used fostead

FRUITS AND VEGETABLES

Rokugani eat o variery of vegetables (lwag
served with rice) Vegetables are alniost nevs
vaten raw: they are steamed, fried, pickled anf
stewed, Popular vegetables ate beans (especill
the sov bean which is used o nake sov siauce inl
lofu) which are stewed or nashed in o paste

SEAFOOD

Seaload s d delicocy all across Robugn
Ohviously, only those who lve close o the comsl
hiave access 1o Fresh sealood, Fish is hoiled, bots
fricd, stewed, or served raw on vinegar-treated )
{and called sushn, Typical types of seatood includ
abadone, bonite, clam, crab, eels, {ish maw, herring)
lellvfish, kelp, mackerel, octopus, ovsters, plkg
putterfish ithe famows “blowlish” that fs podson
if prepared incorrecily), sardines, scallops, sen bag
sea cucumber, séa urching shrinp, sguid, swordfish
and tuna
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Red meat is nol eaten (n Rokugan, Cattle are
very rare and their milk s censidered  more
viluable than menl. Both peasants and nobilly
gaf chicken and porle repolarly, while et
game tneal such as boar and stag
Nobillly stay away [rom caling
meal; they beligve it o
them siell dirty,

Drinks

Tea is the most popular drink
in Rokugan, An enlire ceremony is
dedicated o the proper preparation
pod serving  of this  drink
Rokueani dio not add s
their tea [although serme Unicarn
fiill drink theirs with  horse
k).

foe wine, called :
yery popular [or thase who
curt afford 11 1 is served hot (at
body  temperature)  and Qs
drunk from small cups thal can
be held in ome hand. A more
paten! version af sake is called
shochu,  Only  very  serious
drinkers partake of shoch

Far the lower cdasses who
gannol afford  sake, there are
Tl beandies, heers, and meads.

Clothing

Ulothing 4 designe
person warmd amd ey In
Rokugan, clithiing has  another
. You can ofien tell A
ersin’s station by (he clothes they
e Wi,
The samural caste wear sills
il cotton. The Afmowo i the
mobe-like, full-sleeved garment that
masl westernees are familiar with In
wimimer, Rokugani wear lght silk
kimonns, In winter, Bokugani wean
fiezvier kimonos, pudded with cotion,
During the rainy months of spring, the
imbretla is employed 1o keep the Kimono dey.
Small fieme can be kept in the kimono's wide
Sk sash, colled an obi is worn abont the
wist. The obi is plested, which serves (he
pumpose of pockels, Alse, small pouches can be

ted to the obi for Lipeer objects. The daisho is
tucked under the obl, A drgkama, o pleated
divided skirt worn over the Kimoni, is olten worn
om formal pecasions. A baorf {an upper garment
worn 1o give the iflusion of larger shoulders) s
sornelimes worn on formal occasions

THE MoON

Heraldry in Rokugan is less bormal (han
heraldry in the west The seom, or Clan
wymbol anil calors, are warn by all samdra
sworn o o Clan A famisfimn, which |s a
sinall vest worn over (he kimono thal bears

the mon, is often worn on formal

occastons, A samural will wear the

mon of his Clan on his back, and the

mon af his family on his lell

sleeve o be ¢ tn his heart, or

his right sleeve 1o puide his

s

A samural  usually

incorporates. his  Clan

inte his  formal

clothing, while private

clothing tends 1o be in

crab pravs amnd  browns,

Samural often ar hats for

formal woccasions, which can be
very simple or very extravagant

WOMEN'S CLOTHING
Women also wear kimonos, bu
alten wear @ set with complementary
ol A woman does not wear o
hakama, Her kimono i olien very long,
trailing Behind her, Her obi is usually
wider than & man’s and 35 tied in an
elaborate bow. Her complexion s olien
painted white, ineluding the lips. Her
vied andd shapely
evebrows are painted on. Usaally, it is
the ladies of (he lmperial Courd who
determine “proper” siyle, although
many women [such s Lthose of the
rpion Clan) often ignore the Courl’s

afiltudes on style
Samurai-ko, on the other hand, usoally
[ollow in Lhe footsteps of their male
counterparts, They are seen wearing hakami,
haori and daisho, but can also be seen In more
ferminine dress.

PEASANT DRESS
The clothing of heimin and hinin is usually




made of collon, bemp or wool The colors are mie (lammable than most other wood. A quid
istilly very dreab fthey cant atford the expensivi sumimier brush fire can level an entire village ing
dyes that make the nobility so colorful). Instead of — single day, Valoables are kept inoa stone locker i
umbrellas, the lower classes employ hats and the rear he house o protect them Trom Gin
overcoats muide of straw, Peasani hals are very and thell. Shoes are always removed and le
practical. They are round and wide-brimmed 10 the entryway before entecing the house

Tue

ViLLAGE
AL il g
e surround
by [lire dildh
lir help prese
Hits il e
[requent o
that  soour §
he i
suinmer T
dri h
surrinded |
| PR, I
the  willag
Custant S
[ pristect th
g [
stiinmer bl

they so despal
Rouds that m
Wong a will
are lined o
Irees |-|.i..'.i5||-|.|

shile) and

tall et
ABOVE: :
kevp the sup and rain out of the peasant’s vyes Troughs filled with excrement can also be o
{ T 5 r 1 " - ¥ 1 .|
AN EXTERIOR They wear kimonos and obi with a talton along the road, which help to fertifize the i

VIEW OF ‘ undershirt and loincoth bruvelers ange I.'I'II'I!II!'.i;L!l'I.| i contribute
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: PRIEST'S SamuRral
3 (SHUGENJA'S) n“wlhntjs The homes of the samuoral are much m
* HOUSE f extravagant than those of the peasantry, oflel 8
[ ; F‘.RMERS limes as expensive and expansive as o fames
H Farmers do nat live on {solated farms. Fartms |.|IIH|I'!."|| :~.._|||:|I||.||:-.1I'||} i r always |h'._.|r:.i|':|j'|||'a
surtaund a villoge in which all the farmers and a parden, and inclodes three sections. The
thelr Ballles live -A Bty hoine & veri section s used entirely Tor business he e
\ stmple. It often has two moms: o living room and interior is reserved for guests and for sleep
(] Thie third section s the great derior, where 6

: ; _ sleeping quicters tor o total of approximately 5

U s v J MAN Y i
600 square feet. More imporiont villazers (soch food 15 prepared and the women have ihe

R wrivate chanibers
as the headman) will somelimes have a lapger  P7VOIE CHANTN

biome, complete with o “guality room™ in which
b can enledain visiding samural, The terior
- willls are made of paper, the Doors made of wood
Homes are often buil owt of cedar which is
flexible (for the strong winds of stormsy bt also
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aimyo lives in an ancestral casele
which surrounds a town or ¢ty and 1s rimn
with Farms. [ {5 walled and moated w discourape
i ol vastle has a number of stronghelds
typically ane wo fisar] which house the barracks,
e lords residence and food stores. Each
srnng sieep stone batilenent
with only 4 narrow advance with tall steps which
limits troop movement into and out of the cistle
o single file progress. The inner hallways
stronghold are made of stone, 1 s a vast
that anly allows @ single man fo advance al a
time, making it easy W defend hallway is
filled with slots o shoot arrows through and
hiles along the ceilings o drop ofl, acid and
paison. Atop the stone hallways 15 the daimyo’
hame, which is a larger, more exiravagani version
o the samurais home 10 usually houses o retinue
y Ao ity people finlows, hodyewards,

aly with their wives, S
lamily during {heir pempukho coremony, slay
wilh the lord’s Eanily or dn o separate bar

Cites

The eities thal are protected by the walls and
miits of the Tortresses of the daimyos are the
Besrt of Rokugans eoomomy. Cities are divided

into districts which are gated, walled, and
walched over by the local police {oree (see Yoriki
helow), Identification papers are needed (o pass
from district to district afler dark, Generall
illiterate peasants are nol weleome in the city
They do their busimess in the village: doring the
spring market s n

Rokugam can navigate citics by paying
atlention (o the street ng
cralismen n on the same sireets, and
sireeds are named afler their storefronts (N
carpenter? Go (o Carpenter's Row)  Geisha
hauses, 1ea houses and theaters can be foond in
the same district as well jusually far oway from
the temple), and samurai are ¢ e
thelr swords behind al the entryway 1o the geisha

district
Rnsh
Code of the Warioy

Bushic is the code to which all samurai adbere
It emphasizes a life of vifue and integeity, All of
these virtues are encapsulated o samuri’s Honaor,

COURAGE
Your canwnal fi le hiding fro :
The Tao of Shinse
A swinurai is expected to be ready to glve up
his lile for his daimyo gt any moment, The people
of Rolougan nat only believe in reincarnation, bul
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AN EXTERIOR
VIEW OF A
ROKUGANI INN:
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] ABOVE:
A CASTLE
APPROPRIATE
TO A MINOR
LOCAL DAIMYO.
i
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thousand lifetlmes ta come. This belief n Eharma
(a kimd of spiritual encrgy that folliws one's ¢
from |ife o life) shows why i samurai G 2
litdle For his own safely. He knows that if he
selflessly gives his life serving his lord, his station

will ke better in his next lifetime. Common Tolk
allow fear o swallow their hearts. An
extroordinary soul is the one who has the courage
o truly live life to its Hmits, to lve as il each
moment is the last one

LovaLty
A handful of wealth is worth a handful o

samurat’s family

- The Tao of Shi
There is another reason that a samur i
willing to live dangerously. He knows il he giv
his life for his daimyo, his daimyo will look v
well upon his family, The concept of loya 5
A d.unnu will be loyal 10 o |I|.|l'||-
y rewarding his family in
return for I'IIH . This concept of piving
pme's life to betler one’s tamily is very important
In Rokupan, nothing 1s as importanl as your
[amily, Without Family, a samurais lile (or even e

SINCERITY
Yoo cigen erery i'-!"l"rlnlI VL%
The da
Sincerity does nol mean hanesty;
the ahility 1o appear honest

s why in courd, the testimony of [amil
s not constcdered valid. A man or worman who e
ery on conmand has a valuable skill in Bokug
e ability o appear sincere while apolog
highly regarded, Rokugani ome more o

with saying what people want to hear than (el
the trath, ‘To tell the truth brings embarris
o all parties involved, and 15
dishanorable

(herels

On the other hand, a samuras word fs alwi
pood. If g samurai says he will do something 5
will doit, or he will die trying

OnN

| couraseons main has no

Rokugan is more concerned with a

thian truth. Being considerate to others
many favors

vl your Hie. The miain

puiliteness is the idea of €

fritis Prespectability™ m
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L A samural A suromer wind
no Gn has been disg and may only  dhat stard
save biis Un by commilling seppuku. Hokugan
Discipline 15 very Importanl in Rokogan, and
WIEN sontecne sho a hurst of emotion, vou
eould say they have "lost their lace” e
EXCELLENCE ; i suddenly, Hey
Wikile you rest, vour enewy practice {?II'I.I}I tang st I'LHI’ LI-'M’ the first steps aside to
- The Tan
A samural must always strive to be the best in 1‘"'“'1 I"‘Il happene f In game terms, the two
all aspects of his life, not just military matters, ':_ﬁm“'m“ iy Ferepton I.”“'L.' And cammpare
— rr:nTn:'r:-nIr:|rir:|n, Glory [“[U.[h'. Butl  hat .:Irwtz-.;nr ANSWET W !.ml
ition brings the practitione I"“il-'l"'-*”'-"':J in (he '!'E"il| 'ﬁr-rlri r'|1 ugarn. The
ion, ‘The Rokugani be that ;
«an he practiced in all
At By l'||m1in_4.'.! i quu.l;-u L'I.'alu-'.': el each other's
i beeathing 45 an act that can always he e e I.“'Im HBEW ,h" would have
lmprove st ind duel with this opponent) stood aside 10 BerLow:
let the belter man pass,

Duets There are many kinds of duels that samurai A RATHER
The concept of the duel is not [oreign to int, and not all of them end in bloodshed. MORE
weslern shores, Hewever, in Rokugan, duels can Nany samura that drawing d when | is ELABORATE
mvolve more than just @ lethal exchange of ol nece ame Lo their blade CASTLE. As.FOR

' A FAMILY)

el

Samurai sometimes duel with wooden swords
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AN EXAMPLE
oF GIiFT GIVING

The room was not
darféjust lingering

onthe edfeof
twilight, The samupai

. knelthefore Lady
“Kathiko, bawing low,
touehing his head o

, the floor.,

“You performed
well, Lord Shinjo.

Here, plens@accept

this gift as.a token oF
my appeeciation”
Shinjo Yasanatira
politely shinok his,
héadl, “Ohy; no, Lady, |
could.aceept no gift
for onlyperforming
my duly”
“I am nol
rewarding vou for
bringing me Lord
Yokatsu's message, 1
am rewarding the
speed with which
‘vou brought it
Please accept my
gili”
[ cannot, my
Lady,” Yasamura
said, “Seeing thal the
tales of vour heauty?
fall short of the truth
is enoigh rt.“dl‘d [{}r
me!
Kachike smiled. 1,
‘insist, Lord Shinjo.
Please, accept my
gift”

5 oa . R el L

B

called boken, especially if they are friendly, or
[rom the same Clan. Clan daimyos often {orbid
dueling within the Clan to prevent the loss of
valuable skilled swardsmen,

When o samurai goes seeking a place 10 test
lis skdll. he often goes to rival sword schools,
“looking for a lesson” This is done to show the
superivrity of one’s own technigue over the
lechmigue taught by the rival schoal, This activity
pecurs with regularity in Rokugan, with brash
sarmurad trying (o gain favor with their sensed by
proving their worth against rival schools,

REVENGE
“No man may sleep while the Eiller of his
fertbrer sealfes the earth”
- Rokugani proverh

When a menmiber of 4 samurai family is slain
fincluding a sensei or daimyo), any member of
that Tamily may po to the killer's daitmyn and ask
permission for revenge. although the right e do
so legally falls to the first-horn son. IF the Killing
oceurred between families of the same Clan, the
sammurai seeks out his own daimyo. If the killing
pecurmed hetween Families of different Clans, the
procedure is different I, for instance, a Crane
samural was killed by a Dragon samurai, the
brothers of the Crane samurai must ask Doji
Satsume (the daimyo of the Crane Clan) to ask
Togashi Yokuni (the daimyo of the Dragon Clan)
permission Lo authorize the duel I may seem as
if daimyos would reject such challenges, but that
wonld show their lack of faith in their own
smurai, and could also be seen as a display of
cowardice,

Before such a challenge can be made, however,
the family must be certain of the killer's identity,
and the killing must have been “public” hat is,
there must have heen witnesses 1o the Killing,
Unee the chatlenge has been accepted, it is made
publicly known Magistrates are not (o interfere
in a hlood challenge, and anvone who does s is
accepling the consequences, 1t is considered a
capital erime o interfere with a man Irying o
avenge the spirit of his ancestor,

Needless to say, once the challenger or the
challenged (or hoth) are killed, the Blood
Challenpe is over. Death in a Blood Challenge is
a rightful death, and {herefore, cannol be
“yvenped,” al least nod within the confines of the
Emperor’s law.

BRAGGING

The samural rode out bejore ks arpy, the de
on fiis armor gleaming jn the carly mormig Tl
He thrusi his spear inta (he air and shouig
across the field at ns:

A roas al the batrle of Dewoben Palls! I pa
niy arvon that slem fuchi Kizazean! When Ofong
Chizen's head fell from his shoulders, it was Tl
avas wiiping s dlaod from my Blade! an Mais
fraher’ The bload of a huedred generation |
Ficis flugeis i ey veins! This dey, vour blood
feeid the grass beneath your feet”

Samurai aré famous for their prebail
bragping, Bragging  allows  the: opposing
commander 0 know who it is he is facing §
possible psychological advantage. Granied, 8
slight advantoge @l best, but as @ samurai 8
battle, a slight advantage is all that 15 needed |
win the day

Bragging is also o way of calling oul wi
oppanenl, By stating your name, lineage d
dleeds. vou are telling the opponent that you b
o fear You're not worried who he is; he sho
be worried about who you are. 1t also identifies)
samural who wishes it i be known he is al i
battle, thus bringing prestige and honor b
family and Clan

SWORDS

A sword s sometimes referred (o &
sarnurais soul, Swords are handed down
peneration o generation, and the people §
Rokugan believe that confinual close contact Wi
an item can leave a “spiritual echo™ an it When
samurai wields his [amily's sword, he s 2§
carrving around a part of the souls of
ancestors. Thus, W show disrespect tooa samur
sword is o show disrespect Lo his ancestors

What a samural does with his swond W
visiting another’s home |s indicatlve of b
opinion of his host A samural always leaves
sword -al the front door when he is visiting]
friend. When visiting o stranger or an enemg
samural always carries his sword with him i
the home, However, when he s preeled by o
host {seated in the greeting halll, he can el
place his sword on his left or on his right I
places it on his left (making it easy (o drawl
shows that he does not trust his host - or perhig
his host should not trust him, 1§ he places it ond
right. #t shows that he trusts his hosl, because
cannol pet o his sword quickly. Also, i e pha
(he sword next w him with the hill poin

e e e A e B s i e
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lward his host, il shows thal he does not think
much of the hosts skill with a sword

Touchityg a sarmurai’s sword, or even breathing
on i1 shows great disrespect Tor the sword, and «
maglstrate would  condope  the  samurad
illempring 1o “cleanse the stain” by drawing the
blond of the offender. Woe to the man who chose
iy walk over a sword rather than walk around it
A typical sign of @ ronin is o sanmaral whoe has his
sword on his shoulder tather than on his belt,
shawing his nonchalanl view of “respectable”
behavior,

Katana are kept In the obi “blade down™ {50
the sayi, ar scabbard, does not rest on the blade,
thus dulling 1), However, when a samurai s
insulted, he tarns the katana “blade up™ so when
L5 drawn, the edpe is pointing at the offending
party

Ehquett

Hokugan b o land ahsessed wilth etiquetle,
There isa proper way 1o da everything, All of this
stems fromn the Celestial Order discussed above,
There are many rules that Rokagani must follow,
hut fnstend of dwelling an every individual rule,
we will discuss the spirit of the rule instead, to
five you o strong idea of why il come into play

PERCEPTION AND TRUTH

Is been mentioned belore, but no amount of
emphusis can be placed on he dilference
betwean percieplion and reality

T b horest in Rokugan is to be rude. All that
tntters I8 perception, ot trath, 1Fa samural s o
drunken, gambling, womanizing wretch, the court
daesn't care, a5 long as he's discreel about it To
painl oul another’s. weakness embarrasses them
and you, thus beinging shame 1o his family and
wair own. The same can be sail of falth and
bushido. If & samural presents himself as-a plous
min frving to burn away his worldly concerns,
the court considers him honorable. The truth s
wlen spoken ol in gossip cireles, but then 1 i
mgarded for what il 150 harmless gossip, and i
Bets denored

The Clans are concerned with resulis: A
amural who wins battles and brings his family
flory s halled for his greatness. A samurai who
oes not shaves his head while he is voung so he
#ill not bring further shame to his family

tnce again, evervone in Rokugan knows that
many samural are wretched, spoiled brats whe

ol

need 1o be taught a lessom in humility, but in
ordler to save face, they say nothing I is the
Clever samuoral who 15 able to humble brutish
samural withoul causing his family a loss of face
that s halled above all sihers:

Girrs

While many western economies are based oo
the bartering system; Fokogan is based oo pilt
giving, While this may not seem o be u preal
difference, 11 s ene of the most fundamenial
differences  between  western  cultures  and
Hokogan, The giving of gifts is 2 very lormalized
antd honered practice. The way o Rokugani pves
you @ gilt can tell you if he respects you iF e 1
i friend, or if e 15 vour deadliest enemy, When
you give a gift, the recipient is assumed to be able
to return your generosity equitably and quickly.
You musl not wive o gift 10 someone that s
heyond their means o return. This tells the
recipient that you know be cannol return your
generosity, thus insulting him.

Also. the giving of the gilt has o ritual that
must be observed, When the giver offers the pifl,
the recipient must refuse the gift twice, This offers
the giver three opportunities to show that he fruly
intends tw give the gilt Tuking the pift oo seon
impugns the pivers sincerity. Also, IF the giver
alfers the gift, &5 relused and then fails 1o continue
to-offer the gilt, that shows the vecipient that the
giver never meant Lo give il in the first place
Gifts can be of grear monetary valug, bl the
most valuable gilts are those of sentimental value

BowiNG AND KNEELING

Alwags bow 1o someone in your own social
caste; Le samural bow 1w other samurad, beimin
bow 1o other heimin. Always kneel before
someane who is of greater social standing
Sarura) always koeel belore their daimyos, aml
heimin always kneel belore samueal, T bowlng (o
someone who is of superior station {such as your
Father). always bow o little lower than he bows (o
show him respect, Samurai and eta alike kneel
belore the temple of the Sun Goddess

Molifies

THE EmMPEROR
“Trere caot be fwo suns in Heaven, wor con
there be ten Emperors on Earth”
Rakuganit proverd
Al the center of the conrl is the Frperor, The
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kg Hutuw and Cultnre

AN ExampLE
OF. Girr GiviNG
{CONTINVEDY

The Unicosn

“saprurai bowed again

and tookihe package
that lay before him.
He |1nnfld Wity lhl
paper and found'a
beautiful kdinono, fi-
perfectly to his size
and Build, And
embrgidered into the
silk was theé mon of
the Scorpifin.

1 expect to seet,
gou wearing my gilt
{he néxt timewe "
meet. At your
daimyo's bigthday
party, T helieve?”

Yasamura nodded,
with only a hinl of
emotion escaping his
voice, "Aye, Lady. 1
would not dream of
dishonoring such a...
beautiful gif"

" Kachiko beamed.
“I know you won',
Lord Yasamura.”




WHAT IS THE
EMPEROR'S
Court?

There are no

phones in Rokugan,
There are no
televigions, no
movies, no radio wnd
no automaobiles. In

f short, when winter
comes along with its
cold wind dnd snow,
there isn't 4 whole
lot to do. And so,

| during those cold
i winter months,
Rokugani spend their
kours in courl.

Py

Winter is
Rokugan's secial
| season, and at the
| end of the fall,

nobility begin to

decide where they

are going o spend

the winter.

Invitations are sént

out by all the Clans,

5 promising the best
| food and
entertainment, Of
course, the guest who
hrings the most

i amounl'cf honor to a
houselinld is the
| Emperor, and
evervane tries lo gain
an invitation to the
household he will be
staying atl.

-

Emperor creates all the laws, is the head of the
church and owns all the land. He has a bureau of
administrators who handle the daily affairs of

dice is meted out by the Emperor and his

THe ImpeEriaL COURT
Members of the lmperial Court are
‘ot members of the Emperor's
famiily, They are the aunts and
uncles, sons ond diughters, brothers
and sisters of the Emperor, and
while they have no real palitical
power, they have
immediate aceess to his car The
Emperors court i5 filled almost
vxclusively with members of
Clan, bhul there
from other Clans
who have married into the
Emperors Tamily 1o

from their position. Withoul
land, the ITmperial Court does
not have access oo real
resources, and they must
fr political f:

money.  Smne

memhers of the Cour
inherit  cash  from  the
Empetor, but most mus
exchange o favor 1o m
living.

THE EMPEROR'S

MAGISTRATES
Those who are appointed to
mete out justice in the Enupire
are called “magistrates” These
ifficials are givewr the Emperors
authority, I other  words,
guestioning a  magi
authority is
guestioning he authority
the Fmperor, a4 crime
ath, Traditionally,
s [rawn from the Seven
Clan  who controls  the  most
trates has preat political power in ihe
Empire.
The duty of the magistrates is 1o keep the

4 — e ——— —

Emperors laws enlorced. Magistrates may
employ retainers (o assist i therr duty. b
must be paid lor by the magistrate: M
meet onee a month 1o report thelr activitie
] ; the Em
b Emnetald Champion 5 re
tivities of the istrates. Fhe
of chie dgtrate 15 a  liledong  postion
determined by right ol combal. When 1
Champion dies, @ tourndment peld
determine 2 new Champion, The winner of the
Louemament ' ]
....|I|,I II‘II
with 1

Champion, Magistrales o
he remoyed Trom ition fy
(he Emperor and th
Champion. There is

number of magisirates
Emperar and [Lmer
Champion decide how
are needed,
A magistrates
many. He is give el
by the Emerald Champion, ad
sufi
those duoties o the bestd
his  abilily
duties  conild
| much ghiry
}l strate’s. Limily
lr'_’-: rouling a small Sh
army it Das crept inlo
Fllli'lir'i" o slopp ]
attempl o o member of the fmperid
Family, Other dulies are nol &
plimorous. Walching over o wig
station on one ol the Lmperar
roads Is a epood example of
ecessary duties 4 (AL A s
Lo perform in oeder (o gain T
with the Champion
Magistrates are ‘
sl thistmissed 16 ey fail in
cuilies strate of the Emerald Champ
can expect fo earn anywhere  [rom b
thousand o four thousand koko a year, which
chiefly used to pay his own

JusTicE
Samural are official representagives ol
datmyo  and  the  dalimys are  oflicyl
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representatives of the Emperor. The Emperor is
the chief lawrmnaker in the land, and therefore, the
smurdl and daimyos are the Reepers of that
fustice, just as Knights were the keepers of the
Bings justice |n feudal Furope, Villages often
five heimin “police” whe Inherit their position
from Aheir fathers 1o keep the peace when
samural aren| arounid. However, having
drunken sumurai around cin sometinies be as
deadly as having 4 gang of criminals in your
lavern house, Rokugan has @ very unforgiving
[stice: system, bl hefore anvone can be brought
10 justice, 4 confession must be made by (he
perpetrator, or the criminal must be caught red
handed. Torture s & common method of
obtaiming conlessinns

CRIME AND PUNISHMENT

Murder can cause a blood feud (see Revenge
abavel. Forgery wnd robbery are punishable by
gealh, and (he perpetrator's wite and children are
slain- a5 well Treason agalns fhe |.;'||p|_'|_'m ur
dalmyn i also punishable by death, Samurat may
Beape exevution tmd o less of honor o their
lamily} through seppuke Sometimes, when the
i s particularly vile, samuorad are olfered the
gimee o commit seppuku, bal thetr daimyo
tilers them a wooden sword 1o complele the
rilval. This shows thal the daimyo does nol
believe the samurai has the courage to complete
the act, and 45 only geing throwgh the motions to
g face. Seppuku can even be denied 1o oa
amural (0 severe punishmenl), forcing him {o
live out the rest of his lile in shame, Lesser erimes
g e amended through public beatings, house
arrest (for samural only), fines, or “cuffing” which
fyolves the offender being  handeuffed for
gtended periods of tme.

tten, when a villager cormmits o erime, the
ttadnan of the vitlage is punished lor his crime
Ukewlse, when a samurais son is found guilty,
he father 15 expected toatone {or the crime.

The CLAN Daimyos

While the Emperor holds the highest position
& lhe Empire, 1048 held through prestige and nol
ml military. or politcal power. The most
pewertul positions in the Empire are held by the
lireal Lovds, ar daimves, of the Seven Clans. The
Emperor holds power because of the daimyos’
tespect of his position. While the Emperor lacks
il power, the daimyos can take no action
wilbout Dis blessing. The Emperor s the fina

‘Lkﬂﬂa;&_ﬂlﬁtﬂw —‘;‘Ed

authority in all matters,

The daimyos’ main source of power s lamd
While the Emperor owns all the lanc, he has given
regency oo the daimyos, The dabmyos tay the
peasantry, giving a portion o the Emperor and
keeping the rest Theough teation, thee daimyos
gain real resources, while the Imperial Courl musi
curry favor in exchange Tor hard cash, With thei
access Lo real money, the daimyos are-able to form
arimies and (with political influence) use them o
add 1o their lands,

THE DamMyYO's MAGISTRATES

Every dalmyo has a group of advisors and
magistrates. The mos! important of these s called
a kare. He is in charge of all magistrates and 15
chiel advisor The karo is given his positon by the
daimyo, and likewise, the daimye can ke his
position away, This i oot oflen done, however,
because of the danger of a karo going (o another
Clan, taking his advice fand Clan secrets) with
him. The karo can expecd a bonus o
approximately seven hundred to two thousand
kerlou @ year

Like the Emperors magistrates, a dammyo’s
magistrates are representatives of their lord. To
gquestion their authority is o guestion {he
authority of the daimye. While it is typieal
practice o give each magistrate a region of
authority, it s not uncommon lor & daimyo (o
have “wandering” magistrates who walk the
eountrvside and halt injustice where they tind it
[t is also not wncommon for a daimye to have
“secret” magistrates (o keep an eve on the reglons
hie Feels suspictons abo,

Yoriki

Fach magistrate has approximately 25 poriki
working under him. Yoriki are samural who keep
the peace on a local level. There are two yorikd
per town, each alternating a month of duty

Yoriki are allowed “deputies” called doshin
Doshin are drawn up from the peasant class: They
are not permitted o wear swords, bul instead use
non-lethal weapons, Most prefer to use o jitte, a
twis-pronged sword-catching hand weapon dselul
for disarming drunk samurai and rowdy bandies
tsee llustration in The Book of Fire, p. 125

THE LeEsser CLANS

Druring war, political and secial rules ofien fall
by the wayside, One side-effect of this fact are the
pizamigral small bands of samural who have
formed into “minor Clans” A good example ol

WHY THE
EMPEROR'S
Counrt?

There are greal
apportunities for a
sumuraido gain glory
and prestige in court,
Afterall, thosein
atlenduncegiire the
greatest daimyos in
Rokugan, Impressing
the Emepald
Champion with your
swordsmanship can
get you an
appoinbment as a
magistraie, white
impressing the fdies
of the courtwith
vour wit and candoy
will win you great
{fame {and other
rewards) across the
Empire,

Lady Bayushi
achike of the

Scorpion Clanis the
most influential
woman in Rakugan.
She is the Emperors
mosi trusted advisor
in misiters pertaining
to the court, and
what Lady Kachiko ig
“up to” this vear is
always a matter of
great attention, and
anticipation during
Rokugan's social
season,
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is a ronin who s given o small
fication a5 a reward for his servitude w the
Emperar {or other lord). The ronin
protection fo the peasants of the area and
sends word out o any other ronin who wish o
help him protect his lands The ronin bee
lerel, with land, vassals and samuorai at his service
While it may sound unlikely, this occurs with
predat frequency  during wartime. Monks and
peasants whi serve a lord with ferocity and valor
may T e land and Utle for thelr 5
rise quickly through the ranks and become well
respected members of the samurai ciste,

THE FAMILIES

Under each of the elan dai families
The head of each family 5 fealty 1o the
dairnyn of their Clan, The samural of the families
swear feally (o the head of their family, thus
swearing fealty to the daimyi, and {o the Emperor,
Just as the magistrates of the daimyos have many
duties 1o perform, so di the samuri of the
farnilies. They tax the peasantry, delivering the
hounty 10 the magistrawes of the Clan daimyo,
Because they deal more divectly with  the
ipathetic 1o the

ollers

nitry, they lend 1o be mor
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Legend of the bive Hings 18
storytelling game than a board game. An e
night of L3R can go on with no one rolling 8
and no rules coming into play. However, wh
conflict arises. the rules are there fo M
determine the outeome of the conflict

In general, the rules will come o play w
the outeome of one or more characlers” actions
in question. Does the shupenjas cas
sasfully Is the samurais sirike strong
{o break through the Oni' ) 5 the €
diplomats  argument  convin B
questions are answered with & o IiI of the dye

The & Hr o 1o be {lexible Al

TR

S

smoothly, I i
rule we pive you |||n| ||1.|k|n|. up a fow |1|J
brewed rules y inhead and li
feel like throwing all the roles out the wind
s fne, oo, You bought this book, afle
Have fun with ib Play around with the ot
system or spell system if vou Teel like I
;1u|| aps ey ome of your own randem @

fop peneration, Just remember the §
RIFG Golden Rule

AR RTG Gol
Rule

IF the rules ever et in the way of haviog
ignore the rules

N

A h?wmﬂﬂg "8l



The rules are designed to let vou figure out
whose actions are successful and whose end in
failure, But hefore we start talking about actions
let's dalk o little bit about lime.

Turns

The Gime Master has the ullimate authority
oser the movement of time during a story. He
fells the characters how long (hings lake o
happen {using his better judgment, of conrse)
However, just to make things easier to keep track
0 onee combal begins, lime s measured in
Turns” Generally, a Turn can be as long as {ive
seconds or as short as a heartheat. Under normal
drcumstances, a character mav only perform one
acton per Tarn

RoLiing Dice

Like many traditional board games, L5R uses
dice. The L5R svstem uses |{-sided dice, and
joull need several; theyre available ar the game
sore where you hought this book. When vou read
the rules regarding dice, you will encounter two
words that need to be clarified: “Keep” and
Trop” Whenever you roll o number of dice 1o
determine the outcome of an Action, vou will
seep some dice and drop others, Dice that you
seep are- added together 1o make a (otal, while
e that you drop are not counted toward the
total. When gou roll a group of dice, you want (o
keep the snes that roll high (10, % and 8 and drop
Ik anes that roll low (5, 2 and 1),

Evample: Allan is rolling five dice, three of
which e may keep. He has io drop the other twao,
Aian rolts-and gets 9, 4, 3, 5 and 7 Since e can
uly keep theee of the five dice he rolled. Allan
decides to keep the 9 7 and 5, and he drops the 4
and 3. This gives him « fotal roll of 21

RinGs anp Trarrs

(NOTE:; While discussing the Rings and
Truits, we suggest you have a copy of the
taracter sheet handy for visual reference. The
tharacter sheet can be found in the back of the
baok.)

How  strong is  wour  character? More
mportandly, is he stronger than the character
fur friend is creating? These questions are
amiwered with a system of Trajts, Just as some
sl are stronger, faster or more outgning than
ilhers, so are (he characters you will play,
fmiiging: that everyone in Rokogan is ranked from
o 5 in a set of trails, A characler with
dength 0f 4 is more physically powerful than 4

i
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character with a Strength of 1 and so on

Every character in Rokugan has a ser of fjv
Rings based on Shinseis Five Flements: Earih,
Fire, Water, Air and Void. All bul ane of the Rings
have two “Traits® that allow you o further
customize your character, A chardclers Ring
always vquals his lowest Trail assoeiated witl
that Ring.

The Ring of Earth represents a character's
stamina and willpower Water is his strength and
perception. His Fire Ring represents his agility
and inlefligence. Air represents his refleses anid
ltis awareness. Lastly, o characters Void is his
ahility to draw From (he strength and virlues of all
five elements in a unified action

THe Two RoLts

There are two kinds of rolls in L3R Simple
and Contested,

A Simple Roll is used when a character is
acting on his own, when anly his own ahilitics are
being tested,

A Contested Roll, on the other hand, veeurs
when another character is actively DppOsing (o
contesting) his Action

THE SimpLE RoLL

* Step One: The player declares an action and
the GM assigns o Target Number

* Step Two: Boll a number of dice equal to the
character’s Trail and add them together.

* Step Three: Compare the tolal generated by
the roll with the TN,

* Step Four: If the roll is greater than or equal
to the TN, the action is successful 1 it is Jower
then the TN, the action Tails.

A Simple Roll s an Action whose sutcome is
hased solely on the skill and ability of the
character. “Is a character strong enough 1o lift that
karge rock? is an example of a Simple Roll. The
GM decides the character's appropriste Trait and
i difficulty for the Roll ithe Fanh Ring or
Strength Trait would be most appropriate for
picking up a large rock, and picking up a large
ock wauld be considered difficult - maybe a TH
of 20, and the player rolls @ number of 1-sided
tice equal to his Trait. Then you compare the total
i the dice with the Target Number. [l his toll is
equal 1o or greater than the Targel Number, (hen
he's suceeeded, 1F his roll is less than the TN, (hen
the character has failed. The GM assipns largel
Numbers for all rolls using the chart-as a goide

e Pt iy %,

Quick AND
Dirty
If you ever get
confused aboul what:
10:d0 or haw to
resolve an action,

Just follow these

three steps:
1. The Game
Master assigns a

Target Number

‘thetween 5 and 40,

usually 15),

2. Determine
which Trait and Skill
(iFany) are
appropriate to the
aution,

3 Roll thedice
and add thé result. if
the player rolls equl
to or over the Targel
Number, he succeeds,
Il he doesn’t, e fails.

- THE TarGeT
Numeser CHART

5 = Mundane
LY = Easy
15 = Average
(This is the default
Targel Number)
20-= Hard
25'= Very Hard
30 = Heroie
35 = Never Done
Befpre
40 = Never Be Done
Again

e R L S S
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CONTESTED
RolLLs

“Step One: The
plaver declares an
action that involves
unulher charocter or
NPC

= Step Two: Both
chardeters roll o
number of dice egual
to their appropriate
Traits, The TN is
equal to the
opponent’s Trait x 5
« Step Three:
Compare the lotals.
One of three resulls
OCCHTS:

Iy Il only one
Contestant suceeeds
his roll, he succeeds.
2 If both
Contestants succeed
an their rolls, the one
who rolled higher
wins, but only
mirginally,

5) If neither
Coniestant succeeds
' their ralls, the
Contest conlinues to
the mext rogumd.

42

THe ConTeEsTED RoLL

Contested Holls are a litle dilferent Trom
Simple Rells A charactes make o
Contested Roll when another person is resisting
his Action, The GM te
dice equal o the appropriate Teall, just like o
Simple Test, but

needs 1o

i him to roll o number of

¢« The TN for a Contested Eoll is |--.|‘I..I..1| i e
opposed Trall times five
« The

determined by

comiesl
the success of both

resull of  the

characters in the conlest
[ o contested tall, one ol
1y Ul

sucoveeds

(hree resulls can ooour
only one contest
wins (e
decisively. 27 1T hith
oonlestants suceeed o Uhels
rolls, the one who rolled
liig he wins, hui
marginally. 3 11 neithier
comteshint sucoeeds in

their
comtinues 1 the

in his roll, hi

ol sl

pills, the conlest
nexd

Iulllll!

For imstance, [ef us say a
character 1s hariie an arm
wrestling match 1
Buth parliciparnis
e make a voll. The
acier fas a Streagth of 4,

i NS

Characier

dHEINIRE rl

as it Strength of 5. The Target
Numther for both pariies (s equal to
the contested traft x 5 The

s, His opporent rolls
3 dand 5 His total s
IN af 20
stcceeds The Opponent wins the oo
USING SKILLS

When a characler tises

which trait besi

and pets 5

o)
48 )

1d hisher than his 50 i

a "l".i” 1t||' ‘Irll-1 |_j|'| |1||"
suits the situation. For lnstance, if
o samural (s swinging his sword, the yse of hiy
Remfutsu (Swordsmanship) skill would probahbly

be  Agility

evilunling the |;|1|.|||I_|. ol 8 wword he w1

Kenjulsa e chan

number of dice equal to his Trafi 4

Kerps (counlts) o II.IIII\I'rl b i ¢

himjuisu,  Hhivwey

wild b
o ol

j i s IR

SKills allow the character to rall additiona: &

aod drop the low rolls that the

will wse the potation Tt 4
Sk This means you
number of dice

nk plus th

only keep o number of dioe quall
this Trait, There will b tmes whe

Skill

inil o

i nwmber ol dive

wuord in the
Lionties
damage @
during a story)
actually e
than are being

chitracter oy

Kepl In s

b always kieps the dice that

ol Is
RAIsES

When the GM ¢

I'N that’s a Nide toa easy, ar il

vier wands (o act

clacular, Uie p
thie 'TN hy
Biddiny

N will

I Pressye the sueeess will he, Ral

allows o characior to
i

more stye. A

A
LKL

vppanent o b Tand, Beinge an sy bl

apponent s ||-|_'_ SR I Dy examy

up, Hul e GAT wall el

it the collech shot is, and o

lerw' muny ralses are reguine
exact called shot intended As
v will see more references
hways

I ACTeve A Erenler Siocess

while v incresse the bevel of 5

also Increasing your chinee of Tadlun

numhber i

increments olher than 5 poinds (1)

special ahilities). each incrense
Pttt TN 15 bl eonsidered o

neteased by the

I 1l v 4
[sracter
[HE

Y oplayere




Ratse hls character’s TN more times than he has
ritik in the Yoid Ring; if your character has a Void
of L vou can only Raise once or twice per roll,

Oecasiomally a character will recelve a “Free
Ratse” A Free Raise gives the character the results
ol & raise, bui doesn’t Increase the Target Number,

You can find examples of rases in The Book
of Fire.

Quick aND DirTy REVISITED

M the rides for resolution of actions i L5K
follow three steps. Whenever vou aren't sure whal
o do, just remember the three steps and you'll do
fifse

I Assign a Targel Number

& Petermine which Tralt and/or Skill (i any)
g uppropriate 1o the aclion,

3 Raoll the dice. IT the character rolls equal
ar over the Targel Number, he soeceeds, 1 he
disesrr't, e Tails:

That's i Everything else is just [lling in the
details

GAME TERMS

Action: A single act taken by a characier
durimg 4 turn, Every character may perform one
action per furn

Character: A list of words and numbers that
represenis o persona, Every playver [akes the role
W4 character in the story presented by the Game
Master

Contested Boll; An action that a character
fkes apgainst an opponent who s actively
fesisting that action

Free Raise: When a character gains the benefil
il u raise without actually raising the TN

Game Master (GM): The player who runs (he
gamy, He doesn't play a particular character, bt
metewd plays all the characters the other players
wll encounter in Rokugan, Hes also the anly
person who pets 1o read (he Book of Veid, (he
fast chaprer af this hook

Glory Rank: & number that represents how
well-respected o character is in Rokugan's social
grcles Glory is measured in Hanks amd Points
Biery 10 Glory Paints equals on Glory Rank. A
maractor’s Glory Hank iy directly influenced by
i Schiool Rank (see below),

Keep and Drop: When o character takes an
Adion. the plaver molls a0 pumber ol dice
Mraughiont the rule hook, the total bs always
liged with this formula: “A + B” “A" is the
famber of dice be can keep tadd wogether) and

L w
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"B is the number of dice he must drop (cannal
add o the total)

NPC: Non-Plaver Character This is o character
whose part is played by the Game Master, not on
of the other players,

Raise: When a TN 15 assipned by the GM, a
|J|.'|_'_ﬁ'r may chose o raise the TN in increments of

b, For every 5 points a player raises the TN, the

guality of his success increases,

Rank: A number, usually between one and
[ve, thal represents a Tralt or SKill, The highes
the Rank, the steonger the Trait or Skill,

Ring: Owe of the Tive words that deseribe and
define all living cregtures in Rokugan, The five
Ritgs are Earth, Fire, Water, Air and Void, Rines
are typically listed with a Rank from one to five
Itie higher the Rank, the stranger the Ring,

Rall: A number of dice rolled t determing (he
stceess or Failure of an action,

School Rank: A number thal represents the
level of accomplishment a character has achieved
in his school School Hank influences Glory Rank
isee above),

Simple Boll: An action whose outcome s
bused solely on (he skill and ability of the
characier

Skill: A waord that describes knowledge (he
character has learned, A Skills are accompanied
by Ranks from one Lo fve, The higher the Rank,
the more accomplished that charpeter is in tha
particular Skill

Trait: A pair of words, one physical and eoe
mental, that further define the five Rings of Earth,
Fire, Water, and Adr. Traits are typically lisied with
a rank from one to five The higher the rank, the
stronger the Trait,

Targel Number (TN A number asstgned by
the GM when a character declares an action. The
higher the TN, the more difficalt the action will
he 1o accomplish,

Turns: A value of time Each turn s
dppriimalely five seconds long. A character may
take one action per turn

Wounds: A measwe of o chatacters overall
licalth, A character has o number of Wounds tha
can be lost The lower his Wound total, the closes
he comes o death,

I e L B LR R TR
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ZEROES

Whenever a plaver
rolls a 0, it reads as o
10 He may e-roll
the 0 and add the
nixt rollfer the first
one, Fof instanee; a
player rolls a 0, He
pills the die again

and gets a5, This

makes the total 15.
Aslang as the player
liceps rolling 0s, he
can keep rolling and
adding.










The truth of te sorld can be found sitting af
the riverside The roer never beging the rizer
werer encs, AN af Tife is [ihe the river. Lessons
never hegin and fessons never exd.

- The Tao of Shinsed

ath of

Rlood

Part 2
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The sunrise spread soft warmth over his face
and Ginawy smiled us he scratehied at the heard
on his chin, He had settled into the canter of his
sieed and the hol rice from two hours before
made his stomach quiet and content. He rubbed
his belly and felt his smile grow wider as the sun-
lighi prew warmer

Tor his right, Hijiko made a sound of disgust,
“Where are your manters?” she asked

Ginawa laughed. “With my name, samurai ko,
Besides, 1t is o samuorais skill that keeps him
alive, not his manners”

Her gaze bore dnto him. “You are not a ronin
today, Ginawa-san, You are o representative of my
lord, Alaka, You are also my assistant, ok
which means your actions reflect on me. Try o
behave” She paused a momenl, watching his
reaction. "Or we will see il your poor manpers
havee atfected your skill more than yon know”

Ginawa pulled the reins of his horse and i
slowed to a stop, Hijiko Tollowed suit,

“Let's find out,” he sand.

She smiled. “All right. Lets Hid out”

Their horses stood tied 1o a free inoa guie
field, Far away, a single woman picked rice from
the fields ps the shadow of a castle fell over her.
i the woman knew they were there, she did nol
show L Ginowsa wondered for a moment whal
daimyo lived in the castle, but then he turned

back 1o Hijiko and nodded. "1 am ready”

“Then lers begin she said, and took three
steps back,

The two samural stood anly [ve paces apart
All about them, the wind waved the flowery
branches of the trees. Their katana were placed o
the side. Long, shaved willow branches would
have to do for now, Ginawa [ell the imprompti
berker’s weipht and made a mental adjustment
He wouldn't be using the fuchiban Blade, and thal
would make things ditferent.

He let his gaze focus on the spol wheps
Hijikos collathones met just ander ber chin
Neper trust the eyes, he heard his sensel whisper
iy liis car from acriss the years. Mer can trn)
thieir eves fo lie, Ginawa almost fell himsell nod
ding in agreement as he settled inte his slance

Across the field, Hijikes right ool moved
behind her and she brought her boken yp over
her right shoubder, She Tet if rest there, waiting w
see Ginawa’s response

Gimawy ignored the posture. s Todus
remained on her neck and shoulders. He el his
breathing fall im0 a slow, methadical pace, (hen
shifted it and watched Hijikos responsi

She was unmoved

She knowos nor o frust ey breathing he
thenght. Gromd

He let his thoughts fall away, let the momin
enter him, He had examined everything. He knew
the length of the boken, knew Hijikos ready
knew the ground about him: He did pol kanow he
speed. That meant he would just have W be fastes

He took one more breath and by the tme be
touk another, it was over

The duel was like all others, He was only bare
|3.' aware of the movemenls, He felt them, bul oo
orpan in his body commanded thene, His thougl
and motion were one actdon, oo hesitation o
doubl hindered him

He charged two steps lorward, further thas
she suspected he could move, He saw thal much
tn her step back. . no, her stance changed fnmid
motion and he had (o change his moverment, He
heardl (he hardwood swords shiding and he moved
to the left as his boken confinued on 11y deady
path, She plested also, bringing her own boken
up ancd about, protectitg her right side.

He felt the momentam of her moveiment ib
used i, He lell her pushing her boken, sleppe
aside, used the momentum of her movemend
chaoee s wooden swords motion, T sliding
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alorig hers to shash at the back of her neck. She
| spun-about, swinging low toward his belly e
leapt back. dropping the tip of the boken quickly
Ginawa dropped back into his original position
and watched Hijiko do the same. ., From five
sleps away,

“Very impressive,” she said, “But vou stll lost?

Gimawa smiled. “Did 17 | wasn1 cerlain”

Yo were rushed, Gingwa-san, You are oul of
breath. Yo were forced 1o compensate twice. You
lost”

He shrugged. “Perhaps” e turned away and
walked toward the horses

She's right, the voice of his sensei whispered in
his ear, You are clumsy. Lazy. You treat discipline
like an emeny. Ginawa  shrugeed
Pechaps,” he whispered.

“lalking to yoursell, eh™ Net a good sign”

He jumped at the sound of her voice and she
lughed. He turned about and saw she had nm
cafch up with hin. "You shouldn’ sneak like
that," he sealded. “Only ninjd sneak”

she made an annoved sound belween her
teeth. "Ninja? Don'l tell me you fall in for peasant
auperstition, Giimawi-san!”

He tossed aside the tree branch and she did
the same, "No, | do not believe in superstitions,
Hijike,” he said through clenched teeth, "Only
what | Bave seen with my own eves”

she dimbed up into her own saddle, “With
your own eves? You've seen i ninja®

Ginawa nodded. “Har" he said, his voice low,

She shook her head. “Must have been a
Scorpion trick. Mo such thing as ninja

He just turneil his horse away, saying hothing.
She watched him for a moment, then rushed up
fext to Lim. "When ™" she said

"When what?”

"When did you see the ninja?™

The question made his stomach lurch and his
beeath quicken. O the night my lord was killed”

He felt Hijikos slight gasp. “My apologies,
Ginawa-san, | did not mean "

He raised his hand, “10 s no matter. Hijiko-san,
Ni matter warth dwelling upon, Come, we must
ride, Wi have one more day until we meet with
the magistrates from Lord Shoju's province. We
will need all of our wits il we are o be dealing
with Scarpions,

He urged his hurse on and rode ahead, Hijiko
watched him for a moment, then spurred her awn
hiarse nward.

again

The dream woke him, This time he was barely
able to stifle the scream behind his lips. He
looked about, trying 1o remember where e was
The room was dark and the shadows shifted all
around him, His sword was out of its sava and
it his hands in a heartheal Silver moonlight
falling from the window glistened off the blade
His eves darted from corner (o corner, but there
was nothing, Nothing hul the shadows.

He sank back into the corner of the room, his
hody trembling. Sweat dribbled from his brow
into his eyes. He wiped them clean, keeping one
hand on his katang,

The door slid open dod he rose slowly,
matching the speed of the door A robed fipure
stepped into the dark room, silhouctted by the
lanterns outside,

"Ciinawil-san ™

"Hijikersian ™

“Hai. Are you all fight? You called oul in your
sleep”

He paused, “Whalt did | say?”

“You called out for & woman, | didn't quite
catch the name”

He nodded. "A dream. am all right”

She stood silently as the shadows danced
actoss her “Very well. 8leep then. We leave early
in the morning”

The door slid shut and he slid down {he wall
back inta the corner. Hours lader, he watched the
ST TS

e

Their journey led them 1o a small well |ust
along the roadside. Ginawa and Hijiko stood by
the well washing the sweat [rom their faces,

“Lady Sun knows my sins” he said as he
rubbed his face with the cool, damp rag. “And she
is puiishing me for them now

Hijiko laughed. “You are a poet, Ginawa:san
Who would have thought that*

He smiled “No. Not a poet Just a very
convincing liar

She nodded. “Some would say there is no
difference”

“Mold"™

The command came from behind them. They
both turned, hands on their katana

Al the mile marker stoad four figures, The
lullesi was armed and armored, his sword al the
ready. Kneeling just before the samural was o
smaller man, a long yari in his hands, ind o

L L ——
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kneeling woman, her eyves ntent an a seroll,
burning (and vel, not burning) with the fire of an
autumn sunsel, Only barely visible behind them
all was a figure that Ginawa immediately associ-
ated with the word “mouse” That thought made
hirm smile,

“Who are vou?” asked the woman,

Hijiko spoke, “We are magistrates of my lord
Adaka. | assume you are {he pnes we are o
meet

They did not move, “Let us see your papers,”
(he worman commanded,

Ginawa stood still as Hijike muwved 1o the
horses. She Totund their traveling papers and held
thei above her head. "1 am Ashirvo Hijiko, mag
istrate of my lord Ashiryo Ataka. This is Ginawa,
my porier

Ginawa whistled, “They certainly don't look
lile Scorpions.”

Hijikn turned ta tace him, her eyes on fire with
rage. “Mind your tongue, voriki” He shrugged
and seratched his beard,

“We are not Scorpions,” said the shugenja, ris-
ing hersoli 1o her feel, “We are mapgistrates of the
Scurpion daimyo, Shoju”

"Searpion in mame, bul oot in nature”
Ginawd’s faugh was from deep in his belly, *T
wonder how the frog would answer that riddle”

The shupenjas eyes were shadowed with sus-
picion. “Your yoriki doeso’t know his manners!

“T know my manners, | just don't gel along
with them, so | el them behind, 1T you harry, you
nright catch them”

Hijiko only barely managed o stifle her smile
and flash Ginawa a sour grimace. “He is uncoutl,
but he s trustworthy!”

The magistrates stood still for o moment
longer, then stood al ease. “Ataka-sima must be
desperate for men he can trust”

Crinawa shrugeed and scratched his beard,

The shugenja bowed Lo Hijike and the samu-
rai-ko returned her couresy, 1 am Umabeko!
Then she wrned to Ginawa and bowed. His Ham-
boyvant bow drew a hiss from the mouse hiding
behind the armored samurai. Ginawa just smiled
—and stuck oul his tongue when Hijiko wasn
looking,

“We will be traveliop south from  here”
Umabeke said. “There is a small skirmish
between the Lion and the Crane. My lord wishes
tor ke the outcome of this battle”

A does my loed” Hijike moved back toward

her horse, *We will tide together and see what we
mizht see

The shugenja nodded and the armored samu
rai retrieved their horses frome behind the: mile
marker and shrubbery.

Ginawa wlispered.
you?”

She shook her head. “OF course nol. Bul we
are under orders and what do they have to gain
ot pur deaths™ She saw Ginawa's brow curl
anel shie explained, “Whenever you are dealing
with Scorpions — or any other Clan for that mat
ter - always ask yoursell, 'What do they have to
gain?” You will find you can anticipate many
motives with that single question”

Ginawa  nodded. "Find the advantage” he
whispered,

“Hai Ginawa saw ber brow curl and she
stiviled when she asked; “Whal about this frog?”

Ginawa’s erin spread across his grizeled face
“You have pever heard the story of the frog and
the scorpion?” &he shook her head. "1 heard il
when Twis stll a child A small frog is sitting by
a river when a scorpion asks him to carry her
across the river on his back, The fog tells the
seorpion, Lady, T will not, for vou will sting me
and 1 will die’ The scorpion answers, “No, I will
nob Forif 1 do, we will both drown! The frog sees
the logic and s he agrees, but hall way across the
river, the scorpion stings him. As they bath hegin
to sink into the river, he asks her, "Why did you
do that? Now we will both drown! She: answers
‘Pecause il is i my nature 10 do so, silly frog”

Giinawa watched her face as he told the siory
and when she smiled @ the end, he matched o

“By tiarme, but nat by mature, ¢h'" she said

“Hai”

The magisirates rode up, the shugenja saying,
“It’s time fo go. Are you ready™

Ginawa opened his hand, gesturing for Hijiko
b 2o first “Adter you, lady frog. 1 will Tollow jug
iy case you find you suddenly canmal swim’”

Hijtka almost laughed, and Ginawa watched
her eves shine. She tarned her horse towarid the
south field and rode off, the Scorpions not far
behind. The meuse was last and as he passed by
Ginawa, slapped his shoulder with his riding
Crop.

Giinawa’s cyes sharpened and his hand fell
has blade.

The mouse held up his hands, palms out. “No
offense, samural. There was o spider on your

“You clon’l trust them, do
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L e
soulder We wouldn't want you gelling stung,
new wonkd we?” He similed and ushered his horse
omward, Ceneawa cursed and spat at the hindguar
fers of the man's horse and lollowed them as (he
s sank lower in the western sky, filling its hor
wn with blood red crimson

Often the tsuba, or fand guand, of @
Samerals sword 15 very ornate

The Book o¢ \Watex:
Chavactey Cheabion

[n oeder to play LSK, you are gotng 10 need o
maracter. This book eovers all the information
gl need We'll give vou an outline of the steps,
fn fill in the details.

Character creation s accomplished in three
e When vou're done, you'll have a character
et lilled with numbers and words, butl your
duracter should he more than (ust pencil scralch
fips on a sheel of paper

This s vour opportunity 1o create o character,
llee your faviorites in fiction and (im. Just looking
# mimbiers and words doesn't fell yon anything
whout your character, except his  Strength,
imning and other Traits: There are some very
Iizortand questions you'll have to answer aboul
i samurad or shugenfa, and the answers will
e him a breath of life that will turn bim Trom
wo-dimensional carlcature into a three-dimen
izl characier,
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Chavacter
Concept

e

Before you start making a character, you
should consider whal kind of samurai you wani
(o play, What clan will he be from? Will he be o
shugenja or o bushi? Which family will he owe
allegiance w?

The rules below will give vou all the informa
lignn youd |l neeed to Bl i the blanks an the char
acter sheet we've provided at the end of this book,
However, il will take more than numboers tn make
a characler.

Before an aothor begins wriling a hook, he
hats o ough ided about his characters, He Knows
their strengths and weaknesses, a few of (hel
characteristics and a vopue idea of how they
would act in different situations. Before vou sil
down and start creating @ character, pive somg
time to think about him or her. Is he brash, easi
ly angered, or is he shy and reclusive? Is your
shugenja driven by her curiosity or merely doing
her duty w her clan, wishing she could be more
like her sword-swinging bushi brother!!

The Game o¢ 20
Guestions

Tir help s get o petier grasp on the kind of
character you wanl, take a moment 10 look
through the questions listed below. The [irst fen
have been desipned 1o give you o good idea ol
who your character mizhi be, Answer these chae
deters in your own voice, The second set of gues
{ions are meand 10 be answered by vour chamcter
i his own voice tooallow you toogel inte vour
characler'’s psyche
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THE THREE
StePs OF

CHARACTER
CREATION

Ster One: 0

CowncerT
Get _m_l_,id_e:il in yout

peidboloresou

wrile anything down™

L 011 PAPEr. ,

Ster Two: THE
CHARACTER

impact on your chise-
acter's view of the

world,

Choose a Family:
The most important™
aspect of your char-
acler’s lifeds. his fam-
il Choose wisely,

Choose a Professign:
Your character's pliice
in life,

STEP THREE:
Ovrrir

Once you know the”

strengitfis-and venk,

‘nesses of your chies!

acter, it lind

out what he gwns. "
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WHaT CLAN DOES YOUR CHARAC— WHAT ABOUT YOUR CHARACTER'S
TER BELONG TO? FAMILY?

This may be the most imporlant question Again, take a Jook al the Clan Sheets and
Determining your ch ers Clan will have & decide an a family, Then, talk aboat your chare
il r's understand ter's early childhood. List events that would have
of Ev.llm Ans p oceurred betore your characler would even be
Clan has a different InL'. } able to remember them. Some of these evenls
do and a different outlook on the e, may be influencing y

other Clans. N withoul him even knowing it.
T help you get an idea of i Also, consider the tamily's sock
Clan you may wanl o join, L standing. A character from a rich
ool at the Clan Sheels on [umily will certainly have a different oul:
. [k than a character from a poorer fam-

, Haw WOULD YOU -

DESCRIBE YOUR WHAT IS YOUR
CHARACTER? CHARACTER'S MAIN
Starl with the obvious 1s MOTIVATION?

8l vour character  male , Al preat  herpes
female? Its not as simpl N have a motivation that
vou think, Both the | ! can he sumnmed up ind
have sipnificant advant word, 1 is the thing
advantages in Bokogan, Gr that drives them; that does
advantages to the female n'l let them fall when the pain ond
nof as obvious, but they are there. despair 15 too much, What is vour char

Unee '|.'1H:I'|.L der :-.lld an aeen- % motivatdon™ Is 1t love? Hevenge?

ribe o ' Pride? Or how aboul just bull-hes
i stubbornniess !

the head all tlw Wiy Llnmn I short, when evervihing has turned
Lo the ur character tall, hopeless and evervone has given
shuot, ' it

s WHO IS THE ONE PERSON
tha venom: o v YOUR CHARACTER TRUSTS

Howw about th MOsT?
or even his hands? Do Mhis could be your characers
ter have any distin ACArs ar senset or a brother, stster or anothe
Lattoos? ],.:L- ly, how ahout 4 family member Or i may even be
your charac voiee? How 7 someone outside ol the family
does it sound? You can dis: / % Once  you've  determine
eover a lot about a char- i whin 1115, put some thought into why
acter just by making 4 Y Why does your charac
thoraugh physical trust this ane person abo
descriplion ers? I could make Tor a very infer
IS YOUR CHARACTER A SAMURAI OR = %00
A SHUGENIA? WHAT IS YOUR CHARACTER'S

['his s also a very imporiant distinction, bul GREATEST STRENGTH? GREATEST
nol as limiting as {6 might scem. A samurai can WEAKNESST
be a scholar as well as a warrior, and many I= it Tus ability to zet along with others; or g
shuzenja are noted for their courage under fire, haps his ability to root out their secrets? Maybel
50 .- - argiin. B e e eIT E R S s R
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I8 his virtue? His devolion to his daimyes! His skill - do you have any children?

ot Jyng? His sincerity? Or maybe its just his good
Bsns it ams TO WHOM DOES YOUR CHARACTER

Comversely, anything that can be a strength OWE THE M‘QST LOvALTY?
can also be a weakness. & character's weakness: Apain, a difficull question. 17 you are married,
#s however, are whal makes a reader sympathize who do o love oSt your lord or vour wife (or
with hime And when a hers overcomes his own husbandy? And, as i we couldn’t muddy the
weaknesses, he leaches us how we can overcome  Walers a bil more, does your characler have o
UE (T seerel [ove?

W Even (I there are no secrel devotions in your
HAT DOES YOUR CHARACTER character’s lile, the obvious ones can be just as

THINK OF BUSHIDO? troubling, Who would your charscter decide

Take o look hack In The Book of Earth under — between: his sensel or his dairyo? How about his
Bushido (p. 33), What does your character think of — futher or his daimyo® His mother or his sensei?
s o code that should be followed without Al of these questions will come up sooner or
question, ur is it a st of goidelines? Should vou  later. Samural spent their entire lives asking
fallow its tenets only when others are looking, o themselves these guestions so they would be

does follpwing hushicd actually make vour soul  ready o make them without 3 moment’s hesits
rtnger? Hitk

WHAT 1S YOUR CHARACTER'S OWN How ready will your character be?
OPINION OF HIS CLAN? WHAT ARE YOUR CHARACTER'S
[his one can be tricky, |s your character com- FAVORITE (AND LEAST FAVORITE)
pletely devoted 1o his Clan, or does he feel doubt?  rHINGS?
Poes he view the Clan's weaknesses with a blind
ge, or does he steive o oy and mend  them?
Does he have faith in the Clan's leadership and
epe tor one day [oin their ranks, or does he rec

Everyone has guirks, the things they like or
dislike for completely irrational reasons, Think
abwwl them for a while. What are your characier’s
favorite foods™ Does he have a favorite horse?
How about a grove thal he would play hide and
seek in as a child? Find something your character
loves (or hates) and remember it the next time he
DoES YOUR CHARACTER HAVE ANy  Clicounters il

REWDICES? DOES YOUR CHARACTER HAVE ANY
O course, being & member of your Clan will  RECURRING MANNERISMS?

fhe youl @ certain viewpoint tegarding the othee Think about it for & moment, 15 there some
s, but have you developed any on your own® — flying vour character does when he gets nervous?
Iyou have, how dicd von get that way? What has — poes he bite his lip, pinch his fingers Into his
benl the fires of hatred burning brightly dn your palm, or chew on his cheek? What are his Favorite
il L'nl' st long? What would it take to douse  waye of saying “Hello” and “Goodbye?™ When he
e, i cnything? curses, how does he do it? -

8 YOUR CHARACTER MARRIED? WHAT ABOUT YOUR CHARACTER'S
& lough guestion, Marrigge s an arranged PSYCHOLOGY?

flir in Kokugan, If vour characer is married, ;
e : When it comes (o emotions, which snes does
Ben you have ties o another fmily, possibly 3
A A VT ' ; he have o handle on and which ones gel the bet-
itither Clan, Your spouse’s Tamily does nod neg. Sy ! bk
. ' _ ter of him? ls it hard for him 10 restrain his anger
patily have 1o [ike you, but they are certainly " y :
: : ; T or hatred? Does his passion always gel the better
mnar-hound Lo assist you when you or vour fam AR ? ,
Rt i dinter: However sonirimes i ll of Tim? Does he have o deep, resounding laugh
| anger. However, sometimes (especially ey ;
' ; : ¥ er that he just cannot keep locked in his belly?

i the case of o bride), the ties 1o your spouges ; i _ :
i : S Whal song or play always brings tears o his
arily are severcd completely, IT this is the case, KR

¥ does your spouse view his or her new faml
b And o bring up an even meatier question

ngnbie Aheir weaknesses and plan to explothem
fir his own ends? Remember, not all Lions are
tpirable and nol all Scorpions are treacherous.,

e e
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How wOuULD YOUR CHARACTER HAN—

DLE AN INSUBORDINATE SERVANT?

This one fells 4 lol aboul your character’s atti-
tide toward the lower classes, Would your attf
tuce change toward a different servant? Do you
have a favorite servant, one thal could gel away
with almest anything? Is there a servani wha you
would risk honor to protect?

HOow WOULD YOUR CHARACTER'S

PARENTS DESCRIBE HImM?

This question reveals much aboul both your
character and his relationship 1o his parents.
Answer this one in the voice of your characier’s
father, then go back and answer il again for your
tharacler’s mother. You may come up with two
very dilferent answers,

WHAT ARE YOUR CHARACTER'S

HIGHEST AMBITIONS?

I5 it i be a teacher al his school or perhaps a
peneral in his Clans army? Pechaps all he looks
forward 1o 15 relirement. inpressing a parent is a
poodl (F rustrating) motivation as well as winning
the love of o samural from another Clan, After
vourve discovered the ambition, think aboul what
lengths vour character would go 1o gain that goal
What would they sacrifice to achieve their ambi
Linn?

How RELIGIOUS IS YOUR CHARACTER?

Even with the obwious influence of the
Fortunes i the mundane world, many samurai
ignore them. “Put falth in your own abilities, not
in the swars” 45 a common phrase among some
samurat when speaking on the subject of diviners
and shugenja. However, others are devoted 1o the
Fortunes and their religion, saying that those who
muock their faith will find themselves burning in
the Seven Hells when their life here is done.

IF YOU COULD. WHAT ADVICE WOULD

YOU GIVE YOUR CHARACTER?

Take a pood, long look at the other guestions
before you answer this one. Speak to your clar-
acter as il they were sitting right in front of you,
and remember fo use (he proper lone, You'll want
foy stk certain vour characler actually listens to
vou when you give him this free adviee,

Character Types

Ta give you an additional hand in gelling an

i e oo i 4 b e e
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idea in your head, read through the following lis
of character types. They are the classic samural
types of legend and history. Feel free to pick one
and play it to the hilt, or throw a character quick
in the mix just lor a change of Naver, ;

BrasH

“Hesttation 15 the seed of defear”

— The Tao of Shnset

A brash character acts quickly, often belore he
can think abowt the oucome of his actions, hany
samural are: hot-headed, often more coneerned
with saving face than anything else, The samura
culture is very reactionary, allowing little time for
thought.

A brash bushi s wepical in Hokugan, but a
brash shugenja stands oot in the crowd. Shinsel §
teaches thal one must be cerdain o s actions,
His Book of Void is where he repeats the same
phrase over and over apgain: “Thought and deed
must be the same” Whilé an insult to a hrash
samural will get vour head lopped ofl, an insull 2
a brash shugenja can turn your entire village into
a smoldering heap,

NOBLE

“Epery day of his life @ man s only one

Judpe and that judpe is iimsel("
The Tao of Shinset

Mable bushi are those who adhere o the code
of fshide They are not swayed by templalions
or distractions, They are loval to their lord, even
onto death. They are calm and even lempered,
but they are also unforpiving, The code calls Tor
swift and merciless justice, and thal is what 3
noble samural dispenses,

MNoble shugenja areé much like their bushi Kin,
They are nol expected fo adhere o the code of
bushido ithey are not warriors, after all), bot they
are part uf the samurai caste, and so they act as
their bushi hrethren,

CourTiER

Al i war”

— Rokugani proverh

A bushi who is o courtier is fully enpaged in
the activities of the Emperor's Court. While his
combat skills may be lacking, he gains advantage
with political maneuvering rather than maneu
vering an army on the batilefield Rokugani are
very much concerned with outeome. If they con
win land and file without shedding blood, so by
it,

Shugenja courtiers often prove 1o be v




piormation and political Bavor with subtlely and
fiEe

RELUCTANT
ar e s a
al peace,

— The Tan of Shinse
Ther there are those who wish their lot in life
W different. Some perform their duties with
guiet dignity while others protest with all the
wund and fury of thunder. To deny one’s place in
15 1o bring dishonor and shame 1w one'
( bl therr displeasure inside.
i reluctant buashe will face many chal
s in Kokugan, hewill also make for stir.
e ries to find his rightful place

: nija have an even toagher fime
s (heir bushi counterparts. A bushi needs only
Helieve in himself, but a reluctant shugenja must
fid In[]'. ina r-.lu_lnm that awakens nothing in

i thal he i ﬂer]}'in}__', |1ih' p!un‘-
| and the consequences . that will
helell him |I he does nol accept his predeter

Many rogue bushi are ronin. They show little
aeeern for etiquette or tradition and are
pooncerned with filling their

seem s if rogue

bushi would have it gasy in
]-:nkuL,fm they da not. They are often
and are

rarat are

' ‘r'.||1|| connin have to rely

renija can be one '-.-hn hias lost his
darled experimenting in dark arts,
en up-his faith all tngether 1o seek
enied him

iy
! e true pati

ll'ﬂﬁﬂ;;!: .

matters, from the .l..l'mu'rm' natiers to the deep
matters”
.'IL'I._ 4

Samurai art
men: they are also expected (o be scholars. '

are the plete man, the wirrior-poel, master of

and pen. The scholar bushi dedicates

v. learning the history of the clans,

cing the ideals rui principles of the Tao of

Shinset and bushido, He spends most of his time

in court and inthe libraries of the Empire, thus

x his warrior skills to sharpen his spiric

tja are by thelr very nature scholars,

nature of the universe? What is the troe nature of
Yoid ? Does mankind have free will, ar do 4
finy and the Celestial Order rule his every




ROKUGANI
NAMES

By choosing your

Family, youwill

know your family

name fwhichin

Rokiigan precedes
your given name),
but what about your
personal.name?
Listed on the nexi
page are thelnost

common,syildbles ing

Rokuganese. All you
have-to dg.is maich
them up tamake:a

name that is easy

(el fun) for Yougo,

prongunce,

Rokugani names
are usually between
one and three sylla-

bles long, If you
chose a syllable that
énds in a vowel, cap
it off with an “n" If
vou choose o syllable
that ends in the'same
letter that the next
sillahle begins with
(such as “hin" +

b represems o

slight pause belween
the syllables,

Women's pames
usually end in*ka"
lile Kachiko and
Eamoke. However,
some samurai-lko
choose masculine
names to show that
thiey have given up a
' woman®¥ Tife

thought and action? These are the questions of a
scholarly shugenja

VENGEFUL

“The rocd of repenge Teads straipht o the sun,
hanging on the horizon. There are no aayside
imrs do prve the traveler rest, there are o detonrs,
byzoays or deviations, [t & a long, Moody patl
that can only end fn a mrape”

The Tao of Shinsei

This bushi has only one objectivi; to avenge
the death of his master {or brother, or father, etc)
Driven by this single passion, the samuorai will
not rest until he gains his objective. The veongeful
samural can be a problem in & large group, hul
wirks well ina sold or ronin game

Playing 4 vengeful shugenja could be a true
role-playing exercise. While shugenja are part of
the samurad caste, they ore mol samural bushi
iwarriors) Challenging a samurai bushi 1o.a duel
could prove fruitless, so they musl find other
ways o pain their rightful revenge

v

o

IQ?he

Chavactey
Sheet

Mow that you have a picture in your head of
whal kind of character you want 1o play, its Gme
to transfer thal ides down onto paper. Make a
photocopy of the character sheel located a1 the
end of this book. 11’ divided into sections: we'll go
through the sections one by one, beginning with
Rings and Traits

One: Rings and Trvarts

You've already read about Rings and Traits in
The Book of Earth, Here, we take o more
detailed look at the five Rings, how to use them
and what they mearn.

Al characters begin the creation process

e T i 1 e T | e ] ek R i E s [RE TS

Rank 2 in each of the Bings and Traits. A charac
ter’s rank in a Ring is equal to the rank of the |
lower ol s fwo Trails, so a samuorai with o |
Staming of 4 and o Willpower of 2 would have an
Farth of 2,

Zarth

i order for 4 wardor G fodlos the rath of
Heilto, it is necessany to keep o omived thial the
essenrce of Hetlio i o baild an fndomitable spi
it gy ivon il o befiene that vou cannof fal
i dotng awyiiiine”

- Miyamaoto Musashi

Earth (k™) is the element of pagsive strengetly
resistance, and fortitide, The mountain is the
symbal of Earth. It is guiet, dignified and eternal
ALl life Blossoms from the earth and one iy must
return b it 1 is the element of healing, regene
alion and renewal.

The twin Traits of Earth are Staming sl
Willpower

Stamina

Htaming represents @ characters “wind” A
long-distance runner has a high Stamina, as well
as # champion swiminer, The higher @ characiory
Stamini, the longer he ean press his physical
reserves 1o the limil

Stamina 1 Weak immune systeny, prone o
chronic illness and disease.

Stamina 2: Average health, might cateh o cold
every so offen

Stamina 3: Walk on o sprained ankle withoul
a wince and run long distances before peting
winded.

Stamina 4: Robust and mighty, able o per
furm incredible feats of enduriance,

Stamina 5 Character can swin greal i
anees with ease, recover Trnm llness withool
medical attention and can fgnore serious wiouids,

WILLPOWER

Willpower represents a characters ability o
say “Nod |ust as Staming is the ahility 1o risis
physical distractions, Willpower is Stamina’s men
tal counierpart

Willpower 1: Timid, unassertive, vasily frighl-
ened, weak-willed and easily manipulated.

Willpower 2: Average, easy o convince if
goals are the same.

Willpower 3: Not a strong will, but nit one
eisily dissuaded from action




Willpower 41 Almost unshakable in resolve
Willpower 5: fron-willed, steadfast and res-
Dile

Wate

Wiy stvevgthy i rofuast ad ot inapped, i#5 jus
i i nof- thavarted and its duty s ot frostrated”

o Ching

Lousing waler as g wodel, Bre spivil s made
o b s weater 5"

= Mivemat Musasti

Water (“weze’) 05 the element of strengih
Unltke the passive strength of o moundain, The
piver culs away @l (he mountain The oeean crash-
g on the shore, and the storm pounds down on
the esrth, unrelenting in s rapge Bul water 1s also
Ihe element of charity. Water Is pure, and if is this
putity thal washes away Laint and deceit

The lwa Traits of Water are Strength and
Perception

STRENGTH

A character's ability to 1L carry and push and
anli st s represented by his Strength, T 1s, in
o simplest terms, raw physical power, Strenpth
& dhe Tradt (hat determines how much damage a
diracter can deal out (n comibat

Strength 1: Weak and physically unimposing

Strength 2: Average, able to lift approximately
i poumds,

Strength 3: Steong enough Lo B approcimate
[ 200 poutids

Slrenpth 4: Your strenglh s well known
thrghion your Gamilly, Abbe to HE approximate-
300 pownds

Strength 5 Your strength |5 legendary
fighon! the Empire. You are able to lifi
gpredlmately 4 pounds

PercEPTION

Perception is & characters ability 1o perceive
fp world around him using the five senses,
Eraracters with a high Perceplion are able toopick
gpminute detuls and slight differences,

Perception 1: You miss even important and
s dletails

Perception 2: You pick up on things when you
iy altention.

Perception 3: You've learned how lo look for
Important details

Perception 4: You take one look, close your
grs and st the defails of 2 room

Perception 5: Mo inatter haw  small or
insignificant, no detail gets by you

[l

“Fire ¥s beneficial Jor the suceess of the
wpright ... Flexibility pets throwgh suecessfully by
clinging to felance and rectitude. .. Wemination
doubled makes fire This do meat people shine
on the four quarlers woith continued el

{ Chinp

Fire k") 15 the element of active encrgy, It s
the element ol activity, motion, adion and foree
I s also the clement of inspiration, illumination
and clear thoughi

The two Traits of Fire are Agility and Intelligence,

AGILITY

Agibity s the ability 1o move with style and
prace, o he alile o compol one's actions
Characters with 4 high Agility are able 1w make
complicaled and eoordinated  movements with
s,

Agility 1 Chumsy and stumbling,

Agility 2: Average coordination, requlre con
centration for difficuli actions.

Agility 3: Dven vour average actlons ane grace
il

Aglily 4: You have almost & second sense for
miing.

Agility 3: Even your most minute molion 1s
like a dance

INTELLIGENCE

Intelligence is the ability to acquire and apply
knowledpe; a characters ability to gather and
process intormation. The higher a character'’s
[ntelligence, the lfaster he will be able w put facts
together, solve puzzles and think clearly,

Intelligence 1; Easily confused and slow
thinking

Intelligence 2: Average thinker, can follow dif
ficult conversations with concentration.

Intelligence 3: Can figure out puzeles and dec
pher codes with a little worl.

Intelligence 4: Intellect of a scholar, nol easily
decetved by even the most clever lies

Intelligence 5: A genuine genius, clear-think-
ing and brillian.

SYLLABLES
A
BA
BE
Bl

Mu
NA
NE
NI

RA
RE
it
RO
RU
5A
SE
SHA
SHI
SHO
SHU
S0
SU
T5U
TA




AN things aud beings are produced hrongh
e semsigivity of feanen aud gavth. The sensitiog:
ty of sages mones people’s minds so much thaet
the world is harmonious and peaceful. Be
droare., . and all things jn the wiiterse can be
seeh,”

- [ Ching

Adr *kaze"} is the element of intuition, No one
can see the air, bul everyone can feel its effects,
Adr represents all the forces that are not seen, but
are kKnown to be present. [t s also the element of
slorma. s the element of both subilety and
unpredictability. Those with o high Air Ring-are
altuned o things that can only be felt and known
irather than understood, which 15 very different),
and will be able (o react guickly 1o unexpected
situalinns,

The twa Trais
Awarciness.

REFLEXES

A character's Reflexes represent how quickly
e can readd to sudden stimuli. A character with a
high Reflexes can act almost without thinking,

Reflexes 1:You lake @ moment or two 1o
ke wp your mind to jump oul of the way of
large abstacles

Reflexes 2: Average reflexes, notl well refined,

Reflexes 3:Akle o redct before just about
everyhody else,

Reflexes 4: Cit-like in vour ability 10 sense
danger.

Reflexes 5: You're out of the reom belore any-
oie kiows you're gone,

AWARENESS

A characters Awareness 'Trait represents his
intuition and empathy, 1T a character has a high
Awareness, he will be a "quick read,” sensitive to
the emabional states of others. But awareness
goes a lifle further. Because & character with a
high Awareness is able o sense the meods and
attitucles of others, he is also able to play off those
impressions. A characler with a high Awareness
can be very charismatic when he needs to be

Awareness 1: You almost always find a way (o
say the wrong thing,

Awareness 2:You're able w pel along with
people whi gel along with you,

Awareness 3 You can usually sense deeper
emotions {han those thal are shown on the surface.

of Air are Reflexes and

Awareness 42 You plck up hings éven from
those who are skilled @t hiding their emotions.

Awareness 5 You know everyones secrels..
sooner or later,

Voud

“Frowm ong ting, ko ter thousand things
When one learns the principles of Hetho, one woill
e able fo understand all things”

- Mivamoto Musashi

In cssence, all Rings are the same Ring
Excellence. The five elements are like five facets
an the same gem. s difficult to pin down a sin
gle pair of virtues for each of the elements. 1%
easy Lo interpret Earth as Strength, or point ol
the flexibility of Waler

Voicl k47 is unlike any of the other Hings, for
{t represents the character's ability o use all Rings
as 3 single Ring, The higher a characler's Void, the
more he understands that all elements are the
same element. He sees the strength of Earh, the
adaptability of Water, the intuwitive action ol Fire
and the graceful eloquence of Adr Accordingly,
Voidd has no Traits.

Characters start the game with & oumber of
Void Points equal to their Vold When a player
spends a Void Poinl o augmend his character's
action, il represents the one moment when all ele
ments are in perfect synchrondeity, 11 s never o
consclous acl on the character's action. The char
acter will, more than likely, he surprised al his
own skill {if the action is successiul, that is), step
back and say, “How did I do that™ More infor
mation on Yoid Poinds 15 available in The Book
of Fire (p. 103).

Two: Skills

Just as every character has Traits, every char
acler has Skills. Traits define what your character
is, while Skills define what your character knows.
Skills are abilities you learn and pick up along
the long road of life, bul unlike Traits, not every:
one has the same Skills In lact, each character
will have many Skills, bul just like real lile, not
Everyone learns. the same |i.'!ﬁ:1't'll'l.‘:|, nor comes
away with the same experiences. In Rokugan,
learning is very formal. When you are born, your
parents trade political and persenal favers o gel
you {nto the best school they can. Of course, what
delines “best™ vartes from Clan e Clan. A com




plie list of Skills can he found @ the end of this

Baplir

Thyee: Clan, Tamily
and School

Now that you know the basics af Rings, Traits,
gl 3kills, s time to put them to work. At the end
if the Book of Water {pp, 78-92), you'll findd the
slrmation you newd 1o create characters from the
Seven Greal Clans, as well as ronln, We've devoted
fia pages to each of the dans to make it easy for
Ly fo decide. Each page containg the Tollowing:

Clan Deseription: This telis you a litthe bil
doat the clan vou've chosen.

Family Descriptions: There are (hree families
fsied fior each clan, Choose which family you
e from

Bushi and Shugenja Schools; Each clan has
oo schonls: A bushi (warrdor) school aml a
Shpenija (spellcaster) school. Which one did you
alend?

Attitudes Toward Other Clans: A brief quote
etiifing your elan’s apinion on the ather Gread
Lans of the Empire

Firse: CHOOSE A CLAN

Find the Clan Sheet for the Clan you want for
it character, Read the descriplion and begin Lo
alail some of the rough ideas you came up with
e Slep O

Siconp: CHOOSE A FamiLy

Choose ane of the three Families from vour
Gan and write in that family on your character
e, Becanse you come from a certain family,
m owll gain o bonus 1o one of vour Traits,
Ferard this bonos in the Trait section of the chir-
e shee|

ThirD: CHOOSE A ScHOOL

Now write “hushi” or "shugenja™ for Profession
i your Character Sheet Then go down to the
Wlom of your character sheet and record the
aime of your school under “School” Your charac
I raining in that school will give him a few
s starting Traits and SKills, Record the Traits
i Trait section of your Character Sheel. Then
wte the Skills in (he Skill section. Skills your
fracter learns in his school will almast always
bgm al Rank 1. Every hushi school teaches its
suats @ “secrel maneuver” thal only they can
iy, while shugenjas learn certain spells.

hiackers .

Record this Rank | information on your characler
sheet under “School”

When a character emerges from a school bor
shugenja, they are given a lew hasic serolls 1o
work with, Lach Clan Sheet shows the number of
scrolls of each element that are available 10 a
shugenja when be graduates, bul he may only
seleet serolls that have a Mastery Level cqual to
or less than his appropriate Ring plus one,

Your family does nol necessarily dictate vow
destiny; vou can, for instunce, be a wirrion from
the Isawa Family, You will almost always go to the
bushi or shugenja school assoctated with your
clam; Crab hushi tend fo go 1o the Hida school,
while Crane shugenja will almost always attend
the Asahing school, [t is passible o attend anath
er Clan's school, but this is rare (see “Mivantopes
and Disadvantages™ below),

FourTH: CHARACTER POINTS

Orice yourve finished with Clan, Family and
Schonl, it's time o costomize your character. You
have 25 Character Points o distribute. You can
spend your points any way you wish, but you may
not raise a Trait or a Skill by more than 2 Ranks,
Also, vou may not raise any of o beginning char
acter’s Traits above a 4, A Skill that you do not
hive uny training in at all from yoeur School s
considered Unskilled. If you put a Characler Point
in an Unskilled Skill, vou now have that Skill af
Rank 1. Remember, vou can only raise a Skill by
2 Ranks, 50 il you et 2 CP5 into an Unskilled
Skill, it will be al Rank 2, and you will be unable
t raise it any further

« The cost for raising o Skill is 1 Character
Paint per Ranl

* The cost for raising o Tralt s 8 Character
Points per Rank.

« The cost for ralsing the Youl Ring s 12
Character Points.

* Haising # character’s Honor Rank by one
costs 3 Character Points. Lowering 2 characters
beginning Honor Rank gives the character 2
Character Points, Honor Rank can only be raised
or lowered by one

« The cost for ralsing beginning Glory s 5
pisinls per rank.

+ ‘The costs of Advantages and Disadvantages
are lsted in the Advantupes and Disadvantages
section,
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PLAYING
AGAINST TyPE

Perhaps the most
impuriant dl.mt.a. wu

_|'Iﬂ.'l-i.' to mll‘-t when
“ereating ¥ Lhnruﬂﬂ

is whi

Lhunﬂ. ol buﬂhﬁt
Clan inﬂuunm Vour,.
charaeters personill-

1y the tmost, bul

becapse it will influ-,
ence the way others
see your gharacter
the mask

'.'{}1.ur'llhu nexi few:
pugut. we' 1€ Lalk-

al ing ahout hruﬂing

the Clan stéreotypes’
Breaking the Clan |
caricature can be dif-%
ficult for hoth player
and character, but
often tir ‘s the
one who doesn’t fit
ripid idealistic per-
ceptions who

hecomes the legend.
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"LIGHT FROM
SHapow"

A young and bold
Crab samurai unmm’t

hegun fo make
narae for himseli in
the ramks of the Hida

farmily, His skillis.
impeecable, his_

cournge is over-
whelming, and his
sense of duty is

breath-taking. He is

everyihing a young
Crab needs:to be to
hring glorw o his
ancestor's nimme,

But there is a fire
inchim that burns hot
and deep, and it's the
fire of bushido. Kage

knows his Hida
cousing think he is
strange because he
keeps himself
immaculate and
practices the tea cer
emony with his
elderly gunt, but they
say nothing because
of his performéimce
on the battlefield. He
knows they whisper
behind his back
whendhe writés haiku
to the Crane courtiée
hemetand fell in
lewe with while in
courlybut he says
noihing,

Fonr: Advantages and
Disadvantages

Advantapes and Pisadvantapes are s special
Eind of way o customize vour character, even
more specialized than Skills. Advantages make
vour character stronger in some sense, so (hey
will cost CPs; Disadvantages make your characler
wealker, and so they give you more CPs 10 spend
elsewhere. A character cannol lake more than 10
points worth of hsadvantages. The list ol
Advantages and Disadvantages is on pp, 72-77

Ewe: Wounds

Everybody pets hurl, including your characier
But just how tough s your bushi? In order to
determine how much damage vour character can
lake, we use Wounds. Whenever your character
gets hurt, he'll lose Wounds, To determine how
many Wounds your character can lose, mulliply
his Earth by 2, then go to the Wounds chart on
vour Character Sheet. In each of the boxes, write
this number down. Bvery fime your character
loses a nuwmber of Wounds equal 1o the number
in a Wound Level, you lose that Wound level and
move down Lo the next one. Notice that the [rst
Wound level has a -0 next to it This means that
vour aren’t seriously injured. and don't lose any
dice due to Wounds, However, il vou lose enough
Wounds 1o take you down 1o the next Wound
level, you'll be at - 1: this means that you roll one
fewer die on each roll you attempl, Characters
will naturally heal Wounds equal to their Staming
each day. For miore information on healing, oet-
ting hurt and Wounds, see The Book of Fire (p,
(017

S Honoy

Every character also has an Honor Trail The
Homor Trail is ranked from 0 to 5 and 0 mea
sures your characters nobility of mind and the
purity of his soul. A character with & high Honor
Trait is one who can be trusted o keep his word,
be fair in judpments and present himsell with
digmty. He s a man who has a high sense of
integrity, while at the same time s concerned
with his status when his inteprity is questioned. A
character with a low Honor Trait also cares aboul
Lis reputation, but for different reasons, He never

pives his word on anything, hecause he never
intends 1o keep i1, He will always take ndvantage
of sitiatioms, but will do his hest not o catch any
of the blame. While playing a characior with
low Honor may secm casier, there are disadvan
tages o having a low Honor Low-honor charae
ters are easily tempted by sly Scorpion ingues
anel beavy bribes, while o character with a high
Vinor would scolf at such rude sitemmpis (o swiy
his ethics. Oceasionally, charsciers will ke o
*Tesst of Honor™ You can find the rules for Honar
Tests in The Rook of Fire (p, 104),

Characters with a high Awareness can somi-
Hmes gain a sense of anatliers Honor Thisse with
low Honor have the feel of a rogue about them,
and there s something vagoely untrustworthy
ahout them that others. can sens¢. Honorable
characters have a sense of nobility and triustwor
thiness aboul them that is immistakable; (hey
lend 1o gel betler deals in the market and ateeacl
gl people to them

HonOR RANKS AND POINTS

All characters” beginning Honor Rank depends
o their Clan (see the Chin Sheets at the end of
this chapter), Listed below are the five Honos
Ranks. Bach las a briel description o o chardcler
at that Honor Rank. Plavers ¢an use these |
deseriptions as guides lor role-playiog thelr pwn
gharacters,

When o character chooses an Honor Bank, he
hegins with 5 Honor Points in that Bank. if he
performs an action that s beneath his Hopar
Hank, he will lose a number af Hoonor Poinls. The
number of Hooor Points he loses should be
dectded by the GM, Minor infringements may
incur a loss as small as | Honor, while a penalty
is high.as 5 Honor may acerue for a truly repre
hensible act I & character ever loses all of his
Honor Points in a Rank, he falls one Honor Rank
foweer, with 5 Honor Potots in that Rank

Example: Allan’s Lion sawnorat Jas an Howor
Rank of 3. He corrently has 2 Honor Points fhel
been g bad semurat) and hes performed an
action that wonld drop him 2 Hownor Poists
Allan’s Lion is nowe at Howor Rank 2 and ke has
5 Honor Potnts. representing the fact that he has
for start afl oper apein (o once saiin Honor Rank
i

Il a character performs an activn that is above
his Honor, he gains: Honor Points. Again, the
numiber of Honer Poinds: gained depends on the
G, but it should be between | amd 5 A charae




e whio haas 10 Honor Points increases his Honor

Hank by one, and checks off three Honor Painis @l
i aew Huank

Howor Rank O: "HoworLess Doc!”

Churacters with an Flanor af O do oot adhere
hobe principles of bushido. They mock them,
bamietng thal bushido is a code followed by fools
il ideatists, These characters cannol be Irasted,
They would betray anyone - even their pwn kin

=y gain an i|||'|.-.|r'||.'l;!_§:i"

Hovor RANK [: "UNTRUSTWORTHY"

A Charcler with | Honor is sl untrastwin
i bt mot Ao the extent ol a ¥ Honor character
pesmen still need to watch their hacks arowmd
i, bt when he can usually be trusted when
e clan §s in danger He recopnizes the lmpor
e of other peaple follewing bushido, but he
ansiders (1 o be - in the most parl - an incon
enlence. Even though this character may gain
Hamor Points, he can stll easily tgnore his con
gdemce when it suils him,

Honor Rami 2: “Wwar 15 EXPECTED
This i= the default level of Honor for those of
b samural caste. This character follows the ten
anls of bshido 1o the letler. He still feels qualms
nhis heart whenever he must put his own inter
s behind the i itg of the Clan, and his
salve 15 often tested. This character believes
hid, but soinetimes Tinds it difticult to-act on
H seliel., The difference between this character
iod an Honor Kank | character fs that every hon
i Act m his resolve stronger, making his
wmctence more ard more: difficult 1o (poere.

Howor Rank 3: "ExceprioNaL”
b 3 Honor character was onee The 2 Honor
filled with dovbt wnd trepidaton. Bui
s sirength ol bus

iracter, he lgnores them

ally Only the strongest lemptations can dis-

b, Because of their devotion to

bshide, these samural tend o be a little less

padical than those at 2 Hooor This samuorai
fide even bending rules a test of will.

Howor Rank 4: A SouL ABOVE

Mery few sannvural ever reach this level of Honor
sz are the samurad who conmot be swayed from

But when others
speak poorly of the
Crah, he is the frst to
draw his katana and.
deniond retribution.

He is thedame light in

the dark shadow of
the Cral Inadh und
while the other
samurai mil scofl at
his poetry and teu.
they know that he i
a manol his word,
nd o force'to be
reckoned With on the
battlefickd.
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" “PRETTY EVES
IRon CRANE'

His name is Daji

Kuwangn and hedsa
samurai ofitwo mas-_

ters. The firstly
Akada Totitri and the
second 18 Kakita
Toshimoko. From

Toturi he learned tac-
tics, strategy and the

secret strength that
honor brings the
heart'of the just.
Fooiit Toshimoko he
deared the technigue

of“striking with no.
thotight,” and he aléa"

Jeamedip live every
moment as il it were
his very last.

Kuwanan is one of
the most highly
respected - and

feared - Cranes in

the Empire. He has
becomie an artisan of
the blade as well as'a
tactician of great
nate. Réeently he has
gone to the Crab
lands to leart the
techniques ol the

Hida family and to

get a fivst hand look
af thie Shadewlands.
At first, the Crabs
told hivn his pretty
'face wpuld do him
ndgoad in the

Shadowlands, " ;

Kuwapan oily
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the Honor 4 samurai finds it impossible. In fact, his
enemies will find him quite easy to manipulate
through his rigid code of honor.

Honor Rank 5: "STRENGTH OF A
THOUSAND ANCESTORS"

Thise who have reached Honer 3 are the stoff

are so far above reproach that

sstion their honor are looked upon

with distrust and disdain, Hooor 5 characters are

selfless, completely devoted to their family and

clan, and are willing to give up their own life for
the safety amd security of others,

Qaven: Tnsight and
Qchool Rank

Insight and School Bank are two Traits (hat
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interactions within the Empire. losight repr

hiorw nown vour characler is (o Hokog
while School Rank determines how well vou ane
treated

INSIGHT

All char
These potnt
the che

ters have a total of [nsight Prinis,
i an estiate of how well known

acter 45 in Rokugan, To determine a char

nsight, first add up his Rings (Farth,

add up the character’
point per Skill, plus an addiri
pank above |

dlof 1L L x 10 = {10 fasioht sofar, Nes
adds wp i Skills, He has {of elezen poing
ive skills, so ks fotal noskills is 11 His
fnsighi from Traits plus fis 1] Iesight from 5
adds wp toca tolal of 121 Insight

KEEPING TRACK OF INSIGHT

Whenever o character gains a point ina Ring,
add 1 1o his Insight Total, Whenever he pains £
point inoa Skill, add one W his Iosighl, Als
remember toadd & poinl e Insight when b
gains 4 Rank | in o Skill he was provioosl
Unskilled in

ScHooL Rank
When a character gains Insight, he also brings
glory to his School, The mare fanous ke
becomes, the more secrets the Schoal's sensed 5
willing 1o teach him. This {8 represented by
Schoal Rank. All samurad and shogenja begin
Rank 1. As 4 samurai or shogenja gaing Insigh
he draws closer 1o Rank 2, When he e
Insight, he returns to his School ond the sens
tesiches him the secrets of Rank 2. Samurai lean
a new Technigque; shugenia learn 5 mare spells, |
any element or elements they wish,

When a Samurai or Shugenja wish 1o gain g
new School rank, the character compares Lifs cur
rent losight points with how many he needs
aain o new School rank. IF the character b
enough Insight points, then the char elurms

4 musl be shown his

essid. he will teach him the

1 perform al the new Rank In
Aer will gain any spectal abill
e in rank

increasing S0




| in order 1o prove his worth, This fest could
§ include something as simple as o wrilten exam,
while others will demand more esoteric Lests of
the character’s skill.

Rank | [y - 130 pts

Rank 2 151 = 175 pts

Rarik 3 17k = 200 pts

Fank 4 2| - 225 pts

Rark § 226 - 250 pts

ExPERIENCE POINTS

Evervone gets hetler al whatl they do through
practice and experience, Your character is no dif
lerent. At the end of each session, the GM will
award your character a number of “Experience
Points” These points can be used o increase your
churacters Tralts,

I gosts | Experience Poinl th learn a new skill
al Rank 1

To raise a Skill, vou must spend a number of
EPs egual to the Rank you are radsing your Skill
1

To raise a Trait or your Yold Ring, yon musi
spend @ number of EPs equal 1o fve times the
Rank vou are ralsing vour Tralt to.

Eight: Glov

Glory 1s a Trait that will have s great influence
an your characler's interactions within the
Fmpire. Glory represents how well-known and
respected your character 15 fn Rokugan, All char
acters have o Glory Rank between zero and ten.
Their Glory Rank is directly modified by their
School Rank. A character’s Glory Rank is almos|
always at least equal to his School Rank.

Example: Matse Turi has reached Rank 2 i the
Akoday Schonl, making his Glory Rank also a 2,

Characlers can raise their Glory by paining
Glory Points, Glory is always awarded by the
character’s lord. When o character gains ten Glory
Paints in his current Glory Rank, he s eligible o
rise: to the next Rank. However, all promotions of
Glory depend on the character’s direct superior. A
lord cannot advance a character to a Rank that is
pqual 1o his own. In fact, many lords may be
reluctant 10 advance a character o a Hank close
{0 their own.,

Example: Turt pains ten Glory Pousts and @
ready to qdpance to Glory Rank 3. Hogeener, s
bisfome hus plaver can make the change on fis chur
arter sheet, Turis lord must aoknowledse the
adranee. Lintil this fappens, Th s stuck at Rank 2.

GLORY RANKS

Only the Emperar has 4 Glory aof 1L

The Seven Greal Clan daimyos, and the
Emperors wife and immediale family, hove o
Gilory of 4

The daimyos of Great Clan families (eg. (he
dattmyo of the Yasuki family), the Clan Daimyos
of a miner Clan, and the Greal Clan daimyos
spauses have a Glory of 4,

The spouses of the Great Clan Family daimyos
and minor Clan Dalmyos have o Glory ol 7

The ranks between 6 and 1 are held by-samu
ral-caste characters; greater and lesser nobles,
warriors, shugenja, and sensei. Player characiers
begin the game wilh a Glory of L

Those not 10 the samurai caste (reomin, finin,
and etal have a Glory of 1.

THE ROKUGANI AND SHAME

The Rokugani have-a very imteresting atiitude
toward public spectacle

They ignore it.

Il & drunken samurai s acting oud, those
around him will tend to ipore the scene, hoping
that someone of sulficient rank will put a stop to
the activily, When this does ocour. the samurai
tends to give the offender a stern warning before
he takes public action, thus allowing him u
chanee to save [ace,

Game Masters will wanl to use this fechnigue
when their player samurai get oul of hand or decide
{o goon @ Glory-smashing rampage, NPC daimyos
or samurai of distinguished rank should allow them
an opportunity W cease and desist before the GM
wipes clean all that hard-earned Glidy,

'
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smiled, set oul

passed the wall ands

“retilrned with one of
the largest Oni heads?
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as “Kanari-

e Teisu-tsuru,” or
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Hitomr's
MLEGACY

Paradoxically, the
Dragon Clan isdest
known for their enig-
matic pature. No oneg
con truly say they
understand the
nature oiithe Dragon
Clan samurak They
are mysterious, cryp-
tic and uliimately
insctutable;

All of them, save

one, Heriname is
Mirumoto Hitomi,
and there isnothing
simpler than the fire
that burn# behind her
Lyes,

That Ffire is
revenge, plain and
simple. While she

hiis nol yet graduated
from the Dragon
bushi schools, she
has proven herself o
be one of the most
skilled samurai the
school has cver scen.
Her teachers remark
on her drive, her pas-
sion, and her com-
plete lack of fear.
They also show con-
eem [or the lack of
any.emotion other
than pure rage.
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depending an their family and profession

Wnsh

Basic Ourrir
(All considered to be Average Cuality)
Katana, Wakizashi, Bow, 20 Arrows of any
tvpeqs), Light Armor, Traveling Pack, any one
weapon, Kimonn, 2 Kokuy

Apvancep OutriT

(A consicdered 1o be average quality; Player
chooses ane item 1o be of Fine Quality)

Katana, Wakizashi, Bow, 20 Arrows of any
typedsi. Light Armor, Helm, Traveling Pack,
Rimomo, any 5 weapons, 5 Koku
Rich Outrit

(Al eonsidered Lo be Fine Quality)

Katana, Wakizashi, Bow, 20 Arrows of any
typedsh, Light o Heavy Armor, Helm, Traveling
Pack, Steed, Kimoano, any 4 weapons, 10 Kol

Shugenia

Basic Outrir
(ANl considered (o be Average Quality)
Kimong, Traveling Pack, Scroll Satchel, Tanto
3 Koku

RicH OuTtrair

(All eonsidered 10 be Fine Quality)

Kimana, Traveling Pack. Scroll Satchel. Tanto,
10 Kok, Steed

Chrab Clan

Bushi: Advanced Oufit
Shugenja: Basic Cutlit

Crane Clan

Bushi: Rich Cutfit
Shugenja: Ridh Outfit

b |
Dragon Clan
Bushi: Basic Cutfil
Shugenja: Basic Cuthil

L B i it

o e i it

Lion Clan

Bushi: Advanced Ouifil
Shugenja: Basic Outfil

©hoemx Clan

Bushi: Basic Outfit
Shugenja: Basic (htfil

Unmcorn Clan

Bushi: Rich Ouifi
Shugenja: Rich Oulfi

. _h-
Example of
Chavactey

Chreation |

L

Richard, a new player of Legend of the Foe |
Kings has decided 1o create a warmor rom lhe |
Dragon Clan to play in his mend’s new campaizn,
Rich decided on the Drazon Clan because he
liked the clan’s mysterious nature and wanted his
characlers motives o always be slightly unclear
tor the olher players

Rich decides thal a conversation with his
friend (the G} about his characters past is going
to be easier than writing out the answers {o "The
20 Questions” First, Rich decides that las charae |
ter 15 going Lo be from the Miramolo family, and
be named Karo, He thoughl aboul being from 1he
more enigmalic Togashi family, but decided that
the versatility of the Mirumato was more w his
liking. Kuro is going o become a very reliable
samural in the Deagon Clan - likable and skilled.
an able emissary 1o these owside of the
Mirumoto Stronghold

With the basic idea of @ strong, well-rounded
samural, Rich beging walking through the cre
alion process step by step. The first step has

RENTL . il
e Book-opWate
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een decided. so he wriles Kuro's name.
family, clan and profession on lus character sheel
Mirumoto Kuro, D
By deciding 1o be from the Mirmmolo family,
he gels a +1 tooany Trail, and the Mirutmoto
es o add one vaeh 1o his Agility and
v basic bushl traits thal will make
hirn miore aceurate with his katana and
hil. Kuro now has o three i botl Agi
Refloses, bl stll just a two in his other Trait
few of his Traits, the
Wrumoto  Rurn hasic training in a
fow skills: Archery, Defense, Kenjutsy, Meditation,
1ja Lare, and any ane Fligh or i skill,
fich decides that Horsemanship is id Final
akill far his churacter since he's going to be riding
il over Rokugan. Finally, before leaving the
Wirumole school, Bur 5 Gaught the
iivle of the school: the Daisho (tw
nigue Kiro's TN to b hit sill alw
when he has hoth of his
aisho @5 so bard o gel p
Ko |

gain

g

JL'H i'll!l_!'lﬂ'l.lll':’ il

Bl g

signature
ward) tech-
va be plus five
s hecause [he
th wn attack
chiracter points Lo
md  Disadvantages,

Mo,

spend 1
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eck over the Disadvandages (o see il
any of them are appropriate for the vision he has
aboul the various disadvan-
¢ that only an
Rich the GM
w i small Tavor 1o
saponsible for
kaow when the Asako fam
ily u.l[l re| e ‘\l hiss-aid, but he knows that fulfill
ine the request conld make lor an interes
story on its o own, Aler taking the twa paoint
Disadvantage, Rich has 27 points to spe
out his characte 5 with | 3
ieciding |_|1|1~]|LII' o Hl nluu Blessing (kure 15
podng o be naturally friendly aml easy o talk o)
and Cireat Pesting. Rich wants Koo (o be an
impartant parl of the Legend of Rokygan, so
choosing Great Desting will tend 1o weave him
it the higger plots as well as keeping him safe
in the wirst
Wext, Rich is going to work on bis Traits: since
Kurd is poing to be an emiss Rich want
I e charismatic. Benten’s Blessing was a very
poud start, but he decides to add o poinl of

a while
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‘Mitomi watched her

__samurai, Hido
“Yoakamo; Hitomi_ was

Fonly one whit saw |

Yukamo's Katana
“strilie her brother i

emoved his armor. |

ing 1o end his life

It was not long

ugodthot the young:

elder brothgrget cut
down by a Lrab

the only one who
saw the duel, md ﬂn-

the bagk.as he

She was #so the only
ong wholsaw

Nokamo ridicule the
dying samural, rofus-

quickly and'merciluls,
ly. She testified 1o
these facts in court,
but it was the word
of a voung girl

against the word of
the son of the Crab
Clan daimyo.

Yokamo was excused
and Witomi was
forced to apologize

lo Yakamo [ér her b
“error.’

She is a woman
driven by a single
motive, and she will
do anyihing 1o, see
Yaltgmo it her leey,
bepging for his lifeas
her hrather d‘lll yeurs
hefore.
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al's okay. The first place he starts s with kis
Kenjuisu; like any samural, Kuro does !
be defeated in battle. His maximum inerease s
Rank % ¢ ic des on an increase in Wiy po i Rich ramses Kuro! intsn skill o
A : ol Strength o pive Ky me bulle and make the it With his final two points, Rich ¢ fo
E F av TN 2 impressive as his smile. | increase huras Horsemanship skill 1o Rank 2,
= \ i This Pace~ | IR it g -IF:hHuj.,:”l:]l']:TI|-!I|1I?:1 ,: |J|||.L ane ” L) !_ll':i:;ﬁl E:lii'-lf;;lr:.i»:r; ||:|I[ {.'lf'll.ﬂlllllt.'!-i.l_' [Ii.;llnlr. i
p N C e wanled koo ta be we 10se SKIES should Delp kuro i (s travels,
_ . E’!’IER'OR ﬂ}' “ s rather than one-dimensional. Rich now { haracter points are all spent, so-all tha
== 9 b tt"‘ LG L S  cletermines that since Air s the only Ring in eI s 4o il ot the character
F " - e which he has raised both Traits, his other Rings  didn't ch Kura's Honor Rank. &
_‘ & pﬁ_ﬂ'\l’lﬂﬂﬁ u-'illrrl;'lnlmrl at Rank 2 . . down Ra for Hopor aod o i ol five of
. ; PAGE—~ "ﬂ'!mﬂu' Kuro's advant: o5t i seven points: three len hoxes 0% Farth Bank is 2 2, 50 he pois
) 4 Jl :ﬂ;: THE TEA il for Benlen’s Bless nd Four more Tor Great  four wounds per level, and Bich puts a4 in cach
flla i i [ " i 1 ¥
o e 4 i Destiny: The two traits cost him 16 more, leaving box under Wounds Like all starting charac
< ;

= _ | Lo L R only [our points left to increase his skills, but  Kuro has a Glory of 1, Kure has aostandand set
. . : h eouipment, and nofes s
primary  weapon  ani
armor on s sheet: Ko
uses i Kitand (damiy
; Kure will add
Strength of 3 to tkis, and
he'll redl =iy damage dice,
keeping two) and light
armor (+% TN 1o be hi
: | while he’s wearing i),
-~ & Raro's T fo be hit i5 o 25
! m - 15 points fe his
Reflexes, 5 points fir his
light armor and another §
- points for the Daisho lech:
pdggee. 10 will T quite diffi
. cult for the bad guys 1o hil
= y 4 —— L i _ . ; : . Rarg, but thats o pood
Y e, i : 1 g | thing since Kuro cand
I absorb o whole lot of pun
ishment.
The last thing for Rich
o do before Koo heging
adventuring s 1o deter
mine his Insight Kuroy
Ring Ranks add up (3 11,
! 1 : I B, | il ; > . sohe pets 110 painls from
s T - v < I R T L - B Nis Rings. With 10 puints
it s, his total Insight (s
a

With bis Datsho under
his Ohi, Kurg sels out
chiange  the  future of
Raksean,. ,




;
|
|
.!
|
|
i
|

Mirumoto Kuro  Dragon

Ais
Reflexes: 3

Awareneis: 3

Fire
Agslity: 5
Intelligence: 2

Strength: 5
Perceplion: 2

Stamina: 7
Willpower: 2

Void Poinds Speni:

Technigues

Profession:
Bushi

Primary Weapon

Katana 3k2

Primary Armor

Light Armor
14 310 b hil)

TN to be Hit

(Reflexes 5 + Anmor/
25

fincludes +5 Tor Eriisho|

Skills

Archery
Delense
Kenjutsu
Meditation
Shugenja Lore
Lommerce
Horsemanship

(sight: 120 |

Daisho: +5 TN 1o be hit

1_5&500‘: Mirumoto

bl || || el

Rank: 1

Advauntages/

Disadvantages

Benten's Blessing 3

Gireat Desliny 1

Brash 2

Glory: |
S A L O

Heomor: 2
b2 P i L e e O

Experience Poinis:
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Rasic Zqmpment

| koku qeold) = 5 b (silver) = 50 zenl foopper)

MISCELLANEOUS EQUIPMENT
Backpack, wicker bLOprpErs

W .'j T Basket, large ¥ LOppers
B | Caqumgment | i
it . Books and Serolls Average) 110 silver

"PETURE# = Finge: . 2- 11 kuley
TH!? PAGE (Shugenja nse the fine variely)

A. Wonden boX Bowyers Kif 2 sitvery
" Candle L1 coppery
H-_E“"dﬁl‘.ﬂs Nwigndy i Chest, metal & silvers
y v Chesl, wouden 2 silvers

Chopsticks {ivory Hovoppoers
Cloth, silk bali 2 kolku
Drive and dice cup 23 cappers
First aid kil 3 wilvers
Fishing kil {indudes hook, nel ete)  HE eoppers
Flitat amel Stewl 15 coppery
Furoshiki sack | copper |
Crames. (2o, shogi, #1c) M) coppers and up
1 [ (medical kil | silver amel up
quﬂ' hattle. Fantern, metal | hi|.'r1'l"1
R Lanlern, paper | il
K. Fife starter kit Lantern oil 5 enppers
L. Wicker back- Mirror, small 3 silvers |
ppack Mirror; large 2 ok

Samurai seldom pay for anything, If they wint
) R something, they take it or they command their
! _E' PMM Ry peasandry [0 make il for them. However, with the
F. Silk rope M rising power of the merchant class in Rokugan,
: gl Rl flems of higher guality are coniing indo demand

G, Fishchooks - : ENPRS s EE s
i Whien characters receive their Outfits, they |l wani
B et W lo kow just what a “anto” is Here s a list of

W gl available o samurai and shugeni:

. Iron lantern §lp equipment availuble to samurai and shugenja.

M. Straw hat

o N. Straw rain cape
T

0. Cooking potl!

Q. Iron bound box
B. Candles

5. Basket
T, Stru mat
W . Hemp rope
. 'u. " Dried Iumi

-1 o A L s b L o et i ke mariecn
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1-3 silvers

sinHsen

hriwi

ek

Mutee

drurm
Paper, writing [pooch of 5 sheets) | stlver
Pal, iran 13 enppet
i Cuiver 20 vippers
Hop, braided hair 4 coppers! ol
tope, hemp I copper/Too
Sumi-e {writipp b | silver
Sword stand 1 silver — 1 gald
Travel pack 5 coppers
filried rice and sl wrapped b dee paper)
Llreshre b 2 silvers

CLOTHING

AL elathing | listed with fs “average” price
Moshle elithine can be mach meré expensive, up
fn 00 fimies mire expensive in some cises,
[essen 4y coppers
Hakarna 79 coppers
Haori 25 LTS
Kimon (includes obi) | silver
O poch 23 coppers
sandals M coppets
i Silk cloak 70 coppers

Fine EauiPMENT

Many of the beginning Outlits Hst items as
“ine” This means they are of higher quality
than regular items.

For instance, a Fine Quallty katana has a DR
ol #k2 rather than k2, and no Crane diplomat
winld ever be seen wearing a “norynal quality”
Kirmemier {oui of fear that his GM may penalize
his next Eliguette Roll)

Fine quality items tends 1o be 3 limes o 10
times more expensive than normal quality
iterins, but they are, at the very least, impressive,
and - sometimes — more wselul

WHAT IS THIS STUFF?

Furoshiki sack: A bundle of Tabric falded and
Mrowny ovier the shoulder; used to carry small
iLems.

lnro: A small, sepmented box used fo carry
personal belongings.

Samisen: A Rokuganian gultar,

Biwa: A [our-stringed lute,

Kota: A thirteenstringed harp.

Kokyu: A threestringed fiddle

Tessen: Fan (olten metal and edged)

Hakama: Divided skirt jonly worn by men
inl serkirai-fe)

Haori; A garmen! thal exaggerates shoolders

e U M L e e i w4 e S o
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ITEMS
JPicTUREDY
This PaGe
X J'lr!.'l;lﬂ'l quiver
with ruiw gpver
B. hﬁ'ﬂt‘ﬂ ltl[?l‘!.. i
L Prum

M. SAmisen ®id
pick
V5T Food bowdand
lid with chopsticks
I, Dice and cuplfl |
K. Sake sel
L. Scrolls
M. Silk bolt
N. Flute
0. Go gate
P, Tea sel

Q. Bow' stdng
holder

R. Inro




The Rokuganiese
word “an” means
“face™ or “reputa:
tion™ {as'in, “Pulting

on your hest face”),

For the purposes
et simplicityaod

clanity, we have

divided-on into two
traits: Honorand
Glory,

Agharaciers

Honor can be besi
defined as his seli-
esteem and self
wouth. It is his condi-
denice in his own
abilities. When a
character takes an
action that would
cause him an Honor
loss, he is literally
destroying his own
confidence in him-
self. Lowly acts are
casy; honorable acts
ure hard. That's why
its easy to lose
Hlonor and difficult
e gain il

Glory, on the

other hand, is how
others view your
charagter thrpugh his
‘reputation. When
your charucter mis-
hehaves in public, it
is & loss of Glony,
Secretiveshameful
acts will only tause a
loss of Honor.

R T TR ey ST S ————
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Every skill has the Trait the Skill is most often
ised with and the mechanic that s implemented
when the Skill s used, It will save time while
plaving w list the total number of dice thar will
be rolled along with the name of the skill on your
character sheet. Temember: that the listed Traits
and Rings are only the most commonly used
traits lor a particular skill. and the gamemaster
can choose any irait when asking for a roll. For
mare information on how o make rolls, see The
Book of Fire.

High Skills

These Skills are honorahle for those of (he
samural caste to practice,

ACTING (AWARENESS)

Characters with this Skill have training in the
ater. There are two kinds of theater in Rokupan:
Kabuki thealer and Moh theater. Kabuki theater 15
flamboyant and full of action and color, I s
“samural” theater, lelling the great and ragic tales
of lords from the past. Noh thealer is not Kabuki
theater; it s quiet and subtle, with lighl music
and litlle movement agunst a black backdrop.
Characters must choose which form of theater
they are trained in. Most characters will probally
be more interested in Kabuki theater.

Characters with the Acting SEill gain the abil
ity to dispuise themselves (ninja often use Adting
i disguise themselves as geisha). Characters with
Acting can convince others they are not of the
same caste, profession or even gender. Using
Acting in this manner is usually & Simple
Awareness -+ Acting Roll with the TN being
anpther character's Perception x 5. If the character

has to actively engage in conversation while iy
disguise, the Simple Roll becomes a Contestul
Rall,

Barp (AWARENESS)

This a5 the Skill of telling a story well
Storylelling in Rokugan is an ancient {radition
Every lord kas a bard in his court, telling tales of
samurai of long ago

CALLIGRAPHY (PERCEPTION)

Calligraphy, or sfrogaks, i the arl of writing in
the ancient language that was given 1o man by
the Fortunes. A characer with Shopaku can read
and transeribe the ancient serolls in the shugenja
schoal Hbraries.

CovrTier (AWARENESS)

A character skilled in Courtier knows all (he
ing and auts of courl Hle, He is aware of wha is
making the power plavs, whoe s in debl and who
pulls the strings

Dawnce (AGiLiTY)

There are two styles of dancing [ Rolkugan
court dancing and lolk dancing, Court dances are
performed almost exelusively by women, Folk
dancing is performed by the peasant [olk, bl
men and women afike

ET1oueTTE (INTELLIGENCE)

This is the Skill of Koowing what to say and
how to say it A character with Etiguetle s confi
dent in his social skills, and mever makes s
lakes in fromt of the wrong people. This 15 a very
impuortant Skill for those who wish (o spead (ime
al court, for the court of Rokugan is very formal
Demonstrating o ladk of concern for eliguette
demonstrates o person of low character

HERALDRY (PERCEPTION)

A character with Heraldry has studied the ban
ners and sigils of the Clans and Famiilies. With a
Simple Perception + Heraldry Roll vs. & 20, 4
character can know one of Tour things abist g
person when viewing their banner: 1) their name;
2} their Clan and Family, 3) their Honor Rank;
and 4} their Glory Raok. With every Haise, (he
Herald can know an additonal facl from viewing
the banner. (See The Book of Earth p. 21} for
details on how o make Simple Rolls)

HisTory (INTELLIGENCE)

This character has studied history and is famil-
far with all the perlinen! evenls that have led up
lo the currend palitical situation
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HORSEMANSHIP ( AWARENESS OR
AGILITY)

samural are master horsémen. A character
who has Horsemanship kn hivw 1o ride o
horse, how o fight Trom horseback and hine 1o
shoot a bow Trom horseback.

HUNTING (PERCEPTION)
| A character with Hunting s
skilled in all manmer of outdoor
skills, He koows faleonry, how
Lo track, how Lo mike o lire, sel

INVESTIGATION

When on o crime scene,

character fwith

Perception)  knows  where Lo
lowtke Tor clues, how v pud dis
parate  facls  togpcther | 5
iIntel o) und  jusiog f ' 'EE:
Awstr how 1o inter : ; %
rogEate s
Law
(INTELLIGENCE }

This choracter s
familiar  with  the =3y
mner  workings  of
Wkugans legal system

pects

sl and write up lepal
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fused (o venter energies) and acupunitas

MEepiTaTiON (VOID)
A character with the Meditation (Za-zem Skill
can make o Simple Yoid + Meditation
[} Roll va. 20 to gain hack all his spent Void
 Points. Meditation requires complete
Ii. undisturbed silence for ome hour fo
i

enmplete,
Music (AGILITY AND

AWARENESS)

\ This is the Skill of playing musi
b ‘ cal instruments. Tor every Bank
taken in this Skill, a charocte

may learn another musical
instrument. The § 15 i wide
bodied flute; the fue s o very
popular long, bamboo [ule; a

fichirife 15 a double reeded

w
e v
g h.;.\rsl_;
[Mute, not anlike an oboe; a

b
) A koto is the Japanese zither,

‘, 128
ﬂ iy i N 15 thi
gl ! Instrument,
Pl and sanko are the three
[ ] drums,
[] While plaving an instru
[ ment is a demand on the
characlers manual  dexterity
[Agility, 1 ds alsi o demiand
o his sense of tempo, pitch
and harmony [Awarer
When a character plays an
instrivment, he must wse The

ks % i

N LT

LORE (SHUGENJA,

Bushipo, ETC.)
(INTELLIGENCE )

There s much o be learned
gl g varlety of subjects, and

o of those subjects, A character
may speclalize on any subject, bul
Shugenfa Lore and Shadowlands
Lore are among (he most
popular in Rokugan at this
fime,

MEDICINE (INTELLIGENCE)
This character is familinr with the medical
es and
oare wounds Lo inake certain they don'l become
mlected. Hee bs familiar with massage technigues

e |

(3% | FRERFRE AN EEE i}
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lower of those twi Traits,
PAINTING

(INTELLIGENCE)
' This is the arl of sponla
?. neous ik painting. Many
e samurai are skilled in (his
I palnting style, 11 s done briskly
dand without forethought, relying
enticely on intuilion and insplea-
tian, much like iafjutsu

i A

i i : PﬂETR'I'
(AwARENESS)
Haiku s the (hree
line, 17-syllable style of poetry. Again, this style is
very papular with samural for ils concise
irmpranmplu nature

“continuesd perforii

e honorable, thus ¥

(ConTINVED)

However, both
private and public
ncis will eause o
churactér ig-lose - |
confidenes in hig
oW virlue, Adhe

acts viewed as lowly
obase, he will  °
doubt'lfis ability to |

making i tven more!
difficulito act

aceordingly.

Wonor and Gy
are very clogely
linked to each othes
almost to the poinl
of being co-depen-
dent. A samurai can-
noi be hanorable if
he does not perform
deeds ol greal glory,
and he pannof gain ,
ey inless he per-
orms deeds of hon- |
orable accord, | b

— -
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ScHooL Rank

i 's« GLW| Iy

Wheh a sanvigal
gains prestige in his.,
school, he dlso gaing

 prestigg I society,

> However, just

(i becatiSg.a samuraly
has great préstige.in

Fagales

the E.‘.‘ur‘t‘dﬁﬁgm

.  mean he gajal pres-

tige in*his senseil

W\ ‘schoel.
Whenevern saimil-

T rai.gains a'§cliog)
Randg, hi¥ Glory Rank,

albe, increases by
one. This reflecis

~ Rokugan's apprecia-

tion of the military
arts. However, when
he gains a Glory

Rank, his sensei does

not autematically
begin teaching him
the next school

secrel, He has to l.'iil:i;i_-ff_ o
that through blood, ™

Usweal and bruises,

S TeaA CEREmONY (VOIDY

el

| Rank of the performer) will gain back a single

s i L I

THEOLOGY (INTELLIGENCE) f

Characters with this Skill ore familior with all §
the rites ane pract of warshiping the. many §
eoids of Rokogan, Religious services are highly
formal, and tmproper procedure oy deavw wrath
P Uhe gods. . ad least, hats what the pecple of
Rokugan helieve

Ruger Skalls

sare the SKills taught 1o figlting e
Must Skills listed below qare self-explanatory, Aoy

SHINTAO (INTELLIGENCE)

This is the suly of the Tao of Shinsel the
suiding philosophy of Bokugan. Note: & charar
ter cannot have Traits higher than 5 withoul dlso
having at least a Hank 3 i this Skill

SINCERITY (AWARENESS)

The nobility of Rokuogan do oot value bonesty,
(hey valo sincerily: the ability Lo give the appear
amee your helieve whal you are saying. Characters
with Sincerity are the most skilled in this respec

The tea ceremeny s Bar from simply brewing it other Hian a “sword weapon™ (suc

tea, It is o detailed ritual, designed 1o free the Rt and wakizashiy muost Be learmed as a s
and  drale SRl The Skill “Bo Stiek” for instance, i
| hen a churacter tries o strike another with

i hall an hour for & ch vith this Skill tp ~ a ] Skills thal require & (ke explimiio: |

perforin o coremony a Simple Void + Tea  (ike Archery and Tessen) have Lex) for clarifica

Ceremony rolly and all involved (up o the skill — fion

ARCHERY (REFLEXES)

Characters with Archery (hyagudsy) are prog
ticed in the Skill of shoating bows, However, t

spent Void Poinl.

"|'4' - -
T A
A R AR g i
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arle of kyojuiso Is very sponlaneous, relving on
instinel rather than wim “The areow knows the
way" s i comman phrase among archers of
Archery

Rokugan, Charseters use Reflexes
when Tiring bows,

ARMORER (EARTH)

This is vered-sen the Skill o of making and
tepairing artmnor While this Skill 1s wechnleally a
Merchant Skill fand is listed again o the
Merchant SkUD section ), it 45 one of the st hon

| orahle of all Crafl Skills,

; ATHLETICS (VARIES)
Runinlog juniping, lifing and stendlar physical
actions [all wnder the pursdiction of Alhletics, 1] a
| charicter s runming, for instance, and wants (o
lest s speed, he uses Rellexes +  Athletes
However, I he wants to test s endurance, he
would roll Staminag + AMhletics, Mhletles §s a
Bugel Skill Tor Samuorai-caste characters, aod o
Low Skl Yor femeee and frrnn,

BarTLE (PERCEPTION)

This Ix the study of warlare. Characters with
Rattle have studied the suceessiul strateges and
tacties of famous battles amd the philwsophies of
war, This skill 15 used both lor lorge scale batlles

N md for smaller skirmishes,

Derense (AGILITY)

Every character knows how (o get oul e way
ithat's thelr Fire Ring). This character knows how
to do il eftectively. Any character who docs not
purchase at least Rank 1 in Detense cannot make
e Fudl Delense Mancover.

howrsu: HAND=TO—HAND
(AGILITY)

firggsefsay is-Vhe ant of fighling with bare hands
Losenel has o) that Shinsed brought (his skill with
flmi from across the mountains: Dumaze from o
Hamd-to-Hand strike s Strenpth + 0k (see Book
of Fire for details)

lauTsu

Thuse who practice Taijutsu practice the an of
the “fast draw " Taijutsu is only praciiced by samy
i amd kalang are the only weapons that are
wsedd 11 ds i Toread duel that muost follow explicl
rfes, or the offending party s dishonored and
ppected o cominll seppmeke.

Yosamoral with big sward (mits soya most ase
I bnifootsne skl (0 b swishes (oattack in the cur
et eond of comrhal, or must spend the round

drawing and preparing his weapon, A drwn
weapon canoot be wsed with the Tajotsg skill

Tows saniural stamed i few Teet aparl with their
Ratanas sheathed, Then, ina larions explosion of
muotian, both suddenly deow thetr swords and
altuck, The pudes Tor Lafjutsu Duels cad be found
i The Book of Fire {p 108)

Kenursy (AGILITY)

Thils SkUT s vsed when a character 15 ustog a
katana, wakigshi or any oher weapon listed on
[k |22,

War Fan (AGiLiTy)

The fessen, or war lan, s an droneribbed fon
that has tao purposes, It s wsed as @ hando
hand weapon, wpically o parry strikes from
unsuspected attackers 1t 1s also used to give silent
signals on a battletield, To give signals on a bat-
Hetield is a Simple Agility + Tessen roll

WEAPONSMITH (EARTH)

This is the art of making and repaicing
weapons. While this s also a Merchant Skill (and
is listed apam i the Merchant Skill section), 11 is
one ol The most honorable of all Crall Skills.

WRESTLING (STRENGTH)

st seme, the Torerunner of somae
wreslhing, It 1= a sport rather than a lethal skill
Using this Skill, a character can throw his oppo
nend with o successhul Contested Strength ol |
his opponent is thrown, he most moke a success:
ful Stamina roll 2t a TN of 5 % the Streneth of the
thrower (plus % for each Raise of the thrower), or
he is stunned and can take no action next Bownd

Merchant Skills

These SKills are scd by those who are nol of
Hhe samuoral caste, While 0t 1s pot dishonorable 1o
use them jexcepl Commerce) i is not honorable
for se themn, elther,

ARMORER (EARTH)

Mhis i poredser the Skill of making and
repairing armor. Whike s Skall can s lechnical
Iy o Merchant Skill and is Hsted pgain om the
Merchant Skill sectiond, it 15 one of the most hon
orahle of all Craft Skills.

COMMERCE (AWARENESS)

This 15 the Skill of bartering, handling curren
oy and merchandising I is dishonorable for a
snurai o practice this Skill

ScHooL Rank,
_Ggory. HonoR,
AND INSIGHT

/& strat lﬂhl for-

omal society like

" Rokugas has guite a
few social “ladders™
that people occupy.

‘Here's thegfuick vers

sion of these {our
sats,

School Rank rep-
resents how well
your chugicterisy,
trafned, The more ha
knows the more
puwertul spells or
abilities he learns.

Glory is your
charncier's renown ing
the Empire. [i's based
o his Schoal Rank
(prowess is n.wml.dj.
but can also be '
increased on adven-

tures by doing greal
deeds™

Honor is how
closely youreharag-

er follows the code
“of hushido. Dishon-

orable acts can affect
vour character’s
Glory as well,

o Fimully, Insight is
based on yourchar-
acter's stats. . and:
when they get high

v enough, lic can

return B8 his school
(o gaindhe pext

“iSehool Rank.




“LITTLE
TurTLE"

Her.cousin called

her thit name; but:
Shiba Tsukune didn’i.

mind oo mich that

she was shy. She was

atways.quicl, but also

watchful. She pre=)

fetred to stay.on the

_ige of the room and

watch rather than
\ danee and sing and

subtly fliet with the

bitys the way her
Isawa cousins did

When JII‘..'WIJ_&_HI.
time fow her to attend

bushi“school, she
used her observa-
tions to learn from
her classmates' mis-
takes. When her sen-
sef said, "You will
“learn all you need to
know from watching
your enemy,” she

nodded quictlyta®
herself.

Al her gempukku

ceremony, Tsulwuney,

learned much from
waiching, She had
Jeamed how to watch
the breath of her
ememy (o anticipale
_-an attack. She
“learned how 16 sense
the energies of the

shugenja of the . ¢

Phoenik Clan -

-
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CRAFT

This Skill covers many different-areas. It is the
Sleill of malking, Every manner of crafi can be list-
ed with  this Skill, except  Armorer and
Weaponsmith, which-are regarded above all other
Crafis. Samples of Craft Skills include: Farmer,
Cook, Potter, Gardener, Shipwright, Brewer,
Carpenter, Cobbler, Fisherman, SeamstressiTailor,
and Mason,

HerBaLism (INTELLIGENCE)

This Skill is the peasant version of Medicine. Tt
is used 1o cure wounds and heal maladies, Instead
ol acupuncture, it uses herbs,

LocksmiTH (AGILITY)

This Skill not only allows & character to make
[iscks, bl to break thein. When a locksmith creates
a lodk, he makes o Simple Apility + Locksmith
rodl, This sets the TN for the Lock, When another
Locksmith attempls 1o pick the lock, he must make
a Simple Roll vs, the lock’s TN,

WearonsmITH (EARTH)

This is the art of making and repairing
weapons, While this is alse a Bugei Skill jand is
listed again in the Buge Skill section), it 15 gne of
the mnost honorable of all Craft Skills,

Low Skills

These Skills are dishonorable for those of the
samurdal caste 1o nse

ATHLETICS (VARIES)

Running, jumping, lifting and similar physical
actions fall under the jurisdiction of Athletcs 1T a
characier Is running, for instance, and wanis to
lest his speed, he uses Reflexes +  Athletics,
However, i hee wants (o test his endurance, he
wondd roll Stamina -+ Athletics. Athletics is a
Bugei Skill Tor Samurai-caste characiers, and a
Loow Skill Tor fretmin and fivin,

FORGERY (AGILITY)

This Skill allows a character 1o lorge olficial
documents, letters, ele. When forging a docament,
the [oreer must make a Simple Agilily + Forgery
Roll. This sets the TN for the document. When
another character views the document, he mus!
muke a Simple Perception Boll {(sometimes sup:
plemented by Law or Investigation, depending on
the GM) 1o beat the TN of the docoment,

- B e T B L e L T R e L i-
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GAMBLING (AWARENESS)

This is the Skill of professional gambling In
other words: cheating. The Teail 1o use with
Gambling is Awareness. To delect cheating, a
character must make a Contested Perception +
Crambling roll against the Gambler's Awareness
+ Gambling.

PoisoN (INTELLIGENCE)

A character with this Skill will be able to
detect, analyee and use the various poisons avail
able in Bokugan

SEDUCTION (AWARENESS)

Honorable women do not act seductively. That
activity 15 lelt o geishy. Seductlon wses @
Confested Awareness -+ Seduction Roll ws the
pppanents Awareness

STEALTH (AGILITY)

A character with Stealth (sfinobd)  moves
silently through shadows, unseen by the casual
observer, To use Stealth, a character must makea
Contested Agility + Stealth roll apainst another
character’s Perception

TORTURE (AWARENESS)

The use of torture is dishonorable because i
imvolves touching blood, sweat and dead fesh,
When wsing Torwre, o character s Arying 1o
extract information from the tortured character
uslong pain, Torlure is o Contesied Awareness 4
Torture Skill vs, the opponent’s Starnina [deduct:
ing a number of dice equal to his carrent Wound
Level, of course),

7
Advantages |
and
advantaqes
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spend 1o pain the Advantage
ABsOLUTE DiRECTION (I POINT)

This character never gets lost We adds owo
dice Toany rolls iy elving direction, mapping or
finding his way oul of a Shadowlands crept,

ALLIES (VARIABLE)

You are comected. For cvery 2 Poinls yoy
spend on Allies, you can gain o single Minor Ally,
and for every 4 youecan gain o Magor Ally. Minar
Alfies are Tolks who can et you lezal Hiings like
food, shelter and perhaps & small amount ol
money. A Mapor Ally cimoget vou thines that are
slightly less casy o acquire - like fake ravel
paapers, audivnes with a daimyo or o quick o
pight ricle out of the Provine

AmMBIDEXTROUS (3 POINTS)

This character may use hoth hands withoul
penally Ay character who does nol fnvest in
Ambidexterity rolls two fewer dice when using
his [ bl

BENTEN'S BLESSING (3 PoinTs, 2

POINTS FOR CRANE CHARACTERS)
Peaple are atlracted 1o you U may be vour
lols or your charm, or may e bothe You ust
have that certan "something” Whenever you
make o roll involving persmasion, keep an addi
fiermal die i il they are attracted 1o v already)

BLackmailL (GLORY OF

! BLACKMAILEE)

Yo have a Bit ol infurmalion or evidence that
por can lold over someoney head, Because of
this inforawdion, you can gain advantopes oeer
the puily parly. The cost ol this advimiage s
sqqual o the Glory Rank ol the individual, This
Advantage costs one point less than sl Tor
seorpion Clan characters, keep in mind thil o
ane likes 1o be blackmailed

DeatH Trance (3 Points, 2
PoiNTs FOR LiOoN CHARACTERS)

This samural understands that death has no

hold ever himy anmd his takeen the philosophy of

bushido e hieart, When e Lees death, b enters
it & thoughtless ange thal gives hime grea

| courage in the lace of adversity. A character wilh

Death Trance automatically suceieds aivy Fear test

CLear THINKER (2 POINTS)
It isol easy b frick wou. Whenever another
charicter tries 1o conluse, efuddle, or Tie oy,

-’u.l{l LA i ||ik.':'rill_l.'.l'| Yumhe
DirrERENT ScHOOL (5 POINTS)

This character did nod g o his Clans bashi o
shugenja school, but was fnstead an “exchang:
shudent” al another Clans school. This requires
the prospective stodent’s fumily o cash in g nom
ber of fivors, ane may have seme effect on ol
ers perception of him o Crab hoshi who stodied
il the Kakita school would almost certainly by
mocked by his cousins This Advantape iy only
be faken oo

GRrREAT DEsTINY (4 POINTS)

When this character was born, #omay have
beent that the slars were alipned just righl, or a
birthmark was in jus! the right shape, bot (he
ancestars siiled anel a Desting was created fin
this child. The great wheel moves thes charactes
showly and surely toweards this desting 1§ this
character takes damage that would kil hing he s
reduced  instewd 1o a0 single Wound e the
Linconscious Level The Seven Farlunes will anly
prateed o charicier in this manner onee per sfory
The GM will decide what the Great Destiny s,
Bit neeel never reveal it to the chiaracter, Onee e
Destiny has beeo fuliilled, these points are tirned
inte another advantage of the GMS dioice

HigHer Purrosi (2 POINTS)

Yo have dedicated vowrseli to a single goal, o
single objective. Whenever you lake o step fowand
achieving your Higher Purpose, vou gain an extr
experience poinl e “Experienoe”
end of 1he session

INHERITANCE {VARIABLE)
Yo hive

Fedinw) at the

am aneestral e al
somie sart, This ilem has been carried by your
ancestors and its spiril has become more power
ful than a normal itenn, The cost in peinds and the
nalure ol the fdem must be agreed wpon with the
GV, but even a minor magical dem would cost 2
or 3 ponts A Clan's Ancestral Weapon or Armor
mght cost 240 painls ar inoere.

INNATE ABILITY (3 POINTS)

When o shugema bas gaoned mustery over o
spell, he is able 1o complete the meredibly com
plex sequenee ol mefions and meditations thal
are required {o appease the spirits and manipo
late the elements withowt the aid of & scroll For 5
Points. o shugenja can begin the game with one
spell as an Innate Ability, The shugenja no longer
needs 1o have the spell seroll 1o fronte of him 1o

heen given

T:u: most skilled

ahulgq:ju of the
Aimpire™- for umrsTgn

- npmm lug prodigyl

i_ult.-ly pui. her™
\in command of a
“small squqd'r{m of
samurai. |

‘E! |1Ilil Turﬂlz" '

= anil While 5hc is sl
a silent as gver,
those who have met’”
her on the battletield
or an the other end
of her faithful nagina-
ta have leamed never
to underestimate thee
silent samurai-ko,
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iou would not
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W Emperor's court.

Aramoro loves his
brother, but more
importantly, he is

also in love with his
brother's wite - his

late his brd
st, he cannot
imt hé&the passions

of h desire*
Heisa manio
hutwnen his duty to"
L to hib Family

cast the spell I ihe shugenja casis the spell from
a seroll anyway, the spell i even easier and 1he
shugenja is given a Proe Baise, A shugenja can
have any number of spells mastered as inmae
abilities, but canoot memorize a spell unless his
Rang Rank plus his School Rank is equal G o
sresater i e Mastery Level of the spell. (See
e Book of Air for more details oo spells)

Kuarmic Tie (1-5 PoiNTs)

e Rokugani believe in reincarnation, thal
every soul lives o hundreed thowsand Tifelines.
When you meet somenne, he relationshipis)
vourve had i past lives inflloence yoor reaction
therr in this life, You feel nneasy around the peo
ple you've had bad relationships with while vou
leel comfortable arpuml those you've had zom
refaticmships with,

I o pareliase o Kharmic Tie, vour character
hiats found someone they are connected with from
# past Hle Your relationship depends pp e
ol of points vau invest in this Advantage
lir every poind you invesl fup e 5. vou ay,
onee per game session, mdll oan additional die
when you are fighting lor ar protecting your |ie
Yol do not get o keep the additional dice vou
ritll,

LARGE (2 Points, | POINT FOR

CraB CHARACTERS)

Yo are big. The average Bokugani is appross
iatedy 3R 10 5787 alk You are anywhere from
0 o 657 This s bothe ancadvantage and o dis
advantige, Whenever you engage in social situa
fions, vou roll one die less. However, all damagy
rills are al 4L dies

Luck (3, 6. OrR 9 POINTS)

['ea Very tevel ol Luck, vou may reroll one
unsuceessful roll during o session

Macic ResiSTANCE (2. 4. or 6
POINTS)

For seme reason or anther, you ane highly
resistant (o spell efects For overy b points
spent on Magic Resistanee, any spells it targel
voul add 5 1o theie T,

PERFECT BALANCE (2 POINTS)

Yol roll an additional die whenever perlorm
ing actions involving balanee,

Quick (3 PoinTs)

Yowre just faster than other Tolks. When deted
mining lniliative (see “Skirmishes™ in The Book

ool Five, p 1051 poll o dice anel keep the hishest

Quick HeaLEr (3 POINTS)
Yol hieal wounds as o vour Staming were ane
Rimk: higher

Reap Lirs (2 Points)
With o suceesstul Pereeption eoll, vou cin read
the lips of amyome v can see

SENSEI (VARIABLE)

Yo s your sensei bave developed 5 bond
that makes vou mseparable, Yoo wonld do any
Lhing e profeet vonr sensel s his school, and e
woitld o the same, The cost of o sensel depends
o his skill Yoy sensed will ot he able o accon
Pty yenron journess the has responsibilitics. after
ally, but he will beable 10 assist you in other ways

1 Paint = A sensei wilh muclerate slill ifgank o 3

3 Points = Aosensed with greeat skill (Rank 3o 4)
Asensei of Jegendary skill (Rank 5) |

SociaL PosiTion (5 POINTS PER

Rank)

A character who has adddional social Position
gains o banus Qo ther Glory
their position within Hokuogan society, This wan
come fram being elosely related 1o a Daimyn o
even the emperar himselt), or possibly frsm by |
2 41 pred onne e appoei wlhien VL WLy b, e,
The player should note exactly how this pedvan
tape is gaimed,

STRENGTH OF THE Eanrth (2, 4
OorR 8 PoinTs)

Acharacter whio has the Strenpth of the Farly
iy gnoeee sonre ellecks of Wound Levels on e
rills, The Weurnd rank penalty is decreased by
ane die For every level of Steength of the Fadh

TrRUE FRIEND {VARIABLE)

rue friendship is o vare commodiy i
Wwkugan You and your NPClriend  have gone
through moch wgether, and would do anythine
fore el other. Blaving such a frivnd 15 a blessing |
Dt alsiv demands greal devotion and lovaliy. Fhe
vost for o Troe Friend depends on is inluens
i his devenion,

1 Poitiis

ael therefore o

frilliiciiee

L Point. = A character of mer inlluence
samural withoul land ar political position)

yPoints = A character ol some influence |
samurai with land andfor political posifion)

5 Paints = A charocter of greal influence o




=| dasmyne with lond and poditical position,

Devertiom

I Paind = Your Triend would ga ouf of Tis way
fiit vons. bt waield oot sk Fomily lonor

} Points Your Triend would risk Bamily
fiomcon w0 aid you, bl would do s secrelly

3 Painls = Your [riend would da anything
itidd you,

Voice (2 PoINTS)
A character witly Voiee has | adeditional die Toy
any rolls anvalving speaking
Way oF THE LAND (2 PoOInTS, |
POINT FOR UNICORN CHARACTERS)
Yo know vour busme provioce lke the back of
vonr hand, You oever eet osl and know all the
hest travel romtes. Characlers may also purchase
| ihis Acvantage for ather provinees

Nisadvantaqes

Disadvantages are worth pmnts; when vy

taracter lakes one, be wons the number of char

| octer poants Disted. Mo character inay gain more
[ ten padnls drom taking Disadvaneages,

| BAp FORTUNE (I POINT)

Accharacler with Bad Tertune puts his fate in
thie hangs ot the GM, The Game Master makes-a
seered rall oo the table bebow o fust chiooses one
i the aptions) some ol Hhe resulls are obvioos

| (el eye” allergy, et bt pthers are less so; You
may mof take this Disadvantioze more than onee

Few al the outeormes on the st bedow e
any et o g mechanies, bul all cin eaose
e plaving chullenges, You have been warned|

BAD FORTUNE TABLE
[ somesne i seerelly i love with wou ol
will gor (o greal lengeths oopess up vour cu
rent love Jite (il -any) to make room for thei
alfections,
2 You have a disbigaring svar or Barthmark:
thee twrark of Betng boen under o bad sten: fust
touching you can eouse bad Tock Good Tock
aetling 5 s
T o locke ame it rom your seandared ot
4 Your have anallevpy ooa common ilem
Tubacen smoke, sushis sl ol cottan age aly
g examples
¥ You have the ™ evil eve” one o0 your eves
avoid vour gaze and
whisper abaut cvil spirits as you pass by

g discoloredy, People

bz O ol these days, one roll - a very impor
tand rall - s eoing G Badl completely. You
won't even reed toomake the ol Yoo won')
vl A wsae ke oy other mechapic 1o sal

vage the situation TS yon desting, Aceepl i

Ol i nemy ineanother Clan, Yo
won'l evenn know  you've developed s
ey util s far foo fate, of course

A o Tnther has acerued & preal garibling
clebi that oo will Tase 1o pay ofif Seon, Yery
SO

U Yo jusl haven't gorlen the bang of ane of
eour Skills fust vet AN for ane Skill arg
al =5 Yo iy spend one Experience Painl
sl oricl b this Bad Forlune

0 Bl argain pwiee on this Gable dgione his el

Bap HeartH (3 PoInTs)

Y ocharacter with Bad Fealth has his Woond
[anks Fipured a5 i his Staming wene ane Rank
[oweer A character cannal take this disadvantage
it his Slaning s L

Bap ReputatioN (2 POINTS)

You've already earned yonesell o bad repula
tion tn Rokogan Whenever ather sl see
v, they add a die do the reeormibon mll, bl
they begin with o b impression ol your chie
ter You should choose a single word todefine
VORE reputilion

BENTEN'Ss Curse (2 PoinTs)

(here is just something aboul o that sthers
find repulsive: Add an additional die b any fear
or inlimidation atiempts, bl subtract twae dice
fromn any atlempis ol cordiality or eligoedfe,

Brack SHEEP (5 POINTS)

You've been ostracized Trom vour Tamily. Yoo
bavve o faoly Des  altheogh vou may purchase
same with the Allies advantage. Any samural
Froam yomr Clan whio see you are expected o treat
vard ans 1 yon were i fso don’t po oflending them
or o find yoursedl o a duel You may nm
attend vour Tamily school beyond Wank 1 and
miust find another school o atiend

BrasH (2 POINTS)

Characters with this Disadvantage are Lol
headed, They seck fo avenge any slight on tesr
botor, they st make an Yonor well (T = 20
it oeder 10 keep congral,

CAaNT Lig (3 POINTS)

A character with this Disadvanlage just cant

i ¥

det‘urmltg or muny
vears, buf eventoilly,
4he truh was discov2
ered dadajiwie 35
Horced to leave

Unicorn lanifs, shiw_g._
his head and becogie
a monk. '

When he returned
to his Clan many
vears later, he was
sthooled in all the

ir "The Unicorn had

 use for such a mang

and they senthim
{again) far from
Unigorn lands. Now
as the Ambassador to
the Emperor's court,
he cannot tritfhfully
n_p‘-ﬂlhas no illawill

being thig/anly feivi-
lized" Unicogit'in
Roliugan dges have
its advamlages.




*'J"\he Mmdll'%«

lﬂ-l‘lj_.: held the

pwthey believe [enfeml*,
" in the strength of a
samurai's rage rather
_ than his reason -
" making them quite
the contrary to the

s -| s K II ; |t |
['I-Intsu Tsl.llkn'lih,

thg current daimyo of
the Matsu fagmily and
she holds a fee
resentment lﬁ her”
heart toward the!
lrreprn.idluhle

. poli
tions of the Crane, gl
|

and in'hr eyes,

tell o gond lie. Whenever he dries, he Lalss the
party lstening doesnt even need o make a rall

CHEmicaL DEPENDENCY (3 POINTS)

This character 15 addicted. The two mast pre-
dominant addictions in Rokugan are alcohol
psake) and opivm, We needs 1o leed his addiction
an regular intervals or he loses o die on all rolls
for every day {or so) he soes withoo feeding lis
ahliction

CompuLsion (2-4 POINTS)
fiou have an uncontrollable drge {drinking,

pambling, a love of geisha) that gels you into trou
Ble. You must make an Honor roll every lime you
confront vour compulsion 1o keep you from los
ing control, The cost of compulsions depends on
e TN of wour Honor roll:

Th 15 = 2 Poinls

T 20 =3 Poinls

I'N 25 = 4 Points

Dark SECRET (5 POINTS)

Yo are keeping a secret thal would jeopardize
your familys standing if it was pevealed. Dark
secret should not be taken lightly, 1T a character’s
secret is ever revealed, he will be expected (o
commil seppeda 10 clear the shame. An enemy
wlho gains knowledge of the seeret will own the
characters life, holding the secrel over his head
with the very real theeat of raining the character’s
fumily, For examples of Dark. Secrets, just look
under the capital crimes in the Justice section i

The Book of Earth (p. 349,

DEPENDENT (-4 POINTS)
bou have someone wha is completely depen
dent upont you, Whe it is {a child, grandparent,
ele) s up to o, bt They are helpless withou
vau. Good examples of dependents include small
children and sped  grandparents, bul o naive
spouse could also be included as o dependent
| Paint = Adull Dependent
2 Poinds = Elderly Depencdeni
4 Points = Chill Dependent

Driven (3 PoinTs)

This is the dark side of the Higher Porpose
Advantage. A character wha is Driven has a sin
phe poal that he will sacrilice anything o achieve.
He will furn his back on his friends and family,
even sacrilice his himor to gain his woal,

FraiL MiND (3 POINTS)

Whenever vou are the subject of a migical

altack, Seduction roll, or any other lask {ha
would test vour Willpower, The attacker pets
el ewoadditional dice

GuLLiBLE (3 PoINTS)

You have a solt spotin vour heard For sal 5o
ries, You beleve almost evervthing anvone wlls
vind 1l they are convincing enougl, The T 1o con
vimee vl of anything is 5.

HAUNTED (VARIABLE)

You are haunted by the spiril of an ancestor
wha is not happy with you. He s distracting,
insulling and irvitating. but he is alsa vour anees-
tor, which means all you can dois ey o de hietter

I Point = The ghost anly shows up onee per
story,

2 Poanls = The ghost appears up Ao thee times
pir SLory.

1 Points =
iy,

INSENSITIVE (2 POINTS)

The three most important things iy your i
are your health, your welfare and vour wealth
You care litthe For the plighis of others and you
don’t make any motwns fo keep it seerel, You
must spend o Void poind whenever you want o
put voursell df eisk for another,

LAmE (3 PoOInTS)
You have o cripphal leg,
Apility are at -2

Lost Love (2 PoinTs)

You ooce knew fre Tove, and poew ity gone
Yo tenel o haer fits ol melanchnly when v ane |
reminded of your love, Whenever vour love i
e lioned, you lese o die frome all die rolls umil
you-spend a Void Point o bring yoursell back fo
Ihe present

Low PaiN THRESHOLD (5 POINTS)
Whenever you get wounded, add an addition
al "= 1" e your Wound Penalty,

MEDDLER (2 POINTS)

You cannol resist getling intg other people:
husiness. You always have an apinien and enioy
sharing il with athers. You know what's hest for
everyone and have no gualms about telling them,
This can get you in a lot of trouble. The Rokusn
are d very private people, and meddling in anoth
ey alfairs is considered an insull - 11 implies ta
they can't lake care ol their own house, Sticking
your nose in other people’s business could sel i

The ghost is will vou al ledst ono

Al ealls involving
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| Missing LimB (3 POINTS)
Yo are mussing @ hand or ool Aoy appropri-
e TNs are raised by HL

OsLIGATION (2 OR 4 POINTS)

You owe someone a lavor, and someday ey
gre poing o colleel. An oblipation is worth 2
Paints il it is a smodl Fvor and 4 Poamds il is o
farpe Tavor

A small Tavor would include something tha
would et theeaten your position anddos vour
familys standing, but would cause vou inconve
plence, A wajor favor would discredit you and
dhisgrace your family il it came to light,

PERMANENT WoOUND (5 POINTS)

You begin the game with o wound thal has
never properly healed, lnopamie terms, this mean
il alwavs begin (e pame at the "1 Wound
Level psee - Gielting Wounded”, in The Book of
Fire, p. 107},

PHoBia (2 or 4 POINTS)

Every Hme you encouniber your phobia, all rolls
yinn ke lose dice goqual i (he nomber of points
you gained from Ahis Disadvantage. You may
spendd a Yoid Point o avaid this penalty for a sin
gl action. Listed below are some passible pha
bias Tor vour character; Having a phobia mouost be
approved by the Game Master

Fesr of Heights, Fear of Open Places, Fear of
Enclosed Spaces, Fear of Tnsects, Fear ol Blood,
Fear of Being Alone, Fear of Dead Things, Fear of
Fire, and Fear of Darkness are a few examples,

SmaLL (3 PoOINTS)

You are below average height and weighl,
Whenever you make a damage roll, vou cannot
conti the highest die

| Sociar Disapvantace (3 Poinrs
PER RaNK)

You have slipped Trom your position within
the Celestial Order, For every 3 poinds of Social
Msadvantage, the characlers Glory Bank s
reduced by onme Trom his Schonl Rank, All Bonin
characters must have al least 3 Poinds of Social
Dhsadvantage, Characters that Tall below Clory
Rank zere are hardly conselered parl ol the
Celestial Order.

S0FrT-HEARTED (1 POINTS)
You have a profound respect for human life.
Your conscience overcomes you whenever you are

d *h‘ SRR A A - - il

about wocommit an ael ol ohumase crueliy
Whenever you Iry o lake a homan lfe, you must
mike o Simple Willpower Roll against a 20 o
ootk can'l follow through with the action.

Sworn ENEmY (3—-6 POINTS)

The character has a sworn enemy That desires
lis death. Having the sworn enemy s worth 3
pofots: up o teee additional points can e
pained iF the sworn enemy is o higher rank (2l
e podinl Tor one rank higher), Whenever a char
acter with a sworn enemy eains a rank, the
enery pains one as well, with appropristely
increased skills and traits The encoy can show up
at any time, al the GM% whim, and while he or
she may be temporarily satistied with raining the
character’s plans or repatation, the ultimate goal
is death The player should dewail 1o the GMs sal
islaction e nature and cavse ol the vendetla,
and the G can either have the charaeler create
the NIEC enemy or create the enemy himsell

Trve Love (3 POINTS)

Finding true love in Rokugan can be a painlol
experience. You will find voursell twom between
your true fove and your lovalty to your Clan, your
sensei and your family, Any character who lakes
True Love will find himseld torn between his love
anel duly, Whenever he must choose between his
love and his duty e Clan {andor Tamily, sensel,
daitnyn, eted he must spend @ Void Point o do s
Also, il he ever loses his True Loves lavor, he may
spend no Void Poimds at all until he can gain the
favir Duck.

UnLuck (3~9 POINTS)

Any characler with Unluck will find himsell
the viclim of the GRS whim, For every 5 Poinis
the character “tnvests™ in Linluck, the GM may
onee per session - comnand the ce-enll of any roll
the character makes, Il is possible o lake both
Luck and Unluck; o GM may ool command a roll
the character has just recrolled wsing the Luock
Addvantape.

Weakness (5 PoinTs)

You can oredoce  Apility,  Awireness,
Intelligence,  Perception,  Reflexes,  Staming,
Strength, or Willpower by oone point b iy 3
Character Points, You may nol reduce a Trail
below one, or by maore than wo levels

-

.

Toturi has done
nuﬂw to prevent
" She would never

Iquu“ her 0
ke ndva;ﬁ*ée of

ther devetion to her

"Clan and they

Empqgnl',-*lm-.
She’ is a Lion, fter

hl]nﬁed her pri:'d:ﬂ" i
to tm‘hbh her honor|
Moyalty and duty.
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CHOOsSE A Famity

Is yoiir Crab Clan character Teon s
Flitkar Taemily, thee Bond Tamily, e (s

Tasukd ooy

CHOOSE A PROFESSION

You are either a bushi or o stoeens
Write down the Skills yonr School
feaches vau as well as your Bank |
lechimgue (Bushiy or Spells (Shugena

Dtep T
CusTOMIZE YOUR
CHARACTER

Your characters Traits and Fings i
Bewinat o 28 his Glory is 0 1 Yoo i
mew spend 23 Chareler Peints 1 vk
lorniae your charaeter Yo way speod
povinds on Traits (pd Sy, Skills (p i

or Advimtages (pe 720 Yo mag g
additicmal Characier Points by

chinsing Disidvitnlages ipg 0

CHARACTER PoinT CosTs
Riise o Trait: & Ul

Ravise Youd Ring: |20

Raise a Skill; | Ul

Haise Glory: 5 U

Lowering and Raising Honor: |1 sl
3 UPS 1 raise vour chamicter's Horor
Liwering your chiracter’s Horor galis
yom 2 Characler Points Homoe cim onls

e radsed or lovvered ooe lank

DETERMINING WOUNDS
Multiply youne characters Earth by
amel Billim each Woumd oy seith the

nimbern These are vour chiarageds

Winnds

Ourrir

Yoo outlit (heginming cquipment)
[isted on the allwwing paee T
lopuiproent Last s o pa b § st your
prrssessions dnd money on the back o
o charneter sheel. Choose your Priman
Wenpon amd how many dice youll wl
and keep when using b your Arm

amdl its prodection, and your T o be bl

S ft’}] AR

DETERMINING INSIGHT
= Find the sum of all of sou (LAY
Multiply that ttal by 10
« Thin, Ll the som of wonre Skils
= Finally, aeld the totads tegelber, T
15 o Skt Insigl
= Whenever your Skills o Rings

inerease, re-adjnst vonn Tnsipl
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The Crab Clan Hida Bush School

Fior - thorsantd years, e Craly Chan las perlarmued ils dily ol gnording the Fmerald Benelit; - | Stanuna
Erpire agaiost e Dorrars of the Shadowbimds. s samorai are among the most highly Beginnmg Hooor: 1 plus 5 bises

tridrd (n Rokugan, Their schoils teach the ways thal a small army can defeat o larper
ank, Tur when the Shadow linds assanlt thee Torteesses of the Craby the simoral are oot
pmnbierid by at least three 1o gne

Ll other Chins, the Crabodo not value sincerity as highly as ey do onesty,

SKiLLS
Archiery, Bastle, Delepse, Pujitsa, Renpmisu,
shadowlands Lore, Telsubo

“Thires are no hies between allies ona battefield.” s an old saving thal every Crab sam TEcHNIQUES

rid ke and inderstands. Thew carey this philosophy from the battefield it the Rank 1z The Wav o the Urab

conrt, and e quick 1o be drawn oo g Mash ol red-hot temper when they feel they are The bushi e by beaening s Lo lap ot his
Peing led o, The Crab view the political situation in very simple feems, The strong have own Farlh enerpy, Fvery lime (he bushn olls o b and
more right foomale o e weak, Those who cannal protect the Fopire do not deserve damage, e adds his Barih o (he total of the roll. Alse,
o rule i Breuuse of the fiest Hidas deleat by Hantes, they view the Hantei dynasty with hecanse Crih hmhr |TIJ| '

respecl, Hiwever, 1l such o lime arose when a Hidacould take the throne from the ol armor; they ¢

g Hanted then they woull deose withent guestion Irom we
The Prnrmyo of the Crab Clan hos absays heen from e Hida Family, directy discend
el o the origimal Hida who lell from the sky, and swore to the original Hanter that his
dynasty woulil protect the Empire froo the foul armies of o Leng, e Hiroma E
was the dirst ta follow Hida to the Shadowlands, Their devition w the Hida family |
knosen i the Empire. Often, the bodypoards of the Danovo are Trom the Hinmy
(The Hirnea tamily will b detailed inthe lortheoming W of the CrabWhi
farmily does pecasicomally produce sammran the lamily has devoted sl to g
secreds of the Shadowlands, and so st of thede Gonile don the robes o

Tie history ol the Yasuki Tamely 15 @ corious one. During the first Cra
-j sand vears aps, e Ty bl swsen lealy fo the Doji family, Duarg
ey betraved the Crane and swore fealty 10 Lord Uida 1 is a sligh
lirgven,

; TN
i : _ At 1
: 1y TETFETT e, 1 1 i lshi may

e 5 Poinis: Eoan addition
. P et ol 1Iw lurn

The Tamles R I 1 o

. e

Hipa :
The patetarch ol thee Crab Clan s “the Great Bear” Higa
are frained an the Hida School, Benelit: 41 Steength,

Kuni
The Kuni Family are the only shugenga fumily an
huni Yori, Benefit: +1 Intelligence.

Yasuxi
The Yasuki by are the Cealy Clan's o v the o
fanly are politicians and merchanis. Benelitz +1 Ay

The Crabs’ Views 0f the

ey eaploit e Favor sgstenn W thisextreme, 1@
) ant s fovers and the Emperas graces o sove (8

il point al [he
ghe action even if he s
J'ul it lhxulk I1 4%

| 10 5
i ik g

Wik knevws sything abwinl e Beiggon® Thiey
bain Beeps and contemplate ol send oo ol Their =
Stycbew bl and 11 showe hime el

il away [ their monn:
will et (he

“U s thee Lian whesin we pespect wost Ty Conrpge
oot elmsn bty ws e Crame do, Tl allisg Thetr e
that does wol elumsge e Tacr tha) ey are all pesgpos T

@ ey g T sk, Bon e ane sbsoowilling Wackoos fdge gh

BusHi
Feiver seen whl o Phoenis shogenjo can do, and 1 would nos (AL cimEi h
e et ohrmie the S s Dssaeks rale™ alizashi, B T nl.' Iy

Arinor, Helig
s, R

SHUGE
(AL g

e Crage refies o Levars aml (e Seorpinn relies on secrels, 19
Seorpion s just more Cever aboui 17

Pack, B, am

“Twedrs isoa mighly biee Getntend withe b hey vels o beasily s
kol el et eghe ol e strome, on the Tocky™

ol Avemape Coalily)
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Ofep Eh

CHoOSE A Famity

= vaur Crane Clan character lvm the
Dhoji family, the Kakiti Family, or the
Asahina family?

CHOOSE A PROFESSION

Yo are either a boshl or a shugeni,
Write down e Skills yousr Schoal
ledches you as well as your Rank |
lechoigue (Boshiy or spells (Shugenjal

Otep The

CuSTOMIZE YOUR

CHARACTER
Your character's Traits jnd Rings &

hegin at a 2; his Glary is o 1 You may
iow speid 25 Character Points 6 o
toriae vour character. You may speod
poirds on Traiis (pe 54, Skills (pe b
or Advantages (pe 720 You mnay g
bl itiormal Cluracter Paints by pr
chasimg Disadvantages (po 5|

CHARACTER POINT COSTS
Ratise o Trait: (P

Raise Vioid Ring: 12 (]
Raise a Skill; | (F

Raise Glory: 5 (7
Lowering and Raising Honor: It ol -
3PS Lo radse your character’s Hone
Lowering your characters Honor gains
iy 2 Character Poinds. Homre can ool
b radsed or lowered one Rk

DETERMINING WOUNDS
Multiply vour characeers Eartl b2
and Hll noeach Wound b with e
miember These are vour chiraders
Winds

Outen
Your oiitte (beginning equiprmend b
listed ot the following paige To
Eguipment List is on pe bb. List vy

possessions and money on e baced {'
your dharacter sheel, Choose vour Promy
Weapon and how many diee youll g
and leeep when wsmng il your Am

anel its protecton, and vour TR wbe i

Ofep Thi

DETERMINING INSIGHT
* Tirwd thie sum ol all of yonr Rirgs
Multiply that toval by 108
* Then, Tfind the swm of your Sk
* Fipally, add the fotals together 'ﬂT_'[
i four-Starting Insidis
» Whenever your Skills or Hill[:.i'-'
incresse, feadjus] vonr ]1L~:iid1:l'




The Crane Clan Kakita Bushr School

For centures, the Crane have psed poditical maoeieering to gain s position as advi Benefit: 1 Relleses
sors t the Emperor. When the Fiest Hantei needed 4 bride, there was the Crane Clan Beginning Honor; 5. plus 5 Baxes
with o host o beautiful girls for him b consider: FBeery generation of Hantet has beey SKILLS
married 1o a woman from the Crane Clan. Bul Hantei s ool te andy ene. Generations ol : ; i iy ¢ :
; : d ; ; " . ; Archery, Etiquette, Lujutsu, Kenjulsu, Sincerify
Cranes bave made their way inta the dynasties of other Clans, s prosiding the Crine Er S
: : : A : any Migh Skill, any High or Bogei Skill
Clar with svmpathy inocach and every Clan, Beeanse the mother ol every Emperor (il

many Daimye) has been o Crane, this has provided the Clan with maoy advantages TECHNIQUES
[hey are able to-call upon favers on nearly cvery occasion from nearly every Clan Rank 1: Way of the Crane

The Crane Clan also managed to atteact the finest swordsmen in the Empire to its The Kakita School eophasizes e e feadition
dopos e tradn the Crane samura o Ui art of kenjutsa, and now, the Kakita School of al wd ritualistic Nphd ushi-egm Lhi:

Rerputsu ks the preeminent feaving school in Rokugan. Attending (Tie school §s consid hI]».II-I "rL| ay I|'n ir |-1Irllhll Ski R}xllli

ered one ol the greatest honors a samural can receives OF course, attendance 15 by inyita-
tiom oy, which means many samuorai must pay ghly to have their sons and davghters
tecelve the finest kenjutsu training in the lapd

As the Emperors political and economic advisors, the Daji are able (o keep an ey

I'.

{ 51r|lw

e Crane U
Fhe samiirad
nultiples o
ol Himes ¢
Rank
At 1

1 "n'r|iL'II un:.-ag-:l il il I;|t|u.1~«u :higl
ffaise thee TN by any value, not |uiL
ive, He may still only Raise & number 2
nitl {1l Yoidl, o
¢ Sirthe From The Yoid
Ramk, Crane bushi leam how fo: d i

[T Asabina Tamily were ariginally from the Phoenix Clan, bul wlien an A
shugengie was saved by o Kakita sanrai-maiden, o mariage was struck
pnherited all the wasdom ol a Phoenis Gy

more et ome Yoid Palnt when engaged |r|~ - e
qjh@ rtlm]h@f_‘l Laijuitsu del ,:? ;
Rank & One Strike, Two Cuts i

Doun

The Champion of e Crane is Doji Satsuie, perhaps (]
the Empire. Benefii: + 1 Awarcness
KakiTa

The "Giray Crane” Kakita Teshimoko heads the Croghed
mions school (o the Easpere. Benefit; +1 Agility,
ASAHINA

The shugenii of House Asihing are peaceful and
thee mast extensive libearies of shugenja lore jin the 1

learnas e 1o move so I.|LII[|CE%{ il
i1 attacks per 1urn "Tr P
trike With No Thoughi Al
ry beginning of combatl, belere Initiative

?d e bushi malkees o Voud vs. Yold

i al"ﬁf%_i f -'ﬂ'r hlh uppuru-nl If he Hmu'ud\ he

[T b
can ke
Rank 3

vi, They also house (Re
nefit: +1 Perceplion.

The Cranes’ Views 05'

“I'here is more o baslido than swordpl
(heir lack ol sespect for civllizaion is thei t]u'u.llf.ﬂ

: ; Commune, and Summon, plus 3 Air, 78
hrule you st pacify with o predy wite: thal s o O

| Water

“Uwould siol pretend W understand their was, Al
P P mstery amd thelr tattoos We are seldom able
fom they ape reluctant o step ontside thisie monastic wm

e Do is e idese

4 A
ears from thie Diragon, 1
N

Tl Liceny are oue st damgrerons rivals, They despisze G
patned i Their ek of skl i fhe conrt has el impeoved 1
b i hot hesded pride

0l the othir Clans, we respect thime maost ol all They W
nnderstands the necessity of gur wiys Sever lose favor with (he Wi
eddeme o wostmgle shawenjo com be swortb noee than o thansaod somn

any 3 oweapons, 1 Kok

SHUGENIA
(AL considerid v ly
Troveling Pack, se

“Clur muost brilaan! enemy, I‘n.rc s ||-:1II|||||' (e Lxllnlrlrmg,, Ihl

e distanee from us i anforiemaee for there s nioch wae can gain oo thiem. g
only veturned fo the Empiee i the past e bondeed pears ol thel aee eager foe allies
wieertain Eneplie. Any man who is cager for allies owns something voi can gain’

COLTED®
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Sfep e
CHOOSE A FAmiLY
Is oy Divapon Clan elaracier [rom
ihe Togashi family, the Miraon
[arnily, or the Agasha famiby?

CHOOSE A PROFESSION

Yo are either o boshicoor a shogenia
Werle down e Skills your School
teaches you as well as your Bank |
Techiigue (Bushi) or Spells (Shogenga)

Sfey Do
CUSTOMIZE YOUR

CHARACTER

Your characier's Traits and Rings all
begin ata 20 his Glory is a 10 You may
now spend 25 Character Potnis o cus
tonuize gour character, You may spend
potnts o Traits (e 545 Skills (e b8,
ar Advantages (pe 723 You may gain
additional Character Poins by pur
chasing Disadvantages (pg 75

CHaracTER Point CosTs
Raise o Trait: #OF

Rarse Yoid Rimg: 12 0F

Raise a skill: 1 CP

Raise Glory: 50T

Lowering and Raising Honor: [ costs
3 CPs fo rise your characters oo
Lowering your chiaracters Honor gaing
yotl 2 Charaeter Points, Honor can only
b paised or Toweeed ane Rink,

DETERMINING WOUNDS
Wiulliply your characters Earth by 2
and [ i each Wonnd Do with that
nnnber, These are vour charicters
Wianmils

Ovurtrir

Your ot (heginning vquipiment) i
listeel on the follewing page. The
Eepuipment List s onopg B List your
issessions and money o the Back o
yiur charadter sheet. Chonse youe Prinsary
Weapon and how mwany dive you'l eoll
and Keep when using 3, your Aemor
angl s prodection, aned your T o i B,

Otep Ahivee

DETERMINING INSIGHT

= Fiand U st of abl of your Ringy
Mulliply thal total by 1

= The, Fnd (he sy of vour Skilly

= Fanally, add the totals topether This
b yiur Starting Insight

« Whenever your Skills or Bings
increase, re-adiost vour Insight,



The Dvagon Clan

Phere s st lithe thal can e saicd with ceetainty aboot e Dragon Clan They wen:
foundled by the samurai Togashi o thousand years ago. @ samural who refused 1o fight
againsl his beother for the pight tooeale, His refosal was seen by Hida as an acl of ooy
arilice, but Himdei was wise cnough o koow that Togashi refused hecaose he already
knew the auteome his own defear at the hands of his brother Togashi then retired 10 the

mounkains and built a ponastery where he remadned Tor many vears. [ wasnt aetil theee

samural - Mirmooto, Ritsuli and Agasha joined him in his wemple that the Drsgon
Clart was actually o, Sinee then, the remainder of what is known s only speculation
There are rumpred W be many seceet Orders in the Clan, One Order, e fse 2,
s garimen] greal recognition in Rekogan Their practice of tattoning their entire bodies
with eluborate designs, symbals i pictuares is betler known than understond. Tales of
he fse e leaping over horses, breathing five, spitting poison and shapeshilling are as
prolific ws they are eoertaining. (The fse zomd will be included in The Way af te

U Ahe divst Clan sourcebook.) Their shupenja are equally mysterions, They use pow-

ers thal e other shugenja can explain, and yer, when they speak (o shugenja lrom other
Clans, those shugenga say that (he Dragons die oot understand (the basic principles of
magic. The Dreagon always seeon e dely definition

P Do Clan was alsa the Tirst Clan toteach the “wi sword techvigue” The
Drrazpomy sarnurad are Gonows Tor thien katanaswakizashi style, and while Kakitan Sclool
studerts may mack A1 they docso aul of concern foar the hornor of therr schaol rather
aul ol genuine disrespect for the seele, CF all the Clans, the Dragon samurat are o
g the mnst devond followers of the religion of Rolugan, They are literally “woe
poets,” masters of both the sword and the pen.

The Tambes

ToGasHi
[he mysterious Togashi Yokao! s the Champon ol the Diragy
[t farmily are the mvsterbons erder ol latoomed men known ag

Apility.
MirumoTO

£ 10 any Trail.

AGAsHA
[he et “tracditional™ of the families, they olten reg
artress walls. Benelit: +1 Awareness,

“Uhet Craby liddes anhis shell The sergeal] lifs Bim inlo (e sk angadrops him and then
pala the crushed remains The badger Wi him dver and eqrs @inmieside out, His shel] is
his weathiess. 11 he casts away his weakness, he cdn use hisipitgers”

"‘1_-’
=
=
g
=
:
o
=
o
¥
E
.

7=
B

“That Litort i sleepy intil roused, and then it ford
b ol o abager booven, bot also relnetant o eome oyl aid!

Uy are beathers rehorn i the fres ol koo el eS8 ane b
Hing, bur our oads e diflerem Somelimes ey cooss, b
bearienes, Tean how elose we aee aml — sometimes — decide

M.,Elitl]j.. the sarmne
wever, amel then we regain our
gwilch patha:”

“Lhn ot e misled. 1is not the plocers il can Kl g,
hehiml i haclk”

the Ll o keeps hidden

Thew say the sighning of a Unicorn is good luck, Fortone is (hei

wobut she is o fickle
rvkstress, vasily lornasd agninst vou with baubles and emply pradse” s

SO

\ leu

Mimmoto Bustr School

Benelit: +1 any Trait
Beginming Honor: 2, plus 5 hioses

SKILLS
Archery, Detense, Kenputsu, Meditation, Shugenia
Lore, any one High ar Bugei Skill

TECHNIQUES
Rank 1: The Daisho Technigue
The Mirumaro School waches bashi g radical
technigue thal uses Both the katana aod wakizashi
Because opponents lave fo deal with 2 wipons
instead of pow, the TN W hitan indtiae of His schoo)
i raised by 5 any o he's using both weapins
Rank 2: Strong and Swifi
A (his Rank, the bushihiash
i ~|1,I4 IIuL-J»rc’nmy make 2 at
5: The Blaod of My Br

E_I attunee 1o

edlitative “no-mind”
Mirwmmoto school, IF

Shintae, Histary, Cal

High ar Bugei Skill Y
Agasha shupenia pet a I& §

BEGINNING SPELLS

Sense, Comighne, ani Sunhm. phis §
Earth, and 1 Air

BusH
| otz
akizashi, Bow,
mar, Traveling Pa

' ‘omz'l_,w {5, Ligl
any wegpon, Kinono,

HUGI.IH :
(AN G il 1o be A e A ualityg: Kogdno,
Traveling _1. crill Satchel, R’l;ll‘xlh’l'\]lﬁ.]
btk

"l—\. ""./



Step Ene

CHOOSE A FAmILY

Is vour Lion Clai character Trimm (he
Akodo farmily, the Matsa Ganily, o the
Kitsu Famnily ™

CHOOSE A PROFESSION

Vo are either a bushi or o shugenja,
Write down the Skills vour School
teaches you as well as vour Rank |
lechinigque (Bushiy or Spells (Shuagenja),

Step To

CUSTOMIZE YOUR

CHARACTER

Your characters Trans and Rines all
bein al a 2; his Glory s a L You may
nowe spend 25 Uharacter Points (o ous
tomize your character, You may spend
paints on Traits (pg 54) Skills (pe bR,
or Advantages (pg 723 You may pain
additional Character Points by pur
chasing Disadvantages (pe 75

CHARACTER PoINT CosTs
Raise a Trat: & CF

Raise Youd Rimg: 12 CF

Raise a Skill: | CP

Bavise Glory: 5 CP

Lowering and Raising Honor: 1L costs
3 CPs to raise vour character’s Hong
Loweering vour character's Honor gains
violr 2 Character Points. Henor can only
b ransed o lowered one Bank.

DETERMINING WOUNDS
Multiply vour character's Earth by 2
ani [ill in each Wound box with tha
number. These are vour charicters
Wil

OvTtrir

Yosur ol {id (heginning equipment) is
listed o the following page The
Equipiment List is an pg 66, List you
pipssessions wnd money on the badk of
your character sheel Chonse your Prionary
Weapon and Liow many dice vou'll mll
and keep when using i, your Ao
aend s protection, and yaue TN o e hil

Ofep Three

DETERMINING INSIGHT

= Fined the suem ol all ol your Ringy
Wity i tatal by 1

= Then, find the sum of vour Skills

= Finally, dd the totals wgether, This
iyt Starting lnsighl

* Wheneve! your Skills or Rings
tnerease, re-adjos) your Insighl,



by “Like the Crane, thiy 5|'.u|n| fen el e i theie 1e
g e v ol the worlil 1] I1I.'I. |||||'.' wisherl T Vined s

The Lon Clan Akodo Bustr School

Tl Livr Clan s Toomded by Akode, chilel of the Moon and Sun When Akodo Benefit: 1 | Strenpth
suight i bridy, he did pot seek out g pretty Doyl giel, for he did not wish to e a servant Beginning Honor: 3. plus 5 boves
i the Critre Clan, He Toond o beantifol strong-willed woman named Matsu and {ried 1o SKiLLS
wint et Qe his owne Matsu wis a proud woman who would have nothing o diowith the o .
: - : : Avchery, Delense. Kenjursa, Battle, Bard | isoiry,
samiral and foek his courtship as an insull, She cliallenged him fo combal and Akodo Ch :
; i ; ; A any one ik Skall
dgreedd, The duel betsween Akodo and Matsa §s a classic tale that is old again and azain
by storytellers, and often depicted inoart and theater, The winner, it is said, would also win TECHNIQUES

the Clin, Each of the combatants, however, added a condition. Akodo added the condition Rank 1: The Way of the Lion

that if she woa, Matsu would have to marry hime Matsu added the condition that if e The Akode Schawl is one of prevision, Bushi ol
it she waukd pol have to marry him. The ending of the duel depends on who tells he this School may ignore the effects of their opponent’s
fale, but the sutenmee is always the samer Akodo wins, and Matsa swears Tealty 1o i HrrT o waitl Free J e

Bt clooes 1t b Ao marry i

Thee Liom Clam s the traditional defender-of the Emerald Throne, A Matsu samurii is
ke o his passion and bis lemper He s quick w judge and quick to take msult, and
he never takes insalt lightly. An Akodo samurai is also known for passion amd courage,
il hee s are also known lor his knowledge of tactics aml leadership. No army that b
fiail an Akodo as o general has ever lost a battle, While the Matso win with Heree

s laught how o rghtleous
strike, Wheo ralling (o I

Hanter The Lmperors bodveward, Akodo Sato. threw himsell from his b
i the Emperor so he could eseape while Sate stayed behind 1o keep
prerl. The shugenia tamily of the Lion Clan - Kitsu - is nil highly r
eircles. They regard the Kisu school as Sold lashioned™ and 100 ¢
This complaimd coudd be made dhour many Lions, hwever

The Tamtes

Akopo

9 rudition, ancestor g
; Rank 4 The Harid of l}muny
By this Yme, the Lion bushi understands that there
is o such Phing as luck, and that all actions are pre-
| Rank 4, the bushi no longer needs to
s TN for any: called shot. The bushi must stil

Ao Toduri, thie Eropires prestes) stratepist, is Champihn of thefion Clai, The Ak raise if he wishes o do additional damage.
sctipol teaches the benelits of forethought compared to pi ionghenclil; sreeplion, Rank 5: The Final Lesson
MaTsu i The Elon bushi has learned the Fm_a] seCre
Akado technique: there are no failures. 1 the
Thee Matsu Barmily bavs alwiys been led by a samuragniaiden

raises his TN, misses the raise but rolls greater thun
the original TN, the roll suceeeds, but he does not get
the benefits of his raises. This advantage can he gsed
in bl‘} ahyvsteal and mental contests.

beautiful s Terneions daimyn of the Akodo Familys

Kitsp

Llems do ol put i lon ol Taith e shogenjn magic
il dogs research to educate the samurai on the su
Benelit: +1 Intelligence,

{ Renefit:
Beginning Honor:
Kitsu shugenja e

The Laons View of fhe

Thiey are cnorageis and Tearlesy in their dufy, ; i
fechion They have given os We respect them Tor thige stremng
freld feven il et meaniers are o bit aneouthy, b

cowie (heen nach for the pro-
and cunning oo the hatrle-

[y They are guick Loogather e pald and Their T
f""- Hetiehl 1 ey aee so aowilling Wopan with their mondy,
with their Tives?"

Bt vl e learn
I core down lrg

j theeir mutmlatns for ey canie find it tegr Dhere”

s “Whal e e siid ol e Drapon can he doubily said ol (he
A soll relying o shuge i T support et coirape. [histrust any
the [atthe has alee |q||,- feen vngaped”
“ABcnrpion i g be despised, bl gever undesestimated Trost S
atiel bty v bo such o vy thal you have ne chioice of recourse; That
v e s oy ot
“Their horses are bty and teer tactics are soomd, bun ey are nol aéed ©
Thisy have I1|]L'I|I ton lem D Trom the: Bmpire, and they have much o legm?

st b the nnes wh |i ach thrns
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Ofep Ene

CHOOSE A FamiLy

L youe Phoenis Clan charicter
e i Farmtly, the Shiba Bl ot
(he Ak Faly?

CHOOSE A PROFESSION
Youdare either o boshi or o aliogedg
Write: clown the Skills yoor Schaol
teaches you as well ds youar Renk |
Technigue (Bushiy or Spells (Shugen|

Sfep T

CUSTOMIZE YOUR

CHARACTER

Your characters Traits and Bings ol
begin at g 2; his Gloey s a1 Yoo inay
o spenc 25 Cliaraeter Povnts 1o s
tomniee your character. You qnay spend
points on Tradls (pe 540 Skills pe as,
OF Addvandiges (pe 720 You may i
additional Charactor Thinis Ty
chasing Disadvimtages ipg 75

CHARACTER PoINT CosTS
Raviso w Trnl: A LT

Raise Void Ring: 100

Raise o Skilk: | CF

Raise Glory: b P

Lowering and Raising Honor: 1) cisls
3 UPs Ao rise v claracters Hime
Lorwering ot charncters Homine wens
v 2 Character Poinls, Haoor v il
bt wavised ar Joswered o Bk

DETERMINING WOUNDS
Multiply your claractors Larih by
e G0 i cach Wornd b with (il
pirber. These e ot el
Wiktifiks

Ovutrr

Yomr puthil (beginming couaipn i)
lested an e falliming page
Eguipment |ast wom pg b, Lasl yuue
prssessions oo ey on e b o
womr character sheet, Chose vour Primmar
Weapon and how ey ciee ol mll
and keep when using (L your A
anel 115 prodection, and your TS 1o b B

Ofep Thvee

DETERMINING INSIGHT

= Fiod the swi of all of your s
Multiply ehat ol I 10

= Thien, Hnd the sur ol vour Shills

o Tl by, el the totils toether s
i your Sturtog nsighl

= Whenever yomr Skills or Rings

ierease, resadjost your nsigh



The ©hoeny Clan Shiba Bustht School

The mysterics ol e wrvieese are the domain of the Phoeemds Clan Long aga, belore Benedit: + 1 fnfelligence
Shinset arrivec in Holugan, e people warshiped the Seven Fiduoes. They were fickle Beginming Honoe: 2 plis 3 boxes
gicls whiy were eusily plessed and casily angered. who prosided blessings o any whi SKILLS

asked propecly and curses o ose who did ol The seerel chants and ritals that wen
gend to copmanichle with them were kept by an order of holy men called shupenja,
These shigenio practiced thetr acls e a langusge knowen ondy (o e, weitlen an serolly

Avchivry, Dhelense, Renjutsu, Medittion, Naginati
Shintae, T Coereniny

which wore possed down from parent o chilel, TECHNIQUES
When Shinset arrived in the Empire, the shagenin embraced his philosophy af (he Bank 12 The Wiy of the Phocnix
five Rings amil incorparated o inte the religlon of the Seven Tortunes, This: lusion erea shbi bashi are rained i the Sno-tiongetne™ el
ed i eatirely new philesaphy lor shugenga fo ponder, and pooone ponders the natee il rwepte ol this sehionl, As such, Shiba boshi may add
reality quite like the Phoenix Clan their Soid Rank o oy 1o hil or daanagy tells. Alsa,
[here are three Fanndies i the Fhoenis Chan, aod only soe of them has o oschoal of (hey mity speml i Void points dn

Fishicls, The other twa are devoted by the tratoing ol shaeenga; and wo other shagenga a single ag
whaals in Bakingan can maleh thermn, OF all the ather Clans reven Crane), Phoenix s the i 2 D‘lnbmg With The I
[east militand, They preter peace over warelare and enter baltle onby A6 foreed G de e A Because the Phoenix hus
Floenis shugenpa will alaass ook lor a peacelul solution e g problen, even when s Phoenix shugenja, they s el Ick
epenry 15 knocking down s walls with siepe engnes & Phoenis samurad, on he o e alltu]ltd ln the n]a b eheme

ful, b5 @ hit ol @ different story, The Shiba family s responsible for guarding fl , ndy ¥

0 the Phoenis Clan, and while they are also the Daimyos of the Clan. the regflecisions decrease the 'y any spell qu-hn.a, liim |"1 f

are made by the five Elemental Masters of the lsawa family, Shiba samurgifhave often Ranl 3: 4
bl dilficuliy gettmg pevmssion Trom the Coonel of Masters weose mijary foree; so AL this
while the sther Clans view the Phocnis as reluctant 1o Tight, their algpfide is only ball mind” 1 _
parrect, Tl saomrat aeewilling w lipght s the shugenja har areAilfealt to convinee, ain 4 tlcitional action per Round, This ability can

7 - o toopom an addiional attuck
The Tamles

IsawaA
The Elemental Masters solwwl The most prestigiongs st
Benclit; o+ Awareniess, ‘nding a Vold point. the
SHIBA _ wid Rank Tor any Trail or
While Shiba Ujimitsu iy be the Champion of the i e isnodoubtitis  Shill ui | et Lur,
[ shurgenga o ned e samued wha dictate (he desti ix. Ben i
[nlelligence.
Asako
The Asnke famdly sre the greatest historians o Ufe B
[y af the Lion Cla oy debate (hat lact) Benefii:

> inned with the

nk, the bushi |l.'-iIFIIH tor Fall futer a0 "o

2 seich i extend that be 2%gs two altadw.ﬁ tur
il 5 One Wit Al and Yothing

' |]II‘~hI his |i|1{'||l1.-' learigh o release the tull

vals of the shugenja arts,

Beginning Honor: 2. plus 5 boxes
~ Isawa shugenja may use any number of Yoid
iz :pcdntﬁ when they are casting spefls.

ILLS

Calligraphy. Investigation, Meditation, Shintao,
T Theology, any other 2 High Skills

@ hey pertornt o pecessacy duty for e Bropkes bt |ha§_ dﬂﬁ. __.,- fohle Jsasa shugenja get a Free Raise for all rituals

Ihq wonld Gake the: Bapirg il iy l.l-'|I|l.| whichmakes ll'tem
sighiedd Cnly Togelher can we survive BEGINNING SPELLS .

~ Sense, Commune; and f.'-lmmon, plus 3 of one
: ’El&ml:nL 2 of a second and 1 ol a third.

“Theey abser pnderstand Hiat philosophy canma b

t{ !J foeep Bokugan of peace are admirsble, aod we shodl
iy

N “Thicir e is o different way, They knew seeres i
@ W e mach to gaime fram an alliswee with Bem, and

W il e Dl s e s pupposas 0 inly they on Nidg hal: They see us. "EH Lﬂﬂﬂﬂmm%!mgﬁ LQuadity): b
pswedth, Dl e e mol We st maintn edee swich the L prey to their u.dk],!_dﬁhl 4 .ﬂI :ﬂ'{!f“t}"

anger

hiy e Masters o chear o right They hase learmed the 1
papdatedd thern bt vuen menms, MNecotler Clan o Bekogan aon

of power as they dogand thar i owhy we are so mueh alike!”

ey are youmg, brash and Toolishe They rely upon g single advantag?
Pt el carry then e vt of the win, Bob eir stremth conpled witks ou
! )
e b be o et ful alllane!”

IB'H



Step Ene

CHOOSE A FAMILY

Ls wour Svorpion Clan character Trom
the Bayvushi Camily, the Soshi Bamily
ot the Shosti family!

CHOOSE & PROFESSION

Yo are gither a bushi or o shugenjs
Write down the Skills your Schoal
feaches you as well as your Bank |

Technigue (Bushil or Spells (Shigengin

3 :«
Step Do
CUSTOMIZE YOUR
CHARACTER

Your chatacters Traits and Rings all
begin al a 2, his Glory a1 Yoo na
i spend 25 Character Poinis e cus
fommize your elwracier. Yoo tay spend
poinds on Traits (pe 541, Skills (pe6s)

ar Advantages (pg 725 You miay gain
acditiomal Character Points by pur
chasing Disalvantages (pe 73

CHARACTER POINT COsTS
Raise o Trait: & OF

Raise Yoid Ring: 12 CF

Raise a Skill: | CF

Raise Glory; 5 CT

Lowwering and Raising Honor 10 cost
3 UPs ti raise vour characters Honor
Liwering your characters Honor paiis
voul 2 Character Points. Honor faan anh
he raised or lowered ane Rank

DETERMINING WOUNDS
Multiply your chavaciers Earth by 2
and i1 i each Wound box with thai
numbier, These are your claracees
Wstinidls

Outrit

Your culfid (beginning cquipment) i
listed on the following page. T
Eajuipement List is on gy Bl List vl
possessions and money oo (e back o
yislir character sheel Choose your Pronuary
Wikipon anel how many dice wiull wll
and keep when using A1, vonn Armio
and its proteation. and vour T 1 be it

=g v
Ofep Three
DETERMINING INSIGHT
= Find the sum ol all of vour Rings
Multiply that total by 1
+ Then, lod the sum of vour Skills
+ Finally, add the weals topether. This
I5 venar starting Insight
« Whenewer your Skills or Hmgas
inerease, re-adjusl your Insigh



The Scorpon Clan Rayush Bust School

I thete is samething you di not wish 1o be known, some Scorpion somewhere knows il Benelit; +1 Infellipence
and e pakes certann il you kiow: he knows, Thal 15 how they survive: by keeping the Beginning Honor: |, plus 5 boxes

secrels of others. The Seorpeon have never had the strongest saonurai or the most skalled
shugenga, and o they made up lor the difference wilh the only advandage they had. They
mate cerlan that the olher Clans would not trust them, and then they tuened that lack of
frust it & weapon. You never know i a Scorpion is lelling vou the treath, o i he is telling

SkiLrs
Archery, Delense, Lajutsu, Benjulsa, Poison,
Sincerity, Stealth

you & fie, hecause hecan pain an advantage with either one: 1o a society that values sincerd- TECHNIQUES
fy over honesty, you can never fully understand the machinations of the Seorpion. Rank 1: The Way of the Scorpion
All Seorpians wear imasks, Lach mask is uolgue o the individual, bul the inten s e Bayushi Schools motlo is Stk St Sirife
il the same, The mask is welling the world, “You cannot trust me” And yet, the Last This bushi rells two dice lor inltiative, keeping
Soorplon wicld soomuch wnporal power, many find that they must There are mamy sto basth,
ries of samural whe find themselves frapped moa Scorpion plot amd onee they: discover Rank 2: Pincers and Tail
thee {rath. they commin seppodn fo avoid lorthering the scheme, But in the end the read- The bushs has learoed the mlamous Seerpion
er diseovers thal is exactly whal the scorpion wanted 1o happen all along, feint. The bushi makes a Simple Agility + Kenjutsu
With fis repotation lor treachers and deceil, one wonders why the Seorpion Clan still Roll agraainst his opponent’s Reflexes « 5 0 he is sue
extsls, why the other Clans simply did not vise ap wgether and smash them. The simple cessiul, the Th o hil his opponent next urn is 3,
et of the matter 1s: the Searpion have the Black Serolls. After the Fall of the Children of Rank 5: Strile-At TG Jaa B —
[ Sumcand Moon, o preat war was fought between the Clans and the Shadowlands S nadi : e

army of Fu Leng. Only Shinser and his Seven Thunders were able w destroy Fu Leng, at’_‘"u
and the seeret of his demise s writlen on lwelve seralls that are goarded by the Scorpion il :
Clan, Chuly the Dannse of the Clan knows the location of all the Scrolls, Also, being
cight ina Scorpion plot i perhaps the greatest shame a bushi or shugenja conld
upont his Tl Everyone knows that the Seorpion have something on every
one 15 willing 1o acdmil it

The Tamlies

Bavushi
The Bayoshi Bimily are notorious for their reputed associatig
Ninetheless, they are konown as clover and crafty swordsmen
SosHi
Thee shuigenja of the Scorpion Clan almost always rain
wiich has a sinister reputacion throughout Rokugan, Re
S$HosURO

[he Shosuro family are woled diplomats whio make i
Dnperors court. Benefit: +1 Awareness,

ned his opponent, (1 ke
e can end up with the weapon

¢ From Ahove, Strike From Below
vas gained cnough skill in the ar of
deT hal e ay make 2 attacks per tuen,

8% [ he Pincers Hold, The 'Tail Strikes

1 Scorpion learns how o use his distrac
s o spend a precious momenl before
alee il as deadly as possihle, This

re Hanses abler his strike moll

Wit e School

Ty

spells

The Scovpions’ Views of

“he Crah (e Bk everyone elsel wonlid dedt]
o i we o, bt arg undisciphined and untriingd
why they make such excetlent allies”

N Crane bs mote alraid of shame than any othe
[hey hide bebind masks s ek a5 we o, bur the
siripeway”

ey are unashamed of what they are, which i whig
i Hans”

A Lion s more dike o dog Mo aocad He is casy e dradl
when vou have oo more need of im?”

Wik thee Drrasgion, Chey are et e mommpulale becaase (]r
aanid fempn theen swith greed or Qesh e ey e only theie pr : o ' g ; 9
5 &L Stelered 10 e Average (TR monn,

' Scroll Sachel, Wakizashi, Tinto, 3 ;

\
Tl ane winng, sirom, Bt aml noive, Could wou ask for @ betder ally’

ETSePT®
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Step e

CHoOSE A FamiLy

[5 yoar Lindeorn Clan chagacten [om
Fhis Shinje family, the Oeaku nily, o
thwe Tuchi Taimily?

CHOOSE A PROFESSION

Yo are either a bushi or o shipenja
Write down the Skills vour School
teaches vou as well a8 vour Ranl |
Technique (Bushii or Spells ishugenja)

fgp %m0

CUSTOMIZE YOUR

CHARACTER

Your characters Trans and Rines al
begin ot o 23 s Glory s | Yoo way
now spensd 25 Character Points 1o cus
lomixe your character. You way spend
points an Tradts (pg 540, Skills (pe o8,
ar Advantapes ipg 72} You may pair
additional Character Points by pur
chasing Hsadvantages (pe 731

CHARACTER POINT COSTS
Raise o Trait: & CF

Raise Voud Ring: (207

Ravise a Skill: 107

Raise Glore: 500

Lowering and Raising Honor: Tt costs
3 OPs 1o raise your characters | oo,
Lovwering your characters |lone gaing
yiur 2 Character Points, Honor can only
b raised or liwered one Bank,

DETERMINING WOUNDS
Multiply yvour characters Earth ly 2
sl G110 eact Wound Tiesowith tha
narmber, These are vour characles
Wl

Ovurtrir

Your outhit (beginning eguipment) s
listed] on the follosing page, The
Eguipmment List is on pae G List voul
pssessions and mney on he back of
vour chaeacter sheet, Choose your Primiry
Weapon and how ooy dice vl ol
and keep when vsing iL your Armur
amid s prodection, amd vour T Lo be hit

- p
Ofep Thie
DETERMINING INSIGHT

= Find the swa of all of your Rings.
Mualtiply thal tetal by (11

 Then, lind the sum of your Skilly,

» Finally, add the 1otals fopether. This
i5 your Starling lnsight

* Whenever your SKills or Rigs
inerease, re-adjnst your Tisight



The Timcorn Clan

When Hanted fiest ok the Emarald Thrame, be commamnded s sister Shijo and
thuse welio woukd Tollow her o s oul i the unrlli il expliome, She was o bring back
e ol what swas an the ofber side of the grest mountnns e Ty T the North, amd
Shimjo didd st She Brawageli with her three samurads Cakon, loehi aned Tle, ond Jogether, (he
four wenl into the unesplored realims They woukl oo vetaen Tor eight humdred years,

Ty homdreed sears o, the descendants of the four ceturned with mighty horses (the
horses of Bokogan are moeh ke pondes) and o way ol combal that was very differen)
from the descendants af the Children ol the Swn and Meon, Pverything aboul them was
different, Their dress, style ol clithing, speceh and tactics were all learned Trom dilferent
culterees e sclapied) o dit the vebigion ol the Seven Fortunes aod the philosophics of
Shinse

Mo that they have retarned, the descendints of shingo have found @ very dillicalt w
i with the other Clans. Light ceotunes of pestioning hove crited o delicate bakanee
aming them and e arvival of o new Clan has caused much friction. Being inexper|
snrced] (msubrleties of Bokuzan society, they have Tonnd it very difficult to adapl. Some

s [hem as uneducaled youths while others see themn as uneouth barharians who are
oty nomimally Rekuagani. ,

The ene thing all Clans do agree on s the power of theie horses: The mLmllL‘lmrgg
ailvantage of Unicorn cavaley in o general's army s one Lactor thal canmet be |gferl'ﬁl‘:
mated, The Loicorn Clan has picked apoon this and wses 10 s advantage, Jhl: Crane
Clan has freated the Unicorns with respect, and so their horders are patrollied by Uriipffrn

aavalew, The Lion Clan has furned a cold shoulder to the newcomers, and are not s0 for
funate, £ 4
£ '
r'“.a[ 1* l - £
e Lramilies £ 7

. e

SHiNntO ‘{ /

The Master ol he Four Winds™ Shinjs Yokatsu is the Changpion of U‘i' Unicarn: Clan
ToeShinjo school leaches speed and agility and the benefit ffﬁlngﬂﬂ p‘nl‘ﬂh‘ﬂ Benclit:
+1 Reflexes, £ J

Omaku i

The ko family has ek o commen with the M;JLlj

wirtue ol swilt attnck, Benefit: +1 Agility. i ;

%,_ﬁ}*}':" |

lucri £ 2]
Spending BN years dealing with barbarian Irdesmensii

[Fickes ofher shugenga are o privy to, Benefit; +1 Awa

its beliel in the

ot

: f‘l.i‘ﬂ':w shragenja many

l The Timcorns’ Views . ‘rh'*:""

chinse nml-.u w4l |J|||1 Thsse ulln m.ik'.' atch |IH|j..i]I{’II
Farnnernbir whint Shinsel sabd Tind allies in your eremys

e Crane have weleomed s wilh epen arms sinee ||I(.1ﬁﬁlﬂﬁy :-\i.im'-lnl [
Fwe done as (e Lion has dong, bat they wook the risk of bringing II 3] Iu ||1LII1
s sahes, il soowe proect their Toedees feom thaose who would

M)
ti A

by

@
P
®

“They biive never Been ki to us, bul they have alse never hgn
michy strangzers 1 Rokugan as we”

“Thu despise us becanse we are noe ke tem and euvy whiat w
i winilel desteoy s Goke what they want They dee the enemy i
thew are also oo enemy”

“The Phoents have ackniwledged o eightful place o he Enmpie, hut thi
speak o us kindly, as 0 we were children, I they valie knowledae, then they s
s with more respect, Tor who clse bas seen the Bids 10 the Mol Cerainly ot H

"W e uld fo isteusd e aod ey tell s oo o st ochers, Whe shall we |
Pt Bath ol them ol coarse

F
¥

A ™ - Youy Bﬁtgg
e 1ftm&r%

" Fall Delense

N, e

th 0 Bush School

Htmh 1 Aty
Beginning Honer! 2

SkiLLS
Aechery ehised om Agility mther than Relleses),

Prefense, Hunting, Kenjaso, Horsemanship 2
Mallnata

TECHNIQUES

Rank 12 The Way of the Unicorn

Unicorn bushi are alinwst raised g hoeses. When
an harseback, he bushy seag add his Horsemanship
iy any Skill w e inaking a roll

Rank-2: The Dance of the Blade

Flie Unicorn fighg,umoﬂﬂi valves lecimighes dhe
Clan learned w;hﬁp .'m e other side of |Ee T
tains. Tha#mmu.ﬁm:n chiose (wparty” a- sl-’.lli;
unhedtd of i1 !tnliugau The, mm@@ parrving,
Itishi is (Refleses b Dﬂfq;aﬁrk I(f:n]"tﬂ}ir}ac 5, Thw’fs
edver .;

Rank 3: The ﬁ@.wWIanﬂkia

A this Hank, the bushi learns &ﬁemapm&ﬂﬂﬂ
thetl cillws im0 pnﬂke 2.attacks per U.tl'ﬂ,, -

Rank 4: One Spirit

The link be I\'r-,'ETI the bushi and his steed s com-
plete. When peciorming any physical acts (fighting, .
niding, jumping, etc) his steed can make up for any
imperlections in the bushis technique. If he raiﬁas
I, misses his raise, but makes the original)

plis 5 hoves

%

roll sueceeds, but he gains no benefif fre hm-rnim
Rank 5: Danc an '
Some calk it hi A catll it “dancing
wit i Mmm*‘ é.l‘lnr the Unicorn bushi
may thoose to roll a better result. (The
[ushi r[ﬂt J‘E*l'd st’ﬁﬂ:ﬂi roll; he has to keep

i1 ‘Phe bushi may even re-roll EME&WWE
u}-ﬁ}r for a 'ITr'ttm: maulL -

Begi or: 2, |
tuchi shugenja gﬂ i Tree talse lor all Wate rﬁe“s
n"

SKiLLS .
CE[Hgmphy ﬂ'ﬁft'h'\l' Herbalism, ”UIHLIIIM
Hunting, Meditation, bny ane Buged skill g
BEGINNING SPELLS £
Sense, Eummyﬂu il Sumamon, [:I‘yfj Water, 2

i};&md 1 En;:l‘h y

r e

© (Al considered to HMuﬂim Katana,
shi, Bow, 20 Arrows of mw Light or
Pack, Steed, Kimono,

T

any 3 waapms. 10 Koku
- l‘ : 3:‘:
(Al ;x_mdmd;mbe mewwmm

" Pu, Scroll Satchel, Wakizashi, Tanto, 10 Kok, Steed



Ronm

Ko Pwave.men”) are samuran who, for one reason o another, have wo Ganily aod po Clan, and
st Lthey have no family nane. Ronin are considered o be just above ponswarrior samura in the Celestial
Urder The most commom reason for a samural o become ronin jovolves losing a Lord, Fither ina bal
He o by an assassin's blade, ronin swhe Tave lost their lord are in disgrace becanse they were anable 1o
give (p their life for his, They wander the counteyside lnoking Tor the ane who stale their honar Ronin
Bave the advantage that they bave no lord or honor G ansser 1o, but will lind greal difficolly in lind-
ing a teacher Few wish 1o stain their family honor by teaching their fmilys ar to a fallen man,

As far as these basic rales are concerned, there are g kinds of ronin character: The first is called
the "Clan Rooin” This is a character wha onee belonged 1o one of the Greal Clans, but has lost favor
with Tis Lord. The second Kind ol ronin is called the “True Ronin” True Ronin have pever had a Clan.

= i =3

Clan Romn LT

- begin al a
= Create o characler fram one of the Seveireal Clans, f_@_%pmd 25 Chi
= Then, take the Social Disadvanta onin Disadvantage on pg 77, lomiize your character.

* Clan Homin gan the Rank | Techefique, but may not gain further Ranks in their School, They must
seelcout sther Schoals 1w _u,in'n}pflmr Ranks, g

Tyne Rﬂmpf"

* True Ro i staft with S#fse, : and 5 ; plus any seven other spells with
Mastery Ley 4t

UGEN/A BEGIN W QUF,
(Al consi 1o be AveraghUuality)
o foll Saichef. Walizashi, Tanto, 3 Kok

Step O

CHOOSE A BACKGROUND
i) wonr ronin onee belomg o 0 majar
clam, v s he d Trae Bonm?

CHoOsE A PROFESSION

Yo are either o shi or a shopenja
Write down the Skills vouy School gaugh
weud (i anyd as well as your Rank |
Fochmigue (Clan Bomin Bushiy or spells
(Clan Ronin Shugenjal Troe Romn hive
per particular techmegue or spels

tfep T
CusTOMIZE YOUR

n CHARACTER
tq“m;ltelri1l'w.r'ﬁ Traids and Fings ol
is Glory 7= a1 You ma
et Points b cus
[ATHES -‘i|'l-'\.'III|
points on Trails (pg 545 Skills /po b5
or Advantages (pg 721 You mazam
additional Character Points I:_',')]".h\
chasing Disadvantapes (pg 75
CHARACTER PoINT CosTs
Raise a Trait: ﬁ‘ﬁr‘

Raise Yoid Ring: 12 (1

Raise a Skill: | CF

Raise Glory: 5 CF

Lowering and Raising Honor: 1 cosls
3 CPs to raise your character's Hono
Lawering your character’s Honor gains
v 2 Character Poinds. Honor can oaly
he raised ar lowered one Rank

DETERMINING WOUNDS
Multiply vour character’s Earlh by 2
and Al in each Wound box with that
nimber. These are yvour charaert
Wonnds,

Ovtrin
Your outlit {heglnning equipment) &
listed on this page. The Equipment 1
f5 on pe bb. List your possessions nl)d‘
momey on the back of your charsds
sheet, Choese vour Primary Weapon and
how many dice you'll roll and ke
when using it. your Armor and ifs pro-
tection, and your TM 1o be i

Ofep Thiw

1l fotal by 10

: yomr Skill
W tobls dogether, 'I'hi
arting Insigh

= Whenever g Skills or Ring
inereaspre-adjust your lmsigh!

= Thien, find
= Finally, a
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Mgh Skills

Acting {Awareness|

B (Awareness)

Calligraphy (Perceplion)
Courtier { Avareness|

Pamce (Agilitg

Eligquette (ntelligence)
Heraldry (Perception)

History {Intelligence)
Horsemanship (Awareness or Aeilily)
Hunting (Perception)
[mvestipalion

Law (Intelligence)

Lare (shugenga, Shadowlands, Bushide, etc) (hitellipenee)
Medicing (ntelligence)
Meditation {Void)

Mussic {Apility and Awareness)
Painting (Intellipence)

Poelry |Awareness)

Shintan (Tntelligence)
Sincerity (Awareness)

Tea Ceremony [Voud)
Theoloey (atelligence)

Buger Skills

Archery (Reflexes)
Armorer (Rarthy
Abletics (Varies)
Battle {Perception)

B Stick (Aaility)
Defense (Agility)
Hanel-to-hand (Agility)
[aijutsn

Rerrfutsn (Agzilily)
Knife | Agilily)
Naginata (Apility)
Tetsubo (Apiliy

War Fan {Agilily)
Weaponsmith (Earth)
Wrestling (Strength)
Yarijutsu (Azility)
Weapen| utsa” (Agility)

Mevchant Skills

Armorer {Eatihy
Cuimtmerce [Awareness)
Craft

Herhalism (Intellizenee)
Lockamith (Agility)
Weaponsmith (Farthi

Low Skills

Athletics (Viries)
Forgery (Agility)
Gambling (Awireness)
Poison (Indelligence)
Seduction {Awareness|
Stealth (Agility
Tortire {Awareness)

Advantages

Ahsolute Direction (1 Poin

Allies (Yanable)

Armbicdestrous (3 Potnls)

Benten's Blessing (3 Points, 2 Fonds bor Crome characrers
Blackmail (Glory of Blackmailee; -1 Tor Scorpien chaactersi
[Jeath Trance (3 Points, 2 Paints or Lion characters)
Clear Thinker (2 Poims

[Bifferent Schoal (5 Paints)

Cireat] Dhesting (1 Poinds)

Higher Purpose (2 Pains

Inheritance (variable

Innate Ability (5 Poins)

Flharmic Tie (15 Points)

Large (2 Points, | Pomd dor Crab characters)

Luck [3: 6, 0r 4 Poimis)

Magie Resistanee 12, 4, or b Poinis

Perfect Balance (2 Points)

Caick (5 Poinls)

Chuoiek Healer (5 Poims)

Tead Lips (2 Pouns)

Sensei (Variable)

Social Position (3 Points per Rank)

Strength of the Earth (2 4 or 8 Points)

True Friend [Variahle)

Voice (2 Poinls)

Wy al The Land 2 Paints, | Poiot Tor Univarn chariclers)

DNisadvantages

Bad bortne (1 I‘uian

Bael Health {3 Poinis)

Bad Repulation (2 Poinis;
Benten's Curse: [ Pownis)
Blaclk Sheep (5 Paints)
Brazh (2 Points)

Can't Lie (3 Paints)
Chemical Dependency (3 Painls)
Compulsion (24 Poinis)
Dark Secret (5 Poinls)
Dependent |14 Paints)
Drven (3 Poinds)

Fradl Mind (3 Points)
Gullible (3 Poinls)

Haunted (Variahle)
Insensitive (2 Points)

Lantie |5 Points)

Larst Lawa (2 Paints|

Low Pain Threshaold (5 Prinds)
Meddler {2 Points)

Missitee Limb (5 Points)
Crblipation (2 wr 4 Paints)
Permanent Wound |5 Poinis)
Phabia (2 or 4 Poinis)

Small 5 Poinds)

social Disadvantage (3 Poinis per Rank)
Sofl-Hearted (2 Poaints)
awarn Enemy (36 Points)
T Love (3 Points)

Unluck 159 Points
Wesithness (3 Paints)
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Held i a fepd yore trust, 0f s vorr ally,
Held v drand wew o st frnst, 1 15 vour
EHEHRTY
Learn the zeay of fire and vou ears the aay of
the weorld
the Tae of Shinse

2

ath of
Rlood

Peart 3

The sall brecge gently pulled al the hair that fel]
down his back and Lilled his nose with the smells
ol spring. He looked down from the hillside into
the valley and shoale Tis head, 10was going 1o be
i MARSACTE,

Anarmy ol yellow and gold stoml 10 the north
while Blue and silver samurai stood i the sonth
P rielers stond betoree each army, the s of
the Crane and Liom [ying on their banners, As le
watched, the Lion general rode before his army o
the center of the battlefield, He raised his spear
and shouted at the hundreds of Cranes, Ginawa
hent forward to hear the Lion’s words,

1 weas b the balle of Denoben Falls! 10 was
my arcow il slew Tuchi Kizawan! When Otomis
Chizen’s head lell from its shoeulders, it was | whi
was wiping his hlood [rom my blade! T am Matsu
Turi!l The bloed of a hundred penerations of Lions
Merws in my veins! This day, your blood will feed
the prass beneath your feet!”

Ginawa smiled. “Matsus and their Bragging”
be whispered.

Hijike fooked al him. “What do oy know al
Matsus, Ginawa-san’™

“Enough” Then e looked o the samuorai-ko,
“Perhaps too much”

The Crane peneral rode Torward,  meeting
Cihei at the conter: Cinawa chuckled. "Now it is
time iy wiikch the stratepy of the Ceane”

What stratcgy would that be™

“You will see” He pointed al the two samiral
“The Crane is Aeling the Lion that fighting here
will only bring bloadshed, not gloey, His army i
aroater and the Crane are willing 1o make con
cessons o osee that no men waste ther lives hire
fisclay”

On the battledield, the Lon samura rased s
spaear andd thrust it in the directon of the Crane

Gimawi contimoed, “dow the Matsu s telling
the Crane that there is always glory o warlar,
and that the Crane s a coward for suggesting ath
CErwse’

The Crane samura threw his spear o the
ground and pointed a1 the Llon aod then an his
katana

“Nivw the Crane is 1elling the Matsi thal 1 e
thinks he s 0 coward, be s willing 1o prove
with his steel”

Ches Lion shoak his fstoat the Ceane and dis-
rounted, stapping his horse, sending it had fo
the Lion army. The Crane followed suil

“Thoey are pomg W leht heee™ Higiko asked,

“Hai Hooor has been guestivoed”

She watched the two samuaral standing five
paces aparl and remembered  her doel with
Crinawa anly o day befire

“Look #l theme carelolly, Hijiko-san, Can you
sCE it now ™!

She louked al the Lion, his body trembiling
with [ury. lis lands shaking with anticipation,
Mhen, she Tooked at the Crane, s hody poised
and steady, The Lion shifted s stance fwice
while the Crane stoad still

“He dowsndl stomd a0 chanee,” she whispend,
“The Lion will die at the Cranes hands and his
army will be rooted.

Giinawa loaked ot her and noedded. “That's
Crane strategy, Coax the Lion into & [reney, gues
tion his courage and get him to challenge you
a duel. The arny is considerably weakened Dy (e
loss of theit general. The Cranvs offer them a
chance 10 surrender, The Lions refose and [igh
withoul their communder”

A wianl withool o head ™ Hijiko said

"Exactly. Now watch'

A hefore, the doel was over oo heartben,
Fhe Lion charged the Crme. The Crane waited
until the fast moment, strack as he leapt back and
the bleeding body of the Lion fell al Tus fee

Shouts erupted from the Lion anmy ay (he
Cranes charged, arrows [Tying over their heads
e ions seeammbled toorise wide, a0 shields o




protect themselves from the arrows as the Cranes
redched the halfway point where their general
stood, wiping Lion hlood from  his blade
Suddenly, an darrow shol across the field and
plunged into the soft flesh of the Crane general®
neck. He staggered for & momenl, then his sword
dropped and he fell onta the body of the Lion
generil

“Where did that come froan® Hijiko asked, her

darting around
e He stood
and before he knew i, his sword was free from its
sayat, the blade flashiog in the morming Heht

Hijiker looked 1o the woods fost west of thelr
pusition “Where are the Scorpion mapistrates™

Crinawar nodded. “ think you are right, Hijiko
ban”

He ran by her, straight into the [orest. She
trieed e cateh him, calling oul his name as he ran,
but he was already too fur away. She looked
dowa at the battle far below them as the armies
crashed together, 1L was going 1o be o massacre,

Thet thick branches of the trees cul at his face,
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satiel the voice of his sensei, but the Blosd pounding
in his head made the voice o distorted whisper

‘inally, be broke through the trees into a small
clearing where the magistrales stood, looking
aver the baltle from their hidden position, The
shugenja and samurai turned o loal himm, b
the oihers kept (he attention on the battle

Umako eyed him suspiciously, “Why are you
here and where is Hijiko?™ she asked

“You killed hiny," was his only resy

The samurai stood slightly befare Umako and
drew his katana. The shugenja shook her head
“Tm certain | have no idea what you are talking
ahout”

“The Crane general, You killed him”

Umako shook her head, “Tm afrakd vou are
gravely mistaken, We had nothing to da with that
arrow’”

“A lie is still a lie, no matter how pretty it
soiingds”

The samural stepped forward, “You call my
s a liar, tonin
Scorplon by oame, scorplon by nature”
Ginawa said through clenched teeth, his hands

|J o

st




Ciinawa sei himsell into his stance, letting all
the thoughts in his mind fall away. His eyes
fpeused on the samurais chest, hips and shoul-
ders, He fele the tensions in his muscles sink into
nothing amd his feet stood ready (o propel ing al

any moment,

He was as the leal that falls to the eartli, a5 the
chiild who paints or sings, as the mother bringing
life into the world. He never saw the samurai
miove. He never fell his own body respond, All
was one motion, one Tuid moment Thal seemed
o last Torever,

The &
blade met and they kissed.  sparks flew belween
them. his own hlade riding on the steel of his
ppponent. . his blade moving along the steel,

g oas it did a strange song of hunger ind
pain_, the fear of his opponent told in the jerk
ing movements he made. his sword swinging
down, bitingcuttingtasting the skin of his oppo
nent... and the Blood. . . the blood.. . the bleod.. .

He didn't know if it was him or the hlade, bul
sommieone was laughing

(Ising the
System

: 15 aboul rules, You learned the very
hasics of how the rules work in The Book o
Earth, but here, we're going to offer some sug
gestions to help you make the rules work for you
We'll offer you suggestions, but in the end, it's up
o yvou to adapt these rules to your own laste
We'll show vou how 1o use the Skills with eac
af the Traits. affer a bidding system for laijutsu
duels, fully detail combal (and offer a whole
£l w4 chart system
s=combat hattles

buine
for dealing with mas

Tyaits

We've desipned the 1OR pame system to be

L
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Skill can be wsed with any Teadt, allowing any
kind of roll, simulsing just about any kind of sil
atlon, Listed below are the eight Tratts and how
fo use them with the Skills, We've also laken a
lew lines under cach Tratt o show yon how it

compares, contrasts and complements the other

[raits

STAMINA

Whenever the physical determination of the
character vomes into gquestion, the GM can call
for a Stamina roll. Stamina can be used with just
aboul any physical Skill {o test a character’s
resalve over lopg-term actions. Stamina + Danee,
for example, can be used when a dancer muos)
perform while  injured, while Stamina  +
Horsemanship can be used io fest a rider’s dedi-
cttion over a long ride across the Empire

But Stamina can also be wsed for less physical
activities, Consider Staming + Bard, Sometimes
the demands ol an sudience can tax even the
| most resolute storyteller. Offen times, bards are
called upon o perform for hours at a dime, Such
getivity can lest the bard's stamina, especally i
saidl bard has been taking in oo much of the
wine, women and song., Or how about Stamina +
Shugenja Lore? Imaging an apprentice of one aof
the Phoenix Elemental Masters studying late into
the night, porinig over ancient lexts, trving to Hnd
the answer to some cryplic riddle his master has
challenged him with

WiLLPOWER

On the ather end of the determination scale is
Willpower. As Stamina s the testing board for a
character's  physical eodurance, his  mental
endurance is measured by his Willpower. Any dir
cumstance listed above could alse call for a
Willpower Lest,

Tewsptation is the key word when speaking of
the difference between Willpower and Stamina,
ppecially temptation from  external sources
lemptations of wealth, influence and power (as
will s some more camal temptations) are those
that call for o test of a character's will

Can @ character add a Skill 1o his Willpower?
Certainly, The most comimon Skill do add o
Willpower is Ltiquette. This coupling reflects (he
ability 1o act properly despite the motion build-
g inside, Meditation is another Skill that could
be coupled with Willpower, which would reflect
the characters attempt o focns on his meditations
despite environmental distractions,

STRENGTH
Strength s almosi never used with Skills
Strenpth rolls mainly entail using raw muscle

PERCEPTION

This Trait is used whenever a character is try
ing o phserve details. Perception can he used
with just about any Skill when the character is
trying to pain information. He could  use

Perception with any weapon Skill 1o determine a
weapon's qualily, if i1 has been damaged, or any
othet minate details, Any time a character is try
ing to gather information, use his Perception.
When he is trying o recall information he's
already pathered, he uses Intelligence.

AGILITY

A character’s Agility reflects his ability to con
trol his movements. The more delicate the move
ment, the more he needs to rely on his ability w
control it Agility checks can be made when (he
character’s ability 10 control his movements are in
question. Agility complements many  physical
skills including Stealth, Painting, Kenjutsw, and
just about any other Bugei Skill,

INTELLIGENCE

Whenever memory or reasoning  ability s
called into question, a character’s Intelligence is
wsed, Almost any Skill can be coupled with
Intelligence 1o test a character's knowledge of that
particular Skill,

For instance, & characler is trylng o remember
certain facts aboul another character or NPC He
can wse Intelligence + Heraldry if he is using the
character's mewr as a reference point, or if he is
trying to recall o character’s kenjutsu style, he
could usge Inlellipence + Kenjutsu,

The main difference between Intelligence and
Perceplion is that Perception is used to galher
facts and clues, Intellipence is used o recall infor
maticn that Perception has gathered and (o put il
together into a logical and reasonable format

REFLEXES

Like Strength, Heflexes is almost only used as
a lest for physical prowess, I represents quick:
ness and reaction fme. 1t is the body reacting on
an unconscious level, withow! the conscious mind
givimg Il commands. Agility, on the other hand,
represents conscious use of the body, Refllexes s
coupled with a Skill to refleet the body's tntuitive
reaction 1o a situation




AWARENESS
Awareness is @ measure of 4 character’s inti-
itiom, It 15 used when the ability o think quickly is
brought into play. Awareness 18 also the character’s
ability to sense the emotional stales of others
Ay fime a ter is caught off guard, you
can | lis response with an Awareness roll.
For instance, a character is guestioned in the cour
aboul his sploion vna topic he n't prepared
for, the GM can ask him for an Awarenes
Courtier roll, Or, if the character is trying lo con-
i e of a particular peint, have him roll
+ Sincerity.

is ditferent from Perception in that

Y
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Keepng and Dropping

Players roll a lot of dice. but almost always
only keep & number equal 1o their Trail

The words “keep” and "drop” appear many
times in this b ts make clear what those
terms mean, When o player or gamemaster rolls
dice, he'll count up some and lgnore the others,
The dice that are counted up are “kept and th
that aren't bre “dropped” S0 il a player molls sy
thice and “keeps four” then he adds the wy four
rolls and “drops” the bottom fwo,

A plaver will almost always roll dice equal Iy
their Trait plus their Skill, “keeping” dice e

} -I‘_.'._.f .;-:-_.._ W .{_'_;_ - *‘n\ g y
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| Wi
- \ : Awareness judpes a characters ability to o their Tralt and “dropping” the rest, There ane
\ - things that are not immediately evident, some situations where the equation. "Trail 4
L | i I.I Vo sl siul Awareness check h "will have other words instead of Trail and
k4 : f “hunch,” telling the plaver, “You get a very had  Skill, but you always roll dic 1al 1o the swm,
- e ; feeling about this” Perception, on (he othe only keeping a number of dice equal o the list
| ¥ has evervthing to do with the senses and physic and dropping the rest The higher vou roll the

evidence Better vour chance of succe
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Kaero has e 3 Agility, and a 7 Kenputsu, so he wif]
be rolling 6 dice. keeping the best three (because
fiis Agtlity is threer Kuro rolls the following:
3008 and 9 making hus total 24 (FHE49 are
the highest three rolls, so Kure keeps those)
Some rolls will only involve a single Trait, and
not involve any Skill (lifting a heavy rock would
be simple roll of Strength, for instance), In this
case, the pumber of dice being rolled and kept
are the samme. A character's rank in one of the five
Hings can sometimes be called upon instead of
one ol the traits, but the roll is made normally.
Fxample: Kuro s trying to it a very heamy
rerck over dis head in a continaed display for his
nezer lord. The (M tefls Kuro to roll ltis Strength,
Kuro rolls theee dice because of s strength and
gets ondy a resedt of 12 (24:5+5) Kuro'’s ford qoiil
probably aant tu find a Crab Samural i he
wwanits some brute strength to back up Kuro's skill

Omyle Rolls

A Simple Holl tests the abilities of the charac.
ter by making him roll dice equal to his Trait plus
any relevan! Skill

Slmple rolls are used when there is no one
actively resisling the character’s actions. Whether
this is picking a lock, looking for the correct herb
thal will heal & wound, or Irying to leap across a
gap, only the character’s ability and resolve is in
guestion. When a character perlorms an action
calling for a Simple Roll, the GM announces the
Target Mumber of the action, and what Traits or
Skills will be used The player may suggest the
Trait and Skill that he thinks should be used and
pechaps give a quick explanation why, bul the
GM's decision 15 final

A Simple Boll can be made with or without
skills; and s always simply a roll trying o beal
the Tarpet Number (TN) declared by e
GameMaster

Example: Later, Kure ts examining a forse in
the market, frying to determing if it meets s dis-
cerning tastes. The GM decides that in order for
Kura tordetermine the quality of the horse, he il
faee o madke a Pereeption roll Kure's player says
that Kuros Hursemanship Skill should also play
a factor i thys test, and the GM agrees, allozeing
Kuro to ke a Perception — Horsemansiip
Skill. The GM could justify wsing Awareness if
there s something tat Kuro would have 1o
Sense rather than notice. The GM tells Kuro thit

the TN for this roll s a fifteen. Kuro has o
Perception of 2 and a Horsemanship of 2, so e
will be rolling 4 dice, keeping 2

DirricuLTies

When you wanl to make an action, vou have
ta roll equal to or higher than the Targel Kumber
which is typically a 15,

The GM ean announce any Targel Number he
wishes, using this list of standard TNs as a guide
Remember that the difficulty is only based on «
marginal success, and that the plavers will he
able to make raises il they want (o be more effec
tive. While TNs do nol have o be in multiples of
five, they tend to be, and it keeps things simple
Still, this is only a guideline and there is no rea
son for the GM not (s ask for TNs of 14 and 23
the situation calls lor it

TARGET NUMBERS

5 Wundane (juggling one hall)

1 Fasy (juggeling two balls)

15 Average (juggling three halls)

20 Hard (juggling four balls)

25 Very Hard (juggling five balls)

30 Herpic [jugeling six halls)

35 Never Done Before (juggling eight halls)

M Never Done Again (jupeling nine halls
while a geisha nibbles on your ear)

TEns

If you ever roll a ten, ol that die again and
add what vou rall 1o the fen

Any die thal comes up with o 10 (or a0 on
dice marked -9 is rolled again, The second ol
is added to the ten o pet the value of the roll, If
the second roll is alse a ten, it is added and rolled
again, There is po limit to how high a single roll
can be {although you can stop when you reach
virar TN,

Extmple: Kuro decides to ride the mare briefly
fir get a Jeel for the horse. He rolls fus Agility plus
his horsemanship (3+2)) His fist roll s a
LABK IO and 10, He picks up the two dice that
rofled tens and rerofls them, The first olls o 5,
and the seeond another 100 The die that rolled
double tens finally mlls a 7 on its third rolf and
the fimal rolls look like this: 1461527 Sice
Kuro 13 keeping three dice, s wotal s an amaz
ing 4816+ 154-27)

Raises
Players and GMs can Baize the TN 1o inere
ments of 5 to gain more dramatic or spectacular




EXAMPLES OF

RAISES

1 Raise - Striking
‘the torso,

2 Raises;- Striking
the arms or Jegs, draw
blaod- without doing
significant damage

3 Raises - Striking
the. Head, "Neck, or
hands. | Disarming
#tlempts. Striking the
jints in the oppo-
nent’s armaor,

4 Raises'= Trim the
opponent’s inustache

—-
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eflects

When the GM has annoonced @ TN for a roll,
skilled characters may reahze thal they have an
easy rodl o make, and may wish to make thed
potentisl success more spectacular A player can
voluntarily increase the TN in order 1o achieve 3
preater, ar more dramatic success, This is called a
“Raise! The player announces how many Roises
lie is taking and rolls normally,

Players may nol make more Ralses on a given
roll than their Void Rank - fe.oa bushi with a
Void of 2 may make one or two Raises 1o a roll,
but ot three.

For every Raise. the TN i increased by five,
but the level of success inereases as well, Rolling
against the TN announced by the GM will give
the character o successiul result, but more can be
achioved with one or more Raises. Keep momind
thiat before dedaring o Radse, A the roll ends up
lpss than the mew TN, It s a failuee, even o il is
higher than the original TN

Raises can have all sorts of different results,
and they are dependent on the GM and player,
When making Perceptian rolls or any other roll
ahoul gaining formation, a successful Raise
restlls i maore information, mare reliable infor-
mation, more relevanl information, andfor mare
dhetailed information, I combat, raises resull in
mare povwverful and more accurate strikes, as well
s suecessiul special maneuvers (disarms, called
shots, etic)

Raises are also used when a character wants 1o
arhieve a more specific resull, 1T o player wishes
g particular resull, the GM tells him how many
Raises are required to achieve the plavers desired
efiect The plaver can then either make the
attermpt il the new TR ar fry samelhing less dil:
licult,

Example; Kuro, wha is rolfing 5 dice decides
to annource fuo Raises He s intending to spend
a lotof movwey on this hoese for his lovd avd does
wt it o dishonor fivesell with an animal i
pear fealth, Witk oo ratses, e should be abie to
fivsdd out all sorts of importeant fnformeation aboni
ithe mare.

Free Raises

A Free Baise gives vou the benefit of a Raise
withiul raising the Target Number,

In some circumstances, the GM may awand a
character a Free Raise far @ roll, This means tha
if the plaver makes a successful roll, he will be
awarded the effects ol a Raise withoul actually

- P —— L e o b a b i i e B et

rafsing the Target Number (or an additional one
il he is making Raises on his own as well), Free
Raises can be the resulf of magic tems, spells, the
blessing ol the Seven Fortunes, praving al the
Temple of Amaterasu, being in o familiar taclical
situation, having made a soccessiul Perception
roll 1o amalyze your opponent’s technique, or
many other situations. This free raise does nol
change the TN in any way, and it doeso't coun
apainst his limit F he wants 1o make Ralses on
his own,

Example: It is certatndy possible that the GM
cordd hape goen Kuro one or mre Free Raises
for fis Perception roll due 1o his overzhelming
sucoess with his rding the mare,

BuLnD RoLLs

When players roll without knowing the Targel
Number, they are rolling blind. Sometimes, the
M will not want the players to know the ool
eome of a roll,

It a poison has been shipped into a player’s tea,
then telling the plaver lo make an Awareness
plus Potsan roll is a pretty strong-give-away, and
the player won't want 1o drink the tea regardless
of the results of the toll. This 15 a good fime for
the GM o make a blind roll

Whenever the GM wants to make a blind roll
he muy either roll the dice himsell, or have the
plaver tall them, but does oot announce the TR,
If the GM does nol wish fo announce the TN,
however, he must give the player credit tor os
many Balses as the player could have made suc
cessfully, Obviously, the GM must still have a TN
in mind for this roll.

Example: lnstead of declanng the Poceplion
+ Horsemanslip woll ta be a 15, the GM 1ells
Kuro that he warts a blingd Awarcness plus
Horsemeanshap roll. The GM decides quretly thal
the TN for Kuro to find aul 1his lrorse s seevet 154
200 Kuro rolfs a 34 (g total of twe raisesy so the
M tells Kuro that not only does this horse seem
fo like Him, bui she is pregnant - probably tva
sirpng sire Quite g find! This could bring some
(o 1o Kuro

Contested Rolls

Contested Rolls occor when you have to lesl
your abilities agains! the abilities of another

When no one 15 resisting a characler's actions
all the rolls should be Simple Rolls. But chara
ters don't live ina vacaum and eventually, they




will enel up in o confrontation where they muslt
test their own skill against the skill of another. In
this stlbation, the GM calls for a Contested Roll,
[he ather person o the contested roll could he
another player, or just o character (n the story
Regardless, both characters roll their dige 1o
determine thelr individual success, The TN for
each character's roll 15 thelr opponent’s Trait times
five, This roll can be Ratsed normally by elther or
both sides. If the GM requires [t it can also be
made blind, bul this can be slishtly confusing (we
don't recommend 1t for beginning GMs).

he result of the contest is determined by
which side makes their roll successtully;

= |F neither side s successful, then the conlest
comfinues another round Perceplive observers
may he unimpressed by the lack of skill heing
shiw.

* Il anly one side is successtul, then the suc:
cesstul characler wins the contest quite decisively,
Any Raises thal the character may have made can
increase this “margin of victory” even more;

» If boih characters are successful, then some
ome manages 0 win the contest, but only mar-
ginally, If one character makes more Raises, then
that character wins the contest, otherwise the
marginal victory goes o the character with a
higher total roll,

Example: Hapmng Jound thet the horse s
goceptable, Kuro begims to hagole with the mer-
chant over the price of the mare. The GM
atounces that tis s a roll based nn Aweareness
plus Cammerce. Kuro has an azareness of 3 but
ity @ Comerterce of 1 The merchant also has an
Aeareness of 3 but a Commeree of 4 Both sides
tave @ TN af 19 jtheir opponent’s Amareness
times 3 bat the merchant decides to yse 2
Raises, Kuro knozes fis chaces are too small if
he Raises tevtee, 3o he's simply going to fy o
make the 15, Kuro rollsa 148 and 9 Jor g total
of 21 (94 8-44) The merchant rolls an amazing 35
(heeping an 8 9 and 18) and casily beats his
adfusted TN of 25, The merchawi wins, and the
selling price of e mare eids up being guite figh
He can pbpiously tell horw badly Kuro wants the
bt

Ten Dice PEr RoLL

Sometimes, a character is given extra dice to
il because of mapic ltems, successful Raises an
g previous roll, or by other means, However, no
ll ever is made with more than ten dice,

Working Together

There will be occasions where more than one
person is working together w perform an aclion
This can be several shupenja working together
perform a ritual, it can a gronp of hushi trying o
pull & large rock up the kill, or perhaps just o
group of singers performing for the courl

In all of these situations, the group st
choose o primary character, The roll is made
based on the primary character but adjusted for
Ihe ather characters in the group, The gooup's pri
miary character is the character with the highesi
Raok in the appropriate Trait. Fvery character
other than the primary character will add their
skill level to the roll, With an unskilled roll (only
rolling a Trail, for example), the primary charae-
ter will roll an additional die for each person
issisting,

Faample: A gronp of shugenfa are casting a
ritual. The primary shugenfa has an Earth of 4
{the spell’s element) Since there are no skills
involved, the shugenja will be rolling (but nof
feeping) an additional die for each assisiing
shugenfa There are three other shugenja who are
assistiveg fims, s e witll be volling seven dice,
heeping four

Fxample; The master smith is preparing a
ketana for the Crane Dainevo. The smith has an
Eartie of four and a Weaponsmititing of fioe so ke
udll be rolling 2 dice keeping 4. He has two assis
tants who are helping him with the minor details
They have Weaponsmithing skills of three and
fwo, 30 the smith could roll 14 dice if he were
alle (3454 3+-2) Since the most fre can roll 15 ten
dice, he wifl roll all ten, kevping four,

Vol

Spending a Void Point raises ong of vour Trails
by one Tor that one roll,

People in Rokugan can oecasionally wuch that
place where the other elements come together
perfecily and perlorm beyond their normal capa-
bilities. Whenever o character is making u roll, he
may choose 1 spend” a Void Point in order
increase the value of the appropriate Trait by one

This will mean (he character is rolling and keep

ing an additional die Tor that one roll,

Linder normal circumstances, a characler may
only spend one Yoid Point per roll. Under extreme
circumstances (up lo the GM) o character coald

COMPLICATIONS
Some things that

can make hitting an
opponent more diffis
eult can berepresent-
ed by ingrenses in the
Target Number to hit
the apponent. )
+5 Bad fooling, or
difficult viston,
+10: Partial cover, o
quickly moving tar”
get, or long range.
415 Nearly  full
cover, oF exligme
rage.

+20: Blinded,




A it

their Skill Rank: If ne | 45 invalved, then the
Teait rank is the mos Paints that could be
spent. The extreme circumstances (hat could
move a character o such greal exerlions should
appear once or al most fwice per story and be the
difference between success and failure, life and
death,
A character can onby spend as many void
paints s their rank in Void. Spending void points
not decrease their Yoid in any way, it is sim
Ca maximur to the number of void po
available to the characters. AL the by

tion, & character also has a void point restored to
them.

Tests o Honol

Whenever a character is forced o make an
ion that he leels is dishonorable, the playes
hoose to make an Honor Test Often limes,
illpower roll is nsed to resist lemptation (o
the source of the temptation makes a Contested
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roll against the characters Willpower), 1F that rwll
fails, as a last ditch attempt, the :
Example: Mirumoto Kuro s eating |
Liow Clan pal
ecretly pas
ambers fater that

ery predty Liol s
s SN @ o

a number of dice egual 10 his Honor Bank fobeal
a TN assigned by the G ister, I the roll s
ce the character resists the temptation il
oains an Honar Peint, bul i1 he Fails, lie loses ten
Honor Points! The GM should ase the source of
the  temptation when  delermining  Targel
Numbers for Honor Teats,

Frample continged: Kuros playve
trwi dree (Kures Honorl, The
the sanira-fos Az
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makes 1 a 20 Kuroy plaver makis a gulping
noise and announces hell be spending a Void
Point. He makes Wis roll and pots 73 and 27
(101047 for a toial of 37 Kuro successjully
resists tre samiurai-tos offer and enfops a cold
e tonteht,

Talent vs. Skill

s natural for new players o lake & look af
the system (rolling a Trait + a Skill, keeping the
Traity and figure that il is much more important
l hewe high Teaits than high Skills. After all,
Traits allow you to keep dice while Skills just add
mare dice.

This is true, hot it can be misleading. Players
will want o raise their Traits as high as possihle,
bt they will nal want to lgnore their Skills. Skills
give you muore dice 1o roll, piving you more chole
es when it comes time to decide which ones to
keep and drap, In short, the more dice vou rall,
the higher chance you have of rolling a ten, which
is the equivalent of ralling yel another die.

Consider two characters for a moment; o Crah
samural whe has invested all of his points o his
Traits, and a Phoenix samurai who has invested
many of his points In Skills. The Crah pets o
keep mare dice, but when he gets hurl he will
lose dive thul he could have kept while the
Phoenis samurai has o wide variety of dice w
pick and chase from, For instance, let's say both
characters are al -2 Wounds, The Crab psually
gets Lo roll 6 dice for his attack roll (5 Agility + 1
Tetsubol, bul now he paly gets o rall 4 On the
other hand, the Phoenix vsually rolls 7 dice (3
| Agility + 4 Kenjutsu). Even down two dice, he's
rolling more dice (han the Crab (), and he pets to
keep the same amount (3. In other wonds, the
Phovnix has @ greater choice of dice, and perhaps
a W snock in there somewhere,

Charputers who have high Traits and low
o Skills will be affected by Wounds to a higher
degree than characters with higher Skills. This is
how it should be Characters with more experi-
ence art able (o handle damage better than char
acters who are still a liftle wet behind the ears

.Lii‘mpﬁygﬁtﬂm S

COMBR&
Ok nrmshes

When a two simall Torces face each other, if is
called o Skirmish. Skirmishes can invalve as Tow
a5 wo combalants or as many as a dozen
Skirmishes are handled with three steps:

Step One: Determine eitiatioe

step Too, Declare Aoiions

Step Three: Resolve Actiony

Otep One: Determmne
Timhatwe

Al the beginning of a combal round, the GM
asks all players to roll one d10 and add theis
Reflexes Trait w the resull As always, if a 10 is
rofled, roll again and add the result, The GM makes
a similar Beflexes<d 10 roll for all NPCs involved in
thie combat, The GM then records wha rolled high
est to lowest, The plaver or NPC who rolled highisy
will get the first action, followed by (he person wha
ralled next-to-highest, and so on The person who
rolled lowes! gets the last action. Players declare
actions from slowest 1o fustest, so the character with
the highest initiative roll pels o hear what every-
hody else is planning 1o do before decding,

Olep Thwo: Declave
Actions

[n order to keep things orderly, a Skirmish is
broken down into Turns. Fach Turn is approsi
mately five seconds long, enough time o give
each character one Aclion. A character who wish
s 1o engage in hand-to-hand combat must do so
with one of three maneuvers; Normal Attack, Full
Atack or Full Defense

How ABouTt
Hanp~-To~

Hanp Compar?

Although almost
all combal in
Rohuganis conduct-
ed wilh weapons,
oceasionally (hy
design or misfortung)
one-or bothwl the
combatunis will be
withouba weapon,
When this avcurs, the
relevant coll is Agility
+ Jiujitsn, and the
Dumage Rating is
k1,

R i — i




FaLLing Down

Charactérs who
fall {with no control
over their fall using

the Climbing or
Athletics Skills) will

fiike 1 die of damage
per A0 feet they drop.

ExamPLE:
Kuro is jumping
from one mufmp o
another, chinsing a
black-clad assassin
{who may or may not
be a ninja), Onchis
third leap, he slips
(fails his Agility roll)
and plummets o the
ground. The GM tells
Kura that he's going
to be falling twenty-
three feet, so he'll
have fo take two dice
 of damage, Kuro's
player rolls two dice
and rolls a | {whew!)
but heplio rollsa 17

(10T}

Kure decides that
he'll be lying down
for a while,

MANEUVER: STANDARD ATTACK

When a character is trying to hit someone, the
unadijusted TH (o gel o successful hil is the tar
pet's Heflexes times five. Many things can modify
this TN (such as armor, combat conditions, etc),
and Some monsters have a fixed TN to be hit that
may have nothing to do with their Reflexes
However, {f the character is able 1o suceeed on the
stmple toll of [Trait] + [Weapon skill], then he will
wet to make an wdditional roll to determine how
much damage was caused Many times the toll
will be a simple Agility + Kenjutsu roll, but of
course this is not always the case,

MANEUVER: FuLL ATTACK

i u character chooses a Full Attack, he gains
an additional two diee (o roll - but nol Keep
when he attacks, The TN {0 hit a character whe i
making a Full Attack is only 3,

MANEUVER: FuLL DEFENSE

The Full Defense maneuver |5 used by charac
ters who simply want fo get out of the way of
another characters attack. Their only Action this
Turn is to dodge. The TN 1o hit o character under
Full Defense is Reflexes x 5, but the attacker mus
drop any dice that roll lower than the character’s
Reflexes + Defense Skill

RanGeD WEAPONS

Lsing a ranged weapon in the L3R RPG s nol
very different from using a hand-to-hand weapon
The GM may call for 3 higher TN due 1o cover,
range, or the movement of the target. Like meles
weapons, il s simply a matter of rolling 1o hit.
and then rolling lor damage il you hit

There is one difference, however. Rokugani do
not “aim” their bows. They rely on instinet rather
than certainty, When firing a bow, samural use
thetr Reflexes + Archery rather than their Agility
+ Archery. The one exceplion to this rule s that
samural from the Unicorn clan have learned this
*aiming” trick from the barbarians and may use
Agility instead of Reflexes if they wish

OTHER ACTIONS

A character can take any Action they wish dur
ing a Turn. The default TN to hit another charac
ter is that character's Reflexes x 5 unless the char
acter is not actively protecting himsell. [La char
acker 1s just not hothering (o get out of the way,
the TA to hil them is 5

For example, @ Scorpion samurar s trytag (o

strilie qt @ Liog samural The Lion s treing fo

reconer o wheden misplaced message from Akody
Kage to the Emperor. The message fies on the
floor between the taa samural e Liow teaps af
the seroll and the Scorplon drazes his kataia

Phe GM asks both players bt their chare
ters are doing. The Scorpion plaver declares that
he 1s gonie to strife at the Lo The Lon declares
he is diping for the soroll. The GM thinis for a
second and allowes the Lion to have his full §
Reflexes & 5 as a defense agamst the Seorpions
et Sice the Scorpion plaver knaees the Lion |
o't be strifing hack this Turw, he declares
Full Attack The Scorptor plaver wifl get 1o oll
ant additional oo atiack dice thus Tarn, but the
TN to deit Iefm el be 5 The Scorpios 15000 oo
cerned, since the only action Hre Luen 8 Laking
this Ture will be do snateh up the misplaced
sevodl

Otep Thiee: Resolve
Ac hmh

Unee all plavers fand NPCsp have declared
their actions, go around the table from the high
gst Initative 1o the lowest and resolve el
actions: Une by one, the (M has the plavers roll
the dice appropriate to their action and determine
if they are successful.

I your character failed 1o beat the TN, g
Actlon failed. 1 your character beat the TN, his
Action was successiul

E

Raises,
Damage, &
Tanutsu

Ratses

Haises are one of the most exciling aspects of




plaving 3R I allows players and the GM 1o
munipalate their own Target Numbers to gain the
effect they are Inoking for. Here are o few oxam
ples of what you can do with Ralses in eombat,

CALLED SHOTS

Rather than simply {rying to hit their oppo
nenl, @ character can try for a more difficult tar
el by making Radses. Typically, the result of this
type of “called shot™ is leff w the GMS diseretion,
hut & player can always use Radses 1o do mor
damage, For every Haise to hit an opponent, the
character pets 1o rall an additional die when
ralling for damage. For the most part, Raises are
used {0 arder 10 do greater amounts of damage to
the apponenl. However, somelimes a characier
will want a more specific effect than just doing
mare damage. This is referred 1o as a ‘called shot!

A called shot can be anything from 1 wanl 1o
bt B in the head” o Something as unusual s
| want W carve my initials into his helm withou
hurting him?" When o player declares their called
shot, the GM will 1ell the player how many rals-
es-will be necessary to perform the desired action.

For the most parl, the end resull of each of
{hese called shots will be determined by the GM
{many will simply be the standard increase in

damage), bt disarming attempts deserve a guick
note: if & disarm atlempt is achieved, then the
character and targel make a contested roll of the
ihsarmer's Waler + |weapon skill] versns the tar-
pet’s Earth + |weapon skill|

.
Damage

All weapons have a 2 number rating to Indi-
cate how much damage they do with each blow
When one character hits another, he uses his
Strength to determine the damage, or Wounds, he
delivers with his blow, The stromger a character is,
the more Wounds he can deliver

All wedpons are listed with a Damage Baling
(DR} that looks like this;

Katana 3k2

When your character Is dealing: damage, add
his Strength 1o the first pumber i the Damage
Rating and roll that many dice, The second num
ber (the poe thal Tollows the “k") tells you how
many dice vou keep from your rall. For instance,
the standard katana listed above, with its DB of
32" 15 telling you: “Roll {Strength + 34 dice and
keep 2 of them” The unfortunate on the other end
af the katana marks off those two dice worlh of

s e e s Lty . Y
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wounds on his Wound  Track. (See “Getting
Wonnded” below,)

Dramiage that is cavsed from Spefls, or poisons,
o by other means will have a DR as well, Unless
they say otherwise, vou roll and keep thal many
e to determine the amount of damage.

GETTING WOUNDED

When a character lakes Wounds, the player
mearks dowin the Wounds on his charncter shegt
He beging at the top (4l -0) and begins marking
off Wounds, Il ke reaches a momber o Wounds
equal o the number in the box (his Earth « 2)

then he moves down 1o the next Wound level and
continues marking down Wounds

When you've been Wounded, evervihing
becomes more diflicult fo do. When you've got o
wicked sword cul down your aem, s hard 1o
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can roll is reduced by your Wound level,

Il & characters Wounds ever reach the *Diwn”
Level, the pain is so great that they cannot stand,
move Fastir than a crawl, or speak louder than-a
whisper. The TN fo hit a character who is "Dawn”
is 5

If a character drops to "Qul” the
came them and they [all unconscious for 4 o
ber of hours equal to the number of Wounds they
have taken at the “Out” Level, In arder for a char
acter to be killed by his greivous wounds, be must

in has over

Example: Kuro furs an Earth of
5 er peound level, Kuras .
3 When Kute i
( e the first 5
. aampletely urirj Fe drops
tdey the —4 Wournd L
attacks, instead of rofling
2 dice (7 mitnns 4 Jor iis Woe
s 2 mare points of damage
aned be unable
t mrore potnts then
H'n’" lenel and take
) s Winras
1",144“ he becomes HRCORSCIONS ,fm‘ the next

'hy!

tieo fromers,

H

i

HEALING =
Every morning, after a restlul night's sleep. ¢

character heals a number of wounds cqual to iy

Stamina rating. Stmply erase i number of wound

marks equal 10 the characlers stamina, working

your wiy hack to uninjured status. The most serl

ous injuries (Down™ ar "Out” levels), may have

more lasting effects, bul those are up to the GM

and are dependent on the fnjury sustained as well

us the character. There are magical ways (o heal

damage other than nature’s processes, bul these i

work in exactly the same way: simply erase the S8

wound marks (see Magical Healing on pg. 1500 '

Tar jafsn Nels -.

[]m af the most exciting elements ol &
fiction is the daijutsu duel Two samura
omly a few feel apart, each beginning w loeus his
chi for a dramatic and powerlul steike, Che will l
win and the other will die,

The 15K RPG uases @ unigque
reflect the tension and drama of {nijutsu. As both
samurai tike their stance; either or both
make an Awareness -+ laijufsu rell with a T of L
(5. 1T the roll |5 successful, they may determine
one of three Tacts

mechanle o
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* Thie Agility of thelr opponent;

« The laijutsu of their opponent; or

* The Void of thelr opponent,

The contestants may Raise this TN, For every
Raise, they can discover another fact aboul their
ppponent

Example: (take Hort is abont o enter an faf-
Juise duel He wants (o knowr more about s
oppanent, sihe decides to make an Awareness
laijutsu roll. His Awareness is 3 and his laijutsu
is-2, gheing fim a tolad of 5 dice, keeping 3 At a
TN af 13, he dectdes he wonld (the to fnow the
Agility of his opponent. He also decides to bid up
the T by 5 for Learn the laiiutsy of lis opponent,
He rodls &t 23, earngh 0 beat the TN of 20 (hase
15 + unme Raise for additional tnformation), Hor
discevers fus opponent has an Agidity of 4 and an
laijutss of 3.

After the Awareness rolls have been made, b
hefore any other action takes place, either oppo
nent may declare his opponent the victor. This is
nol s eowardly act; recognizing the winner with
ol spilling blood s alwavs a noble act IF hoth
opponents disengage after one has declared the
pther the winner, the duel is over. Hiwever, if ane
spponent does ol disengage, the duel conlinues
ITd duelist disengages when his opponen| refuses
tn disengage, he shows his cowardice and loses
Honor fseée Honor, pg 58),

It hoth spponents agree io continue, the duel
procecds as ollows;

During o duel, the TN for a samurai w strike
his opponent 15 7,

The opponent with the highest Heflexes
announces “Strike” or “Focus” Il Reflexes is ted,
consult the duelists’ badjutsu, and 1f there s still 2
e, use Yo,

Il the first opponent chovses Focus, he volun
lurily Raises the TN by 5

Alter the first opponent announces "Focus,”
the second opponent alsa has the opportunity eall
Strike or Focus: Il he Focuses, he Raises the cur-
rent TN by 5:

Focusing  continues  until  one Bpponen
announces “Strike” When o duelist announces
"Strike” his opporent rolls his Agility + laijutsu
against the last TN he Raised to,

If the-attacker rolls under his TN, he misses, In
this case, or if the Tirst attack was oot fatal, his
opponent now has an oppartunity 1o sirike. The
seeond duelist rolls his attack dice af the |last TN

he Ratsed to (which should be 5 paints lower than

his opponent’s TN)

A duelist may not Raise more times than he
has ranks in Void, You may spend Void Points
before you roll your attack dice.

When a duelist makes a suceessful laijutsu
roll, be will roll dimage as i he had hit someane
in normal combat Remember that Raises will
Inerease the # of damage dice that are rolled,

If both sides af the duel are still conscious after
they trade their first blows, what happens nexi
depends on e combatants. I the duel s to the
death, then they will continue their lighl using
Renjutsy instead of Taijutsi 1 the duel is 1o fiest
bload or is simply a contest of skill, then there
may already he a winner, and the duelists may be
satisfied

Example: A Phoenix samurai and a Crab
saimural epter o an taifutse duel. The Craly s
ant Agnlity of 3, an faigutse of 1 and a Vord of 2
e Phoenix has an Agility of 2, au latintsa of |
awet a Voud of 3

Becanse the Crab has the fighest Agtlity, he
mav-chnose to Srike or Focus first. He chooses to
Focus, He Renses the TN wilich sians ai 5, mak-
tmp it M)

It is mower the Phoenty samurat’s tun. He may
choose to Strhe or Foews If be chooses to Strike, the
Crarr zoill get the fimt appartorty to roll at o TN of
Fit He chooses to Focus, Rasig the TN to 15,

Both duelists have Rased once. They may
ey make a number of Raises equal to their Vogd
fradt. The Crab may onlv Ratse once move (Void
2h while the Phoenix may Raise tun miore times
Wi 3

The Crab samturat chonses to Facus oice more
(rmrafeime the TN @ 200 as does the Phoesiy (TN
23) The Crab is ot of Rasses and wrigst chovse to
Sirike, Because the Crab called "Sirike” his oppo
nent get the first opportunity o roll his aitack
dice. The Phoenix musi roll against the lasi TN he
Rasedd, gobtch sivgs a 25, I e misses, the Crabwill
et @ chance fo strike him ot the fast TN he
Rewsed to, which seas 20, The Phoenix decides to
use his Shiba school Technigue, and spends 2
Vord Points, He now rofls a total of (Agtlity 2 +
fayutsw 1+ Void Poimis 2) 5 dice, fecping 4
Unforisnately, ke onldy rolls a 15 He misses fis
strike and now s the Cralvs turm to ol af Jis
TN of 201,

Al the end ol the duel, the winner gains Glory
equal 1o the Schoal Rank of his opponent + |
The laser gains only 1 Glory,

Twe DeaDLY
DueL

When sanurai
engage in ait inijutsu
duel, one Wil draw
fivst and the other
usually dies. This is
the way duels cad in
samurii literalure,
and itismalso the way
they usually enid in
the' LS APG.

When figuring
damage in'an ipijutsu
duel, the samurai
determines damage
nocmlly: Strenpth +
Katana, plus Ladic
per Raise,

EXAMPLE:

Kure is engaged in
an inijutsu duel. He
has raised the TN fo
25 (4 raises) and he
successfully strikes
his opponent.

Kuro rolls his
Strength (2) 4 Katana
DR (3k2) + I'die per
enise (4) Thal's
total of 9 dice, keep-
ing 2 {the normal
number of dice kept
for a katana). He
ralls 1, 4, 6, 6, 9,8,
15 and 16. He keeps
the 15-and 16 for &
total of 31 wounds.

Kure's:opponent
crumples up his
character sheet ang
grabs a penuil.
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Int the vight colunm is the tal
Mirumolo Kuro and his friend

i v thei
{ and fiis tan pl

a Tadaka, a Phoenix Clan Shugenja who is known for his earth

magic, have been traveling through Beiden Pass. Without warning, an ogre has leapt [rom cover and is

ambushing the pair,

GM: Okay, Kuro. You and Tadaka hawve very
litthe vou can do but fight or run.

Kuro: We fight, of course!

Tadaka: Absolutely.

GM: Okay, lets roll indtiative. |The GM rolls o
7 for the Ogre, plus 1 for his Reflexes is an eig
Kuro rolls a 6 and ends up with a nin
only has an Reflexes of two, 5o his rall of 3 means
he'll go last]

Tadaka: He's Shadowlands, right?

GM: Do you wanl to try to sense his tain?

Tadaka: Nah. Don’t want to take the time. Il
just et behind Kuro and starl casting Strike ¢

s — let’s drag him down o .

Tudaka: Well, his Earth is going o be pretty
high, so I'd better just stick o the normal TN, My

: Ok, The Ogre has the trunk of a small
in his hand so he! to swing al Kurq.
re showing an obvious weapon, and while he
smart, he's seen o katana i
: Okay, normal altack, but | want to stay
in between the Ogre and Tadaka so that he can't
gel 1o the shugenj
GM: Well, that shouldn’t be tw hard since he's
mostly locused on you — one raise. Your Target
Number is 25,
Kuro: No problem. [Kuro has «
and 4 Kenjulsu of three, He rolls the six dice: 1, 3,
4, f. 8 10, He rerolls the 10 and gets another 4,

L

scroll tucred auay is shoulder |
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was almost ready, Kuro loake
woourd and heard the swarl frome its lip
hoped the spell wonld be G time .,

Kuro suddenly realized that fis oh

T Backeopd



His total is 6-+84+14 = 28. He hitsl| Gol hine My

katlana hs R of 3k2 and my Streopth is 5
[Kuro rolls & dice, |L{t||1|ll’ and pets a 22 1 do
fwenlv-twa points ol |L-||:|4|‘|_,_|_!

GM: That would drop a normal human, bt
this thing seems 1o hardly notice the deep cul in
s leg. I is @i the -1 wound Jevel | Well, now jt's
cerlainly nol paving much allention o 1he

back at you

Kuro: Refle of 35, light armor, and the

6 lechnigue: my TN to be hit ds o 25

GM: All right. he swings. [The Ogre anly rolls
3 dice to altack now, and his roll of 21 (4,89
yulte enoogh to hit Kuro] He missed. L
that wound might have Kept him Just off balance
enough

Kuro: Whew,

Tadaka: Well, I'm spending my turn preparing
the spell,

GM: Good point We're done with round one
[nitiative for the second roand?

Kuro: Cnly a six

Tadaka: (who rolled o 16} Eighteen|

GM: Yikes! | go

i,
Kuro; Well, 1 know he has the advantage, so
M g on the defensive. | still want to protect the
a, though
dl, you can't raise since yon're not
rolling. Still, if you'te going lo stay between the
two of them that gives vou less room o maneu-
ver yoursell out of the way of atacks. Will you
lake a drop to your TN to be hit?

Kuro: I've gol to protect the shugenja, Sure,

GM: Okay, 1, the Ogre is going o bury
Ruro with that tree frunk. Good lude with that
spell. The TN is the Dgre's Barlhy times five, so
that’s a 30

Tadaka: Thanks. 'l spend a Vold Poini, 50 my
Earth is raised to Flve for this roll. [Tac
shugenja rank 2, s he rolls 7 dice keeping 3, but
gets no tens and ends up at ¢ | ||j_ ot quite;

1: You fee [ [ s away lrom

Jare € thing

start to happen, but he's pretty swupid, so he's ~.I|II
gacking Kuro, [Rolling % dlu again, the Ogre
gets 3, b, and 13, Kuros maneuver drops his TN
o be hit down toa 20, but he's performing & full
ilele !1h||'|r uver. The H|-_r1.' is Inr». e 1o drup the

vou're first, The ogre will

feft b na vaonr o retrevd. T
fuad put Rimt v such a position
Jall back witho i fer an atl
He ke ikl crse b [ e n

a split secosnd decisien {f the s q s wreden
attack, Tadafua

tect frime He

{ he conld

i and py
[ron Jris right side,

canght sight of the
we the Dranche

et Fre o Hr-.'r if

hh“' fraid ,fn' |
: g curiousty at fis

i al fh




Kuro: Ten

Tadaka: Scven

GM: The Ogre is acting first Tadaka, whal are
yon dotng?

Tadaka: Well, that didn't work loo well, T'm
swilching (o Tomb of Jade. 1 have this spell as an
innate ahilily and | have the seroll, so Tl use the
Free Raise and add @ regular Baise to reduce the
casting tme to a smgle action.

GM: You really want w cast it this turs, don’t
i

Tadaka: ['m not sure how much lnckier Kuro
can gel. The Ggre will connect pretty soon, and 1
certainly can't take him on one-on-one;

GM: Gond point. Kuro, still protecting Tadaka?

Kuro: O course. hormal attack this time,
though 1 time wpo for il

GM: 1f vou say so. The Ogre is fed up with this
iree trunk — he thinks s cursed. He throws it
away over your head and just reaches out with
hoth hands to prab you

Kuro: e what!?|

GM: He's grabbing at you, [He rolls 3 dice: a 4,
7 and & 16, The total is 27 — Success!] He's gol
vou, and he’s squeezing,

Kuoro: Ow, | can'l swing my sword, can 17

GM: Nope. He's gol vour arms pinned, And he
smells foud

Kuro: Swell. Well, can 1 try to break out?

GM: In a secomd - he's squeezing right now,
and hes strong. [The GM decides that a bearhug
is only DR 1k, but the Ogre is still rolling six
dice: DR 1+Strenpth 6-Wound 1. His highest die
is a nine| Nine peints. You can hear a rib spap,

Kuro: | iry o hreal free!

GM: Contested sirength rolls, The Ogre has a
streneth of 5, butl is only rolling 4 dice. Your T
is twenty-five,

Kuro: My strength is 3, and I'm at Wound
Level -2 so I'm only rolling one die, The Ogre’s
TN is 15 I'm spending a void point - | can'l take
rch of this!

GM: Okay. The Ogre will raise onee,

Kuro: Fine. Maybe he'll fail, [Kuros two dice
are an & and a 15] Twenty-three. Noi quifc

GM: The oere only got an 18, He would have
succeeded without the raise, but it really doesn'l
pnatter since the status quo still involves you in a
palnful bear hug

Tadaka: Mot for long! s my birn o protect
my friend: | want tw spend my last 3 Vioid points
Lo cast the Tomb of Jade. e using 3 total rises:

“Hurrp!" Kurn erigd.

“Fimt trying!™ Tadaka called back

“Broken!" the ogre-grunted as i threm aivay i
tree club and grabbed al the knecling sawival

Kuro scrambled to put distance betaeen fum
self aud the ogre’s wide hands, but the opre
shoqved g sudden burst of speed, and before Ji
conld do anything about 1, he wwas ot ogre's
grip and slammed apainst jis chest, his breath
being squeezed from bas lungs, He heard ad felf
something snap n-his chest, but fe canght the
scream fust before it moved past s teeth It
escaped as a painful hiss,

The ogre grinned, stobber drpping from s §
lips, “Earl” it sad. Kuro felt and smelled the
wretched breath of the ogre pour over fum and he |
had to ssallow his stek back dowm his thrat

From somesohere bekind him, Tadaka ey
attrning and sunnmoning everies, tul o matles
howe quickly he did i, Kuro geas cevtain it would
e be quiek enough.

The ogre squeezed again and this time: Kuro’s
screamt twas orly stopped beohes teedl sehing io §
his lip. He tred to rigeat the ogres flesh sitfe o
fingers, but the hude of the ogre was tono toneh

A dim realization suddenly. came to lim: He
could not rely on the shugema’s spell. Me was
ot to havie to iy to escape sl

He triged (o take in thte stale arr, but the pam
feix chese was too preat, He felt fis strengtly Jading
with every sgueeze of the ogre. His throar began |
to thicken froon the fack of air. Another mimie
and the mingte pasps e was gaining would ot
fre enrongls to feeep i on ths cdge of coRscions
ness, He made one fast atiempl, but 1 was
paire The sides of his pision begasr to blar into
darkness, He felt his havds fafl imply to s sl
bt e managed one small curse on the smling
face of the ogre before |

brefare he felt the familiar wash of energ
aper s body and saw the vares eves begin o
shine with a pale green, smoky light The ogels |
erip lovsened and Kuro felt the air wasfe in ovgr
fiis fips, betioeen his - teeth and it his braised
tungs, He sage its moutlt and the same pale light
enttted from the black maw. The leathen sy
Became heard like stone and all motion ceased,

From behind him, he heard Tadaka poice
raise to g thundering level. More energy passéd
aver him and he heavd Sconetliing inside the oge
crack Another moment passed and s struggles
almost coased




twa af them te bee able to cast the spell this torn,
and one W inerease the damape

GM: Wow, Okay, po ahead Your Dase TN wis
8 30, hut with two taises, it's a 41,

Tadaka: Whew, All right, here goes nothing
[m polling 9 dice, keeping 7 of them. |Earth 7 +
Rank 2, His mll: |,3344,38949 = 421 I warks!

GM: Congratubatioms. The DR is 2, plus one
fior the raise

Tadaka: First round  damage s,

Larly eleven

GM: SHIL he's staing to feel iy and e won’
be attacking anyone while he's entombed,

Kura: Hev, what about me? Aml free?

GM: Noy, you're sluck, Ini alraid you are shoul
1o be wilness oo a contest of wills between Tadaka
and the Cere

Kueeo: G et ‘i, Tadaka!

GM: 'There really isn't any reason o keep
Lrack of Fonncds since everyone has only one thing
ey ean do. The ogre 18 tryving o break the spell,
Tadakar I trying to malntain i and Kuro §s just, .
hanging there,

Kuren: Yery funoy.

Tadakea: Lets do il This is condested Earlh
plus rank versws Larth, The Ogre's TN s 20,

GM: Olay, yours 15 a 30, The ogre iries to
break free, but hes down 2 wound levels, [The
Ogre 1 rolling 4 dice apalnst o 20 and rolls o 24)

Tadaka: I'm rolling 6 dice, keeping 4. [Taduksa
rills @ 33 | succeeded.

G So did the Ogre. Did you beat o 247

Tadaka! Yos, a thirty-hree

GM: He comes 1o close 1o breaking ree, bul
gou held bim o, Roll damage again,

Tadaka: Hah! Damage this turn s 2405
mineleen prinis

GM; You hear a muted roar from inside the
green-skinned ogre. Next round, . The Ogre s
down 3 diee now Jand rolls only a 7] He is dry
mg to fight oal, but isn't strong enough. You don't
even need to all to hold hom io, How much dam
age this time?

Tadaka: |5.78 Fifieen poinis,

GM: The roar Irom within falls silent and the
slatue becomes darker and stops moving He's
dead.

Kuro: What about me?

Tadaka: Well. the jade will wren w dust moa
few days:

Kure: Verv tunny. What do | do until then?

GM: 1 don't know, what da vou do?

B e L B T I R S ———

g el iyt e il 1
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Aucther ery from Tadaba and another Blast of
eitergy. The opre’s slobbery Jace s nowe com
pletely transforsed indo o mash of perfect jade

Finally, Karo keard a thry meeping oy from
deep in the ogre’s chest and then there was noth
g more

He turred Jris head to see Tadaka aiping fits
broze, his hand quivering from the exertion. i
miest hane cost the shugeni dearly to gather and
refease so wuch energy in so linde time, Tadaho
stepped tomard Rine shakify pulting the serofl
ek (i fris pack The shupéuja ad t0 malke toed
attempls before fie soas successful,

Are vou afl right " he gshed,

“Sewcthings breden i e chesi, 1l he
managed to say. “The pain 5. senifcant’

Tie shupeiga smiled. “"Drason samural, You
are all masters of widerstatensent”

Kuro grimaced avd shut s eves, Hod f vou
dewr't get e dowm from Rere veht thes smoment, |
oht 5o slightly”

ol Aeert Yo,
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Bur WHO's
CWINNING?

Whille this hattle .,

system lets you know

how your samurai s |
Jilting duging the bat-

the; it doesn't address

the: ssue: “Who's;,

- Winning?"
It's easy. |

Each. géneral

makes:a conlested’

Perception + Battle
poll. The winner of
dthe roll is “Winning"
this Round. The loser
is "Los
of them suceeed their
' mll assume they are
“Even’”

If one general wins
three times in a row,
he wins the battle.

" 1Ii neither:

B R e i 1] L e ot Ly bt i D ey b e e | g b g o e o e |
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Combat:
Rattles

¢

The system below gives the Game Master o
simple mechanic for determining the course ol
hatties, Like everything else in this hook, this sys
tom is only a puideline. The GM can use all, part,
some or none of iG 1§ vour G would like 1o use
a more narrative approach, he could ignore this
systern entirely, 1t is not represented to simulate
“realism™, il is meani to help the GM deterniine
the outcome of a battle with only a litle book
leeping, while gt the sume time, allowing some
dramii o come into play Tor those invplved,

Much like Skirmishes, Battles are resolved in
Rounds. Each Round is approximately thirty min
utes to one hour. Every Round, players will make
a decision regarding where they will fight in the
batile, and the GM will determine their success
and whether they get a chanee to make a signifi-
canl contribution to the battle’s outcome.

Here is the technigoe for resolving Battles

!S te &)ﬂ?:
Neclavation

Every Batile Round, each player indicates how
his character- will be fghting this round. The

players musl choose between the four levels of

activity: Reserves (farthest [rom the actual light
ing], Disengaged, Engaged, Heavily Engaged {in
the thickest part of the fighting)

Step Two: Advantaqe

After the engagements have been declared, the
GM announces how the hattle js going in this
tound. The current advanlage can be even, or
favoring one of the sides of the batile, If the bai

i A ¢ o g e e Lt am s e

T i

tle is going against yourarmy, there is more dan
ger, but there (5 also more opportunity for heic
action, The Tides of Battle can be determined ran
domly, through the story. or pechaps even be
affected by the players’ actions in previou
FOimls.

Step Thiee:
Netermnation

Fach player will find the soni of thelr Wate
Trait + Battle Skill, then roll a 10-sided die, The
die roll is added 1o the Trail plus skill 1o find the
final result im the lellt hamd column, Using the
fable and reading across the row from the resul
until the column is reached that cortesponds 9
the Tide of Battle and Level of Engagement, the
player will find their result for the round

Sfep Tow
Resolution

[ each round, the characters will 1ake a cer-
tain amount of damage {ep. 2d) - they must ol
a number al dice egual to the damage faken
Subtract the characters Reflexes plus Defense
skill fram the total. The Tinal resoll is how mang
Wounds the character takey during this hour ol
fighting from blows that he could not ayvoid, Yo
will notice that shugenja always lake less damag
than their bushi brethren; this is due to the stan:
dard slrategy in Bokugan of having a guard of
soldiers 1o protect the comparatively fragile and
valuahle shugenja

Otep Twe: Reward

A character will accumulate a certain amioun
of plory during the batle each round, and should §
keep a tally of their total, '

Example: Kuro is fighting under Lovd Togasi
against an army of Crabs, I the first round
battie, the voune bushi decltares tal he will X
feavily engaped. The GM announces’ thitf
Yokuniks superior (actics are giving his armyis
advetttage i this round. so the resnft will
found frr the fourcth column (Winning Heeng
Enpagenent). The sum of Kuro’s Waker 4 Batile
dieroll fsa 11, s ke looks ap on the table in sl
fowe thinas went for fiime Kuro disconiers that b
takes 2 dice of dameage, but gains 3 Glore poinn

B LU ¥
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DUELING
ETIQUETTE

Hérgare some.of
the morgfrequently
asked guestions
ahoit ducls.

What happens.if

both duelists miss?

1t depends on the
duelists and the eir-
cumstances,
Sometimes, they sin-
‘plyall intaa regular
“kenjutsaduel At
uther times, however,

boih duetisty consid-

er thémselves defeat-
. ed (there was no
winner, therefore, we
hoth lost), Some
samurai would bow
to their opponent
and declare him the
victor: “I did nod
defeat you, therefore,

M lost”

Do inijutsu duels
eccurtluring a bat-
tle? 1 so, isn't it silly
to pist away your
sword and hope vour

W opponent does the
“same Lhing?

Yes, duelsdo Becor

' during hattles,
 Rememberid is dis-
adionorable lo interfere
with a duel, even if it's
occurring iifthe mid-
willg of a few thousand
“other guys fighting.

Since Kuro (s wearing heavy armor. he will
aaly hawe o roll eiee die for damage, Sivee the
roll 5% foee (3), after he subtracts fis Refleves and
Difense he finds thai his combination of armor
areed skl has kept Rime uebarmed s roud
Homever, there ts also a "Duel™ ai that position,
so the GM tefls Koo that Hida Sukune (o Crab
frerer) is pearby and trping to get fo fim for a duel
Kura may be able to avoid the duel, bot decides
to attack Sukune. and they begin a combat at a
skirmish fevel of detail. Besides the possible gains
frm the duel Kure fas alveady pained 3 Glory
frome this batile.

NMuels and Mevore
Opportumbies

Somelimes, a characler will run (ot anoher
important samural, or @ creatute of note during
the midst of the lighting. Other times, the chirac
fer will have the opporfunity to create a deamati
shift in the conese of the battle or storyline. These
situations occur when the resull indicates u
“Duel” or “Herpic Deed”. In these situations, the
UM and player will probably have (o roleplay the
sceme inomore detail (often al the skirmish level),
bet {1 may result in great amounts of glory for the
character

Mels

When vou roll a "Duel” on the Batile Chart,
vou have encountered a hero ol the opposing
armty. Your eyes meel, and you must face him in
single combat.

[Handle the encounter as o Skirmish Anather
Battle Bound does not scour antil poe of these
gamuerad Talters {is killed or knocked uneonscious),

Listed below isa char for keeping track o (he
significant personalities for each side of o Battle
When your characler enters into the duel, vou
GM owill voll on this chart 1o see whidy character
you've encountered,

Fefusing the duel is an act of cowardice, and
while a battle is a chaotic evenl, someone may see
the refusal, thus setting up the character for all
sorts of mischiel in the fulure.

Last o¢ Hevore
Opportumbies

This s a Hst of some herole opporlunities
use inany Battle, The GM s encouraged 1o mitke
a specialized list for each battle, thus making ead:
battle wnigue, The GM can use an appectunity
more than once, if he wishes

Pick Up THE BANNER

The characier sees the banner carrier fall o
arrove shot, He has the opportumnity Gy carry the
army's banner during the battle, bringing an addi
tional 1 Glory Polnt each round. However,
actwms the character takes during the battle ame
al =1 die

PROTECT THE GENERAL

The character suddenly comes across the
army's general who has lost his personal guand
The geperal commands the character 1o stand al
his sice and protect him from attack. The chaze
ter miust follow the peneral wherever be goes
{S4rTe _L'L'I'I.L‘['-:Ilii L TNOTe CourEea s Thi 1|1|||-'f5|.
but he gains an additional Glory Point every
rounid. The GM will direct the characters level of




e

Ty =N Yidy [T ———— — b

e T TP e T i, — L I A ———

Engagement for the rest ol the baltle

ATTACK THE ARCHERS

Suddenly, the character sees 4 path that leads
| directly 1o the reserves of the opposing army. He
his an ppportunity 1o attack the archers, thus
making an opportunily for the reinforcements to
charge, This cin give the characters army a
| strong advantage in the future rounds of the bat
the AT he can fight his way to the opposing archers.

ATTACK THE SHUGENJA

A hreak opens in the hattle and vour character
| his the opportunity W attack the reserves, The
shgenja suddenly stop their battle rituals as vou
chiarge into their ranks! Agaim, o successful attack
o the opposing shugenja, while dangerous (they
will begin directing thetr attacks at the character),
can be key lo viclory

‘HoLp THis GrounD!”

Your leader tells you 1o hald the lne! You musi
emain dn your currenl Engagement, bal il vou
make i successiul Water + Battle rall, vour troops
hold their position, and you gain the Tollowing
additional Glory:

Reserves & Disengaped: KA

Engaged: "IN = 20; +2 Glory

Heavily Engazed: TN = 30; +4 Glory

Breaxk THE LiNg

You ged the command 1o charge the front Tine!
Next round, subtract fwo from vour roll, but add
twn Glory 1o the result.

A CLEAR SHOT

The front lines break and you have a clear
shol at the commander of the opposing army
with a Kanged Attack! The TN of the shot
depends on the commander (lypically TN 305 A
successful hit is worth 3 Glory, but will likely only
wound and oot kil the commander

Draw THE LiNg

You've been commanded to ey and dreaw the
apposing army’s front line further awayv (rom
their reserves. Next round, you will be Heavily
Prgaged, but you also gain an additonal 2 Glory,

S.ve A WOUNDED COMRADE

In the midst of batile, you notice a kinsman
tas Tallen! You have the opportunily 10 save him
i vou wish, bul you will be considered Heavily
Brgaged for the next two rounds iF vou do, Gain
i additinnal 2 Glory or each round you pull
wour-ally to the reserves famd vour ally may wish

Lo bestow gifts on you in relurn for his: lifeh

SAvE A WOUNDED OPPONENT
Between breaths you notice & wounded enemy,
He calls out 1o you tw help him. [ vou ignore him,
vou lose no Honor or Glory (he is acting coward
[y, after ally, but of you ail him, he s moeally
ahliged to vou. What do vou do? Use the same
rules for Save a Wounded Comrade above,

Take THE ENEmY BANNER

Between the blood and carnage vou spot the
standard bearer of the opposing army. You have
the opportunity w lake the enemys banner! Yoo
must kill the bearer in combat 1o fake it 1 you
take L vou must iry o oget it back 1o your
reserves. You may only move one step closer o
reserves vach round, and the increased attention
means that vaur roll is reduced by four. You gain
3 additional Glory each turn, and a bonos of 3
Cilory after vou gel to the reserves.

Take A Unir

[n the chaos and alaram that surround you,
vou sucdenly notice that you are the highesi
ranking samurai in your unil! You have command
ol asingle unit of 33 samura Add an additional
| Glory fer every round vou remain in the batile

THE STRENGTH OF My

ANCESTORS

The heat of battle has possessed you' You have
an additional 3 Void Points 1o spend until the end
of s battle

SHUGENIA'S GIFT

e of the shugenja of vour army has target-
ed you with d spell. The GM will determine which
spell it s or allernately. consider one of vour
Traits and Skills 1o be one Rank higher until the
end of this hatile,

AvoiD FaTE
The Fortunes are watching you. lenore all
Wounds this round.

B PrePARED TO Dic Two
GRAVES

You seea samural from the enemy's army cul
down one of your kinsmen, You may spend the
test ol Lhis battle leoking for that one samuoral, Al
the end ol each round, you may chose to move
harizontally or vertically on the above chart o an
entry that has a Duel ito meel that samurai),
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DUELING
ETIOUETTE
(CONTINUED)

Samural learn a
special techmigue for
sheathing their blude
that allows thém to
do it witheu! putting
themselves in danper,
It invelves spinning
ihe blade, stepping
biackward and
sheathing it without
tuking your eyes off-,
your apponent,

When both sumn-
rai begin theirdaijut-
su technique, all
combatants know it
is best lo leave the
two alone, because
interfering is an
insult to both of
them (vou interfered
in an opportunity for
cach 1o test their skill
and courage),

What if ont
duelist gets hurt, but
not Killed?

He lost. If he
wanis fo keep fight-
ing, that's upte him;
Sometimes (especial-
Ivduring blood
feuds), its éven
appropriate,
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GLORY AWARDS

When a samurai
defeatsia
Shadowlands crea-
ture {ind othee
_winwhelesomeness),
e deserves Glary for
his actions;
. Deleating

. Shadowlands crea-

tures is considered
less Glorious than
more “ptre” activi-
gties. After all, just
stepping inta the
Shadowlands is
enough fo Taifl a
stapurai's soul.

,  Deieating minor
dnnovances (such as
goblins and their
kind)might be worth
1 Glory,

Defeating more
significant threats
(such as ogres)can
gain & sumurai 2-3
Glory.

‘Supematural crea-
'tures (such as Oni
and Gaki)can gain a
samurai 3-4 Glory.
Samurai should
ot expect to

. go”hunting for oni
Iuhides” for the sole
_purpose of gaining
" iGlory. Glory is
dwarded when
courage is demon-
strated, fiot as a

vard fipr collecting
]'.lu"ﬂr i

-
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Globg Awards

The awards below are suggestions for the GM
when he is faced with the task of awarding Glory,
Ataimyn may choose o give a smaller award, or
even (om very rare occasions) a preater one. Use
the awards below as puidelines rather than stead-
fast rules

AVENGING A BLooD FeuD

When a character avenges a blood feud, his
fowel is obliged tw award him Glory. The amount
depends on the Glory Rank of the enemy

Rank 0-3 = 1 Glory

Rank 4-8 = 2 Glory

Bank 9 = 3 Glary

BATTLES
There is much Glory 1o be gained in a batile,
See Batiles (pg 114 for nwore details

COMPLETING A QuUEST

When a samurai returns successtully from a
guest assigned by his daimyo, the daimya is ablig:
eil by reward him with Glory,

Minor Cuest (Involved litle travel and danger)
=1 Glory

Standard Quest (Tnvolved travel and danger) =
i Glory

Gireat Quest [Involved great travel and liltle
chanee ol survival) = 5 Glory

CRAFTSMANSHIP

Cienerally, samuoral can only gain Glory for
crafismanship when il invelves making weapons
and armor, Samiural gain voe Glory Paint for creat-
ing a weapon oF armor of quality for every Haise
above the original Target Number to create the item.

DeFeATING ENEMIES

There are bwi kinds of eoemies: enemies o
the Clan and enemies of the Family, Deleating
enemies of the Clan will gain o samural greater
Glory rewards;, but defeating enemies of the |
Family will earn a greater degree of respect in
one’s own Family, Again, the amount of Glory
depends on the Glory Rank of the Eneny

Rank 13 = 1 for Family/2 for Clan

Rank 4-8 = 5 for Family/5 far Clan

Rank % =35 [or Family/Y lor Clan

DErFeATING NON~HUMAN ENEMIES

Defeating monsters and creatures from the |
Shadowlands also gains a samural Glory, Look (n
the Book of Void for Turther details

GiFTs

Givimg and receving are proime opporiunifies
tor gaining Glory. However, when a samura is
receiving aoeifl, he can only gain Glory 01§ was
given by someone with a higher Glory Rank, The
monetary value of the gilt does non deterone is
value: anlv the Glory Rank of the gifl giver mal
lers.

The Glory listed below: is given w bath the
presenter and the recipient. The gill mus) be
given in public and for a specific purpose

Gilt from Bank (-5 Samural = | Glory

Gift trom Rank 46 Samurai = 2 Glory

Gift from rank 79 Samuorai = 3 Glory

Gitt from the Emperor = 5 Glory

GETTING MARRIED

While marriage may not be o romantie aildir
it is a glorious one

The bride and groom gain Glory dilferently
The bride’s Glory is awtomatically shifted o mp
resent her pew station, She gains o Glary Rank
one Rank lower than her hosband The hushand,
o the other hand, gains Glory Poinds equal io the
brides lathers Glory Hank,

HONORABLE ACTIONS

Samural cun gain Glory whenever they gain
Honor, 1a lord publicly ackopwledges o san
rai’s action that has gained him Hooor, e gaing
number of Glory Points equal |o the nuoiber of
Heomar Poinds he gained.

CourtLy GLORY

Generally, all Glory is allotted i the court ol
the taityo, Samurai who present hemselyes il
courl have many oppoerlunitics to pgain Glory,
Moteworthy and honorable actions (see above) are




almipst always awarded 1o coure Failing 1o award
due Glory (see above) often draws unwanted
atlention, ridicule and scorn o the lord of the
conrt

Romance

While rommance s generally noi considered
honorable, [1 s certainly glorious. Tales of samu
rai and their romantic alfairs are some of the
must potent Lales Wld in the courts of Rokugan

Romanee is a special circumstance when
Gliry i concerned. A daimys would never pub
llely acknowledge one o his samurl was
erigaged in a romance, and so he cannol award
the samurad Glory, lo fact, iF o daimyo must pub
lichy ackpowledge the romance, [t may mean o
loss of Glory for the samurai {see below),

Gilory Trom romance is awarded by the home
ourt ol the samurais amour Glory s gained
when the samurai publicly proclaims his Tove A

sannral st be carelul about how he does so,
| however Samurai are known for their skill in
publichy proclaiming their love while hiding the
entity of the subject by hiding the name af his
lover in the poem, for instance},

Samural pain Glory Points when they publicly
show devation, The amount of Glory is egual o
the Glory Bank of their amour. However, il the
wflwir is ever publicly revealed, both the samurai
iand his lover are subject to the wralth of their
respeciive lords {and, in the case of a wile, the
lvers hushand) Punlshments can be as simple

as i loss of e or two points of Glory 1o banish
ment and even a command for seppicku. Sumurai
ki are especially vulnerable to punishment, Often
times, the samurai-ko Is expected o shave her
hair ane retire Trom s worldly lile

SKiLL SucCESS AND PERFORMANCE

The successful use of a Skill in and of jself is
nat cause far Glory award, However, there comes
a Hme when g single action can mean the differ
enci between victory and defeat. Al these times,
awards are in order Rewards for a moment of
courage and valor depend greatly on the daimyo
in guestion, but generally range from 1 to 3

Suceessful Skill use in the court is also couse
foe Glory award. When a samural composes a
moving poem, paints a striking porlrait or per
forms a song that brings the ladies of the court o
tears, the awarding of Glory is in order,

If o samurai makes a truly impassioned per-
formance, he s eligible for Glory, depending on
the performance, The quality of performance 15
judged by Ithe success of the player's roll
Grenerally, the TN for success is 15, Based on this
value, a samurai gains 1 Glary for every Raise he
pained

For example: Kuro s playing kis samisen jor
the Phoentx court. Heks declared tuw Raises and
now fes a TN of 25 Kurok plaver rolls the dice
and gets a 27 Since this s treo Ratses abore the
N (13), Ko may receroe 2 Glory frome Ufineitse
Being a anse dainve, Uftmitsu aroards Kuvo his

(rlom

Glovy Loss

meedless to say, it is incredibly difficull
for & samurai to gain Glory, but when he
loses i, he loses greatly. The loss of Glory
5 @ lerrible punishment for samuoran 1
means i loss of social status as well as pub
lle shame. Many samurai would rather
commll seppuku than face a loss of Glory
As a maller of fac, seppukn is the only
wity 1o negate Glory loss I o samurai is
allwwed 1o commil seppuku (he must galn
permission lrom his daimyo to do se), his
Cillory loss is negated completely,

Like the awards above, the losses listed
below are sugoestions for the GM It s
much easier bor a daimyo lo take away
Glaory than it s Tor bim to give 1L & sama-
rai is expected Lo be completely devoted 1o

LErT:

INTERIOR VIEW
OF AN AVERAGE
INN.
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without guestion. Mven the slightest hint of insub-

I resull inoa loss of Glory, banish-
and 1o comumit seppulku,

) i s reguest Lo coirit

||||.k1| muld e diclined, lorcing the samurai to

carry his shame with him for the rest of his lile

evel ||Jt|| the nﬂnhh-

imes must be publicly

i Jord inorder for a loss of
A daimyo who refuses to
s crimi i»:_'-r||_'n1|r'di:.u:.-'\ his

Glory 1o tak

vwn Homor :m-.J Ll
Unlike

|Il]'III'I‘1 . d samural can lase

own courl, ring around the stre
ity drunk and making public romantic
tor hiis weile will bring \lmnu' i
even it the daimyn is unaware of them. Hu coird
has pwn and ean distribute shame just
as well as the courd’s lord, Of course, when the
daimyo accuses the samurai of his crimes, (the
shame 15 escalated dramatically
The Glory losses listed below assame the
samnurai commils the acts in pubb sAmraj
n only lose Honor performing dishonorable
actions |‘.ll'['l.-'Etll'|'_|.-. The only ime a samurai lo
insell publicly (pub-
ion for & married
J and if he i
].H.!I|.|II. l.JJlI[-..IIIiI.d 'l-l-'lﬂl his s by o samurad
af higl lory Ranl.

wample; Gingeoa fikes (o drink,

Af ke

e of Akodo Totnry, he drorksabil
ton much ; lodly
o petst B
i in publ

Hert or fn, e

ior, The GM ¥
acld it
bl

Samural may lower th
ing an apology. Apolo

I|.|||__Iﬁ:|r'_ A SATTLATET I

make an Awarenes
b Sincerity roll The
I'N for the roll i
ollended pasty’s

sAmMuraEl  prosirates
himsell  befare the
lord  (or any othes
offended  party)

|;|u||l||1l|tL
heart He does
this quietly, I|| fact,

(% considered

of this exercise is for the samural fo prove his sin
serity, W prove that he truly is sorry for the shame
|i|. has brought to himself and his family
cessful Sincerity roll reduces the Glary los
|m|i |uu|I-.1H|lr L.
sontinued: G
s0 much Glory,

ity ol Ginan

N is 20 ¢ :
si't fape mech of a charc
i il his atte

his Gy loss i rednced By
FAILING TO AWARD GLORY
There will be instances when a lord will delib-
cralely |'hi 4 ard Glory Painls s
samurai. a Lion daimyy whe
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i A A
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finds be must award Glory to a despised Crane
samural who defeated all of the daimyo’s best
bushi in a warnament He must award the Crane
A Glory, but chooses not 4 out of spite.

[f o samural ever fails 1o award a Glory Bank
tn @ deserving subordinate, he loses a number of
Glory Points equal to the Glory Kank of the
sanmiral

Howor Loss

It is very safe to assume that any action that
would cause a samurai lo lose Honor will also
cause him to lose Glory 1o samural ever pub
licly loses Honoer [or an action, he loses an equal
iroun| of Glory,

REPRIMANDS

Il & character 35 reprimanded In public by a
superior, he loses Glory Points. This loss can
range from a single Glory Point up to the differ
enceé in their Glory Ranks

BrasH BEHAVIOR

Samurai are expected to be hot-blooded, but
oy when their honor has been guestioned or
compromised, Samurai should show ne o litde
emotion, and keep a calm Face al all imes, When
a samural Inses condral of his emations, he § said
o have “lost his face,” which can cost him great
ly. A samural who is especially violenl for no
good reason can expect a loss of Glory, Each inei-
dent of hrash behavior costs a samurai at least
ane Glory, Unnecessary violent acls apainst samu-
rii will cost him Glory equal o the Glory Bank
al the samurai in rpwuliml Acts hat not only
conpromise his own honor, but the honor of his
lpeed will cost him even greater losses of Glory,

BREAKING A PROMISE

IF & samueai hreaks o promise, he loses Glory
equal 1o the Glory Rank of the character he made
he prisinise 1o

CowARDICE

Mhere is no way for @ samural to clean the
shame of cowardice fram his soul other than sep-
pub, Onee o samurai has demonstrated his fear,
he musi remove that stain by demonstrating the
greatest act of courage A samural who is afraid
w die for his lord is worth nothing in (he eyes of
(ke Brrkugani

If a samural refuses a formal duel, or relreals
fram & fight or a battle, he loses hall his corren
fiinry.

CrimINAL ACTIVITY

Thetl, burglary and other petty crimes are
great nffenses For i samurai, I a samural is found
guilly of breaking the law, o daimyo has almost
no choice hut (o discipline the samurai severely.
Often, samural are disowned, making them ronin,
Al the very least, the samurai will be cuffed
iexpected (o walk about with handeatls on) for a
wiek, month or even longer i e wishes 1 keep
his stadus with his lord

OVERINDULGENCE

Temperance is one of the greal virlues Shinsei
taught the Emperor, and samurai are expected o
follow in his example. A public act of over eating
ar drunkenness causes a loss of one Glory,

PERFORMING A LOow SKILL

Samurai who show knowledge of Low Skills
lose Glary equal to the Rank ol the Skill they per
form

ReFusING A CONTEST

When samiral are challenged fo a conlést,
whether it is martial or otherwise, refusing to par
ticipale indicites a fear of failore Samuaral donol
fear Gailure. they fear bringing shame to thei
family. A samurad who refuses fo paricipate in a

contest will lose al least one Glory. 1 the oppo
nent s of lower Rank, he loses an additional
Glary for every Rank he is greater than his oppo:
nend,

REeFUSING A LORD'S REQUEST

Refusing a dalmyo’s reguest can be a serious
uffense, depending on the samurai and the
daimyo. Many daimyo rospect the opinions of
their samurai, while others cxpect them |o obey
orders without guestion,

Publicly refusing o deaimrve's request can lose 4
samuri Glory wp o the Glory Rank of he
daimye,

TREASON

There is no preater crime thun lréason. A
sarmural found conspiring againsl his daimyn is
frmnediately reduced to zern Glory and js oltey
refused the opportunity W commil  seppiki
Werrse, he could be given & wooden sword 1o per
form the deed, indicating thar the daimyo
believes his samurai (o e wo chicken-hearted lo
complete the ritual,
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Swords

AiGucHl 2 Koku Ikl
A short knite without o hill

KaTana 20 Kokuv 3kl

A long sword, the sword of the samueai, the
symbal of his caste, No samural 5 evet seen wilh
out his katana ond wakizashi, collectively known
as dalsho, It ts slightly curved eodimg moa dhis
elled point A katana is forged from lw sleels;
one soft and one hard. These two metals are bt
ed and folded many times, providing a blade tha
is both rigld and sharp, The length of the pommel
differs, depending on the social cimate. Dieing
times of peace, the pommels are shorl, maore Jif
ficult to use and less cumbersome inoan obi
Dwaring times of war, however. the pominels gre
longer, providing greater leverage on the blads
and much more difficult to carry. The tal lengih
of the weapon is approximately 3 teet long

NO-DACHI 30 Kokv 3x3

The no-dachi 15 a great sword, typleally -7
long. (The no-dachi is the longsword an the el
Lhe page.)

TanTO 3 Kokv Ikl

Acshort knife with a hilt, aften used by women,
easily hidden in a kimeno or the pommel of a
katana.

TESSEN 1 Koku Okl

The tessen 15 not @ sword, but 11 las become so
assoclated with the samural, (L seemed natural o
list it mext o the katana and wakizashi. The tessen
i5 the “war [an”, a metal ribhed fan that serves as
bath a shield (that deflects the blides of assassing
and as @ generals tool (used wocommand it
across the battlefield), 1 the situation is particular
by dire, you can swat somebody with 1

WaKIZASHI 15 Koku 1kl

A short sword, the companion piece 1o [he
katana, When together, they are relerred to s
daishn,




Pole=arms

A character using o polearm has a slight
advantage over a character using o shorter
weapan. o represent this, all characiers using
pole-arms against opponents who are using short
er wedpans may mll an additional die for their
Initiative Roll and keep the higher roll. Pole arms
cannet be wsed inoan laijutsy duel

Die Tsucm 4 Koku 1k
The Rokugand equivalent of a war hammaer

Mhis weapon 15 vsed almosi exclusively by the

Crab Clan

Nace-vami 3 Kokv k2
A A" favelin, 1t can be used as o hand weapon

ot thirowii

NAGAMAKI 4 Kokv 4x2
A shorter version of the Naginata, this pole-

artn |5 @ long, wooden shaft approximately 3t

fong) with a long { 3 ) sword-like end

NAGINATA 5 Kokv 3x3
A pole-arm with @ large blade on the end,
samurai-ko are often trained in ils ose

Ono 5 Kokv 3x3

A batthe axe with a wooden shalt approsimately
4 in length. Its steel head s often donble headed,

Sasumata 4 Kokv Ok2
“The man-catcher” is a & long pole-arm with
i dodble pronged hook at the end, the nsides of
which arie barbed. I s designed to cateh a hody
within and rake it against the prongs, On a sue
eessful hit, pedorm o contested  Aglity ol
igainst the target If you win the roll, the target s
frapped, and you will do damage every furn thal
the target Is caupht The targel can escape the
Sasumata with a simple Strength test, TN = 25,

SODEGARAMI 5 Koku Okl

“The: sleeve-entangler” is a 67 long pole-arm
with a series ol wicked barhs designed (o catch
the sleeves of kimonos and the loose edpes of
AT,

TeTsuso 6 Kokv 2k

An iron rod, mueh like a mace, used with two
hands. The end is often ribbed or tipped with
metal siuds, This weapon does not per the
potearm bonus for Inltative,

Yary 4 Koku 4Kk

i stralpht spear approximately 6 10 length,

WEAPONS ARE TO
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Bows

Dai-kyv 4 Koku As Arrow

The “long bow” B s seven feet long and
designed to be fired from horseback, The dai-kyy
can hil largets out o aboul 200 yards,

Yumi 4 Kokv As Arrow

The yumi is-designed to be fired while stand
mg. As with the dai-kvu, its ranee s aboot 200
vards,

Arvows

Ya | SivER Ixl

This is the standard arrow. Alsoin (his categn
by is the vanagi-ba, or “willw eaf” armow,

ARMOR PIERCER 2 SILVERS Ikl

An arrow with a narrow, spiked Hp designed
for punching through armor. Tgnore (he targes
arinor when caleulating the TN,

Watakusi 3 Sivers 3k3

This arrow is known ps the “Hesh coer” |
spins as 11 leaves the bowstring and angers info
unprofected flesh. T ods particularly  ineffective
against armored targets, however, il the farpel i
wearing armor, double the protection 1 gives
when figuring the TN o hit,

K ARIMATA 5 Suvers Ikl
The “fark” arrow. This is a0 very specialing
arvow, used Tor cutting through ropes or cords s
points are nol very sharp, but the interior curve s
sharpened so that it culs more élffectively

"HumminGg BuLs” 5 Suvers Okl

A hollow-tipped areow thal whistles s ) fies
through the air. I s penerally used o sipnal
troops. The tip s rarely if ever sharp, and tends o
plance off whalever it hits,
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IWeasant™ Weapons
All of these weapons were developed by
monks and taught to the peasantry so they could
defend themselves apainst bandits aml drunk
samurai. Samurai do net use these weapons, To
do so would bring shame to their katana.

Bo 5 CorPERs  2k1

A long hardwood stafl about 6" to 77 long. A
character using @ bo may roll an extra die for ind-
tistive a5 with a polearm. (The bo is the loog ver
fical staff on the right of the page)

hTTE 10 SILVERS Ixl

Similar to the sai jsee below), the jite has only
a single promg, 1 s rarely sharpened and s osed
as a defensive weapon. Any characler atlempling
i disarm with this weapon gets a Free Raijse (o do
5il,

lo | CorPER Ox2

A smaller version of the bo, often used in pairs
[one in each hand), The jo is usually about 3 long,

Kama 3 SILVERS k2

A shart seythe like weapon thal is easily over-
looked as o weapon. I is reputed o be a favorite
weapon of the ninja

NuNCHAKU 25 CorPers  2k1
Originally intendded 10 be o wheat flail, the

nunchakuy is two short (27 hardwood poles con.

tected by o short chain less (han a fool long,

Sal 1O SILVERS Ixl

A two-pronged koife used o catch weapons
and pull ther out of their wielder's grip, It is wsu-
iy not sharpened and is essentially & defensive
weapan, Any character attempting a disarm with
this weapar gets 4 Free Raise o do so.

TonFa I SILVER Ix2
This weapon was originally the handle of a
millstone, I is @ shorl womden stalf - approy
fmaely 20 long - with an offset handle. This
WeRpOn s swung in d swirling molion

WEAPONS ARE TO SCALE — [” IS APPROXIMATELY [’
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_Anou-r Armonr
. Armor il-'mﬂ:,l

) worn during wartime
" or while on military
duty. Bushilwho wear

their armorinto vil-

_Iages are assumed Lo

' be bandits.

i, Just like the armor
* of the kiights of
Europe, samurai
armor is ingredibly
complex. To simplify
things, welve broken
down armot into two
elassifications; Heavy

; and Light.

Heavy armor is

sfull samurai armor.
The samurai is heavi-
' ly guarded against
uttacks with shoulder
guards, hip guards,
shin guards and even
armpit guards. Light
armor is.worn by
satmural who wanl
more maneuverabilic
tv, thus sacrificing
protection,

It is assumedthat

no ane purchases
“pieces” of armor. Il

! you are.a bushi, you

" aré givenasuil ol
Srmor upoi your
gempuldu ceremony.

_ When'it is damaged,
“wour Clam repairs or
replaces it,

!
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The Rules

Armor makes  you more
difficull o hit (s sword stroke
which hits an armored part of
|he body may as well have not
bl al all), but it also rostricts
your movements, A bushi who

£ Heavy Samural

Arinor has the T 1o hit him

ased by L0, but he has a

I on all physical

actions, A bushi wearing Ligh

Samural Armor has the TN w

hit him increased by 5, but has
no dssociated TN penalty.

© Licur Armor

Like the light armor being tried on
by the samurai to the right (#9), this
set of light leather armar has no pro-
tection lor the arms or Jegs,

€ FuLL Face Masks
(MemprO)

These are made of metal, and not

only afford protection, but a

their owner look particularly

nake

@ FuiL HeLmeT (KaBuTO)

This Is alse metal

enemy, This has vari
lends to be le:

enemy — like most Owi
horns and teeth buill in,

sode o the i

and is quite
heavy, Apain, the stvlized horns and
teeth are supposed to intimidate the

has searier

RS
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Chverleat there is a piclure of the Urab Climd @

o ARMORED SLEEVES (KOTE)

wps associated with ||1_":_|1-'|,-' ACTor are knosn
hain mall with le

t(#7), the Baboto below (#4), and some [pg

at the thighs, sueme:
shown) to make the major pieces o

for the lower lep
asel ol heavy armorn

© Heavy Armonr

his is a full soit of heavy aomor Tals
sult ds made of guilied leather o
the metal pieces- hanging on the
and takes a couple of hours Lo
The TN to hit a samurai in Heavy Armi
is increased by 1),
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amber of pieces of armor spread aboul, Here's the key

0 FrLar HELMET (JINGASA)

These are the wide, [t metal or
metal-and-leather helmet. 1 keeps the
sun off, but isn'l as Intimidating as the
firbiaten

© LicT ARmOR AND HELMET (JINGASA)
This bushi is trying o set of light metal armor and

[ts associated flal helmen the jingasa Light armor
tends to cover the tarso only, often leaving the arms
and legs unprotecied (and unencurmbered). The helmet

not anly affords protection, but also & messure of
shade. As a bonus, a traveling samurai can cook his
meals in his jingasa. The TN to hit a samurai in Light
Armar s increased by 3
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€ Heavy Armor Pieces

This is o set of heavy armor picces,
mnade oul of melal. The shoulder guards
are called sode this body armor, which
apens at the hack, is known as a der-
meki-do (I the body armor opened al
the side, it would be called do-rara),
There is often a strip of back which is
lefl unprotected by the haramaki-do.
“Since the enemy is never going (o sec
your back, why carry around the exira
weight™ say the Crabs

© Master Armorer

As can be seen by his shaved [ore-
lock and topknol, the armarer is of the
samurai caste. While he's technically 4
hushi, his talents have proven that he
can hellet serve his clan in a sappor
role,

Also evident in the picture: swords,
The armorer s wearing his walizashi
while he's working; the samurai admir-
ing the kabuto s wearing the full
daisho, while the bushi trying on the
light armor has put down his katams
while gearing up. A samurai is rarely
withou! his swords.
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ABOUT ARMOR
(ConTINVEDY

It's considered
inappropriale lor
shugenja fiy wear
armor. This doesn't
mean if doesi't hags
pen< especiallyin
the Crab Clan( Which,
tends lo produce the”
greatest number of
wir shugenju - but
many bushiconsider
it an insultto their
station tahaveay
pon-bughi samurai -
WEOAring armor; -
shigenja who Loes
around in apmor had
hetter be confident |
that he can handle
any challenges from
agerieved bushi,
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The wind moves with such subtlety, vou do
R gmen nolice YO gt breathing.

Be auare,

Oy a fool knows the wind is empty.

- The Tao of Shinset

Cath 0f
Rlood

Part 4

He awoke with rain on his face and aches in
his limbs. Wel grass was on the back ol his neck.
He wiped his eyes clear and licked his lips, The
rain was Lhick and tasted

His bady bolted up faster than he could think,
He opened his eves and looked at the corpses that
surrpunded him, covered in crimson. He looked
down at his own hands and realized that il was
not rain on his face or on his hands or in his
mouth, Al his feet, the luchiban sword sal in the
wel prass, making a sound that could anly be
deseribed as an ecstatic whisper,

He kicked away from the blade and he slid
across the wet grass into what could only be a
body. He turned and saw the feardrozen face of
Umako, her skin as white as porcelain and her
lips a pale, pale blue. He shoved the body and if
polled wntil her face was no longer in sight,

He tried to stand but his body relused. He tried
apain with greater success, but his legs could not
hold him: He held on lo-a tree and fell a scream
build in his chest and escape his lips. A new wet-
ness had found his Face: the sallty wetness of tears.
His eves tried to avoid the bloody clearing, but he
could not peel them away from the hone white
corpsees. He screamed again and sank to the damp
eritas just as he heard movement behind him,

He spun about and found he had moved too
quickly. His feet skidded on the grass and be fell.
A form stepped from the wond with words as soft

as pillows

“Do not fear, my friend. [ am here o help”

Ginawa kepl moving. "Go away,” he said:

“Please.” the shadow sald, “Please lel me help
you,

“Go away or T will kill you!

The figure stopped its advanee, From the other
side of the clearing, another voice spoke oul.

“Cinawa-san:”

He spun aboul. Hijiko stood al the edge of the
bloody mess, her hand on the pommel of he
katana and her eves and mouth open with sur
prise. "Ginawa-san, whatl - whal happened here?”

“l -1donot ...”

“The luchiban blade is the cause,” the hidden
figure interrupled.

Hijika's blade was free from its sayn (o a hear
beal. “Who are you™™

The figure stepped {orward into the light He
was tall and his eves Mashed with a dark light 9
am ‘Tadaka, magistrate of my lord Shila
Ljimitsu”

“Phoemix,” Hijiko muottered

“Coaway!” Ginawa shouted, His hand reached
down [or his sword, but he pulled it wway as il
were reaching without his permission. “Leave mel
Go now!”

“He hias owakened the spirit ol the blade
Tadaka said, stepping toward the sword. "It must
be put to rest”

"NOT Ginawa leapt between Tadaka and the
sword, "Stay away!" Again, be leaned 1o the
pround 1o Jift the blade, but at the last momenl
pulled his twn hand away,

Your soul i in conflicl. | ean sense that L
me help you!” Tadaka put his hand Torward and
Ginawa fripped backward, stumbling into the
blood-soaked prass, “Be calm. Only logether can
we master the spirit of the blade”

Ginawa's body was shaking beyond his con
tral. He could nol meve away Team Tadakes
touch, He put his palm on Ginawa's forebead and
began a long, slow chant that was like thunder ji
his throat, A soft plow grew around them and
Hijiko could almost see the ension flowing frn
Ginawa'’s body,

"What are you doing™ she asked

“Purifying his spirit. 1t has been corrupled by
that abomination behind me! Tadaka maotionel
tiy the sword lying io the bloody grass

“Whal s 12"

“Ii is am luchiban blade, | do not know whid
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of thee four 1€ is, but that does not matier, 1t is a
weapon of evil and it has tainted his soul with its
piwers”

Hijiko watched as the glow grow about them
Flares: of red smoke and fire spilled from
Gingwas eyes dind mauth and palms and chest as
Tadaka continued the chanting. Finally, - after
many minudes, the samuarais hody fell complete
ly limp and Tadaka sighed. He almost fell, bul
Hijike cought him

T thank you, samurai-ko,™ he said to her

i, 1 thank yow IF what you say is lrue, you
have done me and my yorks a greal service”

Hie shook his head, “Let me rest a moment,
sannuirad-Joo, Thien [will tell vou what | have done”

The fire was. hotter than any Hijiko ever
remembered. Tadaka had summeoned it up from a
beanch o wood, and now, they sal before the sin
gle branch burning with heat that even the greal
hearth in her ford’s home could not compare to,

Yoo dre a shupenja? she asked.

“Hai | am”

T have never spoken to a shugenja before”

Tadaka smiled, “Atraid he might tum you into
something unpleasant? Like a toad or a spider?”

She Jaughed “No, | just - well, | mean” She
thought ahout it for a moment, then answered,
“tour kind never looks like they're interested in
{ulking”

Tadaka's smile grew. "l can understand that,
We can seem a bit distant at times. We're study-
fmg"

“Sludving whal ¥

Tadaka settled in. like a storyteller preparing
lor an all-night tale. “You are familiar with the
stories of Lady Sun and Father Moon, are you
ot

Shie shrugged. “Certainly”

And the Fortunes®”

She shook her head. T only know the Seven,
anid my ancestors”

Tadaka smiled. I know prayers Tor one hun-
dred and forty two Fortunes™ he said, “And 1 am
s an Acolyie of Earth”

Hijiko frowned, “Acolvie of Earth?"

He nodded. “Certainly you read the Tao of
tinset while vou were in school?”

An embarrassed smile crossed her face, “Yes.
but | only paid attention (o the bushido pritris”

sk, tsk” Tadaka scolded, a smile on his lips,
Tean recite any chapter from any hook, but the

one Lam most fluent in s the Earth book”

Hijiko's eves lit up. “Yes! | remember the Earih
hwook. The mountain is immavable and so shall |
b

He nodded. "Very good”

She leaned ina little bit, her curiosity showing
in her eyes and voice: "So when vou say vou are
an ‘Acolyte’ of Earth, what does thal mean ™"

ladaka put his palm down and looked her in
the eyes: "This” he whispered.

Sucldenly. the ground beneath them began o
tremble. Hijiko grabbed hold of a nearby tree and
looked af Tadaka whose eves had turned as white
as o peishas face. Then, just as suddenly, the
tremiling ceased and the color of his eves Fded
hack.

‘D = did you .

He nodded. *Yes, T did”

she tried 10 mumble something, but he eut ey
off. "Hww™ Hijiko nodded, sull trving to find he
breath,

“ICs simple, really, All you have 1y do is
become aware of your own energies. Of course,
that only takes a lew vears”

She took a deep gasp then flashed 3 dark look
alt him. “Don’t do thal again withoar warning
me," she said sharply,

“OF course,” he said, his lips curled into a side
ways smile,

There was no sound 1w warn either of them,
He moved like o cat made of shadows, and before
Tadaka could move, & wakizashi was at his throat
and @ rough hand was over his eyes and mouth

Dot move, shugenja” Ginawa whispered,
“Even a himl of a spell from your lips and your
blood will mingle with the blood of Scorpions this
night”

“Ginawa-san' Pul your weapon away. This
man saved your life!”

His eyes Mashed across the darkness. “Did
he™

“Hail Now do as 1 say, yoriki®

Giinawa didnt move. His eves didnt blink. He
licked his lips: The edge of the blade touched the
shugenja's neck.

I one gesture, he pushed the shugenja away
and flung himsell down in front of the fire
Tadaka fell Torward, but the fire of the branch fell
with him as if the flame refused to burn him, He
pulled himsell ap and shook the wrinkles [rom
his Kimona,

You ewe me nothing, samurai” Tadaba said,
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il that ts what you lear”

"There is only one thing in this workd 1 fear,
shugenja” Ginawa spat, "and it has nothing to do
with youw”

Tadaka turned 1w Hijiko. "Your yoriki has a
strange way of showing pratilude”

She shot a poisoned glance ot Ginawa who sal
silent, wrapped up in his kimono. "7 Know,
Tadaka-sama’

A moment of silence passed between them,
then Tadaka said, “Where are you off to now?”

“Back to my lord to report what has liappened
here”

Tadaka smiled. “Thal is precisely where | am
headed, Do vou mind il we share the road?

She shook her head, *Not at all, Tadaka sama”
She stared at Ginawa, “Tam certain my yorild has
no objections.”

“Maone that he'd sav in public” Ginaws grom
hled,

"Crood "

“Where is my sword?

Tadaka and Hijiko looked at Gipawa with
frovwns, “Wrapped up and Ged indo its saya” she
fald him. “F do not think you need 1o see it again”

Ginawa's eves prew dark. "We will see he
whispered

“What did you say? Hijikn snapped

He shook his head, “Nothing, Hijikosan" He
suttk deeper into his kimono and shut his eyes,
“Mothing at all”

b.

i you are playing a shugenja character, vou
will want to become well acquainted with {he
information in this chapter, Within, you will find
everything you need to know aboul Rakugan's
religion, magic and superstitions, You will also
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find & vast list of “spells™ vour shugenja characler
will be using.

Despite: a thousand years of research o
study, magic is slill o mysterious foree in
Rokugan, Shugenja from across the Empire dis-
pute almost every point, each claiming that their
schouol teaches (he only truth - or at least the
most complete version of il

[n prder to understand how magic works in
Rokugan, you st first understand her religion
[he Rokugani view many things differeatly than
we diin the west, including the fundamentals of
nature, the soul and the individual, Afler the
Religion section is o briel discussion of he
shugenja and his role in Bokogan’s society and
belied, Then, we will cover how shugenja cast
their spells, and lastly, we will cover the game
mechanics of spell casting and offer vou a saniple
of the kind of spells that are available g
shugenja in Kokugan

b

| Relqon

L

Me Celesttal Order reflects the Rokugani
edief that the universe is structured and ordered,
The Rokugani can see this in the changing of the
seasons, the padterns of star movement and the
phases of the moon. [T nature s structured and
man s a parl of nature, then he should be struc
laredd a5 well. Those who try to deny thelr part [n
e structure are branded as outcasts and barbar
Bl

[he Rokugani put a greal deal of beliel in the
sttetns ol nature, and so fortune telling s a very
ppular agtivity. There are many lorms of fortune
lelling, including asteanamy {a high ant practiced
by shugenja), cartomancy and tea reading (o
mention just a few).
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Remcarnation

A fundamental beliel in Rokugan's religion is
retncarnation. The Rokugani believe (that this
waorld i one of 8 hundred thousamd million
warlds that were once and will e again. When
their souls depart this world, they go 1o a place to
prepare for the next. In the spirit world junlike
the spirit worlds of the west), the spirits are face
less, without identity, This is because the materi
al world is temporary and unimportant, having
very little impact on the eternal soul,

A soul has two aspects that change acconding
tor the life the soul has been born inte: dharma
and kharma, Dharna is the soul’s duty, or rolé i
this Tife, All lives in the world have a duty, and
{hey would not have been born inta this dharma
il their soul was net prepared for it (another
reflection of Rokugand beliel in the ordered uni
verse), Kharma, on the other hand, is the energy
the soul gathers for performing its duty. & soul
that gathers enough energy carns a better lile in
the next world, the most advanced souls reaching
the status of divinity .,

The Trnchwidual and the
1 Tnwerse

The Rokupani see the individual in a very dif-
ferent light than that of mosi western cullures, In
our cilture, an individual is expected Lo wear 4
social mask and a privaie mask, Outside of his
home, he wears his social mask, which reflects his
position in society, his profession and his social
ablipations. A home, he lakes the mask off and
wears his private mask, We view someone who
wears their social mask at home with some trep
idation, as someone who “takes their work home
with them”

In Rokugan, there is only the social mask;
Every moment of every day, o samurai wears his
status, He never lets his mask - or, more propes
lv, his “facc”™ - fall. An individual is the face thal
he wears in this life, and there is nothing else.

The Religon o¢ the
Oeven Lorfunes

Rokugans religion is not formally organized
the way many of the churches of the western

e L e e e S ———————.T
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world are, The Emperar is the symbalic head of
the church (being the one who is closes! (o the
Sun Goddess), but each of the Clans follows its
inw religious structure. This collage of metaphys-
fcal thought causes greal debates among the
shugenja schools on the nature of the Portunes,
the sontl and the tedchings of Shinsel.

The nalive religion of Rulugan conlaing many,
many gods, structured in much the same way
their mortal counterparts are, There areé many
tiers of divinity, beginning with the Sun and
Maoon, who are the rulers of the aniverse. Just
below them are the Forfunes who commune rég-
ularly with mortal man. Below the Fortunes are

2
=
s
= 4

1
| Bt s
s

. it 1 R g e e e R g e e e e

the thousands of ancestors whom the Bokugaid
[k iy daily Tor advice and direction.

The Fortunes of Rokugan are not kind deities,
and one must cajole them 1o win their favor, They
are easily insulted and quick to wemper, but they
are also VI vain an easy Ly win pver wilh com
pliments and sacrifices. The shugenja are diviners
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whit can commumicate with the pods. They also
fnow the ites of purification (performed at birth
and at death) and the secrets of dispelling el
spirits, When Shinsel came o Rokogan and
impressed the Emperor with his Tao of (he Five
Rings, many shugenja applied the Tao 1o heir
native religion. For a thousand years, the shugen:
ja have mingled the religion of Rokugan with the
philosophy of Shinsei until now, the fwo have
becmme inseparable, Children are baptized with
hlessings from  the Seven Forlunes while the
deceased are buried with riwes prescribed by
Shinsed

THE SuN GODDESS

The greatest of all fortunes s Amaterasy, the
Sun Goddess, 1t was she who gave birth o fhe
founders of the Clans, Creating images of the Sun
Goddess is forbidden Even in her temples, {he
only representation of Amaterasu is o mirror

CHILDREN OF SUN AND MOON

[he arrival of the Children of San and Moo
ushered in the Age of Man, They taugzhl huamani
y all the arts and crafts, the concept of the
ardered society and have directed mankind's des
tiny for & thousand years.

Hanlei limmu Tenne is the first Hantel He i
the ruler of the invisible world of spirits. Those
who seek pood harvests and protection from the
spirits of the invisible world pray 1o him

Hanteis brothers and sisters are. also wor
shiiped by the Clans that they founded. Like their
mother, it is forbidden (o portray them i paint
ings or sculpture. Instead of a mirror, each clan
uses the sword of their founder 1o decorate the
shrine.

THE SEVEN FORTUNES

The most popular of the Fortunes are the
“Seven Fortunes of Good Lock” They ride
through the sky on a golden charod thal bestows
pood luck on whoever sees it Most prayer i
Rokugan iz directed to them to gan theie Gwor
Itie Fortunes have both a peaceful and a wrath
ful aspect. The peacetul aspect is that of a large
pleasianily smiling figure sitting ona pillow, The
wrathlul aspect is pictured with black skin. fiam-
ing eyes and fangs, often swinging a sword

Daikoku s the Fortune of Wealth.

Ebisu is the Forlune of Honest Wik

Benten is the Fortune of Romantic Love

Bishamon is the Fortune of Strength,

Fulkurokujin and Jurojin are the Fartunes o
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Wisdom and Longevily,
Hoted is the Fortune of Contentrent.

THE LESSER FORTUNES

While most prayer is directed to (he Seven
Fortunes of good uck, there are countless others
Their divinily was granted by the Emperor alier
their deaths, thus making them “lesser” fortunes
In the eyes of the others, hul their power and
influence is just as preat Many of the lesser
Fortunes were actually moral men and women
whose souls were “elevaded” o Fortune status by
lmperial decree,

Imatri is the Fortune of rice and good prain. He
Is alse the patron of Toxes, and so people who
lake his name in vain are often visited by his cun
ning iricksters, Inari was a rice farmer who
caughl a fox in a trap, but released it when the
low promised to provide a good wile. The wife, of
comrse; wits the fox in her human lorm. When the
sofft of Hantei 1T prew (1 near Inarf’s home, his
wile cured his dloess. Alter his death, Hantei ele
vated his soul o become the guardian of good
grain and foxes

Suitengu 15 the guardian of the waters, Sailors
and fishermen pray 1o him for calm seas and
profitable calches, and for deliverance from
storm, B s said that he was o fisherman who
happened dcross o voung Hantel 1V and saved
bim from drowning, His soul was elevated 1o
Fartune status when Hanled Y owas saved Trom o
slorm afler he prayed 1o Suitengu

Tenjin is the fortune of writing and Hieraey,
Akoda Tenjin was a cunning and clever poet wha
wrote o story that Hanted L found offensive, He
commanded (hat Tenjin be executed, and imme-
diately thereafer disease and pestilence fell an
the eourt, Hanteq L1 begged the spiril of Tenjin for
lorgivenuess and created o lemple lo honor his
memory. Since then, poets have praved to him for
ispiration and guidance,

(kano-Wo is the fortune of fire and thunder, He
5 e most wrathul of all the fertunes (he is never
porteayed in his peacetul aspect). Osano-Wo was
me of the first Crab stmural, 2 man with a tem
per thal matched the thunder. 1 s said that when
s medan enemy in battle, he could call down the
ghtning into his sword and strike down a thou-
fand witrriors at a time. The Rokugani pray to him
[or protection from disaster

The Guardians of the Four Winds are often
pietured standing on a plattorm which represents
the world. Under each of their heels is an oni and

in their right hands are flaming swords that can
danee on the winds, The Bokugani pray 1o them
for safe, speedy travel, fikoju rules the East, Zochu
rules the south, Komoku the West and Tamon (he
Marth.

Ancestors

Rokugan also reveres the spirits of s ances
tors, Honerable spirits of the past have greal
porwer, and to offend them is o templ doom. The
Rokugani worship their ancestors as they wor
ship the Fortunes,

Every Clan worships the founder of the Clin
Alsu, there is a shrine devoted o the oldest ances:
e of the Tamily, For nstance, a lypical lsawa
house will usually have a shrine o the original
Shiba as well as a shrine to the original lsawa. A
house would alse have u shrine devoted o

revered members of the immediate family,

The rituals for worship include placing Tood
before the shrine, lighting incense and deep ned
itation, It &8 during meditation that family mem
bers can gain poidance Tfrom thelr ancestors

The Role of the

oy
Shugenia

The role of the shugenju s te most misun-
derstood in Rokugan, As mentioned above, the
people of Rokugan view nature with reverence
Mature is a force that should not be tampered
with, and when they view the “spellcasting” of the
shugenja, they feel shivers run up and down their
Spines,

Howeser, shugenja are much more than Just
spell-slinging soreerers: they are the very foundy
tion of Rokugan’s teligion. They are priests who
leach the rituals the Rokugand practice: they keep
the names of the Ferlunes, measure the passage
of e and are the most litersle class of people
in Rokugan

A shugenja hegins his career (as all Rokugani
dop at a very early age. They are apprendiced 1o
shugenja schools where they spend the next five
fer nine years cleaning, washing carrying waler
and firewod, and performing  other  manual
lhors, They alse learn how 1o read and wrile
When an apprentice is judped worthy, he is initi-
fted into the first level of school seerets, Al this
level, the shugenja beging to understand how 1o
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commmune with the Fortunes and perform basic
rituals

These rituals and pravers are wrilten on
serolls that the shugenja carries with him. The
scrolls are writlen in a cipher that only shugenja
trained by his school can read. When he wishes 1o
perfarm @ ritual or prayer, he reads the scrall
Some rittals require chanting and incense, while
others list simple meditation techniques, These
activities look an awful ol lke sk (black
magic, g2, which is why the peasantry view
same shugenja with fear and even distrust

Stimntao — The Holy
ENder of O Slmnser

When  Shinser brought  his  wisdom 10
Rokugan, a young shugenja wrote: down his con
versations with the Emperor, thus providing us
with the Eabled Tao of Shinsel Many shugenja
saw the wisdom ol the little mans words and
devoted their lives fo pursuing his enigmatic wis-
dom. They shaved their heads and buill isolated
muuntain weinples, retreating o lives of deep con
lermiplation. Some samurai, such as the esoleric
Dragon Clan samurai, alse have embraced

Shinseis wisdom, and over the thousand years
since his arrival, many factions of “Shinseism"
have developed. While the isolationistic ideal of
the Shinsei Order appeals to many retiring samu

rai (more often than not, upon theie forty-first
year, samurai shave their heads and retire to o
monastic life of comtemplation), a recent branch of
Shinseism makes the claim that wisdom. cannot
he found inisolation. Only by interacting with the
al] the lemptations and evils of the world can true
wisdom be found. This new branch of Shinsetsm

called Shintao, “Way of Shinsei” - has become
popular with many samurai and monks across
Rokugan,

Monks are treated as Farmer Heomin, Many
samural give up their family name upon laking
up the monastic life, thus teaving hehind their
stalion

TEACHINGS OF SHINSEI

Farth is the virtve of resiftence and temper
ance, Oaly by wnderstanding fiowe to hold e
strength can one release i properly, Fire s the
wirtue of purity of action, Chly action without the
wetoht of thowght will be as that of fire. Water @5
decp and strong and flusd Only by understanding

the strengtl of weater can one’s wand be prive and
deep and fluid and steoog, Alr 15 the subile fouch
Chly by wwdersiandyng the shiffing wonds can
one understand the shifling pulse of the e
aned the world arognd fim. Votd a5 the last It
all and i€ s nove Yo canmor wnderstand the
secret of eoidd: vou must kroge o

The purpose of Shinsei's leachings was o e
the soul of fgnorance, greed and the passions
jangper, hatred, griel and joy} Only Iy
understanding and separaling ones soul fmom
these vices could @ samorai gain enlighfenmen
The world is i place of sorrows, and only by aver
coming your perceptions and secing beyond the
worlds illusions can you gzain culightenment
Once a soul gains enlighienment, his name adds
the suffix “-noshin® The departed souls of thoes
who have achieved enliphténment are anther
souree of prayer and blessing, but the pitaal for
praving (o the woskin is much less Tormal than
prayving to the fortunes, The shrines devoled
Shinsei and (he noshin are very simple, wsing the
natural landscape rather than manmade sie
jures o emphasizé Shinseis lessons of “losing
one's sense of the world”

Shinsei wugeht thot weakness come from hay
ing ones mind fixed on (the material rather than
the eternal, The five elements are elernal, whil:
flesh is material and wemporal, Passion s a svmp
tom ol the [lesh while wemperance and wisdom i
gained from the elernal jones aneestors) By
focusing on the eternal, o student can free his so
from the material A redical aspect of Shinseds
teachings was that anyone

desire,

i they were willing
could reach enlightenment, Even thowgh 1 may

take o thousand lifetimes, enlizhieninend &

altainable 1o dny soul who s willing (o sech

Mahe: Black WMagie

We stood there, aateling e soreerer ag ke
sticed his palm with the fuife and Mlood ozl
fromn the open round. “Stay back.” fe atfispered
“Stay sifere vou are, sesrurar” We could di sl
ing yrcertain of whit manwer of black meagi li
carield e spmamroniRg .

Mahar(hlack magic) is a forbidden practice
Rolougan, Sorcerers (mao-tsidas Niwrally s
vanl of magic”) use blood
blood of sthers - 1o give power 1o their magic, in
exchanpe for their power, 1sukal swear [eally 1
ar Oni in exchange for knowledge and powe

their pwn and the
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i) They
and
[rue

¢ from hoth sources

with their

can pather lnoy
spread troubles in gecordance
rywill
Maksy iny
g, divination and enchantments. Blood gl
favor. The Uni
his Asulka enchanied we and
to fulfill the Oni's own darkagendas: s a
s agreement, tar the Oni does oot wish
in teo much koowledge: The story
sukal of incredible powers, tells of

S raisine the dead. sore

THRHE I

nosacrifice to the S e gaim ils
TR

| i-“'L |!Iﬂ:_||~.|1.l.l |.1r.||.E||.r.'
elements rather

views ||| lII;Il'IIIII s
because it 5 oaly reading (he
than manipulating them

SUPERSTITIONS
Superstilim is o series of practices thatl cannal
e proven e be traly influential or effective in
mvatlers thad pertain to magic and the spirit world
Some ol the following actually
etfective while others sdmply drrational prac
s or the najve,
ellig inp north

Superstitions are

LS
clion f5 had luck,
stthe direction of

il H|H

i J}Wﬁl[ﬁl’-‘l'l'];'lr;t&ﬂ
A

# Shugenia who made such 8 pael and pained
atigh power and knowledge 1o trap s master

sleal his power
The practice of waho is o copital erime in
Kugan, A sukai hove stirined their souls by
e nabe and are considensd et in the

lagic

commaon Tolk an
practice their own breaod of magic, alihough They
make o distinction between “Tallk moeie™ and (he
thugenfin of the thans and the dark magic of the
lkal, Folk miagic involves divination through

alse known i

Lhe tarndng universe, When characters find they
inusk dravel in a northeast direction, they musi
g Lheir movemend from day (o day, so they
| the taboo
ertling down For bed, o samurai whao i
experiencing bad dreams ofien turms his sleeping
chathes inside oul,
i someone snedzes while
they are lving 1o you
On the night before the mother
and lather of the daughter carry the husband's
shoes o their bed mipathetic magic to make
vertain e does nol wander,
The spirits of @ family are known to distract
howmen who are [iring at their descendants
Bowmen often twang their bowslrings fo scare

they are lalking,

a wedding

-
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away thost spirits to make certain their aim is
[Tue.

Keeping doors open al night (nvites ghosts
into vt home

Loud drums keep away trouh

Enchanted Ttems

The Rokugani helieve that everything in the
world has o soul, even precious or holy objects,
Legendary objects — such as ancesiral weapons,

: dndl the fike — contain 4 sleeping
spirit that can be awakened with the proper ritu
al. Cursed ttems — those thal conlain angry,

| or wrathiul s ~- must alse be freal
el with vare lest their sleeping spirits are awak-
e,

Legends of swords thal drink blood, danee in
the air, and even wrn inlo wind are
regiarted as facl in Rokugan. Even
though these weapons
very rare, ward of
appear: is noever

hi.'i'll |:|.'.

NEMURANAT
While

e SpITils,

darg
{heir
Laken

there  are
shugenja
rarl, magical
el s
Enchanted

in Rok
ilems
abunclant,

ce of o wandering

rranin ~1||ml.rlm,1_ e ol magic items is
clase to zero, The
ical ilems dre many
¢ e thal has

itemy is

then eve

pn_rp:'-r ritwal is known. One look

ill show you that shugenja know
sword

shiort pw'[r'ul of time. However, {ruly
¢ those whose spirits are nol

These items are

i .Jknu'{t Ly 1lw1r pnnur]llﬁ. o 1|1n'\|
honor and glory, 1t has been s

S R e e
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of its owner from o past lite, which owakens the
sonl within the item, There is some
prove this the [t e
nemuranai are passed down from one generalian
iy the next, the soul remaing awakened and Loyl
o the owner, whild cerlain temurani
fail to operale or even Lurn on their thie
shugenja disagree, but o gne has prova
¢ theories 1o be any more correct than the one
il by the I‘|'|m-|1.1:~:.

sitlence

[ an dwa
item 1s ﬂrl‘i.l[l.l'J '-'~|I||| disresperd by a character, (bt
character may very well be on the ed of some
nasty critical hits, v, even a fumble o
L

LI IR

More on enchanted dems can be found (@
The Book of Void (p. L7

) important.  aspect ol
Rokugani metaphysics 1s the concepl of fi
parted soul. IF a body does not receive a progis
sl does not depart o be reincamgk
els to Meido, the dark underworld of
] the spirit is tortured wilh memorss
of his lite, rable and paintul, until it
filled with Tury. It then returns to the world of [
ing mwen in a form dependent on the sormow il
carries,
There are thousands of fypes of phoss
uhwnul *l.n:.' time a tragic death occurs, one
ed will refurn a5
_ ost st tullill & purp
|I1|.L] :1..1|u.!| ands belore it can pass on. Thos
are deeply in love often return to guard thig
they love from harm. Mothers often returm to o
tect their orphaned children, or i they died i
childbirth, can return to steal the children of o
ers. See The Book of Yoid for turther d
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tions of ghosts in Rokugan (p. 182),

What Magic Can Do

Maglc” s a cotch-all term o deseribe the
seemingly supernatural effects generated by
shugenja. In fact, all the shugenja are doing with
| (hetr serolls and chanting is tapping in 1o the ele-
mental energies that swirl about all Kokugani ar
every moment Shugenja are alse able 10 create
supernatural effects hy petitiondng spirits (ances-
fors and Forlunes) with prayer. If they are prop
| erly cajoled, they can bestow incredible powers to
shugenja,

Tapping imte the power of the elements allows
shugenja to intluence and alter the world argund
them, By petitioning the Fortunes, they are able to
produce more elaborate effects, including weath-
er and carthquakes. By invoking the names ol
mncestors, shugenjo are able to create wards
against evil spirits, ond and other creatures of the

Shaduwlancds
What Mage Can't Do

Even with their fantastic powers. there are
(hings that shugenja cannol influence. Humanity
cinol change desting. Not even a shugenja will
fare tamper with the celestial pattern,

When the last breath has slipped out of a body,
the soul goes with it The Rokogani hold no mis
cimeeption about death. To bring a spirit back to
lls hody is sacrilege and asking for severe trou-
bles. A soul dies when it is time for it to die, and
o dabhle with corpses is dark worle (see Maha,
above), punishable by death. On the other side of
the eoin, magie cannot create life, either.

Mso, mortal magic cannet influence tides, the
maon and the stars. These are all “celestial” and
gl 1o be tampered with by man. Shugenja ask
their ancestors (who have much more authority)
o createe these effects, and do not question g “NO"
when they hear (L

The Clements

You can ol cominard the F:'.IIIE:'JHGHIS A e
an yo can commend the stars i heaven, You
miist learn o e the muste of the celestind cha
s Oieee thal 1 dore, vou must learn (o danee

The Tan of Skivsei

Shrgenja do not manipulate or command the

tements, they allow their awn energies to mingle

with the element, thus gainfog its Eavor and (ol
ence, Spells are prouped into Shinsels five ele
ments, each with an effect that corresponds with
the mature of that element

As you read descriptions of cach of the el
ments below, you will notice that nany of them

overlag. As masters of Void can teach you, each of

the elements is Hke a many-Taceted jewel There
i strength in Farth as certainly as Water can be o
symbol of staming and resilience (as it carves ils
way through the mountain),

EARTH

Spells that invoke the quiel strenpth of (he
Earth are (hose that effecl resilience and resolve,
Farth alst represents health and growtl Al
things grow from the earth, and must retur
there one day. The body falls apart and returns (o
the dust that it onee came from

Warer

The elenent of Water represents many things,
Water washes away stains and tarnish, and so 1)
is the element of clarity, Bul water is also adapt
able. Water can fit into any vontainer which s
why water alsa represents iransformation.

FiRE

OF all the elements, fire is the least subtle
Almost all of the fire effects are destructive, But
fire is a symbal of intelligence as certainky as i is
of destruction. Fire spells can invoke raging fire
storms as well as inspiration and ereativity

Am

Counder to fre's blatancy 15 Ade, or Wind, Afr
cannol be seen divectly, but its effects can. Air is
the element of storms, although @ shugenja's abil
ity 1o influgnce storms is minor af best Ale s also
the element of birds, and therefore the element of
travel, Lastly, alr is the element of intuition and
influernice,

CoryiNG
ScroLLS

Allowing.a
shugenja from anoth-
er. Clan |6 gopy your
serolls is n.serious
offense. A shugenja
who allows suth
activity canexpectdo
see his nume myste-
riously disappear
rom ‘the'school's
charter, orgit least be
tested very sev
by'his semns

Alsg; all scrolls
ure enended with a
magical cipher/thus
making it very diffi-
culi for spells to be
copied if they are
stolen,




SHUGENJA AND
THE SPIRIT
WoRLD

The most com-
mon miseonception

_boul Shugenja is

thiat they are “spell-

caslers This is not,
entipely. true.
Shugenji are more.

aptly described
“commimers” A
shugenja does not
possess any innate
magical ability, he is
simply taught the

praper techniguesior:

u speaking to
Elemental spirits and
the Fortunes,
However, they do
spend most of their
lives studying the
technique. Anyone
can speak to a spirit
that is willing.lo lis-
ten, The trick is gei-
ting the spirit 1o lis
ten.
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Using the spells inseribed on the serolls of his
schools is o mulli-step process. Shugenja spend
vears perfecling these techniques, the words on
the scrolls are stmply mental, physical and spiri
tual reminders. Eventually, a shugenja becomes
so accustomed to casting a paricular spell he no
longer needs the reminders, bul that takes even
more tme and praciice. Here are the steps a
shugenja goes through 1o cast a spell. This
method of spelleasting can be incredibly draining
lor a shugenja’s mind and body. The more pow:
erful the spell, the more physically and spiritual-
ly exhausting it is.

Ofep One: Attune

In order for a shugenja to cast a spell, be must
first read the serall on which the spell is inscribed.
The spell instruclions include chants and gestures
that allow the shugenia to focus His mind to o cer
tain state so he can align himsell with the ele
mental energy that surrounds him, He is lteally
attuning his own energies (Harth, Fire, ete) o the
enerpies in the plants, walers and wind around
him.

Otep Two: Locns

Onee that is accomplished, the shugenja mus!
draw the energy inlo himsell and shape it with
his mind into the form he wishes it take, This
takes ulmost concentration, and can be danpget-
ous il done improperly. limagine drawing the raw
power of fire into your mind, body and spirit and
then lnsing control of that energy

o, il
Step Three: Nelease
Finally, when the form ol the energy his heey
chosen, the shugenja releases thal energy o
his |'|ml_1,- i A |:|1up¢i'||||jlr| eomirdlled  manner
Again, il a shugenja loses his comeentration al this
point, he may cause severe dameage fo himsell o
anyone else wha is standing beside him

Mechanics

In order to successfully cast o spell. a shugen
ja must completely read the seroll on owhich i1 &
inscribed, All spells have o Target Nonther and ai
Elememt (Earth, Water, Fire, Air)

CASTING A SPELL

To vast o spedl successfully, the shugenji mus
meet or exceed the Target Number of the spell oy
rolling a number of dice equal to the Jpproprisl
Ring | his Schoal Rank, keeping a number of
dice equal o his Ring,

Example: Isawa Tsuke sants fo east ant Lk
spell with a lavgel Number of 10 Thukes Eank
Rank s 3 amd his School Rawk is 4 He ills T
dici and keeps 38 8 and 5, givig Bim o total of
21, He successfnlly casts the spell

Apain, casting spells can be incredibly dra
ing. A shugenja may anly attempt 4o cast g nunk
ber of spells in an element equal Ao his Raok
thal Element, Fach time that shugenia characer
tries W perform a spell (saceessiol or ol the
player puts o tally mark next to the appragpriald
Ring. Afer sleeping peacelully for coe nigh
{eight howrs of restful sleep) ar meditating or b
hours; the characler restores enough energy |
cast one spell of each Flement (the player enses
one mark from each of his Rings)

Example: Towke has cast one Hardy spell, my
Fire spells and an Aiv spell today, He medilale
for teon howrs and his plaver crases ome mak
from all of Tsuke's Rings

DESCRIPTIONS OF SPELLS

The spell scrolls of the clans and their coniteat
are closely guarded. Listed below are samoe of the
more common spells thal are available (o the
shugenja: of all the clans. Each spell s listed
according to the element it s associnted wilb
spells are listed in the fnllowing lormal

Name: the pame of the spell

Element: the name of the Element the spell &
associated with

b s 4 i i S S L i e
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Targel Number: the difficuliy of casting the
spel]

Casting Time: how many Actions (not Turns)
i) takes to cast the spell

Duration: how long the effects of the spell will
lasi

Mastery: u general indicator of the elemental
power of the spell, The rules for mastering a spell
are under Mastery Level below.

Raises: A shogena may choose o Raise the
o TN obany spell This section lists the effects thal
can b gained by Raising (ke TN of the spell,
! Effect: what ovcurs when the spell i success
fubly cast

Concentration: once Lhe spell has been enst,

' bow difficult it is o mainfain

MANIPULATING MAGIC

Ashugenia is nor imited to what is written on
the scroll. Any shupenja can alter the elfects,
sometioes only stightly, tomeet his desires. The
seroll omly gives the shugenfa a basic under
standing; 1t is up to the shugenja to master the
spell and male 11 his own. Most af this manipu
| fittlon s represented by Raising the Tarpel

Sumber of the spell 1T you are poing 1o use 7

e 5

Raise to eflect the spell, vou must declare thie
I eflect you want 1o creale with your Raise before
e pol|

PREPARATION

By taking extra time to cast o spell the
shugenja can gain o greater effect, The more Hime
ashugenja lakes casting a spell, the more enerpy

he can gather to himsell to increase the power of
the effect. Om the ather hand, o shugenja can also
hasten the preparation of a spell. It is a dangerous
aption, but sometlmes speed s necessary,

by dloubliog the casting time of @ spell, the
Suigenja gains o Free Radse when he rolls (o see
I bre s sticeessful On the sther hand, iF a shugen
fn Baises (he TN he lowers the casting lime by
o Action

DamaGe

spells that do damage lave o Damage Rating
LR) just like weapons, When determining dan
a dome by a spell, the roll is D+ School Rank,
keeping dice equal to the DR A shugenja may
take Raises 10 be able 1o wll additional damage
dice (bl not eaise the DR ol the spell)

Example: Bk fias swceessfully casi a DR 2
el Tiwkes Rank is 4 and he performed 4
Hatses, a0 e godll pold 16 dice (DR 2 + Rank 4 4

e e  ———
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IMITIATE, ADEPT
& MASTER

Thelsawa shugen-
ja schoaluses three
ranksof achieve-
ment;the Initiate, the
. Adept and the
 “Master,
AnInitiate is &
shugenju who has
learned the funda-
mentals-alall the
Elements {has
achieved at least
Rink 3 inone Ring
and 2 in the rest),
‘Most player charag-
ter shsgenja are con-
sidered Initiates.,

An Adept has

passed that level of
achievement and has
gained a deep under-
standing of one of
the Elements
{reached at least
Rank:4 in one Ring
and 3 in the'rest),
There are anly five
atknowledged
Adepts of each
Element at a time:
The Isawa school

. has only five
Mastersrone for each
El¢ment. &' Masier
miust prove thal he
‘haspttained the
deepest understand-
ing (Rank 5 in one
Ring and 4 in the
rest).

LI
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4 Ratses) for damage, keeping onfy 2,
RiTuaLs

Some spells are designated as ritsals, in which
any number of shugenja are able o participate.
Fach of the participating shugenja will add their
School Rank to the number of dice thal are rolled
lo perform the spell, still only keeping a number
of dice equal Lo the Shupenja’s appropriate Ring,
A ritual can be performed by a single shugenja if
necessary, bul a standard spell cannot be per-
formed as @ ritual,

Fxample: Tiuke 1s prepaving an Immorial
Steel spell for Tsukune s katana, and endists tree
otfrer Phoenix shugenfa to assist fve Tanke's
Earth of 3 ard School Rank 4 are joined by the
trio of participating shugenja of Ranks 1, 3 and 3
Teucke zoell be volling 160 dice (Earth 3 + Hanled +
Rauk | + Rank 3+ Reank 5= 14 _but he can only

roll 10 renrember?)| keeping 3 (Taukes Earth)

COPYING SCROLLS

I o shugenja can aclually find another
shugenja that will allow him o copy a spell, i
will takea number of hours equal 1o the Mastery
Level of the scroll.

CONCENTRATION LEVELS

Spells with a continuing effect typically
require some degree of concentration from the
shugenja 1o keep the spell active. The shugenja
may need Lo continue chanting and pouring ener-
gy Into the control of the elements, or may sim-
ply need o keep his vision on the target, depend-
ing an the spell,

Assume thatl a shugenja has the willpower Lo
maintain a spell if he is not distracted and tries
no other action while maintaining the spell
However, if the shugenia is harmed, distracted, or
fries 10 do something else while maintaining a
spell, check the table below, The number in
parenihesis is the T he must meet with a Simple
Willpower Roll in order to keep the spell active.

Total (20) - The Shugenja 5 only dimly
aware of histher surroundings and cannot lake
any other actions, including movement, The
Shugenja rolls 4 fewer dice for Awareness and
Perception checks The TN to il the shugenja
with a weapon s a 5

Full {15) - The shugenja can walk very slow-
by and s aware of histher general surroundings,
but canool pick out details. The shupenja rolls |
iewer die for Awareness and Perceplion checks,
The T 1o hit the shugenja is reduced wa 10,

i g | i = e o

Focused (10) — The shugenja can inlerasd
with people, wall. and falk. The maximum TN
hit the shugenja is a 15,

Casual (5) - The shugenja cannod fight, make
a Full Defense, or cast another spell, but is ofher
wise nnhampered. The TN o hit the shugenja ls
unaffected.

None (0) - This spell does oot need 1o b
maintained by the shugenja and would continue
t the end of its duration even iF the shogenjs
were killed

MasTERY LEVEL

There comes a time when a shugenja ha
learned bow {o sulficiently attune his energles
and no longer needs the scroll o cast o spell
Everv spell is Hsted with a Mastery Level A
shugenja may zain mastery over any spell. the
making it an “innate ability” Mastery Level doe
o't affect whether a shugenja can cast a spell, just
whether it can be mastered

In order for a shugenja 1o make o spell an
inate abality, his Element + School Rank: mus
be equal w oor preater than the Mastery Level of
the spell, and he must spend 3 Experience Poins

T'he Basics

There are (hree spells that are the basis forg
shupenja’s initiation fnlo Rokugans spirit world
“Sense” “Commune”, and "Summon’” are differen
from the rest of the spells because they are nol
linked to a single Element, A shugenja may u
these three spells to seose, commune o Summi
Larth, Water, Fire and Air

In pther wards, & shugenja can use his Seps
seroll 1o sense Barth, Fire, Alr or Water, 1e dog
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ool have @ separate scroll Tor each Element

The first spell taught is Sense, the second
Commune, arel the third Summon. This way, the
shgenja can learn to sense the Elements about
him, then he can learn to speak to them, and last
by, he can command them into forms and shapes

SENSE

First, vou must learn o bring your omen
Elements i fupe wtle those areund vor, That
way, pon il Jeel the onel of the water, the heat
of the fire, the subtlety of thee wood and the stal
wird stremptl of the cartl, and vou il feef therr
UERLLE PrertrREREE BRTCRAEA VOUET DEiRS,

Base TN: 3

Casting Time; 2 aclions

Duration: instanlancous

Mastery: |

Concenteation: nong

Ragses: aevuracy, casting tme

Effect: The shugenja can use these spells 1o
atlempl 1o sense o particular material or iem of
the appropriate element. Far example, a shugenja
sensing Harlh could sense gold ora path through
the mountain in his immediale vicinity. A
sgenja concentrating on Water eovuld sense g
saorce of tresh water, and a shugenja sensing Air
could notice the smell of o deer or the voice of o
artfcular persan

Commung

Orce you fuave lfearned to sense the Elements
ahout v, fearn thetr langnage. Onee yow ko
host tei appease their weeds, vow can lear o ask
fzors

Base Th: 5

Casting Time: | Aclion

Duration: | Rourd

Masiery; |

Concentration; ncosed

Raises: arnount/clarity ol info, casting time,

Effect: This spell allows o shugenja to speak
Ihe spirit sleeping in a camplire, lake, mountain,
ez oy other element. The duration |s only a lew
maments (| Bound), allowing anly & single gues-
fim

The shugenja can ask any question he pleases,
bl the nature of the shugenja’s angury (was he
sl respectful ) will preatly influence the
wswers b gets The apirits of cach element will
tswer questions differently

The Barth spirits that reside 0 mountains
dines and plants are blunt and to-thepoint, They

e i e gy

can often be tou precise and end up being mis:
leading,

Adr spirils-are those that travel on the wind,
When they are divined, they usually give lmpres-
sioms and emotions rather than actual events.
They alsa tend to speak in eryptic whispers, refer
ring to whal was spoken rather than what was
done,

Fire spirits are angry. They do not like 10 be
disturbed and 1f they are not properly cajoled will
b destructive. Those thal are given a small sacri
lice such as spell parchment) are very helplul.

Waler spinits do nol speak. They also can only
show visual reflections of the past and cannod
cemvey sound. They can offer no apinions, anly
facts,

SumMMmon

You Rave learned how to sense the Blaments
around you, and you have learned oz to speak
their tongues. Now it s thee to bring vogr o
FElentents i tune with those qround vou, to make
thent one with vour oz, Onee trat 18 done, you
aorll be ome with all the world, and vou will be
dancing wiih the wniterse.

Base Th: 10

Casting Time: variable

Duration: permanent

Mastery: |

Concentration: None

Raises: Volume, casting time

Effect: This spell allows the shugenja ta create
a small valume of the appropriate element, The
abject that is “created” in this fashion can by in
any shape or composition within the volume
limit. The amount of the element created is aboud
the size of the shugenja’s fist and can be increased
by i like amouand for each raise. Summoned carth
can include metals and stones. Summeoned air
can be nearly any type of pascous substance
(which will hold the shape of & small ball for sev
eral seconds hefore heginning o disperse).
Summaoned fire can applied o fammable sub
stances such as wood and paper thal the shugen-
ja can touch (with more raises, (he shugenja can
tgnile mderial that st quite a5 Hammable)
Swmmoned water can be any liguid, from pure
drinking water to o noxious poisou.

Void cannot be summoned in this way,

Whiatever the shugenja summans in this fash
Pom s in actualite “stolen” from somewhere else in
Rokugan, and the casting ime will depend o
how close by such an lem ¢an be found, Hems

THE FIVE
ELEMENTAL
MASTERS
Isawa Gajinwa

(Earth);
Isawa Pona
(Adr)

Isawa Tsuke
{Fire) S
[sgwa domo
[Water)
Isawa Ujina
(Void).




COUNTERSPELL
: While
% Counterspell is one
of the mgsi commpn
spells taught to
shugenjagit is notl
‘universal, Characters
“who wish 10 begin
thegame with
Counterspell may
choose o {ake itin
lieu of ongiof their
school-ledmned spells:

‘Example: lsawa
Tomaru, an‘aspisdg
Phoenix shugenja,
wishes lo begin the
game with
Counterspell. He
v looks at the spells
allowed him from the
[sawa School - he's
gdecided to take 3 Alr,
2 Water and one Fire
spell - and chooses
Lo rephiace his Fire
spell with
Counterspell.™

that are nearby can be summoned in seconds,
whereas something that s only found on the
opposite side of Hokugan will take many hours of
coneentration,

COUNTERSPELL

The fourth spell taughl woall shugenja s
Counterspell. Counterspell is like the three spells
above, in that it can be used with Earth, Water,
Fire and Air, but it must be used inoa very specil-
1C T,

Base Th: 10

Casting Time: | Action

Duration; Instantaneons

Mastery: |

Effect: When cast a shupenju muost target
analher shugenja whois in the process ol casting
i spell, The shugenjan must summon energies that
dircctly oppose the Element of the spell being
cast

Upposing Llements:

= Farth and Air

= Water and Fire

I cast successiully, this spell raises the TN of
the spell the opposing shugenja Is casting by 10
plus live per raise,

Earth Spells

BENEVOLENT PROTECTION OF
SHINSE!

Base TMN: 20

Casting Time: 3 Actions

Duration: Sunrise

Coneentration: Mone

Raises: Radius

Mastery: 7

Effect: Ritual. This ritval, once completed, pre-
vents any creature from entering within a thiry
foot radius of the lead Shugenja unless it suc
ceeds 1o contested skill roll of the Shugenja's
Void Ring + the Ranks of the participating
Shugenja zs its Willpower x 5. The radius of the
spell can be increased by 13 feel per Raise, The
range of this spell is magnified tenfold if cast
within a temple, The Shugenja’s Void is increased
by 5 for the purpose of keeping away evil if cast
within a temple,
CALLING THE ELEMENTS

Base TN: 10

Casting Time: | Aclion

Duration: 5 Rounds

Concentration: Casual

Mastery: 4

Raises: area of effect, duralion,

Effiect: Ritual. This spell calls torth groping
weets and brambles from a 107 by 107 sguae
area of carth which hinders movemenl, For every
Raise, this spell covers an addidonal 10 soquare
arca, Anyone in this area must make 3 simple
Agility roll each action ata T equal to the TN o
the spell when cast, or be ensnared within the
brambles. Anyone ensmared can move by making
a simple Strength eoll with o TS of 10 to move |
food per action. Unimtelligen! beasts panic
emsmared, and il unsueeessful in breaking e
miy injure themselves.

COURAGE OF THE SEVEN

THUNDERS

Base TN: 15

Casting Time: 2 Actions

Duration: 1} Actions

Concentration: Full

Mastery: 7

Raises: Duration, Casting Time, {2) Additiona
Tiarged

Effect: Ritual. The shugenga casting this spel
summon the Barth about and within them o
cast it indo the darget of this spell, thus eleviting
the target’s Earth to supernatural levels,

For each Shugenja participating in this ellual,
omne largel Samural reduces any damage laken by
three poinds per round. This spell has no effen
when the target Is not om one o the seven
Greal Clans. Reduce the damage by a forther 3
points if the foe ls Shadowlands tainted The
shugenja in the ritual can use fwo ralses 1o add
an additional Samurai o the effecl, protecting
barth.

E ARTHOQUAKE

The Earth is silent and still. o sleeping giant
wha does not weish to be disturbed

- The Tao of Shinsel

Base TN: 15

Casting Timve: 5 Actions

Duration: 5 Wounds (see below)

Mastery: 5

Concentration: Total

Raises: DurationCasung Time, Area of Elfec,
Penaliies.

Effect: With this spell, the shugenm couses
great upheavals in the Eacth with the aid of res




g Earth spirits,

When casl, the shugenja calls up the destruc
five forces of the Earth, causing the ground to
shake and rall All Actions are al =2 dice for the
duration of this spell for those within the range ol
the spell. Also, characters in the raoge of the

Earthguake may be subject to falling abjects and ; o ’ ! - | l
other hazards. The earthquake affecls everything ; '
within 30 yards of the target plus 10 yards per
raise. Each ralse may impose an additional -1
penalty to characters willhim the earthqualse's area : P _ _ [

ofeffect. The eenter of the earthquake can be any o I
potnl that the shugenja can see ¢

EARTH'S STAGNATION

I weatehod the Cral samura

Duration: 1 rownd
Mastery i M \ o N 2 f |
Concen ¢ Fornsed - ' e R
Raises: Penalty, Duration
Effect: When casting this spell, the shugenija is
summaoning the sleeping Earth within the larpet,
welghing him down o the point of wnmobility, | . 3 "
The weight of the earth is pressed apon the : F
t ol this spell, as tooting is made more dilii iy !
eult, aned even the air arcund the arget icult ; ' :
e meve through, Any roll involving movement
iy the target will be at -1 die, with an additional
| div Tor cach raise spenl in this Tashion,

ELemENTAL WaARD
o+ the Way of e Eartly aved o woill find LT ' '
i preal motain " R
- The Tao of Shinsei
Base TN 5
Casting Time: 2
Duration: 4 rounds
Mastery: 2
Concentration: none
s: Diration, Casting Time, spell difficulty
ugenja casting this spell sum-
anth it his mimd and body
e magic 5 less effective against a soul who :
_ strength of the Earth. : s
Ihis spell protects the target from ' - y L
spells. Any spells that are cast against (he targel
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have their difficulty raised by five points, plus 3

points per ralse.

FIRES FROM THE FORGE

Base TN: 5

Casting Time: | Action

Duration: Permanen|

Mastery: 3

Concentration: None

Raises: none.

Effect: This spell repais any man-made iiem
or plece ol equipment 1o its oviginal state. Any
miagic contained in the item belore it was broken
i lost. This spell will have no effect upon-an item
thal is infacl,

Force ofF WiLL

Base TN: 11}

Casting Time: 2 Actions

Duration: 5 rounds

Mastery: 4

Effect: When cast the shugenja selects a target
{which may be himsell). The target has o wound
penally of one less for the duration of the spell,
The wiound penally can be further decreased by 1
lovel per raise, The shupenjo does nol need o
maintain this spell and may act Trecly for it s
duration

Hanps oF JUROJIN

Base TN; Variable

Castling Time: 10 actions

Duration: Instantaneons

Mastery: 5

Concentration: Tolal

Raises: Casting tine

Eifect: This “spell” is actually a prayer |o the
Fortune of Mercy, Jurojin. IV successtul, it allows
the shugenja to heal and cure disease and poison
{hat afflict the target.

The Shugenja must touch the tarpet when
casting this spell. The TN w neutralize the ail
menl is reduced by fve per Raise. The Shugenii
is nol harmed by any disease or poison thal iy
heing worked on, The target nunber L nentral
ize is dependent on the strength of the disease ar
poison and how long it has gone untreated. A
poweriul poison that has been unirealed for a
week or more may have o TN of 43, while a mild
disease canght recently would have a 'I'™N of 5

IMMORTAL STEEL
Running his fingers along He Made, | could
see-the metal shive like a moonlit pool at mid

L R e ¢ bkt et il
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night. Then, his lips touched the blade and |
could almost lrear the metal sing

Base TN; 30

Casting Time: | how

Duration: Permanent

Mastery: b

Concentration: None

Raises: none

Efficct: Ritual, Single Use, This spell adds ali
tle of the shugenja’s own Earth 1o a weapon, If
cast properly, this spell raises the DR of a weapon
by one, permanently. Thus, if 1 were cast on g
katana with a 3k2 DR, the DR would be rased lo
Ak, Tmmortal Steel can only be cast on o weapon
omee. Thisspell will only affect metal weapims,

JADE STRIKE

Base TN: 11

Casting Time: | Action

Duration: [nstantancous

Mastery: 4

Conceniration; NA

Raises: Damage, Number of targets

Efiect: A Shugenja may only use this spel
againsl @ character oro oreabure willi Lhe
Shadowlands Trail, The shugenja summions the
power of the Earth from the environment around
him and from his own inner encrgies aml
unleashus them o assail & Shadewlands creature
lade Strike has a DR of 3 pgainst o single jarge,
The number of targels can be inereased by one
per Raise,

SHARING THE STRENGTH OF Many

Base TN: 15

Casting Time: 3 Actions

Duration: 10 rounds

Masteny: 7

Concentration: Full

Raises: Duration, Casting Time, Bonuses

Effect: Ritual. The shupenja casting this ritual
give somme of Their own Earth to the targed of this
spell. The fargel plows with the energy and gels
tor keep an additional die on all rolls for the dura
tion of the spell. For every Raise, the target can
keep an additional die, bul he may only gain 4
number of additional dice egual i the number of
shugenja participating in the ritual

STRIKE AT THE RooOTs
Taker qazvery povr enemy’s fourdalion, and pou
will find fe is ol as threateming as e gice g
The Tao of Skinsei
Basce TN: Targets Farth x §




Casting Time: 2 Actions

Duration: 10 rounds

Mastery: 4

Concentration: Nong

Raises: Duration, casting lime

Effect; This spell separates the tarser from his
pwn Earth energies, thus throwing his soul into 3
subtle tmibalance, 11 stecessiul, the targel of this
spell must roll all Earth rolls as if his Earth Rank
i5 1 for the duration of the spell. The farget’s dam
e levels are nnchanged,

TersuBo oF EARTH

Thie shupenfas words rumbled Iowe in his
throal and Hee weapomr rose up from grossd into
the samural’s Bands His fingers feisted aronod
the base of the terseba forming in s hands, and
Jre geiled al e

Base TN 1

Casting Time: 3 actions

Duration: 11} rounds

Mastery: 3

Concentration: Nong

Raises: casting lme, duration, weapon ype,
weapan durmage

Efiect: If properly vast, the shugenja creates a
tetsubo frmed from the Earth. The Earth weapon
lis a DR of 3k3, and can be wielded using the
Tetsubo skill. For each raise, the shugenjs can
(ncrease the number of damage dice thal are
olled (and dropped) when the Tetsubo of Earth
hlts successlally, 1 the shugenja becomes uncon-
scious or s killed, the elemental weapon vanish-
s,

Toms oF JADE

Prerity s the anathema of the coreipied souwl

Base TN: Tarpet's Earth £ 5

Casting Timwe: 3 Actions

Duration: variable

Mastery: b

Concentrafion: Mone

Raises: Casting fime, damage.

Effect: & shugenja may only use this spell
against o character or  creature with  the
Shadowlonds Tralt. The shopenja casting this
spell attempts lo deaw oot the impure Barth of
the targel, replacing it with his own Barthe [ soe
cessful, the targets skin turns to jade and he may
aol moves Every Turn, he must make a Conlested
foll geainst the shugenja. The Contesting Traits
ire the shugenjas karth + School Rank and the
apponent’s Earth. Every time the targel fails, he is

injured by a Dhmage Rading of 2. Over the next 4
1o 7 days, the jade will turn Lo dust and disappear,
leaving nothing behind

Because this spell requires the shugenja to
transfer his Farth to the targed, it is incredibly
draining. The shugenja can only maingain this
spedl for a number of roumds equal to his Earth
Additionally, the shugenin will be near collapse
after using+the spell, The shugenja’s Earth s
reduced (o ofie for & number of rounds equal to
the number af rounds that the spell was main
tained

Water Spells

Bo oF WATER

The ek chanted and a long shaft of water
appeared in s hands I alf a bréath, the tiree
Sermurart ey pere threatening him with thetr
suords zovre al fis feet, s oncthely skin from
Ins seapon of walter,

Base TN: 11

Casting Time! 5 actlons

Duration; 1 rounds

Mastery: 1

Concentration: None

Raises: casting time, duralion, weapon tpe,
weapon damage,

Effect: The shugenja creates o ho stick formed
from water, The Bo of Water has a DR of 3k5, and
can be wielded using the Bojutsy skill. For each
raise, the shugenja can increase the number of
damage dice that are relled when the elemental
weapon Tits successfully, IF the shugemu bevomes
uncanscious or s killed, the Bo of Water vanishes

BLESSING OF PumiTy

Feaf spivits are the vesult of an mpure life
Live your ife with cortainty and justice, and you
andl e free of fortunes curses

- The Tao of Shinsel

Base TN: 10

Casting Time: 20 minates (minus 3 minotes
per raise)

Duration: Instantaneois

Mastery: 3

Concentration: Mone

Raises: Casting Time, Aid for the Honor chieck

Effect: Calling upon blessings of Amalerasy
ane the other Forlunes, the shugenja attempts to
cleanse the target of this spell of any diseases or
illnesses that are infecting the body, This will also




MaGicaL
HeALING

The spell “Path to

Inner Peage” allowsia

shugenja to heal
Wounds, but thagis
tht. exlent ul' magical
“healing.

In Ruh;ugﬂn mugl—

mn

extremities. In other’
words, if you've taken
o aiitnd that has cesl
fou seventeen Wounds
“amikan.eye, You can

gef'the Wounds back,

but you'fe gaing to be
wearing un eyepaich
for the rest of your life.

restore Iml.llnﬂ'lﬂ or |

neulralize any potsons thal are currently afflicting
the target. 1T the spell 15 suceesslul;, the targel
makes a Honor roll against a TN of 10, The
shugenja can give the target an additional die to
rodl with each raise. If the target's Honor roll is
successful, the poisons and illnesses are: purged
[rom the body,

This is a very physically draining process lor
the shugenja and the larget as the evil spirits
must be moved through the shugenja and then
oul inte the air w be purged. I this spell &5 per
lormed in 1he sunlight or al a shrine of
Amaterasu, the shugenjn gels o free Haise, This
spell has some effect against evil spirils thar are
hothering the target, but the honor roll becomes
contested against the spirit’s Earth

Cam Minp

fust as water washes away e stains of e
earth, socdoes it wash the soul cleqaw of the stains
af fear.

The Tag of Shinser

Base TN: 10

Casting Time: 4 actions

Duration: Instanlaneous

Mastery: 5

Concentration: None

Raises: Casting Time, Additional Targets

Lifect: When this spell is cast successfully, the
targel is rid of the effects of Tear and other mind-
altering effects produced by a third party. The
shugenja can extend the beneficial effects of this
spell 1o additional targels with one raise per tar
el
CASTLE OF WATER

Base TN: 10

Casting Time: 2 Actions

Duration; 5 minutes

Mastery: b

Concentration: Focused

Raises: Duration, Casting Time, Moat's Radius,
depth

Effect: When cast, this spell creates o moal of
water centered upon the Shugenja. The moat
takes the Ml casting time of the spell to manitest
and will not manitest beneath man-made foun-
dations. The moat is 1 deep and wide (plus 5
per raise), The radivs of the moal 15 (Shugenja’s
Water = 51 and can le increased an additional 10
for each Raise, The water is pormal in every
respect ol is even drinkable if necessary
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A L=

HEART OF NATURE

Base TN: 15

Casting Time: 4 Actions

Duration: one month

Mastery; 5

Concentration: Nony

Haises: Duration, casting lime

Effect: Establishes a mental Tink with an apl
mal in the shugenja'’s sight. The animal will then
nol stray more than 3 hours' travel oo (he
shugenia, 1L will then come, unee, wheneser the
caster summaons il When summuonéd, the animal
will be penerally friendly towards the shupeng
and will certainly be violent if the shugenja is i
danger, hut it still eonsiders dts life valoabbe and
will not risk itsell unnecessarily, 11 {he sionnng |
is el made within one month, he spell Tades
This ‘deadline can he extended by pae month per
raise, The shugenja may make an Awareness mll
apainst 8 TN of 15 lo pet an ided of how Tar away |
amel in what direction his amimal 15 The spell does
ol imparl the ability 1o communicate with the
animil.

This spell was once a Linicorn Clan Secrel
Spell

THE PatH 1O INNER PEACE

Base TN: 5

Casling Time: 2 Adlions

Duration: Permanent

Mastery: 4

Concentration: Nong

Raises: Casting Time, Wounds Healed

Effect: This spell allows the shugenja W use
his own coereies to heal the wounds of anothe
When cast successtully, 1t will send a lealing flow
of hile force (Ol through the target that heals
omne Wound Rank. Fach Raise allows the Shugenfs §
o heal an additional Wound Bank, Fach Baise
increases the casling Hme by gme action

REFLECTIONS OF Pan Kv

Base TN: 110

Casting Time: 5 Actions

Duration: 5 Actions

Mastery: 3

Concentration: Full

Raises: Casting Time

Effect: This spell teaches the shugengi bow 1o
align his Water {Perceplion) W the magloal enel
gies that swirl aboul an enchanted et Ones
cast, the Shugenja's vision becomes distorted, os if
looking inte water. In this state magical e
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! revisal heir natare, shimmering ke light reflect-
ing off water with an intensity paralleling their
piwer
:’ RerLEcTive PooL
Base TN 11

Casting Time: 5 Actions

BPuration: 3 minutes

Mastery: 5

Conventration: Focused

Raises: Casting Time,. Duration

Effect: The shugenja mst cast this spell intn a
poal of still witer, 1T east suceessfully, the shugen
fa may visually observe any area at be s Famil
far with. The shugenja will noe get any sound
from the abserved lucation, but can see anything
that conled be viewed theough o clear pane of glass
in the ceiling,

REVERSAL OF FORTUNES

Base T LI

Casting Time: 5 Actions

Druration: [0 Actions

Mastery; 4

Conventration: Nung

Raises: M/A

Effect: This is a blessing which allows the far
gef to reroll one unsuccessiul rall during the

durgtion of the spell. The duration can he
increased by Len actions per Raise.

SYMPATHETIC ENERGIES

Base TN: Targel Hing x 5

Casting Time: 5 actions

Duration: 5 rounds

Muastery: 5

Concentration: Mone

Raises: Casting Time, Duration

Effect: When cast suceessfully, this spell
teduces the Bing jand Traits) of one charaeter by
Fand increases the same tratls of another charac-
ter by the same amount. A Ring and/or Trait can-
ot be reduced below one. The TN is equal to the
fing x 5 ol the characeer that is losing the lraic
The shugenta does pol need to mainlain this spell
anil may act freely donng the duraion ol the
spell, This spetl dees not transter any Youd Paints,
TORRENTIAL RAIN

Base Th: 50

Casting Time: 5 Actions

Duration: | hoar

Masteny: &

Concentration: Forused
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Raises: Casting Time. Duration, Penalty, Area
ul Elfect

Effect: Ritwal, This spell, il successiul, valls
down @ violent storm centered on the shugenia
and covering one square mile. Visibility drops 1o
I foob and all physical actions taken in the area
of effect are at -5 dice; Raises can be used (o
increase the penalty by an additional -1 die per
raise, or 1o merease the area of efiect by | square
mile per raise,

THE Ties THAT Binp

Base TN: 11}

Casting Time: 3 Actions

Duration: 10 Actions

Mastery: 5

Concentration: Full

Raises; Costing Time, Duration, Location
Apcuracy, Range

Effect: Waters run deep under the pround,
reaching oul fo all corners of the earth. This spell
allows the caster to attune himsell 1o those waters
and lecate one individual or one manmade object.

IF cast successfully it gives the easter o vision
of the ftem’s whereabouis, or-even leads him fo il
if il is within a mile. The caster must be some-
what familiar with the ftem or hold something
assoclated with the item or persan, Range of this

spell is one mile plus one mile per Raise.

Fire Spells

AMATERASU'S ANGER

Base TA: 10

Casting Time: 2 Actions

Duration! [nstantaneous

Mastery: 5

Concentration; None

Raises: Casting Time

Effect: This “spell” is actually o praver o
Amaterasu. I i is successful, the Sun Goddess
unleashes her anger ina Minding Hash original-
ing with the Shugenja and expanding ourward.
All who can see the Shugenja, even peripherally,
must make a simple Reflexes moll a1 a TN equal
to the shugenja’s Fre 5 or be temporarily blind-
ed, Anyone blinded has o penalty equal to the
shugenja’s Fire Rank imposed on any dice rolled
fincluding damage), The penalty is reduced by
pne die per mintte,

Example: Isaeoa Tadakas Fire of 3 would
canse all who failed their Reflexes roll to wofl 3

R A bttt e e b L B i

Jewwer dice in the first minuie, 2 jemwer dice in the
second minnte, and 1 ferer die after 3 mimites,
retirining fooporenal i four minutes.

The casting shugenja can use ralses to delay
recovery by one minute per raise (2 raises =3
minutes hefore the penally decreases by one),

AMATERASU'S BLESSING

Base TN: §

Casting Time: 3 Actions

Duration: see below

Mastery: 2

Concentration: None

Raises: Duration, drea of effect, Casting time

Effect: This spell provides illumination of (e
noon-day sun anywhere, in any conditions other
than magical darkness, H creates encugh light o
fill & small o medlumesized room, but lange
rooms and outdoor Tocations will need raises 1
gvoid dark, shadowed areas in the edees and cor:
ners. The duration of the spell is based on (he
nwmber of raises used for duration:

[} raises - 1 minnte

| taise - 3 minules

2 raises - 15 minules

3 raises - 30 minules

4 raises - | hour

% raises - 3 hours

b raises  one day

¢ raises - one month

BITING STEEL

Base TN: 5

Casting Time: 2 actions

Duration: 2 rounds

Mastery: 4

Concentration: Full

Raises: Duration, Casting Time

Effect: This spell can only tarpel weapons For
the duration of this spell, the tarpel weapons
wielder gets 1o roll (but not keepl an extra die
when using this weapon, both while ralling 1o hi
and while rolling for damage. I the subjec 3
already rolling ten dice, then the subject cin
inatead keep an additional die. The shugenja can
mike additional raises to give the farget morg
dice. The shugenja must raise fwice (o give the
target an additienal die

EviL WarD
Base TH: 10
Casting Time: 5 Aclions
Duration: | day
Mastery: 3
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Concentration: Nong'

Raises: Area of effect, Duration, Casting Time,
Damage

Effect: The shugenjy lnscribes upon {he
ground {or on any immaobile surlace) a symbol to
ward off evil. Once completed, any creature with
the Shadowlands teatt within a thirtytoot radius
of the symbal erupts into Hame (DR 2) for every
minute they remain within the area of effect. The
radius of the spell can be increased by 10 leet per
s

THE Fires THAT CLEANSE

Base TN: 111

Casting Time: 2 Actions

Duration: Instandaneaus

Mastery: b

Coneentration: MNone

Raises: Casting Time, Damage.

Elfect: When cast successfully, this spell cre-
ates a1 trerdendous gout of Dame that engalis the
spellcaster as well as the intended targel up 1o
00" away, The Damage Rating is 5 The spell
caster receives hall as much damape as the targel,
Anyone within 10" of the target that does not
meet o TN 20 Reflexes + Defense roll fakes half
a5 miuch damage as the target.

FIRES OF PURITY

I stoid ondy a feze paces amvay frome Rim, aird
as | made ready with my blade, | sam his eyes
begin e glom with a holy fire |

Base TN 1)

Casting Time: 2 Actions

Duration: rounds egual o warget's honaer rating

Mastlery: 4

Concentration: None

Raises; Casting Time, Duration

Fiiect; When cast, the target of this spell bursts
into a4 magical lire. He may add and keep an addi
fomal die fir all rolls (including damage rolls)
during the duration of the spell,

THE FIRE FrROM WITHIN

Base TN: 15

Casting Time: 5 Actions

Duration: Instantaneos

Mastery: 5

Concentration: None

Raises: Number of targels, damige

Effect: This spell hurls & hall of pure fire from
(he shugenjas hand towards one or more targets
within sipht, With & Raise, the shugenja can send
o second ball of fire lowards anather target. This

spell has a DR equal to The Shifgenja’s Fire rank.

THe Fist o Osano-Wo

Base T: 23

Casting Time: | Hour

Duration: | Hour

Maslery: 7

Concentration: Total

Raises: Casting Tne, Damage

Fifect: Single Use. The targel of this spell is o
bhuilding in the Shugenja’ sight, While being cas,
{he skies above the target G with dack, ominous
clouds. For the duration of the spell, the building
i struck continuously by lighining strikes In the
form of o massive fist, These strikes weaken the
strocture notil it collapses (usually very near the
el of the spells duration). This spell s rarely
used against o pr:]lm'lml target due to s |:|n;.s,
casting time and concentration  requirements;
which make it suscepiible o inderference. This
spell is more effective against smaller structures
which it destrovs guickly and easily. Larger ot
stronper struchures may be ooty slightly damaged

by the spell

Tue Fury oF Osano-Wo

We sae lghining flash across the shy and Jalf
into the shugenja’s hands. With his eves stll
closed and fns fips ehaniing fis whispered words,
the fury of the Fortune of Fire and Thunder leapt
across the courtvard imto the Lion samurat

Base TN: 5

Casting Time: 2 Actions

Duration: Instantaneous

Mastery: 3

Comeentration: None

Raises: Dumage, Casting Time

Effect: This "spell” is actually a praver to
Orsano-Wo, the Fortune of Fre and Thander When
cast properly, OsanoWo sends lightning from the
skies — even if there isn'l a cloud to be seen. 11 this
spell i< cast during o rainstorm, the coster gains
Free Raise; The Damage Rating of this spell w20

Casting this spell often cavses violenl storms
torerupt in the skies above the caster, lasting for
weeks ul a lime,

Heart OF THE INFERNO
Base TN: 15
Costing Time: 5 Actiong
Duration; Instantanesis
Masiery: 7
Concentration: None
Raises: Damage, Casting Thme, Radius ol
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shugenjo hurtles |'I|L|-I of fire that '~||1l-|
bl Larget and all people and objects within

ata H‘\ ol 1 r|1H‘\I.|I|'" IIu I1m||E aned omly ke s
] L I'nl i"hu ~.I|u|.l|.||].| must burn Lhis 1l||I” i

s -anel may increase ih:.' I'™ o ||||' delenss
roll by 5 per Haise

INFLAME
Base Th: 3
Casting Time: 5 Aclinns
Duration; [nslantaneos
Mastery
iom: Mone
ding Time, Flammability of Target
: only  non-living
phjects. The '~|1 ja attunes his own Fire to the
Fire within il 3
(RS TTRRE o3
of this spell 15 inereased by the
The base version of 1
spedl only aH tper, kindliog and ather fine
starting materials. bul other, karder ta burn mate
rials can be atfected with one or more rais
belowl. By tradition, shugenja do not use th
spell against anothe jas serolls — doing so
would be the canse of a blood fewd and wond of
il could get the shogenja remioved  from lis
schionls
One Raise - Dead waood, eloth, el
Twery Baises - Hardened (but fammable) mae
rials, non-metallic armor, leather

Knmu,n OF FIRE
(15 L 1 RS |r.|'||l|'r_' o star it I'll.'l'
it the galifins nilie
Hrey stood
Base TN: 10
Casting Time: 5 autions
Duration: LU ronnids
Mastery: 4
Concentration; Nony
Raises: casting time, duration, weapan typ
weapon d
Life petijo ereates a katana for
from Tire. The Katana of Fire his a DR of 3k3, a9
cift be wielded wsing the Kenjulsu skill. For eadh




raise, Lhe shugenjn can Increase the number of
dwmage dice (hat are rolled when the elemental
weapon hits suecessfully. I the shugenja becomes
unconscions ar is killed, the Katana of Fire van
fshes

WinGs ofF FIre

Base TN: 10

Casting Time: 5 Actions

Duration: 2 minutes

Mastery: 4

Concentration: Full

Raises: [Turation, Casting Time
Capacity,

Efieet: The target of this spell suddenly mani-
fests fiery wings along and under their arms
These mystical wings are approxvimately eighi
feet lomg The targel may My al a slow rate
rouehly the Shugenjas Fire rank tmes five feel
per rownd. The target cannot Ty i greatly encum
bered! the shugenja musl use o Raise for every 31
prunds of addilional paterial being carried or
wortl by the tarpel, wlse the trget will be unable
i sehieve enough il o get off the gpoound

A Spells

ACCOUNTS OF SHORIHOTSU

Base TN: See below

Casling Time: 5 actions

Duration: Instanlanegous

Mastery; 3

Concentration: None

Raises: Greater Understanding. Casting Time

Effect: By casting this spell, the shugenja
becomes ane with the epergies that are being
gathered to create a spell that the shugenja is
witchtng. The shugenja identifies and analyzes
the spell and s effect, as long as the duration
hasn'texpired, The TN of this spell i the mastery
level of the rarpeied spell dmes five. IF the spell
being targeted is o instantaneous. the shugenja
must use a raise to beable w0 analyze i, even
though it does not have a “duration” The shugen-
fawill be able w tefl

* The element involved

* The style of the caster (elan and school)

* The intended tarpel

The spell's doration

Carrying

sAny other detiils the shugenja may come up
with.
With raises, the shugenja can pet more inbor

mation aboul the spell being analyzed.

BenTEN'S ToucH

Hase TN 11

Casting Time: 5 Actions

Duration: 1 Hour

Mastery: 5

Concentration: Full

Raises: Duration, Bonuses

Effect: The target of this spell has their Air
amplified by \he caster for one hour, The target
may keep an additional die lor aoy Awareness
rolls when made in social situations, The duration
may be increased by one hour per ralse. Also, the
target may keep an additional die {or every roise,
but the shugenja may nof rise a number of times
greater than his own Air

By tHE LigHT ofF Lorp MooON

Base TN: &

Casting Time: 2 Actions

Diration: 5 Actions

Mastery: 2

Coneeniration: Full

Raises: Duration, Casting Time

Effect; This spell causes ilems deliberately hid
dden {iraps, Filse bottoms, ete) o stand ool clearly
in the Shugenja’s vision. Anything “hidden™ thal
the shugenja can see normally will have a fainl
blue plow about it that draws the shugenja’s cyes
The exact pature of the tem will not be under
stomed, just that it has been hidden. An fem hid-
den from view will not be highlighied, however
(g a sword hidden within o large jar), Things
that are magically hidden (illusions, ete) are more
difficult to see, and require @ Perception +
Shugenja Lore roll with a Th equal o the spells
Mastery times five.

CaLL UroN THe WiND

Base TN: 11)

Casting Time: 5 Actions

Duration: 4 rounds

Mastery: 4

Concentration: Casusl

Raises: Duration, Casting Time, Air speed

Eifeet: The shugenja summons 2 member of
wind spirits who carry the targed through the air
The farget may only move slowly, and does no
have control gver his movements - the shugenja
i the one mocontrol of the spell, The target may
be moved & number of leel per round equal to the
shugenjas Al + School Rank. If the targel s
unwilling, the TN to use this spell is the target’s
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Earth x 5,

CLoak oF NIGHT

Base TN: 10

Casting Time: 2 Aclions

Duration: | day

Mastery: 3

Concentration: Casual

Raises: Casting Time, Duration, Difficull items

Eifect: This spell conceals a targel item upun
the target character. The Shugenja must be able
to touch both item and target to cast (he spell. if
successful, the flem become visually impercepti-
ble to others so long as the target item is not read-
fed or used. The ilem must be able w be carried
wilhout the use of the target's hands. The ‘TN of
this spell is increased if the GM judges the fem
to he difficult for people 1o ignore (4 sereaming
child, the: Emperors ceown, ele,, )

CoOMMAND THE MiIND

Base TMN: Targets Willpower ¥ 3

Casting Time: | Aclion

Duration: | command

Mastery: b

Concentration: Full

Raises: Difficulty of Perception.

Effect: By using the subtle influence of his Air,
(he shugenjn is able w implant thoughts. The
shugenja must be able t look into the eyes of the
largel of this spel] in order do send thoughts from
his own mind inte the mind of his target.

IT he is successlul, the target of this spell gets
lo make a Perception roll against the shugenja's
Air x5 00 he is suceessful, he notices the shugen
[a's attempl to implant the thought and the spell
fails. It he fails his Perception check, the spell 1s
suceessiul, and the target will helieve the
thoughts to be his own. This will allow subtle sug-
gestions, but thoughts that are very different from
the target’s beliels will be unconvincing,

The shugenga may use one or more vases W
increase the TN of the Perception roll by five per
FiLise,

EcHOES ON THE WIND

First he-wiaole a wiark ok the store by e river,
a mark that was large enough 1o be seen across
thre field. Then, he whispered softly into the stone
a -message | could not hear. He stood and swifed
al mie “losuri soell understand," he sqaid

Base TN: 15

Casting Time: & Actions

Duration: Special (see below)

W S it et tmin i i s

Mastery: 4

Concentration: MNone

Raises; Casting Time
[uration

Efiect: When this spell is casl, the shugenjy
places a whisper that will remain dormant for
time. The whisper will awaken when d specfic
person, identified by the spelleaster at the time of
casting the spell, arrives in the ared. Messages
hidden in this way ¢an be {at most) ten words
Long. Only the targel person af the spel] will hear
the tivssage, s i whispered inte the targets e

Message  lenuth,

by the shugenja. An additienal ten words can be
adddled {0 the message per Ralse, The spell ends
afer the message is delivered. The larset can
specified to be “anyone” rather than a specific pe
son. With two raises, the shugema can make the
spell permanent, so that the message |s delivered
forever, or until the effect is dispelled

ESSENCE OF AR

Base TN: 15

Casting Time: 3 Actions

Duration: | minute

Mastery: 4

Concentration: Full

Raises: Duration, Casting Time, Concentration

Effect: Iy casung this spell, the shugenis
decreases the physical aspects of all of his
Elements but Air down e Rank one, The
shugenja becomnes imperceptible o others' vision,
jost like the air I the Shugenja takes an action
whose resulls could be noticed (talking, opening
a choor, picking up an object), anyone can mia s
Perception: check with a TN equal to the
Shugenja’s Alr % 5 1o penetrate the spell and
nolice the Shugenjo Anyone who has pierced the
veil of this spell can easily see and track the
shugenja until his or her attention s divedesd
even brielly, al which point they lose complet
teack of the shugenja’s location, 1 wnsuccesshl
all they nite isa motion of the wind, The shugen
jacan use raises o reduee te level of congentn
liom needed do maintain the spell by one level per
raise

Know THE MinD
Base TN: Targers Willpower v 3
Casting Time: 5 actions
Duration: 3 seconds
Mastery: 6
Concentration: Total
Raises: casting Time, Durabion, depth of

o e s e S e, s e Bt e B gl o
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thoug
Effect: By attuning his own Air with the Air ol
the larget, the shugenia casting this spell can reqd
s andl emations of the lareel
The standard version of this spell witl give the
shugenia vague impressions of {he larget's
thaehts, but with addifional raises, the shugenja
can read deeper and receive more  distine

orclin distracting and contusing for the ta
as the mind rummages around inside his
or her bead. The GM may require a Willpower
roll by the target to keep from being Stunned” for
a short periad of tme by the frawma,

surface thoughes | that concern the
sitiation that the character is in, while | e
er thoughts will include memories, beliefs, and
other ideas that are not currently relevand

Kuuw THE SHAImws

=4 actinns
Duration: 10 rounds
Mastery: 4
Concentration: None
Raises: Casting Time, Duration, Concealment
The shugenja hends shadows, blending
frem to her own A, making her one with the

larkness

In order to use this spell propecly, there must
b shadows near the chster, This spell 15 wseless in
direet sunlight. The TN fo see the i {or hit the
larget with Ranged Weapons) is raised by 5 lor
gvery raise in Lhe casting af the spell,

MisTs OF ILLUSION

Hase TN: 10

Casting Time: 2 Actions

Duration: | minute

Mastery: 7

Concentration: Focused

Raises: Duration, Casting Time, see helow

Fifect: Using the subtleties of light and shad
o the shugenja cre 1 very convincing il
shom, The Mlusdon may be as larpe as an adult man
and makes no soond, Anyone within the viciniy
of the illusion may make an Awareness roll with
n TN ol 15 10 see its troe palure, The illusion can

toome i contacd with anything or ils plavsi

a rulned The shugenjas may use raises 1o

ald the following effects to the illision




Wl e i il i - Py

e A b g e Tkl 14

= Motion - Slow, simple movements: | ralse,
Complex or fast motions: 2 raises,

= Sound - The caster may have the illusion
make 4 single sound per Baise. A sentence would
reguire 2 raises,

* Size - The caster may increase the size of the
Musion by 50% (a man and a hali) for 1 Raise.

= Mumber - The caster may increase the num-
ber of illusionary objects by | per 2 Raises (both
together limited io one man's size, however)

« Duration - | extra minute per raise.

* Precision - Raise the TN to see through the
illusion by 5 per raise

Nature's ToucH

Base TN: [0

Casling Time: | Action

Duration: | question

Mastery: 3

Concentration; Cusual

Raises: Duralion, Questions

Effect; This spell allows the shugenja (o
atother target) to speak to the creatures of
Rokugan, Onee cast, the spell allows the target to
ask one question to a ereature and comprehend
lhe answer. Each rafse permits the shugenija to
ask an additional question,

QUIESCENCE OF AIr

It s i afl the sounds aronnd ws were sicd
denly sucked auay and we stood e cirele of
silepce.

Base TN: 5

Casting Time: 1 Action

Duration: 10 Actions

Mastery: 5

Concentration: Casual

Raises: Area ol Elfect, “bubble”, Duratinn,

Effects: This spell generates an inert area ol
air five feet around the caster which silences all
noise produced within its radivs, The silent areas
radivs can be increased by three leet per Ruise
This will ruin any further spell casting within the
spells area of effect, A variation on this spell can
be performed with 2 radses that creates a “bubble”
that dampens any sound going in or oul, thus
keeping conversations private and keeping ot
side noises from bothering those inside,

SECRETS ON THE WIND
Base TN 11)
Casting Time: & Actions
Duration: 10 minutes
Mastery: 5

Concentration: Full

Raises: Duration, Casting Time, Range

Effect: By casting this spell, the shugenia gals
Favar with the wind spirils; allowing him to listen
in on conversations in other areas he is familias
with, He may Hsten in on any area (aboul the sip
of a room) that he s familiar with for 100 minues
plus 1 minudes per Raise. The tareet location
mst within 10 miles, plus 1) miles per Raise
The sounds that can be heard are those thal the
shugenja could hear as if he or she were standing
in the center of the location being targeted by the
spell. Hearing soft or indistingd noises may
require @ Perception roll by the: shugenja

TemPEST OF AIR

Base TN: 13

Casting Time: 2 Actions

Duration: b Actions

Mastery: 4

Concentration: Total

Raises: Casting Time, Duration, Tareers, Wind
Strenpthe

Effect: This spell sends o stromg oust of
from the Shugenja at a farged, Mo projecties from
the target aimed ot the Shugenja will succepd,
Muke o Contested Roll of the Shugenjals Air v,
the target's Carth each Action until the spells
endds 1T successiul the targel 15 knocked of
his/her Teel and begins w tumble away Trom by
Shugenja at ten Teel per turn The pumber of [
gets of this spell can be incressed by ane Tor eadh
Haise

Way oF DzcepTion

Base TN 10

Casting Time; 3 Actions

Duration; 300 minutey

Mastery: 5

Concentration: Casual

Raises: Detail, Duration, Casting Thne, s
helow

Effects: Way of Deception creates an illusio
ary costume and mask which covers (he targel
and imitates the tarpel's actions. Thee illision wil
ot endure i fouched, and may also be deteced
as an illusion (bt giving no clue as o the el
identity of the person behind the illusion) if those
in ity presence pwake o Perception + Shugenjs
Loce roll against & TN of 20 The difficulty of the
Perception rll can be increased by five per riise
IF the targel and the illusion are significantly dif
ferent, a mumber of raises will be required o e
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ate a believable Husion Mastery: b
Normal - F appearance is minor in change ie Concentration: Full
portraving another human with similar facial fea- Raises: 10" per round
lires and same nal qualities, Effect: The target of this spell is lifted by the
One Badsee - bor 1[5;*]'[!;1:‘1_'\-[1 oir dirminished size winds sind Ty mnved qu]ddy t]lll.ll.lj.'.t] the air at
by greater than 10%, or additonal appendages  (Shugenjas Air x 1) feet per round. The target
(wings) that tequire animation, or greater detail — moves along at up la 30° above the ground
ite trying 1o fool someone with an illusian of  (movement through a dense forest may be dan-
sormecme they know well) gerous). The Shugenja may use a raise lo add
Two Raises - for different physique and pos additional largets up to his'her Rank in Air, With
ture, or difference in size greater than 50%, or  an additional raise, the targets move with an addi
mhuman sounds, efc. tiomal 10° per round,

WHISPERING WINDS WIND's DISTRACTIONS
[ told the shugenga ahat my Lord wished me Base TN: 13
i sary, Bt she fust seled and said, "Don't lie to Casting Time: | Action
me dgair” Duration: 5 Riuwnids
Base TN: larget’s Infelligence x 5 Mastery: 4
Casting Time: | Aclion Concentration: Focused
Duration: Instantaneos Raises: number of spirits  summoned,
Mastery: 3 Duration,
Concentration: None Lifect: This spell summons a roublesome
Raises: The depth of the lie splrit of air whose acrobatic displays and constant
Effect: [ successfully cast, this spell informs  taunts distract the target. The shugenjo may use
the shugenja if the last thing the target said in the  raises (o summon additional spirits on a one-for
shugenja’s presence was a lie, The spell will only — one basis, either increasing the horde that is dis
lell the shugenfa what the target believes 1o be  tracting o Single fargel. of splitting them wp

e, Lsing raises, the shugenja can find out  belween several targets. All TNs of o Lurget are
roughly how great a lie (litthe white, moderate, big  increased by 5 for each spirit that is distracting
whopper) and possibly even whether the state-  him. Air spirits are particularly distracting 1o
menl was true regandless of the target’s beliefs: shugenja whose TNs [or spells are increased by

WIND~-BORNE SLUMBERS I per spirit

Base TN: 13 YaR! OF AIR

Casting Time: 1 Action The spear had no form or swbstance that |
Duration: | hour conild see, but i left a welt on my cheel that did
Mastery: 4 't fade for a week

Concentration: Casual

Raises: Duration, Difficully of resistance

Effect: When cast successiully, the shugenja
sends placating air spirits oo the target whe
mollify the targets own Air into-a deep slumber.
The target of this spell must make a simple Earth
wll against the Shugenja’s Air times fve, 11 he
fails, he falls into a magical shunber for one hour.
For every raise, the larget's TN for the Earth roll
increased by fives Il anyone comes within a Tool
of the target, or il the target is damaged, he or she
will awaken immedialely,

WiND-BORNE SPEED
Base TN: 15
Casting Time: 4 Actions
Duration: 12 Actions

Base TN: 10

Casting Time: 3 aclions

Duration: 11 rounds

Mastery: 4

Concentration: None,

Raises: casting time, duration, weapon lype,
weapon damage,

Effect: The shugenja creates a Yari lormed
[rom the air. The Yari of Air has a DR of 3k3, and
can be wielded wsing the appropriate weapon
skill. For each rse, the shugenja can increase the
number of damage dice that are rolled jand
dropped) when the elemental weapon hits sue
vessfully. I the shugenja beocomes unconsclous o
i killed, the elemental weapon vamshes,










ADVENTURE
Hooks

Throughout the
Book af Void, vou
will find "Adventure
Hooks” here in the
stdehars. Hooks are
bare-bames adven-
tures designed to

ou ideas for

your own advéntures
when you run L5K
RPG. them up,
chimge their endings,
change the

Suppart lllg (..l\i.

done their job
ure hooks

Challenge” gives
the GM the genersl
gist of what's going

an and a suggestion
on how to gel the
ers involved in

the hook.

the ;lhllnnhvr ind
pufs & spinon the
preconceived nuunm

There are no secrets. There is no understand.

ing. Void is all and nothing It is the dance of the

elements.
~The Tao of Shinsei

¥

Tath of
Blood

When they kneli before Ataka, all three of
them were given plates of steaming rice. Ginawa’s
was emply first. He leaned back, patted his stom
ach and took another cup of sake as Hijiko and
Tadaka quietly watched

After all three of them had finished, Ataka dis
missed his council. He waited for them to slide the
door shut, then he waited a moment longer.
Finally, he placed his hand on his knee and turned
to Hijiko. “So, what of our cousins o the south?”

Hijiko buwed slowly, then spoke in & soft voice

aka-sama, on the road, we met with the magis

of Bayushi Shoju. They traveled with us to
i of Lha bulk ‘\\hm we arrived ..,”
jinawa interrupted. “the
Scorpion assassins put an arrow through the
Crane commander's neck”

*YOU WILL BE [ YORIKI"

Hijiko's shout seemed fo make the rooms
wood panels shudder. She furned o Ataka, her
volce still booming. “AMaka-sama, you sent this
man along with me. | have never questioned your
judgement before, but I must tell you he is noth
ing but an unwashed, undisciplined oaf”

Ginawa shrugged. “Would you waste good
water on an oal, Ataka-sama?"

Hijiko stood, letting her hands fall to the
katana in her obi. 1 have had enough™

“HIJIKO"

The samurai-ko fell to her knees at the sound
of her master's voice. “Forgive me, Ataka-sama
Forgive my outburst. | forgot my place”

Ataka said pothing to her He fumed &
Ginawa. “You say Scorpion assassins killed th
Crane general?™

Ginawa nodded. “Hai

Ataka scratched his beard. “Curious. Very e
ous” He faced Tadaka. “Tell me, shugenja. Didjmg
see what occurred?”

Tadaka bowed low: *1 did. Afake-sama. | &
not see who shot the arrow, but I can fel you il
it was guided by a m..wu proficient in the arttl
Alr magic”

Ataka nodded “Thank you. shugenja® He
bowed his head for a moment, then looked af e
of them. *Hijiko, 1 have ered your complaii
against Ginawa, and

He stopped. His eyes grew wide and hif i
dropped.

ned forward. “Ataka-sama?
eapt to his feet. his wakizshi
from its saya and in his hands

Tadaka didnt know what to do

Hijiko asked again. her voice hinting o
panic. "Ataka-sama, what is wrong”

Ginawa ran forward (0 the daimyo, just &
blood began to drip from his lips.

Hijikos scream rang in Ginawa's ears as b
grabbed Ataka and pulled him close. He saw ihe
shuriken and his teeth bit de his lip. s
voice spake low and guttural like a growl ‘Ninje®
he said

Hijiko was next (o him as he looked up. Thees
was no time. Another breath would bring anoliey

what's wrong with him? Tell me
She was looking at her daimyo. her eves il
with tears

He looked al the shugenja. “Tadaka, whent i
my sword?

Tadaka said nothing. his eyes glazed over will
fear.

“Where is my SWORD?”

The shugenja pointed to the corner
wrapped in doth”

Ginawa's feet slipped on the paneled flom)
“Protect him!" he called 1o Hijiko. He w&_
samurai-maiden. would do what he said The
shugenja was useless. His hands fell on B
wrapped sword and with a single twuch, the b
broke and the cloth slid away from the weapons
if whipped by winds.

His hands jerked back. but then be hemf
Hijiko screaming from behind him, He looked m




saw @ shuriken in her arm and another hit the
flaor at her feel

“Ginawa! Where are they? | can't see them?
Help me!™

He turned back to the luchiban blade. “I need
o he whispered, “Damn you, | need you”

His hand was on the saya before he could say
anything else and he heard the steel s s it tast
ed the night air

*...and the sword sings as it lastes the night aic”

“Wow," says ane of the four figures sitting at the
table.

The giel picks up her dice. “I want to make an
Hanor roll!

The game nias
through the ninj

“The Willpower roll failed me last Turn, so yes,

smiles. “Want w try to break
fear magic™

I want to make an Honar roll”

‘G ahead.” nods the GM, “but you know if you
fail, you'll drap an entire Honor Rank. right>”

She nods. “Yup. No problem. Whats the Target
Number’

The GM pauses for a moment, “The TN is 20
Still certain ™

The girl shukes her dice. “Not a problem.
Hijtka’s got & 3 Honor and I'm spending a Void
Point” The dice fall on the table and all four figures
lean in to take a look. The girl re-rolls her ten and
smiles triumphantly. “Read 'em and weep, Twenty-
five”

‘All right” says the GM. *You've broken the
spell. You can take an action .., next torn”

A sad moan from the girl and the GM maoves to
Tidaka’s player. “How did you do?"

a's player shrugs. “Got a nine”

GM grins a sadistic grin and turns lo
Ginawa's player. “How about you? What are you
doing this Turn?”

“I've got the bloodsword, right” he says expec
fantly with a hand-full of dice

Yes! answers the GM. “You feel its pawer
coursing through vou. You know what to do”

Anather roll of the dice and the player smiles.
“Not a problem. This time, Ginawa's got full control”

The GM turns to the players. “All right Here's
what's happening. Hijiko just broke out of the spell
the ninja cast on all of you

“When did ninja get to be shugenja ...7" mum
bles Tadaka's player.

The GM continues. “Tadaka, on the other
hand, is still under the sway of the ninja’s magic

Ginawa has his bloodsword, and has full control
of his actions .,."

“Unlike last time, Hijika's p

Ginawa’s player keeps his
“Where’s the ninja?"

“You dont know. Youll have o make a
Perception roll. In fact, since the ninja is trying to
remain hidden, it's gonna be a Contested Roll. Ready
to make the roll, buddy? The GM pidks up a hand
ful of dice, counts them out, drops out two and Jooks
to see if Ginawa's player is ready.

“What’s the TN asks Ginawa’s player

“Thirty,” says the GM and he llinches when the
players hiss at him. “Hey, he's a ninja! He's trained in
this kind of stuff”

“Just roll the dice, and get ready to be seen.” says
Ginawas player

The dice roll and everyone leans in The cheer
tells you who wins the roll

“Ginawa shouts to Hijiko,” Ginawa's plaver says.
“Hijiko! Look! Up there™

“Can I see?™ she asks the GM.

“Yes" the GM answers. “Next Turn. Now, every
one roll Initiative

Everyone does. The GM reads the rolls and turns
1o Ginawa's plaver. “What are you doing?”

“The ninja Is up high, right”"

“Yes"

“I throw the sword at him™

The silence of the table is dealening.

The GM scratches his head. “Okay ... that's &
pretty tough action. The TN o hit the ninja is already
a 20. Td say it would be a 357

Ginawa's player picks up the dice and smiles “TIl
be spending a Void Point now”

wer with a grin
on the GM.

¥

What Ts A
Game
Master?

Players have it easy. They've got ane character

THE Fury OF
Osano-Wo

Challenge?

The samurai are
ravelling on a mis-
sion for their lord
They stop at o small
village and stay'in
the home of the vil=
lage

Focus:

In the middle of
the night, they are
awakened by the
sotnd of the village
bell A stormi is on its
way, but the sh;
in the party (or in the

llage) can tell thist
it is the work of dark

Why would a

shugenja want o
drive the villagers
out of their homes?
What is he looking
for?

Strike:

Two years ag
was deceived by
ninjn who seduced
and killed his daugh
ter. Now, the shugens
ja is looking for
revenge, but in ap
effort to hide his
shame, he will nof Tet
anyone help or
explain hi




WRONGFUL
SEPPUKU

; Challenge:
A daimyo

been aceused of
Agrrible erime. The
Emerald Champion
fins commanded that
he commit seppubu
to save his family’s
honor,

preparing, the players
discover.u clue that
leads'them to helieve

t the daimyo is inno-
cent of the crime.
Strike:
They have until
b o the end of the day to
gather enough ev
dence to prove the
daimye’§ innocence
to the Emerald
Champion,
|
|
\
0
1
1
A
-
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il

to keep tra entire world. Not

that, but he

racters while making sure that all
s are having a good time, IF you are
tion, you should be the
(GM), the player who plans to run adven
for your friends. Players who read this se
tion will spoil & lot of the suspense and surpri
them in the world of Rokugan
not an easy task, but it be bro
ken down Inta three spec les.

‘I'mz THREE Hars
¢ Game Master wears three very different
a R al, an Author Hat and a
\lmw\lu Flu
When he is wearing his Referee Hal, he is the
rbitrator and interpreter of the
a dispute, the GM has the final
nnn[ But the GM y gets 10 wear an Author
Hat. He sits at home during the week and drea
plot twists to throw at the play
every Friday night. He draws maps of aba
castles and creates o ers for the pl
interact with. But it d
GM also wears
the rale of all the dmr.nl- i hl-a created and
describe with vivid de keep the
players have to investigate.
If the job sounds a little daunting, don’t worry.
s job may be the most difficul it’s
most rewarding and the most f

of aperato
L3R cleanly dud sme
“Building Y

plan ahead

gives you o general feel for whe

paign you want to run, while C)

some suggestions on what role:

take in your c n. Lastly,
w 1o begin and end y
o

ming session you

“Advanced
thars create

shows
and how

you haw
you can impl

Shadowlands and an Introductory

Good Tuck!

Ruilding
Yohy
Campayn

d GMs can find Rok
It's not like

looking for dung
TRokugan is a highly ordere
f subjects. The pla
oing to be n the serviiu
nee, So wh

v
Laisten @b Your
1‘5
g mpaign. haw
I'hu- 11 tell you wehal Kind
want, what goals theyll has
and \&!m kind of advers LMN 11 wani to fa
‘This will give you hints 1o which direction you
should take. Players who want characters willi
lot of combat skill want a game with a lo
bat, Players who are intrigued with the Emperrs

Court are going to be looking for a more comen
sational game.

PLAN LIMITS

4 f limi\.
n be taking place? It is very important me
your players know v»lmt kind of chiracters y
be allowing. That way the




THEME
Stories have themes. A theme i
gr phrase th
ed below are a number of “story seeds
the classic themes. Take a look
see if any interest

main theme of the L3R card game,

It has no

remorse, It is unthinkir eeling and unforgiv
ing. Throwing characters into the middle of a dan
war can truly J . charac

racters’ daimyd sends them out to
herale deed. Perhaps they have bee
the Fmerald Champion to bring the
oss the countrys
nd rogues. or maybe the;
nds (o procure

always be times when the characters will r
talk, rather than fight their way out of trouble

ture. The cha 2
the Crab Clan, but rily have to
be Crab samurai. A Lion samural could want to
prove his courage to his lord by going out on a
patrol into the Shadowland sador
from the P b king for a lost arth

demand char

ystery
stertes usuall

stole Kachiko's funny jeweled e;
vide players with a few nights se searching
tend to work better when there is a
rs a litlle frantic
twist

mfosRinetha LSRRG

Yy
Y.




CARPENTERS

Challengs
Seven garpenters,
arrive in villages
lagking for wark.

Focus:

They are actually
bandils Tooking for
travellers and farm-
bush.

Strilk
Perhaps they spot
(e characters and

they aren't exps

it. Or maybe th
decide to travel with
the characters. After
all, the samurai look

try to fake advantage
of seven poor cars
penters.

an their lips and only ten hours 1o find the assas
sin (s they can get the antidote) is a classic twist
on the murder mystery. Mysteries tend to demand
high social and mental skills, but & good bruiser
can always come in handy.

Romance

Romance can be tricky. but can also be very
rewarding. The occasional love story can provide
the players a breather from all that breath-taking
action. A samurai-ko's secret affair can lead to a
whole campaign involving intercepting letiers,
Seorpion spies (out to dishonor the samurai-ko)
and the questions of duty and loyalty.

Tragedy

Imagine being a lieutenant under Macheth or
Richard I11. Have your players be witness to their
lord's downfall. Have them hold off his blood-
thirsty enemies as he wallows helplessly in his
despair, Or better yet, have them be the blood
thirsty enemies! Imagine a group of Scorpions
who work their wicked ways on same daimyo,
only to watch the repercussions of their actions
come back to haunt them

The Chavacters'
Roles

Once you've decided on a theme for your cam.
paign, think of what your ers roles will be in
that story. Once again, we've provided you with a
list to inspire your imagination

SOLDIERS

The simplest answer is to make them soldiers
in a daimyo’s army. This gives you complete con-
trol over their actions, but it also gives the play-
ers no control over their own. However, il you
make them soldiers during a war, then kill their
daimyo, they become ronin, which sets up an
entirely different situation.

Ronin
If the characters are ronin, they have man

advantages and many drawbacks. They have
complete freedom Lo go wherever they wish, serv
ing whoever pays the most. However, as ronin,
they have very little impetus to stick together
They are truly wave men, wandering wherever
they wish. They have no loyalty but o them
selves, which makes intraparty conflict a severe
danger, But if you talk 1o your players before you

begin a ronin campaign, you can stress that they
should all have reasons for being together sl
staying together. Perhaps they are siblings, the
last remainder of their en family, or even
samurai whose lord has been killed by a ninja§
paison shuriken, looking 10 avenge their lods
death.

CouRTIERS

As courtiers, your players will be represeniing
their clan in the Emperor’s Court, trying o sty
ahead of the other Clans political machinations
While this may sound like a somewhat stalé
campaign, remember that the Japanese consifer
business and war to be one and the same. Players
will have 10 deal with spies stealing important el
ters from their daimyo, ninja killing off impartan
allies, ronin dits on the road robbing caks
filled with gold for bribes and other similse
intrigues. And every courtier needs a bodyguarl
after all

MAGISTRATES

Making your characters magistrates may be
the best answer for the “multi-clan” group. They
are stll representatives looking out for the best
interest of their clan, but they are also under the
direction of the Emerald Champion whee
authority will not be questioned. Characters can
wander the Emperor's roads ng with bandi
and rogue Shadowlands creatures, protedt diple:
mats and Imperial relatives, or even get senf ol
1o deal with a mad shugenja or two. Even u mit
dane mission, such as collecting taxes, could lad
1o an adventure that might mean the doom of the
Empire.

Plot

Onee you know the theme of you pigh
and the roles your characters will play. the pet
thing to consider is the plov Listed below e
some classic fantasy plots that we' dapled fi
Hokugan. Have a look

RESCUE THE PRINCESS

Here's a classic. All you have 10 do is gera st
ling of one of the characters (or one of the dia
acters’ lord), and kidnap them. It could bea
princess, a prince, a husband, a daughter, whaiew
er. It could even be a daimyo’s favorite geishe
Whomever it is, snatch her away and have ¢
players go and get her back




DereaT THE EviL SORCERER

Another classic of [antasy literature is the
quest to defeat the evil sorcerer. Of course, he
lives in & tower, far away (the Shadowlands) and
s 1 vil minions at his disposal (oni, gob-
lins, ogres) and his magic is mighty (he's a
shugenja).

OvERTHROW THE TYRANNICAL
OvERLORD

“Absolute power corrupts absolutely” Imagine
o daimyo who has pained too much temporal
pawer and is now disregarding the rules of honor
and eliquetle. He has a mighty army to back him
up, and somebodys got to put him down. The
other daimyos could throw un entire army at him,
thus wasting thousands of lives in what may
prove to be fruitless comba ... or they could send
asmall number of samurai to take care of the sit
uation

Repeem THE LosT FRIEND

As a counter 1o the last example, perhaps that
mad overlord is your brother? Bringing a loved
one o redemplion is a dramatic and personal tale
that requires skilled players and GM alike

Any of these archetypes can make a stunning
story, However, if you put them all together, they
can make an epic saga. Take a look at the arche
lypes above. Recognize them? You should,

s they are all facets of the jewel that is Star

Wars, The characlers begin by rescuing the
princess. Along the way, they must confront an
evil sorcerer, overthrow a tyrannical overlord, and
finally, redeem a lost soul. That's how good storfes
hecome great

The planning time is over. I's Friday night and
you're [riends are siiting at your kitchen table and
they're all looking at you, expecting you to make
Rokugan come to life for them. Its time to put
away the Author Hat and take out your Referee
and Storyteller Hats. Let's deal with each of them
separately

Bang A Refe\:ee

First thing: Know your niles.

Natice it doesn't say “the” rules, it says “vour”
rules.

Everything in this book is a suggestion, even
the rules. If you come across a rule you don't like,
don't use it. Just throw it vut and forget about it
The only rule that you shouldn't throw oul is:
“Have Fun”

Quick aND DirTY

Remember at the beginning of this book, we
gave you the three steps to Quick and Dirty L5R?

1. Assign a Target Number

2 Determine which Trait and Skill (if any) are
apprapriate to the action

3. Roll the dice. If the character rolls over the
Target Number, he succeeds. If he doesn't, he fails

These three steps are really all you need 1o
know to be a referee. Whenever a question of fail
ure or success comes up, just follow those steps
and you'll do fine. Everything else is just style,
which is the way you choose to handle the rules

THE FinaL WoRD

L3R RPG is a storytelling game. If you dont
like the rules, throw them out However, there
must be a voice of authority in this game, and it's
you. When you make a ruling, it's final No argu

THE Damyo's
GoLp

Challenge:

The samurai are
hired by & daimyu (o
help move u ship-
ment of gold from
his minc {o_his cas-
tle.

Focus:

He's had some
trouble with bandits
lntely andl wants to
miike certain they
don't get away with
any more af his gold

Strike;

The problem is,
the “bandits” are
actually his magis-
irates. The gold is
delivered by the mags
istrates in secrel so
when tax time comes
around, the daimyo
will have an excuse
not to pay the full
taxes due,




AwWARDING
EXPERIENCE
POINTS

i the'end of each
game session, the GM
should award
Experience Points
(XPs) 1o the charue-
ers.

The-amount of
XPs the GM awards
depend on the degree
of success the charac-
tersachieved,

If a player showed
wpito plug the game,
they deserve one XP.

If a player mlu—

1i the entire group
worked well together
and made progre
|II“|IH‘ a common

awarding more or
less XPs than we've
alloted above.
u'te one of them,
know what to do:
ad-and ignore
ice. Miore XPs
or rapid
advancement while
less XPsmake the
chara
er for their réwards.
Is.up (o you

rs work hard-

ments, no discussions.

Unfortunately, you're human and you're going
to make a mistake from time to time. When you
do, you're players will either pick up on it, or they
won't If you make a mistake and your players
don't notice, you don't have any problems. If they
do notice, admit you made a mistake, fix it and
mave on to the next action so the game doesn't
pet bogged down in arguments

THE Two GAME MASTERS

Whenever a situation arises thal involves dice,
the GM is faced with a decision. It is the GM's
duty to interpret the outcome of that die roll, and
often times, it can mean the difference between
life and death. There are really twa schools of
thought when it comes to die rolls, and most GMs
fall somewhere in between

The Dice GM regards the dice as law. Dice add
a random element to the story that is beyond the
control of the GM and the players and. for this
GM., that's the way it should be. This is a game,
after all, and sometimes the players lose

Running a game with the dice in charge has its
drawbacks and its advaniages. The drawback is
that sometimes disaster strikes at the worsi
opportunity. The characters are crushed by fate,
and there’s nothing anyone can do aboui ii. On
the other hand, having such an arbitrary force in
the game that can really make the players sweat

The Story GM, on the other hand, uses dice as
a guideline. (Some don't even play with dice at
alll) Every die roll suggests the outcome to him.
[n other words, faillure does not always mean fail
ure and success is only a relative term. For exam-
ple, a player fails a roll while his character is try-
ing 1o leap across a pit, the character slams into
the other side of the pit, grasping on 10 a vine at
the last possible second. The benefit of playing in
the Story GM's game is that he is in complete
control of the story, while the downside is the
same, Playing in a Story GM's game doesn’t have
the same edge as playing in a Dice GM's game,
with disaster lurking behind every corner

Be Far
Wherever you fall on the GM scale, every GM
should be fair. If you are going o change some
thing about the rules, let your players know about
it before you unp\omvnl it. Don't change rules
Il start to lose
confidence in you. When your players lose confi-
dence, you lose your voice ol authority, and the

whaole game suffers,

It is very important to be fair. It isn't your g
to “beat” the players. You may be taking the wls
of their adversary, but you - the GM - arent thée
enemy. You will provide them with obstacles md
NPCs that will try o ruin their lives, but wheathe
players outsmart the bad guys, let them

Bang a Storyteller

When it comes time {0 put on your Storytelle
Hat, you've got 1o miske a complete shift of g
Rules. numbers and counting are done on the 1
side of your brain. Storytelling is do
right side. You will be asked 1o switch betwoen
these hats constantly

When wearing your Storyteller Hat, youll b
trying to make Rokugan as real as possible
your plavers. In order 10 do that, you'll hay
remember the oldest rule in storytelling

SHow, DoNT TELL

There are two ways (o describe s
group of players. You can tell them
scene or you can show it to them. He
two work out

edling)

“You walk into your lord's audience hall 1y
big Hes in the center of the floor, sits
mat. He's angry. Hes very unhappy you g
messed up. He says you shouldn't have Jost el
letter from his brother. He jumps up, yellig
What do you do?

The players now har
scene. They know their lord is angry
and they know he’s aboul o att
does this really
seene?

\.meuuu

s you step inta the still air of the room y&
see that it ts nearly emply, ot for (he bk
shadow of your lord, sitting alone in the ce
cool wind passes through the open door o
far side. The only thing you ean see i
lamplight is a quiet fury, burming i fiis eys &
have Jailed me Jor the last time," he says, hi
trembling zith anger. ‘Now you will a
your failure with vour steell He leaps at you i
kimono flozving about kim as if if we
keep up with his incredible burs
hear his katana sing as ot com
saya, the metal gleaming with the red lamplght
You have only seconds 1o respand What do y

a chanice 1o read fo (e
with them

ret across the e

Now lets take a look at showing

4




do?™

The second passage conveys the same infor
mation as the [irst: it tells the players their lord is
angry with them and they know he’s about to
attack them, But it also shows them a great deal
It shows them the room is dark, lit only by lamps.
They can sense that they are surrounded with
shadows. They hear the katana as it comes free
from the saya and they hear his scream as he
springs toward them for his attack. They can even
feel the coal night air gently passing through the
toom

That's the very first thing to remember ahout
being a storyteller: show, dan't tell

Use THE FIVE SENSES

Whenever you have the Storyteller Hat on, you
should be keeping the five senses in your mind.
Write them down on a sheet of paper if you have
to, and whenever you have to describe anything
to your players, run down the five senses. Don't
rely on sight alone

For example, let us say the players meet with
a Crab shugenja, Kuni Yori

Sight

“Yori's skin is pallid and thin, like a cave fish
that has been left out to drn”

Sound,

“You can hear the swish of his kimono as he
motes closer”

Smell:

“As he approaches, you can smell a foul pdar
about him, as if he is carving goblin droppings in
his kimana.”

Touch;

“You can feel your palms grow seeaty as you
see his eves, black as coals”

Taste.

“Your tongue goes dry as he bows before you
and you return his boze. Your mouth feels as if it
was stuffed with moldy cotton balls."

By invoking all the senses, you will truly give
4 three dimensional image of Rokugan o your
players

CHARACTERIZATION

Whenever the plaers encounter a character
they do not control. it's your job to portray that
dharacter for the players. There are two tools you
have at your disposal to do this: your voice and
wur hody

Vaice

Whenever the character speaks, speak like the

Homeo-Run-the LSR REG

character. Raise or lower your voice, You can em
late a young samurai hy speaking quickly and
loudly, while a Scorpion diplomat would speak
quietly and slowly, making certain you under
stand everything that is being said A geisha
would speak with a higher voice while a samurai
ko may intentionally lower her tones to sound
more masculine

Whenever you design an NPC, makes notes
regarding his voice. How does he speak? Does he
use florid language, or grunts, speaking only
when nece 1f you use consistent voices, your
players will begin to recognize NPCs from their
voice alone,

Body

Likewise, when you partray a NPC, make cer
tain they can see them. Show them the character’
stance and body language. If it is an old Phoenix

perhaps he is bent over from the weight

of his years. A Crah samurai would stand non.
chalant with his katana thrown over his shoulder
while a Dragon would stand proudly with his
hand on the pommel of his katana, always ready
o act

Again, whenever you design an NPC, make
notes regarding his body language. Ask yourself
how he stands, walks and gestures. lgnoble char
acters will scratch themselves, make rude ges
tures and be flamboyant with their hands
“Proper” characters will move only when neces
sary, and every gesture is careful and elegant

NARRATIVE

When you read a book. marrative is the
author’s voice. When you run L3R, the voice you
use as you describe bloody battles, sweeping
landscapes and beautiful, treacherous Scorpion
shugenja will be your narrative voice.

As you prepare for an evening of role-playing.
consider your voice. Go over every scene you've
planned and determine what kind of scene ifs
20ing to be

Action scenes, like movies, are fast. George
Lucas said Star Wars was an exercise in speed. He
wanted 1o see how fast he could make the movie
withoul losing the audience. That's what your
action scenes should be like. Whenever combat
arises, the tone of your voice should change. Your
body language should he abrupt Point quickly
when asking for initiative and speak forcefully
Give vour players the feeling of being in the face
of an ogre. Everything speeds up to a frantic pace

SPENDING XPs
(RevISITED)

Everyone gets het
ter al what the
through practice and
experience. Your
character is no difler-
ent. Al the end of
gach sessionsthe GAL
will award your chr-
acter a number of
“Ex Paints”
These points can be
used 1o ingrease your
charucter's Traits;

It costs |

Rank 1

you must spead a

number of EPs equal
to the Rank you are
raising your Skill tou

To ruise a Trait or
vour Void Ring, vou
must spend a num-
ber of EPs equal to
five times the Rank
¥Ou are raising your
Trail to.




BLACKMAIL

Challenge:
Oneof the samu-

“The letter tells them
thal unless they
form theactio
tated by the letter, 2
dark fami
will be made public.
so horrible
lh.n it could mean
seppuku for everyone
with the family

us:
The samurai has

out to/find the.identi-
iy of the blackmailer.

without losing your audience. Details get
sketchy because the plavers are focused on the
danger and not on their surroundings. lf someone
wants to iake their time doing something, let
them see just how slow they are going.

Mystery scenes, like their silver screen coun-
terparts, are just the opposite. Hall the harror of a
horrer movie is the wait in between the flashes of
violence. As the samurai trudge through the
wastelands, every shadow seems to hold a hidden
threat. Describe the surroundings slowly as they
inch along, not knowing if the next moment will
be the one when the monsters fall upon them

But don't limit yoursell to your voice. Use your
body to tell the story as well. When the wind
comes sweeping down from the hills, use your
body to give the impression of movement When
the body of the oni falls dead to the ground, stam
your fists against the table. Excitement and enthu
siasm are contagious. Give vours to your playe
and you will have one dynamic evening of role

playing.
utting Tt All
The first time you run L3R you're going fo

og;@*hel
encounter a whole bunch of problems. Players

who have never played the game before will have
questions about rules, spells, their allies and ene-
mies and anything else they don't understand
You're going to have to think quickly and cre.
atively and be fair all at the same time Don't
worry. Here's some tips an how to get by.

“I'm A BEGINNER. Too!"

For your first session of T5R, let your players
know that this may be their first time playing the
game, but its your first time, too. Tell them you'll
probably make some mistakes, but il they're
patient, youll get this thing down to a science as
fast as possible, Remember, these are your
friends. They'll understand

CHEATING

Remember the Golden Rule? As long as every
one has fun, vou haven't broken rules.
Whether you are 4 Dice GM or a Stary GM, every
GM cheats. This is politely called “fudging” in
role-playing circles, but don’t be deceived, its
cheating, But, hey, it’s okay to cheal every once in
# while, just make sure youre fair with your

cheating.

So wha is that supposed to mean? Well, heres
how it works. Let's say the samurai are in the
Imperial Palace and thevire visiti
One of the players decides to have a bit of v.u.ml
fun and pulls out his wakizashi and throws {t af
the Emperor’s head. You tell the player he's out of
line, bul he insists that his characters gone
through with the action and he’s already rolling
dice. He gets a really great roll and starts jumping
up and down. shouting “T've Killed the Emperoe
T've killed the Emperor!

What do you do now?

You cheat

Agree with the player that he's hit the
Emperor, but you get to roll damage. Roll the dice
secretly, look over them with scrutiny . and
completely ignore them

You describe to the player how his wakizashi
found its way inta the Emperors s
Emperor buckles with pain, his eyes tearin
his hand grasping at the blade. Suddenly, there
are fifty samurai in the They don
questions, they don'l wail for a command, they
Just charge the smart guy who just attacked the
Emperar

Then, with & wicked grin on your foce, i
remind him that he threw away hi ly w

‘ ations, you just cheated. You didal

dice 1o the Emperor and yog

filled the room with samurai vou didn’l know

were there a moment ago, So what? Here's anoth
er example.

The samurai are fighting a big nasty oni
leaps through the air and attacks the helpless
shugenja digging through his seroll b
for Tomb of Jade. One of the samu
leaps in the oni's way 10 protect the shug
oni takes a roll at the samurai, de
hit and you roll damage. You roll three fens
re-roll them. Then you roll three more
three more.

Fate has just killed one of your
favorite

Sa, what do you do?

You cheat!

Ask the player haw many Warunds
He'll answer. You look at the dice, sh
head sadly and notify him thal he has exac
Wound left. He falls to the
and can't do anything for the rest o
The samurai has fust bought enough time for the

ructers.




| shugenja to find his scroll and start casting the

Yes, again, you've cheated But this time you
cheated in favor of the players So what? The
samural got wounded nigh onto death instead of
getting killed outright. You adjusted things to the
player could keep playing. even if it was from a
stretcher, and thats all right

ILLITERATE BARBARIANS

Its tough to get around in Rokugan if you are
an illiterate, round-eyed barbarian. Often times,
your players will e stretching their memories
Irying to remember the exact etiguette of a situa
tion 5o they won't lose face. As'a GM you have a
choice. You can make them sweat it (making you

| mean GM), or you can tell them 1o make

“tiquette rall to remember the right thing to
do. You can even assume their characters know
the right thing to do and just do it. You can also
allow other players to kibitz (that’s when they
give each other advice “out of character”) which is
sometimes useful, but can also hreak the mood of
thee game.

The important thing to remember is that your
players were not born in Rokugan. They dont
know how 1o get around very well. Letting eti
quette get in the way can bog down role-playing
Unless the proper etiquette of a situation is vital
to the continuation and plol of the story, you can
usuadly skip it

However, there may be times when the plot
depends on the etiguette of the characters. In
these situations, you have to make a judgemenl
call. Some players just aren't equipped to handle
eiquetie, That's why their character has the skill
50 the player doesn't have to. Other players love
role-playing court scenes, which is why you let
them role-play them out. Letting a charismatic
player hask in the spotlight for & short while {as
long as it doesn't detract from the other players
time) can be a lot of fun for everyone involved

Teacuing ETIQUETTE

You can only ask o player to make an
Etiquette roll so many times, however. Sooner or
later, the player is going to have to ledrn to take
his destiny in his own hands. Its perfectly proper
fo give someone some time to gel acquainted
with Rokugan's social rules, but s also not fair to
lel vne player get away with just rolling dice
while another has to improvise their way through
sticky situations, This is “role” playing after all,

and not “roll” playing. Besides, ten minutes of 4
player talking his way out of trouble is a lot more
dramatic than a single die roll

In order to teach your players etiquette. make
cerfain they read the Etiqueite section in The
Book of Earth (p. 37). Ifs not fair 1o test people
on rules they don't understand, Once that's done,
show them bow its used. If they are in court, have
an NPC address the Emperor so they can see
what's expected of them before they have 1o do it
You can also talk them through it As they are
performing the tea ceremony, you describe a
memory that's Mashing through their head from
the first time they learned it

Etiquette can be a pain in the rear, but it also
adds a lot of lavor and drama to the game. If you
enforce the rules, you will find your players
speaking softly, moving with small gestures and
treating each vther with formal respect

Advanced
Techmigues

This section is for experienced Game Masters
and those who want ta add a little spice to their
sessions. If you feel confident in your ability 10
run the game, or you want to try something a lit
tle different, read on.

1rologues and
Eplogies

A prologue is action that occurs before the
story begins. Often it sets up the action in the
story, giving it a deeper significance. For instance
before you begin running your story, you describe
a little girl living in a small village. You paint the
scene with a light tane, speaking softly and gen
tly. Then suddenly, an army of Shadowlands mad

SHIPWRECK

Challenge:

A ship wrecks o
the shores ol
Rokugan.

Focus:
The samurai

n

investigate'and dis=

cover the ship is

{rom the gaijin lands
far across the sea, All

hands abyard were

Killed, bul the ship's
belly is bursting with

Of course, other
daimyos have seen
the shipwreck, and
now armies are

beginning to loom op
the horizon. Can the
samurai recover the

gold und treasure

before the armies of

their rivals arrive
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WEpDING Day

Challen

Thigadventure is

best whena urith

whao is particulucly

popularwith the

geisha is its locus.

Ithas come time

for the'samurai (o

wed his bride.

V've never met,

v have'writien

letters. She is witty

and chapming and
quiité love

Stant
has made them quile
gl riends.

one else.
She's ready for mar-
riage and to play her
part and does not
wanlto dishonor her
Clan, but she is i
love with someone

el

Strik

The night hefore:

the wedding, her
belovedl kidnaps our
samurai’s bridés Now
the samurai must go
to frse hery knowing
that he will probably

she Joves to a
e

men descends on the village, killing everything in
sight. The lirtle girl runs and hides, but she furmns
just as the shadow of & madman falls across her
tiny form and,

That's when you start the story, with the samu.
rai before their lord as he tells them of the attack
He wants them to Investigate, to find survivors
and 1o find the creatures responsible. Is the little
girl still alive? The characters will have 1o find
that out when they reach the village

An epilogue is action that occurs after a story
ends. Like the prologue, it gives a deeper mean
ing to the story that the characters are not privy
to. Imagine the samurai having to deliver a small
package to a Lion lord. They know the Scorpion
clan is looking for them, so they have to dodge
ninja, spies and assassins all the way. They have
a terrible time, arriving at the home of Akodn
Kage, the venerable sensei of the Lion clan. They
deliver the package and return back to the
Emerald Champion, c

‘The epilogue oceurs afier you've divvied out
experience points.

As Akodo Kage walches them leave, he turns
to a sliding door and pulls it aside. The
ing in the darkness is a dark,
whom Kage calls, “Lady Bayushi” He puts the
package into her delicate fingers and she opens it
io reveal a intricately carved egg that glows with
a sindster green light

The action in a prologue or epilogue usually
takes place ouiside the players' perspective, so
while they may know all about the little girl, their
characters won't know a thing This technigue
requires a little bit of role-playing on the players'
part (they've gol to feign ignorance), but if you've
got @ group of players who are willing to play
along, these techniques can add a lot of drama 10
your game.

Tavallel Plotlmes

This technique is used when you want your
players 1o know something that’s going on in a
different part of Rokugan. Let vs say that our

murai are wandering around the Shadowlands,
trying to find an oni who stole the ancestral
sword of the Crab clan. As they search, an army
of goblins. oni and other nasty things is assault
ing the fortress of the Hida family. Here we have
a classic quest story along with a time lmit. They
have fo find the sword in time fo save the Hida

castle. But as they are searching the Shadowlindg
you show them a few minutes of the action bad
at Hida castle. You show them Kisada fighting o
the fields before the home of his ancestors. Hes
fighting bravely, but he must fall back or his army
will be overrun. The Shadowlands army marches
closer

The tone of the adventure speeds up as the
army is storming the walls. The characters have
found the oni's Tair, but its not there. Then ym
flash back to Kisada watching the south wil
blasted away with eldritch fire. He commands his
shugenja 1o return the valley as he Jooks o the
Shadowlands, wondering if the characters wil
return in time

Parallel plotines can be used (o add suspense,
intrigue and mystery 1o any story

Flashbacks

Flashbacks can be handled in many was
They can be in the head of a single character, the
collective memory of many characters, Ot may
even be storylines that occur in the past that have

cant influence on the story al hand

An Iindividual flashback occurs entirely [n fhe
mind of a single character. Between the action of
the present, the character in question recalls
events that have occurred in his past, possibly
inspired by the events of the present. Perhaps the
charsicter is witnessing a duel between two chas
ucters, one of whom is his young brother
Waitching his brother’s first duel brings back the
memaory of his own first duel, and you stop the
action of the present to bring him back (o the

past. This technique is used to show the truth of
the old cliché: “History repeats itseli”

A weird twist on both the paralie] plotiing and
the flashback is showing the characters a hit of

history as the current story progresses Fat
instance, if the samuraj are investigating a “hauak
ed castle’, you flash back 1o the past fo show the
players the tragic events that led up fo the fall of
the family that once inhabited the house The
flashbacks you show them give them clues o
solve the puzzles of the house. the history of the
ghasts they encounter and the dangers (o avoid
Once again, the players will have the knowledge,
but the characters will nol, adding another level of
tension to an already spooky situation




Envronment

If you are feeling really industrious, why not
go to a little extra trouble to make your players
really feel like they are in Rokugan. The kitchen
or living room or wherever you play L5R is going
to be familiar to them. If you remove the 20th
century trappings around them, you'd be amazed
how easy it is for all of you to slip right into char
acter.

LigHts

In the 20th century, we have invented many
clever gadgets to circumvent our preternatural
fear of the dark. We have light switches right next
lo the door to light an unfamiliar room, flash
lights and even night ligh

Rokugan does not have any such luxury, They
must face their fears in the dark. If your players
are up to it let them role-play for real. Turn down
the lights a little. If you can find them, light up
some fapanese lanterns. Or, if they step into the
Shadowlands, light up some candles. Take
the lights, and the 20th century seems very f
wway indeed

Sounp

There are a lot of sources of traditional
|apanese music, and most of them are very inex
pensive. You can find CDs in the larger music
stores for ten dollars or even less. Music for Noh
Theater is very appropriate, Its subdued and sub-
tle s0 it won't distract [rom your narrative, but it
also fills the quiel moments, providing great
atmosphere,

Foop

You can get cheap Japanese food anywhere.
Ten dollars worth feeds a whole lot of people
There are even home kits nowadays that are even
cheaper (bul require some exira preparation).
Nothing makes a gamer happier than munchies
al the game table. Most of the traditional
Japanese food was finger food (the [apanese used
chop-sticks, of course), and its much better for
you than potato chips

Props
Props add u tactile element o the gaming
experience, however, before we go any further, a
auple of wards about swords:
Never bring a real sword to the gaming table.
No amount of drama is worth getting hurt
Other props can provide a great deal of atmos-

Hom-bo-Roun-tt

phere. The Japanese often use fans to gesture, and
so should you. You can provide letters from the
character’s daimyos, maps of cities and castles,
and even a magical artifact or two.

Lwe Achon L3R

ion role-playing (LARP) is a new style
laying that has become popular in the
last few years. When engaged in a LARP event,
players leave their character sheets and dice
behind on the table, put on costumes and use
props and sets 10 make the session feel like an
improvisational acting/role-playing experience. It
involves less rules and more acting. and it is def
initely not for evervone. Often times, the GM will
set up a room lo resemble the scene from a room
and the players walk about, encountering NPCs
(played by assistant GMs) and engaging them as
if they were there own characters. The intent of
LARP is to make the atmosphere as real as pos
sible, 50 rules often go by the wayside
If you are interested in doing live action role-
playing. you should definitely check out L3R Live
which should be available sometime in the future
While LARP de-emphasizes rules, there are a two
specific rules that all players must universally
ohey.
RULE ONE: No Touching
No touching means just that: no shaking
hands, no tapping shoulders, absolutely no touch
ing.
RULE TWO: No Weapons
This really needs 1o be emphasized. Despite
the enthusiasm of the players to carry around
their beautiful katana they spent hundreds of dol
lars for, there should be no weaponry at all
involved in a game of L3R, LARP or otherwise
Combat should never be resolved in the LARP
environment. If combat ever ensues during a
LARP session, action should immediately return
to the tahle.

A QuEsTION OF
Dury

Challenge:

The samurai (best
il they are ronin) are
hired by a prestigious
daimyo 1o be body-
guards, They livein
the lap of laxury and
are treated we

Focus:

However, they
cannot help but
notice that their lord
is anything bul kind
to the peasagts who
serve him, He taxes
them too much and
doesn't report his
carnings to his own
daimyo. He be:
them when he
they get out of line
and takes his pick of
the girls when his
fancy strikes him.

Strikg:

The bodyguards
are approached by
an anonymous assas-
sin with 4 bag full of
lkolkw for cach of
them. All they-have
1o da is turn their
backs and keep their
mouths shut.

Whatido they da?




el # —

STOLEN
ANCESTRY

Challenge;

The ancestral
shrine of the samu-
s o has been
stolen. The samurai
areassigned 1o the
Lask of discovering
the identity to the
thiel.

Focus:

OF epurse, the
daimyo must remove
the shame of losing
his aneestor’s shrine,
and vows to commit
seppuku.

rike:
The shrine could
have been stolen by
anyone, but as it
turns out, it has been
stolen by the
daimyo's wife. She
seeks revenge against
her hushand hecause
ofhis public love for
a geisha,
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This section details the most praminent NPCs

in an by llowing th
is listed with Traits,
. elc. along with role-plaving

tion of ronin. Each charact
Skills, Advantag;
tips

Crab

Hipa Kisapa
Known as “The G Bear” of the Crab Clan,
is an old man, far passed t
r samural. He is, how

tantly tested against the raids of creatures
from the Shadowlan

Kisada recognizes the
sit on the Emerald Thron
Rokugan needs
on the Throne

1peror 1o

0 believ
Md Man

as he calls him, needs to recog

nize this n think of no one bet
ter suited to lead than the Crab Clan. He knows
the raids from the Shadowlands have
recently in intensity and frequency. |

grown
'S it

lands once and for all. A thousa

living in the shadow
Kisada has two sons: Yaka

wile grew deathly ill after the birth of t

ond and has never re

Image:
with a deep g
fi
Shadowla
ors of his clan and almo:
weapon (nol including his d
Role-pla
and subdued and fi
maoves unless it s n
is a flurry of motion
Hipa Yakamo
Yakamo is the

the most li
Yakamo 1o the Greal Bear in his

1 as he can, |
the Shadowlands 1o ar
before they A
very capa
from an op

Image: It
nearly a mirn
actions, demea

ush - raiding
rike. He @

le duelist, never refusing a cb

e 1o

akamo says w
and lives by his word. He makes wide

10 and Sukune.

helr

Is quiel




hy he should be. He protects the Empire, and
they owe him respect for thal,

Crane

Don HoTturi

The newly married Dofi Hoturl has found
himsell thrown into a position of responsil
His father's receni ascension to
Champion is has put him - unoffic

the: h lan earlier than he would h
hoped, but the guidance of Toshimoko, his sensei
and gohei, has proven to be invaluable. He is a
master diplomat and one of the most skilled
swardsmen in the Empire. He had a reputa

a ladies' man before h rriage, and there is

will da his reputa
Image: Hoturi is tall and slender. His face is
ale. His hair is dyed
ted by his black eyes. He i
noving with graceful ease and
poise
Role-playing Hoturi: Growing up the student
se¢ below) has taught
uri many things. He is quick to laugh and
show emotion in private, but in public, he is cool,
calm and controlled. Some day, he will be the
Champion of th
tain a constant air of dignity \
1 quile for Hoturi who is used to
g oul to geisha houses with his gohei
himoko, and he is obviously not quite com-
fortable with his new “unc station
Kakita TosHimoxo
The e" Kakita Toshimoko is the
il of the Toshimoko laijutsu school,
Joji Hoturd son of the Champlon of

the Crane Clan. In his earier days, he was the
archetypical young. hot-blooded samuoral. He chal
lenged as many swordsmen as he could, loved as
many wamen as he vould and proved his coura;
time and time again as yojimbo (hodyguard) to
his master. Hotur’s father Satsume. His most
famous exploits involved his affair with a young
woman and a father who did not appr
shimoke to a duel Toshimoko was for

kill the lord and the lord's daughter was obl

to seek revenge for her father's death. She disap-
peared for many 5, appeared as a fully
trained s challenged Toshimoko to

y ate
Doji Hoturf’s sensei. He taught the y
everything he knew about the duel,
much of himself in the young samurai When
Hoturi gained control of the Crane C
o was placed in the position of high

Image: Toshimoko is of average height and
build. Although age has crept up on him slowly,
it shows no sign of slowing him down. His long,
white hair is thinning at his pate and his cold

are beginning to show gray

Role-playing Toshimoko: Smile Laugh

shimoko is an old man who has learned 1o

drink de
He knows
womar, the sweel nectar of

a windy hilliop.

ly from the cup li
how 1o appreciate

has offered him.
beauly of
ke and the perfum
indulgence in pl

The CopE OF ‘
Buswipo ‘ |

Challenge:
The samurai

ENCOUNLEr i young |
sumurai weeping | “
over the corpsepf his |

sensei. He i wound- | ‘
ed, but he refuses ! |
medical aid. He ! 1

introduces himself as
Jimoja, the son of a [ i
peasant who saved
the life of & samurai.

In return for the ae1, |
the samurai took the |
peasant’s youngest

son (Jimojo) @8 his |
apprentice 3
Focu:
That was seven
vears ago, and now,
on the anniversary of
apprenticeship, 1
he has failed to pro- |
tect his sensei froma | |
group of bandits. He | |
begs the samurai for |
help, and if they '
refuse, then he will 1 i

avenge his sensei's
life on his own.

Sirike:

The bandits are
well-cquipped and
their sitack wasnol
a random one. The
sensei is an
enemy of a puthless
daimyo, perhaps
from the'same Clan

|

|

|

\

\

\
asithe samurai .., L




Usume
As u lone samurai
walks down o dark,
ely ¥oad, he meets
with a woman
dressed in white, her
wild haic-whipping in
an tnvisible wind
Sheis obviously a
ghostiand she is
weeping. She hegs
the samurai to hold
her child. “Itjs freez-
ing to déath. Please,
hold my ehild,” she

says
If he accepts the
ghost baby, he must
mithe three sucees-
sive Steength Tesis

{ TNs 10, 15
and 20. I he suc-
ceeds, he finds him-
selfl with a newborn
child in his hands,
three XPs to put
toward Strength and
3 Honor Points.

If he fails, or

refuses 1o hold the
child, she screams as
blood sprays from
the darkest palches

leaves him with pale
skin and white hair
forithe rest of his
days.

76 g 4
2.1

becomes the perfect swordsman
emanates from him. He is an ice o
e takes a life,

) emotion

he shows o

it could be seen a

s a quiet prayer over the

ies of those he has defeated before his smile
returns and his laughter finds hi

Dragon

ToGAasH YOKUNI
The only thing that

of Togashi

man. No one h

plete sentences or phrases. They always get a chill
when they bring lht‘ memory to mind.

2 er been seen without
his hetmet. He only aup ars at times that are con
venient (o him, spending the rest of his time in
solation. His armor and daisho &
ing the al have passed sinc
Togashi wore them a thousand year:

MirumoTo Hirom
Mirumoto Hitomi is the golden je
Dragon Clan. Her skill and preci
provén superior 1o all the other bushi
Togashi schoal - are matched only
At her gempukku ceremony,
bestowed upon her Dragon Clans ancestral
katana, a sword that had been wielded by her
brother hefote his death at the hands of Hida
ar
Image: Hitomi is slender, yet muscular. Her
speed and strength are an incredible balance of
finesse and style. Upon hearing of her brother’s
th, she shaved her head and buried the dis-
carded locks with him at his funeral.

L show-
the first

uni himself

he carries

foe. Hitomi does not wear
When she is not in her arme

her breath,
i with
[l gestures th prowls
when

hmllmh death. Anvthing else that humml» her
attention is in her way. The hesi ion o any
problem (as far as Hitomi is concerned) is to cul
it down. Her skill swordplay ma many
problems easily solvable this way

Lion

Akopo ToTuRI
Without a doubt, the most honored general in
the Empire is Ak Toturd, the Champion of the
Clan. The blood of one thousand s of
stors runs through his veins. He &
proud of his position as the

While he has been abl
Inun. b




doji Netsu, seized Lion lands to the north
river road which had be

o5 the Emerald Champion, then cons:
gains politically in the Imperial Court. Out of
fr the ror and his childhood friend
et responded with force, but
| pressure from the Matsu family may
force his hand soon.
Image: above height. wide
in modest
statior, Hi
wls over the
language is min
iercing and dark
i: Speak quietly

shouldered and handsome, He dr

certain th:
re you make
ful and concerned about issues of e
est detail. When asked why, answer “Il one arrow
ike down o g  then one arrow can
1 an army’

fion, her ability to ¢
destray her foe. She resents Toturi's position a
the head of the Clan, and knows that it will be
only & matter of time before her family is recog
aized for its complete and utter devotion to the
Emperor.

Image: Because Tsuko is nol the perfect pic
ture of womanhaod - del and petite - she is
ofien considered to be ool as attractive as she

1 hair is worn long. and her s|

th tan. She spe
has been trained in since s
und moves with quiet mena

in a low voioe

a5 \Who. In Rekugan .

Role-plaving Tsuko: Tsuko is quick to anger
and slow to forgive, Bushido consumes her life,
and she is quick 1o point out the faults of thase
under her command. S also quick to reward
the virtuous, however. She is never seen in femi
ni thing and cor s amorous offers an
insult (lo her vow of ce ) thal must be guick-
ly expunged

hoemx

SHisa UnmiTsu
The Phoenlx Clan Champion is a qui
thoughtful man. He is aslo a bushi in a Clan most

noted for its shugenfa. He is quick to admit th
he does not understand the Tao of Shinsei as do
the shugenja of his Clan, but he is the d dani
of the original Shiba and the shugenja of the
awa family treat him as such out of respect for
the celestial order. He is the final authority in
matte n safety and political
e ¢ his anthority ends
kens in the middle of the
night from terrifying dreams. These dreams often
prophesy about the future or s from
All the Champians of the Phoenix C}
have shared these dreams. Their source is
unknown.
Ujimitsu is of age height and
der build. His eyes are dark and
llows the example of Shinsei by
g the pate of his head and curling the rest
of his hair into a queue at the top.
Role-playing Ujimitsu: He is quick to smile
d sometimes even laugh. but there is always a
haunted look to his features, as if his mind is not
always on the task at hand, but on some darker
matter.




the Elemental Masters of the
¢ in the proy

ings, but an Adept's voice has be

itself heard, and it is the voice of lsawa Tadaka

He was the most promising student of the Isawa

School and h ptional insight into the
of the

dedicated his i
ut that dark land?

er understanding of that land, so he n
ib

d shugenja ags
is bigger than the aver
nja. His understanding of the element
made him as large as (and in some
n| many bushi He is inquis
and humble, eager to share hi wledge and
add the know of uﬂl s 1o his own, Mention
of the thdu\&l.mds T
in him. His
tension that is not present at
Role-playing Tadaka:
vith the Shadowlands. Any mention of the dark
id will awaken his fons. Move deliberate
¢ and slowly, making certain that everything
do conserves
command, Show respect .annl mmr- sy for all, but
when agres and goblins enter info the equatian,
show nothing but scorn, contempt and violence

Scorpon

BavusHi Sm:nu

arch an army

and Bayushi Shoju

the master of his clan. Akodo Toturi may be the
maste e battlefield, but Shoju knows some
tricks that could turn the €
No man has ever seen his lace, nor has he ev
wearing Ihe same mask twice, He is a
cunning and apponent in all aspects. Even
though fed ghout the Empire,
ne-one show disrespect to the Scorpion
r fear of retribution. Not from his
biade, but fro K that will
always be nolic
Image: Shoju is a dash
tradition of his clan, b
k
exquisite and slightly

¢ Lion's hair white

ore findivect att
1 u little too late.
g man, bul, with the

yourself fri
Answer crypticall
ything you say could have many me:
Move slowly and deliberately with a smile
ing on your lips. You
Make sure they know thal w

language and eyes.

BarusHi KACHIKO

In the Emperor's Court, no intri
the attention of Ba i

ars everything that «
highes mpire. and every secret
passed through every possips |
makes its way to her ear. It is ru
enough evidenc mail every family in the
Empire. Wh

{

curs. Her spies are the

willing to 1e

always dressed in (he finest
silks. The thin ve is a mask in

name only. Her kimono are

oss her e
s cul to hint at




sleek figure that moves under the sitken
ich like her hus
question  with

g Kachiko:
band, Kachiko answers every
another question or a eryptic answer thal could
be taken in ¥ 5. She is fond of Minting
with the Rokugani aversion of touching She
knows lier limits, however, and makes certain
that she can never b held accountable for any
of her actions. Kachiko (s @ tious and clever
woman who plays subtle games that toy with
people’s comlort zones

[Imecorn

| Sinio YokaTsy
Knawn to his Clan as “Ma
Winds,” Yokatsu Is a gray haired wild eyed man
who was born in Rokugan, but whose soul cries

of the Four

s of his ancestors
nds, but gnizes
Is more com
wi two feel
wing old, but has been
s for .|..=|L time. His black hair is

often I)-.Ip.u wh_n h. must stand still. He is not as
ns and he

asts off

i @ com-

ys looks
in his

kaisu alw
uncomlortable
omfortable kneeling, uncomiortable
with & tiny cup of tea in his wide, calloused
Imlu|~ He fidgets, mumbles and curses when he
muakes & mistake,

Omnakv Kamoxo

One division of the Unicorn cavalry are the

“Batt

is,” led by Otaku Kamoko. These

arle waiden charge into battle with o

1 the Unicorn w
at lie to the north and
Kamoko s the commander of
¢ mosl me of
them all. Her reckle ontrast
1o the cale ¢ Rokugani who rely on legy
and tactics rather than bloodlust
Image: Kamoko is a pretty girl, just on this
side of lovely. She refuses (o do anything about
her fmage and is walting for a suitor who can
keep up with her on horscback
Is a headstrong
wrong, but is will
ing to IMm {0 those she respects (not a large crowd)
She Is reluctant fo spes lers pnal, and
does dle fliftation well. She prefers suitors
who show their worth rather than talk about it

Ethers

Dairva

s whisper about the grungy ronin who

s the countryside, killing
i r he goes He




M«- meet him re
1 samural from one of the
One peasant reported that when asked about his
eye patch he rep) A Crane.’

Dairya is one of the most skilled kenjutsu and
Jaijutsu masters of Rokugan. Some samurai seek
him oul just to match their own skill against his

1 known to decline duels with
erior opponents.

Image: Dairya is a tall samurai, poorly dressed
and shabby. He smells as if he has not bathed in
months. Il he notices, he doesn't care (or believes
it distracts his opponents). He carrles an arsenal
of weapons, including katana, wakizashi, tetsubo,
and tanto, and rides the horse of the last man
whao challenged him to a duel

Ginawa
Another ronin who has gained s

fame in Rokugan is called Gi

tain who Ginawa

ificant

1a Lion or p
pays little ~ if any - att
He is a skilled swordsman, but maore

corpion. b
m to his appearance
nportanily,

there are any who do know the true identity
this samurai, they are either oo wise or fearful to
sy s0.

His desire to find and kill the assassin of his lord
is deep, as well as his hatred of liars and d
He has been known to fly into a bloodthirsty lun
1f e feels e is being deceived or lied to

Image: Ginawa’s face, arms and chest bear
many scars. The most significant is along hl\ bac
Shugenja - or those who have the Medicine Skill -
who a glance at this scar will recognize that it
has been healed with magic His clothes are near

tatters and he needs a shave and 4 hair cut. His eyes
are ever watchful, and his smile and vaice drip with
sarcasm

Roleplaying Ginawa: Be rude li
Scratch when you itch. Drink and eat (0
Laugh with your belly and then gel m:
you hear about Scorpians and assassins. Get quid
when others ask about your past. No one recog:
nizes you, even if they think they do

smarmy
EXCPSS

Nemiana—
Enchanted

All information the players know about magic
can be found in The Book of Air
ation found e relates 1o the

echanics that pertain to those objec

Nemivanar and Thew
I‘.ﬂ.ac'r on the Game

1 Vou ha group of four samurai and
all have magic items. that makes a magic item
rather mundane, doesn't it?

Depending on your own laste and style, y
will have (o determine how 1o handle ench
items. The more you add, the more fantastic your
game becomes, and consequently, the alis
tic. Magic makes characters much more powerful
than their NPC counterparts and takes away
of combat's gritty and lethal edge

er, if you add enly a few nemu
the players who don't b et
may begin to get green eyes.

nuranai should be rewards to players who




Nemivanar as
Chavacters

Treating an enchanted
entirely appropriate, Ei

e who
bene-
Those who treat the
ay discover abilities no one
knew it h

Famons Nemuvana

Some of the most famous memuranai can be
found bek [ course, we'll be listing more in
future supple hut leel free (o create your
own A Game Master's memrarapai should be
mique 1o his world
Sworps

Wi a blacksmith forges a sword, he
empowers it with his own soul, sometimes awak
ening the spirit within the steel Swords are cre-
ated from all Five Elements: Earth {the steel), Fire

er (that the red-hot ste ooled

. Air (used to fan the fire) and Void (from the

nith himself). This makes the sword the
perfect and honorable weapon

Enchanted swords have a long history in
Rokugan, Each of the Clan danmyo wields a
katana thit been passed down through the

mural who wielded the sword passed on a bit

of their own soul into the
flecting an  encha ord i game

mecha in be as simple as giving the sword a
bunus die ta the DR, An enchanted kata
be 4k2 or 3k3
on the enchantment. E
have benefits such
15 as Fire when siriking
kind of bonus an enchanted sword will give.

KencHi: THE BLOODSWORDS

that four of the:

h hungry i
i appears

although stories have said the steel of a blood
sword resonates with the hue of a crimson su
Itis also said that kenchi moan when they d

e e
Nageal Ttems «

T S

a katana of fine quality,

bload, that spectra een looming
over the wielder when he takes a life - reported
ly the souls the sword has

Kenchi are powerful weapons. but they also
bear a terrible hunger for blood. Samurai who
wield bloodswords at the
end of their tempe of the sword
could be passed on to the wielder

Whenever a kenchi takes a life, the power of
the weapon prows. The more that it kills. the
More pow and the more influence it
pains over its owner. A kenchi’s strength is mea
sured in power le
level 1, but if it
its current power level, it rises to the
level

For exampl nchi at power level 1 kills
one samural. Consequently, the bloodsword
now at power level 2. A power level 2 kenchi
must ta es in order to reach level 3, and
then it must kill 3 times in order t h level 4.

The power level of the sword has both an
advaniage ond a disadvaniage, Whenever the

der of a kenchi rolls damage, he may re-roll
any dice that roll lower than the level of the
word. On the flipside, whenever the wielder finds
himself in a stressful situation. he must make a
Willpower rall against the current level of the
kenchi x 5. If he fails, he draws the sword and
attacks and cannot sheathe the sword again until
he mak cessful Willpower roll

CRrys7aL KaTANAS (AND OTHER
WEAPONS)

For centuries, Crab shuge

Xt power

e1) EXPE
mwmmg with crystal weapons and their el

from lhv \hadm«-
said that erystal
ed by a shuge shine
tly when they are in the presenc
hadowlands creatures. It is also said this
hi causes them severe pain
The spirits sleeping in crystal react when in
the presen f the Shadowlands Taint. Th
tal begins to glow with a powerful white
The strength of the aura depends on the strength
of the spirtt within the crystal. Cry
strength rating from 1-5. The strength of the crys
fal determines the radius of the crystal's power,
which is one foot per point of strength. When
ne (or something) with

the Shadowlands Taint, both make a roll: the

. e o R

—



Your
GRANDFATHER'S
SworD

T Rokugan,a

samuraigarries his

grandfathers sword
and

walsizashi, That's

it. Nothing else.

Afterall, the souls

alyour aneesiors are

slecping within the

steel of the sword.
Do you wanito di

honar them by

ng another

weapan?

The Crab Clan are

the Crab recognize
that it is important to
honor the ancestral

but wh
buman oppo-
nend, they draw theic
diather's sword.

erystal against a TN of 15, and the creature
against the crystals strength rating x 5. If the
strength of the erystal is not enough to overcome
the Shadowlands Taint, the crystal has no effect
on the creature. If the strength of the crystal over-
comes the creature, however, it will keep the crea
ture out of the aura of th |

1§ erystal ever comes in contact with a creature
with the Shadowlands Taint, another contested
roll is macde. This time, il the erystal sueceeds, the
wielder of the crystal rolls a number of damage
dice against the creature equal to the strength of
the crystal. If the crystal fails, it does no damage
at all

ANCESTRAL SWORDS
The most famous swords in all of Rokugan are
the ancestral katana of the en Clans, The
might of these weapons is incredible. You will
learn of their power in [uture supplements detail
ing the Clans,
"BITTER" = A SWORD OF LEGEND
FORGED BY ToGasHI Nyoko
Togashi Nyoko, famed shugenfa and sword
smith, was said 1o have forged five swords which
she called the “Swords of Legend” Where she got
the steel for them is a matter of much speculation,
as is the final resting place of three of the five
swords. However, the katana named “Bitter” Is
still owned by the Dragon clan, though no ane
currently wields it. Although & powerful weapon
against iniquity, it is well known that those who
carry Bitter are subject to compulsions from the
swords angry spirit
This katana has a damage rating equal to 5
the Honor of its target. Thus, it has a DR of 5
gainst most Shadowlands creatures, a DR of 3
against the average Honor 2 samurai, bul would
do no damage against someone with Homor 3
However, when the bearer encounters ssmeone
with Honor 0 fand even most peasanis have
Honor 1), Bitter's owner must roll Willpower
against their awn Honor x 5, or feel compelled 1o
attack immediately. For example, a samurai with
Honor 4 and Willpower 3 who met an Honor 0
Crab clansman at an Imperial feast would have
roll 3 dice and beat a 20 to avoid attacking the
man on the spot - regardless of social conse-
quences,
rthermore, i Bitter's owner should ever
drop to Honor 0, he or she must immediately
make a Willpower roll against TN 30 If this roll

is failed, the owner will be subject to nightmares,
depression and (usually within th lays) and
inexorable: compulsion 1o commit suicide with
Bitter.

"HONORABLE" ~ A SWORD OF
LEGEND FORGED BY TOGASHI NyoKko

This wakizashi is the companion sword far the
katana named “Bitter” It was this sword that
Nyoko used to deliver a final hlow 10 H alden
when he mocked her for trving to be a shugenja
a samurai and a swordsmith all at once

It is well known that the blade lite
the soul of its halder
when the bearer's heart is |
if held by someone without honor

In several instances when Dray
were ordered {0 commil seppukil Y WERE
given this blade 1o complete the fask. 1t is well
known that Honorable gives a swift-edged suicide
o the virtuous, while present a dull and
painful edge to the shamed

The number of dice the wickder keeps when
ralling danage s equal o his Homor Rank
OTHER WEAPONS

Generally, other weapons are not prevalent
enough Lo “awaken,” but there are instances of
tetsubo memuranal, yari nemure ind ¢

samurai

lessen memuranal

Ether Ttems

Isawa GURAGU'S ORIGAMI CRANE
oF Goop FORTUNE

The legendary shugenja lsawa Guragy
this item as a gift to a Crane clan maiden with
whom he'd become smitten. Though s
him for a handsome Crab dan warrior [which led
to an unforeseen series of events ending with fiy

el
spurned

deaths of all three lovers, immortalized now ina
famous poem) the Crane clan kep! the gift, which
has brought good luck to anyone who carries it
(The central irony of the abovementioned poem.
", is that the unlucky ey
e would never have

if she'd only been carrying the Origami Crane
with hery

The b of the Origami Crane may reroll
iny 1s one per roll

THE RinG oF NiGHT

The ninja of myth are reputed 1o have




created ring that allows its bearer to change into a
living shaclow. The storfies tell that this living shad
ow can slip through the thinoest crack, or pour
down & wall like sinoke, all the while insubstan
fial - unable to strike or be struck with any
weapan, even magic weapons. However, this living
shadow often finds the world of shadows confus
Ing and disorienting - it s easier [or one wearing
the ring to see the shadows of the living than their
own bodies. There are no odors, sounds are muf
fled {and the shadow ninja ks, of course, perfectly
silent himsell) and travel is only pos:
surfaces - no leaping or jumping is possible.
Despite these deficiencies, the Ring of Night is
a powerful tool for spying and even for assassi
nation ~ though. the second can be quite praby
lematical, because no clothing or objects (other
than the ring itself) can be changed into shadow
Furthermore, the man who would change himself
must first be completely drenched in blood. (The
stories differ on one point: some claim it must be
human bleod. others say any blood will do.j Every
transformation requires a fresh immersion, so an
assassin who would use the ring to both get in
and out of his target's presence would have 1
find @ weapon on site, and then coat himsell with
blood again before changing into a shadow and
fleeing,
THE SHARING RINGS OF SosHi Jiro
This pair of powerful rings is also very dan
gerous. Whoever accepts one of these rings Is
bound 1o it, and to the owner of the other ring,
until death. The ring can be taken from the hand,
thrown away, even buried - but the next time the
ring bearer wakes up, the ring will be somewhere
on his body. (Usually a finger, but one Lion samu:
rai who went mad from the ring and cut off all
his- fingers and

e fcross

oes found himself waking with
in his mouth,)
hinds itsell 1o its owner, but the

rings will not both bind to a single owner for rea
soms that will hecome nbvinus; the two rings form
@ resomance between the two owners. Il one ring
owner looks through the ring with her right
she will see what the other ring vwner sees
through his right eye. I she puts the ring by her
ear, she will hear what he hears, If 5]
her right or left hand and copcentr
will go through the same motions as the hand of
the other wrarer

This communication

both ways, of
course, which is why the Scorpion clan are care

goes

ful, when they give one ring away. to not inform
the reciptent of the ring’s true nature.

An unavoidable side effect of the rings are that
the two wearers become close and closer psychi
cally, until they share dreams. (The Lion samurai
who went mad began to suspect there was some.
thing strange about the ring when his dreams
were populated with strange Scorpion women
and men that he fell were his relatives)

The danger of the rings is that if both wearers
know of their properties, il becomes possible that
hoth will try to look through the other’s eye at the
same time, or both will try to hear through the
same car. When this happens, their two minds
and souls are flung together in a terrible confu
sion that leaves both forever insane.

It has also been documented that if one of the
ring-holders kills the other, the shock of release
can be deadly 1o the slayer as well

THE Bonsal PINE OF Juch Ramatsy

Bonsai, the art of growing miniature trees, was
cultivated first by the Crane clan, but was much
admired by the Unicorn clan during their long
journey outside Rokugan's borders. One of their
cleverest shugenja painstakingly spent forty
raising 4 pine tree in a thimble - though by now
it appears 1o have the dimensions and form of a
massive, elder tree, it is still the size of a delicate
waoman’s smallest finger

What s remarkable about luchi
Ramatsi's bonsai pine is that the spirit of the tree
can bring human people down to fts own size. All
that is required is a somber contemplation of the
tree, accompanied by the ardent wish to be with
it. The looker suddenly find him- or hersell
standing on rough soil next to a giant pine tree
while all around, grotesquely huge giants obscrve
the tree as well One must only hid the (ree
farewell to return 1o normal size.

A the battle of Malka Oasis, the Unicorn
shrank an entire unil of mercenaries and hid
them within the tiny free. When their enemies
though they had the Unicorn surrounded with
superior numbers, the mercenaries suddenly
nppeared.

In another instance, the tree was essential in
providing provisions during a lengthy journey: it
was simple for all who were traveling to fake
turns shrinking down into the thimble, which was
leaned against a single fig. In time, the whole car
avan could be fed from a single piece of fruit

more
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THE MirrOR OF DUELING SOULS
An item of ancient and unknown origin, thi

mirror is flat and round, set in & carved wooden

frame. The ting surface has a strange.

hostile indi

.nh other’s reflections within it.

The two |mmv:luul\ begin a duel, not of body,
but of soul

Few who have used the mirror are cager to
describe what occurred during the duel; it is only
known that many who engage in such duels
undergo remarkable personality changes Asako

said that the duel of souls lakes place in
our deepest memories ~ those events that make

i who you are. She b
her duel, but said there was really o
sure; since the winner could contral the re
tions of the loser, there's no way she could be sure
that the other duelist (Shosuro Akihiko) had not
simply made her bel she had won.

First, the duelists make a contested Willpower
roll. The loser must describe a critical situation in
the acter’s life. Then the memory is
with the “host” of that recollection taking on the
role of himself in that situation, while the “visitor”

omeone else in the event The
ent out. The visitor is trying to
make the event come out differently, in some way
that will be psychically traumatic to the host.
while the host either fries to remain unchan,
or tries to change the situation lo come out bette:

The GM can assign free raises to duelists whe

p \||.|thuE.nh. damaging tum w
Msm ||0lh h‘ e played the scene oul (in cases of

al combat rules -
f Agility, and
s match
5 sion of events -
iginal or a modified
mind. Resolve this as a conteste
gence roll.
Once that memory has b
nged or improved, the scene shifts to the
s memory: the visitor is now the host for
another attempted “edit’
al memary from each duelist is visit
ed. A third round ¢ ts of their first memories
of each other, with each playing the role of him
or hes

The key to winning in the mirror is to keep

your own key memory the same, while changing

the memory of your opponet

appears beneficial, il ultimately

are - and reveals r it weakes

third match is a littl

reme it as it plays out in the miror,

it happened in real life. This can be essentis

to kil the other in th
world combat: the lo s the

third match.)

Whoever won the most matches can partially
change the loser's personality
changes s up to individual GM
ning” the third match is highly subjecti
sible for a duel in the mirror 1o be a tie in W
both participants remaln unchan
each modifies the other.

Finally, it is up to the GM if the players retain
control of d ers who have lost mir

id been “modified” 11 the GM decid
who lose become NPCs, this should
abundar lear to the players before
whether to duel or not

Good examples

+ Being insulted and d
parent.

time o hear a last p
2 long-sought expres
« When yoo almosL but nol guite.
sister from drowning
« When you ran away from a duel in fear

= Your father's hervic sacrifice - facing o
death at the hands of a hungry i
and your siblings a d

Rokugan's ("ﬂmd'n

There are six hours in the Rokugan
hours in the Rokugan night. Th
hours are Hare (5 AM - 7 AMJ, Dra
1 AM). Horse (11 AM
Ky 3

PM). The six night hours a
PM). Dog (7 PM -9 PM), Boar (9 PM - 11 PV
(11 PM - 1AM, Ox (1 AM <3 AM) and T

calendar”




employs twelve months. Odd months have 29 days
and even months have 30 days. The full moon
arrives on the fifteenth of every month which divides
the month into two “Seasons” The new moon arrives
at the end of the month on the last day. The months
are: Rat, Ox, Tiger, Rabbit, Dragon, Snake, Horse,
Sheep, Monkey. Roaster, Dog and Pig.

The Rokugani use two calendars and two clocks;
the one described here is used by the peasants. s
based on the old religion, and uses animals for iis
noemenclature, The one you'll see in the adventure s
used by the samurai caste, and uses the kami.

The method by which enlightened rulers and
sagacians generals moved and conguered others

was with advanced knowledge

Adtanced knowledge cannot be gained from
ghosis and spirits, inferred by phenomena, or pro
Jected by the measures of Heaven, bui must be
gained front men

- Sun Tzu, The Art of War

One of the most fascinating and enigmatic
aspects of Rokugan culture (s the ninja. They are
Rokugan’s foremost experts on espionage and
deception, two elements of battle that every gen
eral must know and employ in order to achieve
victory. No daimyo would ever admit to employ-
ing ninja, but it s wlmost certain that every
daiprya has - at the very least - considered using
their unique talents,

The ninja of Rokugan have a very distinet histo-
ry, beginning one thousand years apo with a con
versation between Hantel and his brother Bayushi
Since then, the “ninja clan” has grown from its hum
ble beginnings. While they still maintain strong con
tacts with their Scorpion cousins, they have become
a force of their own in the Emerald Empire.

A Warmng fo Game
Masters

Before you read through this information, we
should tell you the one thing it does not contain
information on player characier ninja

We recommend against players taking the role
of ninja. Ninja are the most mysterious individu-
als in Rokugan. Even the Scorpion Clan doesnt
know all their secreis. Allowing players 1o take
the roles of ninja lifts their highly protected veil
of mystique.

A future supplement, The Way of Shadow
will provide you with even more information on
Rokugan’s ninja. along with rules for playing a
“ninja campaign”™

A Warnmng to
Players

All information in the Book of Void is intend
ed for the GM, especially the following informa
tion. Continued reading will spoil all the surpris
es that await you when - and if -
the enigmatic ninja of Rokugan.

Beqmmmngs

AlLit took was a handful of gold, a willing ser
vant and the command: “Watch” That is how the
ninja cult began in Rokugan. The Scorpion Clan
would approach the servant of anather Clan, put
gold in their hands and tell them to watch, listen
and remember.

The seeds had been planted. and the branches
of the Scorpion information network began to
grow. Once a servant learned how to watch and
listen, they began to learn how 1o move through
the house at night without being detected. Once
they learned how to move, they began to les
how to climb, The Scorpion spies became quite
industrious @nd inventive. They began paying
geisha and actors to teach them acting and ma
up techniques in order to give them the “invisi
bility” they would need A proverh quickly
became popular amongst the spy network: “The
hest place to hide is in plain sight”

After decades of practice and experimentation,
the Scorpion spy network was one of the most
powerful organizations in Rokugan, While it

vou encounter

HanTer's
ComMAaND

The history of
Rokugan's ninja
begins, oddly
enough, with a com-
mand from Hantei 1,
Aller Fu Teng's
defeat, the Emperog,
knew hedwauld néed
a system of gathering
information from the
alher elans to ensurg
his dynasiy's tenure
o the Emeraldh
Throng. But whom
could he trustp-cie-
ale and developSuch
an order?

Alter careful con-
sideration, Hantei
turned 1o his brother
Bayushi. Out of all of
his brothers and si;
ters, only Bayvushi
had the talents to
accomplish what
Hantel needed.
Hantei told
brother of his plag
and 1old him who he
wished to organize
the order of spies,
but also informed hig
brother that4f he
betrifed-his trust, he
would make certain
that his dynasty
would be erased
from the Enpire.
Bayushificeepled.
and thé Empero
spywetwerk was
b,




cans 1o
antei X) was concerned by the rumors. He
ed Bays the daimyo of the Cl.
rding the ac
king excuses, Hajioki declare
tle the organizatic

swift dec
im. He order

who disobeyed the or
v pion spies re
by the Eme

oW

AAD)
b3

vesliga
The Fimpire
dership

The Bith of the
Ninja

In fact. the actions of the Emeral




The Scorpion Clan could no longer officially
acknowledge the network of spies, but decades of
missions made the structure nearly seli-suffictent.
They no longer needed the resources of the
Seerpion Clan 1o continue. While the Scorpion
Clan still maintained connections 1o the network
fmany of them were family, after all) it had
becomne its own cntity. Many of the spies were
Scorplons, but now that they were independent
they began 1o draw talent from all across the
Empire

After they had recovered from their losses, the
nietwork decided upon one solid course of action:
tevenge for thelr fallen lord, Aramoro. His sacri
fice convinced the rest of the Empire that they
were o longer a force lo be feared in Rokugan.
Their next action would prove the Empire wrong.

One year to the date after the death of Bayushi

Aramaro, the Emerald Champion was found dead
i his home, His head and hands were missing:
the traditional punishment for those who are
found guilty of practicing Wladk magic. From that
day forward, the network was known as the ninja.

The Tamles of
Shadow

Shadow has no substance. It is liguid darkness,
spilling across a room and retreating from the
light as the tide washes ashore and then pulls
back 1o the ocean

The ninja are shadows. A ninja no thue
identity, only pseudonyms. A ninja is able ta sh
from persang to persona with ease. As quickly as
a ninja changes clothes, he can change identities.
Sids the way @ 1, the Way of Shadow.

After ane thousand years, the ninja are now,
more than ever, their own distinet Clan. They do
not bring members of the Great Clans into their
ranks, but they b been known to recruit from
the ranks of the peasant class. Moving from peas
ant to ninja can certainly be viewed as a step up
in Rokugan's social ndder, bul moving from

i samurai 10 ninja... well. that’s a different story.

‘There are many ninja families in Rokugan, but
three are the most prominent. At the lorefront is
the Bayushi family. While they share a family
fiame with the chief family of the Scorpion C
they are no Jonger directly related. Tt is rumored
that the Bayushi ninja take children of the
Scorpion Bayushi for training, but 1 this does

oeeur, it is a very rare evenl

The second family is the Goja family. The sor
cerous research of this family created the Tumors
of black magic amongst the Clans. If the Goju are
not practitioners of black magic, then they are
iruly masters of illusion

The Ninube family are masters of disguise and
imfiltzation. When the storytellers of Rokugan tell
their tales of a ninja entering a town and imper
sonating twenty people in one night, they are
more than lkely telling the tale of a Ninube

The Tramng of a
Nina

Ninja are trained in many different skills,
some of which are unique to the ninja school A
fully trained ninja must know sleight of hand, dis

guise, mimicry, impersonation, lock picking.

stealth, sublerfuge, demolitions, poisons, climb-
ing. falling and tumbling in addition 1o a wide
variety of buget skills. In short, a ninja spends his
entire life learning the career of his parents.

A single ninja character is trained 1o be able to
distract, confuse and befuddle an entire party of
player characters in order to make his escape. He
Is trained in the ans of esplenage, disguise, sabo:
tage and assassination. He s not the super mar
tial artist depicted in modern films. He doesn't
have time 1o learn the fine aris of kenjutsu or
kyujutsu; he is too busy learning other skills

As a ninja develops his mundane skills (climb
ing, impersonation, elc), he is readying his mind
for the advanced skills he will learn later. Some
whisper that these mundane skills prepare the
ninja’s mind for accepting the dark energies gen
erated by black magic while others say the ninja
drink Oni blood 1o gain shapeshifting abilities.
The truth may never be known, and may also be
irrelevant. However the ninja gain their skills.
they are still ane of the most dangeraus forees in
the Empire

The N Chavacter

Listed below are the Skills available to minja
characters, presented in the same formal as char
acters from one of the Great Clans. While this
could be used 1o allow players 10 create ninja
characters, we musi stress again that allowing a

THE Way OF
SHaDOW,

While we may dis-
courage players from’
taking themoles of
minja, it i§ because
ninja characters are
skilled wnd resovmee-
ful= much maore
powerful than samus
i
Allowing one player
to play a'ni
‘ause strifg among
the other plavers,

The Wy of
Shadow, 4 source-
ool devoted entire
T 10 the ninja-fami-
lies of Rokilgan, wilk
tell § eryihing
you need to know
about the warriors of
shadow. Information
on the skills and
tools of the ninja will
be included as well
as information their
unique “shadow
magic” called shing-
bi. Game Masters
will alsa find useful
tips on how Lo run a
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THE Ninja

MysTiauE
Perhaps the most
diffignlt aspect.of
running LSR RPGis
convincing the plays
ers-that their charac-
ters don't believe
ninja exist.
Many of the Clans
Delieve thut nimjs are
the boogeymen of
Rokugan. They are
the produgts of pe
anl stories and para-
noid (or inconipe-
tent) magistrates.
Adter all, how diffi-
cult 14t for a group
of peasants to
ambush a samurai,
knock him uncon-
scious, throw a cou-
ple of shuriken into
his back and cry
VINJA"?
While we have
included rules lor
ninja here, itis
important for you,
the GM/ 1o decide the
redl truth about
ninja. Do they exist?
Are their powers
mystical or mun-
dang? Are the leg-
ends0f ninji families
just a ruse for some
other ennspiratorial
group?

player to take the role of a ninja is unbalanced at
best.
THE FAMILIES
Bayushi: The Bayushi family of the ninjo clan
are th organizers and administrators. Thy
are the oldest ly and maintain their old con
tacts with the Great Clans. Benefit: +1 Reflexes.
Goju ju family are the shugenja of the
ninja clan. However, the magic they practice is
very different from the magic of the Great

Clans.
It involves
rites and practices
that have been forbidden
by the Emperor for a thousa
vears, Benefit: +1 Intelligence
Ninube: The Ninube family have perfect
ed infiltration 1o a fine art. The Ninube are not
ised with a single identity, but several. Ben
+1 Awaren

The Schools

BavusHi Nina SciooL Rank |
Requirements: None

q ‘\mlballu‘l—\llma‘
Sleight of Hand, Stealth, plus any

Defense Explosives,

unusual movements (and using \h\ ninja-to as
dq-hnsiw\ an), rhrmma is y difficult tar-
may, during the de

de o use Distraction instead of on
meuwr-.. By using Distraction, the
ses the TN to hit him by either 10 or 20
flexes x 5 + 10 or 20). However, any actions he
b5 10 lake also have their TNs raised by 10

: trained in Ac

skill is know
and {of course), ninja

hy geisha, actors
alties: Disgui

: The ninja version of dis s
ed than the skill allowed to

ayer characters. Every Rank of Disguise gives
the ninfa an entirely ni (o adopl.
Explosives: This skill represents the ninj
experience with the small n'\pl‘
, smoke bom|

W pers

m <|\..\mlu ninfi lo
and  tricks

(shinobi) is vastly superior to the St
availuble to player characters
pws the ninja w “hide in plain s
r a Ninja using Shinobi, it
n Contested Roll using
Perception vs. the ninjas

Willpower
+ Shinobi

Ninjutsu

Ninjutsu is &

ad term that includes all of

h piece of
equipment (about 14 different skills), w
Ninjutsit a single skill, allowing ninja
ize in their favorite weapons, List
typical items that be found in a
toire. Game masters should not uum-ht

equipment and a weapan.
kaginawa: The pling hook
kusari-fundo: A chain with weights on each end
kusari The sickle and ¢
A hook weapon with & rope
nsnare attackers
ninja equivalent of the Katana
the ninja-to is a sword of poor quality, It &
not meant to be used practical weapon (it
would shatier if it was used against a katana of
any degree of guality) but a tool for carr
smaller weapans and equipment
shinobi-zue: hidden weapons
shuko: climbing ¢




¥ litle sticks held in the hand for
punching vital arcas

Three Ninja

Listed below are three ninja NPCs, one from
each of the familjes

BavusHi ARAMORO, "THE WHISPER
OF STEEL"

EarTH 3
Willpawer 4

WATER 2
Perception 2

FIre 3

Reflexes 5

Honor: 1 (7)

Skills: 3 Acrabatics, | Acting, 2 Defense, |
Disguise 1 Explosives, 3 Poison, 3 Sleight of
Hand, 4 Shinabi, 4 Kenjutsu

Ads & Disads: Quick, Danger Sense, Perfect
Balance, Dark Secret (in love with brother's wife)

Notes: Bayushi Aramoro takes his name from
the Aramoro of legend. He is a ninja of high
regard and the brother of the Seorpion Clan
daimyo, Shoju. Al just over six feet tall, he is very
large for a Rokugani

It has been a long standing tradition of the
Bayushi family to give their second-born son to
the ninfa Bayushi. At his gempukku ceremony, he
was given the choice of which family to serve. He
took one look at the young wile of his brother
and kpew that he must pul as much distance
between himself and Kachiko as he could

He is now the master of security in the
Seorpion stronghold with twenty ninja under his
command,

Gow EpepEl, “THE THiEr OF EYES”

EARTH 2
Warer 2
FiRe 3
AR 3

Honor: () (3]

Skills: | Acrobatics, | Acting, 2 Defense, |
Disguise, | Explosives, 2 Poison, 3 Sleight of
Hand, 4 Shinobi

Spells Known: Secrets on the Wind, Know the

Shadows, Way of Deception, and several others

Ads and Disads: Benten’s Curse, Reputation
(The Thief of Eyes)

Notes: Looking at Ededei is not pleasant. Goju
Ededei is a small, wiry man. His blotted skin and
coarse hair make him stand out in a crowd. His
voice is slight and high pitched and his right eye
is a hit cloudy. Ededel has overcome his physical
appearance and has become one of the most dan
gerous shugenja/ninja in Rokugan

Ededei has a bit of a reputation in Rokugan,
even though no-one can really associate him with
it. Whenever Ededei makes a kill, he collects one
of the eyes of his victim. He has quite a collection
and keeps them in a magical container that keeps
them frozen

Nmwuse HIRARIKO, "THE SILKEN
SHapow”

EARTH 2
WaTER 2

Perception 3
Fire 2

Agility 3
A 3

Awareness 4

Honor: 0 (1)

Skills: 4 Acting, 3 Defense, 4 Disguise, 3
Explosives, 3 Poison, 4 Shinobi, 2 Ninjutsu (2
Ninja-to)

Ads and Disads: Benten's Blessing, Quick

Notes: Hirariko is an expert infiltrator. She
has four different personac, allowing her to gain
information from all across the Empire. She is a
Lion courtesan, a Crane diplomal, o peasant ser
vant to Isawa Uona and (her test achieve
ment) the Crane daimyo's favorite geisha

THe Korar

Players of the
Legend of theFive
Rings CCG will rec-
ognize that name,
but the question
remains .. who are
the Kolat?

All we.gan say
here is that eer the
next Or $0, Vol
will leam their
soe secret at
You will gi ‘
thieir origins with'the
Yasuki family in The
Way of the Qeal, ind
vou will meetthe
Kolat Muster himseli
in The Way of the

But beware! The
er you get to
uncovering the secred

of the Kolat, the
more dangerous the
truth becomes.

t




Fu LENG AND
THE
SHADOWLANDS
TaINT

The vast waste-
land known to the
Rokugand as “The

Shadowlands’
where Fitleng land-
ed aiter his fall from

the heavens. Il s a
source of complete
ystery: fiot even the
s

Ior the deepest and
darkest sections.

Almost all of the
creaturés of Rokugan
{the v
‘evil ones) originate
from the
Shadowlands and

vil aura of this
fand.

In the Game

Master's Pack,
be fully discussing
theShadowlands
tgifit as welbas its
elfects on those who
Tall under its influ-
ence.

'(freatnl*es
f
Rokugan

Most of the monsters have no Traits listed
Many of these monsters are only going to be
sword and spell i for the PCs, so they should
't need that level of detail. If a monster hecomes
an imporiant NPC, you will certainly want o
develop it more fully with Skills and Traits: This
is certainly not an allinclusive list of the crea
tures that are inhabiting Rokugan during the clan
wars. but it should help get you started

Sypecal Abilites

Many creatures will have special abilities
unique 1o their species, However, some are com:
mon amongst many of Rokugan's bestiary. They
are explained fully below.

Fear

When characters encounter a creature with

r. all who view the creature must make a
Willpower roll against the the creature’s Fear
Rating x 5. These wha fail cannot use Void Points
while combating the creature and also musi drop
dice lower than the Fear Rating while taking
actions against the creature

MuULTIPLE ATTACKS

Some creatures may attack more than once
per round A creature which has the Multiple
Attacks ability will ¢ the number of attacks it
may make per round listed

INVULNERABILITY

Creatures who have this Trait are immune to
the effects of normal weapons. When struck by
mundane weapons, a creature with Invulner
ability only takes a single Wound of damage.
Only weapans of crystal or jade, ot nemuranai
may harm it fully. Particularly nasty GMs may

decide that only one of the vulr
or jade) will af the creature

Monster Tovmat

All monsters are listed in this format

Monster Name: This is the nam
ster

Traits: A complete list of the

Rolls When Attacking: This is the number of
dice a monster rolls when It attacks

Rolls For Damage: This is the standard dam
age roll that the monster will be making The
standard attack form s also listed If a monster

rabilities (crystal

the: mon:

er'’s Trails

ithat uses o
drop significantly

TN to Hit: This is the Thrget Number a
Character has to roll in order 1o hit the

Armor: any damage dice
monster that are below this rating are reduce
a’l

Wounds: Monsters still have Wound Levels

weapon loses it. its damage should

but they are a litte simpler. A Monster’s wound
levels are listed by how many Wounds it must
lose before it reaches the next wound level and
the size of the dice penalty. Larger monsters flike
ogres or giant oni) have more wound levels

Example: Goblins” wound levels are 6:-1,12
Dead. When a goblin takes 6 points worth of
Wounds it is at 1 fewer die for all rolis. When it
takes 12 Wounds, it dies

Gobhns (Bakemono)

When Fu Lenp's army was defeal
the dark lord realized that enslaving mankind
was going to be a difficult and lengthy task e
decided to create his own race to serve in
interim. Lacking the skills of Lord Sun and Lady
Moon, however, he could not achieve man's qual

1 by Shinse{

ity. His “men” were twisted mockeries, with puint
ed features and misshapen limbs wha spoke in
hricking Nanetheless, they were ade
quate for his purposes, and he named the nes
beings goblins

Goblins are the foot soldiers of
Shadowlands, the lowest nung on the Oni
logical ladder. They are typically found in
knit tribes of several dozen, led by a
shaman ar warlord. Goblins delight in harus
the forces of humanity, who they feel ocoupy t

ful place in the universe. Gohlin




ahle overthrow of m
I id to heaven and his cn
will be left to rule earth
ribal warfare and the
hadowlands has
heing more of a threat than they are. They
en conduct raids against Rokugan, but the

centers on the iney

ruthless

g
small

but such inci

werful Oni

often use goblins as cannon fodder. i
iknesses in their e
jowlands, th

of twenty or thirt y

counting on

ate w

and sirength of numbers t
re skilled adversaries. Their fighting

swarming ta
OVErCOmE 1

technigues are based on overwhelming one indi
i n often ignore
has heen

vidual af
threats wntil their
Needless 1o say, they br
their population up

ORDINARY GOBLIN

e rabbits (0

EARTH 2
Fire 2
WaTeR |
Air [

Rolls When Attackin,
Rolls For Damage:
TN (o Hit: 10
Armaor: 5

Wounds: fr - 1512:




Fear

Listed below are

the Fear Ratings for
all creatiires with, the
ear Truit:

Gaki; Fear3

Goryo: ¥

Kumio: 3

Ogres: 2

Zombie:; 4
Skelletons; 4
Pennaggolan: 4
Kvoso mo Oniz 5
Oni ng Shikibu: 3
Oni no Akuma: 4

Omi no Tsuburu: 4

Gablin Warmongers are bigger and smarter
than their counterparts. They are clever enough 1o
figure out how to put on the armor and swing the
swords, and when the Goblins raid Crab Castles,
in front of the army are the Warmongers,

GosLIN WARMONGER

EArTH 3
Fire 3
WAaTER 2
Amr |

Rolls When Attacking: 5k3
Rolls For Damage: 5k2 (sword)
TN to Hit: 15

Armor: 5

Wounds: 10: - 1; 20: Dead

Yover (Ghosts)

There are many kinds of ghosts in Rokugan,
but the most common are Gaki (“the Hungry”),
Shi-ryo (“Ancestors™), Ubume (“the Restless™) and
Goryo (‘the Vengeful™). Shugenja are trained to
deal with ghosts, troublesome and otherwise, To
test a shugenja’s knowledge, use the Lore (Ghost)
Skill

Ghosts have many powers, almost none of
which can be reflected by game mechanics. Some
Gakl. for instance, eat dreams, while hearing the
scream of an Ubume is said {o turn a man’s skin,
hair and eves white

Yorei are very predictable. A samurai or
shugenja wise in the ways of ghosts will recog-
nize a Yorei when he sees it. and will know how
1o handle the situation. Curing a household or a
village of a troublesome Yorei takes more wits
and compassion than swordplay.

A Yorei cannot be touched if it does not wish

10 be. They can pass through solid objects, fly or
sink into the earth, They can also interact with

the living world while rem g insubstantial

There are exceptions to this rule. Jade is often
noted for its ahility to inhibit the movements of
Yorei. Yorei cannot move through jade, nor can
they lift jade objects - even tiny ones such as jade
coins. In fact, a Yorei can be held in place by toss
ing a jade coin onto its kimono or by putting it in
their hand

Every Yorei is unigue, however. Many have
“rules” specific to themselves, If a GM wishes (o
use Yorei in his campaign, he will need to deter

mine an individual solution to each vne. There
are hundreds of different “species™ ol i, Listed
below are four of the most common

Gakl, THE HunGry Deap
The gaki are “hungry spirits” v
prey on the sleeping bodies of the
forms are ephemeral and ghost like. barely vis
ble 1o the naked eye. Moonlight, however, mikes
them glow sofily. They can easily move through
solid objects, and are impervious to normal
weapons. Objects of jade or crystal, or Spirit Ward
magics, are the only things that can harm them
Gaki prefer 1o sirike while their victims are
asleep, fading or fle when others become
aware of them, Not all of them subsist an biood,
and gaki have been known to devour peoples
eyes, tangues and even emotions. Reports of Gaki
attacks have come from as far dorth as the
Dragon fortresses

EarTH 5
Fire 4
Wargr 3
Amr 2

Rolls When Attacking: 5k4

Rolls For Damage: bk (h.

TN to Hit: 20 {only hit with
weapofs)

Armor: 5

Wounds: 15 - |1

SPECIAL ABILITIES:

Eat Blood: This is the Gaki’s most important
ability. Eating blood is a regular combat strike If
successful, the Gaki deals out & Wounds which
are immediately transferred to the Gaki For
every b Wounds the Gaki steals in this manne, i
gains 6 Wounds

Invisibility: A Gaki is quite nearly invisible
Gaki cannot be viewed with Perception rolls
unless they are in full moonlight. Only Awareness
rolls can view Gaki. The TN for hoth rolls is 25,

Insubstantial: Gaki can easily move through
solid objecis. However, they cannot move through
jade or crystal

SHI-RYO, THE ANCESTORS

Ancestors are spirits from the past who help
guide their descendants in time of trouble and
need. Not all ancestors are benevolent, however
An ancestor may find his descendant incorpetent
and quite incapable of living up to his name

3 - 3; 45: Dead




can offer guidance (or ridicule) to his

descendant. He can choose to be completely invis-
pear only to his descendant, or be com

visible. He has the same Traits as he did

Iso gains the usual Yorei

mer. THE Mounnmo OnEs
Ubume are ghosts en who have died in
childbirth or s siill in her
womb, The mother and child cannot pass into the
Mterlife until the child is born. The most com
es of Ubume tell of a woman who stands
ot u roadside, asking passers by to hold her child
If they accept, the child grows heavy with each
passing second. If the holder drops the child, the
woman wails and disapy Il within the
saund of the w s grief are usually the recip
ient of curses, especially the one who dropped the
child. If the holder manages to keep hold of the
child as its weight increases (making the holder a
kind of “surrogate mother” for the Ubume), the
child and mother disappear and the halder feels a
warm touch or kiss on his cheek (the Ubume’s
gratitude). Those who assist Ubume &
times rewarded by the spirit (perhaps 1 sil-
ver bauble or one or two experience points that
are put directly to raising the samurai’s Strength

me  Ubume are hateful creatures.

Depending on the circumstances of their death,

y may be driven to cut of women's hair

gth),

them “ghost milk” that

scars them spiritually and physically) or other
malicious

Gonvo, THE VENGEFUL
o are the spirits of those who have been
murdnred Often, yo return to haunt the one
who is responsible for their death or work toward
bringing the murderer to justice, Often, the goal
i s to dri ‘ to confession or
B spirit will
keep the victim allve, just so it can continue iis

y but when they travel at
night, the light of the moon gives them an eerie
spirit will linger in the
ctim (and possibl
s um!rnmed with a scroll that
s killer and describes his death or a
s built and the scrall is placed within.

Uivabures.of Rokugan

are Iﬂ est spirits able to take ph
of the time, the
such as foxes, bad
ind almost anything
Hengoyokai can also
wish, and occasi

Most shapeshifters
seeing them change form (it reveals their true
nature). They hape man-sized or
smaller, and ke aits r what
form they take. Most
forms.

who enjoy play

humans. Stealing chick atching clothing,
rhating the feuds of squabbling neighbors.

these are the lifeblood of the kitsune, They ar

that the even

clever liars and can spin s
jaded samurai would beli

often allow them to exist among men with no ¢

5 pod lhmr true arigin Kitsune alm

Tik\

lous acts of hrﬂlrry IJl"\mlu their mischievous
ever, they are by and large benevo

ent. Their tricks are

look foolish,

Rolls When Attacking:
Rolls For Damage:

- 1:15: Dead

SPECIAL ABILITIES

Charm: Kitsune can be quile convincing
When they are speaking lo a member of the
opposite sex, consider them to have an Awareness
of 6.




Industry: Kitsune are also rather industrious
ind the home, Leave a Kit
and i

ur sword will always

shine. A Kitsune can alse demalish a home in the

blink of an eye. It 2 EarTtH |
her that day

Fire 4
Kumo Water 2
The are a man-sized race of shapeshift AR |
un hum
Rolls When Atta
Rolls For Dan




TNtol
Armor: none
Wounds: 6: - 1, 24: Dead

SPECIAL ABILITIES

Webs: Only Kumo may climb their own webs.
All other creatures get caught in the sticky tan
gled mess, Webs have a Strength of 5 It is a
Contested Roll fo get free of webs once a
Character comes in contact with them. A Kumo
can spil webs up to 30 feet as a regular strike

Paison: Kumio may spit poisan up to 10 feet as
4 regular strike, Poison strikes with a Strength of
5, The target must make & Contested roll against
the strength of the poison or become paralyzed
for 10 Rounds

Rathngs (TNezum)

The ratlings are a race of rodent-like people
who originally lived in the arex now known as
the Shadowlands. When Fu Leng fell from the
sky, their homeland was ruined and their tribes
seattered fo the four winds, They learned to sur
vive g8 scavengers, fee off of other races for
their own nevds. They since spread across
the length and breadih uf Rokugan, flourishing
bath in and out of the Shadowlands. While they
we often found in their ancient homelands, they
are not. ¢ res of Fu Leng, and therefore do not
have { dowlands taint” that affects so many
of his minions

Ratlings appear as furry bipeds, roughly man
sized, with pink tails and the heads of rodents
They travel in nomadic packs (with the strongest
umong them leading) and never stay in one place
for Jong. They are able to wear human clothing

use of human weapons whenever they

they will steal what they need from
nearby villages and slink off inta the night, avoid.
ing confrontation. When cornered however, they
fight with a ferocity equaling the greatest Crab
berserker. Smarter and more cautious than gob
lins, ratlings are capable of tactical thinking, mak-
Ing them wily and effective spponents.

Many members of the Crab clan can speak the
ratlings’ chirtering language, and the Crab often
employs ratlings as scouts into the Shadowlands

U

TyricaL RATLING

EARTH 2
Fire 3
WaTEr 2
AR |

Rolls When Attacking: 4k3
Raolls For Damage: 4k2 (spear)
TN to Hit: 15

Armor: 5

Wounds: 9: -1; 18 Dead

RATLING "SHUGENJA"

EarTH 2
FiRe 2
Water 3
AR 2

Attack: 2k2

Rolls For Damage: 3k1 (kniie)

TN to Hit: 10

Armor: none

Wounds: 7: - 1; 15: Dead
SPECIAL ABILITIES:

Spell Casting: Ratling shamen use barbaric
rituals (such as bleeding) rather than scrolls to
cast their spells. A Ratling shaman may know
three spells whose TN's cannot exceed 15, all of
which can be cast without serolls

RaTLING BusHi

EARTH 4
Fire 4
WATER 2
AR 2

Rolls When Attacking: 6k4

Rolls For Damage: 6k2 (sword) (Some have
superior weapans which give them 7k3)

TN to Hit: 20

Armor: 6 (some Ratling Bushis have 5s or 7s
depending on their armor)

Wounds per Level: 10: - 1, 20: - 2, 30: Dead

Ratling Bushi can (and often doj use the armor
and weapons of men that they've scavenged from
fallen Crab samurai.




aves
Clgres
N
Some time after the creation of
Leng made a second attempt t
race of men. This time, he
upon the original. making them stror

s with g sks and bristling
called them ogres, and set them against the hated

than their smaller cousins), og ill lack cert
advantages that human beings take for
have no soctal structure and cannot org
e groups. They lack the 1o
make tools, su 2 i on hunting and
while terrifying
urai can usual

Stamina: b
Fire 3
Warer |

Strength: &

Air |
Rolls When

small tree)
TN to Hit:
Armor: 7
Wounds per Level: 15
Dead
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Z«omﬁlex & Skeletons

8 have the ability 1o bind a
8 minor rit into a human corpse. The result
ing an
mands of
according Lo b
less automatons, and have no will of their own
They move slowly and delibe but have
unnatural strength in their limbs, and can tear a
§ man apart if given the time. While under control
of the erer whe created them, they can be
made to follo et (through the use of talis

ibies appear as they did wher their bodies
atever wounds or injuries were pre
time. They use tools as

uring u[ the fl
nhie but bon

totally dismembered te
ading has become the stan
posing of them. Roku
abominations

Shadowlands,
e mbie, this time und
eng himself. Like the human n
ape his magic, Fu
bominations to
Entire armies of skeletons and zombies ha
launched attacks again Rokugan.
EartH O
Stamina; 3
Water [
Strength: 3
IRE
AR O

Rolls When Attacking: 1k1
improvised weapons
TN to Hit: 5

Armao
Wounds per Lev e below)

me nf Rokugan




SPECIAL ABILITIES:
Immune to Pain: Zombies take hall damage
from slashing weapons (round down) and 1/4
se fram crushing weapons
Invulnerable: Whenever a Zombie loses a
Wound Level, it loses a random limb:
Left arm

Right le
Cut in
scapitated
n arm or leg. the arm or leg slither
20mbie, keeping up the best it
annot o limb. If it is an
ittack anyo

behind th
The zomb
arm, the hand will try within
mboweled (cut in halfy, the

top half will continue to claw after Characters
If the zombie & pitated, the zombie col
k voze the next

lapses and dissalves Into
morning.
Il the porcelain mask Is ever taken off the

I

Kenkn

The Kenku are a race of raven men who h

time of the N

Apons an

human beings. in

apply their learning in a way that
They
ting their wi
*k them out. While they sh




; uncomfortable ot Rolls For Damage
they will happily twtor individu TN to Hit: 15
e the time
Like the ratling
¢l from place to plac

en acerue 1 5 afte Kenku NPC & numl
time. Tl 0 of the spel
illusionary (Mists
EARTH 2
l WaTER 4
Fire 3
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are roughly the si
and a
nge indentat
is always full
K..!piu Immedia

docks and bridges, They thriv
human and animal, and will try to tri
by into coming close so that they may fe
them. They delight in riddles and ha
| ! \ known to challenge those they meet into pu
4 solving contests, Despite their pr

they are not entirely evil and «
strangely polite 1o their p
have a reputation for hone

from one of them is b
They have little need for human possessions, an
seem 1 in wealth or power. If con

i superior numbers, they will 1

rather than fight.

EarTH |
nina: 2
p \ Warer 3
i o - . Fire |
i L. Amr 3

Perception: 3

Rolls When Aftacking: k1
| 0 ! g Rolls For Damag
b TN to Hit: 15
Armor: L0 (due 1o h
Wounds per L
Special Abill
use illusionary magi

g 1 does use m

.

1

| "

I hanging down fram the nedk. They ¢
. laté these gruesome tentacles with gre

whippi round throats and limb:
out of their victims b
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their blood.

Pennaggolan prefer to uses stealth and guile to
search for food, They can appear as normal
humans when it suits them, and will often infil
trate {solated communities disguised as (ravelers
ar peasants. They must assume their “natural™
forms when feeding, however, and can easily be
spotted while traveling sans body. After drinking,
their entrails are engorged with blood, and it
takes several days for them (o squeeze hack into
their human shells. Soaking the entrails in vine
gar speeds the process up considerably, and
smarfer Pennaggolan will maintain secret foca
tions well-stocked with vinegar jars

Most Penmaggolan appear as female, although
males do exist and are every bit as terrible as
their counterparts. I a Pennag lv
destroyed while its head is elsewhere, then its
essence is severed, and it will weaken and die
after a few da

EArTH 3
WaTer 3
Fire 2

Perception: 3
R 1
Reflexes: 4

Rolls When Attacking: 2k2
Rolls For Damage: Bite: 2k1;
Constricting: 3k I+Immobility  (see
| helow)
TN to Hit: 20
Armor: none
Wounds per Level: 6; -1; 18: 30; Dead
Special Abilities: Fear, Invulnerability
The standard Pennaggolan attack involves
wrapping its bloody entrails about the victim's
body and biting. The enveloping atlack is consid
ered a Full Attack. If it is successful, the
Pennaggolan inflicts aulomatic damage (3k1)
each round until its grip is broken (Contested
Strength roll - The Pennaggol Strength is con
sidered 3 for this roll).

Om

The oni are the principal servants of the god
Fu Leng, and among the most terrible adversaries
Rokugan has ever faced Oni are powerful evil
spirits wha have heen granted corporeal form by
the whim of their master, or through the dark

Creabiabes-op Rokugan

magic of evil sorcerers. Onl appearance and abil-
ities vary from individual to individual, but all are
hideous, and have powers equal to the greatest
human shugenja. Very litle beyond jade and
powerful magic can harm them

When an oni takes physical form, it must be
granted a name: the essence of someone who par
ticipates in the ceremony. Sometimes, only a sin
gle body part or personal item can be enough 1o
summon the being Once named, the oni is under
control of the summoner, and must obey his ar
her wishes. The namer and the named share u
commion {ink, and each will experfence the emo
tions and feelings of the other. Eventually such a
link will wear down the chi of the human partner,
leading 1o exhaustion, amnesia and even posses
sion. Il the oni is not eventually dismissed, it will
ahsorb the entirety of its host's essence, and gain
conitrol of his or her soul. Such oni are no longer
bound to their summoner, and may enter the
physical world whenever they please. They gain
the ability to spawn lesser imitations of them
selves, and entire “species” of oni have risen from
their egocentric self-replication.

Below are the appearance and abilities of sev.
eral of these species. The founder of each line is
unique, and far more powerful than the lesser
spawn. All Oni are shapeshifters, capable of tak
ing nearly any form they wish. Many of them
have a “nalural” shape, however, which is
described below. Oni may take shapes that are
smaller than their natural shape, but it cannot
take a form that is larger.

Tu Leng has the ability to create oni much
more easily than human sorcerers, without imbu
ing them with names. Such oni are usually found
only in the Shadowlands, and are irrevacably
bound to the Fallen God

Kyoso

Kyoso no Oni appear s dark pillars of vague
Iy fernale-shaped flesh, sprouting four manstrous
arms and crowned by a great rack of horns. They
move by traveling through solid rock, and can
rise up out of the ground whenever they lake a
whim to it. They attack by launching great bolis
of power from their arms, and often seck 1o
destray their opponents from a distance,




EarTH 3
Willpower: 4
Fire 3
Intellige
WaTER 3
Perception: 4
Ar
Awarene

Ralls When Attacking: 5

Ralls For age: HTH
3k2 (see below)

TN to Hif: 15

Armor: 11

Wounds per Level: 12

Shugenja Rank: 2

Spells Available: 4

Spec Abilities:
Multiple Attacks (3 attacks per rg
Fire

Kyoso may attack up to thre
round. They are known

et The fire ignore
r is hit by the
Simple Void rall vs

11 he fail
last Void Point is

ability
). Unhaly

nnot lose a Void Point f nocessiul

he is knocked unconsc rdk
slatus.
SHIKIBY
Oni no Shikibu raid 1omb
bodies of the recently 1 Th

form appears as a squat, orange fa
ith @ bright blue bear

eyes. They have th

dead bodie

them is d

opponents. (o |
are in ahundan
EARTH 2
WaTER 2
Strength: 3
Fire
Agility: 3
IR |

Wounds per Level: 8
Special Abilities: Fear, |




his spirit into anather body, twisting the body into
o shape that can hold it It must find a body to
iransfer fts essene into, however In its spirit
forim, Shikibu can move very quickly, but it can-
nat move through jade while in its spirit form. It
can anly remain in its spirit form for a number of
rounds equal to its Willpower x 5. Gaining control
over a prepared body takes only one round, while
taking control over an unprepared body takes
anywhere from one to five rounds (roll ene d10
and divide by 2, rounding down).

Axuma
The Oni no Akuma are truly terrifying beasts,
sinewy monsters with three blazing eyes and
three probing tongues. They live o destroy and
d have been known to destroy entire villages when
the whim takes them. When summoned, they lay
waste to the landscape surrounding them, and
many presumptuous shugenja have found them
ned by their would-be servitors. Their
umored o be Fu Leng's chief advisar,
and obsessed with destroying all traces of

)| humankind,

EarTH §
Frre 4
Agility: 5
WaTER 5
AR 4

Reflexes: 5

Rolls When Attucking: 6k5

Rolls For Damage: HTH: 5k3;
Tongues: 2K2 (see below)

™ to Hit: 25

Armar: §

Burning

20:-1; 40; -3: 80: Dead
Shugenja Rank: 3
Larth, 5 Water,

Special Abilities: Fear, [nvulnerability
Tongues

When they touch flesh, the fire tongues of the
Akuma leave a burning saliva thal causes an
additional die of damage each round umil the
saliva 1s washed away. Simple water will not
wash off the saliva; vinegar or alcohol are usual
Iy applied 1o the burning solution

Tsusurv

The great living gullets known ds Oni no
Tsuburu have sprouted like leeches from their
master, the seli-styled “Lord of Gluttony” Fat, pur

E 8

mﬂrm&éf i&ﬁgan -

ple, and with a belly the size of a horse, Tsuburu
will grasp opponents in their greedy claws and
swallow them whole. Their sharp fangs and tear
ing fingers rip through Mesh easily, but most pre
fer their prey undamaged: they delight in listen
ing ta the dying screams emerging from their
stomachs.

Once in place, an Oni no Tsuburu is very dif
ficult to move. It takes a great effort to shift them
from their position, and their dead have been
known (o rot where they squal. spreading smell
and disease for miles.

EarTH !
Stamina: 7

Fire |
[ntelligence: 2

Warer [
Strength: 7
R |

Rolls When Attacking: 1k

Rolls For Damage: HTH: 3k2; Teeth: 3k1;
Stomach: 1k1

TN to Hit: 5

Armor: 20

Wounds per Level: 28: -1: 56. -3, 150: Dead

Special  Abilities: Fear. Invulnerability,
Teleportation

Tsuburu’s most common attack s a grappling

ack. He must win a successful Contested

trength roll with its opponent in order 1o grap

ple them. Once grappled, Tsuburu may devour
them. Once in Tsuburu’s belly, a character takes
one die of Wounds for every round he remains
there. He may da nothing while in Tsuburu’s belly
but scream for help from his comrades

Dying in Tsuburu’s belly means the Oni has
also devoured the characters spirit. Tsuburu gains
much from devoured spirits. Despite its weight
(or, perhaps because of it), Tsuburu has found a
more convenient method of maving Tsuburu
may vanish from its current location and re
appear i another. Tsuburu may only transport
himself to a location that is within sight




Torii {prayer

) are found in

nikny parts of
Rokugan. Torii are
raised for 3 number
of reasons, but the
masl commaon are to
petition the blessing
of'a god, thank a god
for aid, as payment
for a debt owed to 0
temple, or o honor
an esteemed person

¢ raising of @
torikinvolves rituals
tosanctify the

ground and puril
5. Different
and occasions

torii. The sacrificed
are thought 4 stand
guard over the paths
way of the torii.

Torii come in a

wide variety of con-
structions. The $im-
plest are made of
gommon wood, while
the lg¥ish are made
fronifarest inalesials,
or plated in rare met-
als oeshells. It is
believed that the rich-
er the torii, the more
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“Ceremony of the Samurai” is an introductory
adventure that takes place during one of the sea-
sondl gatherings that induet young nobles into
their clans as adults. Its purpose is 1o introduce
the players to the basics of the game’s mechanics
and provide & setting that can be the launching
point of a campaign

WARNING! ANy PLAYERS READING
THIS MUST EITHER STOP NOW, OR
commIT SEPPUKU!

While each clan holds its pwn festival for

Gempukku, some prestigious festivals are open (o
members of any clan. The clans send only their
best and brightest; although the rewards are
greater, the competition is fierce. Thy
gious festival is the Kakita family’
Topaz Championship, held each spring in the
town of Tsuma. The characters are assumed to
have chosen (ar been ordered) 1o attend this pres.
tiginus event to mike a name for themselves.

-
Oynopsts

The PCs journey to the Topaz Championship
in the town of Tsuma in the Kakita Family lands
near the ocean. The Topaz Championship is a
prestigious tournament for the Gempukku

years. On their journey and within the town, th
PCs encounter characters that test their skil
while the players gain experience with the rules
system and role-playing. The Tournament pro §
vides even greater opportunities for the players 1o
win honor, or die trying

Tsuma, the Tourney, and the"NPCs provide
numerous story hooks, which allow this adven
ture to spawn into a full campaign. Within the
story the players take part In the complexities of
Rokugan Politics, m contacts, friends, and
most certainly enemies. The end can invplve
them in the greatest plat against the empire it ha
ever known,

Gamemaster's Notes

Any good introductory scenario tests as many
facets of the game as possible, but shuuld espe- §
cially reveal thase concepls that make each RPG
unique. For L3R the strict social structure of the
selting is its most unigue aspect for most
Americanized players. To fest and remind the
players of the subtleties of Rokugan cultu
characters are challenged in role playing situ:
tions with farmers, merchants, als, and those
of higher status. Each of these encounters gives
you the opportunity to reinforoe the unique set
ting to the players.

The players may feel their characters are oul [
of their element at this festival. If so, reinforce the
primary concept of all roleplaying games o
them: the characters are heroes. Buddin,
yes, but they are the focus of the camp:
the world around them maoves forv
actions will change its course,

ou and your players know the story line
the L5R Collectable Card Game, you'll find r
ences to plots and subplots found there within
this adventure. These add to the enjoyment of the
adventure for those who are familiar with the
CCG and adds 1o the concept that the PCs are also
important heroes in Rokugan

PCs who generate enemies in character gener
ation. but do not specify one. ¢ casily make
one here.




How We Present the
Matetal

Most of the Information in this adventure is
for the eyes of the gamemaster alone. Text that
vou should read or paraph to your players
appears like this:

[ want another piece of pizza. Give me one
or your characters die.

Also, throughout this adventure we provide
‘waks' for you. Use them to increase the com
plexity of this adventure, introduce subplots, or
provide a starting point for subsequent adven
fures; or else use them later in other adventures.
None of them are vital to Ceremony of the
Samurai or the PCs' success. Each hook is
detailed as follows.

TirLe oF THE HoOK

Challenge: How the PCs become embroiled
into the story,

Focus: The plot and background including
events and likely encounters,

Strike: Complications the ‘challenge’ provides,
sggestions for play, general information, and res
alution

Tntrodncing the ©©Cs
fo One Another

It s best if the characters know and like each
ather from their childhood. If there are too many
characters for this to be feasible or they come
from hostile clans, it is up to you to incorporate
ather reasons why the group 1s traveling together
peaceably. Where possible allow pairs of charac
ters to know one another and know one other
character from a different pairing. This creates a
thain effect where A+B know € and C+D know
Eand E+F know B.

Tnfroducing Cavd
Game Players o the
Setting of Rokugan

It s strongly suggested that you use the
Personality cards from the CCG as props. Their
we during playtesting was a great asset and

B, -
Cakemeny-op- the Samuvar
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added depth and imagery to the NPCs. For those
personalities without a CCG card use a similar
card. For example, use Yasuki Taka for Yasuki
Jodeiga, and Suzume Mukashino for Megumi

The Road fo Tsuma

The characters begin the adventure together
on the road about three hours outside of Tsuma
Provide the players with the background infor
mation on the Topaz Championship, and any
ather details you feel are imporiant.

As you roam down the road towards the
town of Touma, it is @ beautiful moming And
why not? After all, would the Asahina
shugenja of the Crane Clan allowe this spec-
tacular event to be rained upon? You all
knone better, The rver valley is green and lush
with spring The stalks of orange wul are fill
g aut for harvest You made only a quick
stay at the last way station, and today your
anxious feet carry you as suwift as any pony
through the orchards— and without warning
vou suddenly come up bekind an old man
dressed in peasant clothes topped by a bril
liant blue scarf. He ts laden by a large chest
resting upon his greatly bent back At your
unexpected approach, he scrambles to get out
of the way, tumbling off the short embank:
ment of the oadway and landing ix the shal
loas of the rver reeds. He is slow to push his
face from: the water.

Secretly make Aw
for the PCs. Anyone who makes it ne

ss checks ata TN of 15
s that the
cranes feeding nearby are not at all Mustered by
the peasant’s splash — very odd, indeed

MEGUMI

PCs who hurry and help the old man find
favor with him. Their effort does not prove worth
less, for secretly the old man is Megumi, one of
The Fortunes - divine spirits - of Rokugan (play
ers should not be aware of this and only know
that he is an unusual old man), Megumi is the
Fortune of Heroic Guidance. He often takes the
appearance of a crane, or when taking human
form, that of an old man. His appearance to the
PCs at this point gives the GM an in-charucter
way 10 answer the PCs' questions on Tsuma and
the Topaz Championship.

Megumi is dressed in a typical peasant
kimono of very light tan coloring His brilliant

WuL PLanTS

Mainly used s
animal fodder, this
plant is & pop
crop in Rekugan,
second daly 1o rice.
Specially treated
hardened wul is ilso
used o formpadding
for armox! While
somewhal similor 1o
Commor wheat, wul
grows anly three feel
high and i§ orange in
color. The kernels:of
thewul plant are
large ghd sometimes
aredried (o make
dice.




HoLpings
Although clans

mn.mu o assume
thatrall holdings of a
clmi are foundwpon
its own lands. Often
a holding s all the
more valuable when
L Two

c\.uuplc.\ are found
in Tsuma:

HONOR GUARDS
Persons of high

social rank are

allpwed honor

1 all func-

ions. Fhe number of

guards allowed is

equal to the person’s

Glory. Above a Glory

of four, the number
normally allowed

doubled.

blue scarf looks ta be made from the finest silks.
Megumi carries an odor about him reminiscent of
honey. His long. white hair is tied in a queue,
which hangs down his back. Megumi Is always
deferential to any PC, addressing them as lord
{add the suffix -san to their name) and kneeling
and bowing copiously

Aliter he is ‘saved” from drowning by the PCs,
Megumi profusely thanks the group of samurai
and offers to perform for them a tea ceremony. If
nccepted, Megumi opens the chest he's carrying
and perfurms the ceremony as described below. If
no PC participates, Megumi humbly asks the PCs'
destination and from there you can use Megumi
to answer questions the PCs may have on the
Topaz Championship,

It Is possible that the characters don't help
Megumi at all. They suffer no penalties; he is,
after all, posing as a peasant. Bul they won'l get
ny help, either.

Tea CEREMONY
The old man lifts the lid to the heavy ch
and withdratos a small carpet, which he lays
out upon the ground. Although a slight smell
of mold comes from the carpet. its sky-blue
imagery caiches your notice, for the mural
upon it depicts the life of a heroic man. Before
you can look over it further, Megumi kneels
upon the center of the carpet and smoothes
the falds. As he does so, he asks you to get the
box containing the tea set from the chest.

Characters who miake an Awureness check at
a TN of 10 notice that while their own clothes
remain wet from the river, Megumi's blue scarf
and kimono are already dry from their soaking.
The PC who collects the tea sel from the chest
notices two items tucked away amongst the cloth
ing and other goods: 4 ribbon-bound katana and
i small mahogany chest, sealed with wax, about
the size of a shoe box. The PC should make a Law
test at a TN of 5 to realize that it 1s illegal for a
peasant to awn a katana, If confronted about the
weapon, Megumi denies ownership, saying
instead that it doesn't helong to him, but was
given to him for safe keeping by his lord. He pro
vides no further details

Once allowed to proceed, Megumi lays out the
tea set and asks one PC to mix the powdered con
tents of two bags contained within the hox into
the teapol along with water from the river Soon
after the tea is mixed. the water within the pot

begins to boil A simple Herbalism test at TN of 5
is required 10 know that the two mixes would
never create such a reaction. If asked
Megumi says, “It always does that Pl
o worry

Each participating character is expecte
form a portion of this Tea Ceremony rei
skill roll with a TN of
the PC gains a Void Point.

Megumi then turns to the PC wha first ¢
to his rescue in the river and offers cith
katana or the mahogany box, as @ L By
Rokugan etiquette it is custom T PC 1o
refuse the gift twice bef
appropriate for the character e 0 gift of sim
Har value in return. Should the :\ acte do
cither, the gift quickly decays and disappears onta
the winds shortly after they depart Me
katana fs an exceptional blade with a DR
The hox eontains @ spell scroll of your ¢

After the ceremony, the PCs can ask M
questions about Tsuma ]
a parting gesture of
PCs the use of his hame in Ta hile b i
away. He provides directions o his he
excuses himself 1o continue his ey ale

Shortly after the characters Tose s

him, Megumi transforms 10 his erane form

Megumi appears ain at the end of
adventure, signaling to all that witness that
group Is Eavored by the pods

Yasukil JoDEIGA, "CrAB CLAN
TRADER OF MANY THINGS™

With the town in sight, you spy a curious small
man sitting beside the road with a number of
wares spread out upon & blanket in fromt of him
Behind him two ponies are tied 10 a stake,
munching grass. The man, sefting up w
be a display of trinkets, is dressed as u

merchant in a short earth-tone tunic and britches
Should the characters stop and trade with the
merchant, he introduces himsell as Yasuk

Jodeiga, ‘Crab Clan trader of many things” He isa
shrewd man with a cunning skill at Commerce
(6k3). He a nervous habit of his fore
head with the back of his slecve and spe:
quickly with a strange dialeci. Should the charac
ters approach him in trade for anything each
needs to make a contested roll of his Awar

vs. Jodeiga’s Commerce, Note that each player ca
make an honor test il he/she wishes TN ol 30
(Jodeiga’s Awareness + Commerce limes five)




acters. failing their contested ro e the
simall market of the ‘trader of many things' one
of ane Koku) .\wn but holding a good
pper.
afternoon. two

Vs hl‘l'ﬂrv the tourney is set to begin

The To\m

bushel ('

fFinma

w miles from the coast
s the main pori-of
small wharf

s, builders,
Tsuma does
hold several interests for the characi

TEMPLE TO THE SEVEN FORTUNES

feet inta the air. Alap these w
7 of a small pa
reular rooftops of brilliant bl
wood. Each is flanged

r-painted
Atop the

ple are welcomed

who reside therein
The occupants number only just over a dozen and
can be found study mplating, or per
forming menial tasks to keep the temple up. Any
of them welcome 1alk from those who desire it
but the PCs must be an their best form (Etiquette
roll at TN of 15) or receive
and the briefest answers to their qu

Food, shelter, and healing can be h:

monks and shugenja within the walls in
exchange for gifts or services rendered Lo the tem-
ple or the gods

ummgmg- heSanukal

-
=

HELP. I'm BEING
HELD CapTivE
IN A SCORPION
Saxe WORks
Challgnge: A PC
notices @ lolded note

on the botiom of &
shothu bottle, The
note is froa the
geishn waitress ser -
ing them, not their
private geisha (if they
rented a rgbm). All i
reads is, HELP

Focus: There are
two possibilities: 1)
The geisha (ruly
needs help, o#2) she
is a Scorpion spy.

Strike; Getting the
geisha frec is tricky,
as she lives within
the building. Freeiny
her shouldn't be haz
ardous, and the diffi-
culiy of the rescue
depends on whether
she is a spy or really
needs help. Rest \
assured the other
geisha are watching
for such an attempt
Since all weapons
are checked af the
door, freging the
geisha involves 4.
clever plan mther
than brute lofee.
However, gfice she's
freed, how will they
hide herin town?

e P —



uBRrOTHERS:
Keeper?

Challey

is &
4 Who sul

Again,

'ﬁm da the PCs do?

1 They must keep
r\nowhdge of the dis-
honor within the

clan, lying to out-

siders il necessary.
Family honor can

pla s

character (o lie
L:th within the
clin, Sinee the char-
acter was s I
in the theft, mn ¥

is required... unless -

MEeGumr's House

You easily find the small home of the
pleasant old man, Megunti. It is a pleasing
hame with a small fenced garden. In the
midst of the garden is a clear pond where a
blue-collared crane appears 1o be fishing The
hause kas unly four rooms: twe sleeping one
for meal preparation and eating and a room
cwith-a sumken flovr and comfortable furmish

1 for resting. There are teoo paintings in the

{ mom. Bath show heroie figures with

of their deeds behind them - -

¢ PCs can pass a Bard skill test ata TN of
7, they can identify the two figures as the heroes
Akodo Masashi and Mirumoto Puhabo-Natsumu
Akodu Masashi was a Lion Clan hero who died
while leading an  expedition oo the
f wlands to destray the oni known as Kusatte
Iru. Mirumate: Pubabo Natsumu 1s said to be the
lirst soul to guin enlightenment since the arrival
uf Shinser

SAKE HOUSE: A SCORPION
HoLoinG
Te Sake bamner hanging from this large one

story bullding Is sure lo attrac the notiee of the
PCs hefore fts freshly pamted surface does, Under
the pretense of this lucrative by
Shosury Likio and his lamily (the political faction
af the Seorplon Clanp condudt their dandestine
wperatiums for the Scorpion Clan

The biild

with pillows and

ains & L
shont tables

AR HoR

fshi servie the
ake b visttors In small porcelain flasks, feated
tih their preference; A number of small pri
ravtiin, separated from the common by rice do

are availihle for | bushel (silver), Each private

founn s equipped with many luxurioss convt

iences dnd it pr shia, Extra services cost
sira, bl are readily availahl
Prices: Shochu (potent sake): 5 zeni; sake: 2
donl: brandy, beer, of meid: 1 zenl
within the sake house
when the PCs arrive I the PCs aren’t go
them in. in a way that
oult 1o refuse. Hida Fujizaka loves shochu
| these pri and wints fo share
wal find. The o

ruk the other u
ot for worsk aiter ench

threrwing up
and Fujizakn must make o si

tonsts, the PU

Stamina check
ng by ach round  (Due 1o Fu
head start, his TN is 15, but his i
for hard drinks means his TN only
each round) For the PCs failu

incre;

of & roll resulis

Is (just like being

Failure where the die i less than

half of the TN results in the PC passing ool A

Tumble is 4 loss of face, as the PC retehies and
then passes out. A PC can make il |

to avaid this shame and carry hims

1y fright to his bed). The he

same TN as

with dignl
test i fehd at the
Last Stamima tist falled

MERCHANT Houst OF THE Exoric
A Unicorn HoLDING

i the buildings unorthodox. archutecure (s
tesimony ent
the purple banner of this
ownership by the Unic
barbarian buildugs: the buildin
o G I

come from far
sgan The TG
tworks. st

snow shoes, mimature

KITA SCHOOL OF KENUTSU
The sehool sit Tasiges R

it
ne
Reskugtn
The




the wealth of the Crane Clan.

The rooms have few interior walls except
those separating the interconnected buildings,
and their ceiling tower filteen and twenty feet
into the air, The interior walls are painted with
brilliant murals in rich colors, depicting much of
Rokugan’s history.

The school has many gardens. Iis most
famous, the Higashi Garden, is located within the
Sensei quarter of the school. The gardens are
cared for by the students and sensei, under the
watchful gaze of Shizuka, the head pardener, who
s ceaseless in her work and has been for thirty
years.

Sixty students and twelve sensei live, eat, work
and train within the school. They are mostly from
the Crane C although others (those with
money or influence) are not unheard-of, The sen-
sei who Instruct the students are some of the best
warriors of Rokugan, Each year, after twelve year
of teaching, a sensei retires to the monastic life
and the master of the school selects a new sensel.
The current master is Kakita Toshimoko.

Fifteen new students are inducted each quarter
into the school. Each group of fifteen is known
collectively by a name, taken from the time of
year they enter the school: winter, spring. sum:
mer, and fall. Tradition holds that spring (the time
of gaod planting) is the auspicious time to enter.
Each group lives together for the year, eating,
working, foiling, and (raining within the school,
learning the lessons their sensei put forth.

Enconnters and
Bvents

THE ARRIVAL OF THE IMPERIAL
BARGE

The afternoon before the tournament begins,
word arrives via runoers that the Imperial Barge
has entered the river delta and is making its way
upstrearn. Excitement abounds that the Emperor
hias come honor the games with his presence
Dofi Satsume ~ The Emerald Champion - looks
over the frantic preparations to receive the
Emperor.

The first sign you see of The Imperial
Barge is the reflection of the sun plinting off
the crystal staff atap the mast, whickh hoids
the Imperial sigil. The ponderous barge glides

Uivemony og— the Samuva .

into view avound the bend in the river, its
hundred oars vhythmically beating. stirring
the waters abou its golden decks. Its emerald
sail furls as i positions ifself in the nvers
heart, its decks swarming witl men manei
vering around the catapulis to belay the ropes
and prepare for docking The dragon-carced
battering ram at its prow swings towards the
wharf and with defi skill the Master of the
Barge sideslips the behemoth closer. Spray
erupts fare and aft as siones are cast 1o
anchor the craft. Workers on both dock and
ship secure the heavy arnate plank upon the
wharf. The Imperial Guard forms up, and as
the Imperial Standard is raised all but the
Guard kneel Most actually prostrate n‘l( n
selves. A murmuir courses through the o
as the Imperial entourage disembarks
PCs who look to discover the reasom for the
commotion must make s Heraldry skill at TN of
12 to notice that the lmperi ndard denotes
that not anly fs the Emperar here, but his son and
helr has come as well. IT they fail, the news soon
reaches them from the rrnudi

" Positioned among the ranks of samarai,
vou catch of glimpse of the roval entourage.
The Emperor, lean hard Jeatures scowling
beneath a frazzled mane of gray, stalks
through the crowd. He stops to speak with
Bayushi Shoju, the tall and powerful daimyo
of the Scorpion Clan, whose steely eyes are
the only feature visible above his emblazoned
mask. The Daimya’s wife, Lady Kachiko, fol
lozs behind. You ave caught off guard at her
alluring beauty. ter kimona is of the deepest
orchid hue and is far from traditional in cut.
Her face is veiled by a mask that anly accen
tuates her features

[Insert chosen character's namef, you feel
sumeone lean close o your éar. Stealing a
glance, you see that a veteran Crab samurai
with a long puckering scar has moved to your
side. He nudges you again, and gestures very
subtly tomards the entourage. ‘And of course,”
he whispers. “here comes Calamari-sama.
Aghast, vou look back to the enfourage as the
pale and haughty face of the Emperar’s Son
simpers past. He’s not easy to see, being easi-
Iy @ head shorter than his bodvguards, who
hold ranks in exquisite emerald armor. Each
of the guards scowls at the crowd, looking for
any slight against the Imperial honor,

THE STAKES

Chablenge: Yasukt
Jodeiga (the Crab
Merchani) meognizes
The PCs agcontes-
fants in dhe tourna-
ment. He ashs the
PCs jur # public
demonstration of
their skills by havirg
Ihem cul oratiges in
hall i, mi ask-
ing themt tricky gues:
tions, efc.

£ Yasuld
Jodeign is taking betd
on the tournadent,
He knows a good
demonstration by the.
PCs is likely to lower
their odds. Due to
the nature of the
tournament, Jodeiga
cannot {ake bets on
individual contests,
only on the outcome
of the entire lourna
ment.

Strike; PCs wi
ing to bet onthemi=
selves encourage the
crowd fo do so as
well, in proportion to
the amount of koku
the PC bets. Odds o
the PCS i othets
should favor bushi
aver shugenja and
those with the ken-
jutsu skill gver those
without




RUNNING THE
CONTESTS

Contestants are
paired against one
other tandomly.
An easy Way to do
(his§s fo have the
players selcet 8 €CG
persomality card o
represent (hemselyes,
blml[le these in with
the CCG cards of the
other contéstants,
Flip up the first tw
cadisand place them
head Lo head,
Continue wntil all
contestants are
matcheds Re:
tontests in the order
Mipped.
was one of the high-
le playtest-

et Hida Yakame

As the Emperor lakes greetings from the
nobles, including the minor daimyo Ichiro
Akitomo of the Badger Clan, vou note a
young Scorpion bushi in the entowrage,
resplendent m rich red-and-black armor. His
attention falls upon yourself and your com
panions, and perhaps the other contestants as
well. You dread that you will see much of this
young warrior in the days to come.

The character can challenge the Crab samurai
if desired, but as the character is 2 novice and the
Crab is a veteran, the result of a duel is obvious
The character can also accuse the Crab of disre
spect, but sinee no one else heard the comment
it1l be a matter of the word of a child versus the
word of a respected soldier. Again, the result is
obvious, but the Crab is likely to take great
umbrage at the accusation (never mind that it’s
truej and issue a challenge to save face, Eeek

Affter the reception ends, the PCs hear the fol
lowing rumors around the school and town:

1 War is likely between the Lion and the
Crane, as the Crane are looking weak

2 The Emperor is refusing the step down
from the throne for his son

3 The Scorpion bushi is Bayushi Sugai, a
nephew of Kachiko. At Kachiko's behest, Sugai
has been allowed to enter the Topaz
Championship, even theugh the deadline for
entry has passed.

Add any hooks that you wish from your own
campaign plans

Bayushi Sugai is the party’s nemesis for this
adventure. He is an integral part in both the tour
nament story line and the machinations of
Kachiko. He sabotages the PCs’ efforts and those
of other major competitors, and seeks to produce
embarrassment for evervone and hostility for a
treasured few
THE PEDDLER

The PCs encounter Ichiin (CCG) on a road in
town. Seemingly an elderly man begging for
alms, Ichiin is much more. Wha exactly he is is
unknown, but lchiin always has information

ble. For the right pric

" The well .!mpl streets of Tsuma are con-
trasted by the appearance of an elderly beggar
who rests under the torii to Fukurokujin, the
Fortune of Wisdom. The white bearded nian's
eves open and with a decrepit voice, he calls

to you. .. by name!

Ichiin offers to sell information on the PCY
competitors for one bu (silver). For that amount
he is willing (o provide information on the con
testanis’ skills and general ability. Ichiin fs a use
ful device for you to provide information to the
players. However, he Is resistant 10 pass
information about the machinations of Sk
Sugai or any other Scorplon
resistant

OPENING CEREMONIES

The night before the challenges fJ.yn the
touwm of Tsuma is alive with celebration.
Paper lanterns hang from the buildings, trees

nol unwilling, just

and toriis. Iris blossoms are cast upon the
Tangu River. The revelers watch costumed
shugenja act out epic events 11 Rokugan’s his
tory: Hantei's battle with Lord Moon, Shinjo
Sabure’s doomed Unicorn charge into
Shadozwlands, and the weachings of Shinsei A
parade Jollows with dragon costumes, fire
crackers, dancers, and jugglers. The revely
continues into the wee howrs 2
You can make this last as short s reading the
paragraph above, or stretch it out by adding in
hooks or ather encounters. Sure. nothing much is
happening, but what to do when no s being
mean s a good challenge for any role-pl

The Topaz
Chanpionsty

ORGANIZATION

The Topaz Championship is broken into fiee
parts spread over three days. Contests within each
part test contestants” skills and knowledge against
another contestant. A point is awarded o the win
ner of euch pairing. A contestant must score five
paints 1o attain adulthood, and only
ing adulthood are allowed 1o participate in the
third day’s Taijutsu challenge and fealty cerémony
below. Those who do not win af least five points
must try another Gempukku ceremony agaln next
quarter. A record sheet is provided for you o keep
track of points scored for each contest

There are no written rules for this tournament
Contestants who cannot hehave honorably with
out guidance have failed the primary test that of
maturity, Shugenja are allowed their magic (o aid
them, though they may not direct their magic
against their opponent




| SIGNING IN
All contestants are required to sign in by noon
of the day before the tournament opens. The ros
ter of contestants is available o anyone for pre
view, and {ncludes their childhood name, clan,

and profession. For the other contestams, see the

NPC list

THE SPECTATORS
An important aspect of this adventure is the
reaction of the spectators 1o the contestants after
each contest, Each of the VIPs greatly favors their
i own clan members and PCs who win contests
should nate mild approval from their superiors.
Those who lose, and lose often, may note glaring
disapproval from the same.

Day Ene

Bayushis hour has just ended. The earth
has barely shed its dampness as you find
vourselves assembled (n the Kakita School's
courtyard, Your heart beats quickly as you
surney the spectators. Rokugan’s most honar
able stand witness this day to your exploits
For the Fn mrn,' gur clan, you must not fail!

FirsT ROUND

T All of the spectaiors rs who hold seats zwith
it have entered. You and the other contes
tants prepare 1o make your éntrance, forming
taeo single-file lines. Students from the schoal
stand ercet in fowr small lines of just over a
dozen, lining your pathway. Each group
wears a different colar obi. Their Kamishimo
bear their mon — most are from the Crane
Clan, but two Unicomns, @ Lion, a Dragon,
and a Phoenix are also present. Under their
paze, you feel each of them questioning your
skill, just as you question it yoarself Without
a word, your assenmbly begins its march

The First contest of the tournament s sumal
{wrestling). The contest is held within the prima-
1y dojo of the Kakita School. Spectators encircle
the matted arena. As the contestants enter, a hush
falls over the crowd and, one at a time, Master of
Ceremonies Miya Yolo calls each contestant to
kneel al the center of the mat, and once all the
wniestants have been called, he begins the con
lest. Yoto s presented with a golden vessel in

Lgremv n;- theSanvea .

which are the small tiles with the chop of each
contestant. He draws two, selecting by lottery the
paired contestants

A contested roll between the paired opponenis
decides this trial

HeraLDRY

Next, the contestants are required to identify a
person by viewing their sigil, chop, banner, or
standard. Each contested pair is presented
emblems to identify, The first to best histher
opponent by successfully rolling their skiil for il
both succeed, the one who raised higher) wins
The TN of this simple Perception + Heraldry roll
Is 20. For each Raise an additional fact can be
known from viewing the item

ATHLETICS

This is 4 fool race through an obstacle course,
set up in the woodlands surrounding the school
This test requires multiple skill rolls o complete
Keep track.of who is ahead by recording points
awarded after each skill test along the path. The
greater the point spread. the greater the lead
Points awarded are:

unsuccessful roll: -1

successful roll: 0

each Raise successfully made: +1

Start: Simple Stamina + Athletics roll at TN 10

Obstacle One: A log bridges a muddy
riverbed some twelve feet across. A simple agility
+ athletics roll at a TN of 12 is required 1o cross
the log. Should the contestants be tied after the
initial run, roll initiative (d10 + Fire) to see who
makes il to the log first

Anyone failing lands in the mud requiring a
simple check of Agility check at TN of 12 to make
the apposite bank. However, anyone falling in the
mud automatically loses a sandal and may opt 1o
lase one additional race point fo recover it

Contestants may try to shoulder the oppanent
from the log. This requires a contested Agility roll
To shoulder the opponent the contestani must
either have reached the log first, tie the initiative
roll, or make a number of raises equal to the
point spread between the opponents when rolling
0 eross the log

Contestants may forego the log and jump the
riverbed with a Strength + Athletics roll at TN of
20

Run: Simple Stamina + Athletics roll at TN of
10

Obstacle Two: Covering the path for the next

Tue Lion's
Roar

Challenge: . Matsu,
Tlui.n‘ the Matsu

ers. those of her fam
together.  She
informs them that it
5 4 mannepol honer
that they ‘attain (heir
gempukky.

Focys: Tsuko
explains that one of
the four walls that
uphold House Lion
hos wekened. Whilo
the other three - im
dition, power, and
courage - are
undamaged, the
Crane has tarnished
their honor. The D
have used their po

position o
thwart the Matsu's
claim to land border-
ing between them.

Strike: The pres
sure is on. Malsus
must sugceed. To wit,
if a Lion PC or NPC

ails to win hall their
tesls, they

Y do nol ton-
sider themsely
worthy of being o
Matsu

|
|
L




“Kuwaca TREES
Altype of pingthe
kuwaga is the Jargest
of Roligan’s (ress.
Kuwaga lfees grow a

hundred feet hight
and their branches
JiiTat, fanning out
like'ferns. Kuwaiga
trees shed their shamp
blue niedles iwice u

resin lrum the trecs
needles Can Be nade
into'u.napaln

twenty feel are kuwaga needles. Any conlestants
who fell in the mud and failed to recover their
sandal take damage equal 10 DR L The only
means fo avoid this obstacle is 8 -6 point (rek
through the underbrush or finding Bavushi
Sugal’s hidden rope, To find Sugai’s repe (which
hee plans o use (o get over the needles) the play
ers must roll their Awareness blind. The TN is
15, If Sugal has already raced and used the rope,
il is useless as 10 draped on the far side of the
needles

Run: During the running contest between
obstacles two and three (another simple Stamina
+ Athletics rall at a TN of 10), Sugai has placed 4
paper sack holding six bureli wasps (see sidebar)
overhanging the path. If ahead of his opponent,
he trips the small wire, set 1o the far right of the
path, causing the sack 1o fall and release the
wasps. Anyone stung by a bureli wasp loses one
cantest point.

Should Sugai not use the trap during his own
competition, he hides here during anather race
and springs the device upon whoever has the
mosl paints in the conlest.

Obstacle Three: A wooden wall, fifteen feet
high, stands across the path. The boards are
slightly offset allowing the wall to be climbed
simple Agility + Athletics at a TN of 15.

al Sprint: The last simple Stamina +
Athletics roll at @ TN of 10, but the way here is
lined with spectators watching the finish

INTERMISSION

Two hours are allotted for contestants to rest.
meditate, and receive treatment. This occurs dur.
ing the hour of Hantei (11 aM. to 1 e The sec
ond round begins ai Akodo's hour:

Seconp Rounp

The second round of Day One has only two
events: Horsemanship and  Conduct  (Law,
Etiguette, and Bushido)

HoRsEmansHIP

This test of horsemanship is held in the main
practice field. Contestants maneuver their horses
through a simple course and strike two targets:
one with a sword, one with an arrow. The contest
involves the same point system as the Athletics
competition

1) Ride to first target: TN of 5.

2) Strike first target with katana: TN of 10,

3) While at gallop, shoot second target: TN of 20

4) Ride back to the start: TN of 5

Law, ETIOUETTE. aND BusHiDo

Contestants are interrogated by superiors
ahout a point of law, etiquette, or the code of
bushido in Rokugan society. Randomly select 4
VIP to ask cach pal. The TN of this simple
Intelligence + Law test {or Etiquette or Bushido
Lore test) s 15. The first to beat his/her opponent
by suceessfully rolling the skill {or if both succeed,
the one who raised higher) wins, Each Raise con
tributes additional detail to the answer You
should use this opportunity to familiarize PCs
with Rokugan sodety by providing some of ihe
answers below:

1) Testimony of those of greater rank out
weighs testimony from those of lo rank

2) To give one's kile serving one’s lord is to be
reborn with equal or higher station

3) I have borrowed my ancestors’ name. | must
return it to them untainted.

4] The testimony of family is not considered
valid

3) To draw blood when it is unnecessary s 1o
bring shame {0 your blade.

6) All that matters & perception, nol trath.
What can be deduced Is not as important as what
is known,

7) Never accept a gift before it is refused twice

8) Bow fo those of equal social caste; kel to
those of higher station. Within a caste, how more
deeply to those who are your senior.

Vinvder fol Two

Kakita Yuri, host of the Topaz Championship,
invites all dignitaries and contestants (o a dinner
hasted in the schools main dojo, Make it clear
that this is nol something any of them can reluse
1o attend,

This episode illustrates the Rokuganl idea tha
justice lies not in deductive reasoning, but in fact
and testimony. The importance of that distinction

made elear. Although you may include any of
the social interactions or Introduce other plot
lines to this scene, the dinner itsell Is of like
Iimportance to the plot. Whal is of importance Is
what oceurs thereafter,

At each stage of the dinner you lipe in fear
that vou'll misstep or make an eror in ¢
quette. But your fears of spilling a teacup v
high company are unfounded, as no one in
the room pays atfention 10 you oy the other
contestants. Evervone is focused on the polit




at the main
¢ Emperor, Bayu h
Hoturt, Matsy Kakita Yuri a
i ughtey Asat, ard @ nither

oMo IS réceiving much more atien.
tion than his due from both !Fﬂ‘.’lrw Daimyo

it Vari. You can't help but =
ivs are accurring that would
aler to one S0 minor.

dy left before eti

mpetition. You are
vaung and beautiful samu-
your jour
ey across the river back to the 1own. Small
lanterns thre ut the shadow-filled court
zte the path to the
ing blades in b

imu\U:
he following
Blood. There is blood upon. the

gardens nearest the bridge have be
tilefield. The bloody corpses of five
st the chepry blassoms. Four are
bushi of the Badger Clan, ith their
still sheathed; the last you recognize
their daimyo - and buried

Ichire Akitomo came 1o this festival at the
behest of Ma atst Daimy ho
5 the Badger as allies for the Lion.

hes war with the Doji over disputed
allies in the Badger Clan. Bayushi
wju has other p!um. prevent the allianc
i 10 kill the Daimyo and
munlrr!n:\ €
Badger Daim
ed and the Crane :J'lnhum

Lion are thwart
vd for failing to protect

Ceemony.-of the. Samuval .

a member of

o guest

ai Shoju’s dir
daimyo's last bodyguard across the hrid
the island, to finish him before he
ai then planted evidence on the body
rpse, marking him as a ninja and impli
caling the Daimyo’s karo (chief adviser) in a ninj
assassination plot. Sugai is momentarily startled
hen he finds the PCs on the scene
tempts o intimida PCs into
wering him. The hotheaded samurai-ko Is
quick to require a similar answer from Sugal. He
refuses (o answer any of their questions himsell,
stating clearly that he is under no requirement to
do so. An impasse eventually occurs and Sugai
moves off with the clearly spoken intention of
summoning the Guard. PCs likely join him in
They find one already head.
apparently on patrol. The guard
3 together and

udents of the
hmn are finishing improvising & rearange-
ment of the table for your i:mnm with r‘fh
Emerald Champion. As ye
Doji Sats ha\nr.h: Vi, and
m and €
Emerald Chamy
sion. Satsurme and the
although Shoju s
L

spins a
while returning
fram mwall . ve. He could only barely
n what had ’ bete
noting the fleeing
the bridge and s
With no wi
Ve

killing of thr
ssin. It is obvious to many that Sy,
somehow involved, but Re j

accounts, nol suspicion or LI!‘L'I]L

is obviously displeased with the judgment and the
assassination, but knows there is no means to
prove what he fortunately for Otaku

BurRELI Wasps

Bureli wasps bave
biting mandibles and
a thin stalk#itaching
the thoruxto the
abdomen, They come
in three seves: mole,
neuter, and female.
Females can grow to
Tour inches long and
have a stinger. which
they use rcpc.mdl\

r
and are responsible
for consiruction of
the hive and maintes
munce of the queen.
The neuters tend the
eggs and young, and
rarely leave the nest
Bureli nest under-
ground in complex
hives sometime

g six feet

deep. Bureli wasps
come inmixes of
jpurphe, red, and
white. The distinctive
patierns of these cal-
ars distinguish hives
from one another
Attaek 3k2 (Swarm:
add +1k0 die to
Attack per Bureli
Wasp) Damige from,
Bite & Sting: DiR2ka
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INDECENT
PROPOSAL

Chall

romantic imolvement
with one of the PES.

Foeus: Doji
Kuwanan and Kakita
Asamitwere child
hood sweethearts
until Kuwanan left
the Crance lagils with
his fathér, Now thal
he hag returned,
Astmi is making him
jealoas,

Sirike: An imtelli=
gentBC can make
the most of this situ-
ation, parlaying him-
self into the good

another. Those who
dow't think may soon
find themselves mak-

even Yuri, Perhaps
Stigai can be re

Shiko (the brash, impulsive, Unicorn Clan samu
rai-koj, she is not so diplomatic

It is elear to you that Sugai was somehow
imvolved in the assassination. You see in
many of the faces around you a similar
thought, bt to poice such without evidence

puld be a loss of face and an insult of koner,
Tradition demands you let the matter drop

Unfortunately, Otaku Shiko has other
ideas about tradition. “But ke is the killer,”
she protests loudly to  the Emerald
Champion’s judgment.

The room becomes as silent as a crypt. All
eves lock onte Shiko as she begins (o realize
her error. Ouly the hiss of the Emerald
Champion’s breath is heard. as he decides the
fate of the impetuous young samurai-ko,
Sugai, homever, utters the challenge: “You
have insulted the konor of my Lady and her
servant! Your insolence can only be answered
aith your death™ A nod fram the Emerald
Champian and the duel is sanctioned

Shiko is outcl
cuts her down.

Day Tmo

Rounp THREE

The Jaces of tie spectators show no signs
of the events of last might as they watch you
enter the main dojo of the Kakita Scheol
They knoww that destiny has set each of them
a fate They accept that fate, fust as Shiko
accepted her fate to be your example — that
you showld learn the importance of percep
tiom over truth

ed in the duel Sugai easily

Wearon

The second most prestigious event of the
Topaz Championship is the test of arms. The test
is conducted in the primary dojo of the schoal,
with two pairs of contestants competing simulta
neausly in nearby rings. The. lest uses practice
weapons (real but hlunted; roll the usual number
of dice far damage, but keep only one), First blood
ends the match. The choice of weapon is strictly
up 1o each contestant, although no missile
weapons are allowed. All contestants wear light
armor.

The crowd is large and falk incessant While
this contest is worth no more than any other is,

you know If commands the attention fsr more
than examinations in heraldry. To win here, in the
eyes of many assembled, Is the mark of a forte
nate destiny

(This is & fairly straightforward contest In
playtest one PC used his Void to up his initiative
die roll, just so he could atterpt the first strike It
worked )

Be sure fo employ the special bushi school
techniques known to Fujizaka, Uriko, and Sugal

POETRY

Contestants create a haiku on a subject dhosen
by Kachiko. Highest skill roll wins each paired
contest. Give the player two minutes to actually
creaie a haiku: an unrhymed lyric poe
fixed three line form consisting of
lables respectively. Some i : Oni, honor
betrayal, Hantet, Shintao, loyalty, bushido,

COURTIER

Questions are presented about the r af
clans in Rokugan society. The TN of this contest
is a simple Perception + Courtier roll of 15, The
rules to win are the same as “Law, Etiquette, and
Bushido™ above.

1) The Crab Clan guards our borders against
the horrors from the Shadowlands

s protection is the sole duty ol

the Lion.

3) All power derives from the Emerald Throne

1) Beyond the borders of the Empire lie only
barbarian cultures that have little to offer
Rokugan
INTERMISSION

Again, twa hours are allotted for contestants b
rest, meditate, and receive treatment. This ocours
during the hour of Hantei (11 Am fo 1 rs), The
fourth round begins again at Ak

Rounp Four
Go

The games are played oul in the Dining Hil
Contestants are paired in a match of the populst
game. Resolve the game by a contested rofl o
Intelligence +

ARCHERY

This contest begins with the sun high over
head and is over quickly. The PCs and other oa
testants are given bows and arrayed on the prc
tice field in front of targets forty vards away. Al
pairs of contestants fire their arrows for e




flight. then the targets are moved anather twenty
vards back. Anather flight of arrows is fired, and
the targets are moved unother twenly yands 1o
their final flight position. The first Hight is a TN
of 10, the nest 15, and the finad fight ar 20
Sugal cannol let such an event pass him up
withent foving with his computition. Sugai saba
tges the leading competitor's how by slightly
fraylng the siring. Secretly add five o the TN for
the user of the sahotaged bow. When he asks why
(] he missed. just shi and smile “Bad kharma™ A
alind Perception check of 25 reveals the sahotige
and the contestant can guickly restring the bow
withoul s of e

HunTING

In this comtest, the charicters dre requinad o
retrivwe three Tsu Fish eggs (see sidebary from the
nelghbaring wondlunis. Unlike the other con
tests, this one Iy ot patred. Al contestants have

the hours of Togashi and Shiba (from 3 g fo 7

pan ) o loeate, obtain, ind return with three Tsu

Fish egps, Only thret are llowe
[amily i careful 10 1 te their lurvest
The PCs miay decide 1o kill or hatm Ba
s (s event (the feeling
i In aware of the PUs

lently wiskes bis eseape int the

may il you feel your players need somy
Theee are a nimber of steps involved in o sue

requites u Perception +

al difficalty of 14 Use this moll o
ieh contestanis lind the tsu fish Hrst
wles under Assistanee i the PUs wark

sleepin
the hank




Take A Dive

Challenge: A
townsman approach-
s e of the PGs,
with a sgaled lelter
addressed to the PG,
Ve letter offers 200
Koku Jf (e PCtakes
a fall during the final
rounds,

Focus: Sugai had
the letter deawir up
ribe in town,

wifer is token,
Strike: Should the
PC redd the letter
before the townsma
leaves, they may wi

th€ letter could resur-
nd cayse great
dishanor to the PC.

Each set of three eggs requires the following
two rolls.

1) To get past the patrolling tsu fish requires
an Agility + Stealth roll at a TN of 16.

2) Climbing the trees requires an Agility +
Athletics roll at TN of 13 Two raises are required
to climb without provoking any tsu fish found in
the tree

Once the PCs have the eggs and head back.
they encounter the last and most dangerous
obstacle. Accidents are known to occur during
this event, and Bayushi Sugai has taken appro
priate steps to ensure that such an accident oceurs
to thase who stand in his way of gaining the
Topaz Championship,

A you make your way into the woods,
Shiba has begun his contemplation of the
coming veid The deepening shadows and
stillness of the forest are suddenly cut by the
whistle of an arrow, Ronin tise from the
underbrush. One of them calls oul, “Surrender
or dier”_

Give the PCs no hope. They are outnumbered

and the Ronin have bows at ready.
Amongst their number is a shugenja (Air 3) pre
pared to cast Wind-Borne Slumbers. His first tar
get is a holder of tsu fish eggs.

The bandits have been hired by Sugai o inter
cepl anyone carrying isu fish eges If the PCs
leave the eggs and withdraw, theyll not he
harmed. If they attempt to escape, fight. or
destroy the eggs, they are attacked

The PCs may decide to fight the bandits,
although the only reasonable excuse for attacking
would come from a character with four accumu
lated points and three eggs, Courage in the face of
overwhelming odds is a laudable samurai quality,
but not when there is no honor 1o be gained by it
If the PCs persist in pressing their disadvanta
geaus position, fight it out, kil the PCs, and then
restart from the point just before they made their
fatal decision. (I happened in playtesting)
Remember that this is a learning scenario for
hoth your players and yoursell - there is no
shame in turning back the clock

Sugai is the only one to return with tsu fish
eggs. All other contestants may save face by sim
ply acknowledging that they failed to return with
any egps, making no mention of bandits. Sugai
invites several Scorpions to feast that evening on
the rare delicacy,

The Comng Dawn

The PCs know if they have scored the requisite
five points and attained their adulthood. Those
wha sucoeeded face the last contest at noon fol
lowed by their Gempukku ceremany. Those why
[ailed sit, watch, and learn from the actions of
their companions. And for the Matsus who fafled
it i a time of final preparation (see “The Lioak
Roar")

Those of you who succeeded have puined
glory in the eves of your clansmen, and on the
marrow will dued for the Topaz Championsip
This day’s contests have gone too long to allow
Jor veichrations. This is a time to dream the
dreams of heroes. For those that Jailed thisisa
time of contemplation, to reflect on what ths
bend of life’s river has taught. And for some, it
i a time for their final prey

Matsu Shorisuro has likely failed to receive
her Gempukku. She. along with any other Matsy
family members who failed are required to com
mit seppuke. This is a venerable ceremony, wit
nessed hy most atiendees. The players may need
to be reminded (especially if one of them i
involved) that they are removing the stain of dis
honor they brought upon their family by failing
the task that was set before them. The ceremony
and preparation in the temple beforehand allows
them to heal their wounded kharma and keep
themselves from returning in their next life ai &
lower station

To reflect their state of kharma, allow any FC
who commits seppuku 1o create another charager
comparable w0 the one lost. Then allow the play
er 1o receive character points at the adventurey
end equal to what hisher previous PC wookd
have received

Day Three

The players should already be excited abou
this contest. The stakes here are more tangibe
than those of winning adulthood are This isa sin
gle-elimination contest only the winnes
advance. Here the PCs face the best and eat
other.

THE ToPAZ CHAMPIONSHIP

As the hour of Hantei approaches, the

shugenja have finished their blessing of the
courtyard grounds Their prayer drums echs




from the temple across the river. The golden
barge of the Emperor lies at anchor in the
rivers center, many on its deck straining (o
gain @ glimpse of the coming contest. The
Asahina shugenja have cleared away the
clouds (o ensure Amaterasu’s blessing. Those
who have attained adulthood enter the circle
of spectators and encirele the ground where,
some say, Hantei dueled with his brothers
and sisiers, The shugenja have smoothed a
five-foot circle of earth at the center, Opposite
yau, the Emperor sits upon a small throne
while Lady Kachike waits nearby with the
bowl full of chops that are used to decide the
pairs.

Again, the competition uses practice weapons
(real hut Blunted: roll the usual number of dice
for damage, but keep only one). Contestants are
given no time between rounds in which to medi
e or regain spent Void Whoever wins the
championship Is greeted with a triple “banzai™
cheer.

FeaLry CEREMONY

The day has been spent in celebration of
each adulthood gained. The last to be cele
brated is that of the Topaz Champion. As with
each samural before, the Topaz Champion
approaches the altar where stand his clan's
daimyo and a shugenja. The clan daimyo
turns ta the samurai and holds out a small
bawl covered by a tloth emblazimed ihe
samurai’s mon, an top of which rests the
samurais own wakizash, blessed by the
attending shugenja. The samurai lifts the
biade in the cloth and carefully wraps the
blade just below the pommel. With a small
motion the samurais palm is cut and the
clan daimyv catches drops in the bowl.

Ustng the blood, the shugenja prepares a
scroll pledging the samurai’s loyalty and obe-
dience to his clan and family. The scroll is
vead aloud by the samrar before being
bumned by the shugenja, s ashes dissolved
into a tea and given to the clan daimyo.
Kneeling before the daimyo, the samural
takes the cup and drinks the mixture. Upon
rising. the clan daimya loudly prociaims the
name of the mewest member of his clan.

As the ceremony comes {o iis end you
gather together with your [nends to reflect
upon your successes. Your attention tums to

Cimony-op- the Samuvar .

a bent old man wearing a brilliant blue scarf
Megumi smiles upon each of yoa and in a
voice louder than you could believe could
come of kis aged frame he proclaims to every
one, “Bear witness, for these are among the
chasen.” And wihere the old man stood a blue
collared crane leaps into the sky, heading jor
the sun.

The mystery of Megumi lingers with vou
strange proclamation and exit have
heightened your renown amongst the power
ful of Rokugan and you expect offers for your
service fo be forthcoming bat something
bothers you. Megumi spokem of you being
‘amongst the chusen” - chosen for what?

The PCs have drawn the attention of many in
power. Each may seek to use them in their own
way in the coming confli

= The Emperor could give the Topaz Champion
a magisterial position

= Bayushi Sugai is still alive and now that the
competition is over he is more vulnerable... and
more deadly.

= Each PC5 clan has taken notice of the new
adult. Their risk at choosing the Topaz Challenge
for their rite of passage 1o adulthood raises their
prestige within the clan, Missions that otherwise
would pass them by are now offered to them

= They are sure to have the attention of their
daimyo upon their return

Awards

‘The winmer is declared the Topaz Champian,
and holds the title for one season. The winner
also receives 4 Koku, an exceptional Katana (DR
4k3), 10 Honor Points, and 8 experience points

Second place: Fine Katana (DR 4k2), 3 Koku,
10 Honor Points, & experience paints

(Others: | Koku, 4 experience points.

NICs

VIPs

The Emperor: An aging man who is revered
by the people as the cherished son of the sun god
dess. Hantei is just, fair and firmly in control of
his empire - with the aid of Bayus!

possessiopof o
unigue item from the
Unicora's Merchant
House of the Exafie.
The item could be
ane of the'glass bals
 book. or a shoc

Focus;
{Sugai?) has planted
the item (& embarrass.
the PCs liter by
poluting them out as
thicves. The hastard
awaits them acposs
the street widh the
town's peasant shesifl

Strike: What the

m is and whence it
came is of little
imporl. What the PCs
plan to do with it is.
Do they return it
straigltaway, tact-
lessly pointing out to
the merchan( he did
not notice hethad
been robbed, or do
they attempl to
secretly return it?
Their actions may
well determirie how
suctissfifl Sugalls
frame-up




Bayushi Shoju: An intimidating man. He is  blood outside of the contest bs forhidden Suga
datmya of the Scorpion Clan, and as such e &s  has chosen akitin Festival for bis Gempakke
the vars and eves of the Emperor There is litle  Ceremony ab the bequest of Shoju
that goes on within the Empire that Shoju does  method is 1o chwnt as often as passibl
pot Know, He has the complete trust of the  geming caug
Emperor EarTH 2

Bayushi Kachiko: The Lady Kachiko adorss  Firg 2
her hushand and is widely regarded in the empire Asllity 3
for her wit ani cunming s a favorite of the  WATER 2

s sho dotes upan her every whini The g0 3
these games ti b in her

P the haas shown 10 him and
I Archir

Coneval 2
The Way of the Scorpion: Sugn 1

his siitn after thee desth of the Empress,
Rakita Asami; The beatitul donghter of
i Y [the Crtine Clun Negtiator) s 1 pre
Tor initiatie and k

Don

swardls to the winners at the end of the cer

s (he s’ a man
of power)
if thie Cran Daimyo, ot

el least ponnnally o

Way ol thc Ceane

it bearisy, Fy

f lupy st . "

‘\ln‘.m..\.m i R : EARTH 2 \
L 7 Fire 3

Warer 2

Air 2

Marsu Sworisuro. LioN SHUGENA |

Akitomn: Udimyo ol the
1 the fest night's feshivilios Voo |

TourNAMENT CONTESTANTS Isawsa ORUKO. PHOENIX SHUGENIA

Bavussi Sucai, Scorrion Buswi

e




EartH |
FIRE 2
WaTER 2

MirumoTo URikO, DRAGON Buswi

She has traveled far to show the strength of

Sumai 1, Kenjutsu 1, Archery 1. Meditation 1,
Shintao 1

Daisho Technique: While wiclding Katana
and Wakizashi, opponents’ to hit Uriko are 5

Hipa Funzaka, Cras BusHi
A typical Crab He strongly believes In the
rength and the value of sake

Strength 4
R 2

Voo |

Sumai 1, Kenjutsu ibo 2, Archery 1

The Way of the Crab: F adds his Earth
Rank to his To-Hit rolls
Omaku SHIKO. UNicorN BusHi

She Is brash and impulsive — much like her
dn.
EarTH 2
FiIRe 2

Agility 4
Kyujutsu 1, Horsemanship 3, History |

Litemony. of the. Sanuval ..

The Way of the Unicorn: Shiko
Harsemanship to any Skill when mal
AsaHiNe Tapamo, CRANE
SHUGENJA

He s 1 ¢ a good showing, but isn't
ambitious to win. He can be a good ally for the
PCs
EarTH 2
Fire 2
Warer 2
AR 1

Awareness 3

nting 1
Raise on Air spells.
To BusHi
This young mar is looking to impress a Clan
enough to be offered fealty.
EarTH 2
Fire 2
WaTER 2
AR 2
Yoo 2

Kenjutsu 1, Shintao 1, Poetry L, laijuisu 1

e

—



Here's a record sheel to help you keep track of contest totals. Blank spaces are provided for you o
enter the names of the PCs.

Day Ene

|Sumal | HEraLDry | ATHLETICS | HORsEmansHIP | ETIoUETTE | ToTaLs

Doji Kuwanan

Matsu Shorisuro
lsawa Oruko
Hida Fujizaka
Mirumoto Uriko
Otaku Shiko
Asahina Tadamo
Bayushi Sugai
Toku

Day Two

|Wearon | PoeTry | CourTiER | GO | ArRcHERY | HunTing | Tomis
Doji Kuwanan | |

Matsu Shorisura
Isawa Oruko
Hida Fujizaka
Mirumoto Urika
Otaku Shiko
Asahina Tadamo
Bayushi Sugal
Toku
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Fourth Level

Key TO Mars

T Solid
Stone Wall

In fortified village,

dirt gully;

" in castle, packed

dirt & timbers

Roofing
(peak of roof
in center)

Jﬁ Wood Awnings
m Elevated area
(Tea House)
== Solid Interior Wall
== Sliding Shoji Screen
—+— Enlrance

fai-uil Stairs (arrow

down slope)
-""““ﬂ: Wooden fence
@' Stone water hasins

Podium w/statues
of Fortunes

& @ & Rock garden

==z Window

Table
=7 Storage cabinet

~
-

Koi carp pond
&

Large stones

.
Swinging panels

=

Hearth/fire pit

&

Stone lantern

===

House entrance step

Grass yard

g B

Counter Door

==

Fortified stone wall

o

Iron cooking pot

Tatami mats
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FORTIFIED VILLAGE

FORTIFI

T

Key

A. North Gate

B. East Gate

C. South Gate

D. West Gate

1. Hetman’s House

2. Public
Announcemeni
Board

3. Village Well
4. Public Toilet

5. Merchant House &
General Store

6. Farmer’s House
7. Inn & Public Bath

8. Tea House &
Geisha House

ep City

9. Healer’s House
10, Herdsman’s House
11-12. Farmers House

13. Tradesman’s
House

14. Scribe’s House
15. Farmer's House
16. Village Elders
House

17-18. Craftsman’s
House & Workshop

19. Merchant’s House
& Store

20. Farmer's House
21. Merchant’s House
& Store

Key

1. Magistrate’s Castle
2. Hetman's Mansion
3. Civil Hall

4. Garrisons &
Stables

5. Gatchouses

6. Gardens or
Courtyards

7. Public Toilets

8. Temple to
Fortunes

9. Shrine of Sun
Goddess

10. Trading Houses
11. Public Bath
House

12. Inns

13. Geisha House
14. Tea Houses

15. Noodle Huts
16. Merchants

17 Calligraphers
18. Craftspeople
19. Private Houses
20. Treasury

21. City Siege Supply
Houses

22. Public Laundry
25. Dye House

24, Paper Maker
25. Sake Brewery
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The stiow was high and the sky was dark as
Uki approacked the forest with an axe in his
hands. He stepped up to a tall tree, stopped and
bowed low, putting his face into the snow af the
Joot of the tree. Then he stood and readied his
axe.

“Thank you, tree-sama,” he said as he posi-
tioned the axe against the base of the tree
“Thawk you for your waood. It will keep my fami-
Iy swarm tonight o our fire. My wife thanks you,
my clildren thank you. Be twell and remember us
as we will remember you" Uki paused only a
moment more, then he began his work.

Every mountain in Rokugan has a name,
Every stream, every river, every tree. All things
have a soul sleeping deep within them, and to
ireal @ mountain or river disrespectfully brings
that spirit's wrath down sipon your head and the
heads of your family. For this reason, great rever
ence is paid to the geography of Rokugan
I KaNasHimI NO KOMICHI
4SorrOW'S PaTH)

This natural mountain pass leads to the lands
far north of Rokugan’s northern mountain range.
I is called “Sorrow’s Path” by the Unicorn who
returned from the barbarian lands
2 Yakerv yOn! Atsui (BURNING
Sanps)

The Unicorn tell of a people who live in the
prassy steppes just beyond the mountains, and
beyond them lies a vast desert they call the
“burning lands”

3 Kyopar NA KABE 54N0 KiTA
(GREAT WALL OF THE NORTH)
These mountains isolate Rokugan from the

north. The Unicorn have said there are steppes
and a vast desert {o the north where barbarians
ride on greal steeds, killing and pillaging without
mercy

4 HeiGEN Kori (IcE PLAINY

Surrounded on three sides by mountains
Heigen Kori is always a plain of snow and ice in
the winter and barren waste in the spring and
summer. It is a desolate place, devoid of any life
save the sparse grasses thal grow only fo be o
ered with snow when the winters come.

5 NacasHi Naca TosHi (SUNKEN
Naga CiTy)

At the bottom of a greal lake in the north,
there is said to be a city that remains perfectly
preserved. Statues suggest it may have once been
a city of the Naga, but none bul those who visii
(with magic, of course) can say for certain.

6 Swiro OTaku SHOIO (BATTLE
MAaIDEN CASTLE)

The home of the Otaku family has been placed
to allow the freedom of movement for defending
troaps. while al the same time inhibiting the
movement of advancing armies. It has none of the
splendor or grandeur of the Crane or Scarpion
castles, but it is one of the most well-fortified

7 Kawa Nemui (SLEEPING RIVER)

The river that runs down from the Lake of the
Sunken City is called the Sleeping River It is
named for the sleeping city from which its waters
run. The local peasantry insist that if sand from
the bottom of this river is placed in a sake battle,
any who drink from the bottle will fall into 2
magical slumber.

8 Mura wNisa Kawa NEmui
(VILLAGE BY THE SLEEPING
RivER)

‘The small village that rests on the shores of
the Sleeping River has a small traveler's inn for
those walking or riding to the cities of the
Unicorn families.

9 TosHi saNO KANEMOCH! KAERU
(City oF THE RicH FrOG)

It is said that a traveling merchant was pass
ing by when he encountered another merchant
catching flies. When the first merchant asked why
the second merchant was catching flies. the sec
ond merchant replied that the flies were far more




valuable than any gold could ever be. The first
merchant laughed at such a thought, and before
he knew it, the second merchant had changed
him into & frog, Then the second ¢ hant asked,
“How valuable is your gold now? The first mer-
chant was changed back into human form and,
blessed with this wisdom, gave all of his gold to
the second merchant, shaved his head and
became a monk. The second merchant (who was
a [rog all along) founded a small village on the
i site which seon becamne a rich and prosperous
dty,
[0 Mizu-umi Ryo (DraGoN
Lake)

The locals call the lake in the northwest
“Dragon Lake" because of the shrine fo the
Guardian of Water that is on the south side of the
lake, Some say the Dragon of Water can be drawn
1o the shrine by those who are worthy

Il Sviro SHINIO (FAR TRAVELER
CasTLE)

It is here the Shinjo family of the Unicorn Clan
make their home.
I2 Toswi NO AIDA NI Kawa (CiTy
BETWEEN THE RIVERS)

This castle guards the two river ways that flow
from the Unicorn lands. Only once has an inva
slon force tried to move against the Unicorn by
moving up-river. It was such a dismal failure, it

| has never been attempted again

13 SHirol KisHi Mizu-umi
(WHITE SHORE Lake)

| Shiroi Kishi Mizu-umi is called "White Shore
Lake” because of the white sands on its shores.

14 Swirol KisHi Mura (WHITE
SHORE VILLAGE)
Just 1o the west of Whit
village that shares the lake’s
| 15 Snirot KisHi HEIGEN (WHITE
SHORE PLAIN)
A great battle fought here 150 years ago. A
farce of Scorpions attacked the recently returned
| Univorns, but the Unicorns (and a colflingent of
8l Lions) fought them off. According to the Unicorns,
d the Scorpions thought them 1o be weak, uneducat
ed barbariang, and were swiftly shown the error of
their thinking, Ask a Scorpian about il, and he'll
concede the point and change the subject

ore Lake is a small
name,

16 HEIGEN Yuki (Snow PLAIN)

This far north in Rokugan, there is a great deal
of snow that drifis down from the mountains inlo
the plains. “Snow Plain® (as it was called by the
Unicorns) leads away to lands far to the west, details
of which are only known to Unicorn scholars

17 SHiro IDE (GREAT Day
CasTLE)

Less of a fortress and more of a school, the Ide
palace is regarded for ifs unorthodox magic
teachings. The Ide family specializes in spa
magic
18 HAE MOETE Kawa (FiREFLY
RIVER)

Firefly River is important for the Unicorn
Clan's commerce with the rest of the Empire. The
Unicorn are the least agrarian of the Clans, but it
is along this river where all of their farms are
focused.

19 SHiRO lucH! (GATHERER OF
WinDs CasTLE)

Called the “Gatherer of Winds” castle because
of the violent winds that cut across the plains and
mountains, Shiro luchi is the home of the luchi
family. Protected by a mountain pass, any army
that wishes to attack Unicorn lands from the
south must try and pass the well-profected Shiro
Tuchi.

20 Mizu-umi Kiku Hanasira
(CHRYSANTHEMUM PETAL LAKE)

Hundreds of chrysanthemuim bushes line the
shores of this lake. Every year, a chrysanthemum
festival is held. Those wha attend choose & tree
and sit under its hranches, meditating, eating
nothing and drinking only water. Great favor is
bestowed to the one who sits under the first
falling chrysanthemums
2l Kawa sano Fui No Dansel wo
Sasu (RIVER OF THE UNEXPECTED
HeroO)

It was here one hundred and seventy-three
yedrs ago that the Unicorn battled against an
army of Shadowlands creatures that had moved
north far from their homeland. The creatures
tried to despoil the Chrysanthemum Petal Lake,
but the courage of a farmer proved to be the cru
cial factor in the battle. He saved the Unicorn
army and the river at which the battle was fought
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12 Naca Doro HEIGEN (NaGaA
Roap PLain}

Remnants of Naga civilization can be found on
this plain. Abandoned and crumbling buildings
dot the landscape. Shugenja are often found here.
looking for clues as to the fate of the Naga

13 SuinomEN Mori (HiDDEn
FOREST)

The Shinomen Forest is the most expansive
and mysterious forest in Rokugan. A story tells
that it is enchanted and that all manner of giant
creatures (including the dreaded kumo) can be
found here. The outer edges have been explored
but there are hundreds of miles that no man has
ever seen.

14 REHAIDO SHINSE! (SHINSEI
(CROW) SHRINE)

The one animal most associated with Shinsei
Is the crow, When he and his Seven Thunders
needed @ scout, the crow - then a bird with a
white chest and beautiful colorful wings - volun-
teered. By the end of the journey, the crow sur
vived, but he was blackened by the powerful
forces that passed between Shinseis Thunders
and Fu Leng. It is now regarded as a bird of
omen, a watchful and helpful animal that warns
when troubles are ahead

Only those who have a pure heart and true
devotion can find the Shinsei shrine, but it is said
that those who do learn the deepest secrets of his
teachings from the Kenku (see p. 188).

25 SHINDEN Osano-Wo (TEmPLE
oF Osano-Wo)

The Fortune of Fire and Thunder is Osano-Wo,
and his greatest temple is here. The monks who
keep the temple are known for their rituals of
scarring and secrel magic Constant thunder
storms cause the terrain to be green and plush
but also rocky and difficult o traverse. Moss
grows over the rocks. and the area (s humid, even
in the driest seasons

26 SHIRO NO SOsHI (CASTLE OF
ORGANIZATIONY

The castle of the Soshi family overlooks the
lands of the Lion. It is here the shugenja family of
the Scorpion practice their dark rituals of decep
tion. Those who do not know the secret path to
the castle can wander the freacherous, twisting

mountain passes for davs without finding Shirg
no Soshi

27 HEGEN NO Kaminari (PLAIN
of THUNDER)

The plain of thunder is dedicated 1o the
Fortune of Fire and Thunder, Osano-Wo. It is here
the Test of the Emerald Champion is held in
honor of the Fortune who is the patron of all
samurai

28 SEIKITSU SANO YAMA NO O1
(SPINE OF THE WORLD
MOUNTAINS )

This is the mountain range that splits
Rokugan in two. The Seikitsu mountains contain
the tallest peaks in Rokugan {including the leg
endary Mountain of the Seven Thunders}, and the
few trails through it are narrow and fraught with
peril. The only pass large enough 1o move an
army through is Beiden Pass, and many of
Rokugan's greatest baitles have been fought io
determine who controls it

29 Kawa saNO 5a160 NO Kamae
(RIvER OF THE LasT STaND)

For gen ons, the Crab Clan had lost ground
against the steady advance of the Shadowlands 1f
was at this river thal Hida Banuken made hi
final stand against a great army of uns
creatures. For months, a single shugenja ¢
and maintained a torrent to
Shadowlands at bay while Banuken and
of Crab engineers raised the Great Kain Wall
When the shugenja’s will broke, Banuken's wall
and army ready. At the beginning of the bat
tle, he sware he would not take a single step back,
and since thal day, the Shadowlands have been
contained to the south of the River of the Lasl
Stand
30 Haka NO lucHiBan (Toms OF
lucwisan) (OrDER OF THE BLoop
SPEAKERS)

Five hundred years ago, luchiban und his |
Order of Blood Speakers were put down by the
Seven Clans. luchiban’s body was placed in o
tomb and his Blood Speakers put 1o death. Not all
the Blood Speakers were captured, however, and
so those who entombed Tuchiban sel. traps all
through his tomb 1o keep his servants from
restoring the evil sorcerer to life




Jl Suiro KADTSUKI NO HIGISHI
(FacE OF THE EAST CASTLE)

All diplomatic relations with the Crab are con-
ducted here. The Crab navigate through
Shinomen from here with the assistance of the

32 Kawa no Kin (RIVER OF
GoLp)

This river fords the Scorplon provinces, and
the Scorpion own it, All 1|rp]un trade ;md om-

move with safety .n\nn;-.: the shorelines

33 Yama SANO KAMINARI
(MOUNTAIN OF THE SEVEN
THUNDERS)

The tallest mountain in Rokugan is named
after the Seven Thunders who went with Shinsei
1o face the dark lord Fu Leng. There is a shrine at
the highest peak dedicated to their memory, kept
by the Brotherhood of Shinsei

34 Kawa Mirtsu Kiswi (THREE

ed bady of water in
Rokugan is the Threq River. It provides the
heart of trade and commerce for three Clans (the
Scorpion, the Lion and the Crane) in the heart of
the Empire.
35 Kaxusv Keikai TorRID~E
(HipDEN WatcH KEEP)

High in the mountains, the Hidden Watch

ep overlooks Beiden Pass. The shugenja high in

e fower send signals to the Seorpion Clan,
Informing the Bayushi family of all traffic
through the Pass
36 YoGo SHIRO (CasTLE OF
LEARNING )

The greal shugenja school of the Scorpion
Clan is isolated from the rest of the Empire. It is
located in the foothills of the Spine of the World
Mountains. Its head teacher, Yogo Junzo, secretly
guards the first of the Twelve Black Scrolls.

37 Ryoxko Owari TosHi
UOURNEYS Enp Ciry)

are looking for gambling dens, gei
. opium parlors or any other |Hlicit activit

face, and great deal of legal trade goes on here as
well. But behind the closed doors and open faces
lurk indulgences of all varieties.

38 Smiro NO SHOSURO (CasTLE
OF PRETENDING)

The Shosuro {amily of the Scorpion Clan are
famous for their herbalistic skills and alchemical
experiments. Far beneath the entertainment halls,
the Shosuro distill their brews both fair and foul.

39 Kyupen BavusHi (SCORPION
CLaN PaLace)

Located on the River of Gold and three roads,
the Bayushi family castle is located just south of
Beiden Pass, the cross-roads of the Empire. 1
palace is one of the three most extravagant fami
ly palaces in the Empire (the other two being the
Daji palace and the Mantis Clan palace), It i
guarded by one of the largest standing arm
Rokugan. But Bayushi palace is ;‘u.nrdrd by more
than men; it is guarded by the secrets of the
Scorpion Clan,

Al travel along the three roads and the
Golden River are patrolled and taxed by the
Scorpion Clan, which brings b revenue into
the coffers of the Bayushi fam he land just
south of Beiden Pass is als
Scorpion, but the actual pass itsell is owned by
the Emperor. Samurai stand at the ready to noti-
fy the Clan of any heavy military force that moves
through the pass, and tax collectors stand ready
for any merchant caravans thal happen 1o come
through.

40 Kawa san0o Oxami Jikan
(River oF THE HOUR OF THE
WolLr)

Named for » batte in which ten thousand
samurai died within one hour - the hour of the
woll. The battle took place at Beiden Pass
between the Scorpion and the Lion. The blood of
the samurai ran down into the river and made it
the bloody crimson of the sunset.

41 Axa Mizv-umi (RED Lake)
The lake that the r of the Hour of the Wolf

feeds inta is known as the Red Lake. After the

battle of the Hour of the Wol, the blood ran into

the river and down fnto the lake many miles

south. For months afterward, the lake

as red and as thi

o dhe deadils i dbe ol B of dhe wolf

NUMBERED
Roap Key
(ConTINvED)
12 Road ol
Descending Evil -
Daro no Oriru Warai
13 Road ol False
Deeeit -Doroso Uso
no lisuwur
14 Maiden of
Glass Road -Shojo
no Garaso Doro

15 Road of the
Golden Coast -Dorn.
sano Kin Kaiga

16 Road of Briel
Pleasare -Daro no
Mijikai Kairaku

17 Mountain
Goblin's Rest Road -
Tengu Yasumi Doro

18 Road of the
Shattered Vow -Daro
sano Waru Chikai

19 Fresh Soul's

Road -Shinsen na
Hito Dore

20 March of Pain
-Dema Koshin no
lami

21 Way of Lengthy
Commerce -Michi no
Nugai Shogyo

22 Fragran Silk
Road -Kaoritaka
Kinu Dora
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NUMBERED
Roap Kgy
(ConTINVED)
| 23 Way of the
| Faint Echa of Glory
| Michi sano Kasuba
| na Eiko
24 Horses of the
Flum Blossom Road
Uma sano Umebachi
Daoro

26 Lotus and

Balloon Flower

| Road-Hasu ogobi

L Kikyo Doro
i 27 Beiden Pass
Road -Beiden Roka

Doro

28 Path of Woe -

Komichi no
Kanashimi

29 Treacherous
| Pass Road -Kiken na
Roka Dorn

CLAN PaLACE)

The samurai of the Wasp Clan are the fi
archers in Rokugan. The defei
based on this. The road to the ¢
a step mountain pass, allowing Wasp samur.
cut down any advancing armies with impuni

43 KyuDEN SUZUME (SPaRROW
CLAN PALACE)
The Sparrow Clan is one of the oldest of the

ing for a renun
hey set themselves
apart from their money-conse
and declared themselves the
ing a more humble bird as their ins
Sparrow Clan “palace” is quite
tional, providing a fortified pe
Sparrows and their fe
war.
44 Kyupen KiTsune (Fox CLaN
PaLace)

When Lady Shinjo left Rokugan, some of her
Clan remained behind. Some of these remnants
became the Fox Clan. While they do not have the
same affi for cavalry as their Unicorn cousins,
their skills in hunting, herbalism and woodsman
ship are unparalleled in Rokugan.

45 Mizu=umi NO Fuxo (LAKE OF
Sorrows)

Stories say that this lake is haunted by the
souls who died at Beiden Pass and were not prop-
erly buried. Small shrines dot the shaore line In
homage to those who fell whose names are not
remembere

46 Kawa saNO ZATU SHUDOSHI
(RIVER OF THE BLIND MONK)

This river gains ame from an old monk
who lives in a Il shrine by the riverbed. He
will ferry any who can answer a riddle, He has

st two hundred
ask his age, they
¢ fram the monk and a bath
from the river.

47 Kyupen Don (Crane CLan
PaLace)

Only Otosan Uchi itself is mare luxurious then
the home of the Doji family. Built on the g
shore of the Sea of the Sun Goddess, the grounds
abound with rock gardens, dozens of shrines and

nats und nobility from
all across Rokugan come (o politic, but also to
experience the splendar of the magnificent
roundings.

48 Umi Amaterasu (SEA OF THE
SuN GODDESS)

The sea where the Sun dess rises every
moming is usually g and calm, Buoys line the
coast ta help sailors guide their ships from harb
to harbor and to keep them from sailing too
oul 1o sea

49 Yuruku NA HEIGEN TosH
(Prosperous Prams Crry)
place in Rokugan, Yufuky
mi nts from all the
the only open air market in the
Empire, protected by the Daidofi from fhe we
and the Doji from the south. Even the Yasuki -
hated enemies of the Crane - come here to har
and haggle with the merchants of the Crane

50 SHiro Daipos (SON OF THE
CRANE CASTLE)
While they are not as cultured as the Dofi ar
rank and file sol
e Clan, The Crane
litary might, relying on
the strength of their ambassadors and diplomats
making the smaller Daidoji family less influential
than their cousins

51 KosaTEN SHIRO (CROSSROADS
CasTLE)
The Daidoji's first line of defense
Lion invasion is K
but not as nearly
Crane political ma
honor of the Lion are often enough to keep
the northwest borders safe from invasion,

52 SHIRO saNO Kakita (THE
DuELING SCHOOL OF THE CRANE

CLan)
The Kakita f:

mily are noteworthy for two res
and their unparalieled

sons: their fencing sd

The Book of M



diplomatic skills. Their palace is very close to the
borders to Otosan Uchi and about two miles from
Shiro no Yojin, by the Matsus (#64)

53 Wan sano Kin Taivo (Bar oF
THE GOLDEN SuN)

The port harbor of the Imperial City and cen
er of naval commerce is the Bay of the Golden
un. Fishing boats and pleasure craft intermi

in the deep,

boats through the bay to discourage smugglers
and other riff-rafl

54 Otosan Uchi (ROKUGAN
| Caprrar)
Otosan Uchi is the capital of Rokugan, and the
g testament 1o the pow '
walls guarding the city are so wide that hors
an ride 2 1
sen from Ro
capital olely to support the
his court. Diplomats from all seven Clans (and
[ the minor ones) reside in the Emperor’
palace, plotting, bickering and seeking the
of the Son of Hea l‘uliq- for the entire Empire
s dx.t('rmlncd hes L an invita-

poweriul spell that tende

sageways an impenetrable maze;
Hantei blood may find their way around

| 55 Hanto NO YoAke (PENINSULA
OF Dawn)

56 Hanto no NichisoTsu
(PENINSULA OF SUNSET)

At the tip of each of these peninsul
house, guiding ships into the bay, welcoming
them 1o the home of the Emperor and watching
for pirates and smu;
57 HeiGeN NOo Havai MoNDAI
(PLAIN OF FasT TROUBLES)

The plains surrounding Otosan Uchi are
known as the “Pl f
its reputation. It is illegal (

{eogqraphy

who do soon find the
g against them.

on (PLAIN OF

through this area. Those
whole of the Empire mi
58 HEIGEN sano
THE CRANE)

The plush lands of the Doji family are dotted
with rice farms and merchant caravans.
59 Mura Kita CHusHiN (NORTH
Hus ViLLace)

60 Mura Minami CHUSHIN
(SoutH Hus ViLLAGE)

61 Mura Niswi CHusHIN (WEST
Hus VILLAGE)

62 Mura Hicassi ChusHiN (EasT
Hus ViLLAGE)
Each of the *hub” villages are filled with inns,
ted houses and shops fo feed, supply and equip
0 have come 1o visit Otosan Uchl They
of the Empire, where those
0 invitation can meet and discuss pol
d strike deals. The bureaucracy lives and
thes here. When the Emerald Champion’s
magistrates bring in the collected taxes, they are
counted in the hub vill

63 Swiro Axopo (Lovarty

notice that Akodo ¢
The daring and

Akodo Toturd, the
advisor, com
mands the Lmn armies from here

64 Siro N0 Yonn (CasTLE OF
VIGILANCE)

Fifty years ago, this castle belonged to the
belongs 1o the Matsu fam-
The Crane abandoned the castle when they
w an advancing Lion army, marching to avenge
ight made by a Crane diplomat. Today, no one
tain wh.u the comment was, but the Matsu
Shiro no Yofin, breathing down

65 HEIGEN NO OTaku (PLAINS OF
BarTLe)

This is the heart of Lion country, guarded
intensely by Lion samurai However, the
have no pratection from the Emerald Champis

Hitomr's TALE

Thetale of the

first Hitomi is one of

the most famous
Rokugan. You
fallow her adven-

tures in (he sidebars
near the following

eniries.

#106

i
1

E
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Hitomi's TaLE
= THE PLAIN
| OF FasT
TROUBLES
(#57)

It was on the

Plain ol Fast

Troubles that Matsu
Hitomi was forced by
love Lo break her
vows nnd begin the
long, painful path to
| he (and her
immortalization in
| tragic drama for the
1 next thousand years).
She took the life of

I her leader (a disrep
utable samurai of the
Dragon Clan)
|I i him in the

m her lover's
| palace. The duel
| itsell is legendary,
{ with Hitomi entering
the Dragon's tent at
night, casting aside
1 her clothing, and bat-
tling him without
weapons or armor. It

| was the only way s}
| could see to i
fair duel with

ing him time t

everyone. Once Illx
Dragon was deud,
| sheand her loyal ful-
{ lowers slipped out of
{ the.camp belore
dawn.
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taxes. For five hundred years a Crane has wom
the Emerald Armor and has taken full advantage
of his ability 1o tax the Lions. Through taxation,
the Crane have profited from Lion labor.

66 Roka BEDEN (BEIDEN Pass)

Beiden Pass is often referred 1o as the cross-
roads of the Empire. It is the only pass in the
Spine of the World Mountains that is wide
enough to move an army through. The Lion,
Scorpion and Crane constantly feud over control
of the pass. There have heen hundreds of battles
fought over the right to administer the pass, giv-
ing the lake just south of the pass [ts repulation
for being haunted.

67 SHIRO MaTsu (LasT BREATH
CASTLE)

This is the ancestral Matsu home, where the
first Matsu met with the first Akodo. The largest
contingent of Lion samurai are here, making cer-

the supply lines are not cut by Scorpians or
. The armies are made up of all the Lion
Akodos, Matsus and Tkomas alike.

68 KyuDEN IkOoMA (SACRED
WarcH PaLace)
The traditional Ikoma homeland is located at

the base of the Mountain of Thunders, where the

itsu mountains divide the Empire in two. The
Ikoma have long been the peacemakers between
the militant Matsu and the shrewd Akodo, ensur-
ing that neither family becomes too dominant
The fortress serves as an informal meeting place
for the leaders of the clan to discuss rnal
issues. Once the farthest outpost of Rokugan civ-
llization, it now serves (o defend the Lion from
possible incursions from the Dragon or Unicorn
(although the Dragon has not expanded its bor-
ders since the founding of the Empire),
69 Kensonw Gaxka (Humiry's
Lesson)

Just as the Scorpion watch the

Lion watch the Scorpion. Shiro no Meiyo -
Castle of reminder to the
Lion! ighbors. Six hundred years
ago the Scorpion tried to take Tkoma Castle, but
their effort was not successful Responding to

i Matsu attacked the

* When the Matsu ok Lhe
every man, woman and child
and claimed it for the Lion Clan, renaming

70 OsoresHing BoexisHo Kawa
(DrOWNED MERCHANT RIVER)
Three hundred years ago, a prominent mer
chant was attacked by bandits near this river
They tortured him and his family. evenmally
drowning them in the river. Local p
that their ghosts wander the bank. lool
bring justice to the bandits who drowned them

71 Kyupen Tonso (DRAGONFLY
Cran Pn.uc;)
The Drag; lan was born from a marriage
contract hrlm n a samural from the
n and a shugenja from the Dragon Cl
Clan’s castle is not
y enchanted walls
gonfly: the Dragon and the Phoenix
The Dragonily Clan Pmissar
go-betw for the Drag
Empire. If you wish au
you must first seek .imlnnn with the Dragonfly,

72 Kyopal NA JosHo Surv (TwE
Grear Cums)

These are the foothills that lead to the moun
tain palaces of the Dragon Ci

gle pass that climbs the mountai
guarded by the Mirumoto family.

73 SHIRO sanO KEN Havar

(CAsTLE OF THE SwiFT SWORD)
This is the school of the Akodo f:

ing i1s samurai both the pen and sword as

bushido. This is where the great and noble hisio

ry of the Lion Clan is kept. This is also the

tral home of the Kitsu family

serve as the historians of the

rently, Ikoma Kaoku serv

an.

74 Mura sano Eivu N1 Sury

(VILLAGE OF THE REINSTATED

Hero)

the Clan's historl-

promising samu p daimyo was
killed by an assassin. Teidei became a ronin and
i years seeking out his daimyo’s killer
comnered the assassin in this village A
where the ronin killed the
assassin and then committed seppuku ta join his

He finally
shrine

Whe ook op Vo



master
75 Tosw no MEvo Gisel (CiTy
OF HONOR’S SACRIFICE)

A young samurai maiden - whose name has
been forgotten (erased from the Lion histories)
made the ultimate sacrifice i f the
headman of this village. She kept a secret lover
here, and when her daimyo di d her secret,
she vowed 10 commit seppuku to show her loyal-
ty to her lord. The daimyo agreed, but at the cer-
emony, he sword to perform
the act. The samur; k the wooden sword
and performed the ceremony, despite the insult. A
shrine dedicated to her munun« still stands in
this vi

76 HINANBASHO SANO MITTSU
SHimal (REFUGE OF THE THREE
SISTERS)

High in the mountains above the Dragon

Rokugan's only shrine o the Moon God

sits on at the end of & treacherous path called
“The Climb of the Moon” Those who are diligent
and discover the hidden path will find the shrine
occupied by three sisters who have tended the
shrine for as long as mortal memory has record-
ers out to be

The three sis-

peculation has made the s
but none can say for certai
ters speak in riddles, answering any question pul

to them. Legends say that any question put to
them is answered truthfully, but ruin hefalls
who ask.

77 Kyupen TocasH (HiGH
House oF LiGHT)

The final fortress along the Dragon Way is the
fortress of the hi. The Togashi are nol so
much a family as an order of samurai who have
devoted themselves to a strange religion/philoso

phy. The “tatiooed men” of the Togashi sect are
popular figures in Rokugan's
zumi rarely venture outside their mon:

actions rrﬂm

also th h')JTlL‘l\[TJp,J\hI

Yokuni, head of the ise zumi order and the
daimyo of the Dragon Clan. The road that leads
p climb. An

fimb would

wayraphy

78 Swiro Kitsuki (Last STEP
CasTLE)

Called “Last Step” because of the steep climb
that leads away imm lhu castle to the |
House of Light (77),
the most “orthodox™ of Dragon Clan families
(almost all diplomats of the Dragon Clan are from
the Kitsuki family say there is a secrel
path from the flatlands to Kitsuki castle, but if
there is, it is hidden well.

79 SHIRO AGASHA (AGasHA
CasTLE)

The Agasha are the keepers of the Dragon
Clan library and their castle is the home of the
Dragon shugenja school. Well fortified deep in the
mountains, Agasha castle is one of the deepest

teries in Rokugan. Shuges om other clans
spent months in the castle, but when they
¢, they find they can recall nothing of their

80 Suiro MirumoTto (Last
GLANCE CASTLE)

The home of the Mirum jamily stands high
at the entrance of the Great Wall of the North, The
road spirals upward into a wide ra and the
castle looks down into the ra Those who
wish to visit the castle must climb the steep path.
Invaders must avoid arrows, pitch and fire from
above with no way to retaliate. The lord of the
castle died shortly after his first-born son was
killed in a duel by a Crab samurai, The lord's only
remaining child - Mirumoto Hitomi - inherited
the Dragon Clan’s ancestral sword and the castle,
but she has left it behind o seek revenge for her
brather’s death.

81 TosHi RANBO WO SHIEN SHITE
REIGISAHO (VIOLENCE BEHIND
CourrLiness CiTy)

This castle, and the land surrounding it, once
belonged to the Lion Clan, bul recent events have
brought it under the Crane's control.

Two years ago, the lord and master

n the Crane Clan thought
the action was reprehensi the daimye
choice but to reward the general. The daim,
acknowledgment of the deed has heightened
rane and the Lion, almost 10
the point of military action

Hiromi's TALE
~ CONTINUED

Just when she
thought she had safe-
Iy escaped the whole
situation, Matsy
Hitomi's train was
Barassed by Mujing
v this plain, The
ercatures lirst tricked
fer into revealing her
secret, then tormeni-
wd the column while
others ran off on
their speedy inhu
mun legs 1o pass (he
word



P

Hitomr's TaLE
= Tue GREAT
Cums (#72)

Hotly pursued by

the Dragon F
(along with some of
hee fellow Lions),
Matsu Hitomi's
lorces were eventual-
Iy pinned against this
imposing clifi. While
the Dragons:waited
fpr their daimyo, wha
wated to take
Hitomi's head per-
Iy, her fallowers
starfed a brush fire.

concenl her
es climbing the
clills and bauling up
their weapons and
nrmar w ith ropes.

foreed by his pwn
vow to slay soméone
s0 driven by love and
courage

82 Heicen Ryo Kokoro
(DracoN HEART PLAINY
This high plain overlooks the Dragon fortress-
st and the Shrine of the Ki-Rin

83 R:mmm sano Ki-riN
(SHRINE OF THE Ki~RIN)

A thousand years ago, the samurai who would
become the Unicorn Clan left the Empire follow-
ing a mysterious crea 4 n" For eight
hundred years, this crealure was nol seen in
Rokugan until the return of the Unicorn Clan.
This shrine marks the spol where the Unicorn
Clan first saw the Ki-Rin and where the returning
Unicorn were firsl spotted by Phoenix Clan
scouts.

84 Kyopal NA Taivo (THE GREAT
FaLL)

Due to heavy volcanic activity, there are many
rock slides in this area, making it quite danger.
ous. The Dragon Clan use this area o tr:
new samural (to keep them on their toes
85 Kiv Tavo HeiGen (GOLDEN
SuN PLAINY

The Plains of the Golden Sun have been
declared sacred by the Emperor and no blood has
ever stained this sacred 3
86 ROKUGAN YoGasHA HEIGEN
(EMERALD CHAMPION PLAIN)

87 RokuGaN YOGasHA SHIRO
(EMERALD CHAMPION CASTLE)

For a thousand years, the lands just north and
to the west of the Imperial Capital have belonged
to the Emerald Champion. No army has ever

painfully aware that such an action is an invita-
tion for the mher Clans 1o ral

“Thie castle sils on & high hill surrounded by a
Mdr. empty plain. Any army marching on the
advance of their
um - the mon of the
Emerald C] proudly displayed at the
front gate of the casl
88 Tamima sano Futarsy Taiswo
(VALLEY OF THE Two GENERALS)
It was here that two of the Empires greatest
commanders - Matsu Kijoruko and Daidoji

Battle. In the
on the bat-

Wasutsubo - fought the Seven D
end, the commanders faced each oths
f d by the bloody cor of hun
dreds of hours of constant combat Although
Kijoruke was the victor, her wounds from the
duel overcame her moments later. The hattlefield
remains a holy sight with a shrine dedicated o
both gener: ted where they fell
89 Mamorv KyoTer Tosui
(Howorep TReaTY CiTy)
Si hundred
held betw

Treaty, the peace treaty between the Lion and
Phoenix is held

90 Kiken Na Roka Toswi/Ryu
Bannin TosHi (TREACHEROUS Pass

Ciry/ Dracon's Guarp CiTy)
A slight and narrow pass through the mo
gave this name. li sits in a v
thi shore surrounded by high mountains. A
famous storyteller once said a small child gave 2
dragon a rice ball at the site of th

91 Kiken NA Roka (TREACHEROUS
Pass)

A story tells of a merchant wha lost his lile in
this pass hundreds of years ago, and his ghost stifl
haunts the mountainsides. At night, haunting
winds whip through the gorges, making it sound
as if the mountains them
and dangerous pass, b
route from the Phoenix lands and []h'

Emerald Champion and the Emperor

92 Yama nO Kuyami (MOUNTAINS
OF REGRET)

This range is called Regret b
many lives lost in the only pass th
mountains. In the red light of (
on the tips turn red, making fi
mountains b with the

ghtings of ogres and

some shugenja to suspect an
ground somewhere in the caves, but if th

The Wook-of-Vor



the Phoenix have yet to find them.

93 Tos# Nno Omoiposo (CiTy
OF REMEMBRANCE)
See sidebar, p, 2

| 94 Kyupen Isawa (PyoENIX CLAN
PaLACE)

The castle that houses the lsawa family is
located on the shoreline. It is surrounded by sand,
making it difficult for my 0 move agal
The walls have been ei
tect it from both magical and physical attack_ 1t is
here the lsawa library can be found. It is the

t library in all of Rokugan, containing the

arches of a thousand years of i

95 NEmMUI KAMINARI YAMA
(SLEEPING THUNDER MOUNTAINY

The volcano just south east of the Shrine of
the Ki-Rin rumbles from time 1o time, but has yet
to fully erupt.
96 & 97 Remaipo Uikkv (Uikky
SHRINE) & YOGENSHA HEIGEN
(PROPHET PLAINY

A shrine has been erected here in honor of the
Phoenix shugenja who recorded the Tao of Shinsei,
98 Mori Kace Tosw (Forest
Snapow CiTy)

When a bride from the Dragon Clan was
scorned by her Shiba husband, her mother put a

rse on Mori Kage. it looks as if the limbs
of the forest have reached out to claim the casile.
It is completely deserted, save for the ghostly
vourt that walks the castle’s halls.

99 Mori Isawa (PHOENIX
WoopLaNDs)
There reason the Phoenix setiled in this
area of Rokugan, The wood of the lsawa fo
particular quality that is particularly ben
| for their shugenja’s scrolls.

100 SHiro SHisa (SHisa CasTLE)

Located In the far northern reaches of
Rokugan, it is a maze of courtyards, donjons and
walls put together in a seemingly haphazard fash-
ion, with the main donjon rising at its center
There are those who say the entire castle is an

horate pu Crab engineers it is the
result of simple bad planning

Geoyeayhy

101 SHiro Asako (MORMING
GLory CasTLE)

Also called "Castle of the White Phoenix” It
stands at the top of black rocks and its white
walls are so high that the first rays of sunlight
make it a shining beacon to the rest of the land.
102 SHINSEI NA Sumal MuRa
(Hoty HomE ViLLAGE)

Onee a pilgrimage spol when the followers of
Shinsei were not yet an organized order. Several
manor houses and the shrine were constructed by
Shiba Esade, a Master of Earth. Pilgrims would
bring a stone from many miles m which
would then be added by the master to a building.
The stones fit together perfectly and have lasted
these many hundreds of years.

103 & 104 Aonror Oku SHIRO
(PALE Oax CasTLE) & Aosrol
Okv HEIGEN (PALE Oak Praiv)

Disregarding tradition, on his deathbed, the
seventeenth Hantei demanded that he be buried
- not cremated - in an empty field near where the
woman he loved was born. From his grave, a tall
pale vak grew, A castle has been erected about
the vak to protect it. Many believe that bark from
the tree has healing abilities.

105 Nani-akv Heimal HEIGEN
(700 SoLpiEr PLAIN)

It was here that seven hundred soldiers were
viclorious against an army of seven thousand (at
least, that is what the history books say)

106 SHIRO sANO CHUNITSU NA
SHiNPy (CASTLE OF THE FAITHFUL
BrIDE)

See nearby side-bar.

107 Doro Owari Mura (RoaD's
EnND ViLLAGE)

An entirely unremarkable and inhospitable
village. Many avoid it
108 Kanawa Taxi (Iron Rings

CascADE)
One thousand years ago, Shinse

stopped at
this waterfall and quenched his thirsi at the
W Since that day, the walers have been con-
sidered holy and blacksmiths from acr
Rokugan come to this waterfall lo use the pure
walers for quenching their steel.

i

Hitomi's TaLe
= THe CAsTLE
OF THE
FairvruL BriDe
(#06)

The Castleoithe, |
Faithiul Bride was l
built by Matsy

Hitomi's lover. The '
first stone wasdaid op |
the anniversary of her !
death, and it was
completed afie i
vears, which was her !
agewhen she died - |
The samurai lord |
never murried. and
his line ended with
his death. Feen his
family name is the
subject of controversy




Hitomi's TaLE

= Txe CTy OF
| REMEMBRANCE
| (93

Matsu Hitomi

spent her Jast full doy
of life in this ity 1t
is not known what
she said or did, for
after she died, the
civilians would not
divulge the secrets,

| In u rage, the Lion
daimyo ordered fully
three-fourths of the

population 1o be exe-

cuted for their

! lence, wntil he
£ | relented Thereafter,
plagued by the spirits

of the aged and the

voung alike, he took

fo heavy drinking,

N and died within three
| vears. Some th

| that the civilians still
know the secrels. In
fact, the city has
prospered with peo
ple moving here hop
ing to be privy to her
last words and
actions, but appar-
ently only those
direclly related to the
villagers who sur-
ever know the
truth.

109 Taxara-Mususr Taki
(TREASURE KNOT WATERFALL)
It was here an Akodo samurai maiden was
uried by 4 Matsu samural. The maiden gave
him a knot, telling him that when he could untie
the knol, he would win her love, The Matsu took
one lnok at the knot and sliced it with his wak
izashi. The maiden took the rash act as an insult
and one of the greatest Akodo/Matsu rivalries
began.
110 Masaxart Taki (Broap Axe
WATERFALL)
t the head of the riall, an axe remains
k in a stone. Legend has it that the stone and
the axe are enchanted, and that the stone was an
long as the axe remains,
trapped in
Il Tsuno saNO SHIRO! Onka
(ANTLERS OF THE WHITE STAG)
The two peninsulas that make up the outlet of
the bay on Otosan Uchi are called the Antlers of
the White Stag, an animal that has often been
th the Hantel Dynasty. The first
antei was with his broth
hunt when the

oni remains

Hantei rode alone into the woods did he find the

beast. Some say a promise was spoken between
them, but what manner of promise, none can say.

112 Suzv saNo SHINDA (BELLS OF
THE DEAD)

Twelve shugenja died in this field fighting a
blood-drinking oni. Every full moon, a bell is
rung to bring peace to the spirits of the shugenja
who wander the countryside

113 HeiGEN ORI UE M1 WaRUI
(PLaNs asovE Evir)

This broad expanse of wilderness remains
untouched affe ly a thousand years. Even the
wide-ranging Unicorn haven't settled here, and
Shadowlands creatures seem to fear the area like
the plague. Many strange ruins jut up from the
plains, built by inhuman hands an incalculable
time ago, Rumors abound about the true nature of
the ruins, but the most credible attribute them to
the mysterious Naga wha vanished from Rokugan
before the dawn of man. It is co d extreme-
ly bad luck to even approach the crumbling build

; most Rokugani refuse to go near them.

114 YuGuRE Yama (TWILIGHT
MounTains)

Smaller than the mighty Seikitsu mouniains,
the Yugunc range he southern halfl of the
ancestral Crab lands. Tough and rocky, the mous
tains and littered with elaborate Crab defenses
against the Shadowlands. There are m
through the ¥ but most are either gar
risoned or boohy-trapped. Wise samurai traveling
the mountains will first announce their presenc
to the Crab, and then arrive by the Kaiu pass, one
of the few places travellers can move sboul
unmolested.

The northern half of the range supports 4 large
number of tea plantations, and the bulk of the
Empire’s tea supply comes from Crab lands
II5 Kaw Kase (CARPENTER
Wae)

It is called the Kaiu Miracle, perhaps the
strongest structure built by man. It stands almost
one hundred feet high, enforced by buttresses and
garrisoned by the ficrcest warriors the b Clan
i e. Situated on the northern side of the

Stand  River, it is the Empire’s greatest
t the horrors of Fu Leng

e hundred years

combination of Shugenja magie

looked lost until & young Kuni magician cast &
spell upan the river, The walers surged and crest
ed, preventing any from crossing iL For sixty days
she held the spell in plag the forces of the

Crab built th L. Many died duri
struction, and more than a few shugenja sam-
y ounce of energy to speed up construg:
y the time (he magh
dan finally died from the exhaustion, the Crali
were ready, and the wall was enough io repel the
§ hen, it has been strengthensd
and entire armies have spal
y ch its walls, It s a lestss
menl to the power and resolve of the Crab Cli
and the Hida has sworn that it will never
lowlands. Thus fas, o

force has heen enough to topple it

116 Kaw Roka (CARPENTER Pass)

The Kaiu Pass s the largest passagewap!
through the Twilight Mountains, and the casiel
means of moving troops through it Soldiers e
ing to man the Kaiu walls always travel through
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sell anything here must pay a tithe to the Yasuki,
and indeed most. of the traders along the pass
e tolerate their pres:

ence for this reason and t
117 Kaw SHIRO (CARPENTER
CasTLE)

Kaiu Shiro houses the Kaiu family and is
home to the largest smithy in Rokugan. The K
engineers work at maintalning the great wall

perading their defenses and bullding
machines. Plans and
and a

positions on the
Beneath the cast
they run throughout the
veral discreet locations

other side of the wall. The entrances also serve as
boltholes for spies trying to get back to the lands
of the sun.

118 Kamisori SANO YOAKE SHIRO
(Razor oF THE Dawn CasTLE)

The western edge of
here, a stout rock of a fortres
two steep hills owlands attacks are arer ot
the Razor of the Dawn than elsewhere, and troops
quartered here ser ainly reservists,
Samural from other Clans looking to make a
name for themselves are often stationed at the
Razor Dawn; the Crab is loath to permit outsiders
deeper into its defenses.

The rocky terrain and hidden vales surround-
ing the castle make it an ideal location for nfil
trating the Shadowland nd scouls are
often quarlered here, and meetings with tribes of
Ratlings take place fust outside iis walls,

119 Haxyo No Hiruma (Ruins OF
DarLiGHT)

The ruins of the ancestral Hiruma homeland
lie here, swallowed up by the evil of the
Shadowlands. Three hundred ye ago, a
marauding army of Oni laid the castle waste,
destroying its defenses and scattering the Hiruma
to the winds. Althopugh the army was eventually
stopped at the Battle of the Cresting Wave, the
Hiruma lands have never been reclaimed. The
shame of that loss haunts the Hiruma to this day,

nd their samurai are known to enter battle with
headlong abandon, hoping that death will remove
their dishonor.

The castle now serves as a rough marshalling
ground for oni and goblins wishing 1o attack the
Crab lands to the north. It has no permanent
inhabitants, and a squatter’s rights rule permeates
those who spend any time here. Small groy,
Crab samurai often come to the castle 1o “clean
house” and young bushi going through their rite
of passage will often come here for a quick kill
but no force has been able to hold it for any
length of time. The denizens of the Shadowlands
seem to consider its possession & point of pride
Its walls have been broken in dozens of places,
and little of value is left after three centuries
120 Suiro Kumi (CASTLE OF THE
Nation)

This foriress lies al the heart of the Crab
defenses against the Shadowlands. While net
physically imposing, il is very large — able to
accommodate an entire army of troops - and
commands an imposing view of the surrounding
countryside. The Crab generals plot their strate
gies here, while messengers stand ready to relay
their orders down the road which spans the
length of the Carpenter wall. A small army of
bushi is always stationed here, serving as an
anchor for the great wall and a deterrent to any
Shadowlands creature who perceives the castl
a weak link in the Crab defense.

121 Kyupen Hipa (Cras CLan
PaLace)

At the mouth of the Last d river, lie
Kyduen Hida - the ancestral home of the Hida
family and the mightiest fortress in Rokugan. The
Crab Clan palace has the largest standing army in
Rokugan. The walls are hewn from pure granite
reaching into the living rock of the land beneath
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it. The gates are constructed of thick steel, requir
ing ten men to open. The skull of & huge Oni lord
hangs above the ramparts, as a warning to any
who would challenge the castle’s might A stand
ing army of almost a thousand men is quartered
here, ready to defend the Crab from any attack.
stle is also the home of the Hida bushi
samurai are trained in the harshi
techniques. Students train in full armor, and grad-
es must venture into the Shadowlands and
one of fts denizens before th
their wakizashi. The Great Bear, Hida Kisada, and
his children live here, coordinating the defense of
the Empire with ruthless precision

122 Kuni ARenO (Kumi WasTES)
Once conquered by the Shadowlands, the Kuni
wastes have been retaken by the Crab over cen-
f of brutal warfare. It is a flat plam of

ed mud and blowing dust, wh
thing will grow. The odd Shadowlands creature

upon. The only humans who live here are the
of the Kuni family, who
ris in lonely seclusion, They
le huts which dot the land
seek the company of outsiders.
Jlumnn abound about the terribl
they conduct on the Oni they manage to
and the unnatural screams sometimes heard
echoing across the w lend credence to such
speculation.

123-124 Tue Brack FINGER
RIVER AND THE RIVER OF THE
Dark Moow

Just 1o the north of the Crab holdings, the
River of the Last Stand forks into two. The
ern fork winds its way through the mountains,
splitting again bel fina entering the
Shadowlands. Its waters become dark and stag
nant, twisted by the corrupting magic around i
The two forks have been named The Black Finger
and The Dark 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 Beneath their
stagnant surfaces, frightening monstre han
spawned; not even the oni know for certain what
dwells within them No being who has fallen into
the rivers - man, beast. or oni - has ever emerged
again

The Black Finger is the furthest into the

Shadowlands any Rokugani has ever travelled
Beyand thal lies the unknown horrors of Fu
Leng’s realm.

125 Haxyo sano Kappa (Ruins
OF THE Kappa)

Once a strong fortress of the Crab clan, the
Kappa palact long ago to the Shadowlands.
Now, it houses a great goblin city, shabbily rebuilt
10 ape the style of the original Dozens of tribes
gather here to meet, haggle, deb
hideous mockery of human
claim that a great king rules all goblinkind from
here, but the highest authority anyone has ever
seen are the squabbling tribs

al Kuni magician can be found

ses. | return for free pas
sage 1o and from the pala
masked the city’s presence from the other Crab
famili hould the Hida ever learn of it, they
would destroy it without a second thought

126 Kano Surv Ana No Fu LENG
(FESTERING PiT OF Fu LENG)
When Fu leng was cut from his father's hand
and fell from the heavens, he landed here. The
resulting crater stretched deep into the under-
world, releasing all manner of foul creatures ino
the world. The Pit s ¢ center of the
Shadowlands, focusing £
hatred int
palpable w a a spirits congre
gate around its surface. Crab scouts say that it
e plaoe,
and that he uses it as a window to spy on the
world o . No human has ever scen the
Festering Pil without d, but the largest
and most fearsome oni often travel here to wor
ship their dread master.

127 Oxiwasurery Haka wo Fu
Lenc (ForcoTTEN Toms oF Fu
LenG)

After his defeat at the hands of Shinsel, Fu
Leng w ed beneath th mnh M--m
thereafier, the Forgotten Tomb apy
resentation of Fu Leng's power on mnlu »\H nllhr
creatures which he gave life
ogres, the oni granted phy
from the tomb, spreading across the length and
breadth of the Shadowlands. A squat structure of
ancient stone, it is decorated with hideous sym
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bols and terrifying statues depicting the foretold
return of the Dark God. Unlike the Festering Pit,
no creature is found near the tomb: its halls
belong to Fu Leng and Fu Leng alone.
128 SHio SEnkyo NO Rixv (TipaL
LANDBRIDGE)

The Landbridge is a small strip of turf on the

men 1o pass from one side ather. Al high
tide, it Is swallowed beneath the waves. Ships
wishing to pass through the strait must wait for
the tide o d both the Crab and the Crane
lr}.\l'd“ the 1nﬁu that passes through it. Both
B squabbled over ownership of the

aves have the ultimate

129 Niwa SHita NO KAGE ToOsHI
(GARDEN UNDER SHADOW CiTy)
The home of the Daidoji family. At the battle
of the Last Stand, the daimyo watched as Crab
samural stood valiantly against the raging mass
of Shadowlands creatures, He took up hi
armor and sword and a handful of samurai and
charged across the landbridge into the horde,
knowing that at dusk when the landbridge faded
under the w would not be able to retreat,
To |his day, the U.ndr family are lhe unlyLrane:

call them "tetsu-tsuru’”

130 Aiso M RyOkOSHA Mum
| (FrienpLy TRAVELER VILLAGE)
simple, small fishing village just south and
st of the tidal Landbridge. It is modest and
Frh«m.fig. sts) and produces the

131 Imsnm SAKANA Wan
(EArTHOUAKE FisH Bav)
The bay that separates the Crane and Crab
ovinces has a rather amusing history. First off,
it's hot. That is, it Is warmer than it should be
This is because of volcanic activity occurring
beneath the w
quake de
kills many of the fish in the lake, causing a great
mess of dead fish to wash ashore. This has only
happened three times in Rokugan's one thousand
year history, but each time it has happened, it has
been an omen to an event of disastrous portent

eagraghy

132 Yasvki Yasuiki (Brack CRANE
ESTATES)

The Yasuki Palace was once owned by the
Crane Clan, but no longer. The Yasuki family
turned on the Crane many hundreds of years ago
10 serve the Crab Clan.

The palace Is quite modest {they don't want to
look like they are competing with the “decadent™
Cranes), and at the same time, is riddled with
secrel hallways and rooms that visitors are not
allowed to enter. This Crab stronghold clos-
est to civilization, and for many s and
shugenfa, it is the closest they wish 1o
Shadowlands.

133 SHINDEN AsaHINA (TEMPLE OF
THE MORNING SuN)

Shinden Asahina are a small cluster of 1em-
ples located just south of the Yasuki estates. The
Asahina shugenja are completely devoted to a
peaceful existence. There are no samurai assigned
to protect the temples, and no army would dare
draw the wrath of the Emperor by aftacking these
pacifistic shugenja:

134 Yama vE NO HO NI Umi Mura
(MOUNTAINS ABOVE OcCEAN
ViLLaGe)

Located just west of the foothills of Rokugar
southmos , this small villag
noted for its friendly inns and taverns. It is an
ideal travel stop between the central and southern
Crane estates.

135 KaBi UE NO HO NI 5A Umi
(WaLL ABOVE THE OcCEAN)

The lowest of Rokugan’s
is settled right between the Crab and Crai
der, which makes it a he; isputed pie
territory,

136 Bunya SANO AsAHINA (FIELDS
OF THE MORNING SuN)

Samural and monks are often found meditat-
ing in the peaceful field along the coastline just
south of the Yasuki Palace.

137 Sunpa Mizu Mura (CLEAR
WATER VILLAGE)

‘This is the most significant port in th ith
It is one of the oldest settlements in Rokugan, and
has kept its old village name, even though it has

me one of the largest trading centers in the
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Empire.

138 Hewa na Kaze HEIGEN
(QuieTr Winp PLAINY

Soft winds come from the Shinomen Farest
blow across the Quiet Wind plain, and sometimes,
haunting music can be heard.

139 Nanatsu wi Omaku HEIGEN
(SEvENn Day BarTie PLan)

Three hundred vears ago, the ronin who called
himself “Usagi” assisted the Emerald Champion
to defeat luchiban and his Order of Blood
Speakers. Usagi was granted a small castle and
the lands that surrounded it The battle with
Tuchiban lasted for seven days, thus the name of
the plain.

140 Mizu~umi NO SakURA Yuki
(LakE OF CHERRY BLOSSOM
Snow)

Cherry blossoms line the lake, and when they
fall in the autumn, they cover the waters, making
the lake loo ed in snow. Many
monks and ut samurai come to this lake dur-
ing the Cherry Blossom Festival Each of the

oul sit under @ tree and meditate until the
blossoms fall from the tree. Tradition says that he
who sits longest (his blossoms fall last) is the one
who is most pure
4] Shiroi KiN Kawa (WHITE
GoLp River)

small river that spills into the Lake of
Cherry Blossom Snow Is called “white gold”
because of the white rocks that line the n\ulhmi
and lhz golden leaves that fall into its wates

142 SHukuruky SurU JIMEN
HeiGeN (BLessED GROUND
PLam),

143 Mittsu Oroko RENGO
HEIGEN (THREE MAN ALLIANCE
PLan),

144 Taxar Kusa HeiGen (TaLL
Grass PLAIN),

145 Rowin Crnki ("RONIN
PLAINS"Y

All of these lands are owned by the Three Man
Alliance (the Wasp, Sparrow, and Fox minor
Clans: see 42. 43, and 44). The Ronin Plains are
the mast heavily guarded, for they are bordering
the estates of the Scorpion Clan

146 Mura Sapishi TosHi
tl.onn:r SHORE TosHI)
trade and supply
south side of the
roads leading
ma ue no ho ni Umi (1
Kitsune (44}, Most trade comes from
(147), but that is strictly nautical trade. Mura
Sabishii is a Mourishing port fown. The ma
son s because of its proximity to &
travellers
the World n ins Lo the north, they must tray
el many hundreds of miles on foot, or they can
commission & ship and arrive in Sumal Kaze in
less than a week
147 Samui Kaze Tosm (CoLp
Winp CiTy)
Named for the cold wind:
the mountains, Samul K
trading ports of the Cran

that blow in from

74, above) The

ountains forbid any travel

over land with the village, and so most trading
must be done over the wi

148 MicHi Nt MaYoTTA Musume

IRiE (LOST DAUGHTER INLET)
This is the famous island where lha l\rsl

Hantei found his bride. Th

of this tale wa
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without-portraying them as villainous.
149 Smima CHUTO DE (HALFwWaAY
IsLanp)
i nd is devold of man-made struc
tures, except abandoned lighthouse that
on the cliffs. It is said a young woman
threw herself from the lighthouse when she saw
s ship crash on the shores, and some
even claim to see her ghost on stormy nights.

150 Kyunen ManTis (ManTis
CLAN PaLace)

Perhaps the ) palace in
Rokugan, the hor an is al
of the most splendid. Unconcerned witl
gardens and expres
the Mantis pﬂ|l:\‘ looks
E}hum of t-‘ ild,

treasure (rove
ous stones
ntrast from
en Clans. It is

guard th
151 SHima NO KOSHINRYO (ISLAND
OF SPicE) & 152 SHima nO Kinu
(IsLanp OF SiLk)

" =

nds of Silk and Spice are, obviu
the two chief ex, of the Mantis
are heavily guarded by the feei of the
largest standing fleet in Rokugan.
153 Tosui No INazuma (CiTy OF
LIGHTNING)
. the tall towers of this ity
Osano-Wo
- ane of the most extravagant and beautiful tem
ples in Rokugan, and the tallest building in the
city - is usually the site
154 Wan no AsaGurol Mizu (Bay
OF Dark WATERY
Only those whe put no stock in up\.r«mmn

at the bottom of the ba
e who do not throw rice aver the s
cross hring doom and curses on their
ds from the creatures below.
155 HEIGEN NO HissHi O WaROI
(PLAIN OF DESPERATE EviL)
Here a force r‘l Crane pikemen caught up with
i ¢ Crane shugenja sum-
moned sunlight, and the Shadowlands. forces

Geoyraphy

mpaling themselves up to five or six
deep on the long. sharp pikes.

In many of the more recent roleplaying games,

used the last page to indulge their

opinions, philosophies and complaints. When 1

first started this project, 1 promised myself that

last page would be the last thing [ wrote for this
book.

And here | am. We have only a few hours 10
go before the game s supposed to be finished,
and me for my single page of s ulgence,
where 1 get 1o tell the reader what's what and
unload massive unspoken truths on the roleplay
Ing community.

Well, here’s “The Truth™:

I'm tired and | want to go to bed

But before |

v personal thank yo
page (and wouldn't fit onto the aln

age al the front of the book),

Special thanks are in order to these folks for
these reaso

Mom and Dad - Becaus
vour mom and
you go to hrl] By

Julie B. - Because on she'll publish a
doesn't thank me

in her Afterword.
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Mona Hall
Andrew Hedkt
Tom Hubbard
Ruoss Isuacs
Raymond Lau
Lisa Lewis
Jennifer Malie
Cheistinn Maore
Marcus Pregen(
David Seily
Nick Smith

Mant uscik

Steve Swarner

Matt Wilson
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The AEG crew (vou can find them on the
eredits page) - Just because.

I'm tired and T'm ready 1o go home. And when
| get there, I'll cuddle my dog and snuggle the cat,
take my dinner out of the oven and cozy up in
front of the fire with a good book and my beloved
Jennifer.

T'm going to marry her on the day 1997 turns
into 1998,

When it’s all said and done, my work in this
hook has been for her.

Until we meet again,

~ John Wick
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Miyamoto Musashi. A Baok of Five Rings.
Sun Taw The Art of War.
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McAlpine, Helen & William. Japanese Tales
and Legends.

Mackenzie, Donald A. Myths of China and
Japan.

Murasaki Shikibu. The Tale of Genji

Roberts, Moss, Chinese Fairy Tales &
Fantasies,

Russel, Sean.
Gatherer of Clouds.

Sakai, Stan. Usagi Yojimbo,

Tyler, Royall. Japanese Tales.

Yoshikawa, Eiji. Musashi.

PHILOSOPHY
Doubleday, Tony & Scott, David, The Elements
of Zen.
Inizo Nitobe, Bushido: The Soul of Japan.
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LaoTe. Tao Te Ching
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Suzuki Shosan. Warrior of Zen,
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Sawyer, Ralph D. (trans). The Seven Military
ssics of Ancient China.
Tarnbull, Stephen. Samurai Warriors.

The [Initiate Brother and

We've Made Some
Changes ...

Here are the changes mentioned on page 2 If
you have any questions drop us a line! Our
address is listed right there on the same page

SkiLLs

We've clarified the Bugei Skills. Now, you can
actually use the Naginata Skill, and Survival has
been replaced by Hunting The Hand-to-Hand
and Wrestling Skills have also been cleaned up

CLANS AND ScHOOLS
A quick peek at the color Clan sheets will
show you that we've clarified a few things there
as well. The Techniques needed 1o be cleaned up
| as the starting Skills and Spells
cally, we've clarified the “add X to the roll”
for Crab and Lion, specified the Unicorn’s parry
ability and the Scorpion’s distraction Technique.
Also, the Crab and Crane shugenja schools have
been clarified

SpELLS

The spell section has been dramatically
changed, Now all spells have the same farmat
The listing has also been changed to fit the chap
ter arder (Earth, Wat nd Alr). We've also
lpwered the Mastery Levels of the Inflame spell
from 4 to 3 and the missing Counterspell side-bar
on page 146 has been replaced

THE RETURN OF THE FEAR
We've added 2 sidebar on page 192 that details
the Fear Ratings of Rokugan's creatures

A WORD OR TWO ABOUT HEALTH

We changed Bad Health and added & sidebar
an page 150 about magical healing Also, we've
clarified how fo get killed on page 108,

layursy DueLs

We've added a phrase that should help deter
mine who gets to go first during an faijutsy duel
on page 109,

A quick red-faced “thank you® to all of our
fans and playtesters who spotted these ... um,
errors (why didn't you notice them before we
went to press?!?). Also, a very special thanks to
our playtesters, who got left out in the first print
ing (durn page 246) and are now listed on page
245 (just in case this one disappears, again)
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ALG Lmevald Bmpive
Desiyn Team

Ryan Dancey
“Be strang, be wise. Know that even though | may fall, T will rise again to stand beside you™

MARCELO FIGUEROA
“The only thing swifter than my steeds is my revenge”

Steve HoucH
“I may not be the deadliest with the blade or the mast skillful on & steed, but | have seen the face
of death and | wear it always”

Raymonp Lav
“They told me it could not be done. 1 replied with maniacal laughter”

Davip Sear
“For the coward, there is no life. For the hero, there is no death”

MarT Staroscix
“At the moment of their victory, that is when they shall learn the cost of dark alliances”

D.J. TriNDLE
“When you eat, just eat. When you read, just read. When you eat and read, just eal and read”

Ros Vaux
“We were hundreds against thousands | looked at him and watched his face twist inio an insane grin”

JouN Wick
“Sleep? My bushi need no sleep! They need battle 1o awaken their souls and bushido to feed their bellies”

Davip WiLLiams
“There is no loyalty but 1o the Emperor. There is no honor but to die in his name”

Jonn ZiNsER

“A silent, painful, honorless death awaits those wha do not know the secrets of shadows™

We at AEG want to thank our customers for the opportunity 1o bring the world of Rokugan to life
in this RPG. Without your support and enthusiasm, this product would never have come to pass.

How.to Run the,
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Weapons

Weapon Name Price DR Length/Range

SwoRrDS
Aiguchi 2 Koku  1k2
Katana 20 Koku  3k2
No-dachi 30 Koku  3k3
Tanto 3 Koku  1k2
Tessen 2 Koku  (Ok2
Wakizashi 15 Koku  2k2

POLE~ARMS
Characters using polearms against opponents
who are using shorter weapons may roll an addi
tinal die for their Initiative Roll and keep the
higher roll
Die tsuchi 4 Koku  2k2
3 Koku  3k2
4 Koku  4k2
5Koku  3k3
5 Koku  3k3
4 Koku  0k2
Sodegarami 5 Koku 0kl
Tetsubo 6 Koku  2k2
Yari 4 Koku  4k2

Bows
Dai-kyu 4 Koku As Arrow
Yumi 4 Koku As Arrow

ARrROWS

Ya | Silver  2k2
Armor piercer 2 Silvers  1k2
Watakusf 3 Silvers  3k3
Karimata 5 Silvers 1kl

Wearons
5 Coppers  2k2
10 Silvers  1k1
I Copper k2
3 Silvers  2k2
Nunchaku 25 Coppers 2k2
Sai 0 Silvers 1kl
Tonfa 1 Bilver  1k2

Armor

A bushi who is wearing Heavy Samurai
Armor has the TN to hit him increased by 10,
but he has a +5 to his TNs on all physical
actions. A bushi wearing Light Samural Armor
has the TN to hit him increased by 5, but has
no associated TN penalty,

Sasumata

R Y R e,

200 yards
200 yards

Rasic Eqmpment

| koku (gold) = 5 bu (silver) = 50 zeni jcopper)
Backpack, wicker
Basket, large
Basket, small
Books and Scrolls

3 coppers

3 coppers

1 copper

age: 1-10 silver
Fine: 2-10 koku
2 silvers

10 coppers

B silvers

2 silvers

8 coppers

2 koku

25 coppers

3 silvers

10 coppers

15 coppers

1 copper

10 coppers and up
1 silver and up

4 silvers
1 silver

3 coppers
3 silvers
2 koku
13 silvers
1 silver
15 copper
20 coppers
4 coppers/foot
1 copper/foot

1 silver

1 silver - 1 gold
5 coppers

2 silvers

Bowyer's Kit

Candle

Chest, metal

Chest, woaden
Chopsticks (ivory)
Cloth, silk bolt

Dice and dice cup
First aid kit

Fishing kit

Flint and Steel
Furoshiki sack
Games (go, shogi, ete.)
Inro {medical kit)
Lantern, metal
Lantern, paper
Lantern oil

Mirror, small

Mirror, large

Musical instruments
Paper, writing (pouch of 5 sheets)
Pot, iron

Quiver

Rope, braided hair
Rope, hemp

Sumi-e (writing} box
Sword stand

Travel pack
Umbrella

School Rank

v va s INSIGHT

: 0 - 150 pis
A51 - 175 pis
176 - 200 pis
201 - 225 pts
1226 - 250 pis

THr TarceET
NUMBER CHART

5 = Mundane

ExAmMPLES OF
Raises

1 Raise - Striking
the torso,

2 Raises - Siriking
the arms on logs, dr:
blood withoul doing
significant da
the H
hunds.
attempls. Striking the
joints in the oppo.
nent's arm

4 Raises - Trim the
opponcnt’s musinohe.




Spell Name Base TN Casting
Time (in

Actions)

The Rasis

Sense 2
Commune
Summon
Counterspell

Garth Syells

variable
1

Benevolent Protection of Shinsei

Calling the Elements

Courage of the Seven Thunders

Earthquake

Earth’s Stagnation

Elemental Ward

Fires From the Forge

Farce of Will 10 2
Hands of Jurofin variable 10
Immortal Steel 30 1 hour
Jade Strike i}

Sharing the Strength of Many 15

Strike At the Roots Earth x 5

Tomb of Jade Earthx 5
Weapon of Earth 10

A Spells

Accounts of Nhonhnau Mastery x 5
Benten's Touch 10

By the Light of Lord Moon

Call Upan the Wind

Cloak of Night 10
Command the Mind Willpawer x 5

Echoes on the Wind
Essence of Air
Know the Mind
Know the Shadows
Mists. of lllusion 10
Nature's Touch 10
Quiescence of Air 5
Secrets on fhe Wind 10
Tempest of Alr 15

Way of Deception in
Whispering Winds Intelligence x 5
Wind-Borne Shimbers 15
Wind-Borne Speed 15
Wind's Distractions 15

Yari of Air 0

Fve Spells

Amaterasu’s Anger
Amaterasu’s Blessing
Biting Steel

Evil Ward

The Fires That Cleanse
Fires of Purity

The Fire From Within
The Fist of Osano-Wo
The Fury of Osano-Wo
Heart of the Inferno
Inflame

Katana of Fire

Wings of Fire

Water Spells

Bo of Water

Blessing of Purity
Calm Mind

Castle of Water

Heart of Nature

The Path to Inner Peace
Reflections of Pan Ku
Reflective Pool
Reversal of Fortunes
Sympathetic Energies
Torrential Rain

The Ties That Bind

Willpower x 5

1 I{ml
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Night of a
Chousasd

Seveams

-

will find the truth, even if it
costs me my soul.”

Y
“Do not seek to follow in the footsteps
of the wise. Seek what they sought.”



Clan T—shirt of their choice ior only $10!
The images on the backs of the clan

shirts are as follows:

Crab: Hicla Yakamo
Crane: Doji Hoturi
Dragon: Togashs Mitsii

Maga: Rackkast
Totur's Amy: Totirl

Lon: koma Toshi Mantis: ¥ontome
Phoenbc sawa Tackke Brotherhood: Taao
Scorpion: Bayushi Kachio Junzo: Hids Amoro
Ronin: Ogre Outiaw

Unicom: Otak Kamoko

ALDERAC ENTERTAINMENT GROUP
c¢/o The Imperial Assembly

4045 Guasti Road #212

Ontario, California 91761

Name

Address

City State Zip
Phone Number

E-Mail

[ New member - no T-shir
3 New member - T-shirt
[ Renewal - no T-shirt
[ Renewal - T-shirl...

*New members, please indicate your Clan
affiliation. (Continuing members can also
change affiliations)

Assembly membership number:

*If you are renewing, please include your

+If you are ordering a T-shirt, please state
your Clan & size:

Payment Options

3 Check 3 Money Order
O VISA O MC Expiration Date

Number
Remember, overseas subscriptions are an extra 810 to coper

e ey . e SEn My .
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Agility:
Intelligence:

Primary Weapon |

Reflexes:
Awareness:

Primary Armor

TN o be Hit
(Reflexesx 5 + Anmor]

Water Skills
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Uoid Points Spent:

‘ l lusight: l

Wounds
_— N
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Advantages/  Glory:

Disadvantages 0020200

Homor:
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Experience Poinis:
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Heroic samurai
Spell-casting shugenja
Treacherous ninja
The terrible wastes of the Shadowlands ™
Welcome to the Emerald Empire

In development for over two years, The Legend of the Five
Rings Roleplaying Game has arrived! Within these pages, you will
find everything you need to create your own adventures within the
world of the popular Legend of the Five Rings collectible card game.

* Easy to get started: A i
“Ceremony of the Samurai” teaches new players and Game Masters
how to use the rules, lets players interact with Rokugan's culture and
society.

* Step-by-step chamcter generation: Pick a Clan, pick a pro-
fession, spend a few points and you are on your way to adventuring
in the Emerald Empire!

* Flexible rules: The L5R RPG uses a simple system with a
unique bidding mechanic giving players and Game Masters control
over the mechanics of the game.

* Advice for novice and experienced Game Maiters: if you've
never run a role-playing game before, we provide tons of hints,
advice and down-right dirty tricks to make your first time casy and
fun. fyou're an "old school” gamer, then you'll find lots of advice on
how to teach your players how to act and interact within Rokugan.
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