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INTRODUCTION

Mimura’s chest heaved, He cowld feel the trickle of warm fludd down
his shouldey, and he knew it for kis o blood, The no-dachi — the
great swavd passed down by his ancestors — tweighed heavily in his
hands. After houve af batele aganst the Dagon Clan, he was
exhausted heyond weensive, Fs wistan was beginming ta bluy, MHis
fernees could bavely support his thick body and heavy, battle-searved
armor. All avound him the ashigari and bushi clashed with ane
awtother in o cacaphony of steel upon steel, marked only by the seveams
of the wournded.

This was Jigoku. This was hell. Never had he seen 2 battle so flerce,
s bloody

This was what Ninure lved for

A crazed shrick echoed _|rn:|J11 one side and Miniro durreed to see a
graup of six spearmen charging his position, weapons atmed at his
heart. As a frained sarmerai of the Lion Clun, Wimeera wis the most
power el wenpon in iy wrmy His defenl coudd win or Tewe the day,
Thuugh these peasanls oulnumbered him six to one, they would be
fortunate if they survived.

The Fovtunes favored Nimtiro,

In a single moment, the exhaustion departed his body and he
embraced the Vodd. His blade leapt through the aiv. A plust, a half
tuv, and Nimirn dood fusdve feet amay, halding his na-dacht in one
hand, extenwded to his Teff and behind, perfectly level with his
shoulders. The long mane of kis helm had barely boen disturbed by
has suedden moverment,

A patter like vaindrops echoed dn his path s the bleod of the
peazants struck the earth, A clatter of broker weapons and fallan
bodies veplied a mowment later. They did rot have fime to seveart, Such
was the skill of the Lion.

“Lion!" screamed a voice from aerass the batilefield, and Nimure
burned, eyes narrowed.

The chaes parted. Even soldiers in mortal conflict strugeled to
escupe the puth Df this peo wrrival, Mo s tha! this rron o
alsu swrreerat, his equal: o ol men, wearing an emerald skivl of
lacqueved armer and a gréat helm shaped like a scowling dragon’s
maw, His chest and arms were bave, painted with swirling fattoos of
smaoke and flame, He held a sword in each hand, both pointed al
Mualsu Wimura,

“Lion!” het chouted again. 1 am Mmoot teke, Guerduen of the
Shewe of the Dvagan Champoon: The heart of lsown Trigen pulsed its
last upon my blades, My ancestors humiliated yours in the Bafile of
thie Creal Cliveb. Omly your death shall satisfy my need to prove my
excellencel”

“Lam Malzu Mimure]” the Lion roated in reply. "Ceneral of the
artries you sec before you! am the Galden Lion of Toshi Rarnbe, and
if yout ave so proud of your ancestors perhaps vou can give them my
vegards wher T sered your soul to meet them!”

The Dvagon nodded, face expressionless belingd his ivon mash,

The Lion vaised his no-dachi in salufe. The Dragan bowed.

The twa armics paused, both enger to see the outcome of this duel.

Theis was Jipoke. This was hell,

This was whal Mimur lived o

WELCOME TO RORUGAN

Legend of the Tive Rings™ is a game which takes place in the
Ernpire of Rokugan. The plaftrs take on the roles of heroic
samural, mysterious shugenja, enlightened monks, cunning
ninja, and wily courtiers, It is 2 land of herole conflict on an
epic seale as well as deep political intrigue, A samurai's Lif

depends not only on his skill with his blade, but on the depth
of his honer, A misspoken word can slay 2 bushi as quickly as
ary assassins blade o the Einpemor's court, aod che horrors of
the Shadowlands wait erernally to corrupt the unwary.

Iris a land where honor is a5 sharp a5 sieel,

WHAT IS LEGEND OF THE=
FIVE RINGS?

Legend of the Five Rings began as a collectible card game in
1995, The game told the grear saga of the Clan War, o tale of
bctm‘fal, hereism, and ultimate rriumph. Unlike other card
games that cmerged at the time, however, this one had a twist,
The players could affect the outcome of the storyline through
their actions in the game, To many, Legend of the Five Rings
vas as much a role-playing game a5 a card gawe, albeit ou g
grander scale, and @ wole-playing game seemed o be the
1lanlral OUTCOIME,

In 1997, the first edition of the Legend of the Five Rings Role-
Flaying Game™ was Inroduced. The game retald the rale of the
Clan War, this time allowing plavers to take a personal rale in
the Empire they knew and loved.

Dwer aix years after its debne, Legend of the Five Hings is
still growing, and going strong, With a collectible card game,
a role-playing game, and a mindatures game to its name it
seemed only natural to expand into the wildly popular d20
System™ What you hold in your hande ie the result of this
latest aftore: Rohugan® the d10 Companion to Legend of the
Five Rings.

You will need & copy of the Dungeons and Dragons® Player’s
Hondbaak™ and Duncron Master's Guide™ to use this product.
The two companion volumes to this book, Magic of Rokuegan™
and Creatures of Rokugen™ may come in useful, bur are tot
entively necessary,

USING THIS BCOOK WITH
ORIZENTAL ADVENTURES

The Criental Advenlurves™ sourcebool presents a view of
Rolugan compatible with most Dungeans and Deagons
campaipn gertings, ready to be dropped inat s moments
notice. While this volume iz compatible with Oriental
Advenbures, it is in a number of ways o more cxclusive view of
Bolugan ez presented in the Legend of the Dive Rings card game,
role-playing same, and the Clan War mindatures game.

This book takes advantage of a number of variant rules to
project a mere intricately detailed version of Rokugan as a
conplete canpaig i settiong, While this weans dut imay whe
i it moee effocn w adjust your own setting to sccommodate
the Empire, the end resule should be very rewarding.

WHY "THE FIVE RINGS"?

The Book of Five Rings 15 a collection of ohservations on swords-
manship and philesophy (more accurately, swordsmanship as
philosephy) written i Japan I,hy the sgmurai Miyammuoto
Wusushi in the vear 1643 He was 4 ronin — 2 masterless
samurai who stood undefeated after years of wandering and
dueling. The bool is divided Inro five “rings” named afrer the
traditlonal Japahese elemenrs — fire, earth, water, air, and
void.

The life and writings of Mivamotn Musashi exemplify the
warld of Rolugan in a variety nf ways, and the game was
therefore named in honor of his most famous writings.
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wi‘tcn {:r:a.tmg a I..:‘gcnd of the Five Ilmgs cha]:actcr,

vites cholce of clan of far.nun is extremelypdmpottant.
A homan charatter maw hall from any ‘of the Gxear :
C.Lms{ the Imperial Eamd.t:b, o tlie Mo Cl'.ms,m T ¢

may be roninand beleng o no clan. A human miy also
chonse 3 family fromawithin his faceion.-A Naga character

~+ has a choice of several dlfferent Bloodlines from which he

mayotiginate;anda Mezumi charatteth4s a'cholce of
saveral ﬂ:'FF.l_rpm tribes The Fn"nwmg section AMescribes alt
of these groupsin detail,

Memberchip in'a family (for homan, chamc'ters) gram‘s
5 number of benafits.

Favored Class: The c,haracrer g f:woted class 1s
determined by his family This inv{_md ch@mupamcd’es the
ones listed in Qnt'.ntnl Mvenmres.

Starting Honot: Thc: 5t gesrc:‘l ..turtmg Hunm‘ fcrr

- amemberof this EEonp. A StATHOg character may wrf&arn

this mean by plus oeminus- one Hongr rank; and aftebward
their Honoris Acqumutatcd ot pemalized narmaﬂj& (See
Hunor.)

Class Skill: EdLlL fanuiv, Bluudlme and Tl:ihc adds
at least one class skill to the characrers skill bzt 10 (e
character has at least one character-elass for wh u.h this

bonus class skill = alveady a class skl h&gﬂus B +1 bonus

tn.checks ‘for that skill instead.
‘Starting Outfit: This is equipment gained in addition

The normal srarnng goldfor . new pharacrer T.]uwnnt?ﬂ_

squipment san be mld dunil.g c]:mrﬂcter rrenﬂnn fnr hilf
the matket price.

Characters may choose. h:nth DM apprmrul} o ba w1ﬂ'r

ot any faction whatsoever. Human. c]:,z;:actemmrh 8

1

{ facmn arc cither Heimin, afn, or barbatians: Such characrers.
get Hone of the above benefits, and in fact face o number

of problems in the'steictly régimented social system of
Rokugan, The DM may disallow facrionless chavacrers.

Haga have Bloodlines, and Nezuwmi have tribes
that present them meI.: 3 vakiely of racial abilities and
Cadvantages. They also gain starting outfits dependtng on

~ their selecrion Nezumi characters may stace withoil
i :ribﬁ bur Maga must choose a Bloodline at<‘chnramzr
creation !

. THE CRAB

Current Daimyo: Hl&ﬁyl{uru&a {Male
v Samurai 10}

- the Fallen Kamwi, Fo Leng, Somonstrous
are the shadowlands® J.Ill'l;tbuumh that ilie
: ! CrabClan has dedicated iwselfio defending
the Em e ”&gamgt them. The Crab are the followers of
Hida, the strongest of Hantei® siblings. They have held the
biorde fl;u' centirtes and only once have they ever given
 ground The grear Kaln ot Carpentar, wiall stands ar tha edge
 of the Crab lands 1 monnmema‘i S}rmhnl t]:mr rhe FHT:I wrtll
. notfalteragaing -

'f'haugh dther clans: cuns:der Crabeto be LGt :ln& :_
‘Ebrasive, their apparent ;udanass iz merely a product of

thtir Efcrml weiar: There it i llttle nme for sibtlety g the

I'
A

i Tothe: mutimrca;ut’ !Io!tugan f s
Shadowlands, a domain of evil created b'r

mIE-

nwaarn

A=JUaIN

mag
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Wall. Crabare accustomed to dealing with one another
directly, and have no patience for those who do not display the
same courresy. Crab have a guick temper and 4 ravcous sensze
of humer many Rekugani lind disturbing, The refined courts
have no underetanding of the Crab mentality, and consider
mast Crab to be mildly insane. The Crab care little for what
others thinly so long as their opinions do not inrerfere with
the elan’s duty at the Wall,

Currcnly, the Crab are having difficult times. Three of their
most influential daimyo have recently died, leaving conl
of the clan in the Lands of passiosaie bul untested leaders,

Fhilosophy: While the typical Crab is seldom polive, the
clan pussesses a sense of dury like none other. Crab make solid,
dependable allies and can be relled upon to keep their word.
Winning a Crabs trust is difficult, however. Most Crab tend 1n
be cynical and condescending toward thase wha are not of
their clan. A Crab respects strength above all, Whether that
strength comes from raw physical power, 2 mastery of magic,
at tnere self-confidence is immarerial The best way to prove
oneself worthy of a Crab’s respect is to serve ar the Wall,
fighting the Shadowlands beside them: The Crab's strength and
sense of duty makes their friendship a treasure to be prized.

Crab algo bear legendary grudges, and have s long momory
For those who offend them. Anyone whe berrays the trust of
a Crab can expect a long, bitter enmity. Anyone who allies
himsclf with the Shadowlands can expect no mercy
whatseever.

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

The Crab are allied with the Mantis, with whom they share
a ancient bloodline, and the Unicorn, their neighbore to the
aorth. The Crab are also friendlier to ronin than any other
Great Clan. The Crab occasionally declare o "Twenry Goblin
Winter" as a means of increasing their ranks, granting fealty to
any ronin whe can enter the Shadowlands and emerge with
the heads of twenty bakemone: no questions asked,

The Crab are generally neutral toward the Dragon, Lion,
and Fhoenix. They have worked with all three clans in
the past, and regularly share infunmation regarding the
Shadowlands, but are unlikely w go out of their way 1o help
these clans, The handful of imes thar the Lion and Crab have
allied with one another, their combined military might was
to be feared, For this reasots, the Otomo do their best to keep
the two clans neurral, neither allied nor at war with ane
another for long enough to accidentally cause harm to
the Empire. Mast Crab are nentral toward the Minor Clans,
caring little for them one way or another.

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

Bonus Languages: Bakemone, Ogre, Oni, Ratling,

FAMILIZES OF TH=Z CRAB

HIDA

* Current Daimyo: Hida Kuroda (Male Samurai 10)
The ida are the leaders of the Cral, descended (rom
the Kami Hida himselll Their proud family counrs
the Storm-Bringer Osanu-Wo and Lord Sun among its
bloodline, The Hida are tacticians, generals, and decision-
makers, and rank among the Akodo and Shinjo as the
finest warriors of the Empire. They are the largest family of
the Crab Clan, and the third-largest family in Rokngan. Most
warriots who stand at the Carpenter Wall are Hida,
* Favored Class: Samurai.
* Srarting Honor 2
+ lags Skill: Knowledge (Shadowlands),
= Starting Outfie (Choose one)
1. Masterwork tetsubo or ono, and five jade fingers.
2, Creat armor and five jade fingers.

HIRURA

* Current Daimyo: Hiruma Masagare (Male Ranger 5/
Samurai 2/Rogue 2/5hadowlands Veteran 6)
The Hiruma are the advance scouts of the Crab. Early in the
eighth century the Hiruma lost their ancestral homelands
to the Maw, and they regained them only recently (sce the
Histovy section). After stalking through the depths of the
Shadowlands for four centurica they have become even more
grim and antisocial than mest Crab. They cling to bushide
more tightly than most — some say because it is all they have
lefe. Theic homes are a blasted wasteland, cleansed of the Taint
by Kuni magic and unprotecied by the sheleer of the Carpen-
rer Wall. Lell to their own devices and unwilling o surrender
teeir hoine, the Hiruma fight a daily bartle againse the
Shadowlands. While thev look to the other Crab families for
support, they feel that ne one in the Empire truly underseands
them, Hiruma possess a greater predilection to stealth than
most Crab. While they have a strong sense of honor; they
value guile and subtlety over direct confrontation.
* Favored Class: Ranger,
* starting Honor: 2
* Class Skill: Knewledge { Shadowlandc).
* Srarting Oufit: {Choose one)
L. Masterworl ashigaru armor, twenty masterwork
arrows, and five jade fingers.
2. pation of hiding, potion of sneaking, and five jade
fingers,

KR

* Current Daimye: Kaiu Umasu {Male Samural 5/8iege
magter 10}
The Eaiu, builders of the Carpenter Wall, are the greatese
architeets in Rokugan. This reputatien is deserved,
but their skills are hardly Limited to construction. The Kaiu
are alao great siegemasters, and know how 1o destroy
a structare as well as build it
Kaiu tend 1o have keen analytical minds and quickly see o
the heart of auy problem., They are thoroughly pragmartc and
alsolutely loyal ro the Hida family, The Hida know that they
vin count upon the sound advice of the Kaiu, and know that
the Wall will stand indefinitely so long as Kaiu are present o
malneadn ir.
* Favored Class: Samurac
* Smacting Honof: 2



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

Kuri

= Current Daimyo: Euni Tanshoe (Female Shugenja 18}

The Kuni are the shugenjo of the Crab Clan. They ave
Fascinated by the power of the Taine, and appreach the evil
of the Shadowlands with analytical detachment, They
regularly conduct expeditions into the Shadowlands,
ubiaizing specimens of lora and fauna and then retuming to
their cemote towers [or scientific experiments, The other
families warch the Kuni warily, always prepared [w
one among their number to fall to the Taint's wmpration.
Though this happens from rime to time, the Kuni%
experiments are largely beneficial.

Kunt tend o be very certain of themselves, and do not
appreciate being questioned. They have sacrificed much
for the good of their clan, This mind-ser often leads
to arrogance, but it aleo breeds an unshaleable iron will
+ Favored Class: Shugenja.

* Searting Honor 1

+ Class Skills: Enowledge (shadowlands).

= Starting Outfit: (Choose one)
1, Two 2nd lovel divine serolls (no Adr spells), five jade
fingers,
2. One 2nd level divine scroll, six 1st level divine
scrolls {no Air spells), five jade fingess:
3. Healer's kit, masterwork scalpel (+2 Craft (autopsy)
tallsy, two 1st level divioe scrolls (oo Alr spells),
five jade fingers,

TORITARA
+ Current Daimye: Toritaka Tatsune (Male Fighter 4/

Samural 2/Ranger 1/Shadowlands Veteran 7)

The Toriraka were once the Faloon, a Minor Clan allied with
the Criab. In the wake of @ wysterious incident in the
Twilight Mountains, the Faleon [elt it would be o heic best
Interests to join the Crab officially. The Toritaks are
phantem-hunters, experts on the supernatural and the Spiric
Realms. The mysteries they explote broaden the clans scope,
a5 the Toritaka battle not only the physical threars
of the Shadowlands, but alsn the strange spivits that often boil
Eoreh Erom the shadows.

Toritaka tend to be quist, reserved, and obszervant
They seem to know no fear, and ate numb to much of the
strangeness of the world, Every Toritaka has seen at least one
gh(:-st, annd can tell tales that would chill the blocd of all but
the most experienced saraurai. The other Crab often joke thar
it is the Toritaka who are ghosts, as they often seem as
mysterious, moody, and detached as the spirits they hunt,
* Favored Class; Tighter
* Stacting Honorn 2
+ Class Skill: Knowledge (Spirit Realms),

» Srarting Qutfit (Chuose une)
1. Masterwork katana, five jade fingers,
2, Masrerwork partial armor, masterwork dastana
(see Orienfal Adventures™).
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YRSV

= Current Daimyo: None

The Yasuki are the public fece of the Crab Clan —
merchancs, diplomats, and courtiers, Onee s Crane fanily, they
broke from that clan centurtes ago on unfriendly terms. Wich
the recent death of daimyo Yasuki Kamoru and lack of a clearly
designated heir, official control of the Yasuki has reverted ro
their Crane consing Despite this turn of events, many Yasuki
are intensely loval to the Crah and refuse to leave.

The Yasuki have quite a repuration for acrs of larceny, and
many view them as eutthtoat swindlers. This reputation is not
entirely undeserved. The Crab are not a wealthy clan, and the
Yasuki believe they must do whatever iz necessary to obtain
supplies for their clan eternal war. If this meane cheating and
swindling a few Crane or Lion, so be it. It's all for the good of
Tekugan in the end.

Yasuki tend to be amug, clever, and loquacious. In recent
times; the Yasuki's usual jovial good naturc has been
tempered by uncertainty over their family's rture.

» Fuvored Class: Rogue,
* Starring Honor; 1
» Class skilk: Bluff.
¢ Searting Outfit: (Choose one)
1. 300 kol and flve jade fingers,
2, Masterwork whip and five jade fingers.

_TH= CRAN=

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

Excellence. All Crane strive for it —
a [ire tlhat drives their every action.
A Crane will not undertake an action if he
cannot do it well, and this tradicden of
excellence has given them a reputation as
the finest poets, artists, and duelists in the Empire. For many
Cranes, life itself iz are.

The Crane are descended from the followers of Doji,
the most beautiful of Hantei's siblings. Daji's children have
gone on to create the foundations of Rokugan’s enlture,

Many outside the Crane perceive the clan as arrogant
or impractical, but trom the Crane perspective these observers
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are either jealous or merely shortsighted. Those who do not
share the Crane’s high standards can hardly understand why
they do what they do. Likewise, few can serionsly deny the
stunning achievatnents of the Crane.

The Crane are the second largest clan in Fokugan (only the
Lion have a greater population), the Crab and Unicorn both
have alarger military

Though most Cranes disdsin open warfare, they do not shun
combat the way the Phoenix do, and the Cranc have known
their share of war in Rokugans long history, The true power of
the Crane, however, is not in the battlefield but in the courts,
The skilled politicians of the Crane are rivaled only by
those of the Scorpion and Imperial Families. Few
itnportant officials in Rokugan do not Lave at least
one Crane ally.

Philosophy: Cranes end to think in exremes.
Either they are extremely passionare abour a par-
tivular subject, or are hardly able ro contain their
disdain. While Crane are not prone to emational
outbursrs any mote than the average samura, maost
Crane maintain a quiet passion for living that
extends to everything they do. Those who
share the Cranes joy For living and can
appreciate the finer things in life have a
chance to earn their respect and friend-
ship.

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

While Crane are not particularly notorious
[ begiiming conflicts, they will cerrainly not
back away from one. Crane duellsts are deadly in
the extreme, and a single wotd from a powerful
courtier could end the promising career of a rival
samurai.

Allies and Enemies: The Crane are careful to
curry favar wirh any powerful group, and thus are
thus on friendly rerms with most Creat Clans
much of the time. The Lion are a notable
exception to this rule. The two clane have
been rivals ginee the dawn of the
Empire and are uneasy allies at
best. The Crene are currently at
wat with the Crab Clan, though in the
past rclations between the two have been generally neuual
with the ¢xception of the Crab-Crane war early in Rokugan's
histery. While the Crane aften fnd themselves ar odds with
the Scorpion, their political rivals, open warfare berween the
two clans is velutively rare,

The Crane generally do not ally themselves with other clans
unless it is 1o the Crane's benefit to do so. Az a result, the Crane
are always friendly toward the Imperial Families (an extremely
powerful group) and are disdainful toward ronin and Minor
Clans, which have little to offer the powerful Crane.

Appearance: Crane tend o be taller and thinner than the
average Holeagani They have fair skin and sometimes blue or
gray eyes; with a genetic predisposition for colorblindness,
A great number of Crane bleach their hair white in honer of
Daidoji Hayalku, but white hair is nor a natural Rokugani
pigmant,

Bonus Languages: None,

Crame Conriter

FAMILIES OF TH=E CRAN=

ASAHINA

* Current Daimyo: Asahina Kimite (Female Shugenja 12)
The Asahina are the spiritual center of the Crane. They arc a
Eamily with a sttong shugenja radition, and an intense focus
on pacifism. Many Asahina will neither touch a weapon nu;
raise a hand against another living being, even i sell-defense.
The use of destructive spells is especiully forbidden, as it is
seen a5 a perversion of the kami, The Shadowlands is a notable
exception w this rule. The oni and orher mintons of ligoku
represent the very evil which the Asahing eonstantly fight an
a spiritual level,

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

hiding from it. Accordingly, these Asahina have turned their
back on their family's chupgenija tradition and become
bushi,
Asahina shugenja are known for their fetish
magics; the magical trinkers they ereate are
vaticd and wondrous. Their love for pacifism,
in fact, stems from their mastery of actifice.
Forging a nemuranal with destructive intent is
a tervible, corruptive thing. Such an act led o
the creation of the infumous Bloodswords by the
Liagads of Asahing Yajinden,
« Favored Class: Shugenja,
= Starring Honot, 3
* Class Skill: Knowledge (Shintan).
* Starting Chtfic (Chonse one)
1. Two 2ndd level talismans, five jade fingers

2. One Ind level talisrman, siv Lot lovel talismans,

five jade fingers.

3. Longhaw, 20 masterwork artowes, masterwerlk
ashigaru srmor,

PRIDOTI
* Current Dimye: Datdoyt Releai (Female Samurai
1y Fighrer 100
When rhe origingl Crane Thunder was lost to the
Shadewlands, it was Doji Hayaku who sought
out her blade and returned it home. The
journiey changed him, causing his hair to
turn a stark white, To this day many Crane
bleach their hair whitc in honor of his bravery.
Hayalu became the founder of the Daidoji, the most militant
Cranc family Though Daideji are as skilled with the sword as
any Crane, their trademarle weapen s the vari,

The Daideji are the defenders of their clan, They are a gm,
practical lot, well adjusted to defending the relatively small
armies of the cluy from larger threats such as the Lion and
Crab. The Didoji are masters of rerraln and invenred guerrilla
warfure in Rokugan, They know that their cause is just, and
the survival of their clan depends upon their sctions.

* Favored Class: Fighter.

* Starting Honor: 2

* Class Skill: Hide.

* Starting Qurfit: (Choose one)

1. 350 kol

2. Masterworle vari, 50 kebou,

3, Great armor, 50 kol



DoJl
» Current Duimye: Doji Burchito (Male Samurai o/Taijutsu
Master 5)
The Dojl are the leaders of the Crane, e wealthiest and most
influential family in Rokugan. Even the Otomo Imperial
Family does not have the extensive resources and wealth trat
< the Iaji poasess, though of course the resources of the Doji are
at the [tomek command should they will it to be so. The Doji
ate a highly traditional samurai family, with an emphasis on
proper etiquette. Even the most militant Thoji has some awarte-
ness of courtly life, and most Lofi are more at hame ina palace
than on a battlefield,
« Favored Class: Courtier,
+ Starting Honor: 3
» Class Skill: Enowledge (etiquette].
- Starting Qutfic: (Choose ohe)
1, 350 koku.
7. Roval outfit (See the Player’s Handbaok™) and
150 hoku,
3. Masterwork lamellar armer, 50 kolu,

KAKITA
+ Current Daimyo: Kalkita Kaiten (Male Samurai 15)
The Kakita are a family of artists, though those who would
assume their art is limited to peaceful origami, poctry, and
dance would be horribly mistaken. The most renowned artists
of the Kakita ate their Iaijutsu masters, arguably the deadlicat
duelists in Rokugan. (Only the Mirumoto begin to compate to
their ralent.) The Kakita are intense, passionate, and driven
even for Crane. Wothing less than the perfection of their art
will satisfy them, Anything less 15 2 wasee of time and enedgy,
Thaugh not as wealthy as the Doji, the Kakita still wield a
great deal nf political clour.
o Favored Cliss: Samirai ar courtier (choose anel.
+ Starting Honet: 3
+ Clage Skill: Taijursu focus (if samurai is favored class)
or Perform {if courtier is favored class).

+ Srarting Cutfit: {Choose one)

1. 350 leolo,

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

and 150 koku.

YASVK]

+ Current Daimyo: Yasuld Hachi (Male Samurai 5/Fighter 4)
Only a handful of Yaguki call themselves Crane. Afrer daimyo
Yasulki Kamoru died without an heir, it fell to the Otomo
family (with the able assistance of Hantei Naseru; to find a
new heir, That heir was Yasuld Fachi, o young guneo in the
Cranc armies. The Crane Yasuki ate mostly low-ranking
[ormer Daidaji whe chese to follow Hachi and help secure the
lands of their family. As a result, Crane Yasuki tend to be far
more militant o their Cralb brethren.
» Favored Class: Fighie
+ Starting Honor: 2
* Class Skill: Barcle,
» Starting Outfit: {Choose one)

1. 350 koku

2, Masterwork yari, 50 kol

3. Grear garmar, 50 kol

_TH= DRAGON

Current Daimyo: Togashi Hoshi (unique
male half-dragon Samurai 5/Swordmaster
10/ Monk 53

The northernmest peaks of Rokugan
are home (o the Deagen, the clan founded
when the Eami Togashi took his fiest two
followers into their snowy recesses. Cliarged
by the First Emperot to watch the Empire with an impartial
eve, Tngashi himself puided his clan by faking his death every
generation and taking » new name. The Dragon have become
almest apart from the Empire while Topashi and his followers
followed the edict handed down by Hantei. Very ravely have
the Dragon chosen to become involved in the inner workings
of Rokugan, and their interference has always inscrutahble,
unpredicrable, and anstoppable.

A typical Deagon is quiet and reserved. Those whe chooge
to speak generally quote verse from the Tao of Shinsei, or pose
clever riddles. Their style of magic has befuddled even
the most insightful Thoenix shugenjo, and the two-swerd
style of swordplay invented by Mirumoto runs contrary to the
more aceepted lorm dictated by Kakita. The Clan suffered
a heavy blow when Togashi allowed himself to be destroyed

on the second Day of Thunder, Under the leadership &

of Hitoml, the Dragon were attacked both milicarily and
politically until she defeared the dark Lurd Moo and
teplaced him. Togashi's son, Hoshi, led the clan against the
Shadow at the Ratrle of Oblivions Gate, and has taken over
as the Champion of the Tiragon

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

Philosuphy: Many Rokugani dismiss the aloof Dragon a3
arrogant and condescending, but nothing could be further
from the truth. A typical Dragon can have much to say, but he
would rather not sav anything at all, remaining conrent to
watch a scene rather than get involved. Dragons are con-
cerned with enlightenment and eruth, however, and will no
remain quiet when dury to these ideas demands they speak
up. Those who speale and act cruthfully, honestly, and respecr-
Fully will gain the good attentions of the Dragon.

Allies and Enemies: Berause of their minimal inferaction
with the Empire, the Dragon have seldom had any true ene-
mies or allies. Currently, however, they have become as entan-
gled in the inner workings of the Empire as the Lion or Crane.
They arc curzently at war with the Phoenix and Lion over gev-
etal birs of land in Phocnix territory. Of all the Clans of the
Empire, it is the Phoenix that the Dragon have had the moet
interaceion with, beth Clans quictly striving for enlighten-
ment aid wisdom. Becent events, such as the defection of the
Agasha family w the Phoeni, and the tvaloy between Tamori
Shairung and Isawa Taeruko, have caused an animosity that
has contribured 1o the outbreak of (ull-seale war,

Because of the role the Dragon played in helping the
Seorpion return to the Empire after being exiled to the
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Burning Sands, an unexpecred but strong alliance has formed,
Togashi Hoshi is half-Scorpion, and both clans search for
secrers and ferrer our hidden threats 1o the Empire; these
two clans have discovered much in common: Though busy
with affairs of theit own, the Scorpion have sent assistance to
the Diragon in their time of nesd.

The Unicorn, Crab, and Mantic clang are indifferent to
the Diragon and the feeling is returned. The Unicorn see the
Dragon as outsiders, just as the Empire regularly views
the Unicorn, but have not made any overt steps to strengthen
relations between the two clans. The Dragon do net fully
understand the Unicorn, cither, and for the time bc;i.ng are not
interested in changing this fact. The Mantis are much teo
distant from the Dragon's borders for the clans to give one
another much thought, as are the Crab.

Appearance: The easiest way to pick a Dragon out ol a
crovwd s 1o look ot thein: The are of liwoing is common
among the members of the clan, 45 are shaved heads. Though
the order of is zumi in the Dragon draw strength from thelr
body art, many other Dragon adorn themselves with hon-
magical rattoos. Dragon bushi prefer light armor for mobility,
and fight with two swords instead of one:

Bonus Languages: Yobhanjin

| FARMILIES OF THE DRAGON

! RITOMmI

= Current Daimvyo: Hitomi Kagetora (Male Semurai 9/

Maonlk 10}

The Hitomi family, created by Hitomi herself when she
became the Champion of the Dragon, dates back less than two
gencrations. A lingering resentment remains between them
and the Togashi family, as one of Hitond's livse edicts as Cham-
pion forced the Togashi from their ancestral home o make
wity for her new family. The Hitomi were the frone line when
the Empire engaged the Living Darlness ar the Barcle of
Oblivion’s Gare, and were decimated by their sacrifice, They
have since replenished their ranls, resting in the lands where
the Shrine of the Moon Goddess has replaced the Shrine of
the Three Sisters: Uhey are night o the Togashis day, and those
who hear the call of the Dragon mountains choose to remiin
with the Hitomi {known as kikage zumi} family a5 often as
they choose the peaks of the Togashi.

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

* Favored Class: Monle

= Starting Honor: 1

+ Class Skill: Kovwledge (Arcana).

+ Starting Outfit: (Choose one)
L. Masterwork tonfa and potion of cure Hght wounds,
2. Masrerwork partial armor and five jade fingers.

RITSVKI

+ Current Daimyo: Kitsuki Mizuochi (Male Samuoeai 13)

Drescended (rom Agasha Kisuki, this family has served the
Deaguon as cmdssaries, magistrates, and diplomars since its
[punding over 200 years ago. The Kirsuki are, however, much
more than simple ambassadors, Agasha Kirsuki himself was a
seeker of truth and Justice, his exploits eventually earning
him death ar the hands of the Scorpion. Fe had invented what

is now known as Klrsuli’s Merhod, a form of investigation
that favors evidence over Rokugan's more accepted form of
trial by testimony alone. MNearly svery Kitaulki is a trained
snvestigatar and 4 campetent duelise.

The Kitsuki themselves tend to be the most open and warm
of the Dragon families. Though they are known to unreel
strings of riddles.and quotes from the Tao, they are more likely,
to give a straight answer than any other family from their
Clan. Like the reet of the Dragon, however, their practice of
Eitsuki's Method sets them apart from the rest of the Empire,
even though the Method has proved irself effective.

+ Favored Class: Samurai.

* Starting llonor 3

+ Class Skilk: Search or Sense Motive.

+  Starting Cufit : (Choose one)
1. Budge of oflice as Bmerld Magistrate and master
wotk lamellar armer,
2. Poison kit (antdotes only),

RIRUVROTO

« Current Daimyo: Mirumoto Uso {Male Samurai 9/

Swordimaster &)

The first Mirwmoto was une of the two men who followed
Togashi into the mountains thar the Dragon would make
their home. He was a canny swordsman, and developed
the two-sword sevle called Niren before he died in the
Shadowlands fighring the darle pod Fu Leng. His family lives
omn as the strong arm of the Tragon clan, feared in both single
combar and ]:'II‘EP-R{‘.:!]E warfare, Thie to the raclusive nature
of the Lteagon's leading family, the Togashi, it usually falls
upon the daimyo of the Mirumoto to handle the clans
day-to-day aftairs. The Mirumeoto train in concert with the
shugenia of the clan, l'EBLIlti]:I.E in samurai who faver
two swords when one is the accepted custom, and can speal of
the kami as knowledgeably os any shugenja, Of all the bushi
family of Rokugen, the Mirumoto tend to be the most
spiritual.

A typieal Mirumoto is reserved and calm at all times.
Fovemost on the mind of a Minumoto is his lord, his swoeds,
and the Tao of Shinsei. Mauy Mitwmoto lave ties w g certain
eesnple o lemples of the Brotherhood of Shinsed, and shave
their heads out of pierty When the Mirumoro samurai speaks,
his scarements are typlcally shorr and crvpric,

* Favored Class: Samurai,

* Starting Honor: 2

» Class Skill: Knowledge (Arcana)

* Srarting Ontfit (Choose one)
1. Masterwork partisl armor and 50 koku.
2 Katana and 50 koku

TAMGRI

+ Current Daimyo: Tamori Shaitung {Shugenja 16)
When the Apgasha lefr the Hitomi-ruled Dragon to foin the
Phoeniva generation ago, one stood apart, choosing ro remain
loyal to his clan. That man was Agacha Tamori, the daimyo of
the Agacha f:zrnil}r at the time, Tameri stood beside Hitomi and
the Diragon unril he was corrupted in the Shadowlands during
the Battle at Oblivion's Gare. During the War of Spirits, Agasha
Tamori joined the armies of Hantei XV, and was granted o
family name in the treaty that ended the war (though Tamer
himself disappeared shortly thereafier).

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



Shaitung has turned her family’s focus to the earth magic of
their mountainous homeland. Hewever, the Tamerls methods
of magic arc similar to those of the Agashs, confounding
shugenja from other clans, and che Tamor still train beside
the Mirumato,

Whany of diose whe bear the Tamer family name are youths,
or those whu have retwined Do the Phoenix unable to bear
the shame of sbandoning their homelands. Most ave the same
as the Agasha were once: quiet, contemplarive, and wise. How-
ever, under the guldance of the hortempered Shaitung, the
Tamori may become something quite different.

+ Favored Class: Shugenja.

* Srarting Honor 2

¢ Clase Skill: Spelleraft

* Srarting Outfit: {Choose one)
L. Twrg Ind level divine spells (no Adr spells].
2, One 2nd level divine spell and six 15t laval divine
spells (no Afr spells)

TOGRASHI
o Current Daimyor Togashi Hoshi {onique male half-dragon
Samurai §/Swordmascer 10/ Monk 5)
The readitional leaders of the Dragon, the Togashi “family” is
really 2 monastic order of rattooed monks called ise zumi. The
founding Eami of the Dragon, Togachi, deew his follewers
from these inexplicably drawn to the mountaing of the
Dragon. Togashi himselb would see to the tattosing of these
new ise zumi, giving them powers beyond mortal reach.
Tegashi himself lived for a thousand years, dying on the
second Day of Thunder, Leadership passed to the samurai-ke
Mirwwote Hitomi, who banished the Togashi from the
Dragon. Togashi’s son, Hoshi, was among those exiled,
and reraliated with his allies in the Brothechood of Shinsei,
sparking the first rime ever thar Dragon had fought apainst
Dragon. Aftet droppite her Mirumoro name 1o found her
awn family, Hitomi defeated Lord Moon and Hoshi took
camtmand of the Thagon. The upheaval in the Dragon has now
passed, and the logashi have raturned to their traditional mole
at monke and seelers of enlightenment
The ise zumi of the Togashi are the most famed members of
the Deagon. Lepends abound of tattooed monls leaping over
high walls, bresthing fire, and talking with the Calestial Heaw-
ens themselves. Ise zumi are as quiet and reserved a8 monastic
monks more often than not, but some plunge themselves into
the Empirc to cxpericnce all life has to offer.
+ Tavored Class: Inkyo.
* Srarting Honor; 2
+ Class 5kill: Concentration.
+ Starting Quific (Choose one}
L, Masterwork bo ur vajra polion of care light weands,
2. Masterwork ashigaru armor, munk’s vutfi, b,
climber's kir,

TH= LION

Cuttrent Daimyo; Marsu Nimuro (Male
Sarnurai 15}

Since the dawn of the Empire, one clan
has proven time and time again that only it
is worthy to be the Hight Hand of the
Emperor, the chosen defenders of the
Empire: the Lion Clan, Through the Clan
War and the War of Spirits, the Lion always led the charge
agrinst the enemies of Rokugan and the Emperer, Althouph
there have been moments of weakness and corruption in the
past, the Lion have never fuiled to rise and defend the Empire
against all who would see it destroyed.

Mo other clan can match the military might of the Lion.
Since the days of Akodo, the greatest strategist the world
has ever knowi, the Live have devoted themselves to the
mastery of bushido and warfare, Their standing acny is larger
than any acher in Rokugan. In addition to theic own anny,

Lion teoops comprlse the vast majority of the Imperial |

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

I'he current rulers of the Lion Clan are perhiaps some of
the finest in the clan's history The fiery leadership of Clan
Champion Matsu Nimurs is complemented by the wisdom
of the aged Alodo Cinawa. Cinaws, however, is nearing
retirement, and many wondet if the clans endeavors will be as
fruitful without his coungal.

Philosophy: Samurai of the Lion Clan often have an inflex-
ible code of conduet, They adhere rigidly to the tenets of
bushido, measuring their own actions against the example set
Ly their founder Akode. Other clans tend to vicw the Lion as
hostile, a viewpoint that is not always entirely inaccurate: the
Livm typically believe samurai of other clans muse prove their
worth before earning their respect,

Lion Clan samurai rreasure Bonesty and devotion w duty
above all things, Part of cheir rradicional enmicy with
the Crane and the Scorpion les with the Lion distaste for the
flowery language these clans use in court to disguise their
actiong and intentinons Troe samurai, the Lion feel, speak only
the routh and face the consequences with honor.

Allies and Enemies: The lengthy military hastary of the
Lion Clan hag seen them ally with and oppose virtnally every
clan in Rolupan, Traditionally, the Lion consider the Crane
and Scorpion clans their enemies, as both have wadically i
ferent philosophies than the Lion. Cenerally epeaking, the
Lion are neutral toward the Unicorn, Phoenix, Mantis and
Crab clans, with some minor hestilities over the cenruries
marring their telarionship with the Dragon Clan somewhat,

The miner clans of Rolugan are largely unimportant to
the Lion Clan, although some have proven useful in the past.
The Hare Clan have vccasionally been worthy allies, although
the Dragonfly and Wasp clans have buth earned the Lion’s
wrath; the Dragonfly for the dishonor they brought upun
the Lion during thelr founding, and the Wasp for the
treasonous actions of Tsuruchis mother, a Lion samurai-ko.

Recently, the Tion signed a meaty with the Fhoenix Clan to
jointly purge the Empire of the influence of the Shadowlands.
This great alliance was made possihle hy Hanred Naseru,
one of the Four Winds Unfortunately, the purpose of the
allisnce has pone unfulfilled as yet, a5 the Phoenix have entered
o wat with the Dragon. Bound by the treaty, the Lion have
joined the battle against the enigmatic Dragon Clan,
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Appearance: The Lion project the image of perfectly
trained soldiers. Their features have a hard, severe edge, and
their build reflects a lifstime of training and devetion to duty,
Even the chugenja of the clan are athletic, Black or brown hoir
is commomn; although the Kitsu family has a tendency toward
natural red hair It is not uncommen for Matsu or Akedo
warriors to dye their hair a ficry red or golden brown to
emulate their clan's namesake,

Donus Languages: Mone,
| FAMILIES OF THE LION
ARODO

* Corrent Dhimyo: Akodo Ginawa (Male Samurai 15/

Fighrer 3)
The Akodo are the descendants of the Lion Clank
tounder, the kami Alade. They have a long and
illustrieus history as noble and honorable
warriors and generals, Unlilke their hat
tempered Meatsu cousing, the Akodo are
patient and observane, raking the full
meastre of their fres before using their weale
nesses to defear them, The Akodo are the
hand that guides the sword of e Tion anny.

Fulluwing the Scorpion Clan Coup
in 1123, the Akedo family was
dissolved by the Emperor, their
dalmyo cast oUr 45 a rohin. Mainy
Akodo joined other families, while
others became ronin or tonk their
orn lives in the nitual of seppilo
The family wae restored Following
the defear of the Living Shadow at the
Battle of Oblivions Cate by the combined
clare of Rokupan a decade later: Since that
time, the former ronin Cinava has led the
family back into prominence as some of
the fincst warriors in the Empire,
* Favored Class: Samurai,
+ Statting [lonor: 3
+ Class Skills: Batile,
= Starting Outfic (Choose one)

1. Katana and 50 koku,
2. Greatr armor and 50 koku.

IOMA
+ Current Daimyo: Ikoma Sume (Male Courtier 7/ Samural 9)
The Thoma are the historians and ambassadors of the Lion
Clan, Their extensive kunowledpe of histwry allows them w
draw upon centuries of insizsht when negotiating wich other
chans, and they are rarely caught unawares; their family has
encountered almost every possible ploy, and recorded the
resulis. Many courtiers from other clans regard the Thoma as
boorish or dull because of their stern and unforgiving
demeanor, bur those who mistake theit stoicism for wealkness
pay a hefty price. The thoma do not forgive slights easily.

In addition to serving as the clan's presence in court, the
Heoma have a congiderable number of warriors in their own
right. As 2 family they tend toward tacticiane rather than ranlk-
and-file infantry, again using their knowledge of history ro
theit advantage. Whether courtier or warrior, the lkoma
invariably have training as storytellers as well, recounting
inspiring tales of Lion ancestors throughout history to their
kinsmen in time of need,

Favored Clase; Courtier.

Starting Honor: 3

Class Skills: Enowledge (History).

Starting Qutfit: (Choose one)
1. Mastcrwork tessen and 50 kaku,
2, Royal outfie (See the Player's Handbook™)
and 150 koku.

KITaV
« Current Daimyo: Kitsu Jurd {(Male Shugenja 16)
By far the most contemplative and withdrawn family of the
Lion Clan, the Kitsu are an enigma ta the rest of
the Empire, Their shugenja school is regarded
as old-fashicned and maditionalist by other
clans, and it is the only such school in all
ol Rokugan that rejects all applicants
. from outside the clan, In addition to
1\ rtheir standard shugenia school, the
\ Kirsu also prictice a unique form of
ancestor magic wherein the Kitsu
ﬂ Rp?f‘.iﬂ]isls, ktown as sadan-senza,
send their spirits 1o the reslm of the
dead to communicate with and even
SUIMIMOn ATCEFEOT SpiTits,

While it ic not unheard of for Kitsu to
talce up the way of the warrior, it is uncommon, The
legendary general Kitsu Motzo was one such unique
individual, and the fiery Kitsu Dejiko of the modern

Kitsu is another example. Only those Kitsu who prove
incapable of conversing with the spirits are sent to the
wartior dojo, and these samurai are frequently looked
upon as failures by their family. Kisu warciors under-
standably often vesent their shugenja brethren,
The Kitsu are still barcling the stigma their
family acquired generations ago with the corrup-
tlon of Kisu Okura, the Jade Champion, Okura
was eventually exposed as a practitioner of maho
who had bound an oni to his name, estenzihly 1o
srrengthen his clan, Dorng the Rattle of Oblivion's
Late, Okuras oni unexpectedly turned upon the
Shadowlands Horde, favoring the honor of its
summoner over the Taint of itz origine. The oni
slew itz progenitor, the Oni Lord Akuma, and
restored the honor of the Kitsu family. The
ancestral Kitsu Tombs sre still being purificd,
but the Empire considers the Kitsu to have
redeemed themaclves.
+ Favored Class: Shugenja,
= Starting Honor: 2
+ Class Skills: Enowledge {Ancestors),
+ Starting Outlic (Chovse one}
1, Two 2nd level divine spells (no Water spells),
2, Ome 2nd level divine spell and sby 150 level divine
spells (o Air spellsy,

MATSY
* Current Daimvo; Matsu Ketsul {Female Satural 7/Livs
Pride &)
Il the Akudw are the nobility of the Lion Clan, then the Marsu
are surely irs passion. One of the largest families in Rokugan,
the Marsu are also perhaps the most aggressive and warlike,
They are always the first to solve problems with force and the
lust to leave the field of battle. While respected and feared,



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

When the Akodo were dishanded by Imperial edict several
decades ago, it was the Marsu who stepped furward and wok
command of the Lion Clan. Their passionate leadership,
unchecked by Akodo pracricality ook irs 1oll upen the clan.
Now that the Akodn once again serve the Lion Clan, the lead-
ership of the Matsu 1s tempered by their wisdom, and the pas-
gion of the Matsn directed by their srearepy The Matsu's rela-
tion to the rest of the Lion Clan can hest be summed up in rhe
worde of the historian Tkema Swme: " To the Matsn the Jall, ta
the Akodo the victory, and to the Tkoma the tale”

» Favored Class: Berserker.
« Bearting Honor: 2
« Class Slills: Bartle.
+ Starting Qutfit: (Choose one)
1, Masterwork no-dachi
2, Great armor and 50 kalew,

THE RANTIS

Current Daimyo: Yoritomo Kitao | Female
Fightar 6/Rogue &)

The Mantiz Clan is living proof that
fortune favors the mortsl man. The Mantis
refuse to admir defeat, no matter what
foc they face. They tenaciously cling
to everything chae is theirs, refusing to
surrcndcr and expanding their holdings through the sheer
determination of their samurai,

Cast ot o the Crabs at the dawn of the Empive, the clan's
founder Kaimersu-ug way lurced o forge his own destiny,
one purchased with his own blood and sweal, With only
a handful of followers, he traveled to the remote Islands of
Silk and Spice and formed his own band of samurai,
the Mantiz Clan.

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

During the Clan War, the ambitious Yoritomo led the
Mantis into battle at the head of an alliance of minor clans.
Bitier uver centuries of treatment as lesser men, the Mantis
unleashed their anger against the Shadowlands in a
derermined efforr to prove their wordh o the Empire,
Against all odds, the gambit succeeded and the Mantis became
a Grear Clan.

Recent years have proved difficulr for the Mantis, Despite
their ahsorption of the Centipede and Wasp clans, the Manrs
simply do not have the numbers ra fulfill all the duties
inherent to Great Clan statns. Many in the Hmpire loak upon
the Mantis' current tribulations and recent hostility with the
Scorpion as a sign that the Mantis will not recain their
elevated status for ruch longer, The Mantis, however, see only
a chance for growth and expansion. There is no limit to theiv
ambition, it seems.

Philosophy: The Mantis are typically somewhat more
defensive and surly thun other clans. Despite their new Creat
Clan status, many Mantis still feel that others look down upon
them, an impression which drives them to "prove themselves!
It is 1ot unysual for samurai of the Mantis Clan to- demonstrate
unpruioked hostilivy roward other clans. This is in pare due to
the Fact that thie Mancis have had licde exposure to the sub-
tleries of diplomacy or negotiation in their long history,
relegared as they were to the forgoteen minur clan delegations.

Wantis samueal raly come ineo their own when amony
their own or among the minor clans of Rokugan. There, they
have 2 sense of camaraderie and belonging thar allows them
more freedom and independence.

Mlies and Enemies: The Mantis have had many enemies
in their clan's history. Following the Clan War, they warred
brietly with the Crane and Phoenix clans, and Yoritomos quest
for a bride and later the throne itself cost the clan its allies in
the Fox Clan and earned the disdain of many Grear Clans. The
Maneis heve generally newtral relatione with the Crab and
Unicorn Clans, however,

The true allies of the Mantis Clan ate the minor clans of
the Empire. Although many chose not to side with Yoritome
during the Clan War, they remember the opportunity that
the Mantis alforded them and look upon their clan with appre-
ciation, The Wasp and Centipede clans have actually become
families within the Mands following the War of Spiits, and
many orher minor clans send ambassadors o the Mantis courts
regularly, since the Imperial Coure shuns them as beneath
notice.

I'he Mantig and the Scorpion have been ar odds recenty,
Many Mantis suspect that the Scorpion were responsible
for the death of Yoritomo Aramasn, adopted son of the late
Clan Champion Yoritomo himself. Yoritomo Aramasu
was once Bayushi Aramagu, the natural son of the Scorpion
Clans Bayushi Aramere, and his original clan never forgave
him for his sympathy with his adepted clan, Yoritomo Kitac,
the now Mantis deimyo, has not yet taken any overt action
againat the Scorpion — but both clins continue to eye each
other suspiciously

Appearance: The Mantis ate a varied lot. Many of them arc
larger than average, & holdover from their heritage in the Crab
Clan. They e w be somewhar unpolished in their apgear-
ance, for presenting an atltactive image is not 1 prioticy for
them. The battle-teady philosophy prevalent among the
Manris rauses them to skirt the edges of dishonorable behavio
by wearing their armor a great deal of the time, This has been
known to offend other clans, whe interprer this as an
implication that they are incapable of defending their
Mantiz prests.

The most commmon physical indicator of Mantis allegiance
is the absence of a daisho. Even with their status as g
Great Clan, the vast majority of Mantis samurai eschew
the twin blades that detine an individual a5 o samurai,
wielding instead the péasant weapons that they have mastered
over the conturics. Although most Mantis wear green, the
shugenja of the family frequently wear red and many archers
adorn their armor with bands of black and gold. These colors
indicate a heritage with the Centipede and ‘Wasp clans, respec
tively

Bonus Languages; Ivory Kingdoms, Yobanjin, Nezumi.




Mantis Clan. Although most in Rokugan consider the Wasp
no more, there is a small faction of samurai within the
Tsuruchi family whe iusist un being referred o as Wasp

FARILIES OF TH= RANTIS
MOSHI

* Current Daimyo; Moshi Julko (Female Shugenja 17}
Centuries ago, a small offshoot of the Phoenix Clag
became the tiny and reclusive Centipede Clan. A matriarchal
clan devored o the worship of Amaterasu, the Lady Sun (see
page 87 the Centipede practived their powerful style of magle
[iat imany venturies with very litle interacrlon with the rest
of the Empire. When the ambassadors of the Mantis lord
Yoritomo arrlved early in the Clan War, however,
the Moshi family realized thar they conld notr hide
in the mountains while the Shadowlands ravaged Rokugan.
The Centipede Clan joined Yoritomo's alliance.

After the Mantis were elevated to Great Clan sratus,
the Centipede remained their loyal allies. Eventually,
Yoritemo sought a bride and found one in Moshi Waliza,
the daimyo of the Centipede Clan, With their murriage,
the Moeht became o house within the Mantiz and the
Centipede were no more. Despitc Wakizas death a short time
lnter, the Moshi remain the mystical arm of the Mantis Clan,
bringing their powerful fire magic to bear on the enemies of
the clan. Sinee the death of Amarerasy, the Moshi Lisve licked
foeus. Recently, many of their vounger members have hegun
to support Toturd Tsudaw [or Emperon The movement seems
tu be growing amuong the mardarchy, and may soon envelop
the entice fumily or even the Manris Clan as 2 whole,

The Moshi are currently ruled by Moszhi Juika,
an incredibly aged woman who ruled the Centipede Clan
before they entered into Yoritoma's alliance during the Clan
War over two decades ago, and assumed the burden onee
again when her daughrer Wakiza died. Despite her advancad
years, |Juiko vetains a sharp mind and keen wit, It seems thar
the Lady Suns blessing has remained with her, even after the
Lady Sun hergelf has perished.

* Favored Class: Shugenja.

* Starting Honor: 3

* Class Skills: Spelleeft,

= Erarting Outfie: (Chooae one)
1. Two 2nd level divine serolls (Fire o Air spells only,
2, One 2nd level divine scroll and six 1st level divine
scvolls (Fire or Air spells only),

TSURUCHI

* Current Daimyo: Tsurachi Iehire (Fighter 6/ Wasp Bounty

Hunter §)

The Tsuruchi family is named for the valiant warrior
who founded the tiny Wasp Clan generations ago despite
the vengeful Lion and Scorpion clans who soughi his
destruction. Daring to Qout vaditivn, Tsuruchi led the Wasp
inn defiance ol accepted samumi nurms, forsaking the blade for
the Low and the code of bushide for an individuals word of
honor. Tsuruchi also led the Wasp 1o join with Yoritomao
during the Clan War, becoming the Mantis daimyna’s most
rrusted Heurenant.

Tsuruchi disappeared a short time before the combined
clans of Rokogan fonghe the Hattle at Oblivien’s Cate.
Fhe Wasp Clan chose to honot his nemory and his cath
to Yoritomo, remaining with the Mantis, During the War
of Spirits, Emperor Toturi bestowed the Tsuruchi family
name upon the Wasp for their valiant efforts against Hantei
VI

In recent years, the Wasp Clan hes all but dishanded
as the Tsuruchi family has become a house within the greater

despite their unwavering allesiance wo the Mantls,
= Favored Class; Fighter
+ Starting Honor: 2
*» Class Skill: Craft (flerchery).
* Sratring Cutfic (Choose one)
1. Masterwork longhow
2. Lemghow, ashigaru armor, ten masterworle arrows.

YORITOMO

* Current Daimyo: Yoritomo Kirao (Female Fighter 6/

Rogue &)

The Yorlromo family was formed in the walke of the second
Day of Thunder in 1128 Having led an allisnce of minor clans
against the Shadowlands during the Clan War, the Mantis Clan
daimyo Yoriroma stood before the sssembled leaders of the
Creat Clang and demanded the Mantiz be elevated to coequal
statug in recognition of their valor. He offered his head to the
champions for his presumption, but refused ro withdraw the
demand, The champions recognized Yoritomd's contributions
te the Clan War and agreed to his request, Upon his coronation
as Emperor, Toturi I confirmed the Mantis’ Great Clan status,
under the leadership of the new Yoritomo family. Yoritome's
degeendants have ruled the clan ever sinee,

The Yoritoma are brusque, scraighiforward individuals. They
rule with an iron {ist, fearing chit any weakness on cheir part
will be exploited and their clan's starus damaged. It is the
altitude uf @ minor clan, one thar the Yorltomo have not vet
been able w overcome. Recently, Yoritomas hand-picked heir
Aramasu was killed, leaving the clan in the hands of the savey
but unrested Yoritomo Kitan. Kitao arrived tan fate to save her
lord, but many Seorpinns died by her hand on the day of
Aramasu’s death.

+ Favored Class: Fighter,

* Starting Honor: 2

+ (Clags Sleill: Profession (zailot),

* Srarting Outhit: (Choose one)
1. Magterwork peasant weapon (sai, jitte, tonfa, or
kama), ashigaru srmor.
2. May purchasc a kobune (see keelboat on page 150 of
the Duweeon Mazrer's Guide™) for 1,000 kolku. This
tust be purchased before reaching the fourth level,

THE PHOSTUX

Current Daimyo: Shiba Tsukune {Female
Samurai 17}

If there is a mystery in the Bmpire,
then somewhere there is a Phocnix who
understands it. To the Phoenix Clan, knowl-
edge iz a weapon deadliee than steel No clan
posscsses greater knowledge of magic and
spelleraft than the Pheenix, nor do any (save perhaps the
Dragon) better understand the enigroas of this world and the
realms bevond,

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



the enigmatic spirits that shugenja summon when casting
their spells. As they pursue their research, the Shiba practice
their particular brand of swondsmanship, clearing the mind to
allow the body o react without thouglin, withoor hesitcion.

Far in the northernmost regions of Bokugan, the Phoenix
enjov a seclusion that allows them 1o pursue their own
interests rather than constantly becoming embroiled in the
conflicts of the Empire. This isolation fostered the belief thar
the pursuit of knowledge was a goal toward which anything
could and shonld he saerificed. Sadly, this led to the
corruption of the Council of Elemental Masrers, the most
powerful shugenja in Rokugan, during the Clan War
This tragedy nearly destroyed the Phoenix. They have sworn
never again to lose their focus,

Recently the Phoenix have allied with the Lien Clan against
the Dragon, This is o most unusual occurrence, as the Dragon
have long been the Phoenix’s staunchest allies. The conflict
was triggered by the Dragon scizure of Phocnix land, but cven
this affront might have been negotiated away in happier
times. The defection of the Agasha from the Dragon to
the Fhoenix shortly after the Clan War, however, strained the
historically poud relativns between these clans, so the
annexation triggered war tather than a diplomatic solution,

Philosophy: The Phoenix are notorious throughour the
bushido-deminated Empire for their pacifistic outlook on life,
Phoeniv shugenja have on occasion refused to harm creseures
of the Shadowlands because of their ingrained abhorrence
of violence 'Uhis has earned them the seorn of militant clans
such as the Lion and Crab, but even those clans respect
the obvious power the Phoenix command; it is not that they
cannot harm their foes, merely that they do not wish to do sa.

Ameng themselves, the Phoonix are surprizingly prone to
disagreement and petty squabbles. The feud betwesn Asale
and Isawa families dates to the rime of Shiba himself,
when the clans founder imparted scercts to Asalio that the
Isawa desiced. Some among the modern Shiba resent their
inherited debt to the Isawa, and the neweomer Agasha family
[eels char the others do not treat cheir magical methods
serivusly, Despite these disagreements, the Phoenix do not
allow their personal feclings wward one anvther wcolos i
interactions with others. Such marcers are clan business, and
should nort be discussed ourside of the family.

Allies and Enemies: As befirring such a paclflstic group,
the Fhoenix have no traditional enemies. They have clashed
with many clang over the years, bur long-term conflicts have
been virtually unknown to them. In modern times, they hawve
neuteal relations with the Crane, Crab, Unicorn, and Scorpion
clans, There is still some resentment among the Phoenix
toward the Mantie, whe laid siege to their lands during the
years between the Clan War and War of Spirites.

The Phoenix are currently allied with the Lion againat
the forces of the Dragon Clan, This is an unusual reversal of
traditional allegiance for the Pheenix, wheo have clashed
with the Lion repeatedly over the centuries because of their
differences in philosophy:

Appearance: Samurai of the Phoenix Clan tend to be
smaller than the average. They ave quick aod athledic rather
than bulky, with practiced movements that seem 1w flow
together like the warers of a river. Phoenix rend 1o dress in yel-
lows and oranges, the colors of their namesake. They also
favor elaborate helms thar evoke images of flames ot 2 bied
rising inta the sy

Ronus Langnages: Kam, Yorhanjin.

FARILIZES OF TH= PHO=NIX

AGASHA

« Curtenl Dalmye: Agasha Hamanari (Male Shugenja 10}
Uneil & few penerativng apu, the Aguaila faily served
the Dragon Clan. For over a thousand vears, the Agasha
practiced their swange brand of magic in service to Togashi.
the immmortal son of the Sun and Moon who ruled the Dragon,
Upon Tagashi's death at the second Day of Thundet, however,
the maore sinister Mirumoto Hitomi became the Dragon Clan
Champion, Hitomis atlizarion of the clan's resources in
relentless and zingle-minded pursnit of her parsonal goals
offended the elders of the Agasha family, and in shoet order
they did the unthinkable: they forsook their vows to the

Dragon and joined the Phoenix Clan,

Among the Phoenix, the Agacha have found the trecdom
they once enjoyed, although they do not yet have a full
measure of respect, The Isawa family considers the alchemical
style of magie thar the Agasha practice little more than wn
oddity, and do not bother to learn it. Ultimarely, the Agasha
consider this of little consequence, as they are free to pursue

thels owiagenda,

» Favored Class: Shugenja,

* Srarring Honor 3

v Class Skill: Alchemy,

+ Starting Ourfit (Choose one)

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

Water spells).
2. Ome pofion of five hreath.

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

The Asako are perhaps the most enigmaric family in
the Empire, for they hold a mysterious secret passed on 1o the
original Asaln by Shiba in Rokugan’s earliest years. Evet since
that time, the Asako have kept to themselves, practicing their
own brand of magic and theology, giving rse to a

mystationug sect of satnurai known only as the Asalco Henshin

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

chagrin of the Isxwa family:

For oll their mystique, members of the Asake Family tend
to be good natured, outgoing individuals. They enjoy
traveling the Empire and experiencing life. It is said that
traveling with an Asako brings goed fortunc to a parey,
Lt that asking chem abour their secrets will bring the disfaver

ol the Fostunes,

v Favored Class: Inkyo.

* Sturing Honor: 3

» Class Skill: Concenrrarion.

» Statting Cutfic (Choose one)

1. One 2nd level and gix tst level divine spells

{any element).
7. Masterwork be staff and 50 kol
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IsAWR
* Current Daimyo: None. The Isawa family iz ruled by the
Council of Elemenral Masters, currently consisting of
Isawa Taeruko (Earth, Fetnale Shugenja 19), Tsawa Hochiu
(Fire, Male Shugenja #/Elemental Guardsman 100, 1sawa
Riake {Water, Female Shugenja 10/Inkyo 3), Isawa
Nakamurno (Air, Male Shiigenja 11), and Shika Ningen

[Vivid, Male Shugenja 7/Void Disciple 10)

I'he Isawa are the undisputed masters of the magical ares
in Bokugan. No other family in any clan can boast their sheer
numbers of shugenja, nor the depth of training thet
they achieve, The Isawa, proud of their renown, often lock
down on students of other shugenie schools as lesser pract-
tioners of the arts. Other shugenja may resent this condescen-
sion; but the Isawas power is so respected chat it ultimarely
makes little difference.

The Isawa family essentially rules the Phoenix Clan despite
having no dircet ancestral tes 10 s Kami The Council of Ble
menta] Masters wmakes all significant clan decisions, much o
the consternation of the Shiba daimyo, who is estensibly the
clans Champion,

* Favored Class: Shugenja:
* Starting Honor
« Class Skill: Spelleraft.
* Starting Cuthit (Choose ong)
1. One 3rd level and two 2nd level
divine serolls fany element),
2. Two 2nd level and six 12t leyeal
divine scroll {any element),

SHIBR
* Current TDaimyo: Shiba Tsukune {Female
Samairai 17)
l'he Shiba family, descanded from the
Kami of the same name, ig unique in Rolu-
gan. Ostensibly leadere of their clan, the
Phoenix Clan Champion nonetheless bows ta
the wishes of the Isaws family's Elemental
Masrers, This state of affairs dates back o
Shiba's vow to Isavea, at the beginning of the
Empire; to always protect and defend
Isawa's descendants. The Shiba continue w
honor that promise.
The Shiba maintain the only bushi

scliwols of the Phoenix Clan, Compared
to bushi from other clans, however, they
are much more subdued and contem-
plative. The Shiba believe that
patience and honor lead o vie
tory, and thus tend o be far less
apgresaive and more medirative
than one might expect from a bushi,
The Shiba style of combat is defensive, partly
because of their training a5 defenders of the Isawa.
v Eavored Class: Samurai,
* Starting Honor: 3
« Class Skill: Any one Knowledge skill,
+ Srarting Outfit; (Choose one)

1. Masterwork ashiparu armor and 25 koku,

2. Wakizashi, ashigaru armor.
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THE SCORYION

Current Daimye: Bayushi Yojiro (Male
Samurai 5/Courtier 5/Emerald Magistrate 2)
Every bright star and Sun must cast a
shadow semewhere, When Hantei brought
the light of hiz rule to the people of Roku-
gan, he commanded Bayushi to stand in le
shadows of his Empire aind destioy those
that would strike ar the Bmperor or Emnpire [rom the dark-
ness: Bayushis duty was 1o protect the Bmpire, no marer the
cost He kirew it would stain both himself and his followers to
ubey Hantei's command, burt he did nor flinch. Since thar day,
the Scorpion have become aware of or involved in every shad-
owy deal Inside the borders of the Empire, and several mitside,
Some Scotpion samurai see the tasks they must perform
as necessary duties for the good of the Empire. Others find
the resaurces of their clan to be avenues to personal power,
Some see no difference between the two,
Many Scorpion are among the ‘most cheerful and
inviting people in Rokugan. With their reputetion as back
stabbers, thieves, Hars, and slanderers preceding them,
mest Scorpion do not bother to intimidate cach person
they meet. Scorpion are intelligent and crafty, excel-
lent fricnds and deadly enemics. A Scorpions
leyalty can be counted on once eavied — dhe
clan has no need for a Scorpivn who cannor
remmain true to those worthy of their trust,
Chice you can count one Scorplon among
your true allies, it's nor a far stretch to say
that the whole clan is vour ally Of course,
knowing whether or not a Scarpionk smile
is rue is annther matter completely Bvery

Seorplon canturn just as menacitg as they
are welcoming, and a Seorpions anger can
lead to the dishanorable deaths of entire
families,

Refere the Hrst day of Thunder, the
Scorpion were brutally punished for the assas-
sination of Hoantei 300{VIIL, and their family
names were stricken from them, When itwas
later revealed that Seorpion daimyo Bayushi
Shoju had attacked the Emperor i an
atternpt to prevent the teturn of Fu Leng,
the names asd station ul the Scorpion Clan
were restored,
Once again, shortly before the War
Against the Shadow, the Scorpion were
exlled for their apparent connecrion to
Emperor Toturi's disappearance. When
it was revealed the Scorpion were not
truly to blame, it was their mastery of the shadows that proved
the undoimng of the Living Darleness at Oblivions Gate,

The sudden death of Emperor Toturi in the lands of
the Scorpion has marred the Scorpions reputation for
a third time, Though ne evidence at all implicetes the
Scorpion in this incident, many distrase the elan of zccrets
mote than ever.

Philosophy: Every Scorpion worth his family name
remembers Bayushis promise to lantei: protect the Empire,
no marter the cost to-self, clan, or hanor, Thouel all the clans
clairn that they would give their lives for the Einpire, nune bur
the Scorpion openly proclaim that they will throw away their



honor at a moment’s notice should it benefit Rokugan,
A Scorplon deals in secrets, lies, and truths, peddling the Hrer
two and keeping the last. Mo matter how well you believe your
darkest secret kept, never doubr that some Scorpion has
already learned it,

Allics and Enemics: The Scorpion can at present count
only oneclan as anally — the Dragon They realize that pechaps
enly the Dragon can teuly understand the duty they perform
for the Empire, a5 the two clans seek secrets and truths in places
tmauy fear w tead, Iowas the Draguns sssistance that allowed
the Scorpion e reclaim their lands afeer being banished for the
disappearance of Emperor Toruri the First over thirty years ago,
Though the Dragon have never attempted to call in the debr
they are owed, the sudden cutbrealt of war between the Lion,
Dragon, and Phoenix is the opportunity the Scorpion have
waited for to prove therr wareh to their allies,

Though many epenly despise the Scorpion, very few
large groups catch the full anger of the clan. Currently,
the Scorpion are directing their efforts to seeking out and
destroying the ond and other Shadewlande creatures reported
haunting the Shinomen Forest. The Mantis ave hostile toward
the Scorpion, but the Scorpion considered the conflict
concluded with the death of Yoritomo Aramasu, the in}'
Mantis who had directly offended them. Though the Scorpion
want o further conflice with the Mantis, they waech Kitao and
her Eellowers closely, Outside of the clans, the Scorpion ave cur-
ently tracking down two groups — the rewaining Goju and
Winube who were lefi by the defeat of the Living Darkness, and
2 group known as the "Kolar" The Shosuro, led by their daimyo
Yudoka, hunt the last of the Goju and MNinube Unes, working 1o
exringuish the final fetnains of the Living Datkness. The Kolat,
a group that Bayushi Kachiko stumbled upon during the Clhin
War, have proven a more canny foee — the Seorpion know anly
that the retirn of Shinjo dealt them a grear blow, and have been
unable to contact the organization sinee.

The other clans are of little interest to the Scorpion at the
present. Though there has always been animesity between the
Crane and Scorpion, the Crane's current war with the Crab has
taken most of the Crane’s attention off the Scorpion, which
has sparked the Scorpion to act in kind as they direct their
cftorts to their own plots, The Lion and the Phoenix, while not
formal enemies of the Scorpion, are currently at war with the
Dragon, the Scorpion’s ally. It is perhaps only 2 matter of time
before the Scorpion openly declare war on the two clans,

Appearance: A Scorpion can be easily identilied by his
mask. The conundrum of the first Bayushi was thar he wore a
mask 1o announce to the entire world thar he could nort be
trusted. The deep crimson and black colors of the Scorpion ate
prominent on any clan memberk clothes and masle Though not
as handsome as the Crane, many Scorpion areexntically beaun-
fill, thear flowning lang hair accentuating their angolar featnres

Bonus Languages: Ashalan, Mekhem, Senpet, Nezumi,

FARMILIZES OF TH= SCOR7?ION

BAYUSHI]
» Current Dainyo: Bayushi Yojire (Male Samaurai 5/Courtier
5/Bmerald Magistrare 9)

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

A Bayushi is a typical Scorpion, comely and cunning,
plotting vout end ag soon as his head dips to bow to youu
They are ruthless tacticiane in battle, preferring guerrilla and
diversionary tuctics to tnore traditional watfate,

+ Favored Class: Rogue.
* Srarting Henor: 1
+ Class Skill: Diplomacy,
» Srarting Curfit {Choose one)
L. Katana and 50 koku,
2. Masterwork yumi amd 20 aroows,

SHOSURO

+ Current Daimyo: Shosuro Yudoka {Male Fighter 6/Ninja 12)
The dght hand of the Dayushi is the Shosure family The first
Shesuro was known as Bavushis Daughter, chough it is
debated wo this day whether Shosuro was war, wotsan, o nei-
¢her, The Shesoro are spivs, actors, and ninjs, and theic
province is the arr of creating false lives, fake histories, and
empiy rruths. It is the infamous (though spoken of only In

rumot) Shosuro Dojo thar produces the clans ninja, and the {5

Shosuro Butei are among the most famous actors in the
Empire. They are the eyes and ears of the clan, pretending ro be
anything necesgary to learn whar they must, and then fading

away like the morning dew. The Shosuro ninja were once |

pawns of the Living Darkness, using the magic of Shadow
Brands to pive their assassing dnd ninja superhuman powers,
even though they did not know what force lucked behind
them. Since the defeat of the Darkness, the Shosuro have
forsworn amy use of the Brands, but they are ne less dungerous,
By demcanor, the Shosure and Bayushi tond to be much

alike. However, the Shosuro serve less as leaders of the clan
and more as quiet spies, allowing their Bayushi cousins to
stand in plain view of everyone while they work quieter plots,
+ Fuvored Class: Wi,
* Starting Honor L
* Class Skill: Poison.
+ Srarring Cutfln (Choose one)

1. Disguise kit and one vial of cobra poison.

2 Masterwaorl: aiguchi and ashigarn armor.

SOSHI

=+ Cureent Daimyo; Svshi Uidort (Female Shugenis 8/Winja 4)
The Soshi, founded by Shosuro after she faked her death upon
rerurning from the Day of Thunder, trains most of the Scor-
plons shugenja. They specialize in ait magie, focusing on dis-
traction, illusion, and confusion. Soshi shugenja can turn the
tides of a battle, causing oppenents to miscaleulate the posi-
tion or size of a Scorpion army, or hecome unahle to fight
ebfectively Though the Soghi delved into the mysteries of
“Shadow Magic” in the past, when it was ravealed a5 an exten-
sion of the Living Ddrkness, the Soshi shunned it completely.
Sochi tend to be more cynical than typical shugenja. The
Scorpion are infamous for their negative opinion of the Tao of
Shingsei, and the stritudes of their shugenja show it Many
Soshi tend to revere Bayushi above other Kami or Fortunes,
and possess a dry, disturbing sense of humor
» TFavored Class: Shugenja
« Sracring Honol 1
* Class kill: Innuendo.
» Srrting Sudfit (Choose one)
1. One vial of night milk poison, rwo divine scrolls
(one 15t level, one 2nd) (no Bqrth spells),
2. Waldzashi, two 1st level divine scrolls (no Earth
spells)
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Y¥OGO

* Current Daimyo: Yogo Koji (Male Shugenji 13)

The family of the Yogo is a contadiction — they are doomed
to betiay twose they luve, 3 curse ficst Lid upon their founder
Yopw, They were charged with the care of the Black Scrolls,
rwelve scrolls of epic black maglc thar sealed the soul of the
dark god Fu Leng. Originally Yogo's curse was blunted by the
idea that Yogo held no love for the Scorpion, making him the
perfect guardian of the Serolls. However, the curse came full
circle when Yogo junzo, 2 vassal urrerly devoted to the service
of Rayushi Shoju, determined to avenge his slain master by
opening the first of the twelve Scrolls — beginning the
release of Fu Leng trom his prison, Now the Yogo have
become a family of shugenja dedicated to finding the secres
of the Shadewlands, ¢ path which the Kuni have alrcady
walled for over o thousand years. However, the Yogo believe
the unique perspective of the Scorpion gives them an advan-
tage in their research the Kuni do not possess,

The Yogo themselves are best described as ‘distubing They
tend to be thin o the poine of emaciadion, their masks cling-
ing to bony frames and frail skin, Their shugenja speal in low,
taspy tones, ind have a mind thar 2 torrurer or even an ond
could appreciare.

» Favored Class: Shugenia.

* Starting Honor: 0

¢ Class Skill: Knowledge (Shadowlands),

o Starting Outhir (Choose one)
1. 1wo 2nd lewvel divine scrolls (no Earth spells).
2. Six 1t level divine serolls {ne Barth spells) and one
2nd level maho seroll

Bavieshi Paneli
Srorplon Clay Sawrerai

TH= UNICORN

Current Daimyn: Mota Gaheris (Male
Samuta 5/Moto Avenger 10)

The Unicorn ate a clan of outsiders.
Ltirectly following the first War Against
Fu Ieng, Shinjo and her Pollowers,
the Ki-Rin Clan, chose to explore the lands
autside of the Empire. They did not return
tor eight hundred vears. They returned with a new name —
the Unicorn Clan — and a great deal of gaijin technology,
magic, and customs. What resulted vwas a strange amalgam of
Nokugani tradition and gaijin ingenuiry, The Unicorn have
taken the best of both worlds to creare @ strange hyboid culiure
unlike any other. The wise have leacned not 1o misjodge the
unpredictable People of the Wind.

Though many consider the Unicorn a rustic clan, it is
in fact an extremely wealthy clan due ro it5 healthy {and
unsancrioned? rrade in materials from outside Rokugan. They
do not malke a great personal show of their wealth with fine
clothes as s Crane or Phosnix might, bue Unicorn palaces are
works of exttaordinary exotic beauty that must be geen to be
belipved.

Philosophy: Unicorn tend to be blunt, steaightforward, and
extremely curious. While other samutai learn to be content
with what they have, Unicorn tend to be restless and
ambitious, A Unicorn always wants to know what lies over the
next rise; what he might discover past the nexr patch of forest.
They are natura] explorers, with a strong nomadic tradition,
The few permanent cities and castles within Unicorn lands
seem ta be constructed more out of & courtesy to visitos tathes
than any desire on the Unicouns pact w sectle in one place, Due
tor their strong nemadic traditions, the Unicorn rely heavily
upun horses o get from place o place. A Unicorn sranded in
the wilderness with no steed may well die, and for this reason
the Unicorn rrear horses with respect and reverence,

Like the Crab {with whom they are aften compared)
the Unicorn place great value on honesty and trnst
Unicorn keep few secrets from their true friends, and held
# hatter-enmity for those who betray their trust. The Unicorn
extend this trust oven to their own peasants, whom they treat
with greater respect than does any other Croar Clan.

Unicorn tend to be more open to new ideas than mest other
clans, They are not quite a5 condemning of outsiders (as they
were once outsiders themselves). Some think the Unicorn
ctass, provincial, or outright stupid due to their inability
to adapt to Rokugani culture after over three hundred years in
the Bmpire. In truth, this is not due to any failing on the pace of
the Unicorn, Many Unicorn do nor wane o adapt,
What their ancestors discovered i dieic ravels ouside the
Empire serves them well to this day, and they see no reason
tu discard their culoure.

Allies and Enemies: The Unlcorn ate unidue in that they
do not have any long-term allies or enemies. Their posirtion
outside normal politics keeps athers ar 2 distance, Their
nomadic lifestyle aften leaves potential enemiss uncertain
where exactly to monnt an attack. As a result, the Unicorn are
nften merely ignored.

Unicotn diplomats use this to their advantage, Though
the Unicorn Clan has only been directly involved in a handful
of Rekugani wars, the assistance of Unicorn cavalry has been a
Bactor in every major conflict since their return to the Empire.
The Shinjo take advantege of these opportunitics, and study



the tactics o every clan, Great and Minor, The Unicorn know
how to counter the tactics of nearly any highting toree in Robu.
gen with their superior mobility and unpredictable
tactics,

The Crab are 2 notable exception to the Unicorn Clan's
neutrality. The Unicorn have assisted their southern
neighbors on many occasions over the centuries since their
return, and the Crab Lave endeavored to keep the Unicorn
on friendly terms, In the last generation, a marriage between
the shinjo and Hida houses cemented the alliance and
the Clans rematn close allies w chis day.

Appearance: Unicorn rend ro be short and swocky, with
hlunt features and dark skin. Many have a weathered appear-
ance and & how-legged srance from long hours riding againse
the wind. They tend towear theit hair tn a variery of exotic —
same would say barbaric — styles, and goatess are commaot

Bonus Languages: Moto, Melchem, Naga, Senpet,

IWCHI

= Cureent Daimyo: Iuchi Yue (Female Shugenia 14)
The Tuchi are che keepers of e Unicon eligious waditions,
a strange mix of paijin philosophy and kami magic, Tuchi
magic is unlike the magic of other Rokugani shugenja, focus-
ing instead on the powets of narure and on personal identity,
The Tuchi are extremely secretive, especially for Unicorn, Past
experichees with the Scorpion have led the Tuchi to be
extremely reticent about sharing their mystic aves, and it is
rare for anrsiders o he admirtted to their schoaol
» Favored Class: Shugenja
» Stavting Honoe 2
o Class Skill: Knowledge (Spelleraft).
« Starting Outfit: (Choosze one)
1. Twa 2nd level divine serolls, twe 15t level divine
serolls (no Fire spells).
2, Hotse (light war, 30 hp), sis 15t level divine serolls.

FAMILIZES OF TH= VNUICORN
HORIVCHI

moTo
« Current Daimyo: Moto Gaheris (Male Samurai 5/Moto

» Cycrent Daimyw: Horiuchi Shen-Zhe (Male Shugenja 8)
The Heriuchi is an exiremely small Tmily compuosed
of Horluchi Shem-Zhe, his immediate family, and a [few
vassals, Their present task is the protection of the Shinomen
Forest, home of the sleeping Naga, Though the Horfuchi are
fewr 11 number, they take their task extremely setiously, and
bring the powerful magie af their Tuchi ancestors to bear
aginst any who threaten their sleeping charges.
+ Favored Class: Shugenja.
* Starting Hopor: 2
o Class SLill: Spelleratr,
« Starting Outfie: (Choose one)
1. Two 2nd level divine scrolls, twa tst level divine
serolls {no Fire spells).
2. Horse (light war, 30 hp), six 15t lovel divine serolls.

IDE

« Current Daimyo: Ide Tadaji (Male Courtier 20)
The Ide family follows a philosophy it calls wabukan,
"the house of peaceful warriors" Though they undersrand and
respect the martial traditions of their cousing in the Utaku
and Moto, the Ide follow a path of strict pacifism. Those aceus-
tomed to the brutish, meteiless reputation of the Unicorn are
often startled by the cunning minds and peaceful dispositions
ol this funily, Though Ide practice the “barbaric” traditions of
the Unicorn, they undersiausd the customs of the Empire and
are expert courtiers, shifting effortlessly from their own prac-
tlces 1o Rokugani social conventions. The Ide forge allisnces
with other clans and monitor the courrs for informarion thar
may be of interest. In many ways they are the eyes and ears of
the Unicarn, and though the Mota despise their pacifism,
they cannot deny their effectivaness.
» Favoered Class: Courtier,
» Starting Honor: 2
o Clage Skill: Diplomacy:
* Starting Outhit: (Choose one}

1. 350 leolo,

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

horse (light war).

Avenger 10)

The founders of the Moto were not Rokugani at all|
but the Ujik-hai, & race of savege wanderers whom the
Unicorn encountered in the desert beyond Rokugan.
The Ujil-hai swore fealty to Shinjo after their defeat at her
hiands, and have been loval fellowers of the Unicorn
ever since, The Moo are 1 grim, pragmatic family with
undeniable skill in combart, Some would go so far as to call
them “savage.” bur never within earshot, The Mow White
Guard are among the most terrifying berserker warriors
in Rokugan. It is 4 Moro custom (and an unusual one,
for samurat) to allow an enemy the opportunicy to surrender,
Shonld the enemy deny this single opportunity, the Moto
show no mercy

For tmany years, they were hounded by a liinted offshonor
of their family that referred to themselves as the Black Guard.
The Moto dedicated themselves to the extinction of this
group, and many believed their merciless savagery was a result
of their quest for purity, However, now that the family ic clean
of the Taint they ate ne less vielent,

Since the Bartle of Oblivion's Gate, the Moto have ruled the
Unicorn Clan, However, the true daimyo — Moto Gaheris —
is extremely elderly and leaves much of the responsibility
of tuling the clan in the hands of his son, Moto Chagatai
(Smurdi 5/ Bemerker 7).

» Favored Class: Berserker,

» Srarring Honor 1

o Class skill: Ride or Knowledge (Shadowlands),

* Starting Outfit: (Choose one)
1. Harge (light war, 30 hp), studded leather barding.
2. Masterwork no-dachi, 50 koku.
3. Lamellar armor, horse (Jight war), 50 leal.

SHINTOC

+ Current Daimyo: Shinjo Shono (Male Ranger 2/Samurai 3/
Shinjo Explorer )
The Shinjo had ruled the Unicorn Clan ever sinice it was
the Ki-Rin t21an, but a generation ago the kami Shinjo
returned and removed them from that positinn and desig-
nated the Moto as the new leaders of the clan ‘The exposure of
daimyo Shinjo Yolkatsu as a Kolat Master shattered the clans
faith in the Shinjo, and a5 a resule they must struggle for
respect and acceptance even among their own people.
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The Shinjo are viewed 25 a “soiled” Family and other Unicorn
often aveoid them. Many have abandoned their family's quest
for redemption and instead embrace their role a5 explorers,
tinding the peace in the wilderness that will forever be denied
them ameong other samurai, The Shinjo ate also expert animal
truiners; their war dogs and trained falcons arc legendary,
* Favored Class: Ranger.
+ Starting Honor; 2
« Class Skill: Ride or Handle Animal or Wildeiness Loue,
» Srarting Ouclit (Cloose oue)

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

2. Masterwork no-dachi, 50 lolo.

3. Lamellar armor, horse (light war), 50 koku,

| UTRKY

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

Bartle Maiden 8)

The Uaky ace bold, brash, and headsttong even by
Unicorn standards. The founder of their clan swore no oath
of fealty ro Shinjo — none was necessary, They strongly
believe that the sincerity of their actions speaks for them,
and thar so long as they maintain the purity of their honor
they cannat fail.

This marriatchal family is ruled by an organization of
samiirai-ko known as the Utaku Barrle Maidens: the single
greatest cavalry force in Rolkugan, Male samurai mayv not
join the Battle Maidens. In fact, male Utaku are torbidden te
ride the fine steeds of the Utaleu, Most choose not to ride ar all.

The Utaku are extraordinarily loval to one another,
and tend to be condescending even toward other Unicorn
fumilies. Seme might call them clitistand arrogant, The Utaku
would argue that any contamination of their purity would sap
their strength,

Until about a generation age this family bore the name
*Oeakeuy” bue it changed after the Kand Shingo purged the Kola
influence. Their new name symbolizes the oach they swore
anew 10 Shinjo, an oarh that requires no words, only action,
= Favored Class: Samural,

* Srarting Hono 3
« Class skill; Ride.
* Starting Cutfit: (Chonse one)
1, Horse (heavy war)
2. Masterworl naginata (50 Lolou),

THE INPERIAL
~ FRRILIES

Theugh the clans are loyal to the BEmperor and his dyriesty,
they have many times taken actions thal placed their own
interests above those of the Imperial Throne. The families
uf Otosan Uchi and its surrounding provinces, however,
are the family of the Emperer himself, and can never separate
thetr Uvelthood from his. The three families of the Emperor
serve him directly, ensuring that his power does nint
rely utterly on the might af the elans. They ate as diverse
as the famihes of Rokugan, united only by the purpose of
serving the Emperor. Unlike the clans, they are not
collectively bissed toward a particular duty, and are therefore
hard to stersotype.

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

the Empire, and her line serves as the personal bodyguards
of the Emperor and his family. They also are spiritual leaders
and close to the Phoenix, and make up much of the Impcrial
Guard. Seppun bushi arc universally respected as honorable
samurai with a supernatural sense of danger, The Otomo serve
a3 the Emperor's courtiers and spies, speaking with the grace
of the most charismaric and powerful Doji noblema, and able
to spin intrlgue that can tap even seasoned Scorpion. They
ate alsu responsible for the secret dury of ensuring thar no
clan or alliance grows able 1o challenge the pesition of the
Emperor. The Miva family serves as the heralds of the
Emperor’s word. The first Miya carried the news of Fu Leng’s
defeat across Rokugan, bringing hope and the Emperor's
Elessing (later to hecome a formal rebuilding program} to a
war-torn Empire. Of all the Imperial families, it is the Miya
whao travel most, attempting to bring peace where war rears its
tigly head. Though Few realize it, the Miya place their lives on
the line far more often than the Seppun.

Philosophy: Serve the Empire. Serve the Emperor.
The Imperial families are the keepers of the Empire as well as
the Emperor, and as such, they tend to be the most refined and
capablc familics of the Empire. The Seppun protect the
Emperor himself, and should they fail, the Empire would fall
into chacs, They are as religious as the Dragon or Bhoenix,
as they are the personal caretakers of the head of the Shintao
teligion — the BEwperorn A Seppun is generally guier and
walchful. The Ctomo are the keepers of the Empires balance,
and without it, the one on the Throne could become a puppet.
They must constantly be on warch like their Seppun cousins,
albeir for different threats. Like the physical dangers
the bodyguards watch for, the Otama must constantly he
ready for the nnseen plots that could brealk the power of
the Steel Throne. They are generslly the most affable of the
Imperial Bamilies, thanks to their perpetual vigits to the courts
of the clans, The Miya ars the keepers of the Empire’s peace,
without which the Empire would wealen from constant war,
Where the Otomo must keep any clan from becoming too
strong, the Miya must ensure that they never become so weak
thit they cannot rse to defend the Empire, The Miya tend to
be the bluntest of the Imperial families. Unlike the Seppun or
Otemo, they do not guard the Tmperor, bur instead go our
inte the Empire and enforce his will. The Miya caccy the
power ol the Eavperon himsell, and ave not w be rifled with,

Allies and Bnemies: The Imperial families have no our-
stunding enemies or allies in the Bmpire. As the direct agenrs of
the Emperor, they cannot afford o favor any clan over another.
Even the Seppun, who have always maintained close ties to the
Fhoenix, malee sure that they keep that clan ar arm's length. Lhe
Ceomo keep close ties to the Crane and Scorpion, the clans
tnnat active in the coures The Miva tend to be the lesst popular
of the Imperial families. They are the smallest, least powerful,
and are the Imperial agents dispatched to halt the plots of clans
when their plans seem danperous to the throne,

Appearance: The Seppun are the physically largest and
mest intimidating of the Imperial femilies. They are closely
tied 1o the line of the Hanted, and they carry the weight of the
Son of Heaven on their shoulders, They are broad-shouldered,
tall, and steen of face. The Otomo tend to be the smallest
of the three families, preferring the courts as their bartlefield,
Many Otome shave their heads in deference to the wisdom
of Shinsei, and catry thewselves with o noble air, The Miva
are perliaps the most ‘tommon’ locking, as chey constantly
firul themselves on the road doing the work of the Emperor.

Bonus Languages: Anv.



INP=RIAL FARILIZES
THE SEVPPUN
o Cureent Daimyo: Seppun Hotastaka (Male Samurai 7/
Emerald Mapgistrate 11)
Lady Seppun was the first human to swear fealty directly
to Hantei instead of his brothers or sisters. She wag a wise
woman, who was said to have heard the voices of Lady Sun
and Lord Moon. When Shiba recorded the Tao, Seppun
supparted it in the courts of the Emperer, and worked
with the Phoenix to unify Shinsei's werds with the wisdom
of the Isawa. The Fout Terples in Seppun lands, the home
of Shinseism, are considered among the holiest places
in the Bwpite. The Seppun arc closest in relation to the
Emperer by station, aid are always n the graces of the
Imperial Throne, Bvery drop of Seppun Hood is dedicated
to the protection of the Emperor, and every Seppun will lay
down his life without 4 second thought to save the Emperor.
Though many samurai claim the same, none question the
Seppiits vow, nor the fact they are the mast likely to have 10
prowve it
+ Favored Class: Samurai.
+ Sparting Honor 3
* Class Skill: Sense Motive,
= Starting Qutfit; (Cheose one)
1. Masterworl lamellar armor.
2 Walizashi and 50 kolo.

THE OTOMO
+ Current Daimye: Otomo Holetuhime (Female Conrtier &/
Magtermind 4)

The Otome share a divect line to the lost Hantel, a5 theit
founder was the son of Hantei the First. While the family did
not have o teue purpose at first, during the rulerghip of the
Gozoku the Otomo helped Hantei Yugezohime (Hantel VIT}
brealk their power and restore the Emerald Throne to its right-
ful ascendance. The Otome have since worked behind the
Emperor and the Seppun, keeping the powerful elans in
check when needed. The Otomo are used to their position as
honared but seemingly unimportant courtiers and officers of
the Bmperors administration. Like the Scorpion, they value
the ability 1o move unnoriced among others, their seemingly
harmless questions and commenrs bringing abour changes
for the henefit of the Emperot. Although the Ctomo are
responsible for thany of the forms of raditional Eoliugand law
and government, no one seems to natice their influence.
The Otome ate quite comfortable with thar
» Favored Class: Courtier
« Starting Honor: 3
= Class Skill: Intimidare.
= Statting Outfit: (Choose one)

1. 350 kol

2. Doval outfit (See the Player’s Handbook™)

and 150 koku,

THE MIyA

o Cyrrent Daimyo: Miva Yomi (Female Samurai §/Courtier &/
Emerald Magisreate £)
After Fu Leng’s defeat, Hantei the First lay dying in his bed.
The First Emperor's final decree was for ¢ samurai named
Miya to spread the word across the BEmpire of the vicrory
ever the Dark Eami, When Miye retutned to Grosan Uchi,
Hantel 11 was crowned with Seppun and Otome at his side,
Hantei Genii’s first edict was to make room beside his throne
wind within liis palace for the family of brave and tireless Miva,
The Otome played o siall pare in this, and te this day the
Miya and Owomo have strong ties, Since thar day, the Miva
have served as the Heralds of the Emperor, compelling the
clans to pesce when they can, and carrying the Emperor’s law
where they must. Only once in the history of the Empire have
thisy Faltered — shortly before the Clan War began in earnest,
the mantle of the Miya daimyn was taken up by @ selfish and
ferce man, Miva Satoshi. Raised by the Lint, Satoshi allowed
the wear to spread without his interference, eventually ennstim-
ity the Empire. Satoshi’s cousin Yumi replaced him afrer the |
Clan War, but the Miva wers still too wounded by thar conflicr |
to stop the Empire from going to war with {teelf 2 second time
when Toturd the First was kidnapped. Today, Yumi has brought

alory back to the house of Miye, and stands ready to prevent {1,

war once again where her family has recently failed twice
+ Favored Class: Courtier,
« Stavting Honor 2
* Class Skill: Diplomacy or Knowledge (Nobility and Royaley).
» Srarting Cutlic (Chuoose vie)

1, Royal ourfic and light war-homse,

7, Masterwork lamellar armor and lisht hooe,

TH= MUNOR CLANS

The Grear Clans of Rokugan (with the exception of
the Manris} all descond from the otiginal Kami whe founded
the Ompire. These are not the only clans thot serve
the Emperor, however, Throughout history a number of
suimurai have been granted clans of their own for meritorious
service: their clans ave called Minor Clans, Minor Clans
survive by Imperial Edict; nu Great Clan is allowed to declare
war on 2 Miner Clan. However, 2 Great Clan Ry consliue
an insult from a Minor Clan as 2 declaration of war
Minor Clans therefore tend to either avold politics entirely
ar seek the favar and protection of a Great Clan,

Due to the savage War of Spirits and the recent
aggimilation of many Minor Clang hy the Craband Mantis,
there are currently fewer Minor Clans than at any point in
recent hictory The current Minor Clans are as follows

BADGER — ICHIRO FAMILY

o Current Naimye! Ichire Kihongo (Fighrer 5/5amurai 1)
Uhe Badger Clan i an addity. The family’s ancestral homes in
the digtant north were destroyed three decades ago by a
terrifying oni summoned by one of their own shugenja.
Mozt of the Family was shain as well, leaving only those ichirn
wandering Rokugan to carry on the name of the Badger.
The Hantei died bafore he had the opportunity to revole their
Minor Clan status, and Toturd the First allowed them to keep
their clan name as a reward for their aid in his campaign
against Fu Leng, As a result, the Badger are a clan with no
hiorne,
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The primary objective of the Badger is to rebuild their clan,
They constantly seek opportunities to increase the wealth
and holdings of the Ichiro, so that their casile may be rebuilt.
Usually this amounts to mercenary work or underhanded
swindling, which contribuies w the general impression of
Badger samurai as glorified ronin. In the Badger's mind, it’s all
[or @ noble end. In lerting them retaln their name, the
Emperor gave them a second chance. They would nat he 5o
dishonerable as to waste the Emperor's blessing,

* Favored Class: Fighter,

* Starting Honor: 1

o Clags Skl Wilderness Lore,

+ Searting Onefit: Masterworle Ong, Partial Armor,
* Bonus Languages: Yobanjin,

DRAGONFLY — TONBO FAMILY
* Cutrent Daimyo: Tonbo Dayu (Fighter 5/5amurai 3)
The Dragonfly were founded in the wake of a complex dispute
berween the Nragon and the Lion, and their family bears both
[itagon and Phoenix blood Though they practice magic in the
manner of the Isawa, the Tonbo family have always embraced
a philosophy of growth through change more compatible
with the ideals of their Dragen cousins. For many years they
served the Dragon a5 go-betweens with other Grear Clans.
With the onset of war between Dragon and Phoenix, the
Dragonfly were caught in the middle, and over half their
number were slain in the opening conflices by dlie
armies of Akodo fiasu. It is & wound the Dragon(ly
intend to see repaid in full.
*+ Favored Class: Shugenja.
* Slatling Honoe: 2
» Class 8kill: Spellcrafr.
* Starting Qutfit: Two 2nd level divine serolls,

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

* Bonus Languages: Yohanjin.

FOX — KITSUNE FARMILY
+ Cuwrrent Dalmyo: Ryosel {Shugenja &/
Banper §)
When Shinjo deparred Rokugan many
centuries ago. some of her number
remained behind. These KisRin heramea
the Fox Clan, and maintmined their inde-
pendence even after the Unicorn
retirnad from their jourheys The Fox
live deep in the heart of Kitsune Mo,
and have a desp understanding of the
kami as well as the animal spirits of
Chikushudo (see Chapter 5, page 174). ¢
Some believe that the Fox carry the
blood of the kitsunc spirits from whoem
they take their name, and the Fox do nor dispute this belief
Though they have been allied with the Wasp, Sparrow,
Crane, and Mantis in the past, the Fux are fiercely indepen-
dent, They have o long rivalry with the Hare Clan.
* Favored Class: Ranger.
= Sturting Honor 2
» Class skill: spelleraft.
= Srarting Cutfie Choose One
1, Two 2nd level divine serolls, rara 150 level divine
seralls (no Adr spells)
7. Masterwork Yari, potion of eure Hght wounds,
* Honng Languages: Chikushude,

Fiere Clun Sumsirai

HARE — USAGI FARMILY, UTINA FARILY
* Current Daimyo: Usagi Ouald (Samurai 1,/ Rogue 3)
The Hare were founded afrer the second Risc of Tuchiban, a
reward to the heroic ronin Reichin for his sclfless bravery
against the Blosdspeaker armica. The Hare are notoriously
elever, one of two clans in Rekugan's history to have been
destroyed and subsequently restore their status. (Tronically,
the other elan to do so s the one that destroyed them, the
Scorpion,) Hare samutai are known fur being quick, clever,
and lucky They are also savagely intolerant of Bloodspeakers
o Kuolat agents, as both groups are sworn enemies of the small
tlan. The Hare have many friends among the Dragon and Lion
Clans, and are hostile toward the Scorpion and Fox
The Hate have still not entirely temoved the stigma cansed
by their lngs of Clan status two decades ago,
though every Hare werls to that end in
\ one way ot another,
I The Ujina tamily tormed only a
iV few decades ago, and serve the Hare as
| grchers and spies. Ujine characters
| are mechanically identical to Usagi |
| characters,
| » Favored Class: Samurai.
||' « Starting Honor; 2
» Class Skill: Lore {mahe) or Jump.
= Stavting Ouwlic Masterwork yar or no-
dachi, five fingers of jade.
= Bonus Languages: Onl, Goblin,

RONKEY
* Current Daimyeo: Teku (Commoner 3/
Samurai 7)

The Monkey Clan prowects the Emperor's law,
Founded by « member of Emperor Toturis
ronin acmy and fiercely loyal 1o his family,

many consider the Monkey to be an Imperial

Family with delusions of clan starus. The
Monley ate friendly and good-natured, with a

philosophy thar mixes a strong sense of honor
with an easy-going sense of humor, Almost all
Muankey sammurai ate Legionnaires or Imperial
Cuardemen, unless they have been assigned by

Lord Toku to guard the Vigilant Keep of the

Monkey itself. Most members of the Monkey

Clan have no name, though & hendful have

taken the Toturi name in service to Toturi

Tsudao. A very small family knewn as the

Fuzake also serves the Monkey: this family
of shugenja recently split from the Yasuki and
received its name from Emperor Totued,

The Monkey as a whele do not lavor any of the Four Winds,
but each is free to swear his Fealty to one ot another of Toturi's
childven, The Monkey Clan has no enemtes, though some
Scurpion resent the fact thar Toturi granted them a provines
in formerly-Scorplon land,

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

= Class Skill: Knowledge (Bushidae).

+ Starting Chtfit: Masterworl: lamellar armeor, 50 Lok,

* Bonus Lanpuages: None.
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* Current Daimyn: Marite [Ranger 4/5amurai s /Shinjo
Explorver 4/Kolat Agent 2)

The youngest of the Minotr Clans, the D came info heing

when Shinjo Morite was granted clan status for his valor

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

already ocoupied Pheenix land, Teturd formally granted them

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

for etiquette and social graces, often remaining sequestered in

their distant mounrain fortress, When they do etnerge from

seclusion, the cavaley of the Ox are devastating, combining

solid Unicorn ractics with the unpredictable maneuvers

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

name,

» Favored Class: Figheer,

¢ Starting Honor 1

+ Class Skill: Bluft or Ride,

s Srarting Ctfic Horse (light war 40 he), studded leather
barding.

« Ronus Languages: Yohanpin

STARROW — SUZURME FARILY
o Curtent Dalmyo: Suzume Yugoki (Courticr 6/Samurai 2)
The Sparrow Clan, an offshoort of the Crane, gained cheir
Mitor Clan status during the Rulership of the Gozoku (see the
Hiskary sechon, page 1841 The Sparrow follow 2 path of honor-
able poverty, living their lives with as little ostentation as pos-
sible. Since the Suzume are samurai, they still live better than
most peasants, although Sparrow peasants have a higher stan-
dard of Hving than most in their caste. Compared to their
Crane cousins, however, they are poor indeed. The Sparsow
ﬁuard the Golden Sun Plain, lush Helds of virgin larmland
cpt unoccupied by Iinperial Edict, The trademark weapen of
the Sparrow iz the sling, a gaijin implement they acquired
from their Ide allies,

The Sparrow place great importance on oration, though
nene would ever accuse them of being interesting storytellers,
The kindest thing w say about the tales of the Suzume is that
they are always incredibly decailed and complete. Some would
call them interminably dull. The Sparrow are not particularly
hiostile to any one clan, mainwaining good relations wich as
many families as possible. In the past, they have allied with
the Wasp and Fox.

» Favored Class: Courtier.

+ Srarting Honor: 3

« Clags Skill: Perform (especially sroryrelling)

o Starting Ourtit: Roval outfit (See the Players Handbook™},

20 masterworl: sling bullets,

* Bonus Languages: Mona,

TORTOISE — KASVGA FAMILY
» Current Daimyo: Kasuga Ingen {Hghter 3/ Rogue 5)
The Tortoise are o emall clan dwelling along the Femngula of
Dawen north of Otosan Uchi While their official purpose izt
serve as diplomats and couriers for the Imperial Families, they
are not an Imperial Family themselves, In Eact, their duties
often lead them to labors many see az beneath a true samurai,
such as commerce, heavy laber, and interaction with gaijin,
In truth, the Tortoise’s slightly soiled image works to their
advantage. They have always secretly served the Emperor as
smugglers, spies, and enforcers, Quicter than the Seppun
Miharu, the Tooise could work with subtlery due to their
perceived distance from the Imperial Families, Toturi the First

saw the wisdom in such an srranpgement and maintained his

connection with the Tortoise, though he bestowed official

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

{Formetly the Hanrei Emperors had technically been daimyo

of the Tartaise.} With the death of Toturi, his son Hantei

Masern has seized upon the resources of the Tortoize more

than any uilier Wind, and the Tortoise serve him faithfully in

any manner he requices,

* Favored Class: Rogue.

* Srarting Honor: |

+ Class skill: Frofession (sailor).

+ Starting Cutfit: Masterwork nunchaku, kama, or paranguy,
50 kealou,

+ Bonus Langnages: Any,

THE LOST CLANS

BOAR — HEICHI FARLLY

SNMAKE — CHVUDA FAMILY

The [Wllowiug are two examples of Minor Clans that ne longer
exist, Both have been seicken from dhe records of the Tkoma
Hisrories, and most Bokapand du not remember that they
exlst. There may be even more lost Minur Clins at the DM’
option.

The Buat were a family of armorers descended from Crab

blood, Roughly six hundred years ago; their clan was wiped

out by an ally of luchiban's Bloodspeakers. The Anvil of

Despalr was created via the sacrifice ol the Buae Clan, and the

spirits of the Boar haunt the Twilight Mounrains to this day as

the Shalald Dogu.

» Favored Class: Fighter,

* Starting Hanor 2

o Clags Skill: Craft {armorer)

* Searting Outfit: Great armor and masterwork armaotrer’s
tools,

» Bonue Lanpguapes: Batling, Oni, Coblin, Oyre.

another great tragedy of Rokugan’s long history, the Snake

Clan were corrupted by a powerful Shadowlands spirit known

a5 the Shuten Dioji in the fifth century The Phoenix were

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

Snake survived, and the seeds of corrupted Snake magic

linger in the heatts of their descendants to this day.

+ Favored Class: Shugenja.

= Brarring Heonor ¢

» Class Skill: Knowledge (Maho),

« Searting Outfits; Tvo 2nd level divine scrolls, two 15t lovel
divine scrolls (no Air spells, may select maho spells with
strting outfity,

* Bonus Languages: Oni, Yobanjin,
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Mot all samurai have masters. Oceasionally, circumstances
leave samurai without a lord to turn to, sither through the
death of their masrers or by expulsion for dishonorable aetion.
Cast upon the waves of fate, they must find their own desting
Thongh these samurai have ne true place in Rokugani society,
they are till technically samurai, Such individuals are forced
to make a living the only way a true samurai is allowed —
through plorious combat, These dangerous men and women
are known as ronin, or "wave men,”

Philosophy: Ronin arc o diverse lot, but the factor which
unites them allis a need for acceptance, If a ronin had notling
te prove, he could simply retire to the life of a faiwer, How-
ever, the fact thar s masterless samuai has chosen to make
himself a figure of hatred and distust — as a matter of honor
— indicates that L bas sumething o prove.

Rouin gee ofien feared, despised, and misundetstood.
Many clan samurai see them s accidents waiting ro happen
or grisly examples of the price of failure, Because many ronin
TUInD [0 Careets as mercenaries or banditg, clan samurai tend to
judge all ronin harshly To be fair, not all ronin are vielent
brigands. Tn fact, the vast majority of ronin are neither hero or
villain — they are merely survivors. Even yer, the idea of a
warrior with no loyalties, one who follows the way of bushido
for no other reason than because his honor dictates it, is an
exciting notion to many Since the ascension of Toturd from
ronin vagabond to Emperor of Rokugan three decades ago,
ronin have been romanticized by the Empire's poets and
playwrighes,

Allics and Encmies: The Crane are particularly intolesain
of ronin, and only associate with them in the direst circum-
stances. The Lion hire ronin whenever they need expendable
troops, The Crab are very wlerant of ronin, and somerimes
grant fealty w0 runin who demonstrate thetr metle against the
inhabitants of the Shadowlands.

Appearance: Ronin descend from the bloodlines from all
clans, and thus have ne unifying physical characreristics.

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

RONIN FARILIZES

Rouin families do noe necessarily have any loyalty to anyone
vutside their family save the Emperor himself. The thees

Tonin families presented here are not ralared o or allied with

one anothet in any waw Those whedn nat chanse to hail from
any of these ronin families may instead choose the starting
outfit of the samurai family to whom they are most closaly
related.

HOSHI

* Current Leader: Hoshl Wivan (Inloo20)

* The Hoshi ate not a family per se, thangh their name
has been recognized by the Frnperor They are, in fact, a sect
of the Rratherhond of Shinsei that follows the teachings
of Togasht Hoshi, immortal son of the kami Togashi,
The sect was founded by Hoshi during his exile from
the Dragon Clan over twenty yesrs ago, but they continue
to operate independently despite their teacher's return to
his tamily. Their current leader, Hoshi Wayan, stresacs that
true enlightenment is found through the cause of justice.
By pursuing what is good, right, and true one can find mue

peace and tranquillity. To this end, most Hoshi remain
independent of the Dragon. They believe that only by
remaining free of entangling pulitical alliances may they
remain [ree o do what is dght.

* Favored Class: Inkyo.

* Srarting Henor: 2

» Class 5kill: Knowledge (Shintan).

* Srarting Outfie: Masterwork bo seaff, patwn of cure light
wonds.

KRAZRV

+ Cuirent Dhimyo: Kaero Tomaru (Rogue 16)

+ The Kaeru family has never been recognized by an
Emperor. Thelr "family name" is in face more of 2 nickname
than a formal ritle. The Kaeru rule the City of the Rich Frog,
and claim descent fenmm the clever frog-spirit who founded
the city, While the truth of this claim may be questionable,
one cannat deny the merchant savvy and underhanded
ruthlessness of the Kaern. Their enforcers, the Machi-Kan-
ghisha, are known for the trademark iron smoking pipes
with which they beat their opponents senseless and relax
atterwrard with a smeke. The Kaeru keep on friendly terms
with their neighbors, the Unicorn and Dragon. They also
maintain contact with the Tortoise, for though they are far
removed from one another they share a number of
philosophical and economical ideals. Most claus don't even
realize the Kaeru exisr,

+ Tavored Class. Rogue,

* Starting Honor: 1

» Class 3kill: Bluff,

» Smcdng Ourfic (Choose one)

1. 350 koku.
2, Masterwork Machi-Kanshisha pipe (See New
Eguiprient ot page 517,

Y¥OTSV

= Current Daimyo: Yotsu Seou {Ninja 10/Samutal 73

* The Yotsu family were founded by Yotsu Yatoshin, granted
a family name when he rescued the son of Hantei XXX w11
from the Bloodspealers. The Yotsu family's purpose is
threefold: to protect and maineain the Yatoshin district of
Otnsan Hehy, tn Aght the influence of maho in Rokupgan,
and to recruit new followers for their growing family The
Yotsu are on friendly terms with the Hare, Fox, Monkey,
and Lion clans, and are staunch enemies of the Bloodspeak
ers and the Coju. Yotsu Seou, the only surviving child of
Yorsu Yatochin, now leads the family with skill and deter
mination. Any ronin willing to lend his sword to the cause
of justice muoy join the Yorsu, but these whose honor is lack-
ing are cast azide and told net to return,

* Favored Class: Samurai.

* Srering Honor: 2

= Class Skill: Intimidace.

+ Starting Outli; (Choose one)

1. Masterwork jiree, partlal armot.
2. Masterwork lamellar armor, no-dachi.

THE= N=Zvn

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




Liis itupact, his corruption forming what is the Shadowlands
today, Wit very lew keow is that Fu Leng fell in the centerof
thar great Ratling Empire, scattecing the Nezumi to the winds,
Eventually, the Rarlings formed loose tribes, much like the
Clans of the Empire, bur far less organized. Without theis
resources, and now fightng the growing population of eni,
trolls, prbling, and other beasts in what was once their home,
the Mewnmi lkennw thar they may never reclaim the glory of
their lost kingdom.

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

The Hezumi are generally kind, a Lirtle scatterbrained,
and yuick ou teir feer, It5 casy for the civilized Rokugani to
look down on their way of life as simple and backwards.
However, the wise understand thar if a grear explosion
desrroved the Empire for all rime as it had done to the
MNezumi, the proud and culrured samurai of Rukugan could
jusr a5 easily be reduced to such 4 stare. Raclings value the
safety of their family and tribe above all else, and che surest
way to earn the friendship of ene is to help ensure that safety.

Philosephy: The three most imprttant aspects of Nezumi
life are the concepts of kihach (vesterday), mrt (name or self),
and i'thich (dreams). The Ratlings view yesterday as more than
just the day before the current one. Everything that has come
before is "yesterday” Yesterday iz as much as an entity a5 an
occurrence, as is m'atch-fek (Tomorrow), Whet a Mezumi dies,
the Ratlings say he has been "eaught by Tomeorrow" According
to the lote of the race, Tomorrow, which hates all Mezumi, will
eventually catch the last Ratling, When this happens, the last
Ratling will fight Tomorrow for its power. If the Nezumi wing,
he will take Toaoiow'’s power and remake the race inits
former glory. If not, all the Wezumi Lave been will disappear
Ingo dreams, The concepr of kuff-mielch-tek {racing Tomorrow)
embraces the more extreme idea char Tomoreow coald rake
any Mezumi at any time; and Ufe musrt be lived to the fullest.

The Nezumi also believe strongly in the power of names,
which define everything that a Ratling is. Everything thar
lives or has lived passes through the realm of dreams, say the
Ratlings, and dreams hold the power of all creation,

Allies and Enemies: Alinoct all of Rokugan shung the
company of the Nezumi, who are barbaric, uncultured,
uniclean, and honorless, The exception, as often, is the Crab,
who have leng allied unofficially with the tribes of the
Mezumi, Their ability to pass through the Shadowlands with-
out being seen, their immunity to the Taint, and their knowl-
edge of the deeper Shadowlands make them invaluable assets
in the Crab's unending war, The Scorpion have historically
t:lnpiU}’l:l.l thie Nezumi on a frcqu:nt basis, but are nowhere
near the allies the Crab are. The Scorpion find that = Ratling's
amazing skill ar both quick movement and stealth makes
them perfect agents — more than willing w bieak Rokugani
laws that they ate ignorant of, and completely disposable,
The Nerumi themselves consider the Scorpion’s offers of food
and trinkets generous and kind.

The remained of the Empirve treats the Nezumi with
indifferenics at best. KEnown mostly as thieves and carriers of
digease, most samural would be more likely to lall 8 Nezumi
than not. This is not to say that a Relrugani will attempt ra

destray every Nezumi he sees; rather, the average human hag
little respeet for the Ratlings, Like peasants, they are relerated,
but Few ourside the Crab will give o second thought to killing
one, To the Naga, Nezumi are onc thing — food. In the time
before the Empire of Rokugan, the Naga were the masters of
the Tand, and raised the Nezumi as livestock, Afeer the Maga
fell inco their sleep, the Ratlings formed theiv own empite,
which was then smashed. The Naga who awoke during
the Clan War could nor adjust w the lurry snimals aceaally
having culeure and speaking, and artempeed to comtinue as
they had before. The few Naga awake in the world today sill
pnse a threat to the Mezumi.

Appearance: Ratlings are easily described as giant rars thar
walk on their hind legs Nexumi stand with a hunch that
allows them to drop to all fours if necessary, making them
extremely hard to catch or hit. Their skin is pinl, rovered
fur that may range in color from white to black, from tan 1o
dack brown, The body Fur tends to be somewhat shaggy, with
a thicker grouping of hair growing atound the scalp like 2
manc or human heir,

A Note on Honor: The Nezumi do not subscribe to the
same belicfs as Nekugani, They arc a race of survivalists and
pragmatists, and do not place the same emphasis on such en
abstract goalicy as do humans, Nemami may begin with 0or 1
Honot, This reflects their distance from the Rokugani society
i which they inreract.

EZUMI RACIAL ABILITIES

— UARIANT

All Mezumi have the tollowihyg racial abilities:

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

- Medium-size; As Medium-size ceearures, Nezumi have
ne special bonuses or penalties due to size.

« Nezutmi base speed is 40 feet.

» Low-light Vision: Nezumi can see twice as far as a human
in starlight, mounlight, wich-lighe, and similar conditions
of poor illuminarion, They retain the ability w distinguish
colot and detail under these conditions.

» 42 racial bonus on Hide and Move Silently checks. Mezuimi
are naturally stealthy, +2 racial bonus on Listen checks,
for their keen ears. +2 racial bonus on Climb checks;
Nezumi claws and tails are adapted for climbing.

+ 42 racial bonus on saving throws against poisan and disease:
Wezumi re resistant to illnees and tovins

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

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

+ Eeen sent: Nezumi have a keener sense of smell than
humanys du. As @ feat, a Hezumi with Wisdem of 11
or higher can take Scent (ee the Durceoy Mastee's Guide™
page 810,

» Pheromones: Nezumi may leave chemical messages using
glands near their rails. Mezumi can only leave simple
messages: “danger,” “food,” "oni,” etc. Those who wish w
focus on this ability may learn Improved Fheromones as
¢ feat, and leave more complex messages (up to twelve
words) that can be detected and understood by any Nezumi
within scent range.




+ Nezumi may not learn the Veid Use feat,

+ Automatic Languages: Rokugani, Nezumi. Bonus Lan-
guages: Bakemono, ogte, oni, Hags,

= Favored Cless: Rogue. This is the default favored class
unless a different favored class is indicated by tribe.

TRIB=ES OF TH= N=EZUn)

CRIFPPLED BONE NEZURU

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

Bane heliewe that they are the rightful rulers of their race. The

terrors they have seen in the deep Shadowlands make the rest

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

* +2 Strength, +2 Constitution, 2 Wisdom, -2 Intclligence:
Crippled Bone Ratlings tend to be massive and powerfully
built, but are not as clever as other Rarlings.

- Immunc to fear {magical or otherwise),

+ +1 Natural Armor bonus to AC,

= +4 racial bonus on saving thiows vs. puison and disease (chis
replaces the normal Nezumi racial bonus),

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

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

* Favored Class: Berserker.

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

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

GRASYING AW MEZUMI

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

* +2 Dexterity, -2 Charisma: Grasping Paw Ratlings are very
quick and cunning, but tend w anooy uthers wich cheir
untrustworthy belaviorn

= Swanting Outfit: Masterwork knife (dagger) or sling, 25

kolu of other random irems;

TATTERED =AR NEZVRUI
The Tattered Gar knew humans beteer than any other wibe.
Their long sorugele for acceprance has bad mixed resules, bur
they will never stop tyiog w find a place in Rokugan, Thelr
large population grants them wide racial diversior
* +2 Churisma, —2 Wisdom: The Tarrered Ear tend to be more
friendly and ourgoing than other Nezumi tribes.
= Favored Class: Any (choose one during character creation)
The Tatrered Ear are diverse and versatile
* Starting Cutfit; (Choose one)
1. Mastrerwork short sward,
2. Shore bow and 20 arrows.

THIRD WHISKER NEZURI

The Third Whisker’s connection to the Transcendent is a

hlessing and a curse. While their magic is powerful, they are

disdained by many Nezumi for their pessimistic doomsaying,

* +2 Intelligence, ~2 Strength: Third Whiskers are very
inquizitive, but they tend to be smaller and wealter thun
other Mezumi.

+ Small: Unlike other Mezumi, Third Whisker Mezurnd are
Small, gining the standard benefits and penaltics.

+ Favored Class; Sorcerer,

* Starting Outfit: Petion of hiding, potion of snecking.

The Maga are a proud and ancient people that dwelled in
Rokugan long before the rise of mankind. Theirs was 1 vast
and peaceful civilization. Although they knew the arts of war,
they much preterred quiet contemplation to brutal conflice.
Having waged war ageinst the mysterious Ashalan and
the Foul, known over a thousand years later as the Living
Shadow, the Naga had discovered that peace was [
more preferable.

Defore man ever appeared in Rokugan, the Nuga fell inw
a deep slumber to awaita tine when they would be nesded
against o duk ad sinister for, Their race was dying, and they
kuew that if they did not sleep, they would disappear before
their enemy'’s time came, and the Foul would be victorious.
The MNaga would not petmit this. So the entire vace slept.

While the Naga slept, their Nezumi slaves forged their
own civilizatinn, one follawed by mankind's new Empire.
Rokugan and its clans dominated the world the Naga had
ance known, and only seattered roins marked the great
civilizarion they had founded. It waz only during the sarly
daye of the Clan War, over a thousand vears after the Great
Sleep began, thar the Naga awakened once more.

In time, the Maga stood side by-side with the Rokugani
against the might of both the Shadowlands and the Living
Shadew. But in time, the clders of the Naga race realized that
there had been a great mistake, It was the humans' destiny to
defeat Fu Leng, not the Naga’s. The Shadowlands invasion that
had triggered their awakening lad ot been the signal for the
Maga to rise. The day ol their rechoning sell lay in the furare,

In recent decades, following the Barele at Oblivion's Gate,
tlic Nags have once again rerurned ro their Great Sleep. A few
remain awake, warching over their brothers and sisters i
their slumber and desperately looking for signs of the enemy
they wait to face.

Fhilasophy: The Naga are generally a peaceful Folk. Thay
are toused to anger only by an enetny or by the strange word
games the humans play when Faced with what the Maga
believe ic 3 clear course of action,

The entive Maga race shares o group consclousness called
the Akacha, through which individual Naga communicare
with others ina combination of speech and impressions
sent through the group mind. As a resuly, Naga often find it
difficult to communicate with humans and are prone o both
mizsunderstand and be misundersrood,

Allies and Enemics: Despite misunderstandings stem-
ming from the enormous cultural differences becween the
Haga and che clans uf Rukugan, the Naga have largely made
their pesce with humanicy There was 2 prear deal of conflict
with various factions when the Naga fitst emerged from their
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great sleep, but through an allegiance against the
Shadowlands, the rift betwesn the two races was closed
Unfortunately, it reopened suddenly when the Naga
abandoned Hida Yakamo and the Crab army he led at Hiruma
Castle. Again, the rift was healed when the full scope of the
threat the Maga faced waz revealed: the Living Shadow waza
d.l'.'ﬂdl':f' {DC.

In the aftermath of the battle against the Shadow
and the War of Spiries, the vast majority of the MNaga race has
returned to sleep, Their enmity with the Dragen and
Craly clans has been resolved, the foomer due to the mardiage
of Mirwmuee Daini w the Maa and the e due o the
resurrecrion of Hida Yakamoe, albeit briefly, throush
the Akasha.

Appearance: There Is precious lile chance thar a Maga
would ever be mistalen for a human Maga are serpentine in
appeatance, with 4 humannid upper torso sitting atop a long,
ginuniis tail that resembles nothing o much as thar of
a great snake. Female Naga possess the ahiliry ro change their
fortm from a tail to two human legs, but this can prove
dangerous if overused and thus few MNaga wear legs for
very long,

Maga have a wide varisty of colovation. The moet common
is green, but there are many variations including browns
and even blacks, Their skin fascaled, with serpentine eyes and
Fangs giving them a foreign, somewhat cxotic lock,

Some Maga, particularly those in the Cobra bloodline,
possess murations that exacerbate their snake-like
appeatance, Mallormed mouths, hoods, and even a loss
of hurnan leatures wliogether are not unheaed of Oceasionally
children are born that are so disfipured that they are
sbandoned. These pitiful creatures are known only as
sbominstions,

A Note om Honor: The MNaga do not subscribe to the same
heliafs as Rokugani. While they are an honorable people, they
do not place such an extreme emphasis on it ag do humang
Naga characters begin with an HMonor of 0. This does not
reflect any flaw or deficiency in their character, but rather a
geparation from the Rolmpani society in which they interact.

NMAGR RACIAL RABILITIZS

o 47 Constitution, £2 Wisdom, —2 Charisma The Maga are
awise and hardy people, but they have difficalty inreracting
with those nort of their race, parely becanse their interaction
with their own kind relies upon the Alaasha to s large extent,

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

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

» Immunity to the Shadowlands Taint. Mo Nage may ever
acquire or possess the Taint for any reason, This ability

also prevents the Naga from ever practicing maho, the
blewod muapic dhae diaws its power oo the Shadowlands.
+2 racial modifier to any Charsma or Diplomacy rolls iade
with other Waga. The Akasha makes it much easier 1o
make agreeable compromises with their own kind,

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

=4 racial modifier to Animal Empathy, Handle Animal,
and Ride slkill checks. Meose animals have an adverse
teaction o the Mapa, glven their natural predatory
appearance and reptilian scent,

Eloodline ability: each individual Naga bloodline has
its own unigque bencfit. These are listed below with the
bloodlines in question.

Automatic Languages: Niga and Rokugani, The Nuiga who
remain awake have immersed themselves in this new world
and Ond It very wselal ro be able o speak to humans,

nAGR BLOODLIN=S

Asy

Curtent Leader: the Shahadet [Female Fighter 15)
The Asps ave the rank and file of the Waga forces. They are
the second most numerous bloodline, ournumbered only
by the Creensnalees. The Asps are the most aggressive and
cormbative Maga, and they are invariably the ones who rise
up to defend the race against their enemies. They show
thinly veiled contempt toward those whom they feel arc
'Il'r'l.'.ﬂ.lf.t]' t‘hnn t]'ﬂ:'}r AnE, Suci'l. a% most i'l.leHn5.
Many of the Asps advecated war against the humans
when they first awoke from their long slumber, A promi-
nent warcior called the Balasl was pacticolacy vebemenr,
and went so far as to artack several bands of humans neac
the Maga lands. Forrunately, cooler heads prevailed and the
Maga eventually allied with the humans against the
Shadowlands, giving the Asps a foe against whom to direct
thedr anget.
Fawored (lass: Fighter
Srarring Honor: O
Bloodline Ability: In addition to their other vacial shilities,
Aspe gaina +1 Strength modifier and the ability Spit Venom
{Bx). Aspe can epit a potent venom at very short range,
inflicting 2d4 damage on one target within 10 feet. This can
only be done once every hour, Asps alse have o Level
Equivalent +1; Asps are more powerful than many other
races in Rokugan and gain experience more slowly,
Starting Qutfit; (Choose one)

1, Masterwork Maga blade,

2, Mausterwork Napa avwor and 50 koku,

CHAMELEON
= Currcnt Leader the Garash (Male Rogue 8)

-

Next to the Cobra, the Chamelcon are the most mutated
of the Naga bloodlines. Fortunately, Chameleon mutations
ave rarely severe and can even be beneficial at times. One
such mutition has acoeally stabilized and becomwe a trait
of the bloodline: all Chameleon have the ability w0 change
their skin color to match their surroundings. This makes
them exceprional scours and (in times of war} spies.
Ancther common mutation is the ability 1o breathe warter.
This mutation is common encugh that the Chameleon are
often relegated to the task of guarding the aquartic epg-nests
of the Maga.
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Chameleons tend to be charming and outgoing,
They enjoy interacting with other species as well a5 their
own tace, aid ate kinown for their gregarious narures,
= Favored Class: Rogue,
* Suurting Honor 0
+ Bloodline Ability: In addition to theit other racial abilities,
Chameleons gain a +4 bloodline modifier to all Hide and
Mave Silently skill checks.
* Starting Chutfie: (Chonse one)
1, Masterwork longhow:
2. Longhow and ten masterwork arrows,

COBRA

= Current Leadet: the Shashakar (Male Shugenja 13)

* The Cobra are the masters of the Nags taces strange pear]
magic. Mo ather blondline possesses the ahility to coax the
mystical secrets from the pearls that power Naga spells.
I'hus, the Cobra are reverad among the Naga for
their unique gifte. This great power hag a price,
hewrever, as the Cobra are the most tautated
of the Naga bloodlines and very few of
them are completely without a
severe physical mutation of
some sort, These murta-
tions make surviving
the hatching process
difficult for infant
Colia, atd even o
perizh during their
difficulr youth. Asa
resulr, the Cobra are
Very rare,

Cobra are generally 4
secretive and samewhat sin-
ister peaple. They prefer to
keep their ewn company,
theugh many are fascinated
by human magic.

+ Favored Class: Shugenija,

« Starting Honor: ¢

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

= Stacting Cufic (Choose one)

1, Two 2 level arcane spells.
2. One 2nd level and stx 151 level arcane spells.

CONSTRICTOR

+ Current Leader: the Radakast (Fighrer 8/Monk 6}

* While the magic of the Naga belongs to the Cobra,
the Constrictors are the priests and mystics of the race,
Cunstrictors are excremely rare, even more 5o than the
Cobra, burt their wisdom and connection with the Alcasha is
valued by even the most jaded Asp warrior. There is nn
guestion that the Constrictors’ understanding of the
Alcasha is far superior to all ather blaodlines, naturally lead-
ing to their roles ag priests and religious leaders. They also
ate valoed in times of stress for their shility to plumb the
depths of the Akasha and summon forth memories from
the race's past to aid in the solving of modern dilemmas,
Constrictors are almost without exception somber and

FLemale Napa Bushi

conservative. They tale their duties very serlously and are
not given to flights of fancy or pointless adventuring. Those
who are found in Rokugan are typically on a very specific
quest ot mission that will in some way henefit the Naga
as awhaole:
Favored Class: Fighter or Monk:
Homnaor: 1
Bloodline Abiliry: In addition to their other racial abilitiee,
Constrctors gain a +2 Strangth and the Improved Crab and
Constrict abilities (see Monster Manual™ page 89,
Level Equivalent +2: Constrictors gain levels more slowly
than other races: They are considered o be two levels
higher for the purposes of gaining experience, though they
gain no extra abilities for these two experience levels.
Tar example, & Constrictor with 10,000 experieice would
be only 3rd level ratlier than 5o, The DM is advised not
tor allow starting chamciers w be Constrictors unless the
party is making characeers of chird level or higher.
» Starting Cutfic (Choose one}

1. Masterwork Maga blade.

2. Masterwork Naga armor,

-y GREENSNAKE
= Current Leader; the Dashmar (Male
Couttier 16),
* The Greensnakes are the most
numerous of their race. They are also
the smallest, with slim and athlenic
huilds racher than the bulle of their
ronging the Asps and Constrictors.
Creensnakes most often take the
role of scout or diplomat, making
use of their small size and speed a5
well as their quick wits and keen
intéllect, The key figurcs behind
the Maga's alliance with the
humans, the Dashmar and the
Mara, are both Greensnakes.
Indeed, the Mara married the
Rokugani saiurai Mirumotw
Daini, crealing @ permanent
bund berween the two races,
Members of the Green-
snake bloodline demonstrate a very
wide range of personality traits. On average,
however, they are patient and reserved, preferting to wair
until they have all available information hefore choosing a
course of action.
Favored Class: Courtier
Starting Honor: 0
Bloodline Ability: In addition to their other racial abilities,
Greensnakes receive an additional 4 skill points to be used
#t the time of character creation. The Greenanake
racial Charisma penalty is only —1, reflecting their greater
exposure to social interaction with non-Naga,
Starting Outfit: (Choose one)
1. Roval outfit (See the Hlayer’s Handbook™)
and 150 kol
2. Masterwork sloct bow and 25 arrows,

Ay
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The following section presents expanded rules and culmml
considerations when using standurd chureeter classes in
Nokugan, All of the mechanical considerations listed in this
section are merely options, intended to make vour tisme in the
Empire a more unique and satisfring cxperience.

BARBARIAT

Though barbarians are typically savage warriors from the
fringes of civilization, the Unicorn Clan are hardly the only
warriors in Rokugan capable of entering @ state of savage fury
The Ilida and Matsu famnilies are renowned for their berserk
warriovs, Of course, no one would refer to 2 Crab or a Matsu as
a barbarian (at least not within earshot). Most members of this
characrer class are instead teleced o as "bersedies”

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

BARD

Thers are nu bards oative (o Bokegan. Their wole is [lled by
the arrisan, described elsewhere in this boek (see poge 65).
Although a bard from ourside of Rokugan mighe find himself
In the Empire, he would face the normal difficulries of
any gaijin charactet.

Mechanical Considerations: None

CL=RIC

Again, there are oo clerics native (o Rokupan, Their mole
is fulfilled by the shugenija, described in Orieniol Adverlares™
Though Rokugan is 2 land of surprising religious wlerance
{their religion is more philosophy than dogma), theie intoler-
ance of nutsiders could malke plaving a cleric visitor to Roku-
gan a difficnlt easl.

Mechanical Considerations: Separation from ones desty
may present great difficulries. At the D' option, a cleric may
find the number of spells he may call upon per day greatly
reduced or even negated altogether.

DRUID

Thaugh thete are no dridds native to Rokugan, the wild
Yobanjin of the northern lands practice forms of magic resem-
bling druidism. Thus, 4 Yobanjin character could easily be a
druid, though he — lile any barbarian Yebanjin — will be
looked upon with derizion within the Empire. Some MNaga
have an intense connection to nature ag well, and the path of
the druid is thus not inconceivable. Divine foci used by a Naga
druid arc E].‘n\rﬂ'!fﬁ PCEIIS.

Mechanical Considerations: Unlike clerics, druids are
never far from the souree of their worship — the earth itself.
Their abilities are unchanged,

FIGHTER

Fighter is a common character class for budoka, ashigaru,
and Minor Clen samural. Great Clan families that vely upon

versatility in combat, such 4s the Shinje, often multi-class as
a samuraiffighter, Members of the Wasp family are
exclusively Heghters — though they are rechnically of the
samurat caste, there are no true members of the samurai
character class among them,

Mechanical Considerations: None

ROk

Monls are Very common in Ra]cugnn_. and many Eldﬂri}f SaTnl-

rai etlectively multi-class a5 monks when they ratire, Monks

are in fact so commeon in the Empire that there sre several

varieties of them, including the Sohei and the Inkyo.
Mechanical Considerations: Mone

*ALADIN

Paladins are unknown in Rokugan, though many members
of the Aliodo and Utaku Families fulfill 3 similar role as
champions of henor. Simply pur, mest Rokugani care
more abour honor and dishenor than goed and ewil,
so Rokugan does not need paladins.

Ourside Rokugan; there are & number of holy warriors
among the Senper and Yodatai. Any paladin character within
Rokugan would certainly be a gaijin. Their strange healing
powets and use of magic might be looked upon with
suspicion in the Empire,

Mechanical Considerations: None

RANGER

Wilderness warriors are tare in Rokugan, but not
unheard-of The scouts of the 1liruma and Kitsune are perfect
examples of rangers in Rokugan, and the Greensnake rangers
of the Muga ate legendary. Though these warriors are often
locked upon as "backwoods suurai® their wlens ae withowt
compare,

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

The exception to this optional rule is rangers who hail
from the Fox Clan or members of the Maga race, Due 1o
their intimate connection with the spirits of nature,
these characters retain their spell casting abilicy

rOGU=

The trademarl: of the rogue is adaptability, and this also holds
true in Rokugan. Rogues are as commeon in the Empire as
anywhere else, and are ag varied ag anywhere else. Some
would say that the Scorpion Clan has mare than its Fair share
of rogues, The Torteise are rather rencwned for their stealth
and guile as well. Rogues are more frequently multi class
samurai of courtiers seeking the stealth and varicty of skills
that the rogue class provides rather than single-class rogues.
Sivple-class ropues ave more common among the peasant and
merchant classes, or wnong the tanks of dhe nefarious Kolat.

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

Though sorcerers appear occasionally in Bokugan, few are
Rokugani Yobanjin spell-casters pracrice powerful sorcery, as
do the Nezuml and MNaga. Sorcerers among these groups ate
greatly respected, and often occupy positions of high seatus,
Rloodspeakers are otherwise perhaps the closest equivalent to
a true sorcereran Rokugan

Mechanical Considerations: See the section on maho
later in this boek (page 114} for more information on sorcerers,

WIZARD

Wizards are totally alien to Rokugan. Mot even the
¥obanjin, Mezumi, or Naga practice magic that resemhles
conventional wivardey The closest eqnvalent would he the
necromancy practiced by the Senpet, far across the Burning
Sands. While it is conceivable thar a gaijin wizard or specialist
could hazard the long and dangerous journey, his foreipn
magics would be regarded with suspicion it not epen hatred,
Mechanical Considerations: Mone

NPC CLASSES
__I_RORVGAN

ADE?T
In Dokugan, Adeprs come from the same sores of back-

gmunds, and face the same limitations, as sorcerers,
Mechanical Considerations: None

ARISTOCRAT

The noble closs is powerful indeed in Rolugan, All samurai,
shugenja, and courticrs are nobles. The aristocrat class instcad
represents petty nobles, ji-samurai, provineial governors,
and goleenin (estate managers). The aristocrat’s mix of decent
martial training and wide skill selection perfectly represents
this level of society

Mechunical Considerations: Aristovrats do not have
Heavy Armor Proficiency or Shield Proficiency in Rolougan,

COMMONER

Commoners are the backbone of any society, and Rokugan
is no exception, Commoners represent the cta, farmers,
woodsmen, and fishermen of Rokugan. Commoners ae
frequently pressed into service in the armies of the Empire
s peasant levies. Commoners ate never members of the noble
class.

Mechanical Constderarions: MNone

EXPERT
Much like the commoner, the expert’s role in the Empire is
basically uul_'hinl.gv:ll Experts ae crafisien, ¥l il (ussistangs
(0w magistrate), merchangs, spies, geisha, and coiminals, Sume
expurts are members of the noble class; some are nor

Mechanical Considerations: None

i
I WARRIOR
b Wartlors are quite common in Rukugan. Pﬁhigam — traingd

peasant warriors — make up the heare of the armies
of the clans. Though ashigaru are often thought of as farmers,

not all aghigaru are content to live a life on the farm.
Many ashigaru are deseended from a long tradition of peasant
wearriors, end take their heritage as seriously as any samurai,
Many ashigaru of the Crab and Clan have never worked on
a farm in their lives, but dedicate themselves solcl':.r to carcers
as soldiers.

Mechanical Considerations: Wartiors in Rokugau do not
hive Heavy Armor Proficiency or Shisld Proficiency.

SARVRAI

{Adapted from Oriental Adventures™)

Samurni are professional warriors, members of the noble cless
trained in the arts of warfare. Tl‘:cy arc not uniy traincd
for their role in society; they are born for it— born into a web
of loyaley, allegiance, and honor that influences every stage
of their lives, A samurai cut loose from this web is no longer
a samurai; he is an ordisaey fghrer, a vonin with no lono
and nu standing in suciely.

Adventures: A samurai’s fivse responsibility is obedience 1o
his lord, usnally the head of his family. This is simulraneously
anendless source of adventures and i potential hindrance
toa life of adventure. A low-level samurai’s lord may command
him to investigare 3 mysterious occurrence or subdue s gang
of handirs, If he performs these duties well, his lord will call
on him to deal with more significant problems. However,
4 samurai cannot simply disappear on an expedition into
the Shadowlands without his lords command or at least hic
permission, and if a samutsis lord has an important mission
for him, he must make that his top pricrity. Whether this
51 signjficant hindrance or not is up to the Dungeon Master,

Characteristics: Samurai are distinguished from ordinary
fightera by their adherence to bushido, a code of honor, loyalty,
and cbedience: Their combat training, which includes bonus
feats, rivals that of 2 fighter. If 2 samurai remaing honorable
aned true 1o his code of conduce, his swords — masterwork
blades passed dewn through generations — may awaken in
his hands, manifesting increasing magical abilicies as the
samurai advances in level and invests his spiritual eneray in
them, To 4 samurai, dishonor is worse than death, and the loss
of his swords is the worst dishonor imaginable,

Honotr/Alignment: Kushida, the code of the samuraj,
demands strict abedience to the standards of behavior and
honot. Normally, only lawful characters can adhere to this
code and call themselves samurai (although see Honor and
Alignment ont page 620, Likewise, dishoriorable characters may.
not be samurai.

Background: Samurai lesrn their combat techniques and
the Prin-:.‘iplcs af bushide in esteblished, r:igorou,sly urgan{zcd
schools, Every family maintains at least one training doje,
if not more, The Crabls 11ida and Toritaka, the Crane's Daidoji
and Kakita, the Dragon’s Mirumeto, the Lion's Akodo and
Matsu, the Maneis' Yovitome, the Phoenixs Shiba, the
Suorpivn’s Bayushi; and the Unicern's Moto; Shinjo, and
Utaku schools are all symurai schools,

Races: Almost withour exception, all samural are humans
from the major clans. On rare occasions @ Nezumi has
attended a Crab samurai dojo. Kenku have also been known
to practice the arts of the samurai.

Other Classes: Samiitai consider themselves the mortal
pinnacle of the Celestial Order thar structures their society,
beneath only the fortunes and Kami. It should be noted thar
other character classes (such az shupenja and courtiers) are



technically members of the samutai caste if they hail from the
Great Clans. Members of the samurai class are often referred
toras “bushi® w difleremiace them from such individuals.
Samurai respect other members of the samurai casce,
and disdain those of other character classes who do not follow
bushide as surictly, Members of lower social classes ere handly
worth their time.

Hxamples of Samurai in Legend of the Five Rings: Hida
Kuon, Yasaki Haehi, Mirumoto Hitomi, Toturi, Yoricome,
Shiba Ujimirsu, Kayushi Paneli, Shinjo Shato.

TARLE 1=1: THE SAMURAI

Base Fort Ref Wil
Level Attack Bonus — Save Save Save Special

1t +1 +2 +0  +2 Ancestral daisho
nd +2 +3 0 +3 Bonus feat
Ird 43 +3 1 43

4th  +4 +4 4] +4  Bunus feat
S5th  +5 +4  +1 4

6lh 48] +5 4@ =5

Tth +7/+2 +5 42 +5 Bonusfeat
ath  +8/+3 +6 42 +h

Sth  +3/+4 +6  +1  +6

10th  +10/+5 +7  +3  +7  Bonus feat
1th  +17/+8/+1 o

12th  +12/+7{+2 &} |4 8

13th +13/48/13 +2 1 +3  Bonus feat
Tath 1 14/¢9/14 49 sd 4D

15th +15/+10/+5 +9 #5545

16th +16/+17/+6/+1 410 45 +10 Bonus feat
17th 4170412047022 410 45 +10
18th  +18/+13/48/+3 411 46 =211
19th  +19/+14/49/+4 411 46 +]1
0th  +20/+15/+10/+5 +12  +B 417

LGAMZE RVLE INFORMATION

Samurai have the following game statistics.

Abilities: Strength is especially important for samurai
hecause it improves their melee attack and damage rolls.
Constitution is important for giving samurai lots of hit
points, which theyll need in their many hartles. Dexterity
is important for samurai who want to be skilled archers,
improves their Armor Class, and allows them access to
certain Dexterity-oriented teats,

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

Hit Dic: 410

Class Skills: A samurai's class skills (and the key ability for
cach skill} are Batele (Wis), Climb (Ste), Craft (Int), Diplomacy
{Cha), Handle Animal (Cha), Taijutsu Focus {Cha), Intimidate
{Cha), Tump {Stc), Pecform (Cha), Profession (Wis), Ride
{Dex), Sense Motive (Wis), Swim {5t0), and Tea Ceremony
(Wis), (Ser the Flayer’s Hondbook™ for skill desriplions. The Tui-
jutsu Focus skill 15 described in Chapter 4 of Cricnlal Advenlures™
The Baitle ard Tea Geremony skills are described in this book.)

skill Points at 15¢ level: (4 + Int modifier) = 4.

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

Bonus feat

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

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

Ancestral Daisho (Variant): All samurai begin play with
a katana and wakizashi — two masterwork weapons. These
are weapons that belonged to che samurai’s ancestors, and
protecting the weapons is the most important point of honor
for a samural. As a samurai acyuices experience through
adventuring, he has the option of awakening the supernatural
abilities latent in the weapons,

Al any time, a samurai may refrear o a IﬁmP]E or shrine
and spend time in prayer in order to awaken the ancestral
spirits in his keatana or wakizashi. (Most samurai improve their

leatania, bust nothing prevents a samuea from investing energy |
in both wespons. ) This requires the sanirai to investa it ofhes 1

ewn goul in the weapons, investing his own experience points
as shown in the table below, The samurai must spend one day in
prayer per 40 experience points spent, and must spend at least
cight hours per day kneeling before the shrine and his
weapons, pausing ncither to cat of test. The samurai may not
spend experience points if doing so would cause him to lose an
experience level, but he may choose not to advance in level for
thie purposes of lnvesting his experience in his weapons,

The values listed o e cable ave the total sacrifice required.
If a samurai-already has 1 +3 katana, Le can raise it to a

+4 katana by spending an additivnal 560 experience points B

and spending rwo weeks in prayer. If the sume samurai wished
to awaken his masterwork wakizashi, making it a +1
wakirashi, he would have to sacrifice 80 expetlence poinrs,

1f 3 samueai wishes to remove a power invested in his blade
{perhaps for the purposes of replacing it with a different
ability) he may do so by meditating over the blade for eight
hours. The selected power is Eotever lost, ag is the expenence
invested in it

Before o samurais ancestral daiche is awakened, the swords
are metely masterwork weapons, not magical in any way.

TaeLe 1—2: ANCESTRAL DalsHO

Experience Minimum
Weapon Bonus Sacrifice Character Level

+1 %0 ath

+2 120 7th

+3 170 gth

+4 1,280 11th

+5 Z,000 13th
+E¥ 2,880 14th
75 3,920 15th
+A® 5120 16th
+9% 6,480 171h
+10% 8,000 18th

#f weapon can't actually have a bonus higher than +5.
Use these lines, and the magic weapen creation rules in
the Dumceon Master's Guipe™ to determine cost when
special abilities are added in. Crample: A samurai whe has
a +4 katana can transform it inte a +4 thundering katana
with a sacrifice of 1,600 experience, since thundering is a
special ability equivalent to +2,

A& samurat who loses his ancesttal swords is dishonored
until he can recaver them. He cannot enchant any other
weapons in this way Likewise, the magic invested in the
bladas does not function for any enemy of rhe swords' owner.,
1f stolen, they are simply masterwork blades until the samurai
{or an ally} recovers them.




(Wote: This is a variant version of the Ancestral Daisho
ability presented in Oriental Adventures™ The oviginal version
etaploys the saerifice of treasure vather than an expendibure of the
sarrtarai’s own soul in the farm of exporience.)

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

These feats must be chosen [row the lollowing lists,
depending on the characters clan of vrigin, The samurai
may choose fears from those listed for his clan (helow,
or may choose Technique fears (see the new Feats elsewhere
in this book). Ronin characrers who choose to emulate
the fighting style of a particular clan may not select that
clans technique fears unless they gain admission ta that
elan's schanl. Any samuorai may nse honus feats to learn
techniques labeled as “All Clans," regardless of whether they
are a Great Clan, Minor Clan, or ronin samurai,

For the sake of completeness some Minor Clans are included
on the tollowing lists, despite the fsct that at the
current time they may be inactive or absorbed
into Great Clans, Feats marked with a * are
deseribed in Oriental Adventures™

Badger — Emphasize defense,
strength; and powerful weapons, Armer
Proficiency (heavy), Endurance, Great
Fortitude, Power Ausck {(Cleave,
Immproved Bull Rush, Sunder, Greac
Cleave), Toughness, Weapon Focus (ono,
die tsuchi, katana),

Boar— Emphasize weapon-craft and hardi-
ness. Armor Proficiency (heavy), Endurance,
Power Attack (Clesve, Improved Hall Rush,
Sunder, Great Cleave), Skill Focus (Craft
Dweaponsmithing), Crafe (armorsmithing)),
Weapon Focus {warhammer, mai chong,
leatamal

Centipede — Mot a bughi family, so their bushi
tend to specialize in defense and the protecrion
of athers, Alertness, Combat Befleses, Exper
tise {Improved Disarm, Improved Trip,
Whirlwind Attack), Weapon TFocus
(katanal

Crab — EBrphasize heavy armor,
great suength, and unusual weapuns,
Armor Proficiency (heavy), Dodge (Mobilicy,
Spring Artack), Endurance, Power Arrack (Cleave,
Improved Bull Rush, Sunder, Grear Cleave), Run, Toughness,
Weapon Focus (battleaxe, greatclub, katana, wathammer).

Crane — Emphasize speed and agility. Dodge (Mabiliey,
Spring Areack), Expertise (Improved Disarm, Improved 'Iip,
whirhwind Artack), Improved Initiarive, Ouicl Draw, Skill
Yocus {laijursu Focus), Toughness, Weapon Focus (laatana).

Dragon — Teach rwo-weapon fghting and unarmed
combar. Exotic Weapon Proficiency (katana), *Improved
Crapple ("Choke Hold), Improved Unarmed Strile (*Defen-
sive Throw, Deflect Arvows, *Grappling Block, *Great Throw,
Stunning Fist), Power Attack (Cleave), Weapon Focus
{leatana).

Tagonfly — Emphasize ranged attacks and inner strength.
Iron Will, Point Blank Shot (Far Shot, Precise Shor, Rapid
Shot, Shot on the Run), Toughness, Void Use, Weapon Fouus
(kataia o yumil,

Feeloorr — Emphasiee intellipence, precision, and awareness.
Alertness, Blind-Fight, Skill Focus (Knowledge {zhosts)),

A Sasmierai in Graat Arvacr

Improved Initiative, Iron Will, Power Attack {Cleave,
Improved Bull Bush, Sunder, Great Cleave), Weapon Focus
{leatana, tetsubo)

Tox — Emphasize stealth and subtleey. Alertness, Dodge,
Expertise {Imprmrm:l Disarm, Iumv:d Trip, Whirlwind
Artack), Meobility, Skill Focus (Hide, Move Silently), Track,
Weapon Focus (yumi; katana, yaii),

Hure — Emphasize mobility and Bamboyant maneuvers.
Duige, Expertise (Improved Disarm, Improved Trip, Whirl-
wind Arack), Mobility, Spring Attack, Bun, Weapon Focus
(lraranal,

Tmperial Families — Select a clan of choice, and gain access
to their feat list and rechnique feats as of you were 2 member of
that clan.

Lign — Emphasize strategy, intellipence, and strength of
will. Endurance, Bxpertise {Improved Disarm, Improved Trip,
Whirlwind Arcack), Improved Initiative, Iron Will, *Ei Shout
(MGreat Ki Shout), "Remain Conseious; Skill Focus (Battle),

Toughness, Weapon Focus (katanal.

Mankis — EmF]'IEL‘:iiZE porwer and dirt}r Hg]‘it-
ing. Ambidexterity, Power Attack (Cleave,
lmproved Bull Rush, Sunder, Great
Cleave), Quick Draw, Two Wezpon Fighe
ing, Weapon Focus {kama, nunchaku,
parangu, katana).

Munkey — Emphasize strategy,
agilicy, and racrics. Alertness, Blind-Fighr,
Combar Reflexes, Dodge, Improved Initia-

tive, Leadership, Mobility, Spring Ateack,
Weapon Focus (katana).

i3 — Emphasize trickery and cavalry
tactics. Improved Initiative, Mounted Combat
(Mounted Archery, Bide-by Attack, Spirited
 Charge, Teample), Cuick-draw, Weapon Focus

[leatanal,

Fhoenix — Emphasize mental and spiritual
training. Alerrness, Blind Fighe, Combut
Reflexes, Expertise I[Improvcd Disarm,
Improved Trip, Whirlwind Artack), Great
Tartitude, Imp'mv:d Initiative, Iton Will,
Oick Drave, Weapen Focus (luatana)

Scotpion — Ewplusice mobility

and dircty fighting, Blind-Fight, Dodge

(Mobility, Spring Arrack), Expertise
{Improved Disarm, Improved Trip, Whitl-
wind Attack), Improved Initiative, *Prone Artack,

Cuicle Dirawy, Weapon Focus (katana)

Snake — Emphasize subtlety and mastery of dark magics.
Blhind-tght, Dodge, tron will, Mohiliey, Ouick-Draw, Skill
Facus (Spelleraft), Weapon Focus {karana).

Sparvour — Emphagize agility and patience. Dodge, Exper-
tise (Improved Disarm, Improved Trip, Whirlwind Attack),
hdobility, Skill Focue {Iaijuteu Focus), Weapon Focus (katana).
Tortoise — Emphasize shady dealings and undethanded
attacks. Expertize (I prov ed Disarm, ImPrcvr:d Trip,
Whirlwind Attack}, Improved Disarm, Quick Draw, Weapon
Focus (katana),

Unicorn — Emphasize mounted combar and archery
Alertness, Mounred Combat (Mounted Avchery, Trample,
Bade-by Attack, Spirited Charge), Point Blank Shot (Far Shot,
Precise Shot, Rapid Shot, Shot on che Bun), Weapon Focus
(spear, lance, bow, kacana).

Wasp — There are no members of the samural class in the
Wasp family




Sowme of the bonus fears available to samural cannot
be acyuired until the samurai hay gained one o1 more
prerequisite feats; these feaes are listed parenthetically alter
the prerequisite fear, & samural must still meee all the prereg-
uisites for a fear, including ability score and base arrack bonus
prereguisites.

Crle of Conduct (Variant): A samurai muost adhere to the
code af bushido. Normally, this requires the samurai ro
maintain  lawfal alignment, but this is not always the case,
Some samourai families, such ag the Hida, Daideji, and Shosuro,
tegulaely perform non-lawhul actions in the name of duty

Samurai not of lawtul slignment must produce 4 personal
code of honor defining how they shall act, and follow it at all
times, Usually, this invelves the seven primary virtues of
bushido (honcsty, courage, compassion, courteay, honor, sin
cetity, and dury), If a samueai inrends to be lax on a particular
virtue, he must dedicate himself even more fully to another
e, For example, o Scorpion samural who kills at his lord's
command may lack o COLPEsEiL, bue bis duty is all the
srronger; he would not even think w guestion an order, and
vould gladly die at his masters command. In forming a code
of honor, & samural may not lgnore more than two of the
primary virtues and still be considered a samurai no marrer
b sreanply he dedicates himself to the rest

A samurai whn vinlates his eade of honor dishonors him-
zelf and brings disgrace upon his clan, his family, and hiz
ancestral blades. This may vesult in a samurai being stripped
ot his family name or being asked to commit seppukn (gitual
suicide).

ExX-SAMURAI
A samura who dishonors himself cannot gain new levels as a
samurai. He retaing a1l of his bonus fears, bot his aneestral
weapons lose any awakened magical abilities until he atones
for his actions, If he does so, his weapons regain their Former
abilities and he may continue to advance as a samurai.

LION sAMURAl STARTING PACKAGE —
AKRODO FAMILY

Armor: Grear dmor.

Weapons: Katana (+1 atrack, 1d1o, crir 19-20, 10 1b., Mediwm-
size, Slashing): Wakizashl (1 avtack, 1ds, crie 19-20, 3 1b.,
small, Piercing).

Skill Selection: Pick a number of skills equal to & + Int
modifier

skill Ranls Ability Armor
Battle 4 Wis -
Sense Motive 4 Wis =
Diplomacy 4 Cha -
Ride 4 Dex =5
Intimidate 4 ha =
laijutsu Focus 4 Cha -
Jump 4 Str -
Spaoit 2 Wis -
Listen ? Wis =
Tea Caramany 4 Wis -

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

Bomus Feat: Void Use,

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

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

COURTI=ER

The rich palaces and noble courte are whete Rokugan lives
and breathes, The courtier makes his career in places such as
these, plying his wit and cunning egeinse his enemies as
skillfully as a samurai wiclds his daisho. Those who belicve
that the life of a courtier is casy and withour risk arc woctully
mistaken. While a samurai’s life depends upon his skill with
the blade, the honer of the entive clan could hang on the
worids of @ courtier.

Adventures: A courtiery primary concern iy politics,
Though this causes many courtiets to lead sheltered lives
in the tich citles of the Emplre, fust as many strike our into the
warld to find fortune and glocy for their clan, Unlike the
aristoerar NEC class, a courtier's unigque abilities male him ide-
ally suited a5 a player charscter. A courtier may aceompany a
party as a diplomat, herald, or magistrate. The advancement of
the clan is 1 courtiot's primary concern, and any quest that
could further that goal draws the attention of such individuals.

Characteristics: While courtiers are technically samursai,
they do not abways adhere strictly to the renete of bushido,
The fiercely competitive social environment where they ply
their skills forces most courtiers to talie & pragmatic view
of the world, and many courticrs will gladly sacrifice their
own honor for the sake of the clan, Courtiers tend to
e extremely well-educated and versed in a variety of skills.
Courtiers especially love appearing cleverer than their
vpponents, and ake grest pleasure in proving cheir
intellectual superiority.

Hoenor/Alignment: Many courrtiers tend to be honorable
and lawful, a5 they are quite adept at turning che rules of
society to their own advantape. Despite this fact, many
cotirtiers are ruthless, heartless individuals and there are no
alighment or honor restrictiong an conrtier characrers.

Religion: 1n Rokugan, courtiers adhere to the worship of
the Kami, the Fortunes, and the Tas. Non-Bokugani courriers
can come trom nearly any background,

Background: Every clan hae a ditferent approach 1o
politics, and thus courtiers come from a variety of back-
grounds. The courtier schools of Rokugan are as viciously
competitive as their dojo COuUntcrparts, if not more sa,
The Otome (Imperial), Miva (Imperial), Doji {Cranc),
Ide {Unicorn}, and Bayushi {Scorpion) families have the most
renowned courtier schools, The Thoma {Lion), Asake
{Phoenix), and Kisuki (Diagon) also have their share
of diplomats. The Yasuki merchanes (Coab) and cuvoys
of the Kasuga (Tortoise) ate often courtiers or multi-class
courrer/topues,

Races: Almost all courtiers in Bokugan ave human. Rarling
Rememberers (Teh'tch) and Maga diplomats (Dashmat) are
alea considered conrriers. 1f using rhis character class in
campaign settings other than Rokugan, a courtier could eamly
cotne from any race which emphasizes politics and diplomacy

Other Classes: Courtiers tend to see themselves ag
the cream of society. Without them, the government
of Bokugan would simply cease to function. They respect
samurei and shugenja, but ultimately consider them mere
pawns in the courtiers’ games. Some courtiers treat other
character classes with severe disdain, Many, on the other
hand, recognize the useful skills othets possess and acquire
allies with a wide variety of skills, Courtiers are fond of
learning a vatiety of things, and eften multi-class to expand
their knowledge,
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Examples of Courtiers in Legend of the Five Rings:
Miva Yoto, Bayushi Kachiko, Kakita Yoshi, Ide Tadaji.

GARME RVLE INFORMATION

Courtiershave the following pame statistics.

Abilities: Charisma is cssential for courticrs beeause they
arc judged by how they carry themselves, and many of their
mest important skills or abilities rcl].r upon it I_ikcwisq a
courtier should have high Wisdom ro see through the
schemes of his opponents. Intelligence s also important, as a
high Intelligence provides an even greater range of skills,
A courtier seeking a life of adventure may desire a decent
Constiturion score o offser the class lack of hir points,

Alignment/Honor: Any.

Hit Diie: de.

Class Skills: A courtiers clags shills (and the key abilisy for
each slallj-are Bluff (Cha), Craft (Int); Decipher Script (Int,
exclusive skill), Diplomacy (Cha), Games (Varies], Cather
Information (Cha), Innuende (Wis), Intimidare (Cha),
Enowledge (Etiquerte, History, Local, Nobility and Rovalty,
Reésearch) (Int), Listen {Wis), Perform (Cha), Profession (Wis),
Read Lips (Int), Search (Int), Sense Motive {Wis), Spot (Wis),
Tea Ceremony (Wis), (Sec the Player’s Handbook™ for shill
descriptions. The Games, Rescarch, and Tea Ceremony skills are
describedin this book.)

Skill Points at 15t Level: (3 + Int Modifier) = 4,

§kill Points at Each Additional Level: 8 + T modifier,

CLASS FEATURES

All of the following are class features of the courticr,

Weapon and Armor Proficiency: Courtiers are proficient
with allil simple weapons and with the wakizashi. They are
not proficient with any type of armor; nor with shiclds.
While nothing prevents courtiers from WEeArlig LIl oL
learning to use more powerlul wespons, it is not part of their
training. In additivn, a vourtier’s lord may specifically forbid
him tw teain wich such things or risk himself unnecessarily in
combar, A courrier is enitled ro wear a wakizashi 45 a member
of the noble class, bur 1o weara katana is o sign that its wielder
is competent in its use. As a result, most courtiers do not carry
katana, leaving bartle and ducling o their samuorai comrades
{Tf using the conrtier character class in @ non-Kolrugani set-
ting, replace the wakizashi with ¢ masterwork simple or mar-
tial weapon of choice )

Armeor check penalties For armer heavier than leather apply
te the ekille Balance, Climb, Eecape Artist, Hide, Jump, Move
Silently, Pick Pocket, and Tumble. Also, Swim cheeles suffer a
-1 penalty for every five pounds of armor or equipment
earried.

Style and Grace: The traditional training of the courtier
bestows an impressive physical appearance as well as a quick
wit, At first level, a courtier receives a +4 competence bonus
onall Charisma-related shill checks that relace w social
interaciion (e, not feinting in combat or Taijuesu doels).

Talent: Courtiers tend 1o be exceprionally good ar wharever
they apply themselves to. Anv time the courtier selects the
Skill Focus fear fora Charisma, Wisdom, or Intellipence-based
skill he receives a +4 bonus instead of the narmal +2 honus.

Wealth: The courtier haging with extraordinary wealth for
a firat-level character Tn addition to his normal starting
wealth and & wakizashi, the courtier receives 50 koku (or gp)
for every point of Charisma medifier he possesses {if positive).
This money is provided by the courtier’s tamily, and 1z

expected 1w be wsed [or averuing favors fur the benefit of the
family. Bach year, the courtier receives another stipend of the
same amount, If the courtier spends this money in a foolish
manner, the family will give him no more. (If using the
couttier characrer class in a hon-Reokugani setting, replace the
wakizashi with 2 masterwork simple or martial weapon of
choice.)

Irom Will: At second level, the rourtier receives this Fear
for free.

Cossip: A courtier pains this ability at third level. Courtiers
tend to hear a great deal of goesip, and can often tell a thing or
two about eamurai they meert just from the rumors they heve
heard. A courtier may moke o Cather Information check
upen meeting or hearing of any individual, place, of item thar
regularly associates with Rekugani society. The DM makes
this check secretly and gives the courtier informartion based
on the results,

DC Type of Knowledge

0 Common, well known to the general populace.
Example: Yasuki Taka's reputation as a formidable
merchant;

23 Known by only a select few,

Exarnples; Tasuki Taka made his fortune in the
sake industry nearly overnight.

30 Hidden, known only to an elite few,

Exarmnple: Yasuki Taka has been connected with
several smuggling operations in the past, though
no charges have ever been brought against the
powetful merchant lord.

35 Well-kept secret; potential blackmail fodder.
Example: Yasuki Taka is involved in darker
dealings still, and his network of sugglers arc
anly the tip of the iceberg.

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

a eriminal organization bent upon the downfall
of Rakugan.

55 A secret kept so well that perhaps evan the subject
himself 15 unaware. Example: Yasuki Taka is
actually a double agent, working against the
Kolat from within.

As gossip is not always a reliable source of information,
the information provided by this abiliry is not always accurare,
The base chance of the courtier coming up with a trurhiful
rutor is 50% + 1% per point of Charisima, Again, the DM
mikes this percentile roll secretly, su the courtivr cannot
separiate truth from rumor withour further tesearch.:
[{ the skill check iself fails, che courrier either knows a
fulse rumor or no Tumor ar all.

A courtler can provide rumors about & specific target only
once, but can do so again after purposefully seeking further
rumars o after a monrh of 108 large ety or prominent court.
At the Emperars Winter Conrt, rumors aboue those present
can he sought once an hour. Using this ability to hunt gossip
on a subject acerues the attention of that subject normally,

Versatile: At fifth, tenth, and tifreenth, and twentisth lavel
the courtier receives this feat for fres

Leadership: At ninth level, the courtier receives this feat
for free. If he already possesses Leadership, his Leadership
Seore {character level + Cha bonus + modificrs; (See the
Durgeon Masrer’s Guide™) i3 increased by three, The cohort
obrained with this feat i3 a samurai or ﬂghtcr — a yojimbo
provided to protect the courtier in his service to the clan,



TasLe 1-3: THE COURTIER

Base Fort Ref Wwill

Level Attack Bonus Saye Save Save
1st +0 +0 +0 +2
Znd +1 +0 +0 +3
3rd +1 +] +] +3
4th +2 +1 +1 14
Sth d 11 i1 4
Gth 13 +2 +2 +5
Tth +3 32 ¥2 +5
£th +4 $2 +2 +6
Sth +4 +3 +3 +6
10tk +5 +3 +3 +7
11th +5 43 | 17
12th +6 41 +4 +4 +E
13th +6 41 +d +4 +X
14th [+ +4 +i +49
15th +7)+2 +5 +5 +8
16th +E{+3 +5 +5 +10
17th +81+3 +5 +3 +10
18th +8{+4 +8 +6 +11
19th +3/44 +6 +6 1
20th +10/+5 + +4 +12

Wost courtiers put their lesser followers to work s guards,
sepvants, informants, or their personal entourage.

The Heart Speaks: At twelfrh level, the Courrier's abiliry 1o
read ather people is so ingrained that it becomes second
natore, The cooirtier may take 200 01 Sense Maotive checks as
afree action

The Immovable Hand of Peace (Ex): & courtier of 18th
level gaing this impressive ability. If the courtier is holding no
visible weapons, has no harmbul intent, and has not yet
attacked an opponent during a combat, he may force any
oppotent seeling to harm him {whether by an attacl, a spell,
or special ability) to make a Will save (DC 10 1 half che
courtier’s level + Charisma modifier), Anyone who fails this
save cannot harm the courtier that round, Opponents arc atill
free to grapple, capture, and harass the courtier as long as they
do no real damage, This abilicy is ineffective against non-
intelligent upponents. This is an exteacodivary abiliey

Special Courtier Abilities: Upun ubtaining {uurth level
and every third level thereafter (7th, toth, 13th, teih,
and 19th), a courtier gers a speclal abillty of his choice from
the following:

‘The Hettar Favt of Valor: A wise courtier lknows that his place
iz far from the fields of battle, and can eseape quickly when
combat ensues, When executing the total defense action,
the courtier receives an dodge bonus to his AC equal to his
Intellipence modifier.

The Eyes See the Hearl (Ex): This technique is s trademark of
the Kitsuki magistrates. The courtier has developed a keen
awareness for falsehood. Anyone attempting to lie in
the courtier’s presence must make & Will save (DC 10 1 the
courtier’s Charisma modifier), If this save fails, the courtier
immediately knows that the subject is lying. This is an
extraordinary ability,

The Eyes Betray the Heart: The DC of all Will saves required
1o resist the courtier's special abilities is increased by two.
This abilicy may be chosen twice, Irs effects stack,

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

Special

Wealth, Talent, Style and Grace
Bonus feat

Cossip

Courtier Ability

Versatile

Courtiar Ability

Leadership
Versatile, Caurtier Ability

Ihe Heart Speaks
Caurtier Ahility

Versatile
Courtier Abilloy

The lmmovable Hand of Peace
Courtier Ability

Versulile

One enemy pet tiree levels of e courter is affected as il by :.-
a doom spell. Both of these spell-like effects are treated as |

If cast by a sorcerer of equal level, and rely upon the marger's
ability to hear and understand the courrler 1o be effective.
If the courtier is attacked while using this abiliry, ke must
make 2 Concenteation checle (DC 10 4 &amage dealt) or the
effert iz Timed, This 18 an extraondinary ahiling

Vaice: Once per day, when making 2 Uiplomacy or Blaff §-

check during secial interaction (not when feinting in
c{smbar}, the courtier gains a sPecinl circumstance honus to
his gkill check equal to his level.

Weakness is My Strength: The courtier is ekilled ar relying
upoen his enemy’s frailtics, This ability has long been
the trademark of the Bayushi family, When making an
opposed Charisma, Intelligence, or Wisdom-based check,
the opponent must use the lowest of these three abilities as his
modifier. For example, Bayushi Goshiu is attempting to Bluff
Wutsu Gubiei Golei bas § Ranks of Sense Motive, 16 Wisdom
{+3 modifier), 10 Intelligence (+0 wodilied); and 8 Chadswa
-1 medifier). Instead of adding his +3 Wisdom modifier
1o his Sense Motive skill, Gohei musr add his -1 Charisma
modifier when awrempring o oppose Goshiu.

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

Your Life is Mine {Ex); This ability is very popular with the
courtiers of the Crane Clan, whe prefer to make allies out
ol enemies rather than :Ir.'['tatiug thews outright. Once per day
pet point of Charisma medifier, the courtier may attempt to
sway 3 wealewilled individual’s mental state to his own way of
thinking. This has the effects of a charm person spell cast by a
sorcerer of equal level, bur cannot be used on characrers of
higher level than the courtier. This ability depends upon the
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target's ability to see and hear the courtier. This is an
extracrdinary abiliey. This ability may be taken multiple times,
granting the courtier an additiopal number of uses per day
equil (o his Chacisma modifier.

Starting Wealth: sd4x10 (plus Wealth abilivy) kokn,

UNICORN COURTIER STARTING PACKHAGE
- |IE FARILY

Armor: No armor, Tessen.

Weapons: Walizashi (+1 attacly, 1ds, crie 19 20, 3 lb, Small,
Piercing); Alguchi (1d4, erit 1920, 4 Ik, Tiny, Picrcing).
8lill Beleetion: Pick a number of skills equal to 9 + Int
modifier.

Skill Ranks Abllity Armor
Appraise 4 Int =
Blulf 4 Cha =
Decipher Script 4 Int -
Diplormacy 4 Cha -
Gather Infarmation 4 Cha =
Innuende 4 Wis =
Knewledge (History) 4 Int -
Knowledge (Etiquette) 4 Int i
Knowledge [Mobility and Royalty) 4 Int =
Listen 4 Wis =
Read Lips 4 Int =
Search 4 Int -
Sense Motive 4 Wi

Spot 1 Wis =

Feat: Skill Focus: Diplomacy.

Bonus Fear: Cool Head (Ancestor Idel. (Ancestor feats are
introduced in Oriental Adventures™ oard many move are introduced
it Bokugan),

Gear: Calligraphy brush and inking stone, courtier's outfit,
furnshiki sack, hght harse, hit and bridle, saddle, saddlebags,
sigrmet ring

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

_______ SHUGENT N

{Adapted from Oriental Adventures™)

Shugenja are divine spell casters whe cast spells by attuning
themselves to the elements around them and focusing
the power of the elements through their hodies to praduce
magical effects. Tike samorai, they are members of Rolmgans
nnhle elass, thongh they are not as bound by the code of
bushide as their warrior counterparts. Shugenja are found
in Relugan, and may not be appropriate for other campaign
settings,

Adventures: Shugenjz often adventure to increase their
magical knowledge and personal power. Some shugenja dedi-
cate their lives to fighting the taint of mahe (blood magic),
while others crave the power that mahe bestows. They are par-
ticularly drawn to investigate disturbances in the natural har-
mony of the elements — particularly incursions of (e
Shadowlands or the activities of smuhe-tsuka (Bloud surcerens)
within the Empive. Others plumb the depehs of magic for
aagicy own sake, hoping eventually o learn the mysteries of
the Void, the "fifth element” that binds the other four together,

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

Honor/Alignment: While many chugenja attempt to
tollow: the standards of honor and loyalty, and thus adhere taa
lawful alignment, not oll shugenja live up to thosc standards.
There are no henor or alignment restrictions on shugenia,

Background: Shugenja arc members of Rokugan's noble
clazs, They learn the practice of magic in schools attached
te cach clan. The shugenja schools of Rokugan include the
Funi school of the Crab clan, the Asaliius schoul of the Crane
clan, the Tamori sclwol of the Diagon clan, the Kicsu schoel of
the Lion clan, the Apasha and Isawa schools of the Phoenix
clan, the Soshi and Yogo schools of the Scorpion clan, and the
Tuchi school of the Unicorn clan.

Races: Almost without exception, all shugenja are humans

. from the major clans. Tn Rokugan, spell easters from other

races (and human peoples) are sorcerers

Uther Classes: Like samurai, shugenja are set apart
biy their noble station and look down upon members of other
castes. Dagpite the prevailing view of society, chugenja do
not believe that martial prowess is the ultimate expression of
honor — in fact, they disdain the samurai who settle any
disagreement or matter of honor with o ducl to the death,
Shugenija have little respect for members of other classes;
however, shugenja, eapecially adventurers, wisely understand
that different classes have specialized skills and abilities often
needed for success,

GAME RULE INFORMATION

Shugenja have the following game statistics.

Abilities: Charisma determines how powerful 2 spell
n shugenje can cast, how manmy spells the shugena can cast per
day, and how hard those spells are to resist, To cast a spell,
a shugenja must have a Charisma score of 10 + the spell’s level,
A shugenja gets bonus spells based on Charisma.
The Difficuliy Class of a saving throw agsinst a shugenja's
spell is 10 + the spell's level + the shugenja's Charisma
modifier. High Dexteriry 1s helpful for 8 shugenja (whao
rypically wears little ot no armor) because it provides him
with an Armor Class bonus. A good Constitution gives
2 shugenja extra hit points, a resource that he is otherwise
levar o

Honor/Alipnment: Any.

Hit Die: dé.

Class Skills: The shugenja’s class skills (and the key ability
tor each gkill) are Alchemy {Int), Concentration (Con), Crafe
{Int), Diplomacy (Cha), Heal (Wis), Knewledge (all skills,
taken individually) (Int), Professions (Wis), Scry (Iar,
exclusive skill), Spellcraft (Int), (See the Player’s Handhook™ )

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

8kill Points at Fach Additional Level: 4 + Lut modifier,

CLASS FEATURES

All of the tollowing are class features of the shugenja.
Weapon and Armor Proficiency: Shugenja are proficient
with all simple weapons and with the wakizashi, They are not



TABLE 1—4: THE SHUGENJA

Baza Fort  Ref  Will Spells per Day
Leval  Attack Bonus Save Save Save  Special 0 1 2 3 4 5 & 7 & 9
st +0 +0 w0 +2  Element focus, 5 R = e i e e e
sense-elements
Ind * -+ +0 +3 5 4§ — _= = = = = = ==
Ird +1 +1 +1 +3 5] e TS e R R
ath 2 +1 +1 +4 3] § k; — = = = == — —
Sth +2 +1 +] +4 [+ R N e e e O
fith +3 +2 +2 +5 & & 5 3 eI Vi = e =2
Tth +3 +2 +2 +5 & 5 s 4 — = = - — —
&th 4 +2 +2 +B = G 5 i - = = = —
Gth +4 +3 +3 +5 & b HE & 4 - — — — —
10th +3 +3 +3 +7 & G & 5 & 3 —_
11th +3 +3 +3 +7 & & 7 2 & 4 -
12th +6/+1 +4 +4 +2 & £ & [ E 5 I - - —
13th +6/+1 +4 +4 +8 & [ & & E 4 — — —
14th 7 [+2 +4 +4 +4 & & & [ & & & I =
15th +7 [+ +5 +5 +4 & [ 6 & & & 6 4 == —
toth  +8/+3 +5 +5 1 & £ & & & [ g 5 I —
Mth 843 £ 1% I A0 B R T R R e e
18th #0914 I & 16 +117 6 & B B & a R f 5 £
19th  +9/+4 £6 +6 +11 GITMIE 25N SrENCENECEE e e NI
0tk 110/45 46 46, bk 6§ 6 6 6 & & K & & &
pr_nficient with any 1ype of armor, 10T TapLE 1-5: SH UGEN]A SPELLS KNOWN
with shields. It is considered Inappropri- Level 0 1 2 3 4 5 6 7 3 9
ate for s shugenja to wear armot, TETL B e o [ 2 iz B4 niz i A= i
and many samura consider it an insult ALY T R T g S
to their station to have » non-samurai Trd 413 341 L = r— =3 = == = =
wearing the armaor that they congider a Ath 4a3 347 240 == —_ — — — —_ —
badge of their rank. Likewise, while Sth 443 3¥2 241 = = = = = =, £
a shugenja is entitled to wear the Bth 543 342 2+ 240 — — — - — —
waltzashi gs 2 member of the noble class, Fth 543 A4F 341 24 — —_ L — — —
wearing o latana is considered an indiea- Bth 544 A4+7 341 21 IO — 0 0 — — — —
tion that the wearer is prepered to use it SRR cday e T ARl el = TR
in defense, and most shugenja would Thh bt 42 343 a8 3wl B =  — = —
rather leave the swerdplay to the zamu Tith oed: 412 42 TRt WEEES = =
raicArmor check penalties for armer 12th 644 442 442 342 341 241 240 — == =
heavier than leather apply to the skills 13th 684 442 42 32 342 3] 2] I = =
. : . T4th  6+4  d+2 442 342 342 31 41 240 — =
Balance, Climb, Bscape Artist, Hide,
; A ; 15th 634 42 de2 342 d+2 32 31 24 = -
fump, Move Silently, Pick Pucket, and 1
Timble Alsa: Swim checks suffess =1 16th  6+4 4+2 442 3+ J+2 342 + 2+1 240 —
! 17th 6+4 442 442 342 342 332 341 341 24
penalty for every s poundsof armorand ey G4 442 402 342 342 242 341 31 ] 240
equipment carried. 19th G+4 442 442 342 32 32 31 3 3
Kami: All shugenja are adept at speak- “0th G4 447 442 342 342 32 A1 31 341 3+

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

Spells: A shugenja caste divine spells, bur his spell knowl-
edge is limited, much like @ sorcerer Your shugenja beging
play knowing four O-level spells (alse called inori) and two 15t-
level spells of your cheice, plus one O-level spell and one 15t
level spell that are determined by your school. At each level,
the shugenja gains one or mere new spells, as indicated on
Table 1-35: Shugenja Spells Known. The shugenja's schoel
determines one spell of every level; sometimes these spells are
normal spells on the shugenja spell lise, but often they arc
additions o the spell lise. These spells are listed with the
shugenja spell list in Chapter 2: Magic and Spells, {The
number of spells a shugenjs knows is nut allected by his
Charisma bonus, if any; the number on Table 1-5 is fixed.}

A shugenia is limited to casting a cerain number of spells
of each level per day, but he need not prepare his spells in
advance. Lhe number of spells he can cast per day is improved
by his honus spells, if any. Forinstance, at 15t level, Kitsu Mard

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

A shugenja may use o higher-level slot to cast a lower-levsl
spell if ke so chooscs. For cxample, ifan Sth-leve] shugenja has
used up all of his srd-level spell slots for the day but wants to
cast another one, he could use a 4th-level spell slot to do so.
The spell is still treated as its actual level, not the level of
the slot used (o cast it

shugenja do not have spell books, though they write theic
spells on ofuda, These ofuda serve as divine focus items and
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must be read as part of the spell casting process. Shugenja can
use the Seribe Scrall feat to create magical scrolls thar worl
the same a5 a wizard'= or cleric’s serolls,

When casting metamagic spells, remember that the
shugenja has not prepared the spell in advance, and is doing
so on the spot. The shugenja must therefore take more time to
cast 4 metamagic spell than a tegular spell, IF its normal cast-
ing time is 1 action, casting a metamagic spell is 4 full-reund
action for a shugenja. For spells with a longer casting time, it
takes an extra full-round action to cast the spell. Shugenja
cannot use the Quicken Spell meramagic fear.

Llement Focus: All shugeisja have a favored element
Air Earthy, Fire, or Water, A shugenjas choice of specialized
eletnen is determined by che clan school ar which he stuidies.
Al least half of the spells a shugenja knows at each spell level
must belong to his favored element, and the spell dictated by
his school also belongs to that element. This is reflected on
Table 1—%, which indicares how many spells of each level must
be spells of the shugenjas favored element (before the plus)
and how many need not be (after). At Frst level, For example,
the shugenja Kitsu Mati must know at least three 0-level
Water spells {"3+2"), including one determinad by his schocl,
and two dst-level Water spells (*2:1"), including one deter
mined by hiz echool. Shugenja aurematically gain the benefits
of the Spell Focus feat for spells from their favored element,
although this ability docs not stack with Spell Tocus,

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

clement,

éf-_-'w

Dragen Clan Shugensa

Air— Airepelle are subtle; involving rravel, inruition, influ-
ence, divination, and illusion. Air shugenja must choose Earth
ag their barred element. The Asahina school of the Crane clan
and the Scorpion clan’s Soshi school specialize in Air magic.

Earth — Earth spells invelve resilience and resolve, health
and growth, the body and its strengeh, Eavl shugenja must
cheose Air as their barred element, The Kuni school of
the Crab clan; the Tamori schoul of the Dragon clan, and the
Yogu school of the Scorpion clan specialize In Earth magic.

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

Water — Water spells involve transformation, cleansing,
healing, and friendship. Water shugenja must chooge Fire
as their prohibited element. The Kitsu school of the Lion clan
and the Iuchi school of the Unicorn clan specialize in
Water magic.

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

Sense Elements: One of the fivst “spells”a shugenfa learny
— a magical effect so basic that it becumes @ spell-like
ability — is the ability to sense elements. As a full-round
action, a shugenja van become aware of all sources of

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

By concentraring longer, a shugenja ean sither extend
his magical senses or pather more information sbour the
elements he has detected. Each additienal round spent in
roncentration allows the shugenja to add 5 feet to the radius
of his sense ability, to 2 maximum range of § additonal feet
per shugenja level Thus, at 4th level, Kiteu Mari can sense
elements to 4 maximum ranger of 30 feet by concentrating
for five full rounds. Alternatively, the shugenja can focus on
ene sensed element per round, attempting a Spellezaft check
to determine morc about it, The amount of informartion
he learns depends on his Spelleraft check resuln

DC Information Learned

20+ |tem's general locatien (5 foot square containing it,
or its nearest boundary ifit is larger than a 5-foot
square)

254+ Whether the itern i natural or a spel| effect,
(A narmal Spellcraft check against DC 20 + spell
level can then determine the nature of the spell
effect.)

30+ Whether the item is a creature or an object,

33+  The exact nature of the item. For example, whether
a creature is 2 human or an oni, whether an object
Is gold or stane, whether air iz hreathahle ar not

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

A 1atdevel shugenja can use this ability thee tmes per day
Every 5 levels he advances as a shugenja allows him o use the
ability an additional dime pec day (4 times at 5¢h level, 5 times
at 10th level, amid 5o vn). Like many divination spells,
i shugenjis sense elements abillty is blocked by 1 foot of
stone, 1 inch of common meral, a thin sheet of lead, or 3 feet
of wood or dirr,



OFTIONAL RULE

Bonus Spells by Favored Element

Using the rules in Orental Ag

upon their Charisma score for the pury

5™ shugenja draw

of determining

bunus spells and save DCs.
d like o introduce more variety and fl

er one shugenja school and anather, y
d determing bonus ells ane = [

Element

Air

tarth Constitutinn
Fire Intelligence
Water W

For example, Kiesu Toju encers a rovm and concentrates
o sense warer, (Although he is 2 water shugenija, he coulid just
a5 easlly sense any other elemenr, including fire. ) He becomes
aware of all sources of water within 10 feer. There 1s a basin
of water on the nighrstand, a person behind the door (living
things are made of 411 four elements), and 2 vial of podson
in that person's hand — Kitsn Ioju learns that there are three
sotirces of water within 10 fear of him: one Medium-size,
one Small, and ane Fine. Concentrating for a round, he makes
a Spellerate check and gets 4 result of 31, He learns that the
Medium-size source of water is a creatura, while the ethers are
ohjects, that all three are narural, not magical, and where each
one is, If the assassin behind the doer has not aleeady jumped
out to attack him, he has learned that a creature is hiding

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

EX-SHUGENTA

Like members of any other class, shupgenjs may be multiclass
characters, but they face a special restriction, Shugenja may
not talee lovels in the sumuded class, and shugenja who goain
levels in a new class may never sgain raise their shugenja
level. All shugenja abilities are retained.

Characters of other classes may not later gain levels as a
shugenja.

FHOENMIY SHUGENT R STARTING PACKAGE —
Isiwn FAMILY
Armor: Nohe.
Weapons: Aiguchi {1d4, crit 19-20, 1 1b., Tiny, Plercing);
Walizachi (+1 ateack, 1dé, crit 1920, 3 b, Small, Piercing).
Skill Selection: Pick a number of ekills equal to 4 + Lnt
modifier.

skill Ranks Ability Armor
Concenlialion 4 Con -
Diplormacy 4 Cha -
Hesal 4 Wis -
Knowledge (Arcana) 4 Int =
Knowledge (Elermnents) 4 Int -
Knowledge (Etiquette} 4 It -
Knowledge (Fortunes) 4 Int
Knowledge (History) 4 Int
Krowledge (Mobility and Reoyalty) 4, Int -
Spellcraft 4 Int -

Feat: Supetior Elemental Focus,

Homus Feat: Void Lise

Cear: Calligraphy cet and inking stone, futoshili saclk, lighr
harse, bit and bridls, saddle, saddlebags, shigenjss vesttments,
obuda tor all known spells.

Wealth: 7 keku, 2 bu, 4 zeni (7 gp 4 sp, 8 cp),

THE TUNTA

To the Emplre, ninja do nort exist, They are simply peasant
superstition passed down from generation to generaron in
Farmervillapes and old womens tales. Though rales of shadow-
walleing ninga persisr to thig day, noble samora dismiss them
as the result of paranoia or as lazy guards’ excuses

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

Adventures: Invariably, ninja are ¢pies, assassing, or both
Like rogues, they are masters of subtertuge, stealth, thisvery,
and lies. Unlike rogues, they understand the deeper mysteries
of the shadows, and are Far better at misdirection and murder,
Becnuse of this, and the Empires view of ninja, they generally
fit inte a samural party under false pretonses, or into a party of
ninja. When a ninja ventures foreh, it will always be to causc
diserder and confusion ameng his lords enemies. This can
vange [tom simple assassination to a more prolonged
CiImpaign (o dis{'ujn ALLivities D0 g ared, Sole ninga ale (o0
assassins ar all, bur merely serve as spies for their lond, These
spies are penerally more honorable than their assassin
brethren, Most non-Scorplon ninja in service to-a lord fill the
role of a spy; and use their skills for little else than simple
information pachering, thievery, and cavsing confusion.

Characteristics: Ninja sre impossible ta classify 25 2 group
by personality Because every Halugani pohlicly despises them,
a ninja must leep hiz actions secret, or face execution — one of
the lowest forms of dishonor. Many ninja in service to s daimyo
adopt a public face to hide their activities behind, and are
accepted amaong the samural caste, Being able to adapt ditkerent
personss, anticipete the movements of their enemy, and acquit
rlﬁ{:!nsc]_\rﬂE 'FPC" {:ﬂl;\'l.lg!'l ina ﬁght to survive are t]‘tt S].{:i.us lhnt
sepatate the ninfa that arc feared from the ninja that arc dead.

Ilomor/Alignment: The motivations for 4 ninja's actiona
ca be anywhere from serving the wishes of his lord to simply
working o liis own gain, A ninja can be of any non-lawful
alignment, though they are generally evil The actions of a
ninja, however, are nothing short of dishonorable, no mater
who their lord {s or why they do their tasks,

Background: Minja are usually withour clan affiliadon,
except students of the Shosuro Dojo in the Scorpion lands.
Though the Searpion take great paing to rrain their ninja well,
Maon-Scorpion ninja are generally as effective as the Shosurn,
This usually is due to natural talent more than effective
training — there are many mote Scorpion ninja than ronin
ninja, Hewever, every Clan has at least one minor lord
who employs the shadowy services of the ninja,

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

Othier Classes: Ninja must be cautious in their associations
with vther classes, as one fulse step could lead o their execu-
ron, Minga also have ather shewed views of hooor, thooph dha
is nio reason they cannot find a place within an adventuring
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TasLE 1-6: THE Ninja

Base Fort Ref will
Level Attack Bonus Save Save Save
st +1 +0 +0 +2
2nd +2 +0 +0 +3
3rd +3 +1 +1 +3
4th 14 +1 +1 +4
5th 5 +1 +1 +4
&th +6+1 +2 +2 +5
7th #7142 +2 +2 +5
2th +8+3 12 +2 +6
9th 10/44 ] 1 3 +6
10th +10/+5 +3 #3 ¥
11th +11/+6/+1 +5 +3 +7
I72th +12{+7 /42 +4 +i +8
13th +13/48143 +4 44 +8
14th +14 4844 +d +4 +4
15th +13/+10/+5 +35 45 +9
16th +16/+17 46 /+1 +4 +5 +10
17th 1741247 142 +5 45 410
1éth +18/+13/+8/+3 +8 +h +11
Yath 1904714 f+9/+4 +6 +6 +11
20th +20/+15/+10/+5 +6 +B +12

party. Those ninja with a samural lord see themselves as the
duimyw’s worthiest servants, willing to give up their own honor
for thar of their lord. In any case; ninja tend ro multisclass in
order to create mare complete false identities, or in rare cages
become ninja after being dishonored as 3 samurai. Many Scor-
pion ‘samurai” are actually ninja (or multi-class fighter-ninja) in
order to further the goals of their clan, A Scorpion is not above
the law of Rokugan, however, should he be caught walking the
dishonorable path of the ninja,

Examples of Ninja in Legend of the Five Rings:
Shesure Mishilso, Matsu Hiroru, Mamoru, Bayushi Aramore,
Shosuro Chinn, Bayushi Yokuan, Hirarike, Ilascki,

GAMEZ RULE INFORMATION

Ninja have the following game starigtics.

Abilities: Dexterity and Intelligence are the most impor
tant scores lor ninja, who are almost constantly in a position
where they must stay on their toes mentally and physically
Extra skill points foster a ninja's adaprability to any given
situation, and a high Dexterity will aid the ninja in a fight and
when the time to run comes,

Honor/Alignment: Any non-lawlul, dishonorable,

ILit Die: ds,

Class Skills: A ninja's class skills {and the key abtlity for
each skill) are Balance (Dex), Bluff (Cha), Climb (Str), Craft
{Im), Decipher Scrpr (Ing Exclustve Skill), Diplomacy (Cha),
Diisable Device (Int}, Disguise (Cha), Escape Artist {Dex),
Forgery (Int), Gather Information {Cha), Hide (13ex), Innu-
endo (Wis), Intuit Direction (Wis), Jump (5tr), Listen (Wis),
Move Silently {Tiex), Open Lock [Dex), Perform (Cha), Pick
Bocket (Desc), Profession (Wis), Read Lips (Int, exclusive skill),
Search (Int), Spot (Wis), Tumble {Dex), and Use Rope (Dex),
(See the Player’s Handbook™ for shill descriptions.)

Sliill Points at 15t Level: (4 + Int Modifier) 3 4.
Skill Pointe at Each Additional Level: 4 + Int modifier.

CLASS FEATURES

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

Special

Sneak aftack +1d6, Minja Dodge +1
Poison Use

Sneak attack +2d6, Uncanny Dodge
Speed of Darkness

Sneak attack +3d8, Ninja Dodge +2
Urnicanny Docge

Sneak attack +4d6

Shadow Run

Sneak attack +5d6

Blind Fight, Minja Dodge +3

Sneak attack +6d6

Deflect Arrows

Sneal attack 1746

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

Sheak attack +10d6
Minja Dodge +5

Ninja-to, Chain, Kusari-gama, and Blowgun. Though ninja are
able fighters, this comes more from their training in
hitting pressure peints and finding wealtnesses in another’s
defense than from sheer martial prowess. Minja are not
profigient with any stmor or shiclds, relying on freedom
of movement and highly trained reflexes to keep them out
of danger. When wearing armor that incurs a penalty check
greater than 0, the ninja loses several of his abilities,
as noted below,

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

Sneak Attack: If 2 ninja ateacks an oppanent who is unable
10 defend himself effectively, the ninja can strike a vital spot
for extra damage. Any time the ninjas targer wonld be denied
his Dexrerity banus to AC (whether he actually hag 2 Dex
honus or not), or when the ninja flanks the target, the ninjas
attack deals extra damage. The extra damage is+1dé at 15t fevel
and an additional 1dé every two levels thereafter. Should the
ninja score a critical hit with 1 sneak sttack, this exrea damage
is net multiplied. (See Attack Roll Modifiers in the Player's
Handbook™ for combat situations in which the ninja flanks un
appatiend o the epperent loses his Dex bonus o AC)

Ranged attacks can only count as sueak attacks if
the target is within 30 feet. The ninja calt sicike with deadly
aceuracy from beyond dhat sange,

With a sap (blackjack) v an unarmed strike, the ninja can
mike a sneuk attack that deals subdual damage instead of
normal damage. He cannor use a weapon that deals normal
damage o deal subdual damage in a sneak attack, not even
with the usual —4 penalty, because he miust make optimal use
of his weapon in order to execute a sneak artack. (See Subdual
Diarage ik the Flaper's Handhook ™)

A ninga can only sneak attack 2 living creature with
a discernible anatomy — undead, constructs, oozes, plants,
and incorporeal creatures lack vital areas 1o ammack. Any crea-
ture that iz immune to critical hits is also not vulnerable to
sneak arracke. The ninja must be able to sec the target well
enough to pick out a vital spot and must be able to reach a vital
spot. The ninja cannot sneak attack while striking a creature



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

Ninja Dodge: The ninja gaing chis special variation of the
Dodge teat for tree at biret level. Effectively, this ability hae the
same effect as Dodge, except thar the ninja gains the ability
multiple times. At fifih, tenth, fifteenth, and twentieth level,
the bonus granted by Ninja Dodge is raised by one. At fifth
level, the ninja may also chose to dodge multiple opponents
in a round, declaring his dodge feat during his action. The
ninja may choose to use some or all of this benus o dodge
each attacker a ninje wich +3 dodge may chioose w0 use Ninja
Dodge (o gain +2 AC apainst one attacker, then +1 against
another in the same round, +3 against a single attacker,
or galn +1 AC against three atrackers i the single round.
Unlike the normal Dodge feat, this ability may not be used
when wearing armor with a check penalty prearer than 0.
This ability stacks with the hanus provided by the actual
[odge feat A ninja may take feats with Dodge as a
prerequisite ifhe has Minjs Dodge, but may not use thege feats
when wearing armor with a chegk penalty greater than 0,

Poison Use: Ninja are trained in the use of poison and,
beginning at 2nd level, never risk accidentally poisoning
themselves when applying poison to a blade.

Uncanny Dodge: At third level, the ninja gains the ability
to react to danger before his senses would normally allow him
to do so. I1e retaing his Dewterity bonus to AC (if any) despite
being caught flat-footed or being struck by an invisible
attacker. He still loses his Dexterity bonus il immobilized.

Abseh level, dhe ninga can ne longer be Qanked; be can react
o Opponents on opposite sides of him as easily as he can eact
1o a single arracker. This defense denles other ninja and rogues
the ability 1o use flank atracks to sneak arrack him.
The exception to this defense is thar anather ninja or rogue at
least four levels higher than the character can flanlk him (and
thisg sneak atrack him)

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

Shadow Ram; The ninja gains a speed bonus equal to-his Con-
stitution rmodifier 3¢ 5 when wearing no or light somer (pnd not
carrying & heavy load), This bonus is to his basc speed, before
modificrs such as taking the double move action are figured {n,

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

Deflect Avrows: Ar 12th level, the ninja gains this feat
[or [ree, even il he does uot have Improved Taemed Suike,
This ability may not be used when wearing acmor with a
check penalt}' above 0.

EX-NINTAR
A ninja who becomes lawful o1 honorable may no [ong:r
progress in levels as a ninja, though he rerains all class
abiliries. Note that judicious use of the niuja class abilites
should quickly return the character w a state in which he can
CONTInue 10 PIOgress §s i ninja.

SCORYION NNTA STARTING PACKAGE —

SHOSURD FAMILY
Armor: Mo armor,
Weapons: Ninjato {1d8, crit 19-20, medium, slashing};
Adguchi (1d4, erit 1920, 1 Ik, tiny, picreing).
Skill Sclection: Pick a number of skills cqual to 4 + Int
madifier.

Skill Ranks Ability Armot
Riuff 4 Cha =
Gather Information 4 Cha =
Listen 4 Wis -
hiove Silently 4 Dex -
Search i Int -
apot 4 Wis =

Feat: 3kill Focus: Move Silently

Bonus Feat: Many Masks (Ancestor: Shosuro Furuyari)
{ Ancestor feats ave introduced in Oriental Adventures, and many
iore are inbroduced 1 Rcl{ugﬂn}.

Starting Wealth: 1daxi0

INKYO —
SMUGHTEN=D MONK

In Rolugan, samurai ave expected to rétive to 3 monastery at
the age af fortg While it is hecoming more atd more commen
to disregard this axiom, there are still many samurai who da
so. Sorme tetite ot a much pounger age for 2 variety of reasons:
to avoid dishonor, to seel enlightanment, or even because one
has been foreed to do go by other parties. Samurai whe enter
the monastery quickly find that the life of combat and
nobility they have lnown is ho more, replaced by sereniry and
poverty.

Cther monks wore never samurai ro begin with, but
entered the monastery to escape the rigors of peasane life.
Only those peasants whe carnestly seek enlightenment
Mourish b the monastery, however, as the menal and plipsical
cunditivning yuickly discourapes vthers. Tt is nul unbeand-of
for unwanted children we be left upon the door of 3 monaswery
by poverty-siricken parents, Such children spend thelr enrire
lives wirthin rthe ranks of the monks and frequently become
great leaders,

CH the myriad of monasteries that appéar thronghont
Rekiygan, the vast majarity are institutions of the Brotherhood
of $hinsei, the largest monastic sect in all of the Empire,
The Brotherhood is devoted to the study of the Tao of Shinsei,
the teachings of the man universally regarded a5 the wisest to
aver have walked the land. The more philoeophical members
of the Brotherhood, called inkyo, are often regarded as more
serene and peaceful then the monks of the independent
monasterics distributed throughout Relugan,

Adventures: Inkyo frequently leave their monasteties to
travel throughout the Empire. This gives them an opportunity
o gain new insights inte the world avound them as well as a
cliance o spread the wisdown of Shinsei o others, Given ei
status as respecied men, an inkyo can actach himsell 1o
virtaally any group of adventurers, whether they like it or not,
After all, relling him 1o leave would be a grear dishonor,

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

Anorther defining characterisrie of the inkyo is their
mastery of kiho, mystical effects that draw upon the monlk'
strengrh of spirit and harmony with the elements to
accomplish seemingly magical feats. Although other sects of
monks and even many non-monks can and do learn kiho,
none ste so proficient with them as the inlyo,
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TABLE 1=T7: THE INKYD

Base Fart Raf will

Level Attack Bonus Save Save Rave
1st +0 +7 +7 +7
Znd +1 +3 +3 +3
3rd +2 +3 +3 +i
4th +3 +4 w4 +4
5th +3 +4 +4 +4
fith 4 +5 +5 +5
Tth +5 +5 +5 +5
Eth +Gf+1 +h +h +6
9th ++1 .+ +6 16
10th +7+2 +7 +7 +7
Tith +B[+3 +7 +7 +7
12th H9/+4 +8 +8 48
13th 194 +8 +8 +8
14th +10/45 19 149 +4
15th +11/+6/+] +4 +9 44
16th +12/+7 42 +10 +10 10
17th +12 /47 142 +10 +10 +10
1%th +13 /48143 +11 +11 +11
19th +14/+9/+4 +11 +11 +11
2th +15/410/45 +12 +12 +12

Howor/Alignment: The vast majocity of inkyo are honor-
able. The mind-set necessary for them to achieve the state of
harmony from which their abiliries orlginate simply demands
it. Dishonorable Inkyo are exceptionally rare. In terms of
allgnmenr, inkyo are by nature good They are typically lawful,
but occasional free spirits among them venture into the
chaaotic alignments.

Religion: Although the Brotherhood of Shinsei recognizes
and practices both Shintao and the worship of the Fortunes,
they typically place greater emphasis on the teachings of
Shingei. They believe that the simple wisdom of his sayings
leads to 2 fuller and richer understanding of the world sreund
them, and often offer advice to others in the form of quotes
from the Tae,

Background: Inkye (and 1o an extent all monks} are
unique in Rokugan in thae they exist outside of the Empire’s
strict political structure. They are neither samurai nor heiimin,
but draw their ranks from both castes, An inkvo can be of
virtually any backgrowund or vrigin,

Virtually all inkye are members of the Brotherhood of
Shinsei. As such, they are expecred to lend aid to their
brothers whenever asked, regardless of the circumseances.
They are furthermore expected to aid the peasantry of the
Empire whenever possible. Traveling monks are expected,
but not required, to visit Brotherhood monasteries in the
lands thromgh which they travel.

Haces: Inkyo are almost always human. The Naps and
Mezumi have wildly different theological practices, and even
if by chance they did embrace the teachings of Shinsei, the
notion of spending their lives in 2 monastery is utterly forcign
to those races. Still, the Brotherhood is open to all who follew
Shingei, end they would presumably extend this invitation to
ather races as well.

Other Classes: The Brotherhood of Shinsei is the most
prominent sect of monks in the Empire, and as such they
are recognized throughout the land ay wise and toustworthy
individuals. As a result, inkyo typically get along well with
virtually all olasses

GAMNZE RULZ

Unarmed
Special Damage
Kihe, Voud Lise, Improved Winarmed Strike 1d4
Depths of the Void 1dd
Purity +1 Tdd
Kiho |4
1d&
Purity +2 1d6
1d&
Kiho 1d6
Purity +3 1ds
Improved Yoid Use 1d8
Depths of the Vaid 1d8
Kiho, Purity +4 1d8
Serenity 148
1d8
Purity +5° 1d10
Kiho 1d10
Superiar Void Use 1d1o
Purity+6 1410
1d10
Kiho 1d12

INFORMATION

Inleye have the following game statistics,

Abilities: Wisdom and Dexterity are the two most impor-
tant abilitics of the inkyo, as many of their skills depend on
them. Martially-oriented monks will want high Strenpth and
Constiturion as well. As monks from the Brotheihood are
respected throughout the Empire, it would be possible 1o
exercise considerable social clout with 2 high Charisma
and the appropriate skills.

Hit Die: ds,

Class Skills: The (nkvos class skills (and the key ability for
each skill) are Balance (Dex), Climb (Str), Concentration
{Con), Craft (Int), Diplomacy (Cha), Hide (Dex), Jump (Str),
Knowledge (Elements, Fortunes, Shintao) (Int), (Int), Listen
(W), Move Silently (Lex), Perform (Cha), Search (Int), Sense
Motive (Wis), Spot (Wis), Swim (Str), “Tea Ceremony (Wis),
Turable (Thex), and Wilderness Lore (Wish
*Tea Cevemany 16 a e skill intraduced in this book.)

Beginning Skill Points: {4 + Int Modifier) < 4.

Skill Points Per Level: 4 | Int Modificr

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

CLASS FEATURES

The following arve class beatures of the Inkyo,

Weapon and Armor Proficiency: Inkyo are pmﬁcmnt
with all Simple weapons. While monks of the Brotherhood of
Shinsei do not often wear armor, they are proficient with
Light Armer from their work with peasant ashigaru, Armor
check penalties for armor heavier than leather apply 1o the
skills Balance, Climb, Escape Artist, Hide, Juinp, Muve
Silently, Pick Pocket, and Tumble,

Improved Unarmed Strike: The inkyo gains the benefir
ol this Geal a1 che 15t level, His unarmed serikes are considered
armed serikes,

Unarmed Damage: Although they do not focus upon
martial rraining as much s monks, the inkyo do believe that 2
fitbody is necessary to achieve a fir tmind. Thesr training in the
martial arts gives them an advantage in unarmed combat.
At the 1st level, the inkyo's unarmed strikes inflict 1d4
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damage (rather than the normal 1d3). This increases by one
die type at the 5th level and every tive levels thereatter,

Kiho: At the 15t level, the inkyoe may select an additional
feat. This banus feat must be o ldha, and the chargcter must
meet all prerequisites in order to learn the fear in question.
The inkyo gaing another kihe feat at level + and every fourth
level thereafrer (8th, 12th, 16, and 20th),

Cerrain feats previously appearing in the Blayers Hundbook™
are now considered kiho feats. These are: Blind-Fight, Deflect
Arrows, Improved Disarm, Improved Trip, Stunning Fist.

Fears from Oriental Adventures™ which are considered kiho
Include: Choke Held, Defensive Strike, Defensive Throw,
Eagle Claw Attack, Earths Embrace, Falling Star Strike, Fists
of Tron, Flying Kick, Freezing the Lifeblood, Grappling Block,
Grear K1 Shour, lmproved Grapple, Kharmic Strike, Ki Shout,
Fain Touch, Kounddbout Kiclt,

New kiho introduced in this bool include: Broaking Blow,
Cleansing Spirit (Kiho), Death Touch, Flee the Darkness,
Forrune's Breath, Heare of Stone, Byoky, Self Mo Self, Soul of
the Four Winds, Spirit Strike, and Zanji.

Void Use: At the time of character creation, the inloyo gains
the Void Use foar, If using the man&amr}' ancestor feat rules
from Orental Adventures™ Void Use may be subsrituted in
PJ.H.EC' UF an ancestor ﬂ:at.

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

Purity: The inkyo exists in a state of harmony with the
elements, As such, it is more difficult for elemental magic
{ Adr, Barth, Fire or Water spells) to harm hin, At the 30d level,
tlve inkoyo gains 2 +1 enlightenment bonus o all saving ows
versus elemental spells, This bonus increases by one at every
third level thereafrer (6ch, och, 12¢h, 15th, and 18ch levels),

Improved Void Use; Beginning ar 10th level, the inkyo
galns an addirional +1 Veld bonus on any attack voll, skill check,
or saving throw when spending a Void point. (See the Vioid Use
feat far detaile ant the vormal applicatins of Vioed Foets) The inlopn
tay nowr spenid 2 Vi Foants ona single attaclk roll, shall check,
or saving threw These bonuses stack with ather Void bonuses.

Serenity: Te the enlightened mind, fear is simply 2
distraction to be put aside, Beginning at level 13, the inkyo
is immune to all tear ettects He also gaing a +5 to resict any
effect that would alter his thoughts or control his actione:
this includes both spells and ereature abilities.

Supcrior Void Usc: Beginning at the 17th level, the ink}r{)
gains an additional +2 Void bonus on any atrack roll,
skill check, or saving throw when sp:nding z Void point,
He gains an additional +2 Void benus when using Void 1o
auguent his Avmor Class. These bepefits stack witlany viher
Virid bonuses (Tor a wial of +5 with Void Use and ITmproved
Void Use). The inlyo may now spend up 1o 3 Yoid Peins on
a single atrack roll, skill check, or saving throw,

A note on mulri-classing: While it is possible 10
multi-class from the inlyo class into other non-monk basic
classes without losing any inkyo abilities, it is strongly
recommended that CMs nat allow it Hntering 2 monastery in
Bokugan ic considered final, and few monks ever retuen to the
life they lenew bafore they shaved their heads and took up the
study of the Tao.

A note on feats: Inkyo are monks, albeit less marrially
inclined than standard monks. Any feats which have az a
prerequisite s specific level of the menlk class may be
purchased by an inkyo ar one level above the prerequisite.
Tor example, 4 feat that requires monk level 4th+ could be
taken by an inkyo beginning at the Sth level.

MKEMO STARTIG PACKAGE
Armor: Mone,
Weapons: Bo (1de, erit 22, 4 Ib, Large, Bludgeoning).
8kill Sclection: Pick a number of skills cqua! to 4 + Int
madifier.

skiil Ranks Abllity Armor
Balance 4 DCrex -
Concentration 4 Can -
Ciplemacy o Cha -
Knowledge (Shintao) 4 Int -
Sense Mobive 4 Wis -
Spot 4 Wis -
Tea Ceremony 4 Wis -
Tumble 4 Dres -

Feat: Lf Crex 15 13 or higher, Dodge. 1f Dex is less than 13,
then Iron Will

Bonusg Feats: Void Usze; Self/MNo Self

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

Wealth: 5d4 loalo
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NEW SKILLS

BATTLE [us:

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

mand others effectively on the Aeld of hattle
Check: While the Knowledge {War) slill represents 2

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

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

 Hunch: This skill allows you o sense whether or nor the
enemy's goals are truly what they seem to be. It is essen-
tially Sense Morlve on a grand scale, A suceessful check ran
reveal whether the enemy is fighting defensively to delay
you, intends to concentrate on g specific ohjecrive, or
simply wishes ro retreat. (1f vou have § or more ranks of
Setige Motive, yon gain a +2 synergy bonus to this check.)

= Recognize Ambush: This use of the skill allows you to
recognize aress that would male effective ambush points,
allowing vou to either avoid an smbush or organize one
ot your own. This only bestows 0 general wariness of whar
could happen; detecting hidden sttackers still requires
o suceessful Spot check.

= Find Weakness: An opposed Bartle check against the leader
of an cnemy army may be used to find some weakness i
the opponent'’s strategy.

Battle Task bC
Find Advantage 15
Hunch 20
Recognize Ambush 0
Find Weakness Special

It you have § or more tanks in Knowledge (War) you ger
+2 gynergy bonus on Bartle checks,

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

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

Class Skill: Barbavian, fighter, paladin, moger samurai, ogue.

GRAMZES wnzsss

Like Craft, Profession, and Enowledge, this skill encompasses
many separate skills. Fick a game from among the following:
Kemarl, Go, Shogi, Sadane, or Sumai (see the Rekugant cuttre
section for detailc on these games). Yon are particularly skilled at
rhiz game. You may nse games not listed in this bool with this
aleill, with the DM approval,

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

Game Key Ability
Kermari e
Go, Shogi Wis
Sadane Cha
Sumaj St

Retry; A check for an individual eontest may not be rerred,
though you may be ible to challenge your opponent to a
retyateh.

Class Skill: Bard, courtier,

KNOWLEDGE onr, ramnzp onwwv

A number of new Knowledge skills are available in Rolugan,

= Ancestors (hloodlines, ancestry, and prominent shiryo.)

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

* Elements {the minor kami, the ebb and How of elements,
kihe; in meet situations in Relugan this shill supersedes
Enowledge {arcana).)

« Law {critne, punishment, enforcement; and other legal
matters).

+ Shintao (the Tao of Shinsei, the path of enlishtenment,

sects of the Drotherhood of Shinsei, general philosophy

and wisdom),

Fortunes (the Fortunes, the Kami. shugenja lore,

and the Celestial Order).

* Spirit Bealm (choose @ specific Spirit Realm —
Chikushudo, Gaki-do. lgoku, Meida, Sakkalu, Tenpalu,
Toshigoku, Yomi, or Yume-do. Provides specific informa-
tien about that Realim). See Cosmalogy sectran for details on
Sperit Kealms,

Special: Enowledge (eletments, Fortunes, and Shintao) ave
clazz shills for monks and inkyo. Knowledge (law) is x class
skill for samurai. Enowledge (eliguette, history, local,
nobility and royaley) ave class skills for courtiers,




{NOWLEZDG= (R=ZSEZNARCH) rnr
Yom are shilled in using libraries, historical archives, and other
resources of knowledge ro find specific information. IF you
hawa access to such raferences, vou may use them to research
obzeure information quickly and efficiently Though this iz
part of the Enowladge skill, its applications are complicated
enough to merit its own skill deseription.

Checls: If your source of refercnce containg information
relevant to whar you are rescarching, vou ger a circumstance
bonus to vour subsequent Knowledge skill checl according to
the result of vour Research checlk. This bonus is equal to +2
{Research DO 10) with an additiom] +2 lor every 5 by which
you exceed thiy DC. A successful Research check can nequine
anywhere from an hour to days, depending on how obscure
the subject of the research may be,

Rerry: Yes. Each recry reqguires an equal armount of time
and searching. However, if the references do not contain the
informatinn you are seeking, nn amatnt of retrping will be
sieressfil.

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

MIMIC chn; Toanze onwys

You can repraduce the voices of others, or the sounds made by

creatures you have heard.

Check: You can arrempr to digguise your voice as that of
another person, or trick athers into belisving they have heard
whatever cresturs sound you wish to mimic, You must spend
at laast a day practicing vour mimicry, or sutter a —& circum-
stance penaley to your check You may not attempt to mimic
people or creatures you have never heard before, Anyone that
hears you must melie an opposed Listen checl to realive that
what they are hearing is not authentic,

Retry: Generally, once vou have failed to fool 4 target you
cannot fool him again, Any further Mimic checks (emulating
other veices or nolses) against the same person during that
etcounter safler & —2 peoaley

Special; If vou have 5 or more tanks in Listen, vou receive
a+2 synergy bonus on Mimic checks,

Class skill: Bard, druld, ninja, rogue,

YOISOMN anr trminse onwys

This skill allows the character to brew and prepare poisons.
Many members of the Shosuro Gunily are adept in coaliing
lethal poisuny from animals, vegetables, and minerals, All of
the poisons on the following list use the rules for poisons in
the Dunceon Master's Guide™

Checle: As per the usual rules for Craft skills (see the Plaver’s
Handbook™). The number listed under *Brew” is the DG
required to brew ane dose of that vanety of poison, Maling
any poison requirss & Poison Lab (See New Equipment, page 51)
and the proper materiale,

At any time; erafting a poison carries a 10% chance thae
the character will poison himeelf during the brewing process.
Ct‘afring an animal poison carrieg a2 20% chance of
self-poisoning, Any character class with the Poison Use
ability negates the risk of self peisoning when crafting poison.

Inereasing potency: Increasing the brewing DC by § increases
the save DC of that poisen by 2. You cannot inerease a
particular poison's DC by more than 4.

The poisons listed below are described in Oriental
Advertures™ Excepl (o thuse wadked b}r an asterisk (*) which

are detatled elsewhere in this boulk,

Paisan Mame Brew DC
Anfrtal Pofsoins
Bee Venom 20
Black Viper Venom 25
Cobra Toxin® 20
Jellyfish 20
Putterfizh {fugu) 30
Searpion Venom 20
Snalke Yenom 20
Spider Venom® 0
Wasp Venom mn
Herho! Pofzons
Lrripping Poison® 30
|eraki Repu 25
Jeroku Repu Smake 7%
Ketsu z5
Kirei-ko 25
Warui Paseri 25
Wish You Dead* 35
Cther Poisons
Bog Hap Blood* 30
Fauntei Shi 40
Fire Biter 20
Het Madness*™ is
Might Milk 20

Special: If yon have five ranks in Profession Cherbalist),
you gain 1 +2 synergy bonus on when creafting herbal poisons.

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

IF you have five ranks in Crafe {poison), you gain
o 12 synergy bonus on Heal checks when eecating ¢ poison,

Class Skill: Ninja, rogue.

STY=AK LANGUAGE mons; raansp onwvr

This skill iz described in the Players Handbaok™ Additional

langu:}ges available in Relugan are as follows:
Achalan — Spﬂl{en by the Ashalan; knoven by a few Unicorn,

= Assgssin - A secret hngungc of the Assassins Cuild of
distant Medinant-al Saleam, Almost unknown in Rola:u.gan.

» Bakemone — Spoken by gobling,

¢ Chikushiudo — Spoken by animal spiries.

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

* Tvory Kingdoms — The root of @ varieoy of different tribal
dialeces, spoken by denizens of the gaijin Ivory Kingdoms.

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

* Mekhem — Common language of the gaijin peoples of
the Rurning Sands.

« Matn — Adapted from the Ujik-hai langnage, now spolken
exclusively by the Unicorn,

* Mujina — The language of the tricksters, spolen by mujina
and lnown by Mezumii,

* Mapa — Spoken by Mags,

* Nezumi — Spoken by Ratlings.

< Opre Spoken by free ogres,

+ Oni — Spoken by the demons of Tigoku, maho-tsulai,
and other Tainted créatures,

+ Rokugani -—— Spoken by the general populace of Rokugan.

* Senpet — Gaijin language spoken by citizens of the distant
Senpel Empite.

» tobamjin — Guijin languaze spoken by the barbarians of the
northern mountains.

A =UIATEN

a
n

S I

Sy Ty Y



A=uaLn

Mm=ao

T=R CERZMONY s, Tranzr oy

Your are.a master of the are of the tea cetemony You may use
the beauty of your art to banish ego and desire, restoring focus
to }roursel:l: and others.

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

Class Skill: Courties, inkyo, munk, sumurai, shugenja,

I.-I"'JJIID' BONUS

me feats and J|'||||t|-" in this book provide what is

frorm lhr

CLAN-RESTRICTED FEATS

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

A character who gaing the trust of another clans sensei
{a difficule task) may be educated in the new clan’s techniques,
However, sven similar clans have extremely divergent
methods of training, and require their students to readjust
their manner of thinking accordingly, Any character whe
wishes to learn the techniques of & clan ather than his own
must learn the Different School feat.

Ronin characters tend to be more open-minded and
flexible than these raised among the Great Clans, and may
adopt one clan’s school, and the abilicy to learn their rech-
nigues, witlwur pl:ni:il','. LAssulning, ul course, that the school
accepts a ronin.} If a ronin wishes to lears the techniques
of a second clan afrer this, he must take the Different School
tear normally

HO ¥F=ATS

The term *kiho feat” is used to denote feats available o the
inkyo character class as bonus feats. Most kil Teats are by
o means restricted w inkyo, Any character who meers the
prerequisices for 2 kiho fear may lewrn the fear,

TasLE 1-8; New Feats

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

Con 13+, Void Use
Great Fortitude
The Mountain Doss Mot Move

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

Crane Clan Technigues Prerequisite
Indefatigable Hero -
{Ancestor: Daji Hotei]

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

Speed of the Kami Base attack bonus 3 or higher
Dex 13+
Waid Lse

The Sudden Strike Base attack bonus +2 or higher
Dex 13+

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

Way of the Crane Dex 13+

Martial Weapons Prof: Katana
Weapoh Focus: Katana

Kakita Technique Base attack bonus +6 or higher
e 134
Weapon Focus: Katana
Way of the Crane

Dragon Clan Technigues Prerequisite
Daisho Technique Base attack bonus +1 or higher
Wis 13+
Martial Weapons Prol; Katana
Martial Weapons Profl;
Wakizashi
Heart of the Dragon Base attack bonus +10 or
higher
Wis 13+, Cleave
Martial Weapons Prof.: Katana
Martial Weapens Prof:
Wakizashi
Daisha Technique
Togashi's Technique Base attack bonus +6 or higher
Wis 13+
Martial Weapons Prof.: Katana
Martial Weapons Prot.:
Wakizashi
[Faisho lechnique
Way of the Cragon Base attack honus +1 ar higher
Wis 15+
Martial Weapons Prof.: Katana
Martial Weapons Prof.:
Wakizashl
Daisho Technique
Elerrental Atluriermenl Wis 13+
Let Hirm Go By Base allack bonus +6 or higher



Prepared

{Ancestor: Mirurnote Takeda)

Lion Clan Techniques
Death Trance
he tinal Lesson

Matsu's Roar

Spirited

[Bncestor: Akoda Sarmune)
Strength of Purity

Way of the Lion

Akutde's Technigue

Mantiz Clan Techniques
Cald and Cunning
[Ancestor; Gusal)
GCusal's Technlgue
Hand of Osang-wo

Soul of the Slorm

Strength of the Earth
Way of the Mantis

Phoenix Clan Techniques
Elemental Artunement
immortal Spirit
[Ancestor: Asako Ingen)
shield of Honer

Way of the Phowenix

Ma-Mind

Shiba's Technique

Mo Muzions

Scorpion Clan Technigues
Speed of the Kam|

Strike at the Tail

The Pincers Hald,

the Tail Strikes

Weoid Use

Prerequisite

Base attack banus <1 or higher
Base attack hanus <10 ar higher
Power Attack

Base attack bonus +6 or higher
Void Llse

Heonorable

Base attack bonus +1 or higher
Str13+

Base attack bonus +8 or higher
Sl 13+

Way of the Licn

Preraquisite

Crex 13+, Bluff Skill, Quick Draw
Base attack bonus +3 or higher
Str 15+, Am bidexterity

Two Weapon Fighting

Base attack bonus +6 or higher
Woid Lse

Toughness

Base attack bonus +1 or higher
Dex 13+

Prerequisite
Wis 13+

¥oid Lise

Void Lse

Wi 13+

Base attack bonus +3 o higher
Yoid Use

Wis 13+

Way of the Phoenix
Void Use

Wfis 134

Wy of the Phocniy
Void Use

Wis 13+

Way of the Phoenix
Shiba's Technique

Prerequisite

Base attack bonus +3 or higher
Drex 13+

Improved nitiative

Vaid Use

Base attack banus 16 ar higher
Expertise

Improved Disarm

Imt 13+

Base attack bonus +10 or higher

Bl Skill
Expertize
Improved Initiative
int 13+ .
Strike at the Tail

Subtle Manipulator -
{Ancestor: Bayushi Akoru)
Way of the Scorpion -
Bayushi's Technique Base attack bonus +2 or higher

Int 131
Way of the Scorpian
Fincers and Tail Baze attack bonus +4 or higher
Bluff Skill
Way of the Scorpion
Unicorn Clan Techniques Prerequisite
Dancing With the Fortunes  Cha 13+
Gatherer of Winds -
(Ancestor: luchi Atesoro)
One Spirit Base sttack bonus +6 or higher
Strength of Purity Honorable
Utaku's Void of War Base attack bonus +3 or higher
Way of the Unicorn Dex 13+
Ride Skill
Shinjo's Technigue Dax 13+
Ride Skill

Way of the Unicorn

Miscellaneous Clan Feats Prerequisite
Ear of the Emperor -
(Ancestor: Miva, Imperial)

Way of the Falcon Base attack bonus +& or higher

Blind-Fizht
Wis 13+
Way of the Fox Wis 13+
Yoid Use
Way of the |Hare Base attack bonus +1 or higher
Dex 13+
Jurmp Skill
Daredevil -
(Aneestor: Usagi Reichin, Hare)
Way of the Sparrow Int 13
Way of the Wasp Base attack bonus +9 or higher
Dex 13+
Paint Blank Shot
Rapid Fire
Precise Shot
All Clan Techniques Prerequisite

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

Void Lise

Waid Use

Sarmurai

By DM permission anly
Knowledge {clan ar Bamily,

Depths of the Void

Ilifferent School
Ko the Schonl

2 ranks)

Vaid Use —_

Kiho Feals Prereguisite

Breaking Bilcrr Base attack bonus +5 or higher
Str 15+
Improved Unarmed Strike
Fists of Iran

Cleansing Spirit o

Death Touch Monk or inkyo level 13th+
Wis 19+
Vaid Use
Depths of the Void

Impraved Unarmed Strike
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Flee the Darkness

Fortune's Breath

Heart of Stone

Ryoku

SelfiNo self
Soul of the Four Winds

Spirit Strike

Zanji

Cenaral Feats
Armor Focus
Chosen b}rthe Kami
lehi-Miru

Innate Ability
Kitsuki's Method
Waho Focus
Masker Researcher
Perceived Honor

Political Marneuvering

Ritual Magic
Steady Soul

Student of the Arts

Superior Element Focus
Versatile

A NOTE ON KATANA

Pain Touch

Stunning Fist or monk's
stunning attack

Monk or inkyo level 3rd+
Wis 184

Woid Use

Monk or Inkyo level 15t
Wis 15+

Con 15+

Improved Unarmed Strike
Monk or inkyo level T0ths
Base attack bonus +3 or
higher

Wis 13+

Weud Lise

Improved Lnarmed Strike
Yoid Use

Improved Unarmed Strike
Vold Use

Depths of the Void
Improved Unarmed Strike
Void Use

Cepths of the Yoid

Any two other kiho feats
Concentration (10 ranks)
Sense Motive (10 ranks)
Two other kiho feats:

Prerequicite

Armor Proficiency
Shugenja level 1+
Diplomacy (5 ranks)
Senze Motjve (5 ranks)
Spot (5 ranks)

Listen {% ranks}

Vioid Use

Search (6 ranks)

Sense Motlve (6 Ranks)
Must know at feast one
maho spel|

Spellcraft (5 ranks)
Diplornacy (10 ranks)
Sense Motive [10 ranks)
Monk, inkyo, or shugenja
level Tat+

Charisma 14+

Drexterity 144+

Shugenja level 1)

A 14 |8 mechanically identical to a masterwork bastard

aracter proficient in martial »

ciency do nol requine e
they specifically state such

VOID US=

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

ARODAO'S TECHNIQUE ruon reaimovsr

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

Prerequisites: Base attack bonus 18 or highet, Str 134,
Way of the Lion,

Benefit: If you succeed on a melee attack roll by an amount
greater than the amount needed to succeed, you gain half
the difference {round up) as a bonus to your nexe artack roll
against the same opponent in the spve tound. 1 yow bave oo
mure attacks Lthis round, the bonus is lost,

ARMOR FOCUS

[ALL CLANS TECHMIGUET
You ave particularly adepr at fighting in 4 certain type of
armor, uging ite protective qualities to your best advantage,
Prerequisite: Armor Proficiency with the chosen armor.
Benefit: Select one type of armor. You gain an additional +2
dudgc banus to your AC when wea ring this armer,

BAYUSHI'S TECHIIQUE=

ESCORTION TECHMUIQUEI
You are adept at taking advantage of vour opponent’s weakness.

Prerequisites: Base attack benus +2 ar higher, Tar 434, Way
of the Scorpion,

Benefit: You inflict an additional 1ds damage on your
apponent whenever he iz denied his Dexterity bonue to AC.
This bonus applies with missile weapons ag well, but enly
when you are within thirty feet of your target.

Special: This feat may be talien multiple rimes, té a
mupximum of five times. This stacks with the sdditional dice of
damage grincd from the ancak attack clasa ability,

BR=ZAKING BLOW nuuer

You are capable of inflicting powertul attacks. This beat is often
called tamaszhivwara by the monke who practice it,

Prerequisites: Base attack bonus 15 or higher, Str 151
Improved Unarmmed Strilee, Fists of Lron,

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

CHOSEN BY THE KARMI numor

.YGU. J.'!ﬂ\rf.' TRTC tnlr_'nt FI:‘T a al‘iugcnja, Elnd are ﬂlﬁlc w0 S.FPJ,}" YOU g
sclf to many things at once.

Prevequisite: Shugenja level 1+

Benefit; You may increase vour level as shugenja afte
taking levels of anether character class, so long as your
shugenia level temaing within vwe levels of a1l your other
charicter classes (excluding prestige classes), In addition, vou
gain shugenja as a favored characrer class (in addirlon o any
other favored characrer classes you may have}.
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CLEANSING S?PIRIT wmmos

You are cipable of emering o meditative trance in which you
purge contaminants from your body

Beneflr: You may spend a Void Point o gain a +10 vuisd
bonus on any save vs. poison or disease. If vou enter 3 medics-
tive trance for at least four houts per day for a week, and make
n sneresshi] Concentration check each day (DC 250, you may
cure yomrself of 1dé points of Shadow Points or Shadowlands
Taint. {This will allow a character to remove his lasr point of
Taint.)

Special: This feat may be selected only by inkyo and monls.

COLD AND CUNNING
FANCESTOR: GUSAIL

You are descended from the [vander of the Mantis £lan, whe
dled for his imperrinence but was honored [ur his boldiess,
Clan: Mantls
Benefit: You gain a +2 bonus to all Bluff and Pick Pocket
checks.

PRISHO SPECIALIZATION

AL CLANS TECHMIGURT
You are adept in using the weepons of your ancestors,
Frerequisites: Base attack bonus +5 or higher, Weapon
Eocus {katana) or Weapon Focus (wakizashi), samurai level 14,
Benelit: Chovse cither the katana or the wakizashi, You
oain i +2 damage bonus when using that weapon. You must
have Weapon Focus with the appropriate weapon before
selecting this feat. This is effectively a limited version of the
Weapon Specialization fear thar is available to samurai, This
bonus does not stack with Weapon Specialization.
Special: This feat may be selected twice; once for karana
and once for walizashi.

DRISHO T=ECHNIQU=

IPRAGON TECHMIQUE]
You are skilled in the Miten style, using the katane and
wakizashi simultaneously.

Prerequisites: Base artack bonus +1 or higher, Wis 13+,
Martig] Weapon proficiency: Katana and Wakizashi.

Benefit: When holding a katana in yeur primary hand and
a wakizashl in your off hand, you may fight as if you had the
Exotic Weapen Proficiency: Karana, Ambidexrerity, and Two
Weapon Fighting feats.

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

DANCING WITH TH=
FORTUNES rvucozn tecHmaues

Some Unicorn are ineredibly lucky. You happen 1o be one
of them,

Prevequisite: Cha 134

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

Specinl: You may gain this technigque multiple times, up to
a maximoum number of times equal to your level divided by
three (round up). It may be vsed only once per roll, The For-
tunes can be fickle, and if you disappoint your patron Fortune
o will lose the use of this feat until you arone:

DRARED=EVIL rnncsston: usng msicHing

¥ou are descended from the Firet Hare, 2 brave ronin who
risked his life fighting the armies of Tuchiban,

Clan: Hare

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

Special: You may gain this technique multiple toes, up w
3 maximum humber of rimes equal o your level divided by
three (round up). It may be used only once per roll,

DEATH TOUCH nunos

Yo are capable of a deadly atemi artack, causing an opponent
o slowly wither amd die.

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

Benefit: ¥You may spend five Void Poinrs when delivering
an unarmed attack ro deliver the Death Touch. The targer
must immediately make 2 Fortitude save (10 10 + one-half
your level + your Wisdom medifier) to resisr the effects TF
unsuccessful, the target takes damage equal to your level once
every twelve hours, This damage may not be healed by any
means until the death touch is removed.

You may temove a Death Touch you have placed by making
ancther unarmed strike agoinst the same target. The only
other eure 15 a Heal check (DC 50). If the healer alse knows
the Dieath Touch feat, he gains a +20 competence bonus to this
woll,

Death Touch Is inefTective against targets that are immune
to critical hies,

DEATH TRANCE nion rechmous:

You fear nothing, Not death, not the unknown, nothing.
Prerequisite: Base attack bonus +1 or higher.
Benefit: You are immune to fear effects, and confer a +4
murile bonus against Fear toall allies within ten feet.

DEPTHS OF THE VOID

[ALL CLANS TECHNIGUEI

Your chi is mote focused with the ebh and flow of the Vaid.
Prerequisite: Void Use.
Benefit: Your maximum Void Points are increased by two.
Special: You may gain this technique multiple times.
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It yau ch = to have characters from other campaign

settings '-.'i".t WG

y learn technigue

IORAR 35 |'|Ee continues §

DIFFER=ENT SCHOOL

EALL CLANMS TECHNIGUEI
You have been trained in the technigues of mulriple schools,

Prerequisite: By DM permission only,

Benefit: Choose a clan other than your own. If you remain
on good rerms wirth this clan, you may learn their technique
feats as if you were a member of thar elan. If yon are 5
shugenja, you may now select sehonl spells from thar school
as well as your own. Selecting a school with a different ele-
ment focus than your eriginal school does not change your
element focus, it merely broadens the selection of spells
available to you to include these taught by that school. You
may not select a school with an element focus in an element
barred to you.

Special: This feat tnay be chosen multiple times. Each time,
it apphics to & different clan, You cannor take this feat unless
Yo have & significant connection with the appropriate clan
and a willing teacher,

ZEAR OF THE EMPEROR

[ANCESTUOR: MiyAl

You are descended from the firet Miya, who earried the
Emperor's Blessing to the people in the walee of Fu Lenp:
destructive rampage.

Clan: Imperial Families

Benetit: You gain a +2 bonug on all Diplomecy and Sense
Meotive checks, +4 if vou sre wearing no visible armor or
WEeAPOS.

ZLEM=NTAL ATTUNEZRENT
[ORAGON/YHOSMX TECHIUQUEI
You senses are honed to detect the dance of the elements,
granting you an uncanny sense for magc:
Prerequisite: Wi 13+
Benefit: Whenever magic is cast within one hundred feet
of your position, the DM secretly rolls 2 Will save for vour
chatacter as if he were the target of the spell (even if the spell
does not normally target or require Will saves), TF this Will
save is successful, your character is immediately aware that
magic was used and knows the location of the caster, This iz
only o brief flash of insight; if the caster quickly moves aris
concealed in some mannet you may not be able to idencify
him.

TH= FINAL L=ESSOMN ron rsenmavzs:

Omnce you have progressed to this level, failure no longer
oXIEtE.

Prerequisites: Buse attack bonus +10 or higher, Tower
Artacle,

Bencfit: If you declare a Power Attack and miss, bur would

have struck yvour targer if not for the penalty bestowed by the
power attack, then vou strike your target normally bur receive
no damage bonus whatsoever. Only the base damage die of the
weapon itself and any additional dice of damage due o
enchantments upon rhe weapon apply

FLEE THE DARKNESS mamor

Youvan harness your Void to resista varlery of effects,
Prerequisites: Monk or Inkyo level srd+, Wis 15+, Void
Use.
Benefit: You may spend a Vnid Point ta gain g +10 honus to
any Will save, ot gain spell resistance 20 against magical
effects which allow no save,

FORTUNE'S BREATH nanos

You have mastered the art of the true breath, and need little air
to survive.

Prerequisites: Wis 154, Inloyo o Monl level 154

Benefit: You can hold your breath for a number of minures
edquaal ea e Constitntion

Normal: A character can hold his breath for toro rounds per
point of Constitution,

GATHE=R=R OF UWINDS

[ANCESTOR: WCHI ATESOROT
You ave desceuded foom se liest male Tuchi w adopt the life of
a buslii, His shill ae dodging the arrows of his opponents was
legendary
Clan: Unicomn
Benefir: You gain a +2 dodge bonus to AC bonus agarnst all
tanged areacks

GUSAN'S TECHNIQU=E

IRANTIS TECHNIGUE]
You are adept at hiding small weapons on your person.

Prerequisites: Dex 13+ Bluff skill, Quick Draw,

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

If vou appear to be unarmed, but quick draw your sucress.
fully concealed weapon and attack an appanent, you gain a
+1dé damage honus against ot opponent and negate his
Texterity honmns to Armor Clase for this artack. Any ereature
of animal Intelligence or lower, or that is not vulnerable to
critical hits, is immune to this effect. This action may only be
performed once per enemy, a5 they quickly grow wise to your
deception,

HANMD OF OSANO-WO

[RANTIS TECHTUQUEL
You are adept at wielding your strength ro 15 best advantage
when using two weapons.

Prerequisires: Base atteck bonus +4 or higher, Ste 154,
Ambidexteriey, Two Weapon Fighring.

Benefit: You gain your full Strengrh honos to all damage
rolls with your eff-hand weapon This fear applies to double
'A.UF':II'II:'III'H Ax WF"U,

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



Special: A characrer with an ability which allows him 1o fight
wo-handed mav learn this fear withour the Ambidexterity

and Two Wetpon Fighring prereguisices, but mav only appdy It
when using thart ability

HEART OF STONE nonoz

You are adept at resisting dumape.

Prerequisites: Monk or inkve level 10th+, Con 15+,
Improved Unarmed Strike.

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

HEART OF THE=
DRAGON trracon rscnniausz

Your fury in combat is unmatched, the
ujll'jghttuua [‘d“ bl‘f{b‘l‘: YU‘U.'. hii“jl:i.
Prerequisites: Base attack bonus
+10or higher, Wis 13+, Cleave, Mar-
tlal Weapon proflclency; Katana and
Wakizashi, Daisho Technigue.

Henefit: Once per round, you may .+
rake a five foot step hefore making a Cleave
attacls,

Special: If you possess the Crear Cleave feat as
well, this fear may be talken multiple times; each
time it ig selected you may use it an addirional
time per round,

HIDA T=CHNMUIQU=

ICRAE TECHTUQUEZ
Your hide is as tough as the Kaiu wall
itself.

Benefit: You gain 2 +1 natutal armor
bionus ro AC. This fear may be gained
multiple timez Its effects stack,

Special: The total narural armor
bonus gained by this Feat may not
exceed your level divided by three.

HIDA's RAGE

[CRAB TECHNIGVEI
The rige of Hida fows through your veins you are prepared
to make the ultimate sacrifice te defeat your opponents.
Prerequisives: The Mountaln Troes Wor Move, Toughness.
Benefit: Before making an arcack roll, you may voluntarily
sacrifice your own hit points to inflice additional damage. Far
every twn hit points von saceifice, vou do 1d4 damape o your
opponent if wou hit. You may nat sacrifice more hit points on
one ateack than your Constiturion modifier. Your own hit
points are lost whether or not your attack roll is suceessful

ICHI-MIRV tezn=znu:

Ichi Miru (“first loolk"} is the art of quiclly reading another
PEI'SGIfS IMinnerisms,

Prevequigites: Lliplomacy (5 ranks), Listen {5 ranks), Sange
Motive (5 ranks), Spot (5 panke),

Benefit: This feat grants a +4 competence bonue to Sense
Motive checks, +6 if you possess anv levels of the courtier
class.

Crame Sameral

IRMORTAL S?PIRIT

[ANCESTOR: ASARD INGENI

You are descended from a legendary Asako henshin, who
would have been asa god had circumstances not conspired
againat him

Clan: Phoenix

Benefit: You gain 2 +1 bonus on Sense Motive checks. Your
criteria for entering the Henshin Mystic prestige class are
teplaced with the Following: Alipnment: Aoy lawhul, Base
Attack Bonus: =5, Knowladge [re!:ig:iun}'. 11 ranks, and
Enowledge (orcane) 4 ranks,

INDEFATIGABLE H=RO

LANCESTOR: POT1 HOTEI
You are descended from an eccentric hero of the Crane,
who fought bravely unto his death even long after
iz clan demanded his retiremeant,
Clan: Crane
Benefit: You gain a +1 to all Fortitude and
Wil gaves

INNATZ ABILITY

ISTECIALT

You lave becoine so ill.lepl at wielding the power
of your magic that some uf your spells have
become g part of you,

Benefir: Choose three spells that you know,
You no longer require ofuda a5 a divine focus
when casting these spells. If you do use an

efttdn while casting a spell selected as an
innate ability, all level-dependent effects of
the spell are increased by one,

Special: You may take this Fear
multiple times. Each time it is taken, dif-
ferent spells must be selected. This tear is
available only to shugenija,

RARITR'S
T=CHNIQU=

ICRANE TECHNMIGVEI

As vour mastery of Kakita's teachings increases,
your deadliness in combat prows. You have vast reserves of
inner strengeh, and have learoed w locws thein thepuph you
sword.

Prerequisites: Base attack bonus +3 or higher, Dex 13+,
Void Use, Way of the Crane,

Renefir Benefit: You may spend more than one Void Point
on Lagjutst Focns skill checks when in a formal Taijursu duel,
or on attack rolls when nsing 4 keatana, All Vioid Painrs Sfientin
a formal laijuten duel or on attack rolls using a katana grant
you 2 +3 Void bonus rather than the standard +2.

RITSURI'S METHOD rezn=zmu1

Yot are skilled at picking out minute details.

Preregquisites: Void Use, Search (6 ranks), Sense Motive
{6 Kanks)

Benefit: You mayv epend any number of Void Foints an
Spot, Sense Motive, and Sesrch checks. Each Void Point you
spend on these checks gives you a +4 Void bonus to your result
rather than the standard +2.

' F
=
8 n
g T
B

C
H
n
v
T
R
O
n




A=uyaIN

»
i

KNOwW TH= SCHOOL

[ALL CLANS TECHTUQVEL
You have studied the students of another clan in sxquizite
detail, and know how to defeat their rechnidques,

Prerequisite: Knowledge (appropriate clan or family,
7 ranks),

Benefit: You must choose 3 Great Clan or Minor Clan
as the focus of this feat when you select it, You gain a +1
competence bonus on all Senee Motive checks, Bartle checks,
Blutf checks, melee attack rolls and melee damage rolls
against members of the chosen clan, and 2 +1 dodge bonus to
your AC ageinst melee attacks from members of the clan.

Special: This feat may be chosen multiple times. Each time,
it applies to a different clan,

L=T HIM GO BY wzncon tzchmovss

“When the énemy chavges you with strength and wgereey; leb him go
by — Mirumoto's Miten.

Prerequisite: Basc attack bonus +6 or higher, Void Use

Benefit: When performing the Total Defense action, you
may spend a Void Point to immediately make a melee artack gt
your highest base attack bonus agalnst any uppunent who
attacks you and wisses. This is not an attack of opportuniry,
and may be performed as many times per round as you have
Yuid Puints remaining. Only one arrack may be applied o
a single enemy each time he misses vou.

MAHO ¥OCUS

Yeur blood magic is especially potent,
Prerequisite: Must know at least une maho spell,
Benelit: Add +2 o the Difficalty Class for all saving throws
apainst your maho spells. The effects of this fear stack wich
those gained by the Spell Focus fear,

MASTER RESEZARCHER
IGENZRAL]
You are skilled at researching new applicarions for magic.
Prerequisite: Enowledge {Research) 5 ranks.
Benefit: You gain a +2 bonus to all Spellorafe volls when

researching new spells. The cost whenever you research a new
apell is reduced by 208

MATSU'S ROAR ruon techmuavs:

Your fury in battle is terrifying to behold,

Prerequisites: Base sttack bonus 16 or higher, Void Use,

Benefit: You can spend a Void point to produce a fear effect
in 4 ten foot radius, plus two Feet for every level you have
attaincd, This effect is identical eo thar of a fear spell that lascs
for a number of rounds equal to your level and elfects every
enemy in the area of effect, with a save DC of 14 + vour
Charisia modilier, This is an extraordinary ebilioy,

THE MOUNTAIN DOES NOT

FALL rcanr r=chmoust

Your fortitude allows you to keep fighting in spite of adversity.

Prerequisites: Base arrack bonue +12 or higher, Con 131,
Great Fortitude, The Mountain Does Mot Move, Void Use.

Benefit: You may spend a Void Point as a frec action to
ignore the effects of all of the fellowing atatus cffeers for one
round: dezed, dazzled, disabled, dying, farigued, nauscated,
paralyzed, stapgered, stunned, and unconscious. This action

may be performed out of turn immediataly before the status
begins to affect yon. A dying characrer still has fewer than
zern hit points, but he can continue acting normally and
reases losing hir points. Characters who teach <10 hit points
die. If the effects of this feat cease before the duration of the
starus effect ends, the status effect resumes normally, You may
choose to continue ignoting the effects of a negative status
effect az long as you have Void Points to spend,

TH=E MOUNTAIN DO=s NOT

MOVE icans rechmous:
You can shrug off the deadliest blows and remain standing.

Prerequisites: Base Attack bonus +6 or higher, Can 13+,
Volid Use.

Benefit: Whenever yau receive damage in combar (From a
weapan or other physical attack, not a spell or special abiling,
you may spend two Void Points and male a Fortitude saving
throw (BC is equal damage dealt). If this save is successful, all
damage from the blow is negated.

MO ILLUSIONS mrozmux rsewmousr

The yojimho of the Phaemy are legendary Those under the
protecrion of a Shiba need fear for nothing,

Prerequisite: Wis 13+, Void Use, Way of the Phoenix,
Shiba's Technique

Benefit: You may spend a Void Point to attune yourself to
a specilic living person or creature within twenty feet.
Thereatter, you may spend another Void Point to know their
general direction from yoursclf This iz only a general sense,
and docs not reveal distance or whether or not your charge
still lives, but can be used to tdangulate your charge’s cucrei
location. You may only be attuned to one charge at 3 time, but
may cancel your previous attunement w attune yourself o
someone else, An wonwilling charge may make 2 Will save (DC
10+ your Charisma modifier) to resist the effects and prevent
further attunement for twenty-four hours. This is a
supernarural abiliry

NO=MIND tnosux r=cHmovss

You are always prepared to deal with any sitmtion.

Prevequisites: Wis 13+, Base avtack bonus +9 or higher,
Void Use, Way of the Phoenic

Benefit: You may spend rwo Vold Points at the beginning
of a combar round 1o prevett yourself from being flat-foated,
or In reacrion to any effect that denies you your Dexterity
bonus to Armor Class, negating that effect 'This feat has no
effect if your character is helpless.

ONE SPIRIT wncozn t=cHnauss

The philvsophy of the Unicorn encourages pupils to
immediately learn from their mistakes, and make the best of
them. You are skilled at quickly compensating far arrars in
your fighring stvle.

Prerequisite: Rase artack honos +& or higher

Renefit: Dnee per round, when peeforming a full attack
action, you gain an additional attack against an enemy it you
attempt to attack them and miss. This attack and all subse-
duent attacks in this round sutler 4 -5 penalty to hir,



r=rCzZIV=D HONOR
Through self control and discipline, ou are able to cloak your
true motivations, even to the eves of magic, This tachnique ig
particularly popular ameong the duplicitous Scorpion and the
nefarions Kolat.

Prerequisite: Int 131,

Benefit: At will, you may change your honer to that of your
Perceived Honor rank, which is one rank higher than your
truc honor. So lonig as you obey the tenets of this new honor
rank in public, any magical effects that perceive o are depen-
dent upon honor always detece this honor rank, rather than
your true oo tank. You wmay alter your hunor as g free
action, pnce per tarn, If you publicly act in a dishonorable
manner, 01 are proven o be a dishonorable person, the bene-
firs of this fear are lost uneil you can rebuild vour reputation.

Special: You may select this feat multiple times. Each time
it is takeen, vou may emulate an honor ranlk an additional rank
higher than your awn. You may not emulate an Honor rank
higher than four

Outside Rokugan: In campaigns which use alignment
rather than honor, this feat is called "Parceived Alignment.”
You may emulate any alipnment up to one step removed from
your own, plie one additional step each time you learn the
feat again, You may not take this feat more than twice. {For
example, a Lawful Bvil character with two levels of Perceived
Alignment may pretend to be Meueral Bvil, Lavwful Neurral,
Chaotie Evil, True Neutral, or even Lawful Good.) The feat’s
benefits are negated if you act in 2 manner thar publicly dis-
proves your false ﬁlig,:uuem, unless you can soanehow reluild
your repulalivo, Guood charwcters may not select this fear,

Limitation: Arrifaces, as well as effeces or irems with a
caster level five or more levels higher than your own, are not
affected by this fear, They're simply too powerful to be fooled.

rINCERS AND TRAIL

[SCORPION TECHMIOURT
You have learned the paticnee of Bayushi, end arc adept st
taking advantage of an opponcent who overrcaches himself,
Prerequisites: Base attack bonus +4 or higher, Way of the
Scorpion, Bluff Skill,
Bemefit: You may feint in combat as 4 move equivalent
action.
MNormal: Feinting in combat is a standard action. (See the
Bluff skill in the Players Handbook™.)

THE PINCERS HOLD, THE
TAIL STRIRES rscozmon rzchmavzs

You have learmed the ultimate distraction rechniques of the
Bayushi.
Prerequisites: Bluff skill, base attack bonus +10 or higher,
Int 13+, Strike at the Tail, Expertise, Improved Disarm,
Benefit: I you successfully feint in combat, and attack
vour opponent while he is denied his Dexterity bonus o
armor class, thar attack is automatically a critical threar,

POLITICAL MANREUWERING

IGENERALI
You are adept at manipulating others into difficult positions,
Prerequisites: Diplomacy {10 ranke), Sense Motive {10
rankeh
Benefit: As a standard action, you may make a Sense

Mutive check against o persen w whom you are speaking (DC
15 + the targer’s characrer level). If this check Is successful,
voul have derermined a way to convinee the varget thar his cur-
refit argument or course of action seems to be dishonovable.
You can convince him of such a thing by making & Diplomacy
check (nnpnsed by the targets Sense Mative or Diplomacy)
if wour sncceed, the target must either obey your command,
loge five poines of honer, or be unable to act for 2 number
of rounds equal to your Charisma modifier {rarget’s choice).
Any attack made by vou or your allies sgainee the target or his
allies negates this effect, Thie feat has no effect on characters
with no concept of honor, with greater honor then your
character, or who cannot understand your words,

TREPARED rmancsstoz: mmunoto TaksDRI
You are descended from g brave Mirumoto warrior who was
ever prapared to defend the will of his lord,

Clan: Dragon

Benefit: You gain an additional 11 dodge bonus to your AC
when fighting dcfcnsiw:l}r and an additional 42 du&gc bonus
w your AC when using the total defense action,

=ATLING ALLY

[ANCESTOR: HIRVMA KAZURAI

You are descended fram the hero who forged an alliance
berween Crab and Nezomi. Yan have 3 nanireal affiniey for all
MNeznmi,

Clan: Crab

Benefit: You gain a2 +4 compatence bonus on all Charisma
checks and social interactions with Mezumi, When you reach
fitth level, you gain 2 Mezumi cohort as if you possessed the
Leadership fear, If you ever do take the Leadership feat, your
Leadership score 13 considered two higher, All followers vou
obtain with the Leadership feat will be Mezumi,

RITUAL RMAGIC rm=rmnncc

You have the ability to lead or support ritual spell casting,
channeling your energy into prayers alongside other
shugenja, increasing both the power and intensity of the
resulting effect.

Prerequisite: The ability to cast divine spells a5 a shugenfa,

Bencfit: You may manipulate the results of a spell in vari-
ous ways {sec the rules for Ritual Magic in Chapter 2. The leader
of the ritual uses up a spell slot tiree levels higher than the
spells actual level, modified by any other metamagic feats.
Supporting casters use ¢ spell slot of the spells normal level,
but may not use other metamagic feats.

Speclal: Use of this fear canses the casting time of the spell
to double, after the u=ual casting time modifications for using
a metamagic fear.

RYOKV wmor

You can use barchanded artacks w strike st your opponents Void,

Prerequisites; Base arrack bonus +3 or higher, Wis 15+,
Vold Use, Improved Unarmed Strike,

Benefit: After striking a target with an unarmed melee
attack, you may spend any amoune of pour Voed Poits o sen-
vate this feat. Your opponent is forced to immediately expend
an equal number of Void Points without effect. If vour oppo-
nent loces more Void Points than he corrently has in reserve,
he cannot recover Void Points for a number of days equal to
the ditference,
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SEZL¥/NO SELF mmor

You are ahle to recover yonr Vo quickly,

Frevequisite: Void Lise

Benefit: Once per day, five minutes of meditation and 5
Concentration check {DC 15) allow a full recovery of your
Void Point reserves,

Mormal: Recovering Void Points requires a full night's rest
oran hour of meditation,

SHIBR'S T=CHNIQU=

fFYHOENX TECHNIQVET
fou are artuned to the ebb and flow of the elements, and can
use your understanding to help or hinder magic affecting you.
Prerequisites: Wis 134, Vioid [lse, Way of the Phoenix
Renefit: You may spend a Void Point as a free action to help
ot hunder any spell that specifically targets you, The effective
caster lewel of the spell is increased or decreased by one, If the
spells caster level is reduced to zero, the spell is canceled with-
out effect,
Special; You may gain this technique up ro five times. Each
time it is gained, you may spend an additional Void poine, and
thus inerease or decrease the caster'’s level an additional time.

SHIZLD OF¥ HONOR

ITHOENMIX TECHNIGQUEI

You are able to draw on your inner resources to malke youtrself
mare difficult to hir,

Prerequisite: Vivid Lse

Henefit: When taking the toral defense action, you may
spend any number of Void Points to increase your Armeor
Class tor one round. You gain a +2 Void bonus to your AC per
Void Poine spent.

SHINTO'S TECHNIQU=

IVIUCORM TECHMUGUET
Yiu are adept gt avoiding danger when on horseback.
Prerequisites: Way of the Unlcorn, Dex 13+, Ride skill.
Benefit, You may make a Ride check and use the result in
place of any Reflex saving throw when mountad. This henehit
applies to both vou and your monnt

R SINGL=Z MOM=NT

[CRAME TECHNIGURI
You can focus your chi even in the heat of battle,
Prervequisites: Base attack bonus +7 or higher, Inproved
Initiative.
Benefit: You may relocus as a iwove equivalent action,

SOUL OF TH=E FOUR WUINDS mmor

You are able to perceive danger quickly and rapidly move out
of its path.

Prerequisites: Improved Unarmed Strike, Void Use,
Depths of the Void.

Benefit: You may spend a Void Puit 1o add your maximum
Void to your AC as an azmor bonus, This bonus lasts for a
pumber uf minures equal to vour level. This does nor stack
with any Wisdom bonus to AC, or with other armor bonuses.
This is an extraordinary ability,

SOVL OF TH= STORM

IMARTIS TECHTUQUEI
You have learned ro harness the rage of Osano-Wo,
channeling it through your own heing against an apponent,
Prerequisites: Base attack honus <6 or higl‘\er, Void Tlze.
Henefit: You may spend 3 Void Point to gain a +4 Void

bonus to one attack toll
Normal: Spending 3 Void Point bestows a +2 bonug on an

attack roll,
SY==0 OF THE KARMI

ICRANE/SCORFION TECHUQUE]
Your reflexes are second to none; thoughrand action are as one,

Frerequisites: Dex 134, Base artack bonus +3 or higher,
Improved Initlative, Yold Use,

Benefit: You may spend a Void Point to gain a +4 honus on
Initiative checks for a number of tounds aqual toponr Dexter.
ity mndifier, This bonus stacks with the bonus provided by
Improved Lnitiative.

SPIRITED ranczsroz: akovo samuns:
Tou are descended from 4 spitited Lion bushi, small in stature,
bur great in courage,

Clan: Lion

Benefit: You gain a+1 morale honog against all fear effects
Yonr gain 2 +2 damage bonus on melee atracke sgainse foes
larger than yourself.

STIRIT STRIKE nonor

You can summon the power of vour chi into an impressive
unarmed strile.

Prevequisites: Improved Linarmed Strike, Void Use,
Depths of the Vaid, any twa other kiko feats.

Benefit: You can spend a Void Point to gain a +1 enhance
ment bonus to vour unarmed strikes for 2 number of minutes
equal to your level. You may uge this ability ae 2 free action. I
vou thereafrer attack an opponent the same round in which it
iz used, you gain o 12 Void bonus to your first unermed attack
roll. If you alse hove the monk’s ki strike ability, thia ability
stacks for the purposcs of overcoming damage reduction only

Special: This feat may be taken multiple times. The
enhancement benus gained from this fear can never excerd
yeur level divided by fous.

STENDY SOUL rezn=anz

You are able to combine the focus of a shugenja with the
demands of a menastic lifeatyle, This feat is common among
the Azako, Tamerd, Llitomi, and Kuni families,

Prervequisite; Monls inkye, or shugenja level 1se+,

Benefit: You may return to the shugenja class after taking
levels of muwuk or inkye (chuese onel. I you are currencly a
munk or inkyo, you may rake levels of shugenjz even i i s
ot your starting class. If you take levels of a class other than
monk or inkyo (whichever you rake a level of firat) afeer
aking even one level of shugenja, vou may never return ta the
shugenja class.

Special: This feat may only be chosen at 15t level.



STR=ZNGTH OF 2URITY

[LICTLAUTUCORN TECHMUQUED
Your keen sense of honor guides vour blade with deadly
accuracy. This technique is common to both the samurai of
the Akodo and rhe hrave Barrle Maidens of the Uraku,
¥ou may not use this fest if yoter charaerer is not honorable
isee Monov/ Alignment yuleg).

Prerequisite; Honorable {Honer Rank 3+),

Benefit: Once per day, vou can declare a emite atrack
against an opponent. You gain & bonus to your attack rall equal
to your honor, and o damage benus equal to halt your level.

Special: You may gain this feat multiple times. Each time it
is gained, you gain an additional smite per day.

STRENGTH OF TH= =ARTH

[CRAB/MANTIS TECHIUQUET
Youy are as resilhent and enduring as the mountains,
Prevequisite: Toghness.
Benefit: You gainan agiitiunal hit poine per level. You gain
this benafit retroactively for all levels previoushy gained.

STRIKE AT TH= TAIL

[SCORTION TECHNUIGUSI
You have learned the superior disarming technigues of the
Bayushi family.
Prerequisites: Base atcack bunus +6 ue higher, Ine 13+,
Expettise, Improved Disarm.

Renefit: If you successfully disarm an opponent in melee:

cambar, you immediately get a melee arrack agalnst that oppe-
nent as if you hadnt used vour attack for the disarm arrempr,
Instead of gaining the sxtra attack, vou may choose to disarm
your opponient so that his weapon lands 10 your off-hand. You
may only gain one free attack per round using this technigue,

STUDZNT OF TH= ARTS

IGENERALI
The essence vl creation flows dirough your very soul,
Prerequisites: Chu 14+, Dex 14+,
Benefir: You gain a +2 bonus 1o all Perfonm cliecks and o
one Craft or Profession skill of choice.

SUBTLE MANIPUVLATOR

FANCESTOR: BAMUSHI AKORVI
You are descended from o minor functionary whisce career went
unnoticed, but whose menipulations endured for generations.
Clan: Scorpion
Bencfit: You gain a +3 bonus on Hide and Bluff cheelis, but
a~2 penaley to Diplomacy checks,

THE SUDDEN STRIKE
[CRANE TECHMLHUEI
Your speed and skill are such thar yau slice through your
enemy’s defenses,
Prerequisites: Base Attack Bonus +2 or higher, Dex 13+
Benefit: Choose any weapon with which you have
proficiency. When using this weapon, you gain a +2
circumstance bonus to atrack rolle against any opponent
whose Initiative toral is lewer than yours.
Special: You may gain this feat multiple rimes. Bach time,
it applics to a new weapon.

SUPERIOR ELEMENT FOCUS
The spells of vour elemental focus are particularly powerful,
Provequisite: Shugenja level 150+
Benefit: Add +7 o the Difficulty Class for all saving throws
against spells from yonr Element Focus. The effects of this feat
do not stack with those gained by the Spell Focos feat.

TOGASHI'S TECHNIQU=

IPRAGON TECHTUQWED
You can perform an extraordinary number of quick attacks:
Prereyguisites: Buse attack bonus +6 or higher, Wis 13+,
Martial wespon proficiency: Katana and Wakizashi, Daisho
Technique,
special: When wielding a karana and wakizashi, you gain
rwn extra attacks per round, one with each weapon, at your
highest hase attack. All of your attacks this round receive a -5
penalty This may not ke used in conjunction with Improved
Two Weapon Fighting, ¥on must be using the full attack
action to take advantage of this fear

TREAD O TH= BLAD=

[CRAME TECHNMGUED
Your speed and reaction time are unmatched.
Frereguisites; Base attack bonus +10 or higher, Void Use:
Benefit; If your inidative check is higher than your oppe
nent’s by 10 or more, you may spend & Yoid Point (w gait an
additional attack seainst that opponent at your highest base
artack honus, This ability may be used only once per turn,

VTAKV'S VOID OF WAR

[VUICORN TRCHMUGUED

The Unicorn teaches o delicate balance between apeed and
defense. You have learncd o tip this balance, decreasing one
in favor of the other.

Prerequisite; Base attack bonus +3 or higher

Benefit; Before rolling initiative, you may choose to impose
a~4 penalty to your initiative check to gain a +2 dodge bonus to
AC. Alternately, vou may choose to give yourself 2 —4 penalty to
your Armior Class to gain a +2 circumstance bunus (o your ini-
tiative check. It is possible 1o acquire 2 negative Armor Class v
initiative check using this fear. The bonus and penalry last from
the time you roll iniriative until the end of the round.

Special: You may select this fear multiple times, but cannot
learn it a total number of times graater than your level divided
by three, Its effects stack, though you do not have to invoke

the full benefir,
VERSATILE resnswaul

You are skilled in a variety of areas normally ourside your pro-
fession's area of expertise.

Benefit: Select twao cross-class skills. These skills are always
considered in class skills for you.

Special: This feat may be selected multiple times. Each
time, it apphies to ditferent skills.

VOID USZ= (sezani, ALl cLANS TECHUGUET
You have learned tn focus your concentration upon the Void.
By drawing upon the power of chi, your inner strength, you
are capable of feats others find quite surprising

Benefit: You have the ability to spend Void Pmints, and
begin with ten Veid,
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Betore making any attack roll, skill check, or saving throw,
you may spend a Void Point to gain 2 +2 Void bonus on vour
roll. As a free action once per round on your turn, you may
spend & Void peint to gain a +2 Void bonus to your Armor
Class until your nest turn, You may not spend more than one
Void point on any one attack roll or skill check. (Other feats or
abilities may allow you to do so; Void bonuses always stack
with viher Void bonuses). Cerrain fears cannor be used
withour spending Viold Polngs, and thus have this feat as-a
prerequisite.

Vold Use requires a great deal of foetis, so a frightened or
panicked character may not spend Void Points for any reason,

All Vaid Points are recovered after a full eight hours of
sleep. An hour of meditation and 1 Concentration
check (DC 15} also allows full recovery of a char-
acter's Void Point reserves,

Nearly all Rokugani samurai, whether they
ke bushi, ehugenja, or courtier, learn this foat
at first level. Mon-humans and characters
not native to Rokugan may not select this
feat, The single exception to this rule is the
Maga, though in their case the [eat is
renamed “Akasha Use" and all relerences
to “Void" are replaced with “Akusha.”

All uses uf Voisl Points are considered
exiravrdinary abilities, unless noted oth-
EIWIise,

Special: Vold Use may be selecred in
leu of an Ancestor Feat. Unlike other
ancestor feats, it may also he taken by
those wha do not hail from the Grear
Clang and may be raken after Firse level,
If taken at first level, you may choose
an ancestor feat as well

WAY OF TH=
CRAB

[CRAE TECHMUIGUEI
You are unaffected by the weight of
heavy armor.

Prerequisites: Con 13+, Base attack
bonus +1 or higher,

Benelit: You are proficient with heavy
armor, Your notmal speed and maximum
running speed are unaffecred by armor,
unless the welght of the atmor causes you 1o he encliimberad
The maximum Dexterity honus of any heavy armor you wear
is increased by by one, and check penalties are reduced by
one This feat counts as the Heavy Armor Proficiency Feat for
the purpnges of determining prerequisites,

WAY OF TH= CRAN=

[CRANS TSCHMUQUEZ

Centuries of tradition and excellence have honed your
swordsmanship to a razor's edge.

Frerequisites: Dex Bonus 13+, Marrial Weapon
Proficicncy {kartana), Weapon Focus (karana).

Benefit: You gain a +2 circumstance bonus to your
initiative check when using a Karana, and can draw a keatana or
walddzashi as 4 free action.

WAY OF TH= DRAGON

ICRAGON TECHMGQUET
You are adeprar using your blades to defend while attacking
Prerequisites: Base attack bonus +1 ar higher, Wis 15+,
Martial weapon proficiency (katana) and Mareial weapon
proficiency (wakizashi), Uhisho lechnique.

Henefit: When wielding 2 katana and wakizaghi and
wearing light armor or no armor you gain 2 +2 dedge bonus to
AC. In addition, if you possess the Mirumoto Ancestor Feat
(presented in Oviental Adventures™), you gain the additional +1
Armor Clage ag if you were o member of the Mirumote Niten

Master prestipe class,

Bpecial: You may learn this feat multiple

times, Instead of the normal benefir, this feal

bestews an additional +1 dodge bonus w AC each
additional time 1 is tahen,

WAY OF THE
FALCON

IFALCON TECHMUIQUE]

You have mastered the heightened
awareness of the Faleon, allowing you to
rely on senses other than sight to
perceive a foe.

Prerequisites: Bage attack bonus +&-or
higher, Wis 154, Blind-Fight.

Benefit: You may use this feat to focus your
attention on one opponent within five feer
It thiz opponent is invisible, ethereal, or
concealed, you may attack him with no
penalty or miss chance {ethereal targets

remain intangible). If vou are unaware of

invizible or ethereal opponents within your
range, this feat avomatically detecrs the
first ane to enter your range. This is an
extraurdinary ability
Special: This fear may be selected
multiple times. Each time it iz selecred,
your sensory range is extended by five foer,
and you may track an additional opponent,

WAY OF TH= FOX

IFOX TECHMIQU=I

Your Kitsune blood grants vou a keen sense of direcrion.

Prerequisites: Void Use, Wis 13+,
Benefit: You may spend a Void Point to gain a +8 Void bonus
to any Intuit Direction or Wilderness Survival check. Inmir -
Direction and Wilderness Survival are always considered class
skills for you,

Normal: Spending a Void Point grants 2 +2 Void bonus on
any skill check.

WAY OF THE HARE=

[HAZE TECHMIQUEZ

You are able to perform the trademark wild leaping attack of
the Hare Clan.

Prerequisites: Base attack bonus +1 or higher, Dex 13+,
Jump slill,

Benefit: You gain a +4 attack bonus on any attack involving
a leap of six fect or more. This is un addition to any bonus vou
gain from the charge or partial charge action,

Fhadorfamds Fiteran



WAY OF TH= LION

IO TECHMQVED
Youare skilled at precise strikes, amacking opponents through
the joinrs and seams of thelr armor,
Prerequigites: Base attack bonus +1 or higher, Str 134,
Renefit You gain a +2 competence bonus ro your attack
roll if your apponent has any armor andfor natural honus to
AC. Your total bonus may not exceed the toral bonus they gain
from armor and natural armor. You may goin this Fear muoltiple
times. Its effects stack, providing one total bonus.

WAY OF TH= RANTIS

[MANTIS TECHMUIGQUEZ
Like muny Mantis, vou possess skill with @ variewy of crude
and unpredicrable weapons,
Prerequisites: Base anack bonus +1 or higher, Dex 134,
Benefit: Select three small weapons, ot two medium
weapons, or one large weapoh and one small weapan, with
which you are not curtently proficient, You gain proficiency
in the selected weapon ar weapang You may not select 2
weapon with @ base gold cost greater than 50 kol (50 gp).
Special: Thiz feat can be gained multiple times. Each time
iris learned, it applies to a new weapon,

WAY OF TH= TYHO=NMUX

[FHOEMIX TECHMIGUE]
You have learned w fucus yoursell w the point of peclection,
channeling all of vour being into a single scron.
Prerequisites: Vold Use, Wis 13+,
Benefir: You may spend wp to your maximum Void Points
on a single artack roll, saving throw, or skill check

WAY OF TH= SCOR?PION

[SCORPION TECHNMIQUR]
The Bayushi Schools motto is "Strike First, Strike Last”
Benefit: You may add your Intelligence modifier (if poai-
tive) tor initiative checks as well as your Dexterity modifier.

WAY OF THE SPARROW

[SFAX=OW TECHMIGWET
You are well informed in 2 variety of areas, and can dreaw upon
the grest wealth of knowledge that ic the trademark of the
Suzume,
Prevequisite: Ine 13+,
Benefit: All anwledge skills are claes gkills for you,
You pain & 12 bonus on all Perform slill chacks,

WAY OF TH= VUNUCORN

IVUCORN TECHTUGUEI

You are trained in the superlor cavalry rechnliques of che
Unicorn. -

Prerequisites: Ride lkill, Tex 13+

Benefit: This technigque connes as the Mounted Combar
foat for the purposes of determining prerequisites; and pro-
vides all of the same benefite of that feat. In addition, you gain
an additional +2 circumstance bonus to all attack rolls (ranged
ot melee) while mounted.

WAY OF THE WAS?Y

WAS? TECHTUGYED

You are skilled in the advanced archery rechniques of the
Wasp.

Prerequisites: Base attack bonus +9 or higher, Dex 154,
Point Blank Shot, Precise Shot, Rapid Fire.

Benefit: You can gat fwo exrrs atracks per eound with
a dailyu, yumi, or bow. These attacks are at your highest base
attacl: bonus but each attack {the extra ones and the normal
one) suffers 1 —5 penalty. This feat may not be used in
conjuncrion with the Rapid Fire Feat, You must be using the
full attack action to take advantage of this feat.

ZANT) nanor

You are ahle tn enter 2 deep meditative srate, revesling the
location of living creatures in your immediate vicinity

Prevequisites: Concentration (10 tanls), Senee Motive (10
ranks), oo other kiho feats.

Benetit: You may make 2 Concentration check (DC 25) 1o
suddenlj; become avware of the location of all livlng creatures
in o twenty foot radius, regardless of obstructions, During the
round this feac is used, YOU can sce invisible, ethereal, or con
cealed ereatures. This feat is linked strongly to the clements;
and does not function against creatures tainted by the
Shadewlands or Lving Darkness.

Use of diis feat is o move equivalene action. I you have an
artack remaining during the round Zanji is vsed, you may
arrack invisible, ethereal or concealed crearures with no
penaley or miss chance, though erhereal crearures are srill

=SUIPRENT

J=RAFON D=SCRIFPTIONS

Aiguehir & very quick weapon, the aiguchi is a knife with no
guard. [t can be concealed within one’s robes very easily and is
popular with geisha, aseagsing, and those who need to keep
their blades hidden. The DC for a Spot check to detect a
concealed aiguchi is equal to your initisl Hide checl when
concesling the aiguchi, with ¢ 14 size bonus for the aiguchils
cornpact deaign,

Bo: A simple quarterstaff, the bo is popular ameng both
peasants and monks. A character wielding a bo can use it as if
fighting two-handed, burt incurs the standard penalty for
doing so (see the Pluyer's Hundbooly,™ page 124),

Crosshow: Crossbows are exceptionally rare in Rokugan,
The handful thar are found there have been taken from the
Yobanin barbarians 1o the north.

Dai-lovie: The dai-kyuis 2 bow nearly seven feet in lengrh that
is designed specifically for use from horseback. Using it from a
stanchng position i awkward and uncomfortable, vesulting ina
—4 to the artack roll on any shot made from soch 3 pogition,

Die teuchi: Escontially o war hammer, the die teuchi is a
laxge, two-handed hammer primarily used by the Crab Clan to
eruch the wealer spawn of the Shadowlands.

Jitte: Traditionally the symbol of the magistrate position, the
jitee is a shore metal knife with a single prong jutting out from
the hilt: The jitte docs not nermally have a sharpened edge
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TasLe 1-9: New Wearons

SIMPLE WEAFPONS—RANGED

Weapon Cost  Damage
Srmall
Aiguchi 2 koku 1d4
Jitte 5 bu 1d4
Kama 3 bu 1dé&
Munchaku 3 bu 1d6
Lai 5 bu 1d4
Tanto 3 koku 1d4
Medium
Jo — 1d5
Mage-yari 3 kaku 1ds
Tonfa S'hu 1dé
| arge
Ho — idEJI"IdE
Yari S koku 14%
MarTiAL WEAPONS—MELEE
Medium
Katana® 400 koku 1d10
Wakizashi 300 kaku 1da
Large
Die Tsuchj 12 koku 1d8
Magamaki 8 koku 2d4
Maginata 1W0koke  1d10
Mo-dachi 50 koku paalid
One 20 koku 1d16
Tetsubo 25 koku 1da
MarTIAL WEAPONS—RANGED
Medium
Yurni {short bow) 30 keku Tdé
Yumi (long bow) 75 lealiu 1d8
Large
Diaj-kyu {composite bBow) 100 koku 1482

ExoTic WeaPONS—MELEE

Medium
Machi-Kanshisha fipe 20 kaku 1d6
Vajra 15 koku 1d8
Whip 1 kaku 142
Large
Magza blade (humans) 100 knku 1470
Sasurmata & koku 1d4
Sodegarami 4 koku 1d4
ExoTic WEAPONS—RANGED
Small
Sling 2 koku 1d4
Medium
Crasshow 35 koku 1da

* Bee the weapon description for special rules.

beciuse it is intended for disarming unruly samural, although
it can do significant damage (f used as 4 puncturing weapon.

Jirre gain a +2 bonus for opposed attack rolls when attempi-
ing ro disarm an opponent. A jitte can be used by a tnonlk with
their unarmed base attack with all relevant modifiers.

Jo: A jois a shorter version of a bo, vsually 3 feet or g0 in
length. They can be wiglded in each hand with all appropriate
penalties applying (s the Players Handbpol™),

Kama: Developed from the seythes used to gather crops by
peasants, the kama i a shott wooden handle with a rapered
blade curving slightly downward. Monks can use the kama

Critical Range Increment  Weight Type
18-20/=2 — 11k, Piercing
%2 — 2lb, Bludgeoning
w2 — 2 k. Slashing
%3 — b Bludgeoning
M2 — 21k Bludgeoning
19-20/x2 — 1lb. Piercing
w3 = 2 b, Bludgeoning
e 20 ft. 3k, Piercing
¥2 — 21b. Bludgeoning
e . 4 |b. Bludgeoning
x3 — 5 Ib. Fiercing
1920 =2 — g |b. Slashing
19-20/%2 = 31k Slashing
x3 —_ 12 |b: Bludgeoning
*3 = 10|k Slashing
%3 — 15 |b. Slashing
19-20/x2 = 12 Ib. slashing
=3 = 10 |b. Slashing -
w2 — 15 |b. Bludgeaning
®3 G0 ft, 2lb. Piercing
3 70 f. 3k, Piercing
2 110 f, - Piercing
3 e 4 Ik, Bludgeening
w3 — &1k, Piercing
%2 15 # 21b. Slaching
w4 — 8 lb. Slashing
wd —_ £ lb. Bludgeoning
2 — 5 |b. Piercing
x2 50 fi. 0 lb. Bludgenning
19-20/%2 8O fi. & b, Fiercing

with their unarmed base attack and improved number of
atracks and all relevant modifiers.

Katana: Ihe katana is the symbol of the samurai, the blade
of a wartior. Anyone not of the noble class who beare a katana
can be executed on sight. The latana ic the soul of the samuri,
the only honorable weapon to be used when two samurai face
one ahothet.

The katana is considered o Martinl weapon when used with
both hands. B used with only onc hand (such as in the Dragon
Clen's fighting style), then it requires the Txotic Weapon
Proficiency As a masterwork weapon, 2 katana provides a +1
attack bonus.,



TasLe 1-10: New AxmOR

Armor  Maximum Armor Arcane ——Speed——

Armor Cost Bonus Dex Bonus Check Penalty Spell Failure (20 L) 30 1L) (40 ML) Weight|
Light armor

Ashigan 25 koku +3 +5 -1 15% 20 fu 30 fi, 40 fi. 20 b,

Light Hide 10 koku +3 +G -1 10 % 20 fi. 30 ft, 40 f. 20 b,
Medivm armer

Lamellar 150 koku +5 +3 —4 309 15 fi. 20 f. 10 fi. 15 b,

Maga 125 kaku =4 +4 -3 2096 15 f. 20 f, 0. 40 Ik,

Partial 50 keku +4 +4 -3 2594 15 £ 20 ft. i0 R 10 b,
Heavy Armor

Creat Armor 300 kol i7 12 -5 A0% 15 fix 20fe* Whr A5k
Shields

Tessen 12 kaku 41 — =] 594 = e = 11k,

#When running in haavy armor, you move only double your speed, not triple,

+ Arrmor fitted for Small characters weifths half as much.

Machi Kanshisha pipe: The Machi Kanshishe pipe origi-
nated a5 a recreational tool, but often hecomes a weapon in the
hands of a trained user. It iz 2 smoking pipe, almost always
made of iron, ketween 6 inches and 4 feet '|ong. It can be used
much in the same fashion as a bo or jo, but inflicts slightly
JILLTE L]H ILEEE, ll,Jl:'i.l!E ll.!H.LIt.' UI- 111E lill. Tican E].EU bl‘.‘ LL&CL‘[ Lk LlJ.Lr'-"r
powderin the face of an epponent.

The Machi-Kanshisha pipe isa Marrial weapon, but using it
1o blow powder in an opponent’s face requires the Exoric
Weapon Proficiency feat. This can be done from & muximum
range of 5 feet and does nat provole an attack of opportunity,

Masga-kari: Another weapon that began as a tool of the
peasantry, the masa-kari i a hand axe that can be wielded in
ote hand. The Crab Clan often vse it againgt smaller spavwn of
the Shadewlands such as gobling,

Naga Blade: Just as armor designed tor humans does not
accommeodate the Maga particularly well, neither do the
curved bledes designed For somurad fie the Maga fighting sryla.
With their longcr reach and cniling motion, the Maga are able
to utilize blades that are larger than the katana, although they
do share the single edge of the satnurai blade. Haga blades are
considered martial weapons for Haga characeers,

Nage-yari: The nage-yarl s @ short spear or javelin
intended for throwing. It can also be wielded in melee
combar, bue its shorter length (ususlly 5 feet) means that i
does not have the reach of a lenger polearm.

Magamald: The nagamali is 2 shorrer version of the nagl
nara. It has 2 lengthy handle (3 feet) with an equal lengeh of
hlade on the end. A nagamaki has reach.

Naginata: A naginata iz 2 lengthy handle with a ghaort,
eurved blade on the end, It is 2 popular weapon among samu-
rai-ko. A naginata hag reach.

Mo-dachi: A lonper version of the latana, 2 no-dachi is a
two-handed sword typically between 5 and 7 teet in length.
It is designed for use outdoors agdinst multiple opponents.

EXOTIC AND
RARTIAL W=R7ONS
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Munchalku: Tevo short sticks bound together with chain or
a leather thong, the nunchalu was oviginally used by prasants
as a wheat flail. Monks can use the nunchaku with their
unartned base attack and improved number of attacks and all
relevant modifiers.

One: A large, two-handed polecaxe, the ono is often
emplured by the Crab Clan against well-aimored Shadow-
lamds crearures.

Sal: A shorr meral knife with two prongs extending from
the hilr, the sal is imended o carch the blade of an aracker
and either break it or disarm them. The blade of the sai is not
normally sharpened bur can be used as a puncturing weapon,

wWhen nsing the sa1, characrers gain g +4 to the opposed
atrack roll when disarming opponents. Monks can use sai
with their unarmed bage attack, making full use of all relevant
bonuses and abilities.

Sasumata: Also called the "man catcher” this é-foot
polearm ends with a barbed fork that iz used to catch and hold
the lisnbs of opponents, A characrer wiclding a sasumata who
strikes a Small or Medium opponent can immediately initiate
a grapple as a frec action without inveking an attack of oppor
tunit‘}’. T]'l.t' sasumata l'.l.ﬂﬁ I‘EEC].'L

Sling: The sling is a strange, gaijin weapon known to the
Unicorn Clan and eertain members of the Sparrow Clan. Iris
unusual for vithers tw pussess them, much fess be skilled in
their use.

Sodegarami: This s foor long polearm is also called “the
sleeve entanpgler” The many barbs ar its tip are used 1o carch
and hold the lonse flaps of light atmor or the cloth of an oppe-
nent’s kimonn. A character wielding a sodegarami who strilees
a Small or Medinm opponent can immediarely initiate a grap-
ple a5 a free action without invoking an attack of apportunity.
Thiz will not worl against opponents wearing any armor
hesviet than Light Avmor, nor will it worl: against unclothed
apponents, The eodegarami has reach,

Tanto: A basic Inife, the tanto is the standard weapon for all
samurai after their daisho,

Tetaubo: A large studded metal club, the tetsube is the pre
ferred weapon of the Crab Clan, They often stud it with jade in
ordet to maximize the damage it causes to creatures from the
Shadowlands.

Tonfa: The wnla has it origins as the handle of @ millsiowe,
It is'a short, square wooden pole with w handle thae allows icw
be spun abour. Monks can use the ronfa with their unarmed
base arrack and improved number of arracks and all relevant
modifiers.
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Vajra: It is believed chat the vajra was developed early in the
Empire’s history as a symbol of the monks of Osano-Wo,
the Fortune of Thunder. It is a short tron staff; 18 to 24 inches
in total length, with one to three prongs or blades on each
end. Many versions of the vajra evole the image of 2 thunder.
holr, the ';:,.l'ml'lnj of Dsana Wi Smaller vajra can ha disgllisar]
as the elahorate hilt of a sword

The prongs of 4 vajra can be used in an arternpt to catch the
blade of an enemy's swrord and disarm him, similar to a sai or
jitte. Characters uging the wajra in such a fashion receive a 42
on their opposed attack roll when attempting to disarm their
DP'FGﬂEﬂt. Y

Wakizashi: The shorter blade of the daishe, the wakizashi
represents the honor of a samurai. It is the blade used in the
sacred seppuku ceremony. It is rarely used in combat,
although it confers a +1 arrack bonus.

Whip: The whil.: functions exactly as all oters of its Lype.
(See the Players Hendbook™ [or more informalivn on the whip.)

Yari: A simple spear. The yari has reach.

Yumi: A bow used on foor, the yuml varles in size some-
what (there are both short and long bow equivalents of the
).

ARMOR D=sSCRIPTIONS

Ashigaru armor: A very light and inexpensive form of armor
rypically worn by peasant conscriprs, ashigaru armor proteces
the thighs, shins, head and torso with thin, laced metal plares,
This is 2 Lighr armor.

Great armor: The most protective battle armor in Roku-
gan, great armor 15 composed of metal plates ried together
with siflc strips. Creat armor provides its full armor bonus to
all lecations. It is almost exclusively worn by bushi of the
samurai caste, and others who wear it are looked down upon
of, in the caze of peasants, killed. This is a Heavy armor,

Lamellar: Composed of small, averlapping plates of metal
sewn together or stitched to a backing of cloth, lamellar iz one
of the more expensive and atteactive forms of armor worn by
well-to-do samurai. This iz a Medium armeor,

Light Hide Armor: An artnor made from thick leather,
hide armor is never worn by samurai under any circum-
stances. Wearing dead flesh is a disgrace and an abomination
in Bohkugan. The vnly groups who make use of this are the
Mezumi, whe are eminently pracrical, and cerin members of
the Yobanjin gaijin ribes. This is a Light armor,

Naga Armor: Armor made for humans would obvieusly
not fit the larger, robust physique of the Nagas warriors.
Tnstead they have their own armor, designed specifically to

GOLD AND KRORWY
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gocommodate their serpentine features, Naga armor is very
similar in construction to the armor worn by samurai. Naga
armor perforce only covers the arms and upper torso. Helmers
are also available.

Partial Armor: This lighter suit of armor is worn by those
who do not wish t6 he biirdened with heavy pieces of armor
that will restrict their movement on the hartlefield Partial
artnor includes metal plates that protect the torse, both front
and bacls, thighs, and shins. Helmets are often worn with par-
tial armor This is s Medinm armeor,

Tesgen: & tessen is a iron-ribbed war fan, A tessen acts
much lilee o buckler, though you cannot wield a weapon in the
weapon, dealing 143 points of damage {2 crit). Used this way,
the tessen is a martial bludgeoning weapon, and is treated as 2
light weapon. If you use the tessen as a weapon, you lose its
AC bonus untl] your nexe action. A character needs Shield
Proficiency w use u tessen withool penulty.

GOODS AND SERVICES

The vast majority of items listed as adventuring gear, class
skills/‘tool kits, clothing, food Mdrink/lodging, and mounts
and their gear in the Player’s Hendbook™ are available in
Rokogan, althougl somwe may be slightly alreved (such as
exchanging a shirt and pants from an outfit for a kimono and
hakama). To determine the purchase price of such items,
simply converr gold pieces w koku, silver pieces 1o bu, and
copper pieces 1o zenl, The exceprions to the list are as follows:

Caltrops are not generally available for purchase due to
their dishonorable narure (although ninja frequently use
them)

Bullseye lampe, magnifring plasses, spyglasses, and any
objects containing glnss are only available to members of the
Unicorn Clan,

Books of any zort are unavailable, Scrolls replace them.

Rokugan has no Water Clocks,

Alehemist's kits are only available to members of the
Dragon Clan.

=W IT=MS

Metsubushi: Metsubushi is 2 powdered irritant, much like
pepper but stronger, When thrown in the eyee, it blure vision
considerably and causes extreme watering. It also burns the
nasal passages, although not enough to cause any permanent
damage. Metsubushi is often carried by minor voriki or
doshin to disable rowdy samural so that they can be disarmed
or taken into custody. It is alse often kept handy at geisha
houses in the event that @ customer gets out of hand.
Metsubushi must be deployed either by hand or through
g weapon such as the Machi-Kanshisha, This attack has a
maximum range of 5 feer and does not proveke an Arcack
of Cpportuniry.

Dpponents struck with ¢ doge of metsubushi must make a
Forritude save versus a TC of 15 or be blinded for reen ronnds,

Palanguin: The palanguin is Rokugan's closesr approsima-
tion toa carriage. It is a comfortable padded platform with
curtaing thar soreen the rider from view Twe long poles run
the length of the palanguin, extending to the front and rear,
Four or more bearers take up positions upon each of these
PDlE extencione, i}E::lr:ing the rider wherever tl'ley wish to e
The use of palanquins iz usually reserved to very important or
WCTY w:aitl'ly individuals.



Poison Kit; This deadly kit is disguised to appear as a
simpile spell satchel or ration pack. Tt containg niimernns vials
of deadly poizons, needles, mixing tools and the lile Thesze are
not generally available for sale, as the use of poison is not only
dishonorable but also punishable by death in Rokugan. Kits of
this type are used by assassing, ninja, and infilrrators and con-
tain many poisons specific to Rolugan {see chart below). The
Poizon skill (o new skill introduced in this chapter) is required
to create poisons

TagLE 1-17: Mew ITEMS

Itam Cost Waight
Palanquin 200 koku + 250 Ib,
Paison kit 500 koku 4. 5 b,

R=LIGION

Beligion in Rekugan is 2 complicated matter, There i no
single deiry whe rules above o pantheon of gods, nor is there a
clear division between different elements of the Calestial
Heavens. Instead there are two distinctly different philoso-
phics of religion, bound together by imperial edict into 2 jum
bled theology.

The original religion of the proto-society that preceded
Hantei's founding of Rokugan was worship of the Fortunes.
The peasaws of that tme were completely at die werey of the
elements, and eften looked w potent deities fur suidanee ad
mercy. Unlike other superstitions, however, the Fortunes
were very real entirles from the Celestlal Heavens thar occa-
sionally found reason to intercede in the affairs of morral
men. The peasants were quick to pay homage to them.

After the Empire was founded, the worship of the Forrmes
continned, as Hantei held his Celestial cousing in high regard
After the appearance of Shinsei, however, a new religion, this
ome far more philosophical, appeared in Rolougan, The study
of Shingei's teachings became very popular, with an entire
monastic sect being tounded to meditate upon their wisdom:
the Brotherhood of Shinsei.

Both religions continued for decades in Rokugen, with
occasional theological disagreements crupting into shir-
mishes between families or elans, To prevent such differences
from becoming more widespread, the Emperor declared that
Shinseism and the worship of the Fortunes would be unired as
a single theolowy, Although oddly maiched, the owo Lave
flpurished together for centuries.

In Rokugan, a character’s religion is merely a reflection of
whar aspect of the Empires Ihaﬁlog? he adheres o most
strongly,

TasLE 1-12: NEw POISONS

THE FORTUNES

Citizens of R{r]tugan who revere the Fortunes above all else
arc typically industrious individuals, They strive to emulate
their chosen patron in their words and actions. Many Crab
samurai, for example, epitomize the essence of Osane-Wo
in their boisterous, cxaggerated behavicrs, Whether
worshippiog one of dhe preae Seven Fortunes o any one ol
the multitude of lesser fortunes who have sscended o the
Heavens since the Empire began, followers maintain a similar
Intensirty of falth.

ANCESTORS

Che weorship of ancestor spivits is actually a type of formane-
worship, bul su many woigue soyles exist thad it watants
mention o its own right, Rokugani believe in 3 number of
spirit realms, including Meido, where the spirits of the dead
awalt reincarnarion, and Yom, the blessed land of ancestors,
where those who have fulfilled their destiny in this life go o
rest in bliss until the world comes to an end. In Rolougan, the
spirits nf ane's ancesrors are nearky ar all vimes, helping
to guide and direct their descendants toward a snirahly
hanorable desting. The Lion Clan are the most prominent
devotees of ancestar worship,

Individuals who revere their ancestors above all others
are likely to focus on any affaire that they perceive as being
unfinished. The unscelved murder of a relative, the dishonor
of an ancestor, or even & grudge that was never settled
can become the life’s work of a samural whe focuscs upon
his ancestors.

THE TAO OF SHINSEI

Shinzeizm 1z more 2 philosophy than 2 religion, more o way of
thinking than a theological standpoint. Students of Shinsei
seck eolightenment of the spirit through the perfeetion and
unification of the body, mind, and soul. Devotees of this
philosophy are contemplative and reserved, choosing to rely
upon wisdom rather than succumbing to emotion or the heat
of the moment. The vast majerity of monks fellow Shinsed,
as do # large number of samurai from the Phoenix Clan,
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Mame Type Initial Secondary Brew DC Cost
Anlmal Polsons
Cabra Toxin Contact 0C 16 Blindness 1d2 Wis 20 F00 koku
Spider Yenom Injury DC 13 1d2 Con 1d4 Con 20 250 koku
Herbal Foisons
Dripping Poisen Imzesied DC 13 1d4 Str Tcl4 Str, T4 Con 30 500 koku
Wish You Dead Ingested DC 13 1 Con and Mauvsea 1dé Con and Nausea a5 500 koku
Orther Polsons
Might Milk Injury CC 18 1d2 Can 1d2 Can 20 140 Koku
Fire Biter Injury DC 15 1 Dex 1d2 Dex 20 100 kaku
Hot Madness Ingested DC 14 1d2 Int T4 Int 1d2 Wis 35 500 koku
Bog Hag Blood Injected CC 14 1d4 Con 1d4 Con and 1 Taint 30 1000 koku




Alignment plays a much more subdued role in Rolugan than
it many campaign worlds. In fact, one could easily remove the
concept of Alignment entively from a Rolugani campaign and
exclugively uge the more prevalent measure of one’s worch:
haoner,

Honot is an all-important trait in Rokugan. It is the means
by which samurai fulfill cheir role in the Celcarial Order, the
heavenly-mandated tiers of society which characterize an
individual’s station and status in the mortal world, Those who
passess honor know their role and execute it well. Those with-
out hionoy fail 1 weet the expectations of theic class, or worse,
attempt o usurp the places of those above them in the Celes
rial Order.

HONOR

Ilenot is an internal measure of a character’s devotion to the
code of bushide. These whao forsake the code or apply it ouly
when necessary have 2 low honor ok, while those who use
the code 1w determine their every action have a high honor
rank.

Honor has a grear deal to do with how an (ndividual is
rreated tn Rekugan, A samural knewn for dishonorable con-
duct will be given mediocre assignments at best, and may
never be entrosted with any important duties, ensuring thar
he will never rise in the ranks of his clan, Samurai with high
honor, however, will be given prestigious and important
duties that can regult in their rapid ascension to command
within their family or clan’s ranke,

A character's adherence to his principles and the tenets of
bushido is measured by his honor rank. Honer ranks range
from 0 (the lowest, most dishonorable individuels) o 5 {the
embodiment of bushida),

Rank v — Honorless: An honor rank of 0 indicates that
the character dnes not fallew the code of hushido. This ustally
indicates thar the character iz either foreign to Hokugan's
culture {i.e. Nezumi, Maga, or gaijin; or simply has no regard
whatsoever for socieey’s lows (bandits, some ronin, et [t is
not unheard of for samurai to be without honor, but it is
uncommon. Thase with an honot rank of 0 tend to have
alignments of chaotic evil, chaotic neutral, or neutrsl evil.

Pank 1 — Untrustworthy: Those with an honer rank of 1
pay lip service to the code of bushido, but readily abandon iv o
achicve their own goals. They may put on an honorable facade
arotind others in order to aveid condemnation, but they see
little wrong with indulging in vice; lying, cheating
ol EVEL luillin_g inarder o furihier theic privale apenda.
Characters with this henor ok are gypically nearral evil or
chaotic good,

Rank 2 — Average: An honor rank of 2 is the mean in
Bokugzan, the level of devoton that can be expected from the
average samurai one encounters while traveling, Those with
an honor rank of 2 helieve in the code of hushido and follow i
whenever prssible. They understand, however, that there are
occagsions when reality makes absolute sdherence impossible.
Samurai with an honor of 2 oceasionally enjoy a night ot
revelry or the company of a geisha, but do not allow such

things to interfere with their duty Algnments of all types are
fond among those with this rank, but the most common ars
chaotic good, neurral, and neueral good

Ranlk 3 — Exceptional: A character with an honor ranl of
3 stands out among his tellovw samurai. They believe that the
code of bushide iz the guiding principle that governs their
lives, and would never voluntarily wiclaee it. If circumstanecs
arise wherein the samurai must violate the code in order to
fulfill & mission or comply with his lord’s orders, it causes him
great anguish, and some even request seppulon. Characrers of
this rank are almost always lawful, although there are a few
neutral gowd charactess that achieve this stae of discipline,

Rank 4 — A& Soul Above Reproach: It is rare thara
characrer achieves honor rank 4, This implies an absolure
devorion to bushido, allowing nothing 1o come berween the
samural and the values in which he believes so firmly. Charac-
ters of this rank are almost always lawful.

Rank 5 — Strength of a Thousand Ancestors: Achieving
hanar rank 5 12 no mean feat. Such a character is completely
selfless, thinking only of his family and clan and never of his
own needs or wants. He treats everyone he encounters with
the same dignity and coursge that he expects to receive from
others, and never mistreats others unless they have proven
themselves to be dishonorable. Cheracters with sn henor rank
of 5 are almost exclusively of the lawful good alignment.

HONO®R GAINS AND LOSSES

Honer i€ not an absolute. Samurai often increase or decrease
in honor as their outlooks and actions change over time. Each
honer rank is compoged of 10 honot points. When a character
accrues a total of 10 honor points, his honor rank increases to
the nexe level. For cunmple, a samurai of honor rank 2 who
petforms a long serics of honorable tasks for his lord over time
will accumulate 10 honor points and change his honor rank to
3. Bimilarly, 2 samurai who has an hener rank of 3 with no
surplus points and whe incurs an honor loss will deop down
to an honer rank of 2,

Different honur ranks have different expectations.
A characrer of honor rank t who saves the life of his dalmyo
will receive a much higher amounr of honot than 4 charaeter
of honer rank 4 who performs the same action; it is expectad
of the latter samurai to fulfill such a duty, while the former
might not be expected to da so Given this, the fallowing rable
supplies rough guidelines for the DM to use when bestowing
or removing honer peints for demonstrating the tenets of
bushido or exhibiting dishonorable behavior,

THE CODE OF BUSHIDD
The tenets of bus
a thousand

Hanesty
Courage
Compassion
Courtesy
Honor

Sincerity

Duty



TasLe 1-13;: Honogr Gains anp Losses Per Honor Rank

Action Witnesced HR1
Honesty i
{Ex.: Giving a truthful report that will result in

serinus reparcussions for oneself)

Courage 3
[Fy.: Faring a clearly superior foe to preserve

ane's farmily honar)

Compassion 4
{Ex.: Adding a wounded foe.)
Courtesy 3

[Ex.: Hosting samural from a family with whom
ane's own is at war)

Sincerity R 4
[Ex.: Fullilling & promise despile greal cosl)
Duty/Loyalty 3

(Ex.: Following the daimyo’s orders when one's
personal feelings call for a different course of action.}

Openly practicing a Low skill {see OA page 22.)
Deliberate deception of another

Disobeying the command of your lord
Instigating unwarranted vislenee

Breach of etiquette

(- R

MCR=ASES AND D=CREASES IL HOMOR
The changing of a character's Honer rank is a reflection of 2
gradual change in their personality and selfconcept. Asa
character's Honor rank increases, they find themselves with
more confidence and certainty and with a greater idea of the
rule l]u.:}l P]a}l i suciely. A chiatacter wlo fucreases from Rauk
L o Rank 2, for example, mizght have realized chat there is sa-
isfaction in the fulfillment of one's ducy, while shamelessly
giving in 1o vices such as gambling and drinking serves no
purpose whatsoever =

RLIGTUR=ENT

As mentivoed above, alipoment is G less a fuctor in Rokugan
than honor. It marters little to most in Rokugan if vou are
good or evil, so long as you conducr yourself with honor,
Altgnment 15 tled 1o honor in that the lawful/chaortlc element
of an individual slighment is an indicaror if they are likely to
adhere to the code of bushido (lawful) oract as they feel appro-
priate with little regafd for the perceprions of nthers (chaoric).
izood versus evil, on the other hand, is somewhat inconse-
quential. Those who are good will treat others with respect
and courtesy within the given confines of their code of honor
{a lawtul sarnurai will pay peasants well tor their services,
while s chaotic monk might belp them bring in & havvest),
Conversely evil characrers will be disrespectful and vielent
{lawful samurai will demand scrvices the poesants cannot
casily provide or kill these who fail to mect their demands,
while chaotic maho-tsulkai will eradicate entire villages to
further their dark plans),

Again, it cannot be overstated that pood and evil are largely
irrelevant in Bokugan. Throughout the Empices history, there
have been both evil heroes and pood villains. Only one's
acrions marter, not the reason one performs them. A samurai
who hunts bandits because of 3 pathological desire o kill
others is nonetheless performing a valued and honored
service for hig Tord.

HR2 HR3 HR4 HRS
] 1 0 0
] ? i
3 i 3 3
3 1 1] 1]
3 2 1 ]
3 3 3 3
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i) 4 Sto b Tto B
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LAWFUL GOOD

Those who are lawhul pood are paragons of virtue and honer,
They subsceibe fully to all the seven tenets of bushido, sceving
their lord with zeal and absolute loyalty, and treating everyone
with courtesy and compassion. Other samurai loek to the
L Ll guud with lespecl and adimivation, and the lower
chisses are devoted (w them o their kindness,

Examples of Lawful good in Rokupan: Doji Hoturi,
Toruel, Toruel Tsudao, Eonl Uragu,

A Closer Look: Akodo Toturi was the Champion of the
Lion Clan. His devation to his clan and the Empire were
ahsnlute. When the Fmperor atd his heir were helieved dead
during the Scorpion Clan Coup, Loturi killed the mreacherons
Bayushi Shoju for his crimes and, rather than see the Empire
tall into a war for the throne, proclaimed himgelf Emperor to
lkeep the peace berween the clans. Even after his banishment
by the righttul ruler Hantei 20041, he retained his sense of
duty to the Empire, raising an army to defend Rokugan
against the forees of the Shadewlands,

LAWFUL EUL

Although bound by 1 code of honor, those who are lawful evil
believe that honor governs only those principles they person-
ally believe in, They are loyal to their own tamily and clan,
and care little for others. They will do whatever it talzes to cham-
pien their oven cause, regardless of the sacrifice. Dury, sincerity,
and courage are the tenets of bushido that they follow,

Examples of Lawful Evil in Rokugan: Daidoji Uji,
Daigotsu, Hantei Masern, Shinjo Yokatsu,

A Closer Look: Hantei Naseru, also called the Anvil, 5 a
vunning and ruthless man, He is hovomble in bis own way,
but cares nothing for how events affect others; his eye is on
long-term gain. His brilliant plots constanily manipulate
orhers inro raking wharever actlons he desires, all for the
benefit of the Empire 25 a whole. While many recognize how
dangerous an opponent Maseru truly is, very few can perceive
and combat his schemes 1n time to prevent their outcomes.
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SHONORABLE
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classes th

Dishonorable: Honor Rank 1 or lower,

LAWFUL NEUTRAL

Those whe subseribe to an alignment of lawful neuteal are
governed by a strong internal code. They conduct themselves
honorably, but determine for themselves what constitutes
good and cvil rather than accepting the commen view, Lawful
neutral implies 4 strong sense of discipline and self-control,
Those of this class who follow the code of bushido place
emphiasis on the tenets of honesty and courage.

Examples of Lawful Newiral in Rokugan: Bayushi
Yojire, Hida Tsuneo, Tetsuya, Tsuruchi.

A Closer Look: Hida Tsuneo was the most rrusted
lleutenant of Hanrel XVI, also known as the Steel
Chrysanthemum, widely regarded to be the most ruthless and
merciless Emperor ever to rule Rolugan Despite his
Emperars despotie tendencies, Tsunen oheyed him withour
question or hesitation. His code demanded that he follow the
Emperor's commands, no matter how unpleasant or
gruesome, even to the point of crushing the skull of the
Emperor’s mother with hiz bare hands. The dishonor of hic
actions weighed heavily upon Trunea, but he would not falter
in his dury. He died a true servant of the Hanred:

NEUTRAL GOOD

Altheugh they are not necessarily honorable, the neutral good
are genenll}r well—regard,ed by all but the mose uheoinpromising
of samurai. They see it as their duty to protect those who
cannot protect themselves, and to aid these in need. Although
they serve their lords faithfully, they consider it their primary
duty to aid others and will forsake their own honor for the
benefit of another if they must. Compasaion is the tenct of
bushide with which the neutral good most readily identify,

Lxamples of Neutral Good in Rokugan: Asahina Tome,
Daji Magorl, Ruantel, Toku.

A Closer Louk: Toku kuows thae be can accomplish great
things, "Furtune favors the mortel man® is one of Shinsei's
most powerful sayings. Even though he became samurai by
simply taking the blade of a dead maglstrare, Tokw has become
a true heto, working with Toturi to protect the innocent of the
Empire from the Shadowlands invasion. Although he has
chosen to break one of Rokugan's most sacred rules by violat-
ing the Celestial Order, Toku is nonetheless 2 good and hon-
orable samural.

True neutrality carries with it a separation from the politics
and stereotypes of Rolugani society To truly remain neutral,
ome must nar have (nvolvement wirh the varying factions of
the Empire. Most of those wha are nentral are ctitsiders, anch
ag the Nezumi, Naga, or members of extremely isolared minor
elang such a5 the remote Badger Clan. Seme Dragen, includ-
ing their enigmatic daimyo, have so removed themselves from
the Empire that they can be considered neutral,

Examples of rrue Neutral in Rokugan: the Hooded
Tonin, teoma Taai, Mirumeato Temor, Togashi Yaloni.

A Closer Look: Mirnmaoto lemorn is a son of the Uragon
Clan, ot e beare little resemblance to his kinemen. He hag
no interest in the enigmas of the Tao, nor in the twin blade
style of his family's dojo. The conflict with the Phoenix
and the Lien iz little more than an annoyanee to him, ae he
considers only one foe worthy of the Dragon's attention!
the Shedewlands. Politics and the petty squabbling of the
Empire arc only a distraction, and one that Temoru will soon
choose to ignore entirely,

NEVTZAL EVIL
Those who are neutral evil are concerned only with
themselves and accomplishing their personal goals, Duty is
ittelevant to them; all that matters is setisfaction. Samural
who abandon their duty to pursue personal vendettas or
quests for power are chaotic neutral, as ave many maho-tsukal
and bandit lords,

Examples of Neutral Evil in Rokugan: Hanrei XV,
Moto Chagatai, Shiba Aikune,

A Closer Look: Mote Chagacai is che Khan of the Unicom.
His name is known and respected by the daimyo of all the
aredar Clans. However, Chagaral is interested only in gaining
glory for his ¢lan, and is not afraid to crush his foes in order to
prove his superiovity. In battle, he is utterly merciless. Thase
whr do not capitulate immediately are destraved withaur
mercy, Chagatal does not consider himself evil, nor do those
who follow hitn: he simply talees the most direct means to gt
what he wants, and does not allow morality to hinder him. He
iz 4 brural, fierce, etticient leader,

CHAOTIC gCOD
A chaatie gond characdrer sees the world in terms of Black and
white, regardless of society's rules These characters decide for
themselves whar is the appropriste course of action rather
than allowing an ancient code to dictate their path. Thoge whe
are chaotic good are sometimes considered without honet
and somewhat dangerous by other samurai, whe are appalled
at their blatant disregard for Rekugan's rigid societal rules,

Examples of Chaotic Good in Rekugan: Hida Kuvon,
Miya Yumi, Naka Kuro, Te'tik'kir,

A Closer Look: Miya Yumi is an honorable member of the
Miya family, one of the Imperial families of Rolugan, She was
devoted to her uncle Miva Yoro, When lie was cernoved Trom
perwer by Lis upstart son 3iya Satoshi, however, Yumi relused
to accept Satoshis new vision of the Miva as warriors tacher
than negotiators. She rebelled against his leadership and
undertook a gquest to oust Saroshi and restore Miva Yous
2 dangerous gamble thar was ultimately successful In rime,
she replaced Yoto as the daimyo of the Miva and as the
Emperor’s Herald

CHRAOTIC NEVTRAL

Chaotic neurral characrers are free spirits who do whar they
feel is just and right. They do not allow others’ perceprions
of honor ot right and wrong influence them; they guide
themselves through life according to rules thar they write
for themselves. Chaotic neutral characters are completely
unpredictable and, 2z such, often make interesting traveling
compations despive the distagte more honorable samursi
might feel for them.

Examples of Chaotic Neutral in Rokugan: Hitomi
WVedau, Tsawa Tadala, Satoshi, Togashi Mitsu,



CLAN RLIGTUMENTS
The Great Clans are so large that there is-an Infinite variety
among the members. To same degree, neatly y align-

ment can be faund in n any elan. OFf eay clang tend

to vary in general philosophy, and some reliable generaliza-

tions occur.

Crah Chaotic neutral
Crane Lawtul good
Dragon Meutral

Lion Lawful good
Phoenix Lawful neutral
Scorpion Lawful evil
Unicorn Chaotic good

A Closer Look: Satoshi is a ronin who understands all
too well the meaning of power. The liami obey his commands,
and he is certain that he could one day become a truly power-
ful shugenja were he not cursed with the life of a ronin, As it
i%, he can never 5tud‘:.r at the schools of the Great Clans and
expand his knowledse, robbing him of full use of his abilicies,
Frustrated, Satoshi has taken matters into his own hands.
With the recent conflict between the Dragon and Phoenix,
there are many dead shugenia who will no longer need their
spell scrolls, Looting corpses 15 foul bevond comprehension,
but Satoshi considers the greater evil to be squandering his

POWer.

CHRAOTIC =VIE

Caly the truly depraved embeace the path of chaoic evil,
Among the samursi caste, such individuals are despised and
often cast our, becoming ronin ot bandirs, The greatest source
of chaotic evil is that of the Shadowlands, the festering land of
evil incarnate where hrutish creatures live only to destray.
Unrainred humans can easily he chaorie evil ag well, hut are
most often madmen ar complete saciopaths.

Examples of Chaotic Evil in Rokugan: Miva Saroshi,
Moto Teume, Shahai, Togashi Koloujin,

A Closer Lool: An insane ise zumi, Togashi Eolujin found
"enlightenment” afrer receiving one of the Dragon Clans mys-
tical tattoos, He has become a man possessed by completely
tandom mood swings thht cause him to commit ineredible
atrocitics for no apparent reason, He has journcyed deep into
the Shadowlands simply to see what lies there. Tle has stolen
the daisho of the Kami Togashi out of a desperate attempt to
balance Lis tortured soul. o shocking blasplemy of the i
cwemd, Kubujin vecasionally caplures and wriures vihiers; i
teoing them wich ink made frem his own blood and then
mentally controlling his victims with his Tainted abilities.

Artisans sre the skilled Prefr:ssinnnls who croate th{ngs
of beauty for the Empire. Artisans often do not create
a physical object, but rather a temporary and elusive act of
beaury performed for the benefit of 2 small group, such as an
Inericate dance or mournful song, Avtisans are highly valoed
in the courts of Rokugan and are often in great demand
during the months of Winter Courr,

Although artisans exisc in every clan, the most prominent
ate those who arrend the Kakivg Academy of the Crane Clan,
There, every type of artisan in the Fmpire can find masters
tos teach them the secrets of their styles. As might he expectad,
the most renowned artigans in Rologan are Crane, althemgh
the Shiba family of the Phoeniy are respected for their artisans
a8 'Ur'E']l.

Courtiers and shugenja arve the classer most likely
to become artisans. The secial element of the arvisan’s
performance and the semi-magical effects they can evoke
appee] to these classes.

Hit die: de.

REQUIREZMENTS
To qualify to become an artisan, a character must fulfill all the
Fellovring crivetia,
Clan: Crane.
Skills: Craft (any) or Profession (Artisan): § ranks.
Feats: Srudent of the Arts, Versatile,

CLASS SKILLS

The artisan'’s class skills fand key ability for each sleill) are Bluff
{Cha}, Crate {Int), Diplomacy {Cha), Cather Intormation {Int),
Parform (Cha), Profession (Wis), and Spot (Wie), In addition,
the artizan gains an additional class skill when he chooses an
artisan ebility {sec below). Acrobat: Tumble; Daneer: Escape
Artiat; Jester: Sense Motive; Musician: Listen; Actor: Disguise;
Origarni: Torgery; Chef Knowledge (Tlerbalism),
Skill Points per Level: 6 + Int modificr,

Examples of Artisans in Legend of the Five Rings:
Asahina Tsukiyoka, Doji Ameiko, Doji Nagori, Doji Shizue,
Kakita Shijin.

CLASS FEATURES

All of the following are class features of the artisan prestige
class.

Weapon and Armor Proficiency; The artisan is proficien
with all Simple weapons and with the wakizashi.

Artisan Ability: Beginning at the 151 level, the artisan may
choose any one ability from the following list,

HKabuki Master (actor): A master of acting, the artisan can
eagily assume any role when interacting with others.
The artisan gaing a +7 competence honusg to all Bluff,
Diplamacy, Disguise and Intimidate checks. This ability may
be talien a second tme, inereaging the bonus to +4.
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TapLE 1-14: THE ARTISAN

Base Fort Ref

Level Attack Bonus Save Save
1st +0 +0 +2
2nd ] +0 +3
3rd 2] +1 +3
dth +2 +1 +d
5th +7 +1 +4
fth +3 37 +5
Ith +3 +2 +3
&th +i +2 +A
gth el +3 +&
10th +5 A +3 +7

The Kami's Grace {dancer): Deft mastery of the are of
dunce has enabled the artisan w enance others with graceful
movements and darting eve contzcr The artisan may,
if desired, select one person in the audience to focus the dance
upon. Thar person must succeed on 8 Will save (I 10 + the
artisan’s level + Chatisma modifier] or be subject to an effect
identical to that of the spell hypnotism. Upenly hostile targers
receive g +10 circumstance bonus to their Will save
This ability may be talten multiple rimes. Each suceessive
time increages the number of HD affected by this abiliey by
one die type (from 2d4 to 2ds, from 2dé to 2d8, etc.).

Mocking Countenance (jester): With succinet, biting
commentary, the artisan mocks another in court, a dangerous
prospect indeed, With a successful Perform (buffooncry)
cheel (DC 20), the artisan may turh others' opinions againat
his target, lowering their disposition toward the target by one
tank on the NPC attitude table {see DMG™ pg. 149, Initially
Helpful or Friendly HPCs may never be reduced below
Indifferent, and the Jester can never make snyone Hostile
with his humor This ability may be taken a second time,
reducing the Perform (jester) DC o 15,

Origami Master (origami): So grear §s the arrlsans
mastery of the ancient art of folding paper thar he can aceually
animate the tiny figures he creates by focusing his will upon
them With the expenditure of 2 Void point, the artisan may
animare the Fine-sived creations and canse them to perform
simple tricks (cranes fly about his head, foxes run up
and down his arme, et ). This requires the artizan’s full
concentration, and he may not spealt or take actions while
animating the figuree. The effect lasts ag long as he
concentrates, up to a maximum of 10 minures per level in this
class, This ability moey be talien up to three times, cach time
inercasing the size of the antmated creation, up to a maximurm
possible size of Small. The construcr may rake the form of any
animal of the appropriate size {Fine through Small), gaining
similar abilitics (cranes can fly, hares leap, ere.)

Origami constiucls may carty @ wWiillel messags (0 anyone
thie actisin knows within # t-mile calius, The construct will
unfold itself for the target, but anyone else attempting to read
the message will resulr in the construct shredding irself 1o
pleces, rendeting the message unreadable,

Skilled Acrobat (acrobat): Tn addition to heing impressive
when demaonstrated for court, acrehatics aggist an artisan in
avending areacks in combat Uhis ability grants an additional +3
dodge bonus to AC when executing a total defense action,
This is cumnulative with the bonus granted by tha Tumble slill,
This ability may be taken up to two times, with the second
time conferring an additional +3 dodge bonus.

Soul of Mugic {musician): The artisan has so mastered the
art of music that the beauty of song can indeed saothe the

Wwill
Save Special
+2 Artizan ability
+3 Matural performer +2
+1 Artisan ability
i Reputation +1
+4 Artisan ability
+5 Matural performer +4
-+ Artisan ability
+h Eeputation +2
+6 Artizan ability
+7 MNatural performer 46

suvage breast. The actisans music las an effect identical (o tha
ol & calm emolions spell, with the artsan’s equivalent cascer level
equal to 3rd level sorcerer. This abilicy may be raken a second
time, increasing the artisan's equivalent caster level to 5.

Master Chef (chef): A master of combining herbs and
exatic spices, the artisan is a peerless culiniry ereator, Given
adequate rime to prepare and suitable résources, the artisan
may prepare a meal thae will, if fully consumed, confer one of
the follewing effects to up to six people: +1 Con, =1 Con,
+1 Dex, =1 to attack rolls, -1 Retlex save, +1 Retlox Save,
ot —1 Fort save, Thiz enhancement bonus lasts for 4 hour,

NMatural Performer: Whatever their chosen specialization,
artisans are accustomed to petforming in front of others and
dc*ﬂ:lﬂp considerable shill in front of a crowd, While pcrform-
ing; the artisan gains a +2 competence bonus to any Bluff,
Diplomacy, or Gather Information check. This bonus
increases to +4 at the 6th level and to +6 ar the 10th level,

Reputation: As the actisan/cralisman increases in
repuation, his influence increases as well. Beginning at sth
level, the arrisan may increase the die type by one level (from
diotodiz, for example) when using the Perform rules ro eatn
wealth, Ar ath level, the arrisan may either increase the die
type by two (from ds to d12), or add 10 to the amount
received.

_BUT=I

The Scorpion Clan is, ironically, known for its secrecy, One of
its greatest weapons is the Butei — actors so shilled in the st
ol disgise and mimicey that they can alter their appeamance
with a simple shift of posture, @ change of expression. The
Burei are the Scorpion’s eyes and ears ourside the clan. They
might impersonate anyone from a powerful courtier’s assis-
tant ro 4 lowly farmer if it serves the purposes of their Bayushi
Masters. It is said chat 2 Burei never wears the same face tarce,
and a Buter would preudly elaim that even this is an under-
staternent, 1, that is, you could find one. ..

Minja and rogues are most frequently drawn to the Butei
class. A handful of multi-class rogue/eourtiers and
rogue/eamurai find there way here as well, Shugenja almost
never undergo go the training required to become burtel,

Hir Die: de,

RZQUIREZRMENTS

To qualify to become a butei, 4 character must fulfill all the
Eellowing criteria,

Clan: Scorpion,

Base attack bonus: +5



TagLe 1-15: THE BuTE!

Base Fort Ref

Level Attack Bonus Save Save
1st 10 +0 |2
2hd i1 i0 13
Ird +2 +1 +3
4th +3 +1 +4
5th +3 +1 44
&th oW iy +5
Tth +5 +2 +5
#th +6 47 46
Gth +A +1 +6
10th +7 +3 +7

Skills: Disguise: § mnks, Blull 8 manks,

Feats: Skill Focus: Dispuise, Skill Focds: Mimic.

Special: Sneak attack abiliry: +3dé damage or berrer. Must
pierce ahother Scorpion butei’s disguise and survive the
ENCOURIRE

CLASS SKILLS
The buteis class shills fund the key abilicy lor each skillh ace
Balance (Dex), Bluff {(Cha), Concenrmardon (Con), Craft (Int),
Disguise (Cha), Escape Artist (Dex), Forgery (Int), Garher
Information {Cha), Hide (Dex), Innuendo (Wis), Knowledge
{Etiquette, all Clans, Shintao) (Int), Listen {Wis), Move
Silently (Dex), Open Lock (Dex), Perform {Cha), Pick Pocket
[Dex), Profession [Wis), Senge Motive (Wis), Spor (Wis),
Tumble (Diex). (See the Player’s Handbook™ fov skill descviptions.)
8keill Points at Each Level: 4 + Int modifier

Examples of Buted in Legend of the Five Rings: Bayushi
Tkita, Kitsu Osen, Shosuro Furuyari, Shosure Toraki, Togashi
Milote,

CLASS FEATURES

All of the following are class featnres of the butei prestige
clags. :

Weapon and Armor Proficiency: Butei have proficiency
in all simple weapons. They gain no armor or shield profi-
ciency. Armor checle penalties for armor heavier than leather
nppl}r to the skills Balance, Climb, Escape Axtist, Hide, Jump,
Move Silently Pick Pocket, and Tumble,

A Thousand Hearts; At first level, the butei has already
begun to ingrain the ares of disguise into his very being, He
caw easily shill [iom oune persona o anotler, thougls Le sl
relies upon physical implements and makeup (o assise in his
disguise. He gains a circumstance bonus to all Disguise and
Mimicry checks equal o his burel level. In addition, if he pos-
sesses 4 knowledge skill thar relates divectly to his targer, such
a5 Knowledge (Lion) when imitating a Lion bushi, he gainsan
additional +2 circumstance bonus ro his Disguise check.

Poigon Use: Burei gain thig ability at firat level. As hutei
sometimes serve the Scorpion in the capacity of aszassing, all
are educated in the proper use of poisons, and do not rigk acci-
dentally poisoning themselves when applying or brewing
poison.

Versatile: Scorpion butei must be the masters of many
slills 5o that they may more easily slip into alternate personac
unnoticed. At sccond and sixth level, the butei gains this abil-
ity, Alternately, the butei may choose to give up this ability
and instead gain an additional favored class, allowing him to
expand his abiliny to emulate various individuals by adopting
[u lure 1|:"||“|:15- UE‘ I.J.]t' dpp UP].'EH Le L'].]-H.l_d.L' Leg Cia&ﬁen

will
Save Special
2 A Thousand Hearts, Paizan Use
I3 Yersatile
+3 Sneak Attack +1d6
+4 A Thousand Faces
+4 The Scorpion's Sting, Sneak Attack +2d6
+5 Werzatile
+5 Piercing the Veils
+6 Snagk Attack +3d6
+B Verzatile
+F MNe Maore Masks

Sneak Artack: A second level, the butel gains 3 sneak
artack damage bonus similar 1o the rogue's, This damage bonus
applies when a targer is denied his Dexrerity bonus to AC,

Should the bucet inflict a critical hit, the sneak artack damage §

is not multiplied. The butei's attack does +1ds damage at
second level, and increases by £1d6 every third level there-

after {+2d4 at fifth level and +3dé at eighth). Lhe butei may |

apply the bonus damage with a ranged weapon, but only if the
tatget is within thirty feet. The butei may choose to inflice sub-
dual damage on a sneak attack with a sap or unarmed strile.
This extra damage stacks with damage applied trom other

snedk attack abilities, Creatures immune to critical hits are not

vulnerable to sneak attacks.

A Thousand Facca: At fourth level, the butei begins to
pierce the deeper secrets of the Scorpion impersonators, With
a simple act of concentration, the butei can change his face,
postare, and demeanor while weaving a subde illusion abour
Liswsell thiougl were concentation, This s equal in eflece 1o
a change self spell cast by 4 sorcerer of his character level The
burei may use this abiliry 2 number of times per day equal
his Charisma modifier. This is a spell-like abiliry,

The Scorpion’s Sting (Ex): Though not all burei are assas-
sins, all are trained to take advantage of a helpless enemy
shonild the need arise. Ar fifth level, the buter may perform a
coup de grace against 3 helpless opponent as 3 partial action
This is an extraordinary ability.

Piercing The Veils: A butei who reaches seventh level ne
longer needs to rely on illusion to conceal his identity,
The core of his existence has become a thing of deception.
The illusion created by A Thousand Faces now bacomes real,
chectively upgrading to-an alfer slf spell cust by o sorcerer of
his character level rather than a change self. This change carrics
certain limitations when compared to a true alfer self spell;
the butei can either emulate other humans or become a
[aceless creature with no Identifying features whatsoever
(he cannot emulate wings or gills as nonmally allowed by the
spell). Unlike normal shape-shifting, if the butei dies while in
an alrered form he remains permanently in thar form. This isa
spell-ike abilie

Mo More Masks (Su): At tenth level, the butei’s Piercing
the WVeils effect has an unlimited duration. ITn addition, once
pet day, as a standard action, the butel can effect a horoifying
transformation, directing a gare attack against one target of
his choice. The target must make a Will save (DC 10 + half his
character level + Charisma bonus). If this fail saves, the targar
stands helpless tor one round. This is a mind-aftecting
supernatural abilicy
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DRAGON
SWORDMAST=ER

Where the first Kakita laid the ground rules for duels and
all affaies of the sword, Mirumoto followed his own path.
Mirumaoto was the first samurai to follow the kami
Togashi after he fell from the Heavens, the shugenja
Apasha cloge bahind him: The famous treatise on sword:
play, Miten, was the result of Mirumote's lifetime dedi
cation to the tiwo sword art of fighting, When Shin- 4
sei gathered the fivst Scven Thunders to journey
into the Shadowlands to batele Tu Leng, Miru-
mote did not hesitate to represent the
Dragon, He never retwrned Drom the bacdle
with Fu Leng, and never koew deflear at the
lLiands of iportal man,

Diragon samurai who dedicare themselves
fully tothe art of Miten arrend the Swordmaster
school. Unlike the other Clans, the samurai of
the Dragon train with the shugenja of their
clan, the Swardmaster aven more than
mast, ‘The ability to wield too swords
effectively is an amazing sight 1o
behold, and many say that the Sword-
masters’ meditative study with shugenja allow
them to attsin the focused state required for
such a feat. Among the samurai of Rokugan,
Swordmasters are feared duclists, and enigmatic
sechers of more esoteric truths as well,

Hit Die: d10.

REQUIRERNENTS

To quality to become a Swordmaster, a character

must fulfill all the following criteria,
Clan: Dragon.
Honor/Alignment: Any lawful, honorable,
Basc Attack Bonus: +5
Skills: Lsijutsu Focus; 5 Ranks, Knowledge (arcas’: 3 Ranks.
Feats: Expertise, Daisho Technigue, Void Tlse,

CLASS SKILLS

The swordmaster's class skills (and the key ability for each
skill} are Balance {Dex), Crafe (Inc), Concentration {Con),
Taijutsu Focus {Cha), Terform (Cha), Profession (Wis), Ride
{Drex), Bense Motive {Wis), and Tumble (Dex), (See the Players
Handbaook™ for skill deseriptions.) The Iaijutsu Focus skill is
described in Crivrelul Adventures™,

TanLe 1=-16: THE SWORDMASTER

Base Fort Ref

Lewed Attack Bonus Save Save
Tst +1 +1. +0
2nd +2 20 [
3rd +3 +1 ey
4th +4 +1 +1
5th +5 +1 +1
ath +6 +2 +2
7th +7 +2 +2
8th +5 2 +2
ath +9 +3 +3
10th +10 +3 +3

Skill Points At Each Level: 4 + Int modifier,

CLASS FERTURES

All of the following are class features of the swordmaster
prestige class,
Weapon and Armor Proficiency: Swordmasters arc
proficient with all simple and martial weapons, Swordmas
Ir" ters do not gain any proficiency with armor oo shields,
though mest bave such proficiency from the samumi class,
Daisho Stance; Wielding boch blades in a defensive
screen, the swordmaster makes it more difficulr foran
opponent o penercare his defenses. Beginning at 15t
level, the swordmaster gains a +1 armor bonus to
his AC. This increases to +2 ar 4rh level and by an
additional +1 at 7th and 10th levels
Ouick Draw: 1f the Swordmaster does not
already possess the Quick Draw feat, he gainsitat
the 2nd level bat may only apply it to katana and
wakizashi, This feat can be used by the swordmas-
ter to draw both blades simultaneonsly
One with the Sword: Extensive training in
bath kenjutsu and faijutsu has afforded the sword:
master great insight into the use of the katana,
When wielding the katana and wakizashi, the
swordmaster gains a total +2 bonus to hit begin-
ning at 3rd level. This bonus may be distribuced
between katioa and wakizashi as the swordmas-
ter sees fit, (For example, in one round, he
applies +2 to all atracks with his katana, and
nothing 1o his wakizashi; the next round he may
choose to instead apply +1 to his katana artacks and
+1 to his walkizashi attacks, etc) I has tots] bonus
increases ta +3 at Sth level and to 4 at ath level
‘Truth Is in the Killing: By spending a Void
point, the swordmaster may prevent the use of
Void points by any one foe in his threstened areg
until his next turn. This effect continues even if
the tarpeted opponent leaves the swordmaster's threatened aren,
This iz a free action, taken on the swoerdmaster’s turn.

SLEMENTAL
GURRDSM AN

The Tsunaml Leglon sweep actoss the battlefield, the power of
Wrarer guiding them unerringly to their foe.

The Firestorm Legion smite their faalhardy opponents
with the eleansing power of fire

wihll

Save Spacial

+2 Daisho Stance +1
+3 Quick Draw

+3 Oine with the Sward +2
+4 Llaisho Stance +7
+4 One with the Sword +3
+5

+3 Daisho Stance +3

+6 Truth Is in the Killing
+8 One with the Sword +4
+7 Daishe Stance +4



With the kami of air on their side, the Hurricane Initiaces
hover high sbove the battlefield, delivering a desdly message
with the voice of the storm itself,

And the tury of earth echoes in the bartle cry of the
Avalanche Cuard.

These are the Elemental Cuardsmen, the feared bertle
shugcnjn of the Phacnix. Whilc most followers of the Eami
Shiba are devour pacifises, the Guard are the exception. They
recognize the need to be prepared for war, and know well the
pover of magic as a weapon. They are the avenging hand of
the Council of Masters, and though they may not be die mosc
seasoned warriors in Bokugan, their expertise in magic more
than compensates.

Those whoe would stand against the Phoenlx stand against
the Elemental Guard, and the kami stand with them. Beware,

Hit Tie: d&.

REQUIRERMENTS

T yualify o become an Blemental Guardsinan, 3 characier
mast fulfill all the following criveria.

Clan: Phoenix

Base atrack bonus: +3

skills: Spellcrafr: 8 ranks, Concentration: 8§ ranks, Knowl-
edge (elements): 8 ranks

teats: firmal Magic, Superior Elemental Focns

Spelle: Ability ro cast thied level divine gpells. Must have an
elemantal focus and the ability to sensze elements ag o
shugenja,

Special: Must be invited to join the Elemental Legions by
the Council of Masters,

CLASS SKILLS

The elemental guardemant class skills {fand the key ability for
each skill) are Alchemy (Int), Concentration {Con), Heal
(Wis), Enowledge (Fortunes, Shinrao, Elements) (Int), Scry
{Int, exclusive slill), Speﬂcrnft {Int). (See the Player's Handbook™
far shill descriptions.)

&kill Points at Each Level: 4 1 Int modifier.

Examplcs of Elemental Guardsmen in Legend of the
Five Rings: Agasha Fujita, Isawa Hochiu, Izsawa Nodotai,

CLASS FEATURES

All of the following ate class teatures of the elemental guards-
man prestige class, -

41 Caster Level: An Elemental Cuardsman continues
his more general study of the kami a5 2 shugenia as well as
focusing upon this more exclusive domain to elemenral
mastery. Thus when a new Elemental Guardsman level is
sained, the characrer gains new spells per dayas if he had also

L]

TasLe 1=17: THE ELEMENTAL GUARDSMAN

grined a level in the spellcasting class he belonged to before
he added the Elemental Cusrdsman prestige elass. He does
not, however, gain any other benefits a character of that class
wotld have pained,

Weapon and Armor Proficiency: Elemental guardsmen
have proficiency in oll simple and martial weapons. They gain no
armor or shield Frnficicncy. Armor check Pcnalti.cs for armor
heavicr than leather apply to the skills Balance, Climb, Escapc
Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble,

Spells Known: These are bonus divine spells, gained as 3
shugenja normally pains new spells. These spells muse be
selected [rom the guardsman’s ovus element, These spells are
not added to the amount of spells the guardsman can cast;
they are an addicion to roral spells known,

Greater Element Focus: At first level, the Elemenral | :

Guardsman gains a greater mastery of his chosen element.
He may Sense Flaments as a standard action rather than a full

ronnd action, The Elemental Cusrdsman's caster leveal i §F

considered to be one higher when casting spells of his focus
element (this does not give the guardsman access to spells he
could not otherwise cast), An elemental guardsman does not
tace the usual restrictions of multi-classing shugenjs, and can
return to the shugenja class freely after taking levels of this
prestige class, Bepending en their title, elemental guardsmen
arc considercd to ke ina different Elemental Legion:
Avalanche Guard (Barth}, Tirestorm Legion (Fire), Hurricane
Tnitiates {Air), or Tsunami Legion {Water).

Spells Per Day: Ac 2nd, 4th, sth, and 8th level the guardsman
gains wew spells per duy s i Lie lad gained o level ina divive
spell custing cluss he belonged 10 before adding the prestige
class. He does nor, however, gain any ocher benefic a character
of that class would have galned (improved chance of
conttalling or rebuking undead, metamagic ot item crearion
feats, hit points heyond those he receives from the prestige
elage, and sooon), except for an thereased effective level of spell
casting, If a characrer had more than one divine spell casting
clags before becoming an elemental puarderman, he must decide
to which class he adds each increased level of spell cagring.

Elemental Prodigy: At 3ed level, all spells of the elemental
guardsman’s focus element gain a +2 bonus to their save DC
and & 12 bonus to caster level checks to beat a creature’s spell
resistance. Unforeunstrely, this benefit comes ar 2 cost.
All spells not related to the guardsman's focus clement have
their save DC and caster level checks to beat a creature’s spell
resistance reduced by 2,

Elemeintal Mastery: Al 10t level the Elemental Master is
considered a complete master of his chusen element All spells
related to his Element Focus are now considered o be innate
abilities (see the Innate Ability feat), He may use Sense Elements as
& move equivalent sction when sensing his focus element.

Base Fort Ref Will Spells
Level Allack Bonus  Save Save Save Special st 2Znd 3pd  4th  Sth
1st =0 +2 +0 +2 +1' Caster Level, Greater Elernent Focus +1 = - - -
2nd +1 +3 +0 +3 +1 Casker Level +1 41 - - .
ird +2 +3 +1 +3 Elernental Prodigy - +#1 1 - -
Ath +3 +4 +1 +4 +1 Caster Level . . +1 +1 -
5th +3 +4 1 +4 +1 Caster Level . . | +1 ]
Eth +4 +5 +2 +5 ¥ - - - +1
Tth +5 +5 +2 +5 +1 Caster Level 11 R - -
fth 16 6 12 16 11 Caster Level 11 i1
Bth 16 +6 +3 +6 - +1 +1 -
10tk +7 +7 +3 +7 Elernental Mastery = . 5 +1 41
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2X-ELEMENTAL
GUARDSR=N

Elemental Guardsmen whe defy the Council of Masters may
na longer gain levels in this prestige class, though they retain
all of their abilities. Any Master who attempts to teach the
secrets of the Elemental Cuard to others without the Couneils
permiesion will be hunted down and killed for his treachery.

SMERALD
RAGISTRATE

For cennuries, the Emperor’s law has been enforced by an elite
cadre of samural taken from all the clans of the Empire. These
noble warriors hold their loyalty ro the Hanted ahave all
things, even family and clan. No ane whao commits treason
against the Emperor izimmune from their justice,

Emerald mapgistrates are taken from all ranks of samurai,
Bushi and shugenja alile serve the Emperor by enforcing his
law. The samurai's skill and devetion are all that matcer;
whether they trained with sword or scroll is irrelevant. Magis
trates are chosen from those who demonstrate exceptional
ability, honor, and devetion to the Emperor and his laws.

The Emerald Magistrates are commanded by che Emerald
Champion, the right hand of the Cmperor and the supreme
arbiter of law in'the Empire other than the Sou of Heaven,
himself The Emerald Champiow’s paluce, locaied vutside of
Orosan Uchi, is the centrl headyuarters for all Emerald Mag-
istates, Magisirates are expeceed ro send reports 1o the Cham-
pion on a regular basis, alchough he seldom reads all of the
reports himself unless an emergency has arisen that requires
his personal atrention.

Emerald magistrates come from all elasses Ahility alone is
important to the Emerald Champion, and little else is of con-
sequence, Anyone who meets the requirements is eligible for
the position.

Hit die: da.

REQVIREMENTS

To qualify to become an Emerald Mapistrate, 2 charaeter must
fulfill all the following criteria.

Base Attack Ronns: +8

Skills: Gather Information: § tanks, Knowledge (Law): 5
ranks.

Feats: Alertriess, Leadership,

TasLe 1-18: THE EMERALD MAGISTRATE

Base Fort Ref

Level Attack Bonus Save Save
15t +0 <+ +2
2nd +1 +0 +3
Ird 12 +1 +3
Ath +3 i1 444
Sth +3 11 -4
fth +4 +d 15
Tth +5 +2 +5
ath +6 ) +5
Sth +h +3 +6
10th +7 +3 47

CLASS SKILLS

The Emerald Magistrate’s class skills (and key abilicy for each
skill) are Bluff {Cha), Diplomacy (Chad, Gather Informarion;
{Cha}, Iaijutsu Focus (Cha), Intimidare {Cha), Knowledge:
{Law} (Int}, Ride (Dex}, Search {Wis), Sense Motive (Cha), and
Spot (Wis). The Taijursu Focus skill is described in Chapter 4
of Oriental Adventures™

Skill Points per Level: & + Tnt modifier

Examples of Emerald Magistrates in Legend of the
Hive Rings: Bayushi Yojiro, Doji Satsume, Kitsuki Kaagi

CLASS F=EATURES

All of the following are class features of the Emerald Mapis:
trare prestige class

Weapon and Armeor Proficiency: The emerald magistrate
is proficient in all Simple and Martial weapons ae wall ac with
Light and Medium armor. Armor check penalties for armor
heavier than leather apply to the skills Balance, Climb, Escape
Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble,

The Emperor's Saal: The emerald magistrate baars the seal
of the Emperer himgelf, and few sre willing to go against the
wishes of the Son of Heaven's scrvant: The magistrate gainsa
+5 circumstance bonus to all Diplomacy and Intimidate
checks, but only when he is speaking in an official capacity as
a representative of the Emperor,

Strength of Purpose: The magistrare’s duly is 2 sacred one
and he cannot be easily deterred. Beginning at 2nd level, the
magisivate gaing & +2 morale bonus to resist any artempr o
turn him away from his dury, either through the use of skills
(Diplomacy, Intimidare, Bluff) or through magic {any
attempts at mind conttol or influsncing thoughrs) This banis
increases by two at every second lovel theraafter

Saibankan's Methad: Beginning at 3rd level, the magis
Tt gains & eompetence bonus to any class skill equal o his
magistrate level. This bonus may be used a number of times
per day equal to the magistrate’s Wisdom meditier

For the Empire: The Emerald Magistrate is skilled at deal-
ing with larpe proups of foes, and seizing upon their mistakes
Beginning at 5th level, the magistrate receives an additional
attack of opportunity per round, Another artack of epportu-
nity per round is gained when the magistrate reaches level 8,

In His Name (Ex}: Acting with the Emperor's blessiug
gives the magistrate the authoricy and conlidence 1o acoom-
plish nearly any task. OGunce per day, the magistcace may
instanty take 20 o any skill check involved in the execurion
of his official duties {DMs discretion wherther a skill check is
su involved). This does not increase the amount of time
reguired to perform rthe rask.

will
Save Special

+0 The Emperor's Seal

=0 Strenglh of Purpose +2
*1 Saibankan's Method
+1 Strength of Purpose +4
+1 Far the Empire +1

2 Strength of Purpose +6
12 In His Mame

2 Strength of Purpese +8
+3 For the Empire +2

+3 Strength of Purpase +10



ROLAT RGENT

Whispered in shadows aud beld in utnest secrecy, the Kolat
are pethaps the most secretive organization in the Empite.
The Kolar ave the philosophical descendancs of those who first
denied the Kamis ripght to rule, who rurned their back on che
idea of an Empire founded by meddling gods. The ulrimare
geal of the Kalat is to overchrow the rule of the Kami — and
the samura saciery they have boilt — returning the troe
power to the hands of the humans Cinly throngh subtlety can
they accomplish their geals, and enly throngh secrecy can
they survive, The Kolats great Plan is 2 complay thing, knewn
anly to the Ten Magters hidden away in thel organizations
secret temple, The Kolat care not about the tmeans they must
use toachieve their ultimace gool, but only the glovious ends.

In the meantime, the Holat expend their power through
stealth, espionage, and assassination, The Kolat offer their ser
vices to those who can pay their price, and often ask only for a
bit of information or 4 political faver in return. 1F the Greft
Clans kisew the toue purpose and geals of chese shadowy spics
und assassing, even the most dishunorable suuead would
have no rruck wich them, Luckily, the Eolat are guite shilled
what they do, and one can never know for cermin who is a
Kolat agent and who is not. .,

Rogues and ninja malke excellent Kolat agenes, but & samu-
mm with the proper gkills makes an even more potent opera-
tive, Courtiers likewise make deadly Kolat agents, The Eofar
value the teschinge of Shinzgei (3 martal hnman who com-
manded the Kami) but faw monks join the Kolat, Many find it
hard eo balance the teschings of Shinsed with brainwashing
and assassination. Shugenfa join the Kolar even more rarely,
though it is net unheard of for them to do so.

Hit Dic: de. .

RZQUIREMENTS

Ta quality to become 2 Kolat agent, o chatacter must fulfill all
the tollewing criteria.

Alignment: Lawful Evil, Lawkal Meutral, Meucral Bvil

Honor: Mone above two,

Basc Aftack Bonus: 13

Skills: Gather Information: 4 ranks, Bluff: 4 renks, Sense
Motive: 4 ranks, Innuende: 4 ranks,

Feats: Perceived Honon

Special: The character must be chosen by the Ten Masters
to be inductrdnated inw theie technigues. Coly @ handful are
chosen, and it is always che Kolat who decide who will
become one of their number, nor vice versa,

Cne need not be a member of this prestige class o have des

TaBLE 1=19: THE KOLAT AGENT

Base Fart Ref

Level Attack Bonus Save Save
1st +0 +{) +2
2nd +1 +0 +3
Ird +2 +1 +3
4th +3 1 14
Sth +3 +1 +4
Gth 14 +2 +5
7th +5 +2 +5
ith =6 22 +6
gth +6 +3 +6
10th +7 +3 +7

to the Kolar, bur all of the Kolars most skilled agents (and all
of the Ten Masters) have at least one level in this prestige class.
Advancing in this class is a privilege, not 2 right, and only
those who have setved the Kolat durifully arve allowed to
progress. Only the 'len Masters themselves ever reach 10th
level in this elass.

CLASS SKILLS

The Kelat agent’s class skills (and the kev ability for each skill}
are Appraise (Int), Bluff (Cha), Craft (1nt), Decipher Scripr
(Inty, Diplomacy (Cha), Disguise (Cha), Forgery (Int), Games
Varions), Gather Information (Cha), Hide {ey), Tnnvendo
(Wi}, Intimidate {Cha), Knowledge (History} (Tnr), Tisten
(Wig), Move Silently (Thex), Pick Pocket {Thex), Read Lips {1nt),
Search (Int), Senge Motive (Wig), Spot (Wis).
§kill Pointe at Bach Leval: & + Lnr moditfier,

Examples of Kolat Agents in Legend of the Five Rings:
Yasuki Taka, Akodo Kage; Bayushi Aramasu, Shinjo Yelatsu,
Chinoke.

CLASS FEATURES

All of the tollowing sre elase bearures of the Kolat agent pres-
tige class.

Weapon and Armer Proficiency: Kelat agents gain no
proficieney in any weapon or armor. Armor checl penalties
for armer heavier than leather apply to the skills Balance,
Clirnb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket,
atd Tumble.

Sevret Brotherhood: Ar [se level, the Kelat agent gains
the advantages of the Kulacs secret initiation, Kolat agents
face none of the normal difficulties inherent for characters
with mulriple presrige classes in Rokugan. Training smong
the Kolat is always kept secrer.

It addirion, the Kolat agent has allies throughour the
Empire, often in the mast unlikely of places. The agent may
uge his Innuende skill (M2 15) to leave a signal that only
another Kelat agent would understand (a symbaol painted on s
wall, a cercain sort of tree burning at a certain time of day, etc.]
This symbel can effectively transmit a message of up to seven
words. Whather another agent decides to offer assistance is
unother matter,

Kolat ability: At 15, 4th, 7th, 9th, and 10th level, the Kolat
Agent gaing a new ability of his choice from smong the
following:

« Perceived Honer: The character gains this feat again for free,

This ability 1oay be chosen multiple times.

» Broadened Skill Base; Select two cross-class skills, These skills
become class skills for the Kolat agent, and he gaing a +1
bonus to all checks wich them. This abilicy may be chosen

Wil

Save Special

+2 Kolat ability, Secret Brotherhood
+3 Sneak Attack +1d6
13 Tell Mo Secrets
14 Kalat ability
+4 Sneak Attack +2d6
+5 Activate Sleeper
+5 Kolat ability
+B Sneak Attack +3d6
+B Kolat ability

a7 Frogram Sleeper, Kolat ability
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multiple times.

* Poison Use: The Kolar agent no longer risks accidentally
poisening himself when brewing or applying poisons,

* Kolat Duplicate: The Kolat agent is a master of disgrise,
galning 4 +2 bonus to all Bluff and Msguise checks.
This ability may be chosen mulriple times. If chosen for the
same skill multiple times, its effects stack.

Sneak Attack: At Ind Level, the Kolat gaing a sneak artack
ahility similar to the rogue’s. The Kolat-agent is skilled in
attacking vulnerable opponents in vital areas, inflicting addi
tional damage. This damage bonus applies when a targer is
denied his Dexterity bonus to-AC. Should the Kolat agent
inflict a critical hit, the sncak attack damage is not multiplicd,
The Kolat agent's attack does +1dé damage at second level,
12de at fifth level, and +3ds at eighth. The Kolat apent gy
apply the bonus damage with a ranged weapon, but only if the
target is within thirty feet. The Kolat agent may choose o
inflict subdual damage vn g sneak artack with a sap or
unarnved suike, This extra damage stacks with damage
applied [rom other sneak arrack abtliries. Crea-
tures immune o critical hies are not vulnerable
to sneak armacks.

Tell Mo Secrets: At third level, the Kaolat
agent gains an addirional save at 2 +4 bonas
against all enchantments and mind-affect-
ing effects, should any of those effects
ever artempt to force him to reveal infor
mation about the Kolat or their opera-
tions,

Activate Sleeper (Su): At sixth
level, the character hus learncd the
secret techniques used to activate
Kolat sleeper agents. With a single
word {and a standard action) the
dgent may command all :sltrpr,i'
agents within the range of his
voice to obey his will. All sleepers
present must make a Will save (DC
10 + Kolat agent's level + Kolat
agents Charisma modifier) or fall
under the agent's contral. This is
identical in effect ta a charm person
spell, except that self-destructive
orders will be obeved if the Kolat
agent succeeds in an oppozed
Charisma check, The Kolat agent
paing a circumstance bonus equal to his
level en all opposed Charisma checks to control a sleeper.

Sleepers obey the agent for a number of hours equal to his
Kolat agent level, though he may renew his contral with 4
standard action. An agent may control 2 maximuim number of
sleepers equal to his Charisma modifier at one time (he may
release sleepers prematucely il he wishes to command others).
When the agent’s control fades, sleepers lose all memory of
any activities they performed while under his control unless
the agent controlling them wishes otherwise. Two Kolat
agents giving the same sleeper contradicrory commands cause
the sleepert to simply stand in one place and do nothing.

The best sleepers ave thoss unaware that they sre sleepers,
Any individual who is consciously aware that he is a Kolat
sleeper gains 2 +4 morale bonus to all Will saves and Charisma
checks to resist the effect.

"This ability only works on those previously programmed to
be Kolat sleepers. This is a supernatural ability

Liew’s Pride

Pragram Sleeper; At renth level, the agent is a true master
of the Kalat's techniques, and con create sleeper apente.

Creating a sleaper agent is a long and difficult process,
requiting at least one day per character level of the subjeet,
The Kolat agent must spend at least twelve hours per day
indoctrinating the potential sleeper in the philosophies and
directives of the Kolat, and the potential sleeper must have no.
other human contacet during this time, At the end of this.
period, the Kolat agent must expend 100 Experience Points
per character level of the subject, and the subject muales o Will
save (DC 10 + Kolat apent’s Cluarisms modifier + the Kolar
agent's level) 11 this save fails, the subject has becomea
sleeper agent, The Kolat agent expends experlence whether or
nol the provess is successful.

If unsuccessful, the agent may immediaraly
Ity again, beginning another period of depro-
gramming and brainwashing for a number of

days equal to the subject’s lovel At the end

of this time, he must expend Experience

Points once more, but the DC of the sub-
ject’s Will save is increased by two.

A Holat agent iz free to usc torture,

threats, or coercion to cncourage a subject

to voluntarily fail his Will save, but many

Kolat frown upon this, relying instead upon

the purity of their philasophy and their -
ural prrsuasive
talents. {Then apein, wany Kolat are excremely
practical people and don't cringe away from 3
bt ol lwrture.)
Once indocrrinared a5 a sleeper, the process
is permanent, and only a wish, miracle,
orvears of rest and rehahilitation ean reverse
the effects. When released from the program.
ming, a sleeper forgets the entive process and
generally returns to his normal life, There-
afrer, the Kelst agent can command the
sleeper using the Activate Sleeper ability
described above.
A Kolat agent may create sleepers thar will
obey only his own commands, racher than that of
any agent’s

=X-ROLAT AGENTS
Kolat agents who dizobey the will of the Kolat
or leave the orpanization no longer progress in
levels a5 2 Eolat master, though they may use their abili-
ties treely. Former agents of the Kolat are swiftly assassinated
ot it that is impossible, blackmailed into submission to pre -
serve the orgnnization’s scorecy,

LIONS PRID=

The armies of the Lion are feared for two reasons — the
unstoppahle tactical minds of the Akeds, and the unbreakable
fury of the Marsu Lion's Pride. The Lion's Pride are often the
fromt line of a large conflict invalving the Lion, 1 position the
clite unit relishes. The Lion's Pride are all women, usually
taken from the Mateu family. Membership in chis group
preclaime both skill in combae and an absolute lack of fear of
death, Ten Lions Pride have stood against hundreds of
samurai, the last Matsu finally sent to her death after the



enemy had been reduced to less than half their number. Few

cany hear the sereams of the Lions Pride on the other side of

the battlefiald and not know the touch of fear on their hearts,
Hit Die: dio.

REQUIREM=ENTS

Ty ualify to beeome a Lion’s Prde member, a0 chareter mause
fulfill all the following criteria.

Clan: Lion.

Honor/Alignment: Any Lawful, Honorable.

Base Attack Bonus: +6

Feats: Iron Will, i Shout.

Special: Must be female, ond must be sccepted by the
Lions Pridc.

CLASS SKILLS \

The Lion's Prides class skills {and the lcey ability for each skill)
are Climb (Ste), Handle Animal (Chal, Intimidate (Cha), Tomp
(&tr), Knowledge (Battle) (Int), Knowledge {Mobility and
Boyalry) (Int), Perform (Cha), Profession (any) (Wis), Ride
(Dex), Sense Motive (Wis), and Swim (Str). (See the Blayers
Handbook™ for skill descriptions.)

5kill Points at Tach Level: 4 + Int modifier.

CLASS FERTURES
All the following are clase testures of the Lionk Pride prestige
class,

Weapon and Armer Proficieney: Lions Pride members
are proficient wich all simple and martial weapons and with all
armor.

No Man's Bride; The Lion's Pride are known for their
indemitable will, even in the face of overwhelming odds. A
wsember of the Lioos Pride pains resistance 1o mind-allecing
spells, prancing her a +1 morale bonus w all rolls o save
against such spells. This bonus increases by one poinr each
time the character gains a Lions Pride level, and the character
may save against the spell every time it would cause her to do
something contrary to her alignment or dory

Ancestral Favor: At 2nd level and sbove, 2 Lion's Prude
member applies her Charisma modifier (if positive } asa bonus
to all saving throws,

Bonus Feat: At second level, the Lion’s Pride member gets 2
benus feat. She gains an additional bonus feat ar 4th, Fth, and
10th levels. These bonus feats must be drawn from the following
list: Endurance, Expertise {Improved Disarm, Improved Trip,
Whirlwind Attack), Impmvcd Initiative, Great Ki Shoutt,
Bemain Conscioust, Toughness, Weapon Focus (katana). Feats
marked with 2 "7 were introduced in Oriental Advertbies™

TasLE 1-20; THE Lion's PrIDE

Base Fort Refl

Leve| Allack Bonus Save Save
1st %1 +2 +0
Znd +2 +3 +0
3rd +3 +3 +1
4th -4 +4 +1
Sth +5 +4 +1
Gth +6 +5 +2
7th +7 +5 +2
&th 18 16 (el
th +8 +6 +3
10th +10 +7 +3

Matsu’s Eves: At Sth level, when raking the full attack
getion in melee, the character may make one ateack per
encounter per level in this class with such speed that it strilces
her opponent as if they were Hat-dooted,

Matsu's Fury: An &th level Lion’s Pride character can
sacrifice her ability to defend herself in order to gain extra
ettacks for the round, In order to gain en extra attack, the
character chooses to completely negate her Dexterity bonuses
to AC (she is considered Hat-footed) for the rest of the turn,
The extra attack ts made with the character’s highest attack
medifier. This may ouly be done when taking the full atack
actinn in melee comlae,

RASTER OF THE
AKASHA

All memnbers of the Maga race share 2 collective group-mind
known as the Akasha, This well of memories serves 4 similar
function to Void within humans, although most Maga exist in

a greater hacmony with the Alasha than the vast majority of 0

humans expericnee with the Void. The Maga priests, lenowen as
Vedics, continually plumb the mysterious depths of the
Akasha, seeling new ways to use it for the Naga's benefit,
Some who delve inte the Akasha do not retuen unchanged.

A lew vare Hapa achieve such a unity widh the Alasha that
they are no longer truly individual beings, They become
instead a living repository for the group mind of che Maga,
Grear power 15 ar thelr disposal, for which they have the
respect of their entire race. The cost, however, is the freedom
of their own thoughts, for which the Naga pity them. Masters
of the Alasha are nomadic, a8 they can find themselves adopt-
ing the mannerismz of powerful Maga minds arcind them of
they remain in one place for very long,

Hit die: ds.

REQUIREMENTS

To qualify to become a master of the Akasha, a character must
fulfill all the fallowing criteria.

Hase Attack Honuos: +5

Race: Maga.

Alignment: Any lawiul,

Skills: Enowledge (Aleasha): 5 ranks.

Feats: Abkasha Use, Depth of the Akacha,

CLASS SKRILLS

The akasha master's class skills (and key ability for each shkall)
are Concentration (Con), Craft (Ing), Diplomacy ((ha), Heal

will
Save Special

+ Mo Man's Bride
+0 Ancestral Favor, Bonus Feat
+1

+1 Bonus Teat

+1 Matsu's Eyes
+2

L) Bonus Feat

12 Matsu's Fury
+3

+3 Bonus Feat
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('wris), Hide (Dex), Intult Ditection (Wis), Knowledge
{Akasha) (Int), Move Silently {Dex), and Sense Marive (Wis)
Skill Points per Level: 4 + Tnr modifier.

CLASS FEATURES

All the following are chiss features of the Maseer of the Alkasha
prestipe class,

Weapon and Armor Proficlency: The akasha master is
proficient with all Simple and Martial weapons.

Cross-class Skills: Drawing upon the well of knowledge
within the Akasha, the master can learn many things previ-
ougly unknown o him, Beginning ac o level, the Alasha
master may designate any three cross-class skills as class skills,

Meditation: Beginning at 2nd level, the Alacha muster can
spend one round in meditation to receive a +3 insight bonus to any
Concentrartion ot Intuit Direction check made the nest round.
This bonus increases to +5 at éth level and to +7 at 10th level,

Scry: Beginning at 3td level, the Akasha master can use the
Sery shill on any other living Maga, The Akasha master gains 1
rank of Sery and may increase it normally, No magical appaca-
tus is required to apply Scry in this way.

Improved Akasha Use: Beginning at 4ih level, the master
of the Alcasha gains an additional +1 bonus o any amack roll,
skill check, ur saving throw when spending an Akasha (Voud)
point, or to gain an additional +1 to his AC for one full reund.
The master may now spend 2 Akasha (Void) Points ona single
artack roll skill check, or saving throw.

Skill Duplication: The wisdom of all wha have passed
before is available for the master to access. By spending two
Alagha (Yoad) points, the master may gain 4 ranks in any one
skill for five rounds. This ekill must be one that is normally
available to members of the Maga race.

Spirit Thief: The ebb and flow of the world is open to the
Abasha master. If the Akasha master is awate of an opponent
within 50 Feer, he knows immediatcly when that opponent
spends any Void or Akesha Points. The Akasha Master can
immediately spend an Akasha Point once per round to negate
the cffects of an opponent’s Void or Akasha Point expenditure
(the point is still spent, buc it produces no effecis), This abilioe
docs not funcrion against opponents the Akasha master
cannot see, il e Akasbin master is facfooted, or if the Akasha
Master himsell has no Akasha Poinrs remalning,

Superior Akasha Use: Beginning at sth level, the master
gains an-additlonal +2 bonus to any attack roll, skill check, or
saving theow when spending an Akasha {(¥nid) poant, or to
gain an additional +2 ro his AU for one fall round,

Feat Thuplication: By tapping into the power of the
Akasha, the master can accomplish great things Beginning at
ath lewel, the master cun spend five Akasha poines and gain
the use of one feat for three rounde. The master must meet all

TapLe 1-21: THE MASTER OF THE AKASHA

Basze Fart Ref

Level Attack Bonus Save Save
15t 0 +0 +2
Znd i1 +0 +3
3rd +2 i1 +3
4th +3 i1 |4
Sth +3 +]1 rd
Btk +d 12 +5
Tth +5 42 +5
Ath +6 +2 45
9th +h +3 +G
10th +7 43 47

prevequusites for this fear, and it muse be-a fear available to
Naga. Use of this ability ie 2 full round action,

__RASTERMIND

A powerful courtier van make clans wemble with a whisper,
All in the Empire of Rokugan lve only o serve the Emperor,
and one who wields the Emperor's favor can bring even the
mighriest samurai under his dominion,

While all courtiers ave adepr at manipulating politics to their
advantage, a handful of individials achieve 3 higher level of
subtlety. These men and women can not only manipulate the
conres to their advancage, bur can also influence others with
their powetfil charisma. These powerful lords usually reside in
Dtosan Uchi and apply their inHluence at the Emperor’s
Winter Courts, Masters of psychology and human emeotion,
thege individuals are forces to be rechoned even outside the
perfumed halls where they concoct their schemes. Their
strings extend everywhere, and many would eagerly leap o
their defense. A mastermind is never far from someone who
ewes him a favor, There is always a friend neacby, or at least an
indebted pawn who can be coerced inw duing his bidding,

Courtiers, obvivusly, make excellent masterminds, Samural
alsu join this prestige class from time ro dme and rogues can
see the advanrages of having others at their beck and call.
Members of other classes rarely have the influence, training,
or Inclinatlon ro become a master of leading others. Some
masterminds turn their leadership skills to honorakle pur-
pose, directing their followers to combat banditey or work Far
the commaon good. Others use their allies for mere dishonor
able purposes, creating compact organized crime syndicares

Examples of Masterminds in Legend of the Five
Rings: Hantel Mageru, Kakita Ichire, Shosuro 'l.gberu, Yorit
ome Hoposha, Otomo Banu,

Hit Die; dé.

R=QUIREMENTS
T qqualify to become » mastermind, o character muee Falkill all
the following criteria,

Skills: Bluff: 12 ranks, Diplomacy: 12 ranks, Sense Motive:
12 ranke, Knowledge (Etiquette) 12 ranks,

Feats: Iron Will, Versatile, Leadership, Skill Focus (Sense
Motive, Diplomacy).

Epecial: The characrer must have seme political affiliation
with an Imperial Family or clan (Great or Minor), Masters of
this class may have encugh power and influence w begin
their own Minor Clans,

Wil
Save Special
+0 Cross-cluss skills
+0 Meditation +3
+1 Scry
+1 Improved Akasha Use
1 Skill duphcatinn
12 Meditation +5
+2 Spirit thicf
+2 Superior Akasha Usc
+3 Feat duplication

+1 Meditation +7



TABLE 1-22: THE MASTERMIND

Baza Fort Raf

Lewvel Attack Bonus Save Save
Tst +0 +0 +
nd +1 +0 )
ird +1 +1 +1
4th +2 +1 +1
ith +2 +1 +1
fith +3 +2 +2
Tth +3 +2 +2
aLh +4 +2 +2
9th 44 +3 +3
1Gth +5 +3 +3

CLASS SKILLS

The masterminds class skills

Wil
Save Special

+2 Leadership bonus + | Improved Cohart
+3 Favors

+3 Leadership bonus +2, Skill bonus +1
+4 Follower upgrade

+4 Leadership bonus +3, Skill bonus +1
+3 Favors +3

+3 Leadership bonus +4, Skill bonus +1
+6 Follower upgrade

+8 Leadership bonos <5, Skill bonus +1
+7 Favors +10

TagLE 1=23: COoMMUNITY MODIFIERS

{and the key abiliry for each ; Community Size Population Modifier Example
skilll are Appraise (Int), Bluff Small Farm* 20-80 5, Road’s End Village
(Cha), Decipher Script (Int, Hamlet 21400 o _ MNanashi Mura
exclusive skill), Diplomacy Village 401900 1 Friendly Traveler Village
thal, ¥ Iat). Ciath Emall town 0071-2,000 ¥2 City of Honar's Sacrifice
iﬁﬁﬁi‘l&&tT;iEEEliLﬂ}nEi‘l-u::hl;; Large town 2,001-5,000 *3 City of the Rich Frog
(Wis) Intimidz;e (Cha) Small city 8,001-12,000 +4 Vielenze Behind Courtliness City
o L N Large city 12,000-25,000 4§ Rijolka. Ciiani Toskil
nowledge (Local, Nobility Metispiiia i 7 ki

and Rovalty) {Int), Listen {Wig),
Search {Int), Sense Motive
(Wis), Spot (Wish (Sce the
Mlayer's Handbook™ for shill
deseriptions, The Tea Ceremony

TasLe 1—24; FavoRrs

* 3 carmmunity of this size is referred ta as 3 “Thearp” in the Dunceon MasTer's Cuiog™

JE ; ; : ocC Type of Favor GondsfServices Retainer
still is deseribed in this book, Less than 25 Mone available L ter 100 kel 1d3 levels [1-4)
Skill Points at Each Level: 25 Minar up to 500 koku 1d4+1 levels (2-5)
& + Int modifier. 0 Standard up to 1,000 koku 1d6+3 levels (4-9)
35 Great up to 2,000 koku 1d8+4 levels (5-12)
CLASS 40 Exceptional up to 5,000 koku 1d10+6 levels (7-16)

FEATURES
All of the following are class features of the mastermind
prestipe class,

Weapon and Armor Proficiency: Masterminds gain no
proficiency in any weapon or armor, Armor check penalties for
armor heavier than leather ﬂPPl‘,r' to the skills Belance, Climb,
Escapc Artist, Hide, Jump, Move Silenely, Pick Pocket, and
Tumble,

Leadership bonus: Masterminds gain a bonus to their
Leadership score at firse level and every other level therealie
¢ Levelership scome # egual (o character level + Cha bonas '+ mudifiers;
See the DuncEon Masees's Giide™), This bonus stacks wich any
bonus pained from the courtier character class. Like the
courtler, most followers of the mastermind are experts or
wartions serving as guards, informants, or sycophants.

Improved cohore: Ar first [evel, the masrermind gains the
ability to arrange for an 1'1'n17|1'r_1ver1 cohart, Tfat any fime the
mastermind's Leadership score would imply 2 higher Level
cohort than the one currently that currently serves him, the
mastermind may choose to dismiss his cohorr and summeon
pne of higher level without any detrimental effect to the
mastermind's Leadership score. The new cohort's level may not
equal or execed the mestermind's level and he pains experichoe
at the normal rate for cohorts. An improved cohort can only be
sumtnoned if the mastermind submits a formal request to his
family, and the cohort arrives in a reasonable amount of time,

Favors: The mastermind operates an extensive web of Tavor
I:K.L:].l.'dl]gl:l El“I alailing |l .ﬁtﬂ'.l.,'[]l,.l ]t.'"ul":]. 1": Iua}' bl:'g!lll. L la;ﬂ:
full advantage of this nerwork. A Doji courtier in Vielence

Behind Courtliness City may owe a Scorpion in Ryoke Crwari
a favor, who owes the mastermind in turn, By taking some
time te acclimate himself to the political climate in a large
city, the character way pull the suings and lenn wha avos
are owed him in that aeea, Use of this abilicy reguines ar least
one day in a large city and a Charisma check.

The mastermind gains a +5 1o his Favor roll ag level six,
and another +5 ar level ren. You may also add 2 communiry
modifier (adapted from cthe Dunceon MasTER'S Guide™) to the
Favear vl ns follows:

‘The favors table describes favors accumulared in termes of
poods and services or retainers, the two most common rypes
of favors demanded. Coods and services represents the maxi-
rum value of 5 gift or service pertormed to pay off the Exvor,
{The giftie the choice of the giver; if the mastermind demands
a specific gift divide the maximum value by half)

Retainer indicates the loan of o retainer in the employ of
one of the mastermind's allics. This retainer joins the master
mind as an additional cohort for the duration of his titme in
the area. Like all cohorts, this new cohort earns a half share of
experience and his level cannot exceed the mastermind's
level, I the culoel dies while in the masterminds service, the
usual penalties for losing a cohort apply: The exact nature of
thie cohort is determined by the GM. If the courtier demands
4 retainer of 4 specific clan, class, or gender, reduce the
cohort'’s level by one per demand, to a minimum of one.

The courtier may niot demand a favor from a given location
more TI‘\:ITI onee ]'!IF'T Tnnn!!'l, ::H'H'I Tn:l}r nint r]FTn.'H'n‘] more 'F:'Ivnrf\'
per year than hiz Chariema maodifier
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| RATLING SHARMATI

skill Bonus: At third level and ar every ather level there-
after the mastermind gainsa +1 bonus on skill cheeles eo 2 skl
of hig choice. The same skill may be selected multiple times,
but must be chacen From among the following skills: Blutf
Diplomacy, Sanse Motive, Intimidate, Cather Information,
and Innuendo.

Follower Upgrade: At fourth level, the mastermind gainsa
higher quality level of follower than usually provided ﬁ' the
leadership feat, He may dismiss a number of his followers
cqual to his Charisma modifier. These followers are replaced
by an equal number of new followers from the courtiers clan,
but these new followers may e frow any characeer class
allowed in the campaign. These new {ollowers are of equal
level w those dismissed, and are henceforth meared as lesser
cohorts rather than followers (though they still count against
the courrier's maximum number of followers). These cohores
gain a quarter share of experience any time they accompany
the mastermind on his adventures.

At eighth level, the mastermind's cohort begins to earn a
full share of experience, as if he were 1 normal character. The
mastermind’s lesser cohorts earn a half share of experience
from here on. In addition, any follower of the mastermind of
sixth level or above automatically learns the Leadership feat ot
his next opportunity, adding his own cohort and followers to
the mastermind’s already impressive following,

Among the Nezumi race, none are so highly regarded ac thoge
with the power of magic. Mezumi shamans ("Kir") are invari-
ably sorcerers. The lowest-level Nezumi sorcerers (those who
have not yet achieved this prestige class) are called "conjurers”
or "Rep'chik" ameng their people.

A shaman's Mame, or sense of identity, is so strong that he
can alter his own perceptions of the world and expand those
alteratione outward, causing true changes in the world, Of
course, with this sense of grest Mame comes a strong sense of
responsibility toward the Mezumi race.

The shamans are the guardians of the Nezumi. They use
their power to see the destiny of their kind, to see the dangers
that tomorrow will bring, and o combat potential theears wich
their awesome wagic, Occasivnally, however, Ratling
shamans fall into traps of self-deception {“n-kich”), twisting
their magic to evil purpose. It then falls to their fellow
shamans o return thelr lost brothet to the true path or, failing
thar, 1o destroy him,

Only a shaman can pierce the veils of Tthich, the Newumi
World of Dreams, without Insing himself to sleep. There, the

TasLe 1-25; THE RATLING SHAMAN

Base Fort Ref will

Leval Attack Bonus  Save Save Save
1st +0 +0 +2 +2
2nd +1 +0 +3 +3
ird 2 +1 +3 +3
4th +3 i1 14 +4
5th +3 i1 14 14
ath +4 +2 +5 +5
Tth +5 32 +5 +5
#th +6 +2 +5 <6
Gth 46 +3 +5 1B
[(th +7 +3 7 +7

shaman can commune with the Transcendent, powerful
MNezumi spirits composed of pure Mame. If the shaman can
truly master his magic, and survives long encugh, he caneven
become one of them,

Hit Die: d4,

REZQUIREZMENTS

‘Tn qualify to become a shaman, 3 character must bulfill all the
following criteria.

Race: Mezutmi,

Skills: Concentration: 10 ranks, Knowledge (Arcana): 10
ranlks,

Spells: Ability to cast third level arcane spells withour
preparation,
i Special: Must be visited in a dream by one of the Transcen

ent,

CLASS SRKRILLS
The Ratling shaman's elass skills (and the key ability for each
skill) are Alchemy (Int), Concentration (Con), Craft (Ing)
Enowledge (all skills, raken individually) (Int), Perform (Cha),
Profession (Wish Scry (Inth, Spelleraft {Ine). {See the Player)
Handbeok™ for skeill descriptions.)
Skill Poincs at Each Level: 2 + Int modifier.

Examples of Ratling Shamans in Legend of the Five
Rings: Te'rik'kir, Ipakak, Tikuku.

CLASS F=EATURES

All of the following are class fearures of the Ratling shaman
prestige class,

Weapon and Armor Proficiency: Ratling shamans pain
nw additional proficiency in any weapons or armor, Armor
check penalties for armor heavier than leather apply to the
skills Balance, Climb, Escape Artist, Hide, Jump, Movs
Silently, Pick Packer, and Tumble.

Nameseeker (Su): At 15t level, the shaman is no longers
mere conjurer. He hag gained the rank of Kan'chik, or Mame-
seeker. Once per day he may look into the spirit world and
learn the True Name of any target he can see, The targer may
make a Will save ve. DC 10 + the shaman's Charisma modifier
+ the shamank level to resist the effect: A Ratling shaman can
always recognize another Ratling shaman by making a Enowl-
edge {Arcana) cheek vs, DC 10 + the other shamans level. This
is i supcrnatural ability,

MName Ability: At second, fourth, fifth, seventh, and eight
level the Ratling shaman may select one 2bility frum the
following list.

+ Bleeding — The shainan may enhance the resulrs of his
spells throough deual bleeding. If he has a sharp Insrrumenr

Special Spells Per Day

Marnesesker +1 level of existing class
Mame Ability +1 leve| of existing class
MNamefinder 11 level of esisting class
Marne Ability +1 level of existing class
Marmne Ability +1 level of existing class
Mamebinder +1 level of existing class
Marne Ability +1 level of existing class
Marme Ability +1 level of existing class
Mametaker +1 level of existing class
Transcendent +1 level of existing class



in hand, the shaman may inflict one point of damagc on L £
himself per level of the spell he is casting to increase Lis TRUS NARES

cﬂ-cc[j_'l,rg- CASDEL 1.:'.,-‘31 i_w e T]!l: 5!131113“ LIU‘L':S il [1.;,.-:[‘] [19) Jﬂ'. t;‘:;rg:‘:l"a "True Mame" is its most dl‘.‘FiI‘lil'lg Famic. Atlaif:
mahe @ Concentoation check wavoid distupting his own and assumed names do not count — only how

spell due wo this damage, While the shamans make frequent SIS TS U TERET TSRS 8 TR Ty

use of this ability, it disturbs the sensibilicles of many  JEHji==0EGE

Rokugand shugenja, This abiliey may be used only once per 1ame |n the Nerumi language. For the purposes af Name
spell case, . To find something’s True

Canjure Trickster — The shaman gains a mujina servant f errce it For living crea-
[eee the Monsters of Kakugan sechon, page 207) This majina i

loses none of its cowardly tendencies (it iz unwilling to ;  Ka C
Fight in its master’s defenge) but it will obey other com- Knowledge (Arcana = H
mands and attempt to help the shaman to the best of its AR o =
abilies. The chaman slwaye knows his mujinas True Mame, ; - 2 il S n
¢ Dance — The shaman may enhance his spells through ritual ot F S 8 Cxatent el hel 3
dance, He may add one hout te the casting time of any spell R LN rpesian Cuangs cioir R ?
¥ g time of any spe e : el b
i ame at will. Ne ahe s a shaman's True [EE |
to enhance that spell with dance, The results of the spell are
a5 if the shaman'’s caster level w;:s}ncr:ased by his Chardsma oG T
modifier. | = —
* Importuné Transcendent — The shaman gains a stong link w —
the Transcendent, gaining some inkling of the future c ?
through their eyes, He may learn and cast spells of the Atchik, ur Wainetaker, Onoce per year he may take the name of $ '
cleric Knowledge Domain as sorcerer spells of equivalent any target whose True Mame he knows. The rarger srill exises, | n
level, but no one remembers him excepr the caster. His familv is A
* Mend Name — The shaman learns how to restore brolken now someone elses family, The deeds he accomplished are >
names to their truest forms. Fe may learn and cast ane c1ire remembered as if someone else had done them. Those wha S
spell from the elere spell hist ag of it were 2 sorcerer spell of wers particularly close ro the targer wall nanee dserepaneies =
equal level ‘Thiz counts againsr the shaman’s normal limit to (" ¥ou say you saved my Nife at the Baftle of Beiden Pass? Na you 5
Spells Known This ability may be chosen multiple times; didn't. Mateay Gohei did. .. Wit a minate. I didn't meel Matiu Coled
gach time the shaman oains 4 new s'pell., Fill thiee wionthes afh:r that battle, What’ going onf") This magic
* Named Weapon — The chaman may exrend some of his may not be undone excepr by a wish or mirvacle. Use of this abil-
name into a weapon. This weapon gains an enhancement ity costs the shaman one experience level, which may not be
bonus equal to one-half the shaman’s level, but enly when restored except through normal experience gain, The process
used by the shaman. Ifthe WCAPan is dcatxcr}rcd, the shaman of using this ability talies twenty-four hours, A Will save vs.
loges 200 experience poines. The shaman may have only one DC 10 + the shamans Charisma modificr + the shaman’s level
Mamed Weapon at a time, The shaman always knowes his tesists the effect, and Spell Resistance apPli:.:s nurmall}tT!‘Lis is
weapons True Name, a supernatural ability
= Share Mame — The shaman may shace spells e novmally Dream Forever: At tenth level the shaman becomes so
ouly allect himsell with any creature whose True Hame he wntitmately convected with the raw power of Mame that he
knows. Such spells immediztely fade if the targer creamure unlucks the mysteries of the Transcendent. His type changes
moves mare than five feer from the shaman, o “outsider” He is no longer affected by spells which specifi-
+ spirit Sight —The shaman may auromatically decect all crea- cally targer humanoids, As he is srill a native crearure, he may
tures with the spirit or Shadowlands type modifier, even if not be dismissed, but he may be banished (banished shamans
they are invisible or it another form. The shaman sees their always go to Yume-do, the Realm of Dreams). When the
trite form, supenimposed over their current form shaman dies, he will hecome ane of the immartal guardian
Namefinder (Su): At 3rd level, the shaman gaing the ranlk spirits of the Nezumi,

of Per’ichik, or Mamefinder, Once per hour, the shaman may
attempt to locate any one object or creature whose True Name
hie knows. This is effectively a locate object (for objects) or a
locate creature (for creatures) spell with unlimired runge, cast st
the shaman's caster level. This iz a supernatural ability.

Namebinder (Su): At 6th level, rﬁe shaman gains the rank
of Jalt'chik, or Mamebinder. Once per duy he may attempt to
possess any creature whose True Wame he knows, This cffect
is identical te the magic for spell case at the shaman's caster
level, except the shaman needs no receptacle and the host's
soul is suppressed while the shaman conerols its body
The shaman may also change the True Name of any willing
crearure or unarrended object with a touch, thus protecring
the ereature or object from hostile Name Magic. This is 2
supernatural abiliey,
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Many whao enter the Shadowlands never return. Those whe da
often find themselves hard-pressed to leave the experience
behind them and return to their lives, Sometimes the horror
of what they have seen changes them so much that they can
never be who they were before they entered those derk lands,
Scarred both physically and mentally, these rare few find
themselves forever changed, hardened into the deadliest of
WATTIOTS.

Obwiously, the majority of Shadowlands veterans are found
among the Crab Clan. However, there ave tepresentatives of
this group within victually every clan, as the Great Clans often
lend samueai tw the Crab in defense of the Great Carpenter
Wall. Mo matter cheir origin, however, vererans find them-
selves ostracized by Rokugani soclery; they are a sign thart the
Shadowlands exists, something that the vast majority of the
Empire would like to forget.

Despite the many drawhacks the Shadowlands veteran
experiences, there are benefits to having endured the horrors
they have witnessed. Their ordeal has granted them strength
and speed beyond what they previously possessed, and the
game aura of unease that defears them in court lends them
steength in dealing with other wardors.

Hit die: d10.

REQUIREMENTS

‘In qualify to become a Shadowlands veteran, o character must
fulfill all the following eriteria
Base Attack Bonus: +7
Skills: Knowledge (Shadowlands): 4 ranks, Spot: 4 ranks.
Feats: [ron Will, Void Use, Weapon Focus: Any one weapoh.
Special: The character must hove been involved in at lease
otie long term mission (3 days or more) into the Shadowlands,
Mote: Shugenja who attend this prestige class may later
continue to take levels of the shugenia class.

CLASS SKILLS

The Shadowlands veteran’s clage skills (and key abiliry for each
gkill} are Climb (Str), Heal (Wis), Hide (Dex), Intimidate
{Cha}, Intuit Direction {Wis}, Jump (Str), Knowledge
{(Bhedowlands) (Inth, Listen (Wis}, Move Silently {Dex), Sense
Motive (Wis), Spot (Wish, and Wilderness Love {Wis),

Skill Pointsat Each Level: 4 + Int Modificr,

TagLe 1=26: THE SHADOWLANDE VETERAN

Bage Fart Ref

Lavel Attack Bonus Sava Save
15t +1 +d 401
2nd +2 +3 +0
3rd +3 +3 +1
4th +4 +4 +1
5Sth +3 +4 +1
aith +h +5 +2
7th T +5 +2
ath +8 +4 +2
Sth +8 +6 +3
10th +10 +7 +3

Examples of Shadowlands veterans in Legend of ihe
Five Rings: Hiruma Todori, Iuchi Karasu, Agasha Mumoko,
Moo Soiw, Tsawa Tacaka,

CLASS FEATURES

The following are all class features of the Shadowlands veteran
preatige class.

Weapon and Armor Proficiency: Shadowlands veterans
are proficient in all Simple and Martial weapons, and with
Light, Mediwn, and Heavy armor, They are not proficient with
shields. Armor check penaltes for armor heavier than leather
apply to the skills Balance, Climb, Escape Arist, Hide, Jump,
Move Stlently, Plck Pocker, and Tumble.

Grim Visage: A darlc aura of unease surrounds the veteran ot
all times. Anyone arnund the veteran can genge dearbis touch
upan him, and will he somewhat nneasy and even cowed
around him. The veteran may add his level in this class to all
Intimidate cheeks. For example, a level £ Shadowlands veteran
would receive +4 to any Intimidate check in addition to any
other bonuges he might normally receive,

Strength Boost (Su): The strain of veterans’ experiences in
the Shadowlands often leaves them stronger and hardicr than
they were before they entercd, The veteran can, once per day,
add an additional +4 to his Strength. This may be used an addi-
tional time each day when the veteran reaches the 3rd, sth, and
ath levels, This boost lasts for a number of rounds equal w ihe
veteran's class level plus 3. This is @ superiatuml ability,

Resist the Darkness (Suk: Having scruggled against the
Shadowlands Taint, the veteran is determined never to fall 1o its
dark embrace. The vereran recetves a +3 clrourmstance bonus on
all Forritude saves to tesist the Taint, This is a supernatural ahilit

sense the Darkiness (Bx): The veteran is attuned ta the fanl
presence of Shadowlands creatures. Ry spending a Void poing,
the veteran may determine if any Shadowlands creatures ara |
within 80 feet of him. This does not revesl their location, only
their presence and general direction from the veteran. This izan
extraordinary abilitg

Unchained Fury: There ie nothing that the veteran loathes
more than the spawn of the Darle Lord, Beginning ar Sth level,
the veteran may moke sn additional sttack of opportunity
ugainst any Shadowlands creature or person who possesses the
Taint. The veteran gains a second additional attack of oppore
nity when he reaches 10th level These attacks of eppoctunity
use the vererans highest attack bonus,

Survivalist: Having survived the horros of the Shadow-
baancls, the veteran fears few wilderness chrears. The vereran may
take 20 on non-combar skill checks relared w survival in the
wilderness, even those that involve a penalty for failure. Unlike
the normal rules for taking 20, this does not increaze the
amount of time required to perform the raslk,

Wwill

Save Spacial

+2 Grim Visage, Strenpth Boost 1/day
+3 Rasizt the Darkness
3 Strength Boost 2 fday
4 hense the Darkness
+4 Unehained Fury +1
+5 Strength Boost 3 fday
+3 Survivalist

+6 Fear Alra

+& Strength Boost 4/day

+7 Unchained Fury +2



Fear Aura (Ex): This ability operates us a free sction, and
functions as the fear spell Targets may make a Will save (DC 10
+ the Shadowlands vetecan's Chadsma madifiet) to resist the
effects. This affects only enemies within the vereran's threat
ened avea, This is an extraordinary ability,

SHINTO
EXPLORER

Since the Kami Shinjo firet led them bevond the boundaries
GE ﬂukugnn. l'.l.E'l' F-ED'FI-!E hi"u—E PDSSE‘SSEE‘ an unquencl’:able
thirst to discover the unknown, The Unicoren are the only
Rolugani who regularly dare to explore the strange
lands noreh and west of the Empirels borders. These

hardy exploters often ride out elone despite the
dangers of these unramed lands, ready to over-
come any adversity and bring knowledge of
their discoveries back to their clan.

The will to explore is strong even ameng
those Unicoc whe live theic eatice lives
within the Empire. Seme Unicotn turn
their arcentions woward the wilds of the
Shinomen, the Plains Above Evil, the
rugped Seikitsu Mountains, or the wide
Ice Plains of their own territory IF an
area within Rolugan has not yvet been
tamed, the brave explorers of the Lini-
cotn can be counted on o turn their
attentions to it. The reputation of the
Unicorns cavaley explorers precedes
them; those who wish to journey into
unknown lands would be wise to have
a Shinjo or Moto rid:ing at their side.

Most explorers are rangers of the
Shinjo family. A geod number ave
tighters or samurai from the other
Unicorn Ganilies. Oocasionally, a Uni-
corn rogue whe has made too many
enemies in civilized territories retires
1o the Hfe of an explorer as well,

Hirt Die: d10.

REQUIREMENTS
Toqualily o become a Shinjoex plur.v:l, a charac e most [ulfill
all the following critera,

Base attack bonus: +3
Clan: Unicorn,

TasLE 1=27: THE SHIN]O EXPLORER

Base Fort Ref

Leval Attack Banus Rave Save
Ist +1 +2 +i
Znd +Z +3 +3
3rd +3 +3 +3
4th +i +i +
sth +5 4 +4
fith +6 +3 +5
7th +7 +5 +5
gth +3 +6 +8
ath +9 +6 +6
16th +10 +7 +7

Shings Explorer

8kills: Handle Animal: 5 vanks, Intuie Dircetion: 5 rankes,

Liide: 5 ranks, Wilderness Lore: 5 ranks.
TCeats: Traclk

CLASS SKILLS

The Shinja explorer’s class skills {and the key ability for each
skill} are Animal Empachy {Cha), Climb {Ser), Craft (Inc),
Hendle Animel (Chal, Heal (Wis), Hide (Dex), Intuit Direc
tion (Wis), Jump (Str), Enowledge (Narure} {Int), Listen
{Wis}, Move Silently (Dex}, Profession {Wis), Ride {Dex),
Search (Int), Spot {Wish, Swim (5t1), Use Rope (Dex), and
Wilderness Lore (Wis) (See the Pluyers Hondbook™ for skill
deseriptions.)
8kill Foints at Each Level: 4 + Int modifier.

Examples of Shinjo Explorers in Legend of the
Five Rings: Moto Yesugai, Shinjo Rojin, Shinjo
Sanatama

= CLASS FEATURES

All ol the fellowing are class features of the
Shinjo explorer prestige class.
Weapon and Armor Proficiency:
Shinjo Explorers are proficient in all
simple and martial weapons, and in light
sl medinm armor. Armer cheek penal-
ties for armor heavier than leather apply
to the skills Balance, Climhb, Escape
Artist, Hide, Jump, Move Silently, Piclk
Poclket, and Tumble,

Shared Stride: At firet leval, the
Shinjo Explorer learns a complex tech-
hiquein which the cxp!er.'cr and one of
his trained beasts (usually a srecd)

maoye as one to th:il— IJI:.'jt udvantngt.

Onee per round, as a free action, the

explorer may make a skill check {DC

200, This is a Bide check [ora sweed,

a Handle Animal check for a irained

animal (must be within five feet of the
4 explorery, If this check Is successtul, the
" explorer and anitnal may use the berter
el AC of the two for the following round.

Animal Companion: The RI'I'iI'IIjn Fk]‘:]nrpr

gains an animal companion at firer level This
can be either a war dog (use wolf statistics), falcon (use hawle
stats) or a Shinjo steed (use Light War Horge statg). This
anirnal ic identical toa normal animal of ite type, except that it
gaine +2 hir dice, +4 Int, evasion (identical to the rogue
ability), and an empathic linl with the explorer up to o range

will

Save Special
+0 shared Stride, Animal Companian
+0 Way of the Land
+1 Absolute Direction
+1 Way of the Land
+1 Galjin Gear
+2 Way of the Land
+2 Anirnal Companion
+2 Way ol Lhe Lund
+3 Gaijin Gear

+3 Way of the Land, Animal Companion
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of one mile. The cxplorer cannot sec through the animal’
eyes, but each can find the other unerringly and communicate
emational states to one another. With training, the cxpiorcr
can summon the animal to his side or command it empathi-
cally Though this anime] is a creatuee of nature, its special link
to the explorer causes it to be treated as if it were 2 magical
beust. The explorer may use Shared Seride with his animal
companions atr g range of up ro fifteen feer,

At stuth level and renth level the explorer gaing another
animal companion. All previous companions gain another +2
hir dice, +1 Tnt, and improved evasion (identical o the rogue
ahility; this ability is only gained once per animal). If the
explorer already possesses a Shinjo Steed, he may net
summeon a second steed. If an explorer’s animal companion
dies, he must wait a full year before replacing it. (The new
animal has etate and abilities equal to the lost animal.)

Way of the Land: This ability is gained at sécond level, and
every other level thereafter (fourth, sixth, cight, and tenth),
The explorer may choose one of two cffects cach time this
ability is gained. He may either gain'a +2 circumstance bonus
on all Wilderness and Tntuit Divection checks, or he may gain
a +8 regional bonus en Wilderness and Tnooic Divecticon
checks inoa specific peogmphical avey (any area listed in the
Jocation guide), The +2 bonus may be chosen mulriple times,
and stacks with itself or with a +5 regional bonus. The 28
bonus apphies 1o a different region each rime it is gained.

Absolure Direction: This ability is gained at second level
The explorer instantly and automatically tales 10 on all Tnroit
Ditection checks, and can take 20 on an Intuit Direction
check with a full round action.

CGaijin Gear: The explorer is skilled at making use of
unusual equipment. At fifth and ninth level, the explorer
gains one of the following: Heavy Armor Proficiency, Shield
Proficiency, or an Exotic Weapon Proficiency of his choice.
Weapons tend to be stronpe paijin wespons (such as
gruatswc!rds and sfings]l rather than Ruf{ugani WCAPONS.

SIZSGEMASTER

All bushi are students of warfare. 1t 43 simply part of whoand
what they are: warriots in the sworn service of another Some,
however, extend their study of battle bayond the mere mas-
tery of martial weapons. They study tactics and strategy, the
ebb and flow of victory upon the tield of mase baetle. These
gammurai become commandere of men, officers in the armies of
the clan.

Within this subset of warriors exists another, smaller group
of men. In the Crab Clany cortain students of warfare study the
art of the sicge: the defense and destruction of fortifications,

TapLE 1-28: THE SIEGEMASTER

Base Fart Ref

Lewel Attack Banus Save Save
Tst +1 +7 +0)
2nd +2 +3 +0
3rd +3 +3 +1
4th +4 +i +1
5th +5 +4 +1
Gth +6 +5 +2
7th +7 +5 +2
ath +8 +§ +2
Gth +9 +6 +3
10th +10 47 +3

When war comes and the battle for territory rages, there are
no tacticians more valued than the siegemasters.
Siegemiasters dre tained o recopnize, defend and exploit
structural wesknesses witliin fovilications, Given the proper
men and eyuipment, there is no structuee they cannot wopple,
no fortification they cannot defend. On the rare occasions
when rwo equally marched slegemasters oppose one another:
on the bautlefield, rthe confrontations often last for weeks ar
even months and sometimes-end in a toral stalemate.
Samurai are nhviensly the class wha mnst often enter the.
ranks of the siegemasters. Other martially oriented clacses are
also enitable While ir ic not impossible for shugenja or
courtiars to become siegemasters, it is extremely uncommon.
Hit die: da.

R=QUIREM=ZNTS

To qualify to become a siegemnaster, a chaticter must fulfill ll
the fallowing criteria

Base Attack Bonus: +5

Clan: Crab,

Skills: Battle: 5 ranks, Cratt (armorer or weaponsmith); 3
ranke,

Feats: Alertness, Endurance, Weapon Focus: Any one
Weapanh,

CLASS SKkILLS ,
The siegemaster’s class skills {and keay ability for each slill) are
Battle {Int), Craft {Int), Diplomacy (Cha}, Dicable Device {Int),
Open Lock (Dex), Ride (Dex), Sense Motive (Int), and Spor.
(Wis) The Battle skill is described in this boole
Ekill Points per Level: 4 1 Int modificr

Ezamples of siegemasters in Legend of the Five Rings
Kaiu Fnde, Tkoma Gunjin, Kain Utsu, Bayushi Tomaru, Kaiu
Suman,

CLASS FEATURES

All of the following ate elass Features of the sicgemaster
prestige clags

Weapon and Armor Proficiency: The siegemaster is
proficient with all Simple, Martial, and Siege weapons and
with Light, Medinm, and Heavy Avmor Armor check peoal
ties for ausmor Leavier than leather apply w the skills Balince,
Climb, Escape Artist, Hide, Tump, Move Silently, Fick Packet;
and Tumble.

Leadership: At 151 level, the slegemaster gaing the
Leadership fear if he does not already possess it.

Command: At the 2nd level, the siegemasrer learns
inspire the troops under his command raachisve their full

will
Save Special
+ Leadarship
+ Command +1
+1 Leadership honus +1
+1 Command +2
+1 Borius Feat
+2 Leadership bonus +2, Command +3
+2 Bonus Feat
+2 Command +4
+3 Leadership bonus +3

+3 Command +5



potential, By refraining [rom action and encouraging an
individual or wiit under bis command, the sicgemaster may
grant them an additional +1 bonus 1w any skill check or to any
accack roll made with a siege weapon during that acion. This
bonus increases by an additional +1 every two levels thereafter
{41h, sth, &th, and 10th).

Leadership Bonus: Eeginning at the 3rd level the
siggemasrer gains & +1 honng ta his leadership level (equal o
character level + Charisma modifier), This higher level allows
him to attract and comtnand more skilled and experienced
soldiers. This bonus increases by an additionsl +1 every tweo
levals thersatter (Sth, 7th, and 9th), The siegemasters cohorts
and tollowers are always rogues and experts trained in
siegecraft.

Bonus Feat: At the Sthoand 7th levels, the siegemaster may
seleet an additional feat from the following list: Dodge, Grear
Fortitude, Improved Initiative, Iron Will, Mounted Combat,
Power Attack, Skill Focus, Toughness, and Weapon Focus, The
siegemaster must eet all prereguisices for the fear selecoed,
These bonus [eats are in addition to the fears gained every 3

levels,

TH= STORM
___L=Gion

For most of the Mantis Clan’s long history, its finest warriors
have been mercenaries serving other clans in order to enrich
the clan's coffers. Their unorthodos: fighting style was an
unknewn quantity on the bartleficld, often giving the Maneis'
employers an edge over their foes. Throughout the centuries,
the men leading these mercenaries have always been
members of the elite Stonm Legion,

The bantis Clan was loanded by Kaimeesu-ue, the son of
the Crab Champion Osano-Wo, during the dawn of the
Empire. Kaimersu-ue, whose mother was a Llon samurai-ke
tand whose grandmother was the celestial Dragon of
Thunder), was an exemplary wartior who was overlonked as
his father's heir in favor of anarher san harn of 2 geisha,
Taking wirh him only his mother and a few loval guardsmen,
Kaimetau-no retreated to the lslande of Spice and Silk and
formed the first minot clan in the Enipire, the Mantis, Brer
since that time, the descendants of his personal guard have
been inducted inte the Storm Legion when they come of age.

The members of the Storm Legion are the commenders
of the Mantis armies. They are loyal to their clan beyond
question, and arc Among the most zealous samuread in the
Empirc, When the Mantis were declated a Great Clan, the
Stortn Legion became the personal guard of Lovrd Yoriromo,

TanLe 1-29: THE STorM LEGCIONHMAIRE

Bace Fert Ref

Lewval Attack Bonus Save Save
1st o | +2 +0)
Ind 42 +3 +0
ird +3 +3 +1
4th +4 +4 +]
5th +5 +4 +1
Gth +6 +5 +2
ith +7 +h o+
&th +8 +6 +2
ath +9 +6 +3
10th +10 +7 +3

the Champion of the Mantis, Whenever the Mantis lord
requires a rrustworthy and dependable servant to complere a
sensitive mission, it is always a Storm Leginnnaire who is
deploved.

Hit die: d10.

Nate: Lhis prestige class is essentially an optional expanded
version of the Mantiz Mercenary presented in Ovienfal
Adventures™ If you are using this precitge elass in vour
campaign, the Mantis Mercenary should not be available as
a seperate prestige class,

REQUIREMENTS

To qualify to become a2 member of the Storm Legion,
a character must fulfill all the following criteria.

Bage Attack Bonus: 47

Clan: Manris,

&leills: Balance: 4 ranks.

Feats: Dodge, Power Attack, Weapon Focus (onc of the
following weapons: chein, chijirlki, jitee, kama; kusari-gama,
nunchaku, sai, shikomi-zue, or tonfal,

CLASS SKILLS

The storm lagionnaire’s elass skille {and Ley ability for each
skill} ave Balance (Dex), Climb (Ser), Craft (Int), Intimidate
{Cha}, Jumgp (Str), Profession (Wis), Search (Int), Spot (Wis),
and Switn (Ste).

Skill Points per Lovel: 4 + Int modifier,

Lxamples of storm legionmaires in Legend of the Five
Rings: Yoritome, Bayushi Acamase, Yoritemo Yubue,
Yoritomo Kanbe, Yoriwome Denkyw, Yoriteme Kamoto,

CLASS FEATURES

Ml of the following are class features of the storm legionnaire
prestige class,

Weapon and Armor Proficiency; The storm legionaine is
proficient wich the following peasant and exotic weapons:
chain, chijiviki, jitte, kama, kusari-gama, nunchaku, sai,
shikeini-zue, siangham, and wnofa They are also proficient with
Light and Medium armor. aArmor check penalties for armor
heavier than leather apply 1o the skills Balance, Climb, Escape
Artisy, Hide, Tump, Move Silently, Pick Pocket, and Tumble.

Riding the Waves: Storm legionnaites gain a +5 competence
homus 1o Ralanee checks made to keep their footing on an unsure
stirface, such as an uneven floor, ice, ot @ shiph deck in 1 storm,

Two-weapon Fighting: When wearing light or no armor, 2
storm [egionnaire can fight with two weapons as it he had the
Eeats Ambidexterity and Two-weapon Fighting, He loses this
special bonug when fighting in medium or heavy armor, but
not when using a double weapon {such as a kusari-gama),

wll
Save Special
+0 Riding the Waves, two-weapon fighting
+0
+1 Vaoice of the Storm
+1 Double attack +1d4
+1 Yoritomo's Rolling Wave
+2 Double attack +2d4
+7 Hand of Dzano:\fo
+4 Child of Ogano-Wa [Void bonus)
+3 Double attack +3d4

+3 Child oof Dsano- %o [double Void)
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Double Attack: The storm legionnaires specialize In
attacking with multiple weapons, throwing their foe off-bal-
ance with the first strike, and leaving him vpen for the
second: Beginning at the 4th level, whenever the leglionnaire
attacks with a weapon in each hand during a single combar
round he may add +1d4 to the damage of the second strike.
This damage bonus Increases to +2d4 upon reaching the sth
level and +3d4 ar gth level.

Voice of the Storm: A storm legionnaive of at least 3ed
lewe]l can summon the power of Osano-Wao, the Fortune of
Storms, and channel it through his body for 2 moment. Onee
per day, the leglonnaire can add his class level ag an enhanee
ment bonus to his Strength, Activating this power iz @ free
action, and the power lasts for 1 round.

Yoritomo's Rolling Wave: Beginning at the 5th level, the
storen legionnaire learns the unique bobbing metion invented
by Yeritomo. When using the Dodge fedr, the leglonnaire adds
his Intelligence or Wisdom bonus (whichever is higher) to
the dodge bonus to AC granted by the feat.

Child of Osano“Wo: Calling upon the grea puwer of his
forefathers, e sterm legionnaire is capable of grear feats of
physival strength. Beginning ar the 7th level, the leglonnaire
muy spend a Void poing 1o add +5 to any atrack roll (as epposed
1o the normal +2). In addirion, baginning at the 10th level the
legiennaire may spend up an extra Void points per attack in
this fashion.

THE SWORD
OFf YOTSV

The Sword of Yotsu is one of many etoladate (ronin bands) that
have formed throughout Rolugan, The brotherhood was
formed over fifty vears ago after the hervic ronin Yotsu
Yatoshin rescued the young Hantei Sulorii [rum the clutches
of the Bloodspeakers. The Yorsu [amily are one of the few
runin fwmilies in the hiscory of the Empire o be awarded an
official name by the Emperor.

The brotherhood’s purpose is threefold. Their primary dury
{s the honorable defense and maintenance of the Yataghin dis-
trict of Otosan Uchi, the Imperial Capital Their secondary
duty iz the defense of the helpless ‘The Yotou earned their
family name by protecting the infant son of the Hantei and
battling the Bloodspeakers; they now see it as their oblipation
to uphaold the heroic tradition of their tounder and battle the
practitioners of makhe wherever they may be found. Thicd,
Swords of Yotsu are expected to seek out ronin whase spirits
are kindred to their cause, and induct them into the brother
hood. The Swords of Yotsu are cstcemed throughout the

TaeLe 1-30: THE Sworp oF YoTsu

Baze Fart Ref

Lawval Attack Bonus Save Save
Ist +1 +2 +2
nd +2 +3 +1
Frd +3 43 +3
4th +4 +1 S
5th +5 24 +4
Bth +6 +5 +5
Tth +7 +5 +5
th +3 +6 +6
Gth +9 +6 +6
10th +10 +7 47

Empite as hunomble and valorous samurai. Even those who,
despise ronin respect the Swords,

There is more 1o the Yorsu than meets the eve, however,
Yorsu Yaroshin's grandficher was once an ise zumi of the
Dagen Clan, and left his clan to contemplate 2 riddle spaken
to him by Togashi. "When a man falls, he also rises. Remember
this, and when ten themsand men have fallen to your name,
you will join the stars in the Celestial Heavens, and your placi
will be among the Fortunes,”

This riddle drives the descendants and followers of
Yaroshin to this day Some believe that when ten thousend
men have sworn fealty to the Yotsu, their line will mect it
true desting. Some believe that when ten thousand dishones
able focs perish in combat with the Swords of Yotsu, the riddle.
will be aolved, Until the answer is revealed, the Swords Uf_:
Yotsu walk a middle ground, inducting those tonin they Gind
worthy when possible and fighting the wicked in the mean-
time:

Samurai and rogues are the most likely individuals to Joln
the Swords, though a handful of shugenfa have been nated
among their numbers, One thing unifies membership in this
otekodare — only those who have never known fealty tas
clan are allowed entry
(More information about the origing of the Sword of Yotsu
otokodate can be found in Way of the Wolf for the Legend of the.
Five Rings Role-Flaying Came.)

Hit Die: d12.

REQUIREMNEZNTS

To qualify to hecome a sword of Yotsu, a character must fulfill
all the following crireria

Clan: Mone; must be ronin.

Bace: To date the members of the Swords of Yotsu have all
been human, but there is no reason why an honorable Naga or
Mezumi would not be accepted among them,

Basa attack bonus: +4

Alignment: Any non-evil,

Homnor: At least one rank.

8kills: Enowledge (Law): 4 ranks, Sense Motive: 4 ranks,
Spot: 4 ranks,

Teats; Alertness, Expertise,

Special: The ronin must swear lealty to the Yorsu family
and take their name, A character who does not meer the rest
of these criteria may swear fealty to the Sword of Yots
otokodare, but may not gain levels in this prestige class until
he meers the criteria.

will
Save Epecial
+0 Shelter the Blameless, Sward of Yotsu
+0 Weapon Focus
+1 Bloed of Yotsu +1
+1 Expertise bonus +]
+1 Superiar Exp-ertise
+7 Bload of Yatsu +2
+2 Expertise banus +2
+7 Weapnn Specialization
+3 Blood of Yatsu +3

+3 Expertise bonus +3, Hane of Yoty



CLASS SKILLS

| The Sword of Yorsw's class skills {(and the key abiliry for each

gkill) ave Climb (See), Crabt {Int), Diplomacy (Cha), Intimidate
(Cha), Jumg (Srr}, Enowledge (Lavw), Profession (Wis), Ride
{Dex), Sense Motive (Wis), and Switn (Ser). (See core vulehaok 1
Jor skill descriptions.)

Skill Points at Each Level: 2 + Int modifier,

Examples of Bwords of Yotsu in Legend of the Five
Rings; Yotsu Seild, Yotsu Seou, Yorsu Shoku.

CLASS FEATURES

All of the following are class features of the
Eword of Yotsu prostige class.

Weapon and Armor Proficiency:
Swords of Yotsu are proficient in
all simple and martial weapons,
and In light and medim aemor,
Armur check penaliies for srmor
heavier chan leather apply o the
skills Balance, Climb, Escape
Artist, Hide, Tump, Move Silenthy
Pick Pocket, and Tumble.

Shelter the Rlameless: At firsr
lewrel, the Sword of Yotsu gains this abil-
ity When using the aid another tetion
(see cove rulebook 1) to augment an allys AC,
their AC gaing an additional circum-
stance bonue Equ::ll to the Sword of Yotsu's
Intelligence bonus, (Mormally, aid snother
provides only ¢ 12 bonus to an ally's AC.)

Sword of Yotsu: All those whe join the
Sword of Yotsu are given a masterwork
katana and daishe (if they do not already
have one} While he keeps this daisho on
his persun the Swond of Yotsu can gain no
peines of Shadowlands Taint unless he
actively uses maho. The characrer also galns
the samural’s ancesteal daisho abiliey (see
page 31). This ability functions as if his
samurai level were equal o his Sword of
Yorsu level If the character hag samurai
levals, his Sword of Yotsu levels stacl with his
samurai levels for the purposes of the ancestral
daisho ability If the Sword of Yotsu ever paing the
Shadowlande Taint for any reason, he loges any
ancestral daisho bonus that came as a resule of this
prestige class,

TapLe 1-37: The Bounty HunTER

Baze Fort Ref

Level Attack Bonus Save Save
1st +1 +2 +
ind +2 13 0
ird +3 +3 +1
Ath +4 +4 +1
Sth +5 +4 +1
Bth +6 +5 +d

Tth +7 +5 2
Ath +¥ +6 +2
gth +9 +6 +3
10th +10 +7 +1

Smare of Torin weember

Weapon Focus: The Sword of Yorsu gains either Weapon
Focus (katana) or Wespon Focus (walkizashi) for free at second
lewvel.

Rlood of Yotsn: The Sword of Yorso gains this ability at
third level, Lhe followers of Yotsu Yaroshin believe thar those
who fight at the side of their brothers share the strength of
their brothars. If standing within fifteen feer of at least one
other person whe hag sworn fealty to the Yotsu

name, the Sword of Yotsu may gain a +1 bonus to
either his melee atcack rolls or his AC for the fol
lowing round, so long a5 a fellow Sword remains

within fifrcen Feet at all rimes. If the Sword’s ally
is an actual sibling (blood-related brother or
sister]) as well as a fellow Yousu, the bonoas is
increased by one This bonuy incresses (o +2
at sixth level and +3 at ninch, A Sword of
Yorsu can only gain this bonus once, no
matter how many of his brothers and sis-

[ers ate in range,

Yorau are masters of defense. Ar secand
level, the AL honus provided when nsing
Expertise (or Superior Expertise) ig
increased by one, total. This means that if
the Sword chooszee to take a —4 attack
penalty with Expertize, he gains a +5 bonus
to hiz AC. The Sword may choose to take o
0 artack Pcnnlty and simp!y gain the
Expertise bonus to his AC, so long as he
follows the other rules and limitations for
using Expertise, This benus increases to
+2 at seventh level, and +3 at tendd level
Superivr Expertise; The Sword uf
Yotsu gains this feat (described in Oriental
Adventures) for free at fifth level.
Weapon Specialization: The
Sword of Yotsu gainz either Weapan
Specializatinn (katana) or Weapnn
Specialization {walizashi} for free at
eighth level,
Hand of Yotsiu: At tenth lavel, the
Sword of Yotsu is considerad a spiritual
deccendant of Yotsu Yatoehin, and i
esteemed as an equal by the ronins true
descendants, The Sword now has the right to
awear his follow ronin to the name of Yotsu,
and induct others into this preseige class if they
meet the criteria, If this ability is abused, the Sword
of Yorsu otokodare may revoke i,

Wil

Save Special
+{ Ranged Attack Bonus +1, Quick Shot
i0 Increased Range
+1 Ranped Attack Bonus 12
+1 Damage Bonus +d8
+] * Ranged Attack Bonus +3
+d Increased Range
+2 Ranped Attack Bonus +4
+2 Damage Bonus +d10
+3 Ranged Attack Bonus +5

+3 Ihe Arrcw Knows the Way Increased Range
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WASY BOUNTY
HUNT=ER

PID==nAY

Decades ago, 7 Lion maiden and a Scorpion loed went againet
the wishes of their respective clang to chare their love of one
another, Although they were tolerated for a time, when the
Scorpion announced his intention to make their son his right-
ful heir, the two clans unired to destroy the rogue lord and his
mistrezss. Only their son Tsuruchi survived. Through cunning
and diplomacy, he gained the favor of the Bmerald Champion
and laid claim to his father's land as his own, forming the
Wasp Clan in the process,

The Wasp Clan was 4 tiny clan based on the southern
border of the Spine of the World Mounrains. Bom from the
treachery of samural, the Wasp lord Tsuruchi denounced
bushido and the way of the sword in favor of the bow: (See page
190 in Chapter & for mare detaile) Salely because of their
daimynis tremendeus glal], all Wasp were granted the status of
Emerald Magistrates and commanded ro hunt down criminals
and fugitives throughout the Empire,

Wasp Bounty Hunters do not follow the code of bushide s
do other samurai. They do not carey a daigho, They rely
exclusively upon their bow and their wits, They hunt
eriminals for the bounty upon their heads, Thete iz very little
they have in commeon with the semural of the great clans, The
Wasp do, however, honor their word, When a ‘Wasp makes a
promise, it will be fulfilled no matter the cost,

The Wasp Clan joined Yoritome's Alliance during the Clan
War, remaining steadfast allies witly the Mauiis alier the latter
gained Grear Clan status, Tsoruchi himself remained one of
Yoritomo's lieutenants and pledged the Wasp to serve the
Mantis, Although Tsuruchi disappeared shorily before the
Barrle ar Oblivlon’s Gate, his successors honered his memory
by maintaining the Wasp's close ties to the Mantis. Th recent
months, the Wasp Clan has hecome the Tsurarhi fimily of the
hfantis Clan, a truth many young Wasp are reluctant to accept.

Hit die: d&

REQUIREMENTS

To qualify ro become a Wasp Bounty Hunter, a character must
fulfill all ehe following criteria.

Base Attack Bonus: +¢

Clan: Wasp (Tsurnchs famaly of the Manris).

Skills: Cather Information: 4 rasls, Knowledge (aw): 4
ranks.

Feats: Weapon Proficiency {bow), Weapon Focus (bow).

CLASS SKILLS

The Wasp Bounty Hunter's class skills (and koy abality for
each skill) are Bluff (Cha), Gather Information (Cha), Hide
(Tex), Intimidate (Cha), Intuit Direction {Wis), Knowledge
[Law), Move Silently (Dex), Search (Int), Sense Motive {Wis),
Spot (W), and Wilderness Love (Wis).

8kill Points per Level: 4 + Int modifier.

Examples of Wasp bounty hunters in Legend of the Five
Rings: Tsuruchi, Muloami, As]‘tinngﬂi}acl‘ii Ichire, Tsuruchi
Okeme.

R MOT= ON
FRESTIGE CLASSES
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CLASS F=RATURES

All of the following are class features of the Wasp bounty
hunter prestige class,

Weapon and Armor Proficiency: Wasp bounty hunters
are proficient with all Simple and Martial weapons a5 well 5
with Light armer. Armor check penaltics for armor heavier
than leather apply to the skills Balanee, Climb, Escape Artist,
Hide, Jump, Move Silently, Fick Pocket, and Tumble,

Ranged Attack Donus: Deginning at 15t level, the bouny
hunter receives an additional +1 attack bonus that only apphies
to ranged attacks witlh @ bow This bonus s cumulative with
vther attack bunuses. This bonus increases by one every two
lewels thereafrer (3rd, sth, 7ch, and sth levels),

Ouick shor: If the bounty hunter has an arrow readied
when combat beging, he receives an Initiative bonus equal ta
his elass level for the firse round if he fires the how doring the
first round. For example, 2 3rd level Wasp bounty hunter
wonld receive a +3 Initiative bonus during the first round of
combat if he had an arrow nocked to fire when the combat
began. After the first round, your initiative total iz lowered by
3, in the same manner a5 if you had held your action. {Though
you may still take a full action in that round.)

Increased Range: The bouney hunter has mastercd the art
of the arced shot, dramatically increasing the aceurate range
of his arrows. Beginning at 2nd level, the bounty hunter may
add 10 feet to the Range Increment of any bow, This boous is
gained again at the sth and 10th levels for 2 1ol of 30
additional feet added oueo e Rausge Increment,

Damage Bonus: True mastery of the bow means thata
target’s armor is irrelevant, The bounty hunter knows the
wealk points of armor and can strike unprotecred areas with
deadly accuracy. Beginning at level 4, the bouney hunter gains
a damage bonus of +1d8 on all shors within 2 weapon's
standard Range Incremaent. This bonis increases to w1d10 at
the Ath level

The Arrow Knows the Way: The bounty bunter has truly
mastered the art of the bow, firing without thought, If the
bouney bunter takes a bull round to focus his energy upan g
single targer and then Hree in a eingle, Auid motion, he may
take 20 on the attack roll {an action not normally alloveed with
attack rolls) the following round. This cannot result ina
eritical hit. To score a eritical hit, the bounty huntet must soll
w5 normal, This does not ineur a time penalty as per the
normal rules for taking 0,



dead, good ot evil. Exch stons tree, waterfall, and

l n Rekugan, rhere i& a spiritin everything, living and
weapon is inhabired by 'one or more-of the minor

elementyl epirits call®d kami {not to be confused with the -

‘Kami, the'cKildren of Sun and Moon who founded the
clans), These spiritsate vaguely intellizent, able to speak
with and obey those who have the gift of understanding
therm! Monks, henshin and sodan-senzo all can communi-
cate with the kamiat least o a basic level, but the shugenja
is the master ofhearing and living svith the kami. |

Magic in the Empire is a form of praver and sorcery.

There is o deepand scholarly scicice Wit :IJI:-’jn"l.llbLl 111e
simple ability 1o speak with the kami. A shugenjas traininyg
startd when the srudent learns howee hone his abilicy o
eall upon-the kami. The channeling of the kami's power
tales its toll on the shugenjas spirit, and limitsthe ampunt
«of times he can callupan soch power Before he! muﬂt TSt
As the chugenja grows in power, so.doss his ahilitg. ﬁ:- iall

Aipon greater tasks af the kami, and more often,

Castingaspellisa simple process, for thsse who araable:
The shigenja simply vtters o prayer to the kami
beseeching them for nid and spadking hig mn&manﬁs
Acspell usually requiress a.n.c-fu da {a-blessed serall tha prayer
‘for the spell is written on) as s focus, The'ltami are| casily

_ pleased and amused, and rarcly ignore the shugenjas,

demands. The accepted view ofshugenja is that the kami
dre 1ot servants, bucholy spivts that grant the wishes of the
pivus, such as themselves. However; there have been more
than ' few shugenie who are neither pious nor very
respectful of the kami. Being minor elemental spiries, the
kami hardly remember misirearment at the hands of any

single shugenja. Those few kami that do remember
genetally never see that shugehja again, for there are count-

. less kami in the Empire; & shugenja that continually abuses .
his gift may attracethe attention of the Fortunes, however,
~and thatis where trouble can beg;l.n For the rogue shiigenja.
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“Every man hus o masler who it furn I:-uurs Rl hieeid fo wnother
Ao All things musteventually anmwer luaumrlhm; TUTE
pawerful, until we all bow before Sun and M’uun “Such is the
Csf-eﬂw,[ et :
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Though they I_;:,Ip 1o hiold (e mareedal world o z:r]:ner Ihn:'

mnum.erﬂblu minior kami thit inhiabit Rukugmmn: the lﬂsl
of the Spirits. thar keep warch over the Empire. The lesser
kami are shadowed by greater kami, who ate simply mors
pnu:rﬁrfﬁl more intelligent brothers of the more common
learni- Elemenral spirits who are summoned into physical
form/tend to-he.of these gredter Immt ag arethe Ennre
pﬁwerful mmfemtmufd?menhl mag'ir.

The greater Jearsti, in rien, snswer to the Oracles ofﬂ:t.e
slements, These Oraclé’s are the mamfegtatiﬂn of the

- Elemental Dmgcns poswer in Rokugan, There hiave been
o Hve Drn{:les EAnCE Lal:ly S'iun and Lord Moon llflﬂ!fd the
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Celestial Heavens away from the land of mortals and che
Elemental Dragons chose to leave behind a "shadow soul” of
their power. The Dragons, though mostly bound in the Celes-
tial Heavens, can see through the eves of thelr Oracles and
bring their puwer forth through these vessels.

Powers: The kami, greater and lesser, can be compared o
the morrals of Rokugan. They are the most comman spirirs,
and while powerful, they are hardly impressive, In the end,
while the foundation for magic in the Empire, they are
generally harmless and powerless on their own. They require
an otside force {such sz a shugenja or Fortune) to command
them. Most kami can be summoned, questioned, or even
imprisoned by a competent shugenja,

ORACLES

The Oracles themselves are hoth more and less than human.
The spirit of the Dragon changes its host from time to time,
for reasons and in ways still not fully understood by even
Phoenix scholars: However, the spirit remains largely
unchanged, even though the host may be different
TheOracles rest in remote sanctuaries that sometimes change,
but are always appropriate to the element each Cracle repre-
sents, For example, the Oracle of Earth has always resided ina
tower made of vines woven tight encugh to form the very
walls and floors of the tower itself. This tower has constantly
stood in the Twilight Mountains near the Crab provinces.
Beaching an Oracle for guidance is never an easy task, and is
the subject of mauny plays, novels, and stories,

The power of sharing a Dragon’s soul has always preven too
much for a mortal spirin In the past, the Dragon’ psyche has
overcome the mortal mind, the host becoming nothing more
than a shell for a Dragon’s extension. The five most recent
Oracles have diverged from this precedent, and have ratained
their mortal minds and desires in some form, The most
obvious sxample of this change ic the current Oracle of the
Vaoid, Loturi Kaede. Shortly before the end of the Clan Wars,
Isawa Kaede heard the call of her desting as Oracle of the Void
and disappeared. However, when the Living Darkness made
its attempt to end the Empire, she returned to help guide her
clan and restore Emperor Toturd to his rightful self The twe
were married, and Kaede lived for chirty more years as a
mottal in the Empire, Shortly after Toturis deatly; however,
she disappeared into the Void, leaving the Empire in 3 state of
upheaval. In contrast, Hiruma Osuwe, the current Oracle of
Earth, is already forgetting his vwn morral name and history,
Berhaps this change is nul sy permanenr as it appeared ar ficse,

Anuther recene oddity is the report of an “Oracle of
Thunder” A millennium of Phoenix research has never
uncovered an Oracle of Thunder, nor have the othar Oracles
spoken of its existence. However, shortly hefore the Battle at
Chlivien's Gate, a handfol of memhbers from each Clan all
spoke of being wisited by such a being in their dreams. Larer
investigation showed that those same samurai, menks, and
shugenja were curried by the five Elemental Dragons to the
Battle at Oblivions Gate, It this is true, it raises questions
about the existence of an Oracle connected to the Celestial
Dragon, and the possible Dark counterparts of the Oracles of
Thunder and the Celestie]l Heavens,

Powers: As the representation of a Dragon’s power in the
mortal world, Oracles are 2 force thar should always be
respected. Though nene are sure where the Dadk Owcles draw
their power from, they are as mighty as their counterparrs.
Oracles have undone the souls of offensive morrals with a
simple gesture in the past, and would not hesitate to do so

TH= ORACLES

The current locations and “identities™ of the (rae

carries on in the traditional
— @ floating home in the

rulns af Yalturnum
Oivacle of Water: |
i sund the sh

Oracle of the Yoid:
death of Toturl the Firss

again if they felt threatened. For all their power, however, they
are bound by the Celestial Order just like everything clse.
Dracles, when encounterad, can be asked & single question,
Bach Cracle must answer a question For a mortal when asked,
but only once. Often the Oracle itself does not know the
answet until the question is asked, and the Dragons soul poor
vides the information as the Oracle speaks it. Many have
attempted to seek out all the Ouacles, to pain puidance from
each, but the task is monumental. Also, an Oracle cannot
meddle direcily in the alfairs of morals excepr in self-defense.
When the Dark Oracles ateempr 1o harass the Light Oracles,
they generally do so through intermediaries. The Oracles
power is nearly limitless against mortal beings. Attracting
thelr anger is suicide, plain and simple

FORTUNES AND DRAGONS

Above the Oracles are the lesser Fortunes. There are hundreds
of these minur gods, pattons of cermain aspects of life or the
world such as toads, jov, households, windews, cantentment,
and so on. The lesser Fortunes do not interact with the world
of mortals neatly 45 frequently as the eletmental kami or even
the Oracles These Fortunes ate sometimes mortals, elevatad
o divine starus by agreement herween rhe Celestial Hagvens
and the Emperor {who is the head of the Shintao religion).
Uksano-Wo is an example of how a mortal ean rize to the starus
of & Fortune, but his power ie much more impressive than the
myriad lesser Fortunes.

The second most powerful inhabitants of the Celestial
Heavens and Rokugen are the Dragons and Fortunes.
The Seven Fortunes are gods and patrons of seven of the most
importent aapects of life. The Dragons each repréesent
fundamental part of the universe. The five Elemental Dragons
cach command the aspeces of Air, Barth, Fire, Water, and the
Void, The two remaining Dragens are the Thunder and
Celestial Dragons, The Thunder Dragon represents the force
not only of the storm, but also of the human spirir and



courage, The Celestial Dragon is charged with the stewardship
of the Calestial Heavens, hoth ensuring the Crder is secure in
Rolugan and the Heavens, and carrying worthy martals to the
Hesvens, When a mortal becomes a Fortune, it is this Dragon
that carries the soul to its new home,

The reports of a Jade Dragon can actually be attributed to an
aspect of the Fortune of Strength, Bishamon, Like many
Celestial beings, the Fortunes often appear az either humans
with otherworldly features (such as stars for eves, or fire
instead of hait), or as a Dragon, The mest famous example is
Osano-Wa, who was odginally the son of the Kami Hida and
the Thunder Dragen. Osano-Wo has since ascended to the
place of the Fortune of Fire and Thunder, and occasionally
appears in portents and dreams as 2 great dragon dancing
among rhe lighming and thunder of a terrible stuem, Unlike
dragons, however, the Forrunes are generally prayed w and
asked for guidance. Fortunes keep no Oracles like their
Celestial brethren, instead choosing to work thelr will in a
more direct manner when it suits them. Like many in the
Heavens, the Fortrines are generally entnpassionate but fickle,
Sometimes incurring the wrath of 2 Fortuna ean be an easy
thing, while other times the Fortunes simply do not seem to
care how much they are affronted. However, no matter the
teason, when a Fortune is roused to anper, their wrath is often
swift and eerrible.

Powers: Nothing can compare to the
might of a Fortune or Dragon, crcept & mote
powerful Tortune or Dragen, or the Sun
and Moo, Where the Oracles are bound to
act in g cettain way within the Order; these
beings are not, Huwever, the Drgons and
Forrunes are fond of mankind, and du not
express their anger on a whim. Usually,
All the terrifving power thar an Oracle
pessesses is just a shadow of whar a
true Dragon is capable of, a power
matched by the Fortiines as well. They
cannot be harmed by means compre-
hensible to mortals, but that does not

mean they will take a harmless affront lightly
SUIL ARD MOON

The mast powerful beings of the Heavens are Sun and
Moon. Tn the past thirty years, hoth have been replaced by
mortals: the man once known as Hida Yakame is Lord Sun,
and the samurai-lro Mirumote Hitomi is Lady Moon, These
two tigures do not take much of an active role in the life or
magic of Rokugan, but they are still venerated and feared

Powers: These are the primal torces that have created
cverything, If sttacking an Oracle is suicide, proveking the
anger of Sun and Meon is both suleide and insanity, Lile all
things, however, it is possible to end the cxistenee of such
things. Mirumote 1litemi, balstered by the power of the
Dragon Kami Topashi; the Hand of Lord Moon, and a sword
made [rom Lurd Mouis own bone, was able to defeat the Tist
Moon. OF course, the First Muon lad also split his power in
half to arrempr ro destroy Hitomi and end the existence of
Toturi the First, When you feel as if your characrers are on par
with such power, feel free to call down the Heavens.

RITUAL MAGIC

In Rolugan, there ave no spells, Insread, shugenja recite
pravers to the Fortunes. These prayers, if recited properly,
result in the intervention of the kami, elemental spirits wha
perform the function agked of them by the shugenjs, thus
schieving n predetermined effect. In essence, the shugenja
uses his own spiritual energy to both request and demand the
service of the clements themselves. For those who have the
training, this means that multiple shugenjs can focus their
energics on a single prayer, thereby increasing the effect
produced by the kami who answer the prayer. This is known
as citual masic

O the surface, the premise of deval magic is very simple: [
multiple shugenja recite the same prayer at the same tme w
produce alarger and more powerful effect. In reality, however,
it is congiderably more complicared. Multiple shugenja
reciting the same praver at the same titne would only produce

multiple effects rather than a larger, single effect. Shugenfa §i

must be trained to focus their energies together into a single

prayer. Attempting to do so without proper traiming can result

at best in the squandering of the shugenja's energy and at

wotst it a catastrophic failure of the type that

can cauee gigniticant magical backlash to the
shugenja in queetion,

When casting ritwal magic, the
casters involved must first possess the
feat Ritual Magic (see Chapter One, page |
53}, The participants must select the lead

shugenja, the individual who will be
leading the effort. This will always be
the shugenjs of the highest level in
the group performing the titual.
The kami summoned by the prayer
sense the most powerful shugenia
in their midst and will flock to him.

In the event of shugenja of equal level

being involved in the casting, the group

may choose who the lead caster will be. The lead
shugenja in any ritual must be able to cast the spell
in question a if it were three levels higher The lead
shugenja may use additional metamagic feats to aug-

ment the spell’s effect, but other cooperating shugenja cannot.
Whenever a spell is cast as a ritual, the casting time is
automatically doubled in addition to the normal casting time
required for a shugenja to use a metamagic feat. Any spell that
does not already possess the components Verbal and Somatic
adds thuse reguitenents as part of the ritnal. Material compe-
nent requirements must be supplied by each participant,
which can dramarically increase the expense of the spell.

When several shupen)a case a single spell, however, the effecs

of the spell increase considerably. For each shugenja beyond

the first participating in the ritual, you may improve the spell
in one of the following ways:

* Increase the timed duration af a spell by a single increment
(i.2. from 1 minute/level to 2 minutes/level, from 5 min-
utes/level to 6 minutes/level, ere). Spells with 4 duration of
Instantaneous or Permanent cannot have their durations
changed wvia ritual magic.

« Incrense the damape of a spell by one die (e brom 4dé to 5dé,
3d10 1o 4d10, ete.). This can increase the damage of 4 epell
beyond its normal maximum, although no ritual spell may
ever exceed twice its normal maxinoum damage rating,
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* Increase the DC of the save against the spell by 2.
* Increase the effective caster level for the spell by 2.

Each additivnal shugenja’s bonus may be applied 1o a
different spell improvement,

Example: if five shugenja are casting a single spell (theveby mrant-
ing four improvements to the spell), the spell could tnevease its dia-
tion by ene increment, add twa additional dice of damage, and
increase the 00 of the saue agamst the spell By 7

SECRET LORE

The elemental magic of the kami, the dark power of maho, and
the enlightened arts of kil are (he most recognized forms of
muagic, but they are not the enly magic known in the Emplre.
A variety of secrer magical arts are also pracced. A nurmber of
feats are described in this section rather than in the Spellsand
Magic sectlon, as their use should be relatively rare. A player
must always get the DM’ permission hefore learning 2 Secret
Lore feat.

BLOOD MAGIC

Though blood magic is often synonymous wirh mahe, the two
are not entirely interchangeable. Before the fall of the Kami,
the Isawa practiced a form of blood magic that drew upon the
purity of one's own spirit, using hlood as a foetus The Unicorn
returned from the Burning Sands with a similar form of
magic.

lespite the purity of this style of blood magic, Fu Leng's fall
tainted the tise of blood as 3 magical focus in general, causing
pure blood magic to fall inte disuse,

TURE BLOOD MAGIC
IMETARMAGIC SECRET LORE FEATI

You know the secrets of pure blond magie, untainted by the
Shadowlands. You may nge your own hlood asa focus for
magical power,

Clan: Phoenix and Unicorn

Prerequicite: The ability to cast divine spells ae a shugenja,

Benefit: You may draw upon yeut own blood (never the
blood of others) to cast your magic. If you have o slashing
weapon in band (such as a knife) you tnay inflict an amount of
damage equal to the spell’s level upen yourself during casting
in order to increase the effect of the spell (You do not need to
make a Concentration check to maintain the spell when dam-
aging yoursell), You may choose either to increase the save
D by two, or increase your effective caster level by one,

Special: Each point of Jamage inflicred when using this
feat lias = 1% chance of attracting the atenrion of a kansen (see
the Mew Mornsters section .

SHADOW MAGIC

Tejinais a strange form of magic discovered by Shosuro during
her escape from the Shadowlands, By making & deal with the
Lying Darkness, Shosuro captured a bit of that strange being’s
power. For centuries, the Soshi family harnessed the power of
Darkness through kage yakiin (“shadow brands"). Many of the
Scorpion Clans most Infamous ninja bore these brands, allow-
ing them to pass unseen and unheard.

Over two decades ago, the Iying Darkness embarked upan
its great campaign to unmake the Empire, culminaring with
the grear baetle at Oblivion’s Gare. Though the Shadow was

named and many of its minions destroyed, some lingering.
traces of shadow remain. The Soshi have continued to experi-
ment with the kage yakiin, bur with extreme care. 1Eit
appeared that the Lying Darkness were returning, or seizing
enntrol of branded agents, the Scorpion would kill their test
suhjects without merey:

Ironically, there isa small school of illusion magic practiced
by the Shiba which iz alsc named Tejina. The similarity of
name ic apparently a linpuistic coincidence,

KAGE YAKINN [SECIET LOIE FEATI '
Yo have hean marked with a shadow brand.

Clan: Scorpion

Benefit: You suffer no movement penalties when attempt-
ing to remain hidden in areas with dim lighting or darkness IF
you uze Blufk to create a diversion to hide (see Flayer's Hand:
book™ page 62) you suffer no penalty to your Hide check. Your
movement penaltics to Move Silently checks in areas of dim
Lighting or darkness are reduced by five. Hide and Move
Silently are class skills for you.

Special: If your shadow brand is exposed to sunlight, you
take one point of damage per round until ie4s coversd. You
muay not ke the Depths of the Yoid fear, and may nor take
this feat if you already possess Deprhs of the Vold.

1f you begin behaving erratically, or displaying any signs of
the Lying Darkness’ control, your Soshi masters will Tl you

TATTOO MAGIC

In the lands of the Dragon, the secret urder of ise zumi have
exercised the will of Togashi for gpenerstions. Even after the
death of the Kami Togashi, the ise zumi serve him still, Onee,
the ise zumi were tarrooed with the Kami's mystic blood,
In more tecent times, Togashis son Hoshi has assumed rhis
role. A handful of Togashi family members have even
developed tattoos spontanenusly, Some Hitomi family
members have been born with mystic tattoos already in place
The reason behind this is unknewn; pethaps it is vet another
mystery of the Dragon.

Anyinkyo or monk from the Hitomi or Togashi family can
select the tattoos described in the Oriental Adventures™
Tattooed Monk preatige class as if they were kiho feats. Howe
ever, the character must select the Void Use fear before cheos
ing any tattoos, and may not have more tattoos than his max-
mum Void Points. The level requirements (of those tattoos
which have them) become character Tevel requiremencs for
monks and inkye, and are increased by five.

ANCESTOR MAGIC

[KITSY SODAN-S=ENZO MAGICT
Oince, a proud race of creatures linown as litsu roamed across
the plains of Rolrugan. These cat like hunters possessed a deep
understanding of the Spirit Realms, and practiced 2 magic s
potent as that of Rekugani shugenja. Unfortunately, to the
eyes of mankind they appeared nothing more than beasts, As
the Empire expanded, it fell 10 Akodo w exterminace these
creatures. In the end, Akodu recognized the kisu's intelll-
gence awd showed them mercy. Nonetheless their race began
to dwindle.

In the end, the last of the kitsu wete given human form by
Amarerasu. These became the founders of the Kitzu family. The
Kirsu seill possess the magic of their majestic ancestors, The
Kitsu ancestor fear (presented 1n Ovental Advenfures™) deftly
illustrates the Kitsu ability to sense spitits. Their ability to
communicate with spirits is illustrated by the tollovwing feat.




RITSU BLOOD ISECRET LORE FEATI
You can communicate with denizens of other Spirit Realme,

Clan: Lion

Prerequisite: Must be a shugenja, a member of the Kitsu
family, and attend the Kitsu shugenja school,

Benelit: You may mentally speak to any spirit creature
{including ghwsts, animal spirits, ond, shirye, and gaki} within
100 fr. radins as if you knew their language, Once per week,
you may perform an augury (with no need of material compo-
nenes) by visiring an ancestral shrine and importuning the
shiryo for advice.

RM=ISHODO

A steanpe magic impocted w Rokugan by the wandering Uni-
corn, Meishodo doaws heavily upon the power of names. The
Tuchi belleve each thing thar exists possesses a perfect nune,
By discovering the name of the magic you wish to use, you
may invoke it. Inscribing this perfect name upon an object
allows ye o feus upon it, and draw forth the power of the
magic. Lhe art of crafting meishodo is grueling, and in some
ways less potent than normal Rekugani magic, hur the Tuchi
are experts in the craft.

RMZISHOPO OTEZM CREATION SECRET LORE FIATI
You are adept at Unicorn tame magic, allowing you to craft
and use meishodn amulets.

Clan: Unicorn

Prerequisite: Shugenja level Sthe

Benefit: You can create a meishodo amnlet of any spell of
5th level or lower that you know Crafting an amuler takes 1
day for each 1,000 gp in its base price. The base price of a
meishodo amulet is ite caster level multipliad by the ¢pall
level (modified for metamagic feats} multiplied by 150 kol
{o-level spells count as ¥ level).To craft a meishode amulet,
you must spend ¥ of this base price in XP and use up raw
materials costing half of this base price.

In addition, this feat allows you to use any meishodo
amulets you find as per the normal rules for using meishode,

CREATING MEISHOUDO

Creating 8 meishodo requires access toa small supply of mate-
dals. The most common arc glass, jade, gems, precious metals,
feathers, leather, and linen. The cost of the materials is
dencted in the price of the amulet, and the matcrials arc con-
sutned during item creation, You must also have any material
componentsor foci of the spell on hand. Material components
are also consumed during item creation. If the spell has an XP
coat, Thar cost is added to the XP cost of the meishodo.

A meishodo amuler is always creared for a specific spell,
with specific metamagic feats inherently attached. This spell
cannnt have a hase level greater than Sth. However, vou may
create meishadn that utilize any metamagic feats you know,
increasing the hase level toany spell level you can currently
cast. Unlike normal item creation feats, meishoda amuolers
alwaye cast the spell at the lowest possible caster level (ignor-
ing metamagic teate).

Spells with a casting time greater than ten minutes cannot
be made inte meishodo.

TagLE 2-1: MeisHopo CreaTion Costs

Spell bevel Market Cost Creation Cost XP Cost
1st 150 koku 75 koku &
2nd 1,200 koku 600 kokuy 43
3rd 2,700 hoku 1,350 koku 108
4th 4,800 koku 2,400 keoku 152
Sth F.500 keku 3,750 koku 300
*6th 10,800 kaku 5,400 koku 433
#7th 14,700 koku 7,350 koku LER
*8th 19,200 kaku 9,600 koku 7BE
*dth 24,300 koku 12,150 koku 972

#5pells of higher than Sth level cannot be made inte
meishodo, However, metamagic feats can cause a
meishoda's effective spell level to be greater than five.

UsSIing MEISHODO

Activating a meishodo is 4 standard acrlon thar does not draw
attacks of opportunity Saving throws vs. meishodo effects are
D210 + the base level of the spell + the ability bonus of the
minimum ability score needed to cast the base level of the
spell. The caster level of a meishode is always the minimum
caster level of the spells bage level.

A meishodo user must have the Meishodo feat and expend

a spell slot equal to the spell level of the meishodo (including .

metamagic feats). The user of the item need not actually know
the sp—cl?ﬁr metamagic feats nsed to create in the amulet, and
he needs no focus or marcrial components with costs less than
ane koku (XP components are expended normally). The cast-
ing time of a meishodo amulet 15 always 1 action,

Meishodo do not count against the maximum number of
magic items worn, They must be held in hand tobe used. Most
meishodo users tie their amulets to wristbands, necklaces,
headdresses, or shoulder mantles, Meishodo worn in such a
manner may be readied wirth a free action.

txample: Hiviwchi Shem-Zhe wishes to craft o melshedo of path
to-inner peace 11 {cure maderate wounds). The spell iz a second
lewal shugenja spell that heals 2d8 + 1/level (max <100 hit points of
damage. Shem-Zhe also wishes to Maxumeze this spell. Maximize
spell exhavsts a spell slot three levels kigher than wormal, s Shes-
Zhe must create his meishodo as if i weve a Sth level amulet. Shem-
Zhe must spand al least fovr days, 3,750 ok, and 300 XF on the
amulet, Each day during the amulel's eveation, he must expend one
fifihi-level spell slat towerd the ftem's complefion, When the Hime,
money, and X2 are fully expenided the new meishodo is ready for use.
Using the meishodo expends a fifth-Tevel spell slot s a standard
action, drawing no aftacks of opportunity and leals 20 hit ponis
(248 + &, Maximized).

TSANGUSURI

The secrets of sangusuri— fetishes — are the Crane’s alone.
The clan makes cne thing consistently clear: the Crane never
use tsangusuri to harm another being, Te do so artracts kansen
and invites corrupton. Asahina Yajinden, scrvant of Tuchibun
and forger of the infamous Bloodswords, is the most promi
nent example of a Asahina craftsman gone horribly astray.

The following is an adapred version of the Craft Talisman
fear from Orviental Advenlures™ To portiay a More accurate
deplerion of Rokugan, this fear should be restricied 1o Crane
shugenja only,

Activating a talisman is a standard acrion that draws no
attack of apportunity and requires no spell casting ability

40 A-6OD3

AN=_UaEN

-
.-_:1 D
R
AY
i G
¥ A
A




C
4
R
?
T
R

CRAFT TSANGUSURI
[SECRET LORE ITEM CREATION FEATI
You can create magical fetishes, single-use magical items that
hold spells until triggered.

Clan: Crane

Prerequisite: Int 13+, appropriate craft akill, shugenja level
15t+

Benefit: You can create tsangusuri, one use magical talis-
mang, imbuing them with the power of any spell you know
that is 3rd level or lower. You must provide any material comn-
ponents or foci the spell requires. If casting the spell would
reduce your XP total, this cost is added to the XP cost of
making the talisman. Likewise, matetiul components are con-
sumed during item creation,

The ralispnan bies o base peice of the spell  fristare of Eared
level tiines the caster level rimes 50 koku '
{0-level spells counr as % level), You must
spend Y= of the base price in XP and use
up raw maretials costing half this price,
A ralisman'’s market value equals its
base price, though of course no
shtigenja would be so dishonorable g5
to sell his magic for dirty kolku,

Special: Any tsanpusuri that casts 2
spell inflicting hir point or ability score
damage has 2 10% chance of attracting
kansen per point of damage inflicted,
Subdusl damage is ignored for the pur
poses of atiracting kansen,

TAINT BINDING

From their towers deep in the heart of the Kuni
Wagetes, the Kuni have amassed & wealth of
knowledge regarding the Shadewlands,
Though many question the fiendish expen-
ments they perpetrate upon Tainted cap-
tives, the results are undeniable. The
Kuni have mastered the arr of neutaliz-
ing those who bear the Taing The preat
est among them can bring even che
spawn of Oni Lords o heel,

It should be nored thar though this is techni-
cally Secret Lore, the Kuni make no efforts to keep
their teachings secret. However, before they share
their knowledge a porential student must demen-
strate the sincerity of their hatred for the Shadowlands,
effectively requiring a non-Crab to take the Mulriple
Schools (Crab) feat to prove themselves,

TAIMLT BINDING [SECRET LORE TECHMIOUE
You are adepr ar warding off the minions of Fu Leng,

Clan: Crab

Prevequisite: Shugenja level dths

Benefit: You may turn Shadewlands Tainted creatures as if
theywere undead if you present 2 piece of untsinted jade or crys-
tal 4 a Foeus (See the Player’s Handbook™),

You must expend a epell slot {as if you had cast a spell for
the day) to uee this ability. Your turning check is cqual te 1d20
+ the gpell level expended. Your tuening damage is equal 1o
2d¢ | your shugenjs level + the apell level expended. If your
turning check indicates that the Tainted subjects would be
destroyed, they instead take 148 damage per level of the spell
slot expended,

If assisting the caster of a binding spell, you may expend a
spell slor instead of casting suggestion to assist the caster. (See
the Flayer's Handbaok').

Special: The effects of this feat ate considarsd 3 supernat-
ural ability

VoI RAGIC

Though all clans recognize the existence of Void as ane af the
Elemental Rings, only the Pheenix possess the deep under-
standing of nothingness required to utilize Void Magic. The
maost powerful masters of Void are known as ishiken, and pos-
sess a potent mix of inhetent talent and intense training,
See the Void Disciple prestige class in Oriental Adventures™
for more information on ichiken, and the new Void Spells
later in this chapter. The following feat illustratcs a more
gubtle magtery of Void than the rew power of the Void

Disciple.

ISHIKEN-OD (SECRET LORE TECHMUIAUE)
You are an ishiken. The pewer of the Void runs.
threugh vour veins,
Clan: Phoenix
Prerequisite: Shugenia level 1, Void Use
Benefit: You may usc and learn Void spells, If
you cheose to enter the Void Disciple prestige
class {see Oriental Adventwres™) you may ignore
one of the feat criteria (sither Heighten Spell
or Spell Penetrtivon) needed to enter,
Special: This feat may only be
selected ar fivst level,
-
» ¥ THE BLACK
s ® SCROLLS

& Let the courage of the Seven Thunders
«  yemedy this corvuplion.
& Let the truth of our purpase stand asa
cifndel against the night,
. Lot our souls wind vise and snuff the flames of Jigoku,
w Lot our minds be unclouded; may Tengoku be var light,
At the occans shift, we shall aidapl lo cage our foe,
And we handen owr hewrls agnins! the touch of despair,
As the fouch of the Dark e veaches for aur souls,
Andd lel Winth Son, the Fallen Cne, be taken unnware.
A terrible valh I now make to ind the davkness.
Asoul's sacrifice to purge the horvors from ouwr land,
The doom of Fit Leng is upor us,
Let the time of redemption be now at hand,
— Tsawa's final spell

Black Wind From the Seul.
Dark Divination,

Shapeshifting,

Touch of Despuir,

Touch of Fu Leng,

Return of the Fallen Lord.
ATerrible Qarh,

The Walking Hotror of Fu Leng.
Droom of Fu Leng.

The Spell Which Has No Name.

They are spells of legend, dark prayers to the heare of Jigoku
which should nor be answered. They are tlie Twelve Black
Eeralls




The Black Scrolls were once possessions of Isawa, simple
spells of the pure blood magic. The Phoenix Thunder carrled

ROKVUGATU SP=LL NARMEZES

(UARIANT)

them on his journey to the Shadowlands, and used them to
bind Fu Lengs sonl. When Tsawa was slain, the Scorpion
Thunder Shosuro took the scrolls and escaped. For centuries,
the Scorpion guarded the Scrolls, custodians of Fu Leng's
prison.

Ower the centuries, Fu Leng perverted the pure magic of
Isawa into spells more powertul than mere maho. Each of the

Twelve contains nearly godlike power, and each is fully capa-

blc of communicating this fact to any shugenja nearby. The mechanical reasons. A shugenja speaking in cl"aral":t':": “j":'ﬂ.d { C
Esvolls stie objects 6f temptation, corrupted to sedtiss mortals never tefer to Lis spell as “path to inner peace 111" To hiny, it §5 n
into releasing Fu Leng would simply be *puth do inmer pee” Since several different 5 G H
During the Clan War, the Black Scrolls were opened, most versions of the spell exist, all with varying luv-:h_»; ot pawel, B I n
by the Laitorous Yogo Junzo, 2 Scorpion shugenja driven numf!)ers l‘a"ehbﬁenlfdde‘i WI{IEE Damfi} :'5' help differentiare c
completely mad by their power, A his command, e Wastiog O A e D DUIL O CRATACICY, ?
Disease spread across Rolugan, An [ron Citadel rose in the g
Shadowlands, The Walking Horror of Fu Leng was released, e > T
After Fu Leng's defear, the Scrolls faded into history: Many SH UG— =n ' n' il ¥ N
members of the Scorpion and Phoenix claim that they were - : -
hurned after the Day of Thunder S?:LLS -} R
Mo one knows for siire S : O
Spells marled with an asterisk () ave described in this book. ¥
— Spells marked with a dagger (F) are deseribed in Oriental Adven- Ji0 v T
S? LLS tires™ All other spells ave described in the Players Handbook™ § G
W
MAGIC o-1=v=1 shugsnTn e
, —— SPELLS (NORD
Magic holds a special place in the cultuee of Rﬂkugan-ﬂﬂugh Air Crow's Vision (Know Direction). You discern north.
Shuﬁtl'l.jﬂ sometimes use their Magic to 5upp1cmcm a clan's Kami's Cuidance (Cuidance). +1 on one rall, throw,
guest {ur kuowledge o military superlority, they are holy men or rhecl:

first and foremost. Only those with a deep understanding and
devour respect for the kami are able to practice elemental
magic. This, however, does not preclude the occasional lawless
or amoral shugenja. The kami operate on 4 different level of
conseiousness snd morality than do mortals, and care very
little for himan law. 5o long as a mortal shugenja pays the
proper respect to the spirits, they will readily lend their aid,

RESURRECTION waziann

The d20 System™ {5 designed 1o incorporare such spells as mise
dead, resurrection, true resurrection, and soul bind. With this in
mind, spell lists in Oriental Adventures™ incorporare these
spells. However, in the eultural environment of Rokugan
these spells are inappropriate, A morral who returns from
death through the use of magic has defied both the kharmic
cvele and the Celestial Order, This sort of magic is exclusively
the domain of maho.

One exception to thie rule ie reinearnate. This epell does not
defy the Celestial Order; but simply accelerates the return ofa
lost soul in a2 new form. A Rokupgani variant of teincarnate,
kharma, is listed in the new spells scotion,

1f vou wish porttay a more accurate depiction of Rokugani
magic in your campaign, you will need to remove spells which
return the dead to life from the Kitsu School spell list, and
replace them with the following spells frow e Flayer's Hand-
hook™ These spells are reared as Warer spells when Kitsu cast
thern, bur are otherwise unchanged.

TaeLE 2—2: REPLACEMENT KiTSU SPELLS

Spelle in Rolugan are not referred to by the zame names s
these used in other campaipn settings, The following spell lise
includes Rokugani names for all spells The Rolkugand name iz
listed firse, with the Player's Handbook™ name in parentheses
dircct].}r aftcr. Save for the addition of new spells found in this
book, these spell lists are otherwise unchanged.

HNote that some of these spells are numbered for purely

Stun the Mind (Daze). Crearure loses next action.
Whispers on the Wind {Chost Sound). Figment
gounde.
Call Barth*® Creates 2-5 small stonee.
Hands of Clay? Caster may grab or walk on earthy
surfaces s spider elimb,
Fires From the Forge (Mending), Makes minor
Tepairs on an nbj::t
Kami's Hand (Mage Hand). 5-pound telekinesis.
Kami's Protection {Resistance). Subject gains +1 on
saving Lhrows,
Virtue, Subject gains 1 temporary hp.
Fire  Agpashas Touch® Hears object for one minute/level,
Call Fire® Create stall spark or flre,
Dancing Lights. Figment torches or other lighrs,
1sawa’s Eve (Fare). Dazzles one creature (-1 attack),
Jade Touch [Disrupt Undead). Deals 1d6 damage 1o
ote ubdead.
Light. Object shines like 2 torch.
Warer Accounts of Shorihotsu (Detect Magic). Detects
gpelle and magic items within &0 i1,
Minor Blessing of Inari {Purify Food and Drink).
Purifies 1 cu; ft./level of food or water:
Moment of Peace (Cure Minor Wounds). Cures 1 point
of damage.
Summon Water (Create Water). Creates 2 gallons/
level of pure water.
Al Commune with Elements® Ask one question of an
elemental spirit.

Earth

Criental Adventures Spell Replace With Summon Summon a small bit of an element.
resurrection (Shu?, Kitd) visian Wisdom of the Forrunes (Read Magic). Read scrolls
true resurrection (Shu) astral projection and spellbhaoks.
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Air

Earth

Fire

Water

All

SrakLS

Blessing of Kaze-no-Kami (Feather Fall). Objecrs or
crearures fall slowly

By the Light of Lord Monon (Detect Snares and Pits).
Reveals narural or pritmitive traps.

False Eace (Change Self). Change own appesrance.

Lesser Mists of Illusion (Silent Image). Creates
minor illusion of vour design.

Quiescence of Air® Creates a bubble preventing
sound from entering or leaving,

Speed of the Hare (Expeditions Retreat). Doubles your
speed.

Wind-Bornc Slumbers (Sleep). Put 2d4 HD of crea-
tures inte comatose slumber.

Anger of Barth (Magic Stone). Theee stones gain +1
artack, deal 1ds+1 datnage,

Biting Steel (Mugic Weapun), Weapon gains +1 bonus,

Earth's Stagnation® Halves movement. qﬁm!ﬁ&t

Iuchi's Armor (Shield of Faith). Aura graﬁ'_t_s__ﬁﬂr;
higher on deflection bonus.

Protection From Taint.§ +2.AC and saves, counter.
mind contral, hedge out oni

Protection of Shinsei [Sanq%mw} Opponents. -:an't:
attack you, and you can't at

Wallk Without Passing (Pass ‘iﬁthnui‘l‘rm} Dueﬁub—:
ject/level leaves no tracks.

Aura of Flame (Faerie Fire). Outlines subjects with
light, canceling blus concealments, cte

Burn the Mind {Hypﬂ@hm} Fascinates 2d4 11D of
Creaturcs.

Burning Hands. 1d4 ﬂrﬁ damage;level (max sd4),

Eye of the Sun® Temporacily blinds and stuns
atarget, damaging Tainted subjects.

Fear (Couse Fear), Oue cregtune fees for 1d4 rounds.

Touch of Thunder (Shocking Grasp), Touch delivers
1da+1/level elecericity

Calm Mind (Remove Fear). +4 on saves against fear
for one subject +1,/four levals,

Castle of Water® Wall of rushing warer keepsothers.

from entering

Detect Taint. | Keveals Shadowlinds Taint in crea-
tures or objects. ;

Gift of the Kami {Bless), Allics gain +1 attack and 11
against fear.

Heart of Nature (Animal Friendship). Gain perma-
nent animal companions.

Path to Inner Peace (Cure Light Wounds), Cures
1d841,/level damage {max +5).

Summon Fog (Obscuring Mist), Fog surrounds you,

Heart of Osano-Wo (Endure Elemenls), Ignures 5
damage/round from oue enerey type.

2ND-LEVEL SHUGENTA

At

SP=LLS

Henten's Touch?® Subject gains +10 bonue to
Charigma skill checks.

Call Upon the Breeze (Levitate). Subject moves up
and down at your direction.

Greater Quiescence (Silence). Megates sound ina
15-fr. radius.

Know the Mind (Deect Thoughts). Allows listening’
to surface thoughts.

("

Earth

Fite

Water

Enow the Shadows.f +70 to Hide cherks in dark:
ened areas,

Mists of Hlusion (Mitor Image). As silent image, plus
some sonnd.

Yari of Air§ Melee attack deale 14841 /two levels

damage.

Armor of the Emperor (Barkshin). Grants +3 natural

~armer bonus {or higher),

Courage of the Seven Thunders?® Grants mass
immunity to fear.

Fires From the Forge 11 {Make Whole). Repairs
an object,

Grasp of the Kami (Hold Persm). Holds one person
Lelpless; 1 round/level.

Livn’s Might (Bulls Strength), Subject gains 1d4+1 S

for 1 hourlevel.

Tersubo of Earth.f Melee attack deals 1d10+1/two

levels damage.

Way of Earth (Enduvance). Gain 1d4+1 Con for
1 hatir/level.

The Fires That Cleanse? Caster takes damage to hurl
fire at target,

FlﬂmlhE Sp!‘mre Bolling ball of fire, 2de damage
lagts 1 round/level.

: _‘[niétnus Tooth (Heat Metal). Hot metal damages

H:.ose. who touch it.
a of Fire (Flame Blade), Touch attack deals 1ds

j _.'Th+:1_j?"tw:i levels damage,
Summon Flame (Produce Flame). 1d4+1/two levels

damﬂgc,mucil o thitowis,
Way of Fire (Cal’s Grace). Subject gains 1d4+1 Dex for
1 hourevel,

Bo of Water.t Mele.: arrack deals 1d&+1,/two levels

“damage,

Freedom of Water (Remove Pavalysic). Frees 1 or more
Cregture,

Mend the Spirit I:Lerm' Restoration). Dispels magic
abulity penalty or repairs 1d4 ability damage.

Minor Blessing of Purity (Delay Poison). Stops
poisen from harming subject for 1 hour/level.

Path to Inner Peace II (Cure Moderate Wounds), Curcs

3d8+1,level damage (max 110),

The Ties That Bind (Locate Object). Senses direction
toward object (specific or type).

Wisdom and Clarity® You gain a precisely deailed
memory.

OrD-LZVEL SHUGENTA

Air

S7P=LLS

Castle of Air (Wind Wall). Deflects arrows, smaller-

creafnires, and gases.

Essence of Air (Inwisibility). Subject i invisible for 10
min.flevel or uncil it attacks,

False Tongue® You may cloak your truc words from
others,

Creater Mists of Hlusion (Major Image). As silent

image, plus sound, smell, and thermal effects.

Kazc's Fury (Gust of Wind). Blows away o1 knocks

down smaller creatures.

Watchful Spirit {Cleiruwdionce/ Clairvoyance), Hear ot
see at a distagce [or 1 min.devel.

Glimpse vf the Soul's Shadow (Haste). Exrra partial
action and +¢ AC,




Earth

Fire

Water

all

Add of the Kami (Prayer). Allies gain +1 on most rolls,
and enemies suffer —1.

Riting Steel IT (Greater Magic Weapon). +1
honug/three lowvels (max 45,

Know the Earth [Stone Shape), Sculpts stone into any
form,

Magic Circle Againgt Taint | As Profection Fram
Taint, but 10 ft. radius and 10 min./level.

Rapid Growth (Plani Growth), Grows vegetation,
improves crops,

Tremor® Causes minor ezrchqualte in avea.

Walk Through the Mountains {Mcld Inte Store),
You and your gear merge with stone,

Burn the Soul® Damages chaotic and dishenorable

Crealures,

Fire Wings.T Your arins become Haming wings;
vour can fly or burn things.

Fury of Osano-Wo (Call Lightning). Directs lightning
boles (1d10/level) during sworms.

Hungry Blade (Keen Edge). Doubles normal weapon's
threat range,

Sun’s Anger (Seartng Light). Ray deals 1de
damage level, more against indead

Sun's Eye (Daylight). 60 ft. radius of bright light

Breath of Suitengu (Water Breathing). Subjects can
breathe underwater,

Path to Inner Peace ITI {Cure Serious Wounds), Cures
3dgi1 flevel damage (mox +18).

Remove Blindness/Deafness. Cures normal or
tnagical conditions.

Remove Curse. Frees object or person from cursc,

Remove Discasc. Cures all discases affecting subject,

Walking Upon the Waves (Water Walk), Subject

treads oo water as i solid,

Wonderful Origami Furoshiki® Magical [uroshiki
sack stores a large amounrt of material,

Armor of the Kami (Protection from Elements). Absorb
12 damage,/level from one kind of energy.

Connterspell (Dispel Magic). Cancels magical spells
and effects.

Summon Minor Kami [Summon Noture’s Ally 1171
Calls creature to Fight. Shugenja can use this spell
only to summon a small elemental.

Wards (Glyph of Warding). Inscription harms those

who pass it.

UTH-LEVEL SHUGENT AR
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Mist Upon the Lands ( Halluginatory Terrain). Makes
one type of terrain appeat like another.

See the Seer (Detect Serying), Alerts you to magical
eavesdropping.

Wall Upon the Wind {Air Walk). Subject treads on
air 3¢ if zolid (clitab at 45° angle).

Wall of Mists (IHusory Wall). Wall, floor, or ceiling
looks real, but anything can pass through.

Whispering Wind (Discarn Lids). Reveals deliberare
falsehoods

Wisdom of the Kami® Cain +10 bonus ro one skill.

Anchor the Soul {Death Ward). Grants immunity to
death spells and effects.

Dismissal. Forces a creature to return to native plane,

Immortal Steel® Shugenja makes one weapon a mas-
terwork weapon,

Fire

Warer

Jude Sirike.¥ Damages and blinds Shadowlands
Creatures,

Mounrain's Teeth (Spike Stones). Creatures in ares
take 1ds damage, may be slowed.

Spell Immunity. Subjecr 15 Immune to one
spell/four levels,

Chasing Osann-Wo (Lightning Balf). Electricity deals
1des damage/level.

Extinguish (Quench). Extinguishes nonmagical fires
or one magic item.

The Fires From Within® Hurls two bolts of flame.

Flame Arrow. Shoots flaming projectiles [extra
damage) ot fiery bolts (4dé damage).

Shroud of Flame (Fire Shicld). Creatures that attack you
take fire damage; youre protected from heat or eold,

Wall of Fire. Deals 2d+ fire damage out to 10 ft, and

1d4 out to 20 ft. Passing through wall deals -

2de+ilevel.

Blessing of Pucity {(Newlrulize Poison}. Detoxifics
VENOm in or on subject,

Near to Ice? Subject becomes immune to pain and
gaing 2ds temporary hit poinrs,

Open the Waves {Contral Water), Radse, lower, or part
hodies of water.

Path to Inner Peace TV (Cure Critical Wounds). Cures
4d8+1level damage [nax +200,

Restore the Spirit (Restoration). Bestores level and
ability score drains.

The Ties That Bind II (Locate Creature). Indicates 1

direction to familiar creature.

5TH-LEVEL SHVUGENT R
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Bad Kharma® Subject rolls a “1” on his next die moll,

City of Mists (Mirage Arcana). As hallucinatory terrain,
plus structures.

Purity of Air (Improved nvisibility). As invisibility, but
subject can attack and stay invisihle.

Spirit of Air (Dimension Door). leleports you and 500
Ik, o0 . flavel.

Summon the Wind [(Control Winds). Change wind
direction and speed.

True Mists of Illusion (Persictent Image). As majoy
imeage, but no concentration required.

Dispc% Taint.f +4 bonus against attacks,

Torce of Will* Allows subject to function below 0 hit
points.

Kaini’s Reflusal (Spell Resistance), Subject gains +12
+1/level SR,

Open the Mountain (Fesswall). Breaches walls 1 f,
thick/level.

Wwall of Iron. 30 hp/four levels, can topple onto foes.

wall of stone. 20 hp/four levels, can be shaped.

Breath of the Fire Dragon (Firé Breath). You can
breathe fire once,/tound; flame deals 1d5/2 levels
{maximum 10d8) damage to one targer within 15 ft.

Circle of Flame. Flames deal 1d8+1/level damage in
all directions.

Confusion. Makes subject behave oddly for 1
round/level.

Osano Wo's Embrace? Sets subject on fire.

Shorihotsu’s Wreath (Fesblemind). Subject's Int drops
tol,

AP=UIAITN
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Spells with an element focus o "

your reguisite

to use othar

3y LATTTIG
0 He

The Thunderer's Strike (Flame Strike), Smites foes

with divine fire (1d8/level).
Water Blessing of Healing (Hesling Gircle), Curcs

1d&+1/level damage in all directions,

Divinitory Pool (Scrying). Spies on subject from a
distance.

Judgment of the Kami {Atonement), Removes
burden of misdeeds fomm }ul}jt:l.:l..

Path of the Scorpion® Subjece is forced o atrack
with worst ability modifier

Strength of the Thunders (Righteous Might). Your
size doubles and vou gain +4 St

Yuki's Blessing ('Wall of Ie2). Tee plane craates wall
with 15 hp—i-1 Nevel, ar hemi;pherp £an frap crea-
tures inside

All Greater Commune [Commiune With Nature). Learn

about terrain for one mile/level.

Summon Kami (Summen Nature's Ally V), Calls
creature to Hght. Shugenja can use this spell only
to summon a Medium-size elemental,

6TH-L=ZV=ZL SHUGENTA
SP=LLS

Air Call Upon Kaze-no-Kami ( Wind Walk). You and
vour allies turn vaporous and travel fast:
Dominate the Mind?® Subject becomes your puppet
Eternal Mists of 1llusion (Permanent Tmage).
Includes sight, sound, and smell
Mist Upon the Soul (Veil). Changes appearance of
group of creatiires,
Teleport. Instantly transports vou anywhere,
Vengeance of Kaze-no-Kami [Cleudkill), Eills 3 HD
or less; -6 HD save or die.
Earth Armor of the Emperor IT (Stoncskin), Stops blows,
cuts, and ﬁ].EEI'l.I:S.
Banishment. Banishes 211D/ ]evel cxtraplanar crea-
ELEES,

Fire

Water

All

Flight of the Kami (Antimagic Field). Negates magic
within 10 ft.

Know the Earth [Mave Earth). Thgs trenches and
huilds hills

Prison of BEarth® Ac frap the soul for oursiders only

Final Rest® Damages and stuns creatures whe have
gained the Taint.

Fire Seads. Acorns and berries become grenades and
bombs.

Fires of Purity.f Target bursts into magical fame;
becoming & dangerous weapon.

Symbol of Earth (Greater Glyph of Wanding). As Glyph
of Wardtng, but up to 1045 damage or sth-level spell

Yakamo's Anger.t Blinds creatures witlin 10 {t,

Command the Clouds (Control Weather). Changes
weather in local area,

Master of the Rolling River.} Wave of warer deals.

1ds/vwo levels damage and bull rush.

Peace of the Kami (Heal). Cures all damage, diseases
and mental conditions.

Perceive Harmony (True Secing). See all things a5
they really are.

Silent Waters (Contingency). Sets trigger condition
for another spell,

Within the Waves? You summon a bubble for safe
travel underwater.

Creater Counterspell (Greater Dispelling). As dispel
magic, but up o420 on cheek.

Summon Greater Kami (Summon Nature's Ally VI)
Calls creature to fight. Shugenja can use this spell
only to summon i Large elemental.

Kharma® Encourages the kbarmic wheel 1w returna
deceased human.

JTH=-LEVEL SHUGENTA

Air
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Creater Deception { Mislead). Turns vou invigible and
creates illusory deuble.

Mists of Cunning (Frogrammed Image}. As majoy
image, plus triggered by event.

Poison of the Windspider? Toisonous cloud inflicts
10d6 damage and nauseares targets,

Teleport IT { Vanish). As teleport, but affects a touched
ohject,

True Essence ol Air (Mo Invisibilily), As invisibility,
bue affecis ull in range.

Disintegrate. Males one creature or object vanish,

Essence of Barth* Caster gains 25/41 DR and minor
{mmuniry to spells,

Kami's Reflection (Spell Turning). Reflect 1d6+4 spell

levels back at caster
Statue. 511hject can become 3 statne at will,

Tomh of Jade § Entraps and harms Shadowlands

creatures,
Breath of the Thunder Dragon (Chain Lightning),
1d6 damage/level; secondary bolts,
Death of Flame? Causes fechlemind, slow, and con
fusion on a target.
Sunbeam, Beam blinds and deals 3ds damage:
Tcmpest of Fire (Fire Storm). Deals 1ds fire
damage/level
The Flow of Time® Time passes move slowly for you
Greater Divinilury Pool (Greater Sorying). As scrying,
bt faster and longer.




The Penetrating Drop® Water haini cause tatger
objecr to dissolve.

Revive the Spirit (Greater Restoration), As restorafion,
plus restores all levels and ability scores.

words of the Kami.} Kills, paralyzes, weakens, ot
dazes lainted sibjerts,

All Summon Major Kami [Summon Mature's Ally VII).

Calls cresture to Aghe. Shugenja can use this spell
only to summon a Huge elemental.

8TH-L=V=L SHVUGENITA
SPELLS

Air Banish the Eve (Screend. lusion hides area from

vislon, scrying.

Slaver's Knives” Blast of wind does (ds demape/
level {max 15ds) and bull rush,

Teleport 11T {Teleport without Errar). As teleport; bur fo
off-tatget areival.

Whirlwind, Cyclone inflicts damiage and can pick up
Creatutes,

Earch  Binding. Array of techniques to imprison a creatire
Earthquale. Intense tremor shalees 5t flevel radius.
Kami's Refusal IT (Protection From Spells). Confers 48

resistance bonus,
Timc's Deadly Hand?® Bots nonliving matter com-
pletely, . '

Fire  Eye of the Moon (Power Word, Blind). Blinds 200 hp

worth of creatures,

Everburning Rage® Causes target to become disabled.

Fraying of Tigoku (ncendisry Clowd). Cloud deals 4ds
fire damage

Calling the Sun (Sunburst). Blinds all within 10 ft,
deals 3ds damage. L

Water Major Rlessing of Healing (Mass Heal). As heal, bug

with several subjects.

Regrow the Wonnd (Regenevate). Subjects severed
limbe grow baclk.

The Ties That Bind ITT {Discern Location). Exact loca
tion of crearure or object,

Waves Arve Bver Changing® Transforms vouinta any
creature,

Al Bummon True Kami (Summon MNature's Ally VTII).

Calls crearure to fight. Shugenjs can use this spell
only to summeon a greater clomental. : :

9TH-L=V=EL SHUGENTA
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Air The Mirror's Smile” Allows target o become
another person
Teleport IV [Telepartation Circle), Circle releports any
creature inside to designated spot.
Walking the Way® Allows travel through the Way
Earth Essence of Earth I1¥ Caster pains 50/42 DR and
mojor immunity to spells,
Purity of the Seven Thunders.* Destroye or heavily
damages Tainted creatures in arca.
Warding (Antipathy). Object or location affected by
spell repels certain creatures,
Fire Call of Fire® Envelops caster in five and creates fre-
Follow the Flame® Benders caster inmmune to fie
and conrrols all fire in area,

Tears of the Heavens (Meteor Swarm). Deals 24de fire
damage, plus bursts,
Water Suitenpu's Embrace® Target creatures drown
inscanely
Tsunamil’ Flarrens enemies with an enormous wive,
Wheel of Forrune? Targers abiliries are permanently
and randomly altered,
all Fury of the Kami (Elemental Swaym). Summons 2d4
Large, 1d4 Huge elementals,
Rise, Kami (Summon Natures Ally 1X). Calls crearure
to fight. Shugenja can use this spell only to
summon an elder elemental.

SLEMENTAL
__SCHOOLS

Mot all shugenia have the beoellt of taining at @ Grear Clan
family dojo. Many Miner Clan and ronin shugenja must make
do with @ more general educarion. The following "schouls"
desctibe lists ef spells thae each follow the path of an element
— Air, Barth, Fire, or ‘Water. These schools may be used for
shugenja who do not hail from the Great Clans. These lesser
elemental schools contain magic well known to all of the
established schools, and thus any Great Clan shugenga with
the proper affinity may feel free to select from them as their
school spells as well.

For example, a Moshi shugenja who gains a new third level
school spell must choose it from the Fire School. An Agasha
shugenis; hewever, moy choose his school spell from either

the Fire school or the Agasha school.

AIR SCHOOL (TORITAKA,
SUZVME)

0 Crow's Vision (Know Direction). You discern norrh,

. Ohscuring Mist. Une eréature flees for 1d4 rounds.

2 Wall of Air (Wind Wall), Deflects arrows, smaller
creatures, and pases.

3 Tempest of Air (Gust of Wind). Blows sway or knocks
dewn smaller Ereatures,

1 Howl of Isora (Shouf). Deatens all within cone and deals

2de damage,

Spirit of Air (Dimension Doot} Teleports you and 500 1k,

ap ft.level.

é Wisdom the Wind Brings (Legend Love), Brings to mind
legends of an irem, place, or hero.

7 Poison of the Windspider? Poisonous cloud inflices 10ds
damage and nausesies rgers.

& The Eye Shall Not Sce (Phose Door), Tnvisible passige
through wood or stone.

v Walking the Way' Allows mavel through the Way

L
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7 Sukinjiu’s Gift (Spell Turning), Reflece 1d4+6 spell levels
back at caster.

& Sacred Ground (Word of Reaall). Teleports vou back to des-
ignated place.

% Wheel of Fortune” Target's abilities are permanently and
randomly altered.

N=W SHUGENTA
_SPELLS

RGASHA'S TOUCH

OTHER SPELLS
Oither '_-.I'_:--::-”

farmes 10 a

G owitn |:I".|'_'r|_'|:|

Rokugani Name

Furrm_r Mamu_

SARTH SCHOOL (KITSVUNE,
CHUDA, FUZAKRE)

NA=013

O #
F
2l
O
K
u i
G|
il
L

0 Fircs From the Forge (Mending). Makes minor repairs on
an abject.

1 Mage Armor. Gives subject +4 armor bonus,

2 Way of Barth (Endumnce). Gain 1d4+1 Con for 1
hourflevel,

3 Stone Shape, Sculprs stone into any form,

4 Minor Globe of Invulnerability. Stops 15t-3rd level
spell effects.

5 Wall of Stone. 20 hp/four levels; ean be shaped

i Strike at the Roots ([hentegrate). Makes one creature or
ohject vanish

7 Earthquake Intense tremor shales © fi./level radius,

& Binding Array of techniques to bind a creature,

8 Imprisonment. Entombe subject beneath the earth,

FIRE SCHOOL (MOSHI

0 Light. Ohject shines Hke 1 rorch,

1 Burning Hands, 1d4 damage/level (max 5d4).

? The Fires That Cleanse® Caster talkes damage to hurl fire
at tatget.

3 Way of Fire (Fireball), 1dé damage por level, 20 ft, avea,

4 Wall of Fire, Deals 2d4 fire damage out to 10 ft. and 1d4
out to 20 ft. Passing through wall deals ade 11 /level.

¢ Breath of the Fire Dragon (Fire Breath). You can breathe
fite once/round; flame deals 1d8/2 levels (maximum 10ds)
damage to one target within 15 ft.

& Breath of the Thunder Dragon (Chain Lightning).
Dreals 1dé damage/level, secondary bules.

7 Yakamwo's Hand {Prismatic Spray). Rays hit subjects with
variety of effects.

& Everburning Rage! Causes targer 1o become disabled.

9 Tears of the Heavens (Meteor Swarm). Deals 2ads fire
damage, plus burses.

WATER SCHOOL (TONBO)

0 Summon Water {Creale Woler), Crestes 2 gallons/level of
pure witer,

1 Speed of the Warerfall (Expeditious Retreat). Doubles vour

Bvoeation (Fire)

Level: Shu o, Drd o
Components: V5, DF
Casting Time: 1 action
Range: Touch

Target: One object
Duration: [nstantanecous
Saving Throw: None
Spell Resistance: Mo

The shugenja casting this spell touches one object to heat up
in a short time The most common use of this spell would ba
to cause 3 mediume-sized pot of water to boil, or to heat 2 rock
to help warm up a room. The heat caused by Agasha’s fouch
maintaing itself for one minute per level of the caster. This
spell cannot be used on unwilling targets, or gear on a person
wheo does not wish this spell to rake effect.

BAD RHARMA

Mecromancy (Air)

Level: Shu §

Components: V, 5, DF

Casting Time: 1 action

Range: Close (25 ft, + 5 ft./2 levels)
Target: Onc creature

Duration: Instantaneous

Saving Throw; Will negates

Spell Resistance: Yes

This spell summons a vindictive kami to twist the kharma of
one tatget, bestowing a terrible streak of bad luck. The targetis:
considered to automatically roll a "1" on the next skill check,
saving throw, initiative roll, or attack roll he maltes.

BENT=ENS TOUCH

Enchantment (Air}
Level: Brd 3, $hu 2
Components: V, DF
Casting Time: { action

speed. >
2 Avoldance {Protection From Arrows). TR 10/41 apainst Range: CIGEEI(:-?S f. + 5 f1./2 levels)
ranged weapons. Target: One living cresture

4 Inari's Blessing (Create Foad and Water), Feeds thres
humans {ar one horse)/level

4 'torrential Rain (Ire Storm). Hail deals Sdé damage in
cylinder 40 ft. across.

5 Strength of the Thunders {Rightsous Might). Your size
increases and vou gain +4 St

& Perceive Harmony (True Seeing). Sce all things as they
really are.

Duration: 10 minutes/level
Saving Throw: Will negares (harmless)
Spcll Resistance: Yes (harmless)

This spell calls upon the hlessings of Renten, Fortune of beauty
and lave, The target of the spell seems to be far more witty,
atteactive, and socially apt while under the effects of this magie,
gaining a +10 enhancement to all Charisma-baged clill checls,



BURM TH=
Alteration (Fire)
Level: Shu 3, Clr 3
Components: ¥, § DF
Casting Time: 1 action
Range: Medium (100 fe. + 10 ft./Tevel}
Target: One creature
Duration: Instantancous
Saving Throw: None
Spell Resistance: Yes

SOUL

This zpell calls the judgment of the fire kami down upon the
target, puniching him if his spirit is not in tune with the
Celestial Order. Characters take damage for their alighment
and lack of honorable status, as follows:

= Chaotic Evil — 4d10 da.mag:

+ Chaotic Neurral — 3d10 damage

+ Chaotic Good — 2d10 damage

+ Lawful Bvil — 2d10 damage

+ Newtral — 2d10 damage

» Honor Rank 0 — 3d10 Jdumage

» Henor Rank 1 — 1dio damage

The effects of damage from alignment and honor rank are

cumulative, 50 2 Chaotic Neurral character of Honor Rank 1
would take ad1u(3d1u + 1d1v) fire damage from this spell.

CALL =AXRTH
Conjuration {Earth)
Level: Shu o, Drd o
Components: ¥, 5, OF
Casting Time: 1 acrion
Range: Personal
Target: You
Iration: Permanent
Saving Throw: Nm;nﬂ-
Spe]] Registance: 'ch

One of the first spells learned by a 511ugcnﬁﬁlh1& su‘.c:pljnen].l;
several (1d4+1) sinall stenes ihto v.':}ustanﬁﬁ in the caster’s
hand. The stones can be of any non- -vatuable mineral,
including dirr. The stones can also be of adictated phapt.
though they will be a rarher rough version of thar shape. Stone
tools and weapons of Tiny size or smaller may be summoned
with this spell as well, but break on any roll or check that
resnles in g natureal 1 when used.

CALL FIR=

Conjurarion (Fire)

Level: Shuo, Drd o

Components: V, 5, OF

Casting Time: 1 action

Kange: Medism {100 fe. + 10 fr.lewvel)
Target: Cne item

Daration: Instattatieous

Saving Throw: None

Spell Resistance: Mo

This simple spell beckony the (ire spirits in the avea 1o simply
light something small on fire, 4 candle could be lit, a sheaf of
papers would begin 1o smoke and flame, or a thin rope could
be burned in half, The targer of this spell must be eastly flam-
mable — thin, dry wood would be affected, but a large camp-
fire log would be too big for this spell to affect,

CALL OF H=EAV=N

Evocation {Fire)

Lavel: Shu o
Components: ¥, § DF
Casting Time: 1 round
Range: Fersonal

Target: You

Duration: 1 round /2 levels
Saving Throw: Mone
Spell Resistance: No

One of the most visually impressive fire spells known, the call
of heaven immolates the caster in a rearing shroud of brighe

tlames. The caster is completely immune to damage from §

mundane weapons and anything that comes within 6 it of the
caster takes £dé damage each round {ignioring hardness). Map-
ical weapons which strike the shugenja wound him normally,
but the weapons themselves must malee 2 saving throw at DC
15 or be ruined,

The caster may move as if he were under the effeers of a fly §0

spell, and drops slowly and safely to the ground if he isaloft when
the spells duation ends. In addition, the shugenja may hurd a
1ol fireball ence per round as pact of this spell as a fvee action.
Each fireball thrown reduces the spell's duration by one round.

CASTLE OF WATER

Conjuration (Water)

‘Level: Shu 1, Drd 1

Components: ¥ 5, DF

Casting Time: 1 suiion

Range: 10 ft.

Effect: Wall of water ina 10 ft. radius centered on caster up
ol fr. thick and 4fr. Eith fr./2 levels

Duration: Concentration + 1 round,level

saving Throw: See revt

Spell Resistance: Yes

This spell summens a wallef shimmering, churning water
that encircles the caster, Anvonc attempting to move through
the wallli‘gﬁxmeter must make a Reflex save or be hurled
back the way they cune, alling plﬁt}e and taking 1d4 subdual
damage. Anvone standing within the wall when it is
summoned must make a Reflex save or be thrown outside the
perimeter, suffering the same effects.

The wall provides cover (See the Flayers Handbook™),
deflecting normal projectiles that srrike its surface. Magical
prajectiles; spells, and extraordinaty projectiles (houldets,
catapulr shot, ete.) pass through the water unharmed, with the
exreption of magical Fre. The wall af water sheorbs five points
ot tire damage each round. If more fire damage than this is
intlicted in 5 single round, the wall vanishes, Any fire spell
which inflicts enough damage to destroy the castle of water
cxpands to its normal ares of effect but only inflicts halt
damage upen those who were within the wall,

COMMUNE WITH ZL=EM=NTS

Divinarion (ALl

Level: Shu 0

Components: ¥, DE

Casting Time: 1 action

Rangce: 30 ft.

Target: Quarter civcle emanating From caster to cxtreme of range.
Duration: 1 round

i
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COURAGE OF TH=
THUNDERS

This spell allows 3 shugenia to commune with an elemental
spirit, the type naturally found everywhere in Rokugan. This
spirir could be anyrhing from rhe one withing summer breeze
t a powerful mikekami slumbering within a large mouneain,
The caster may ask the spirit one question, and the spirit
answers a8 it deems fit. The chance of grining any sort of
meaningful response is a mere 500% + 1% per level of the caster
This chanee is increased by 10% if you perform some service
tor the spirit (usually requiring the shugenja to perform the
gervice, then cast the epell again), A small stone may ack only
to be moved to the sunny side of the road. A great mountain
muoy require that o shrine be constructed at its peak before it
gives any sort of useful answer,

One exception to this rule is magic — if the apirits have
been recently called upon to work magic, they will be able to
reveal the exact nature of the spell so long as itwas cast within
one day per level of the communer, Goly by summoning a
kami of the sume element as the spell cast will dhis informa-
tion be revealed, A shugenja who performs a favor for the
lami after using his magic can entice the spirits not o reveal
this informarion to others.

Keep in mind that nature spirits have a great deal of rouble
understanding the moreal world, and all snswers they supply
are thoroughly filtered through their own perceptions of real-
ity. Earth spirits are blunt and tactless. Lheir certainty ard
stubbornness can often lead to misleading information. Air
spirits are mischievous and emotional. They prefer to give
cryptic anewere and have no respect for & shugenja who doee
not appear to be at least as clever as they are, Fire spirits are
angry and destructive, and are bese approsched through
intimidation. A fire spirit nearly alvays demands the sacrifice
of a valusble object in Hames. Warer spirits do not speak; bue
only show images of the past. Water spirits have no concept of
opinions, and believe that only facts determine the shape of
the woild.

This spell may be used w contact kansen, who are always
Fawningly polite and often offer to do favors for the caster, for
a price. {See the section on kansen in Appendix 2, Monsters of
ERokugan, on page 206.)

SEVEN

Enchanement {Earth)

Level: Shu 2

Components: ¥, 5 DT

Casting Time: Z actions

Range: Medivm {100 e, + 10 fr./level)
Target: One 25 ft. area

Druration: One hour

Saving Throw: Will Megate

Spell Resistance: Mo

This spell calls upon the spirite of the ever-watchful ancestors
of the Seven Clans and grants the targets temporary immu-
nity to fear Any form of fear, magical or otherwise, directed at
anyone under the influence of this spell immediately fails. In
addition, tatgets who were under a fear effect when this spell
is cast upon them have the fear permanently removed,

This spell only affects human members of the Seven Great
Clans. If the spell’s area of effect contains both legal and illegal
targees of this spell, only those who can be affecred will be,

DEATH OF FLARM=

Enchantment (Fire}

Level: Shu 7

Components: V| § DF

Casting Time: 1 action

Bange: Close (25 £+ 5 f./2 levels)
Target: One creature

Duration: One round flevel
Saving Throw: Will negates

Spell Resistance; Yes

By suppressing the fire within a character’s soul, the chugenja
causes several penalties to the target. This spell bestows the
eftects of feeblemind, slow, and confusion onits target for the
dutation of the spall.

DORMINATE TH= RIND

Enchantment (Compulsion, Air) [Mind-Affecting]

Level: Shu s

Components: V5, DF

Casting Time: 1 action

Banpga: Medium (100 ft. + 10 bt flevel) (100 ft. + 10t/ level)
Target: One creature '
Duration: 1 minure/level

Saving Throw: Will negatcs

Spvdﬁcﬂstanm: Yes -5

This spell is identical to domiinate person, except that the durs
tion is shorter and o commaon language is required; the sub-
ject obeys your verbal commands as if they spoke 2 common
language. The subject obeys commands o the exact letter, and
behaves like an automaton, without expressing any will or
etnotion.{Any attack rolls made while under this spell suffers
—2 penalty]} Only obviously self-destructive orders give the
target the benefir of an additional save (with a 12 bonus).

ZARTH'S STAGNATION
Transmutation { Earth)
Level: Shu 1, Sor/Wiz 1
Components: ¥ §, DF
Casting Time: 1 action
Range: Close {25 ft. + & ft./2 levels)
Target: One crearure
Duration: Ten minutes
Saving Throw: Special
Spell Resistance; Yes

The target of this spell has his own strength turned agamst him
as the earth in his body is weighed down. The targer's move.
ment and jump distances are halved {rounded down).

Expeditions retrent dispels and counters earth’s stagnation,
and is countered by earth’s stagnation.

ZSSENCE OF =ARTH
Enchanrment (Earth)
Level: Sha 7
Components: V, 5 DE
Casting Time: 1 action
Range: Personal
Target: You
Duration: § minutes/level
Saving Throw: Mone
Spell Resistance: No




This spell turns the caster into a walking incarnarion of the
earth kami, His features become a little sharper and more
angular, and his slin and hair take on a grayv-brown tone.
While this spell is in effect, the shugenia painga 25/41 TR,
and is immune to damage from spells of 3cd level or lower,
The shugenja’s mevetnent rate is also reduced by one-third
{reunded down), and he cannot be affected by a haste spell.

25S5=NC= OF =ARTH )
Enchantment {Earth)
Level: Shu g
Components: V) 5 11K
Casting Time: 1 action
Range: Personal
Targat: You
Duration: 10 minutes/level
Saving Throw: Mone
Spc]] Rosistance: Mo

This spell funcrions as essence of earth,
except the caster gains 50/+2 DR, and is
immuhe to damage from sth level
spells or lower

=VE=RBURNING
RAG=
Evocation (Tire)
Level: Shu &
Components: Y, 5 DF
Casting Time: 1 acticn
Range: Medium (100 fr. + 10 ft.Jevel}
Target: One creature
Duration: 1 round/Tevel
Saving Throw: None
Spell Resistance: Yes

Torn apart by firc spirits, the target of
this spell suffers excruciating pain.
The character is considered to be
disabled for the duration of the spell
as his body is wracked with pain This
means that all rules apply for being
dizabled, including dropping o -1
hit points if the character would
normally do so in that condirion.

At the end of this spell, the target
may stand up and act normally, ag if
nothing had happened — this spell
inflicts no actual damage unless the vierim
atternpts to tzlee an action that would drop him to -1
hit points from being disabled. The character is then
at 1 hir points until healed,

=V= OF TH= SUN
Evocation (Fire)
TLevel: Shu 1
Components: V. 5, DF
Casting Titne: 1 action
Range: Close (25 ft. + 5 1t./2 levels)
Target: One creature
Duration: 1 round
Saving Throw: Will ncgates
Spell Resistance: Yes

Raatling Memescrher

The shugenjs produces a gaze attack that blinds and siuns
one targe: for one round. Tainred rargets take 1d10 damage,
A successful save negates both the stun and the damage.

FALSE TONGU=

Husion (Air, Figment)
Level: Bud 3, 5hu 3
Components; V, 5, DF
Casting Time: 1 action
Range: Personal
Target: You
Tmration: 10 minutes;/level
Saving Throw: None

Spell Hesistance: None

This spell allows you to mask your words in illusion,
appearing to say one thing while in reality
saving something else entirely, If you
cliouse, YL 1Ay select one listener in
[angﬂ (44] llt,'i{[ }'qu e 'N'.Hd.h a8
well as the false words, while
evervone else in range hears only
what vou wish to appear 1o be
saying. For example, you could
deliver 4 private message to
your daimyo in the midsr of the
court, and &ll the while eaves-
droppers will believe you are
simply discussing the weather,
You may also choose to
use this spell to conceal spell-
casting, masking any spell with
vocal componcnt. This hestows a
+10 DC on the Spelleraft check of
any caster attempting to determine
whet spell you are casting, greatly
raising the difliculey ol an elfective
counterspell. I you wish o cast a
spell rhar has no material, sumatic,
or focus com ponent,. you may
choose to mask the vocal compo-
nent and appear not to be casting a
spall at all.

FILAL RaST
Evocation (Fire)
Level; Shus
Components: V, 5. DF
Casting Time: 1 action
Range: Close (25 fr 4 5 1.7 levels)
Target: Oine tainted creature
Duration: Permanent
Saving Throw: Special
Spell Resistance: Mo

The purity of Fire can burn away the foul touch of the
Shadowlands as surely as jade. This spell pits the inner fire of
the shugenfa against the Taint in a creature thar does not natu-
rally have the shadowlands Tainr, This includes undead.
maho-tsukai, and those who have gained the Taint in other
ways, This spell does noe affect creatures native to the Shadow-
lands such as oni, goblins, and agres,
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When the spell is cast, the caster takes 1ds damage as his chi
reaches out and burns away the Taint inside the target. The
Tainted creature rakes 10ds damage and is stunned for twn
rounds. Intelligent creatures may make 2 Will save to negate
the stunning. Creatures that are slain by this spell have all
traces of the Shadawlands Taint expunged from their corpses,
and cannot rise again as undead nor can their badies be ani-
mated by any maho spells

TH= FIRES FROM WITHIN

Evocarion (Fire)

Level: shu 4

Components: V, 5 DF

Casting Time: 1 action

Hange: Medium (100 f. + 10 £t Jevel)
Target: Cihe or two creatures
Thuration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

The shugenja casting this spell summons forth a bolt of flame,
sending it at his foes from the tips of his fingers. The holr
tequires a ranged touch attack to steike its target, inflicts 1ds
+1 damage per level of the caster (to 4 madmim of 12dé +12),
and burns through thin, flammable barriers such as paper
walls without affecting the epell.

TH= FIR=S THAT CLEANS=

Evocation (Fire)

Level: Shu z

Components: V, 5, OF

Casting Time: 1 action

Range: Medium (100 fr. + 10 £ level)
Target: One creature

Duration: Instantaneous

Saving Throw: Reflex halt

Spell Resictance: Yes

This spell calls the fire kami our of the caster and hurls them
apainst one rarger, When cast, the shugenda chooses to take 210
10 points of damage. For each two points of damage the casrer
takes, this spell deals 1d4 damage o the target, The fire shoots
from the caster’s hands in 2 straight line to its targer, and buths
through rice paper walls and other thin bartiers (such 2z sill}
without impeding the spell If a character is reduced to 0 hit
points or less by casting this spell, the targer still takes damage.

TH= FLOW OF TIR=

Transmuration (Water)
Level: shu 7
Components: V, & 11H
Casting Time: 1 action
Range: Perconal
Target: ¥ou

Duration: Special

This spell allows you o temporarily step ourside the bound-
arics of time. When the spell 15 complete, you vanish from
sight for one minure along with whatever gear you are carry-
ing (living creatures cannot accompany you}. During this
minute of time, you hover in 4 realm of sparkling light. By
vour perception, one hour passes. Though vou can see and are
aware of events teanspiring around you (they ocour with ago-
nizing slowness) you cannat affect the real world in any way.

Aty spells cast on targets other than yourself or vour gear
antomatically fil. Though you can walk abour freely, even s
thin curtain would be an impassable barrier

Lf you cast this spell again while under itz ettects you may
remain putside of time for an additional hour while one more
minute passes in the real wotld. Use of the Extend Spell feat
with this epell doubles the time spent outside time as well &
the relative amount of time you arc perecived to be gone in
the real world.

FOLLOW THE FLARME=
Abjuration (Fire)
Level: Shu 9, Drd &
Components: V| 5 DF
Casting Time: 1 round
Range: Personal
Target: You
Dration: 5 minutes/level
Saving Throw: None
Spell Resistance: No

While this spell is in effect, the shugenja gains mastery over
all fire magie in a2 100 ft. radius, The casrer ic immune to fire
datnage, and is surrounded by a thin aura of flickering fames:
that do ne harm to him nor his equipment. Any spell that
causes a manifestation of five to come into being in the spells
100 ft. radius immedistely comes under the complete control
of the caster of this spell. He may redivect any fire spell as soon
as it is cast, and may even use this spell to mentally control the
path of spells such as fiveball, the fives from within, the fires hal
cleanse, burning hands, and the like, The shugenja may direct
these spells at augles usually not allowed by che spell, sending
them around corners, snaking to the sides of barriers, and
curling back around on thelr own paths. This effect also
includes magic cast by the shugenja who cast follow thie flame;

Example: If the fites from within were cast i thas spell's areaf
influence, you could mentally contral the fire bolt to turn around, fly
over @ castle wall, po avaind the corner of a fower, and strike a griayd,
he shugenja mentally sees whete the spells are going, and nay dived
thent ever if they leave the shugenjo’s line of sight and ares of effec
as leng as they do not travel farther than the five spell's range,
Controlling these epelle ave free actions and requive no conconirabion
on the shugenja’ part,

Two (or more} shugenja under the offects of follow the flame
attempting to control the same five spell roll a caster level check
{1d20 + caster level), with the shugenfa who rolls higher after
modifiers gaining control of the spell. Characeers with Superinr
Elemental Focus (Fire) receive a +2 focus bunus for this woll

FORCE OF UWILL
Transmutation (Barth)
Level: Shu s
Components: V, 5 DF
Casting Time: 1 action
Range: Touch
Target: One living creature touched,
Druration: 1 minuie/level
Saving Throw: Will Negare
Spell Resistance: Yes

By summoning the inner strength of the targee, this spell
allows a creature to continue to function for a time after they
ordinarily would have been laid low. For the duration of this
spell, if the target ever drops to 0 (or lower) hit points, or




would be knocked unconscivus or even immediately killed,
he instead may continue o move and act normally fur the
duration of the spell. This effect is broken if the rarger is
reduced to —s0 hit points.

Of course, this does not grant immunity to effeces other
than the ones mentioned ahowve. Tf, for example, the character
received enough damage to die by heing cut in half, he
wouldn't still be able to wall around regularly

HANDS OF CLAY
Transmutation (Earth)

Tevel: Shu o, Trd 1

Components: V5 TIF

Casting Time: 1 action

Range: Personal

Target: You

Duration: 1 minute

Saving Throw: Mone

Spell Resistance: Mo

By attuning himself to the earth lami,
the shugenjs may use this spell o
atasp a surface of earth {including o
stone, cement, dire, efc). and o ]
elimb it with his hands and faet j
without difficulry This cin :
include the shugenja climbing sur-

tacec that have ne real prip and surfaces
that he would normally fall from, such as
clitmbing across a stone ceiling, This spell
docs not grant extra stability to a surface,
hewever, and a shugcnja climbing &
shaley stone wall may very well
caust the wall to collapse upon
Lt A creature with a strength
seore of al least 20 + 1 per the
casier’s level can pull the caster

away from the surface,

]

Enchantment {Earth)
Level: Shu 4

Components: V) §, DE XP
Casting Timc: Onc hour
Range: Touch

Target: One bladed weapon
Duration: Pernanent
Saving Throw: None

Spell Resistance: MNo Phoguix cfeolyte of Fire

A weapon targeted by this spell immediately becomes a mas-
terwork weapon. This epell has no effect upon weapons that
are already masterwork,

HP Cost: 10 + 1 per 10 gp in the base cost of the weapon,

RHARRA
Transmutation {All)

Level: Shu g

Components: V, 5, DF
Casting Time: 10 minutes
Bange: Touch

Target; Dead human touched

Duration: Instantancous
Suving Throw: None (see text)
Spell Resistance: Yes (hatimless)

This spell iz very similar in many wayvs to reincarnate (See the
Player's Handbook™), You encourage the Fortunes to intervene
on behalf of the target, begging that his soul be restored and
new life granted. No more than one week muet have pasged
aftor death before the spell is cast, and the subject’s soul must
be free and willing to return (See the Player’s Handbook™), If the
target’s soul does not wish to be reincarnated, the

spell fails.
Unlike reincarnate, this spell does not create
a new budy vut of pothing. Instead, a soul
somewhere else in Bokugan awakens o the
fact thar it {s in acruality a reincarnation of the
character, and is drawn o fulfill the targers
destiny. Reincarnated characters are not the
ald charactars, though they always fulfill

and are similar in many ways. They
may have mannerisms, posture,
habits, or even identifying
teatures {scars, birthmarks, etc.) of
the former character, but they are a
completely different person with a
life of their own. The reincarneted
character recalls only picces of his
former life {often in dreams or
flashbacks). He is, however,
compelled te fulfill any work
left unfulfilled by the previous
character. The new character is
usually connecred to the old
one in some way — a friend,
relative, lover, or child —
although sometimes the new
character is merely a stranger
with a great deal in comman
The Kitsu have theorized
in depth as to how this spell
actually worles How can a soul be
reincarnated in a person whe
partially shared the lifetime of his
predecessor? They have coneluded
that the power of the apirit tran-
scends the boundaries of time itself;
and cannot be understood by mere
murtals.
The reincarnated characier has the same
ability scores, skills, class, base artack bonus, save bonuses;
and hir points as the previous characrer. The characrer’s level is
reduced by 1. (If the character was 1st level, his Constrution
seareis reduced by 1. 1 the chavacter formetly possessed clan
Feats no longer available to his new clan, he may replace them
with appropriate clan feats from his new clan. Skills that were
Formerly class skills due only to the character’s clan or family
are ho lonper clase elills, though their skill rank remains
unchanged (even it it iz now an illegal rank). All afflictions
and physical ills are cured (as this is a new body) with the
exception of the Shadewlands Taint and Shadew Peints, both
of which arc afflictions of the soul as well as bedy.
The specifics of the new incarnations identity are
determined on Table 2-3.

a sitmilar rale ro their predecessors |
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TapLe 2-3: New INCARNATION'S IDENTITY

d100Roll  Result

01-50 Sarne clan, same family as previcus
incarnation,

61-70 Same clan, but different family (if possible) as
previous incarnation.

71-80 Different Clan. See Table 2.4

£1-00 Miner Clan (Select a Miner Clan of choice.)

91-05 Impaerial Family (Otome, Seppun, or Miya)

96-95 Special; roll below
01-75 — Massal family of a clan. A minor
samural in good standing. May take the
Different School feat ta learn their clan's tech-
niques if they wish,
7600 — Ennin

100 D' cheice (may he a Nezumi, spirit, or ather

creature but not 3 Naga or Tainted heast
unless the target already is one).

| TABLE 2—4: NEw INCARNATION'S IDENTITY

Different clan. If you were previously a Great Clan character,
you become « member of a different Great Clan (roll below;
rerall results that indicate previous clan)

d100Rall Result
01-20 Lign
2140 Crane
41-55 Crab
56 65 Unicorn
6673 Scarpion
76-85 Phoenix
86545 Dragon
G-} Mantis

If you were praviously a rmember of an Imperial Family,
you remain a member of tha Imperial Family. Any other
characters may become either-a Miner Clan ar ronin
character as they chanse,

The new character always arrives ou (he scene atthe end of
the spell, seemingly by total coincidence. The new character
realizes the wuth of his existence when he sees his former
Loy, and replaces the former character as a player character.

This extremely powerful spell is cast but rarely A moreal
who did not live well and fulfill his kharma in life may not he
allowed to return. At the opposite extreme, the Fortunes
themselves have been known to use this spell without peti-
tioning from a shugenja. A mortal whe dies withoue fulfilling
his destiny may find himsalf returned to life through the use
of kharma, or may be returned for 2 zecond chance after a
heroic death or a life well-lived, The exact details of the use of
this spell should alwaye be considered carefully by DMs and
plavers alile.

TH=E RIRROR'S SRAILE

Transmuration (Air)

Level: Shu o

Components: V, S, DF

Casting Time: 10 minutes

Range: Touch

Target: Humanoid Crestire Touched
Duration: Permanent

Saving Throw: Mone

Spell Resistance: No

This spell allows you to transform a willing target into s per-
fect replica of another humanoid being, permanently. Once
the spell is in place, it does not register as magic in any way

and cannot be dispelled by any means shovt of a wish, miracle
or a second casting of this spell. The target’s gender, heighs
age, and weight may be changed, 5o long as the rarger rematng
humaneid. If the creature becomes 2 new race, attributi
honuges and natuzal abilities of the new creature type are:
gained. Abilities of the former race are lost {with the excep-
tion of honus feats and slill points).

If you know the correct full name of a specific individual
you may epeak it during the casting to transform the targer.
into a perfect replica of that individual, This grants the targets
+30 to his Disguise and Mimic rolls when impersonating that
individual, If you do not have a specific individual in mind,
you may tailor the target’s new appearance as you like so long
as they do not intentionally resemble an existing person.

N=AR TO ICE

Transmutation (Water)

Level: Shu 4, Drd 4

Components: V5, F DE

Casting Time: 1 action

Range: Touch

Target: Creature Touclied

Duration: 1 tound/Jevel

Saving Throw: Forritude negates (Harmless)
Spell Resistance: Yas (Harmless)

This spell causes benevolent kami of frost and cold to wash
through the targets body, granting extraordinary resistance to
pain. This spell grants the target 2dé temporary hit points and
a +1 morale benus to all saving throws. The target cannot be
stunncd or staggered, and may fight without penalty al zem
hit poinrs or less. Targets who reach —10 hit puings die.

OSANO-WO's EMBRACE

Transmurtation {Fire)

Lowvel: Shu &

Components: V) 5, DF

Casting Time: 1 action

Range: Close {25 Fe. + 5 £t./2 levels)
Target; One creature

Duration: 1 routid leve]

Saving Throw: Fort negaces

Spell Resistance: Yes

This spell draws out the targets inner elemental fire in & vig-
lent manner, shrouding him in flame. The target takes 4de
detmage every round and can take no action that requires any
torm of concentration while he is immolated. Anyone
attempting to grapple with the targer takes 4ds damage as
well, and those attempting to strike the character in melee
combat with weapons must make a rellex clieck apainse DC 15
or take 2dé da.mage.

The targer must make a Will check against DC 20 every
vouid vr [lail abour helplessly, unable to fighr, and barely able
tw speak. Mundane items on the character are affected nor
mally as if they had been consumed by fire, This spell can be
ended In any manner that would put ant someone on firs:

rrRISON OF =EARTH

Conjuration {Earth)
Level; shu s

This spell isidentical to trap the soul, except the targer must be
an outsider,




rURITY OF TH=
THUND=RS

Ahjuration {Earth)

Lewvel: Shu 9

Components: V5, F

Casting Time: 2 rounds

Range: Long (400 fr. + 40 i /level)
Target: One area, 10 [t square per level
Duration: Permmanent

Saving Throw: Will 10d8

Spell Resistance: Yes

This spell is proof thar even the most pow-
erful oni can know fear. Whispered
amnng the heases of the Shadowlinds asa
terrifying sight to behold, this spell
simply and utterly destroys anything
with the Shadeowlands Taint

caught in its area of effect. All

Tainted creatures with equal or

fewer Hit Dice than the caster

are immediately destroyed; their

bodics unraveled and scattered to

dust. Tainted creatures not destroyed by
this spell are treated as if they were affected by
a feur spell immediatcly, and take 10d8
iy,

The toll of this spell on the shugenja is
heavy. For every creature destroyed by
this spell, the shugenja takes 2 hir points
of damage, Also, the shugenja may not
castany spells ahove 3rd level until he
hag rested for ar least 8 hours This
spell's effects are changed if cast
within the boundaries of the
Shadowlands. Creatures are not
destroved by thiz spell, but the land
itself is cleansed of Taint (though
left barren and useless} and the
egster takees 10dé damage,

SYMPATH=TIC
=N=RGI=S
Transmutation (Water)
Lewel: Shu 5, Sor/ Wiz s
Components: V5 TIF
Casting Time: 1 action
Range: Close (25 ft. + 5 fr /2
lewvels)
Target: One creature in range

i Shosuro Tepina —
Duration: Instantanesus ; .
Saving Throw: Special Seorpiaer Shadese Magic
Spell Resistanee: Yes

This spell allows the caster to transfer one continuing spell
affect of fourth level or lower from himself ro any other legal
target in range. Unwilling targets receive a Will sive 1o negare
the effects (leaving the spell effect on the caster). The caster
may alss attempt to transfer a spell effect from a target in
range to himself, though the target receives a Will save o
recist the rransfer. The spells duration runs out normally ence
it has been transterred.

Note that spells with a duration of "instantaneous” or "per-
manent” cannet be transferved with this spell This spell may
be used ta cransfer spells that nermally only affect the caster
tw uther Ladividuals,

THE PENETRATING DRO?
Transmutation {Water)
Level: Shu 7
Components: ¥, 5, OF
Range: Touch
Elfect: 30 fi. cube of nonliving matter
Duration: 1 rouod/level
Saving Throw: Fortitude partial
Spell Reststance: Yes

This spell causes an abject you
touch {or a section of the
object up to the maximum
size indicated by the gpells
grea) to suddenly become
infused with water spirits,
which proceed to find the
natural weaknesses in the
target and cause it to fall apart.
Unless the object makes a success-
ful Forritude save, it takes 3dio
damage per round, plus 3d10 damage per
round of duration. (3d10 the first round, edio
the second, 9d10 the third, etc., with no
nppet limit for damage inflicted ) A targer
which makes its saving throw receives
b, half the damage for half the durarion.
5 Unattended objects receive no
save.
This spell iz effective againgt all
COREEEUCts:

rYOISON OF TH=
WINDS?IDER

Conjuration (Air, Creation)
Level: Shu 7, Sot/ Wiz 7
Components: V, 5 DF
Hange: Medium (100 fr. + 10 . /level)
Effect: 25 ft. radiog cloud
Duration: 1 minute/level
Saving Throw: See text
Spell Resistance: Yes

5'::-:-‘:-."
This spell summons a roiling cloud of
choking green gases. Any living creature
within the cloud must make a Forticude save or ke
10ds damage, and be blinded and nauseated for 1d4
rounds Thase who malke their save take half damage, and are
merely nauseated unti] they leave the cloud and for one round
afterwrard. Nauseated characters cannot attack, case spells, or
concentrate on spells, and may only take partial actions. Those
who remain within the cloud must male Fortitude saves each
round they remain there or subfer its effects again,
Like eloudkill, this spell does not penetrate liquids and may
not be cast underwater,
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QUIESCENCE OF AIR
Comjuration {Air)
Level: shu i
Components: V. DF
Casring Time: 1 action
Bange: 10 ft.
Area: 5 ft. tadius centered on 2 creature, object, or point in
space
Duration: 1 minute/level
Saving Throw: Will negates
Spell Resistance: Yes o no (object)

This spell brings intw being an invisible sphere of air kami,
effectively preventing any sound from entering or leav-

ing their sphere of Influence. Those within can

speak with one another normally, bur cannot
hear anything that transpires outside. This
spell may be cast upan 2 poing in space, but

the effect is statienary unless cast upon a
mohile object. The spell can be cen-
tered on a creature, and the effect
then radiates from the creature and
moves as it meves, Any creature or
an object in pomeone's possession
is entitled to a saving throw or
SR check, but unattended
abjects arc not,

Sonic or language-based
attacks may not enter or leave
the sphere, though if more than
five points of sunic damage are
direcied against che diamerer of J
the sphere, the effectis canceled | % %0
and those who were protected g
take half normal damage.
All creatures within the sphere
gain a +20 ta all Maove Silently
cherks, bt automarically Fail all
Listen checks that apply to the
area ontside the sphere,

SLAY=R'S
KNIV=s
Transmutation (Air)
Level: Shu s
Components: ¥, 5, DF
Range; Close (25 ft. + 5 fr./2 levels)
Area: Cone
Diration: Instantatenis
Saving Throw: None
Spell Resistance: Yes

Hkeise Suelun-Semme —
Liow efwcesier Mapic

This spell summeons forth a teesendous blast of wind thar fills
the arca of effect, shishing mercilessly ar all caughr within the
arca and liurling them backward. The spell inflices 12ds
damage and all creatures within the area of the spell suffer
bull rush attack. The Strengrh of this bull rush is equal ta the
caster’s leve] +20. Creatures who lose the npposed Strength
check are pushed outward, away from you, to 2 mavimum
distance of the edge of the area of effect. The wind also
damages inanimate ohjects and douses any non-magical
flames in the area of effect.

SVITENGU'S EMBRACE
Transmatation (Water)
Lewvel: Drd &, Shu @
Components: W 5§ DF
Range: Close (25 ft. + 5 fi./2 levels)
Area: One creature
Duration: Concentration
Saving Throw: Spccial
Spell Resistance: Yes

This spell causes a great swelling of the local water kami,
causing them to drown victims even on land. The target
immediatly begins to drown (as per the DUNGEON MASTERS
Cinde™) The ereature must malke a Fort eave each round that
they remain within range. The DC for this save increascs by 2

each round.
If the roll is failed, the affected character or
cresture immediately falls unconscious (0 hp)

In the following round, the targer drops w -1
hit points and is dying. In the thid round, the
target drowns.
This spell is ineffective against
k. cieatures who do not breathe, brearhe water,
fi ur are immune 1o crirical hits due to lack of
discernible anatomy [sucl'_: a5 an anwe, con-
struct, of plant). Fire-hazed crestires take
1dé damage per rowo levels of the caster from
this spell (maximum 10d8) even if they do
not normally breathe, due to the warer lami
snffusing their system,

SURMON

Conjuration (All, Summaning)
Level: shup
Components: 5, LIE
Iy Casting lime: 1 action
SN\ Hange: S
o Target: One unattended object, up to
one cubic it in volume,
Duration: Instantaneous
Saving Throw: Mone
Spell Resistance: No

This spell allows a shugenja to
summaon up 3 hir of ane element,

either fire, water, air, or earth. This.

spell does not create something
from nothing, but always summons
the element from within ane mile of
your position. The element must be something that cccurs
naturally in the environment, and is understood by the castern
Summoned watet, for example, could summon ice, water,
or 4 small eloud of steam, Summoncd earth could provide
mud, stone, sand, or soil. Summened fire or air hovers ina
sphere ar the cester’s command for one round, Fire quichly
burns out unless supplied with fuel. Air supplies pure air for
up to one minute if contained, otherwise it disperses afrer one
round,

This spell may not summon somerhing (nto a space
currently occupied by a living being, nor do you have enough
contiul over an object's artval for, sav, a stone or cube of ice to
be effectively dropped on a creature’s head. You can, however,
direct the summoned element into an appropriate conrainer



TIRZ's D=ADLY HAND
Alteration {Earth)
Level: Shu g
Components: V) 8, DF
Casting Time: 1 action
Range: Medium (100 ft. + 10 ft./level)
Target: One Iluge or smaller object, or 5 ft. radius per level.
Duration: Permanent
Saving Throw: Will Negate
Spell Resistance: Yes

The effects of this spell ate as devastating as they are simple.
The shugenja causes an object to wilt, decompose, and fall to
ruin a5 if hundrede or thousands of years had passed. Wood
rots end collapses, steel rusts and becomes brittle, and stone
wears and eracks under the effects of thie spell. Only non-
living mateer can be affected by this spell; a samurni caught in
an area-effect time’s deadly hand will watch his srmor, kimone,
and weapons collapse and crumble off him.

Most inanimate objects recelve no saving throw againse this
spell. Magic items receive a saving throw with a bonus equal
to their magical plus (ur equivalent amount of pluses), and
crearures or characrers make a saving throw [or uljects worn
on their persons when this spell is cast.

TREMOR
Evocation (Earth)
Level: Shu 3
Components: V, 3, DF
Casting Time: 1 action
Range: Medlum (100 fr. + 10 fr./level)
Target: 100 ft. radius area
Dration: Instantaneous
Saving Throw: Reflex negates
Spell Hesistance: Mo

The movement of the earth kami iz alow and sure, However,
their ponderous nature can be upser by this spell, causing the
very ground to shake for a moment with enough viclence to
knock people flat on their backs, causing horses to throw their
riders and small scructures w collapse. Everyone caught
within rhe area of effece (except the casting shugenja) must
make a Reflex save or be knocked prone. Mounted charctens
must make a Bide check at a —5 penalty or be thrown from
their mount, taking 2de subdual damage from impact with the
ground  Staying atop 2 horse that is knocked to the ground
incure the same penalties az failing your saving throw

TSVILARI
Evocation (Warer)
Level: Drd 9, shu 9
Components: W, 5 DF
Range: Long (400 fr. + 40 fr./level)
Avea: Carter circle with np to 100 fr. radius, emanating
from a body of water in range
Duration: Instantansous

This spell causes a nearby body of water to suddenly swell up
in'a great wave (shaped like a [ist or an enormous samurai if
the caster wishes) which demolishes everything in s path,
Any crearures, siructures, and unarended objects unfortanaie
encugh to be in the area when the tsunami strikes ake 20d8
points of impact damage. Creatures vulnerable ro warer
attacks take double damage Tn addition, all targets not

securely attached to the ground must make oppesed Strength
chechs (1he wave's Stengeh is equal to 20 + the caster level) o
be washed away with the wave when it retuos (o the body of
warer from whence it came. Such targets are depuosiced filty
feet away from shore, or half the radius of the wave, whichewer
is shorter. These rargets are instantly submerged and must
make Swim checks or begin to drown, The tsunami also soaks
euvetything it the area and douses all fires in the area of effect.
‘The radius of the tsunami cannot be greater than half the
rading of the body of water from which it emerges Though the
tsunami returns whenee it came after it is used, nse of this spell
ebtoctively reduces the volume of the body of water by thirey
percent for twenty four hours (except in the case of the ocean,
though there iz atill a noticeable change in warer levels).

WALKING TH= WAY

Transruration {Air)

Level: Shug

Components: V.5, DF

Pange: Close (25 H. + § Fr./2 levels)
Area: £ ft. by & ft, opening
Duration: 1 hour/level

This spell creares a shimmering portal leading to & strange
domain known only as "The Way" This portal remains open
for a number of rounds equal to the caster’s level, during
which time rwn Medinm creatures, three Small creatures, or
one Large creature may pass through the portal per round.

Oinee within the Way, travelers find themselves standing in
a world of swirling darkness, with only a silver line guiding
them inte the distance. The Way seems to exist in harmony
with the mortal realm, and a chugenja who knows this spell
can navigate the Way with livtle difficuley. There ave no physi-
cal obatructions in the Waw, no natural inhabitants, nothing at
all save darkness and light, Even time does not seem to pass,
though those traveling in the Way age normally

The Way scems to be sealed off completely from all magical
access save this spell, Travelers in the Way may not be scried
upomn; oo can they scry upon anyone clse, Teleportation
effects do not functivn in the Way, aud extra-dimensional
spaces (such as a portable hole or wonderful erigami furoshiki)
cannor be accessed, Travelers in the Way never encounter
other groups of travelers. It is a dark; silent, lonely place.

When the spell's duration elapses, another portal opens and
the travelers are expelled. The shugenja casting the spell
determines where the Way takes it travelers. If you are very
Familiar with your intended destination, and have heen there
before, you can arrive in a specific area with no chance of
error. Otherwise, the Way simply deposits all travelers in a
random location 1—100 miles from the starting point. The
muaximum distance covered by traveling the Way is twice
whatever distance the travelers could cover on even ground in
an equal amount of time.,

TH=Z WAVES ARE =V=ER
CHANGING

Transmutation [Water)
Level: shu 8

Components: V, & ¥
Casting Time: 1 action
Range: Personal

Area: You

Duration: 10 minutes/Tevel




¥
i

| TaBLE 2-5; WHEEL oF FORTUNE TABLE

This spell is identical to the spell shapechange (See the Player’ detail. Furcher, vou may read up ro five hundred words
Handbook™) in all ways, except that you assume a single form, {roughly 2 pages or scrolls of text) per minure. This spell does
and cannot alter yout form at will (exvept to end the spell and not grant any additional ability to understand anything oy

etuin o your true form), see or read. For example, reading a serall of 2 spell you cannot:

cast would not grant the ahility to cast the spell any more than
ashugenja reading a book written in a foreign language would

WH==L OF FORTUNE=

Transmutation (Air) gain any ability to speak that language, Only ravr dara may be
Level: Shy o stored and recalled with this spell. When the spell ends, you
Components: V, 5, DF can no longer recall detailed intormation learned while under

Range: Close (25 i + 5 [0./2 levels) ite effects unlees pou cast it again.

Area; Qne creature
Duration: Permanent ; WISD Oﬁ[ OF THE I{ﬂﬁll
Saving Throw: Will negares Divination (Aur)
Spell Resisrance: Yes Level: $hu 4
Components: WV, &5, DF
Cagting Time: 1 action
Range: Personal
Target; You
Duration: 10 minutes/evel

This powerful spell causes an immediate and dramaric
redistribution of the target’s chi, Roll 1de twice, and check the
foubwmg table:

dé Rall Result This spell causes the air kami to

1 Streng!th FEATTANGE YOUT memories,
3 Dexterlt}f . o temporarily granting knowl-
3 Eﬂﬂs!-'ltl-ltlﬂﬂ e edge in areag otherwise
L Intelligence unknewn to you. This spell
F: "'I_-"Igdﬂm grants 3 +10 enhancemant
[ Charisma

bonus te one skill of your

Kok the dliration of tha sosll, fhia cheoice. This bonus is halved for

target’s two selected abiliry scores are
switched. All ability modifiers also
change immediately. The sudden
change could cause the target to
suddenly be unable ro cast
spells, or may couse them
to collapse under equip-
ment suddenly too heavy
to carry. Enhancement
bonuses are not altered
by this spell, und remain
attached 1o their original
ability score, If this spell
TACFETS 4 Creamine with no Consti-
rurion score, reroll any resolts that
would switch an ability score with
Constitution, A second casting of
wheel of fortune on someone already
affected by it reverses the original
casting. The results of this spell may
otherwise only be negated by a limifed
wish, wish, or nuivacle,

used on exclusive skilla barred to the
shugenja class.

Altheugh vou mayuse this skill i
gain a bonus to an obscure Knowledge skill,
you are still considered unskilled and face what
ever petiliies (o your DC that the DM deems

AP PIOpiate,

WITHINL THE WAVES
Transmutation {Water)
Level: Shu g
Components: 5, DF
Casting Time; 1 action
Range: Personal
Effect: 20 fr. radius sphere, centered on you
Duration: 10 minures/level
Saving Throw: None
Spell Resistance: Mo

This spell ereates a bubble of shimmering water
around you and anything in 2 20 ft. radius This
bubble moves with you and allows solid abjeces

Twchi Meirhode — t pags through it without incident. Spells can be st
wispOm AND CLARITY  UsicornNameMagic intn:rlf-.ur our of 5.'1; bubble ar will, Liquigs and pases e
Dhvination (Water) held cut of the bubble, Any attack made purposefully
Level: shu 2 against the bubble itself inflicting damage grearer than rwice
Components: ¥ S, DF yuur caster level bursts che bubble and ends the spell
Casting Time: 1 action If cast underwarer, the bubble automatically fills with fresh
Range: Perzonal air, You can will the bubble to move underarater ar a rare of 50
Target: You ft. per round, carrving a cargo equal to one extra medinm-
Duration: 10 minures/level sized passenger per two levels of the caster. A passenger pass-

ing through the wall does not cause the bubble to burst: it
simply lets them pase. Crestures may choose to remain within
the bubble or exit as they wish, although those with Strength
is 6 or less cannot push through the bubble,

This spell blesses you with the ability to process and recall
large amounts of information. While under the effects of this
spell, you recall everyrhing vou see, hear, and read in perfect

any cross-class skills, and may notbe




If the spell ends while the bubble 15 stlll underwarer, it rises
to the surface at a rate of 30 fr. per tound and bursts,
Paszengers may chonse to accompany it if they wish.

WOND=v¥VL OxIGARI
FUROSHIKI

Transmutation {Water}

Level: Shu 3

Components: ¥V 5, E DT

Casting Time: 1 minute

Range: Touch

Targer: See rext

Durarion: 1 day per level or unril opened
Saving Throw: MNone

Spell Resistance: Mone

You can store an extraordinaty amount of material in a small
furoshiki sack. Prior to casting the spell, you must prepare a
special silk fureshiki and lay the objects to be stored within
atop it The fureshiki can store up to 50 pnunc[s of marerial,
plus twenty-Tive pounds per caster level, to a maximum capac-
ity ol 450 pounds. I you attenspt o store any living beings
within the furoshiki, the spell [ails,

When the spell is complete, you swiftly fold up the
furashiki unril it is one cublc foor in volume, The objects
within the furoshiki are displaced into an extra-dimensional
space, similar in maleup to a bag of holding. The furoshiki
weighs only twenty pounds, regardless of what may be inside,
Itemz within the furoshiki cannot he accessed unless the
furoshiki is opened. IF the furachiki is burned or destroved,
everything within is lost permanently Opening the furcchili
requires a full round action, ending the spell and causing the
contents to reappear atop the untolded silken bag. 1f the bag is
still unopened when the spell ends, the furoshili immediately
drops to the nearcst surface and unfolds itself, producing its
contents. If there is no surface nearby, the items appear in
midair and fall.

Focus: A silken furoshiki sack (1 zp)

__VOID _MAGIC

Spells utilizing the element of Void are extremely rare. It is
impessible for shugenja to cast them unless they have entered
the Void Disciple prestige class {see Oriental Adventures™) or
possess the Ishiken do feat, Any shugenja who meets either
requirement may learn and cast these spells normally,

VoID SCHOOL

2 Drawing the Void. Cenerates additional Veid peints.

3 Contemplate the Void. Increases Void point bonus,

4 Kharmic Intent. Allows the caster and one target to share
Void points,

5 Esscnee of the Void. Paralyzes one tacget for a finite
petiod of time.

& Spiritual Presence. Boosts any one abilier by an amoum
equal to the caster’s imaxinum number of Void poines.

7 Winds of Change: Grants the target ranks in a skill they
do not possess.

& Visage of the Void. Grants the caster invisibilloy ro
magical detecrion,

4 Divine the Future. Allows the caster to ask the DM
questions regarding the campaign,

n=w
VOID SP=LLS

CONT=M?LAT= TH= VOID

Evocation

Level: Voi 3

Components: V, 5, DF

Casting Timae: 2 actions

Range: Personal

Effect: Incrense use of Void points
Dwuration: 1 round/level

Saving Throw: Mo

Spell Resistance: Ho

Yot may tap inta the essetice of the universe irself and
increase its flow through your body, While under the influ-
anee of thic epell vou gain an additional +1 Void bonus to any
attack roll, skill checl, saving throw, or to AC when spending
a Void point to increase any of those. You may spend an addi-
tionial Void Point on a single roll, check or save while this spell
iz in effect. The advantages gained by this spell do not srack
with additional castings.

PIVINE TH=E FUTUR=

Divinarion

Level: Voi 9
Components: V) 5, DF, XP
Casting Time: 1 hour
Range: Personal

Effccr: Glimpse the future
Druration: Instantateous
Saving Throw; No

Spell Resistance: No

By reading the ebb and fow of the warld around yon, you can
gain glimpses into the future that awaits, By viewing this
tuture, you help assure that it will come about. You may not
alter the events you see coming, but you may be better
prepared to deal with them when they cccur After meditating
and chanting for an hour, you may sacrifice 1,000 experience
points in order to ask the DM a single question regarding the
campaign in which you are currently playing, This question
must be able 1w be answered with a single sentence, and
although the DM must answer truchfully, the answer may be
as eryptic and vague as he chooses. Tt is possible to ask up
to three questinns per casting, but each question requires
a separate expenditire of experience points

DRAWING THE VOID

Evocartion ;

Level: Vol z

Components: 5, DF

Casting Time: 1 action

Range: Persnnal

Effect: Cain an additional Void point
Duration: Instintaneois

Saving Throw: Mo

Spell Resistance: Mo

You have learned the simplest of the Yoids secrees: how o
reach into it and access 2 riny fracrion of its power for yourself,




With this simple incantation, you can obiain 4o additional
Void point. This additional point may either restore a missing
pointor it may take you over your maximum if you have full
Vuoid points, It is not possible 1o possess more than double
your maximum amount of Void points at any time.

ESSENCE OF THE= VOID

Bnchantment
Level: Voi 5
C o Components; ¥, 5, OF
| Casting Time: * actons
H n ; Range: Medium (100 fT. + 10'ft, level)
il | Targer One person
n | Duration: Concentration
C y Saving Throw: Mo (Wil negates for Void Disciples)
? Spell Resistance: Yes
T O By enveloping a target in the grip of the Void, you can immo-
- F bilize him in the material world. This spell exposes the warger
S d tor the wonders of the universe, the oneness and nothingness
R B of all existence, More often than not, however, the target is
O | stmply unwilling to confront the epiphany and stmply blacks
K vut until the spell is over. The rarger is completely immobi-
T G . lized, locked into whatever position he was in when the spell
took effect. Each round, the tarper may make a Will gave to
L|J G attemnpt to break free. Otherwise, the spell lasts for as long as
O R you concentrate,
n
KHARRIC INTENT
Evocation
Level; Voi ¢

Components: V. S, DF

Casting Time: 3 actions

Range: Medium (100 fr. + 10§t fleved)
Target: Une person

Dhration: Discharge

Saving Throw: No

Spell Resistance: Mo

You have learned the secret of forging a bond chrough the
Void between you and another individual. This special bond
allows each of you to draw upon the other's strength and
spirir. You may cast this spell on any willing targer, allowing
the two of vou to share Void poines back and forth arwill This
bond exists for a number of hours equal o the caster's Intelli-
gence modifier, although either party can choose to sever the
hond arany point.

SPIRITUAL PRESENCE
Enchantment
Level: Vol &
Components: V; 5, DF
Casting Time: ? acinnsg
Hange: Cloge (75 ft 4 5 fr /2 lovels)
Target: Cine person
Duration: 3 rounds/level
Saving Throwr: Will negates (harmless)
Spell Registance: Mo

By reaching deep within yourself, vou can use your own con-
nection to the Void to link another to the greater universe. In
doing so, you can sharpen any of their physical or mental abil-
Iries to & degree well above their normal range, Upon the
spells completion, you man increase any one ability score of

VISAG= OF TH= VOID

WINDS OF CHANG=

the rarger by a number equal to your mavimum number af
Void points. This effect lasts as long as you concentrate an.
mainraining the link,

Abjuration

Level: Voi g

Components; V, 5, DF

Casting Time: 2 hours

Range: Personal

Effect: Creates a personal anti-magic field
Tmaration: Discharge

saving Throw: No

Spell Resistance: Mo

By focusing on the nothinguess of the Void, you may cloak
yoursell from the eleinental kami that enable more mraditional
tleinental spells. While you are thus concealed, you do not sec
off any rype of magical alarms. You are invisible to wards, bar-
riers, or alarms established by spells of lower level, none of
which react to your presence in any way. Likewise, you may
not be detected by any spell-lke ahility. Finally, anyspells
caster attempting to target you with a spell of lower level must,
first succeed on a contested Intelligence check. If the caster
wing; the spell works as normal. If you win, the spell has no
effact upen you, The spell is discharged the first time a spellis
cast upen you succeeetully unless you spend an additional
Void point. Otherwise it lasts for a number of hours cqual to
your Intelligence modifier or until you choose to dispel it

Enchantment

Level: Vai 7

Components: ¥V, 5, OF

Casting Time: 4 sctions

Range: Touch

Effect: Linls ane person with the Void
Duration: 24 hours

Saving Throw: Nao

Spell Resistance; Mo

Uneness with the Void confers infinite knowledge and|
wigdom on all who experience it You may bring that wizdom
to others by linking them with the majesty of the Void, You
may chooss any one person ae your target so long as that
persen possesses at least three ranks of the shill Knowledge
{Shintao). While you concentrate upon the target, they are
considered to have four ranks in any skill of your choosing
This skill must be chosen at the time the spell is cast. The
target gains full use of the skill in question for the entire dute
tion of the spell.

As discussed briefly in Oviental Adventures™ mahe ic a forkid-
den type of magic that exists only in Rekugan. In face, the
practice of maho is perhaps the greatest crime in the Empire.
It is 5o terrible that any found pracricing it are not allowed the
option of honorable seppuleu but arc instead publicly exe
cuted, the grentest shame that can befall a samurai.

Meho i3 5o reviled because it is unquestonably a black an.
Casting a maho spell is actually a ritual calling out 1o Jigohy,



the Realm of Evil, for power, The lands of corruption enthusi-
astically bestow powrer upon any who ave willing and able o
requiest it, hit there is a price. A sacrifice must he made to
before these spells will function, and the price demanded iz
blood. Jigoku is not particulas it accepts blood from any crea-
ture with an Intellizence of 3 or higher, not just the caster.

Maheo-tsuksl whe have spells trom previous clagees may
choose to exchange those spells. Any arcane or divine spell
may be lost from the maho-tsukais known spell list perma-
lﬂfnt!.':r' in L'}l'cl'.l.ﬂngf EDI ﬂn}' onc mR]‘LD "?P{"].I ﬂfcquﬂ_l. or 10“."1:].'
evel

D-ﬂ.l.'l‘;. SOTCETETS "u'f'hD hi"u"l:' not tB]‘EI:'!'l. thl: m-ﬂ.hﬂ'tﬁukﬂi PrcE
tige class can also cast maho spells. They must have the ability
I Casl EPEJ.].\ LIF il J.I:'Ebr. l].!t I]lH].lU ﬁplf!llﬁ lli'n't.'].,. a].]‘,! [il.t:}' st
have # number of Shadowlands Taint minks egual to or greater
than the mzho spells level. For example: a shugenja who
wished to cast Choking Death would need to have the ability
o cast level 2 divine spells and possess at least 2 ranks of the
Shadewlands Taint.

Spefls marked with 2 * on the fllawing expanded mahn
5]1e|| list are new to thiz hook

15T-LaVz=L RMAHO-TSVKAI
SYELLS

Dane, Enemics suffer =1 attack, =1 on saves against fear,

Blood and Darkness® Creates supernatural darkness for 10
[t aound caster.

Blood Rite® Consumes blood to boost abiliries by +1 or
recover Ld4 hir poines.

Bleeding” Causes the rargers wounds to bleed freely, losing
1 hit point per round.

Canse Fear. One creature flaes for 144 ounds

Cahras Breath. Spit poisan inoa 10 f cane for 1 Con
damiage.

Curse Water. Makes unholy water:

Deathwatch. Sees how wounded subjects within 30 fr. are.

Detect Undead. Bevesls undead within a0 k.

Doom, One subject suffers —2 on all attacks, damage, saves,
nnd checles,

Drain Soul® Lowers the target’s Con and Str b}r 1
temporarily.

Ghost Light. Ghostly green radiance causes fear,

Heart of the Dammned? Drains encrgy from corpses to heal
the caster.

Inflict Light Wounds, Touch auack, 1d8+1/level dumage
(max +5).

Invisibilicy 1o Undead. Undead can' percetve one
subject/level.

Legacy of the Dark One® Destroys an opponent’s Void
pings

Fain! Inflicts severe pain on target, increasing all DU by 43,

Ray of Enfecblement. Ray reduces Str by 246 points +1
point/twa levels.

Summon Undead Champion?® Summons a single zombie.

2ND-L=V=L MAHO-TSUILR)
SPELLS

Apparition. Target’s face locks terrifying, viewers may
become shaken.

Cheking Death? Infects the target with pneumonia.

Darkness, 20 ft. radius of supernatural darkness,

Death Enell. Killz dying creature; you gein 148 temporary
hp, +2 Strand +1 level,

Desccrate, Fills arca with negative cnetgy, making undead
stronger.

Gentle Repose. Frescrves one corpse.

Ghoul Touch. Paralyzes one subject, who exudes stench
{=2 penalty) nearby.

Inflict Moderate Wounds. Touch armack, 2ds+1/Tevel
damage (max +10%

Kiss of the Toad. Poisonous touch deals 1d3 Con damage,
repeats in 1 min.

Limh Disruption” Costs the target tempnreary use of nhe
limb

Mists of Fear® Cances fear in rarget for 1d4 rounds.

Scare. Panics creatures up to 5§ HD (15 ft. radiug).

Spectral Hands. Creates disembodied glowing hand to
deliver touch attacks,

Summon Monster ILF Calls cutsider to fight for you.

Crad Clar B lech Huneer




Summon Swarm. Summons swarm of small crawling or
flying creatures.

Tasha's Hideous Laughrer. Subject loses action 1 round
after casting.

SRD-LEVEL MAHO-TSUKAI
SPELLS

Animate Dead. Crestes undead shelerons or zombies.

Bestow Curse. —6 to an ability, —4 onattacks/saves/checks,
or 50% chance of losing each action.

The Carcss of Fu Leng® Cortupts fade itets of up 1o 20
pounds.

Contagion. Infects subject with chosen disease,

Diark Wings! Grants the caster wings 1o fly (Twice Z"“‘E"“"‘ ~
maximum ground movemen race, attacks at—p,  aw iufoss
Mabo-Trekit

causes unarmed +d4 damage).

Fear. Subjects within cone flee for 1
round,/Tevel.

Halt Undead. Immohilizes undead for 1
rotind level

Hate's Heart® Inspires hatred in one
target,

Inflict Serious Wounde?® Touch
attack, 3d8+1level domage
{mox 115

Megative Encrgy Protection.
Subject resists level and ahbil-
ity drains;

Poison. Touch deals 1d10 Con
damage, repeats in 1 wmin,

Speak with Dead. Corpse answers one
question/twa levels.

Summon Monster 111, Calls oursider o
fight for vou.

Vampiric Touch. Touch deals 1d6/mamn caster
levels; caster gains damage as hp.

4TH-LaV=L MAHO-
TSUKRA|l SPELLS

Arcanc Eye. Invisible floating eve moves 30 ft,/round.

Cloud of Taint. Damages and sickens untzinted creatures,

Creeping Darkuness. Creste 5 (L tadius cloud of inky black-
ness Liliﬂ. Inoyes gl }'UI.I.I [,'.U][]l]'].;;”:l‘l.

Enervation. Subject vains 1d4 negarive levels,

Evard’s Black Tentacles. 1d4+1/level renracles
grapple randomly within 15 ft,

Fatigue. Creature touched becomes fatigued.

Giant Vermin. Turns insects ito giant
vermin,

Heart Ripper. Kills 144 living creatures with
less than 2 HD,

Inflict Critical Wounds. Touch attaclk, 4d8+1/lavel
damage (max +20).

Leeser Planar Binding. Traps outsider until it performs =
tasl,

Phantasmal Killer. Fearsome illusion kills subject or deals
sde dnmagc.

Polymorph Other. Gives one subject new form,

Polymorph Self. You assume a new form.

Risc Again® Allows the caster to tevurn [rom the dead under
certain conditions,

Sulid Fog, Blocks vision and slows movermenr,

Summon Monster IV, Calls outsider to fighrt for vou.

i

Wall of Bones. Creates a bone wall that can he shaped
Water to Poison. Transform water into ingested poison,

5Th-LaVzaL MAHO-TSUKAI
-
STY=LLS
Blood of Firc. 4 blood missiles deal 245 damage cach.
Circle of Doom. Deals 1da+1/level damage in all directions,
Cloudkill. Kills 3 HD or less; 4—s HD save ur Jie,
Contact Other Plane. Ask question of extra-planar entity
Insect Plague, Insect horde limits vision and inflicts
damage, and weak creatures fles,
Gift of the Kansen? Traps any one spell inside a gift box,
allowing that spell to later tavget anyome wha
opens the hox.
Magic Jar. Bnables possession of another
creatire,
Mental Wealness. Target suffers —4
penalty to Will saves.
Mightmare. Sends
vision dealing 1d10
damage, fatigue,
Obsidian Armor?®
Protects the caster from
spells that target the
Taint
Slay Living,
Touch artack
kills subject,
Srealing Breath?
Collapses the lungs of one
target, incapacitating them until
magical aid can be obtained.
Summon Monster V. Calle
outsider to fight for you,
Truth is a Scourge? Tarpar
must speak their exact
thoughts at all times while
under the influence of the
spell.
Unhallow. Designates location
as unholy
Wood Rot. Wood iem or plant
creature rois and becomes worthless

! 6TH-LEVEL
" RMAHO-TSUR A
SPELLS

Blade Barrier. Blades encircling
you deal 1dx damage Mevel.
Circle of Death. Kills 1d4
HD lewvel
Create Uindead. Chouls, shadews,
wights, or wraiths.

Eyebite. Charm, fear, sicken or sleep one subject,

Forbiddance. Denies area to creatures of another alignment.

Harm. Subject loses all but 1d4 hp,

Planar Binding, As lesser planar binding, but ap to 16 HD,

Repulsion. Creatures can't approach you,

Sinful Drcams® Causcs one target to experience intense
drcams about the caster. The caster receives +10 to Bluff,
Diplotmacy, or Intimidare checks against the muget for dhe
next 12 hours.




Summon Greater Kansen® Summons 2 powerful Shadow-
lands splrit.

Sword of Darkness? Blade of negative enerey arracks your
opponents.

JTH-L=VEL MAHO-TSVKAI
Sr=LLS

Acid Fog. Fog deals acid damage.

Blasphemy Kills, paralyzes, weakens, ot dazes non-evil
subjects.

Control Undead. Undead don’t attack vou while under your
Lullllllﬂlld.

Creeping Doom. Carpet of insects attacks at your commannld.

Destruction. Kills subject and destroys remains,

Finger of Death. Kllls one subject.

Insanity, Subject suffers continuous confusion.

Possession” Caster takes command of target's hody

Simulacrum. Creates partially-real double of s creature.

Summon Omi® Summons anoni forth fram Jigoku

Tomb of Barth?” Replaces a target’s Earth with the caster’s
Taint, causing 1d4 Con damage per round maintained.
Caster sutfers 1dé subdual damage per round.

Withering Pain, Touch attack deals 1d4 Str damage and 1d4
Con damage,

8TH-L=V=L MAHO-TSUKAI
SPELLS

Anripathy. Object ot locatlon affected by spell repels cerrain
creatures.

Clone, Thuplicate awakens when original dies.

Create Greater Undead. Mummies, specters, vampires, or
ghosts.

Ferce Blood of the Earth™ Halre all aging for one year,

Fu Leng's Champion? Transtorms one living human into
an undead creature.

Creater Planar Binding. As lesser planar binding, but up to
24 HI,

Polymorph Any Object. Changes any subject into anything
else,

Summon Monster VIIL Calls outsider to fight for you

Symbol. Tdgzered runes have amray of effects,

Tainted Aura. +4 AC, +4 resistance, and 25 SR against good
spells.

Trap the Soul. Imprisons subject within gem,

OTH-LEVEL RAHO-TSURA
SY=LLS

Energy Drain. Subject paine 2d4 negative levels,

Implosion. Kills one creature/round,

Power Word, Kill. Kills one rough subject or many weak
oncs,

Nise, Taint™ Summeon an clemental terron

Soul Bind. Traps newly dead soul to prevent resurrection.

Wail of the Banshee. Kills one creature/level,

Weird. As phontusmal killer, but affects all wichin 50 fc

n=w
MAHO SP=LLS

BL==DING

Mecromancy

Lovel: Mah 1

Components: W, 8, M

Casting Time: 1 action

Range: Cloga (25 ft. + 5 £f./2 levels)
Target: One person or animal
Duration: 5 minutes

Saving Throw: Fortitude negates
Spell Resistance: Yes

The maho-rsukai can increase the flow of blood 1o a target’s
wounds, cauging them to lose vitality ar an alarming rate. By
casting this spell upon a target whao has an existing wound, the
mahea-teulai causes that wound to bleed Freely, reculting in
the loss of 1 hit point per round. The target of the spell may
toll a Farvitude Save each round {DC equal ro twice his
remaining hit points) to end the effects of the spell,

BLOOD AND DARKN=SS

Bvocation [Darkness]
Level: Mah |
Components: Vi M
Casting Time: 1 action
Range; Personal

Target: You

Duration: 5 minutes/level
Saving Throw: Monc
Spell resistance: Ho

Thiz spell isidentical to davkness (Players Handhaok!™ page 1900,
except that the caster may only nse it upon himself The zane
of darliness remaine in place after the casting, even if the
maho-tsukai moves, The area of datkness created extends
10 1. in all divections from the caster,

BLOOD RIT=

Necromancy

Level: Mah 1

Components: Vi 5 M

Casting Time: 2 actiohs

Range: Touch

Eftect: Draws strength from blood
Duration; Instantaneous

Saving Throw: Mo

Spell Resistance; Mo

Maho-tsukai are able to use blood, the fluld of life, 1w restore
their health and increase their abilities. For each gallon of
freshly spilled bland (equal ta 15 lost hit poines) sacrificed as
patt of this spell, the maho-tsukai may either regenerdte 1d4
hit poines or add a +1 to any ability of their choice. The hit
point gain is permanent, but cannot increase the caster's hit
points beyond his current maximum, The ability boost lasts
tor a single hour,
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TH= CARE=SS OF FU LENG

Transmutation

Level: Mah 3

Components: V| §, M

Casting Time: 2 actions

Range: Medium (100 £ + 10 & level)

Target: One person or object

Duration: [nstantanecis

Saving Throw: Ref save negares

Spell Resistance; No

‘This insidious spell allows the maho-tsukai to corrupt that
which is most resistant to the Taint; jade. This spell may target
an object composed entirely or partially of jade or an individ-
ual who ie carrying jade of some form. In either case, the jade
in question will become blackened, ratten, and uscless.
Objects up to 20 pounds may be affected entirely; larger
ohjeets will only partially be corrupted. An individual with
multiple jade items who is targeted with this spell will find
their single largest jade item comrupted (again, so long as it
does not exceed 20 pounds).

CHOKING DERATH
Mecromancy
Level: 2
Components: ¥V, 5 M
Casting Time: 1 action
Range: Touch
Target: Living creature touched
Durativn: Instantaneous. i
Saving Throw: Fortimde negares,
Spell Resistance: Yes

This spell is identical to contagion { Player's Handbhool™ page 187).

PARK WINGS
Transmaitation [Self]
Level: Mah 3
Components: W, 8 M
Casting Time: 2 actions
Range: Perzonal
Effect: Caster manifests wings
Duration: 2 minutes/level
Saving Throw: No
Spcll Resistance: No

The maho-tsukai can eall upon Jignkn ta provide a2 useful
means of quick travel or escape from ones enemies. Upon
completion of this spell, dark leathery wings erupt from the
caster'’s hack The wings allow the maho-tsulai to flv at twrice
his normal ground movement rate. The winge may be ueed to
strike opponents, but sutter a -2 to the caster’s attack bonus.
The winge intlict normal unarmed strike damage plus d4 addi
tional damage points. The flight type of Dark Wings is poor (ser
Monster Manual™ page 7).

DRAIN SOUL
Mecromaney
Level: Mah 1
Components: 5, M
Casting Time: 1 action
Range: Close (28 ft. 1 5 £./2 levels)
Target: Onc person

FIERCE BLOOD OF THE=
ZARTH

U L:-I'LG S CHARM?PION

GIFT OF TH=E KANS=EN

Durarion: 1 hour
Saving Throw: Fort negates
Spell Resisrance: Yes

By attacking the soul, the maho-tsukai cripples the body, The
target of this spell Toses 2 points of both Strength and Consti-
tution for the duration of the spell, thereby decreasing the!
target's ability bonus by one for each, Once that time has
elapsed, the (epeds abilities return o normal,

Necrommancy

Level: Mah &

Components: V, 5, M, XP
Casting Time: 10 hours
Range: Personal

Effcct; Halts aging for 1 year
Duration: 1 year

Saving Throw:; Mo

Spell Resistance: No

this dark ritual requires a single living creature with an Intel-
ligence of 3 or higher to be sacrificed as part of it compo-
nients. The spell very painfully extracts the life force from the
_gderifice and imparts it to the caster, This stolen life energy
“completely halts the aging process for the caster for one full
ipear; During that time, thie maho-tsulai will not vmblj.r dge in
sany way, Cast onan. annuaI basis, this spell grants virtual !
':i'mmnrtallt‘jr o amy mahnmkgl able to procure suitable sacri-
fices, There are some side cﬁ‘m* however. The caster's inter
nal organs bcccrnieﬂned and desiccated [rum this process, and
the skin becomes dried and cracked after a few uses. If at any|
puint the caster loses the Taint, he immediacely dies. '
_Mal:enal Component: one living sacrifice, soo experience.
poines.

Me AnEY

mah

Compunents: ¥, 5. M

Casting Time: 10 hours

Range: Close {25 fr. + 5 fr./2 levels)
Targer: One person

Duration: Fermanent

Saving Throw: Will negares

Spell Resistance: Yes

Cme of Fu Lengs most horrifying spells, this allows a maha-
tsultal to transform a living person into an uidead muonsios
ity: The spell requires a living target who must be present
during the entire ritual. Upon the spell’s complerion, the
targer will be cransformed inte any one kind of undead cres
rure thar exists in thar campaign world (caster’s choice) unless
the rarger makes a successful Will save.

Hecromancy

Level: Mal 5

Components: V, 5, M

Casting Time: 2 hours (plus subsequent casting time)
Range: Touch

Targer: One specially prepared gift box

Duration: [Tl riggered



Saving Throw: Hu
Spell Resistance: Mo

Gift of the kansen ic one of the meet insidious spells in a maho-
trukai’s repertoire. Using a ritual that involves the careful
preparation of a gift bow, the meho-tsuliai may seal another
spell within the bowx, causing it to go off when the box is
opencd, The ritual involved is two hours long, after which the
mahe-tsukai must immediately cast any other .5Pc|1 he knows.
The second spell does not take effect, but is locked within the
box. The next time the box is opened, the second spell inme-
diztely mhes effect just gy i the mabo-tsukai had cast it upon
the individual who opened the box

HATE'S HEART
Hecromancy
Level: Mah 3
Componenis: 5, h
Range: Medivm (100 [ + 10 {t.Jevel)
Tarpets: All living creatures within e 15 fi. radius
Duration: Concentration
Saving Throw: Will negares
Spell Resistance: Yes

This spell is identical to emotion (Player’s Handbook!™ page 199),
except that it can only arouse the emotion of hate within a
target,

HEART OF THE DARNED
Mecromaney
Level: Mah 1
Components: W, 5 M
Range: Closc {25 fr. + 5 fr./2 levels)
Target: Corpses or undead
Duration: Instantancous/ 10 minutes per target HD
(see PH ext)
Saving Theow; Will negates
Spell Resistance: Yes

This spell is identical to death kitell (Ployer's Handbooh™ page
191), except that it tatgets corpses ot undead rather than
wounded beings,

L=GACY OF TH= DARK ONR=
Mecromancy
Level: Mah 1
Components: 5, M
Casting Time: 1 action
Range: Close {25 ft. + 5 fr./2 levels)
Target: One person
Duration: 5 minutes,level
Saving Throw: Will negates
Spell Resistance: Yes

Thiz spell allows the maho-tsukat ro temporarily weaken the
link between a target’s spirit and the realms beyond this one,
Targets that fail their Will saves automatically loge T Void
points and cannot regain them until the duration of this spell
has expired. Void disciples who are targeted lose the Void
points, but can use their magic to recover more points at will,
Targets who possess no Void poines simply lose 1 hit poine,

LIRB DISRVUPTION

Mecromaney

Lewval: hdah 2

Components: 5 M

Casting Time: 2 actions

Range: Medivm (100 ft. + 10 fr./Tevel)
Target: One person

Duration: 5 minutes/level

Saving Throw. Fortitude negates
Spell Resistance: Yes

Brutal and primitive, this epell painfully and temporarily robs
the target of the use of one limb, The target limb must be
declared ar the time of the spell's casting. If affected, the target

talzes 3 points of damage and gains 110 DC to any task using
that limb for the duration of the spell.

MISTS OF FEAR

Mecromancy

Level: Mah 2

Components: V| 5, M

Cagting Time; 1 action

Range: Close (25 ft. 1 & fr./2 levels)
Target: One living creature
Duration: 1d4 rounds

Saving Throw: Will negates

Spell Resistance; Yes

Vhis spell is identical to cawse fear {Floyer's Handbook™ page 187),
eyrept that it can affect targets of up to 10 Hit Dica.

TAIN

Mecromancy

Level: hah 1

Components: W 5 W

Casting Time: 1 action

Bange: Cloge (28 ft. + § fr./2 levels)
Target: One person

Duration: 10 minures

Saving Throw: Fort negates

Spell Resistance: Yes

Anorher simple and brural spell taughr to beginning mahe-
tsulad, this causes the target to be wracked with intense pains
that shoot all throughout the body This results in a +5 to all
T for the target for the spell's duration,

70SS5=5SI0N

MNecrumancy

Level; iah 7

Components: V.5 M

Casting Time: ¢ ictions

Range: Close (25 1+ 5 fr./7 levels)
Target: One humanotd.

Duration: Indefinitely

Saving Throw: Will negates

Spell Resistance; Yes

By fﬁLusiug huis will UL g target, A spaho-tsulal can invade
the targers mind and ke control of their body, This leaves the
caster’s body completely inacrive, a5 if in a deep sleep, For the
durarion of the spell the caster possesses the targers body as if
it were his own. If the caster atrempts an action thar is
strongly against the target’s narure (such as harming the targer
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body ur the targeds loved ones), the tarzet receives an addi-
tional Will save to attempt to force the caster’s spirit out. The
targer may make a Will save once per dav to awempt 1o force
the rsuleal’s spirit our. Afrer three failed Will saves, the target
gains one point of Taint for every failed save thereafter.

rIS=E AGAIN

ST=ZALING BR=ATH
Necromancy
Level: Mah &
Components: ¥ 8, M
Casting Time: 3 actions
Range: Close (25 fr. + 5 fr./2 levels)

5
it Target: One person
%l'! ;qn:‘i*mti Duration: P‘imancnt
ik Saving Throw: Fortitude negates

Components: V; 5, M, XF
Castng Time: 3 hours

Spell Resistance; Yes

Range: Personal
Effect: Allows for return from death
Iiration: 24 hours

The maho-tsulai can now actually collapse the lungs of his
enemies. The target of this spell drops to the ground, desper-
ately fighting for breath, Any actions he takes have a +10 DQ

=

Saving Throw: No
Spell Resistance: Mo

The reach of the Dark Lord extends o death and beyond. This
eluborate ritual allows @ maho-tsukai w return from the grave.
If the caster is slain within 24 hours of casting this spell, he

LT

until the target can be treated with a healing potion or spelll;

TOMB OF =ARTH

Mecromancy
Level: Mah 7
Components: 1 8 M

b T
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simply regenerares all wounds and awaken within 48 hours of
his dearh. This spell incurs the normal penalties and costs for
returning from the dead.

XF Cost: 1,000 experience points

| OBSIDIM. ARMOR

MNecromaney

Level: Mah 5

Components: V, 5, M

Casting Time: 2 actiohs

Range: Personal

Effect; Protects from anti-Thint spells
Duration: Discharge

Saving Throw: Nao

Spell Resistance: No

Maho-tsukai can surround themselves with an aura of Taint
which protects themn from damaging magic, The Grst dime that
a spell of equal or lower level thar specifically targers the Taine
is cast on the maho-tsukal, this aura auromanicallv cancels the
spell The aura is destroved by canceling a single spell and must

be recast if the caster wishes to deflect a second spell.

SINFUL DR=AMNS
Mectomancy

Level: Mah &

Components: S, M

Casting Time: 3 actions

Range: Close (25 ft_+ s ft./2 levels)
Target: Cne persnn

THiration: 74 honrs

Saving Throw: Will negates

Spell Resigtance: Yes

Sometimes the simplest ploys ace the most ellective, The
maho-tsukai [iouses v asingle trget the next lime the arget
goes w sleep, they have torrid dreams abour the caster. These
are not normal dreams, bur exiremely intense and graphic
dreams rhar shake the rarger’s resolve and self-confidence. 1f
the caster approaches the target within 12 hours of the dreams,
he receives +10 to any Eluff, Diplomacy, ar Inrimidare checks
againar the targer. Such checks specifically designed to sedurce
the target receive a +15 bonus rather than +10.

TRUTH 1S A SCOURG=

Casting Time; 2 rounds

Range: Close (28 ft. 1 5 fr./2 levels)
Target: One untainted person or creature
Duration; Concentration

Saving Throw: Fortitude negates

Spell Resistance; Yes

In many ways the exact opposite of tamh of jade, this zpell’
replaces the earth within a target’s hody with impure Taine.
When successfully cast, this spell seizes the target in 2 myst-
cal grip that prevents any physical action. Mental actions may
still ba performed. Each round that the spell is maintained;
the target takes 1d4 Constitution damage, bur the caster rakes
1d4 subdual demage.

Mecromancy

Level: Mah &

Components: 5, M

Casting Time: 2 actions

Range: Close {25 Fr. 1 5 ft./2 levels)
Target: One person

Druration: 3 minuces/level

Saving Throw: Will negates

Spell Resistance; Yes

Similar to sone of truth (See the Flayer's Handbook™), this epell
causes a target to tell the truth, Unfortunately for the targef,
trith is @ seouvge lasts longer and has a more severe ettect. Not.
only must affected targets tell the truth, but they speak exactly
what comee into their mind at the very moment they think it
Simply put, there is no difference between thought and
speech so long as this spell lasts, In a society which places
importance on preactvation of face the way that Rekugan
does, this can have a dtvaasl:al:ing effect. Many targets find
themselves placed in a situation where they must become
ronin or commit seppuku following the disastrous effects of
this spell, This is simply another way for maho-tsukai w show
samurai the folly of the society they protect.
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r are th:m Ay wm-lﬂ incthie dan System the Dungeon
n Master of 3 game set in Rokugan must he knowledg,
| ihlé gn theculiral and histarical niiances of th
settin The chapter on the history and eulrure of Rnlcuga
it thie boblk ghould be dninvaluable resource, and one yo
“chiould become familiar withy As the DM, it is your job
introduice Pokugan to your players, and perhaps the hard
part of that willbe to imimerse them 1b  Completely nd¥e
society Many prow up Hearing tales of knights in shining
'armorn, mighty wizards and witty rogues from the past,
traking the basic settings of Dungeons and Diragons®
relatively simple o pick up. Bokugan presents i umique
5 challenge in that its speiety s very liulc |J.lu: thieone we Live
in today
With thavtn mind, here ars some gmdelmea rohelpyou
along the roads dnd hallways of the Jade Empire.
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o “Eviery fourney begms ﬁulfj d srug!e step.

—T]l& Tacof Shinsei!

Aplayers tiree Rolumahi chavacterivill mbatlilely notbe the
erovning glory of thele Clan, Without 4 little direction from
the Game Master, 2 charactet could endup either completely

fess (acrane cotrtier with nothing bur combar skills and
10 perty wrong for the setring (an elven Bhoenik ninja
nierstind wrhats wiong with poisonl

Y samngs ‘.Eanlmgar\ lends drself . -:tmr-

it choosé to glve }roa.n: character very little in the way of
bﬁckgrnund and go from there. In the _Iade Empire; how-
EVEr A character will hqvf- e e gl P and Em:nl‘_,r
{if any)yand be sware of the situstions surrounding them,
Mearly everyone in Rpltugan hasan ﬂﬂtgiﬂﬂf-ﬂ'; dﬂ!{ thtl!r?

to awell-clin campaign will be playing rhoar: Factions

against cach ather, Where the players Arin g 1o you and

them as the game progicsses,

“Keep i mindihay (he setting of Rokugin hasgreat
potential for games ol inprigae and dﬁ:l.i:pﬁﬂil When your
players begin to make their characeers; encburage theim w
pick skills that may seem 2 big useless in other Settings,

“skills like BINFE Diplomacy, Innuendo, and Sense Motive.

cani all be invaluable in a court sétting. Even day 1o day,
thesa sledlls are tsefil in the Tade Ermpire far more than in

many other ssrrings: By the same taken, samurs gemr&l]y-'

hava no féed for skills such as Climb: Most J.,IIIIn bushi dont
go around scaling walls to get it places. i
Mon-Humansare emremel';r rarein' the Empire, and

shauld ke aqiudlly 5o in vour campaipns: Rokugani are the

deseendants of gods, and their E\‘np:re iz just that: theize.

Outsiders are treated with'suspicion at best, even ifthey are
humanz from another plice; MNaga are somewhat ekeepted
from this attitude, as the snake men have stood by the side

-.,:,f the Em{_mc in recent times of war Since the Higa race
has fallen into 1 slumber, lone Napa windering ourside the
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Shinuvmen Forest are extremely rare. Wezumi, while belng
latgely accepted by the Clan of the Crab, are viewed as semi-
inrelligent glant rars and thieves by the rest of the Empive.
While they are more than simply semi-intelligent, the
Mezumi's reputation as thieves is not unmerited, and 2 wise
Ratling will prefer tn stay far away from most of the Empire
tnless well hidden
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A samurai’s companions speak for his honor as moch as his own
actions, Hower is mewsured in e pure soul, o clean blade,
and a frustworthy frignd

— Mirumoato Tomnorn

Olay, soyow've finally familiacized yousel with the rules and
setting for Rokugan, and your pliyers have heroically crafred
their first characters. When you all finally per together, your
party looks like this —

Gary, playing Mirumote Kikaze, a Dragon samutai with
duelisr skills,

Jared, playing Matsu Fujiaki, # Lion samurm with an excep-
tional archery talent.

Michelle, playing luchi Kejiko, 2 Unicorn shugenia focused
on healing magics.

Casey, playing Dokatu, a unalipned Ninjs,

At afirst glance, the characters are well done, with the play-
ere even taking an extra step to make sure they've ereared
something other than “Generic Clan Samurai #5." Things look
fine until yeu realize that in your campaign, the Dragon and
Lion Clans are currently at war Why would two samurai from
warring Clans be traveling together without hacking one
another to pieces? On rop of that, Michelles character has
bitter hatred for the Lions, since dishonurable Lions pillaged
her gravdfuthers estates, As il thar were not enough, vou sud-
denly realize Casey didn't bocher 1o hide the fact thar Dol
2 ninja. Once Kikaze, Fujiaki, and Kejiko finish trying to kill
one another, they're probably going to be compelled 1o eut
Doleaey to tiny ribbons.

There are torn ways to handle this situation — adding a bit
more story to the characters’ background, or retoaling the
characters to fall within certain guidelines For your campaign.
1f the players wish to keep their characters (and most will), »
little creative backpround explanstien can emooth out the
problems between characeers. Pechaps Mirumeoto Kikaze and
Mateu Fujiaki were childhood friends before the war began.
Mow traveling together, they are working to find a way to end
the wat between their two Clans, Not only does this solve the
problem of the two samurai possibly killing one another, it
adds a nice subplot to the campaign you already bad in inind,
As for Tuchi Kejiko, it could be that she simply wants to bring
her ancestor's vengeance duown un those thae attacked her
grandfather’s holdings in such a cowardly and shameful
manner, When Kejiko finally comes face to face with those
she seeks to punish, Tareds character will be in an interesting
positlon. Will he follow his loyaley to his Clan, or adhere to
the tenets of honor?

As for the ninja, Tiekatu, a Hetle hacktracking is necessary,
arel & cower stary is essential — no honerable member of the
samurai caste would travel in the company of ninja. However,

if Dolkaru were perhaps a dishonored member of the Mime
mota family, hired by the same Lion Kejiko seeks to destren,
annther layer of character interaction and sub-plots appears.
will Lokatu treat Kikaze as an irritating, daily reminder of
how he has failed, or will Dokatu look upon Kikaze as some:
thing he aspires to be again? What if Dokatu becomes smitten
with Kejiko? How will he react when his Lion employer sud
denly orders the death of the Unicorn maiden?

Mot all DMs will be presented with characters that can
casily be turned into a well-formed patty, or even a party that
has any business traveling together at all. The other way
handle this situation is to set down guidelines (ot charucter
generation befove the campaign begins, This method is gener.
ally best used whien the DM tells the players before they ac
ally make the characters, Constantly rejecting characrers will
lead them to either make characrers oo quickly, putting no
real thoughr into them beyond hoping the DM will accept
thiz version, or just frustrate the players. Guidelines for 2 cam-
paign do not have to he complex to make sure the party fits
the campaign. Simple rules such as “All characters must have
an laijutsu Focus of at least 2" can be used to bring together
several characters at the beginning of 1 tournament, It is then’
eagy enough to create a reason that could cause all the chare
ters to wish o work together,

Another method that works well is the magistrate cam-
paign, If the chatacters are Imperial Magistrates, they will
mote teadily set aside the prejudices of their Clans — afteral]
even the Great Houses of Rokugan must bow to the authoriy
of the Imperial Throne. Their orders carry the weight of the
Emperor’s word, and to ignore that in Gvor of bickering with’
cach other would be ihe wack uf « worthless samurai. This
approsch is pechaps the most common, as it is the easiest wiy
to bring characters of widely different backerounds together
A similar, though less common, approach is 1o make the char
acrers members of the Imperial Legions. Tn a campaign that
will include a war-heavy setting, being representatives of the
Emperor's personal army affords several unique opportunitiss,
and experiences

Finally, if you have a specific sort of campaign in mind, it
may be best to lay out stricter rules bor character creation
before your players start hammering out their samurai charse
ters. If you intend the characters to hunt dewn maho *sulmfa;:|
one of their main goals, o bunch of courtiers with no knowt
edge of magic at all will probably make the campaign nealy
impossible. Campaigns with specific goals require a fow,
guidelines to keep things running smoothly, In the example:
of a mahe-hunting campaign, vour guidelines could be;

* At least one shugenia from the Crab Clan

* At least twao characters with Knewledgs (Maho) 3
or Spellerakt 3

* Mo more than two samural

» No characters from the Phoenix Clan

Even stricer guidelines could be:

* One Crab Shugenja, with Knowledge (Maho 4
or Spelleraft 3

* One Crab Samiirai

* Two Dragon Shugenja, with Enowledge (Maho) 3
ot Spellerafi 3

+ (ne Tiragon Samurai

O course, the extreme form of this sort of character control
is simply rolling up the characters yoursell and allowing dhe’
players to pick. While this can be good for an introductory.




game or 85 2 way to give players 1 break [rom characeers (hat
are getting a little stale, many players will almost always want
to make their own characrers.

A with all campaigns, it's usually best to make sure your
players are comfartable with whatever rules you ser down
bafore diving in. People aren’t going to care if an Oni has pos-
sessed the Kitsulki lord if they didn't get to play anything that
they wanted,

RANTAMNG A
IR RRPRIGR

“You hove my allention, Unicorr T suggest you do rnof waste
that honor."

— Doji Kurohits

More daunting than the formidable tasks of helping players
create a characrer and then helping them work wyether is the
job of keeping them interested. This secrion isn't about being
a good GM in general, only tips on how a Rokugani campaign
can differ from almost every other setting our there. For the
purposes of this section, *Samurai” will refer to the samurai
raste of nobility, which inclhides the samurai, shugenja, and
courtier classes.

INTRIGU=

At any given point of the history of Rokugan, there are no
fewer than six factions vying for position in the Empire.
Shortly after the Tnicorn left Rokugan, the Six Clans strug-
gled both to define their places in Rokugan and o place them-
gelyes in positions of Favor with the Hantei Emperars. {In the
other end of the scale, shortly after the kidnapping of
Emperor Toturi the First, countless forces worked apainst one
another. The Eight Grear Clans were at war, the Living Darle-
ness was finally acting in earnest againet the Empire, the
forces of the Shadowlands sought to destroy the Crab in the
Shadowlands, the Naga had sttacked the Dragon, and even the
gentle Brotherhood of Shinsci had been drawn into the con

Hicts surrounding Rokugan,

While these conflicts usually could be defined by open
fighting, wany ol the subtler maneuvers between these
powers happened in guiet manipulation. Bemember that
above all else, Rokugan is defined by its culture of eliyuete
and poise. A messenger bearing papers of coverr alliance
between two Families on opposite ends of the Emplre can be
more deadly than two hundred Akodo satmurai. Accusations
of dishonar, poisoned tes, false promises, and forced alliances
can be far more interesting than simply commanding a legion
of soldiers and charging head-first into 3 war. Imagine placing
your chargcters in the position to be that messenger traveling
acroes the Empire, trving to reach another daimyo bearing an
offer of alliance from their lord. Certainly enetnies of the char-
acter’s family or of the family they were trying to reach would
much sooner scc them dead than successful,

And what if, when the characters reach their lord's would-
b ally, they fnd out their enemy has aleeady made an allianee
with the man they are now in the custody of? o long 45 the
characters rend o believe evervehing isn't as simple as it looks,
the Empire will be & ok vicher world (o game in.

HONOR AND DUTY

At the same time like and nnlile an alignment, the tenets nf
honor and bushide shape almost every interaction in Rolu-
gan; Even those who are without a shred of honor are usually
aware of what ir is, and what to expect from those who haold it
in high regard, Simply put, the Empire concerns itself far
maore with questions of "Law and Chace” than "Geod and Evil”
Samurai arc cxpeeted to behave according to the Emperor’s

law, no matter how immoral or wrong it may seem to those of 3

us used to more libertarian laws, The daimyo whe did not col-
lect taxes from a few farms in order to let them live better will
e dealt with far more severely than the daimyoe who allowed
S0Ime fﬂfmﬂ:l.'s to starve in C‘Ider to meet his taxes,

This is not oo say the culture of Rokugan is a cruel one; com-
passion s one of the Seven Virrues, afrer all. Almost all daimyo
aspire to Tule by Imperial law while mainmining the happi-
ness of their people. However, the central drama of an eastern
setting like Rokugan eomes when a samurai must compro-
mise his personal views in order to follow the law af his lord,
In a western setting, the hero is naturally the loner, the one
whe Aghts the status quo and wins,

To put it simply, the drama of Rokugan ultimately becomes
tragedy — wear, loss, betrayal, and eacrifice cannot be avoided
in the life of & semurai. Even those who win out against these
forces are haunted by them. A classic example is the samurai
wheo secretly falls in love with someonc who becomes an
enemy of his family or Clan, and eventually becomes respon-
sible for his love's death, Though the samurai feels deep sad-

ness and loss, lie can do nothing but maintain 2 stoic face |

while his lord awards him honer, gilis, and dles for his
ACTIONS.

Though the players should not be constanly tested against
situations such as these, the sting of conflict berween emotion
and dury shouldnt be something the players (and characrers)
are ighorant of

2TIQUETT=

Rolkugani citizens define themselves by une thing that sews
them apart from “barbarians” and animals — manners, Bven
the most despicable Scorpion samurai knows better than to
hehave likésa rude child in mixed company. Even {f none pre-
gent have the authority to admonish a misbehaving samurai,
someone up the chain of command will tnevitably hear ahout
it and rectify the siruation. The Empire simply does not toler-
ate those who do not take the titne to act civilized, and pun-
ishments can range from a simple public humiliation to the
dishonorable execution of the offender and srripping of noble
status and name from his immediate family.

Those whao feel the need to be offensive and rude to one
another may do 50 in accepted ways — cunning insults are a
favorite in noble court, and these whe cannot respond in
kind, or at least honorably handle the situation, stand to lose
much reputation. Enemny commanders meeting in the field
should never show disrespect foe e other by childish aaune
ing. Accepred forms of boasting, or recounting (in 4 calm
manner) the misdeeds of an opponent or his ancestors are
propet precursors 1o a bartle. If there is a situation where one
can be seen doing something (and remember. Rokugani
believe that ancestors, spirits, and the Celestial Heavens are
abways watching), yeu ean he sure there is some form of pro-
tocol to doit.

The thing to keep it mind is that Rokugani value those who
can maintain a calm demeanor at all times over those who
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bluster with curses and boasts, Many situations can' be made
far more interesting when a character is forced to keep his
cool while his enemies sic two feer away, ralking rea at the same
table with him. This goes back 1o the marrer of honor and
dury, as there will be rimes that the edicts of civility will ower-
rule the character’s desire to do something rash hur satisfying

QTHER
DIFFERZNCES

(114

You look upon me with suspicion, saying that I am different from
you. That is good. The Dark Lovd has alveady defeated you, and has
yeb to know what T will shave with you! So spoke the Qamuar to the
broken Crab forces”

— From Miya Hatoris An Empire in Flames

Compared to other settings for the Dungeons and Diagons®
game, a campaign in Rokugan has many emall ditfer-
ences, and situations unlikely to arise anywhere else,

MAGIC ANWD MAGIC

ITERNS
Magic is a holy art in Rokugan. Those
who can shape the forces of the Five
Elements are seen as priests and holy
men, with a rare gift ro hear the spirit g
wotld, Maturally, those who abuse
this gift are scorned hy other
shupenja While the forces of magic are
everywhere, with spirits in each rack, leaf,
breeze, and drop of water, actual displays of
magical power are uncommon at best, Peas-
ants usually deop to their knees in wonder
at the sight of a shugenja casting the
simplest spell, knowing that the
shugenja is in tunc with the forces that
move the world,

In addition, items of a strong magi-
cal nature are almost impossible 1o
come by The vaules of (he Great Clans
usually house five or six powerful
relics created, discovered, or given
to members of the Clan ar some
point in history. The Ancestral
Swords of the Clans are the mose
famous examples of these, earry-
ing the power of the Clan's
founders, and usually in the posses-
sion of the Clan Champion.

Unlike other settinge, very rarely will you meet someone
who has a cagual atitude towards magie, and a party of samu-
rai who each hold a blazing sword and wear enchanted armor

is unheard of,
FORZIGNE=RS

Visitors to Beliugan are extremely rare. The Empiret view of
themselves as the favored childten of Sun and Moon means
that outsiders are treated s inferiors ot best. Even those who
repeatedly prove themselves to the samurai of Rokugan never
find their standing in sacicty on par with a native. The only
general exception to this rule is the Clan of the Unicorn.

Being accustomed 1o the wavs of cutsiders allows them 1o he
quite a bit more hospitable and welcoming than any athers in
Rokugan,

In all cases, however, the appearance of a human form will
keen the characters from initially gerring into toe much trow
ble The average elf, dwarf, or even gnome can easily be passed
off as a funny-looking human, However, dark-skinned ver
sions of these races (e.p. Drow), halflings, ogres, goblins, and
the like are most likely going to get the "sub -human slave
labor” treatment. Just take a look st how the Lion Clan deals
with the Zekujin — a race of intelligent beings treated a5
nothing more than mindless laborers for their mines: Roku-
gani ethnocentrism sees this as acceptable, as long as the
Zakujin {or other slaves) are not reated 1o a "cruel" manner

While a campaign would grind w a halt if you suddenly
threw all the non-bumans in your party ineo a dungeon or dia:
mund mine,it is s good morivarion for such characrers ro keep
in line.

EQUIPMENT AND MON=Y

Many campaigns are driven to an extent by the idea that
the characters are searching for ways to keep them-
selves [rom starving or sleeping in the streer, While
this is usually nor the main plor of a game, it's car
tainly a general underlving concept. If the char
= acter doesn’t have the cash to pony up for new
armot when a rust monster ears s plate mal,
ke could be in some tronble, |
In Rakngan, however, most characters have:
amaster. Asa samurai devotes his entive being
to-his lord, his lord is in turn expected to
clothe, shelter, and equip the samural, Repairing
ot replacing armor, food, clothes, a steed, ar.
other bit of equipment is a matter of course forg
character in the Empire. Of course, samurai
whe abuse this privilege may be assigned o far
less dangerous tasks, to allow the lord w
spend his koku on samurai more capable of
caring for their possessivns, A samurais
katana, however, is sumewhar different in
the fact thar a family sword can never be’
ﬁ rruly replaced. In the evenr that a samuraiy
sword {s broken or lost, a replacement will
usually be made (depending on the ci
cumstances of the loss — 3 samursi
whose hlade was brolken because he
simply did not care For it may never gel
another from his master), but the
matter will be taken tar more serously
than the replacement of a piece of srmor |

Crisd sumwrai with die tiweli or even o fine war-horse.

The general exception to this rule is the ronin, who hasno
master. A ronin is respensible for his own items and money, |
and thus will generally possess and buy items far inferior toa |
samurai with a loed.

NOBILITY

Plaver characters are assumed to belong to the neble classin
ote form or another, In most cases, even a ronin character had
a master and family at anc point, or was the child of a samura
Even if the charecter docs not own land ot have 2 group of vas
sals (and moat won't), he 15 still a member of the ruling classof
Rokugan, and should expect the responsibilities and privi




leges of such. A sumurai should be able to demand pretty
much anything he requires from a peasant, such as shelrer,
food, or assistance. Of course, too much demanding way
attract the attention of the peasant's master, something che
character may not want, On the other side of this coin, as a
memhber of the nohle class, he must give respect to those above
him, and maost likely hag a lord keeping tabs on him,

Sammurai ave aleo expected to be educated az nobles are, with
the main exception being the Clan of the Crab, The Crab fight
a constant war; and do not have the time to spend educating
their children that the other Clans do. Though most Crab
samurni can read, write, and function in sociery, they are usu-
ally uninterested in such skills beyond their martial applica-
tions, For other Clans, however, being able to cut someone
into tiny pieces is fine, but those who can do nothing else are
usually mecked and scorned as barbarians.

Remernber that Monks and Inkyo are not technically samu-
rah, but should also work to maintain cheir status as intelligent,
kind characeers. They are priests, alter all, and holy men thae
even samural turn o for guidance and wisdum,

cCusTOms AND
QETURE

TH= CEZL=STIAL ORDER
The Ralugani helieve that everything is pate of a grear Celes-
tial Patrern, and each living soul has 2 role to play in that par-
tern. Every soul must work to filfill the destiny required of it.
Those who defy the Celestial Order risk being demoted to 2
lenwrer station afrer reincarnation,

Rokugan's social order is composed of three distinet groups:
samurai (those who make war), clergy (those whe pray), and
honge (those who work). There is also one non-group, reterred
to-as hinin ("non-people®).

SARURA)

OFf Rokupan's social classes, samurai rank above the others,
The symbol of a samurai’s office is the daishe, the twe-eword
set of katana and wakizashi. Only 2 samursi may own or carry
such weapons., Any other individual found guilty of possecs-
ing them may be cxccuted. All members of the samurai clage
are entitled to trial if brought up on charges by another samu-
rai. Charges from lower elasses are simply ignored.

THE ERPEROR
The Emperor owns all of the land in the Empire, and parmits
those who owe him fealty to manage it. Those whe manage
the land must pay yearly taxes to him. The Emperor is also the
head of Rokugani religion, In a very real way, the Bmperor is
the vioice of the Celestial Hleavens — thus his title, "the Son of
Heaven."

The Emperor's word is law, and not to be questioned, Emer-
ald Magistrates enforce the Buperors Law, and the Imperial
Legions are his personal armies. Those who dely the Bmperor
face the wrath of the Magistrates and the Legions, il notall of
Rokugan.

RMILITARY RANMKS

Far mechanical purposes, characler vassal families

Troops commanded
Entire Clan
‘s discretion)

Commanaer ]
Captain
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THE KUGE

The huge are the elite of the samurai class, those who have
inherited nobility and powerful positions within the povern.
ment. The Emperor is a member of the kuge, though he is far
mote important than any other member. Ranking just below
the Emperor are his functionaries, including the daimyo of the
L perial Families, the Emerald Champion, the Jade Cham-
pivm, the Iimpecial Chancellor, and the Imperial Advisor

Directly beneath these individuals rank the Clan datmyo.
Though in a technical sense the Minor Clan daimyo have
equal soctal status 1o the Grear Clan daimyo, in reality this is
not the case, Great Clan datmyo have an extraordinary ameunt
of palitical capital, and are more respecred than the dalmyo of
Minor Clans Their “equal” social status is 2 technicality, noth-
ing more. Vhe daimyo of magor families rank just beneath clan
daitnyo. Again, Great Clan families outweigh Minor Clan fam-
ilies in most political srenas despite equal status

The lowest-ranking members of the kuge are the immediare
families of the leaders of each family, While many samurai are
allowed to carry the name of a noble house, only 4 handful —
the kige — are actually members, The rest are merely servants
who comprise the buke.

THE BUKE

The majority of samurai are members of the buke: samurai who
have no land or titles, bur serve another household. Samurai
in service to n house typically bear that houses name, While
therc are only & few dozen members of the Matsu family, there
are thousands of buke who bear the Matsu name. Though
these “vassal families” may maintain their own fimily names,
few ate 5o bold as to use any name but their lord's whilc acting
i an official capaciog

The highest rauking samurai of the buke are burcaucrats
and military personnel, This includes proviacial governors,
officers, hatamoto (honored advisors), city governors, kire
(advisors o a daimyo), Emerald Magistrares, and clan magis-
trates. These are mostly experienced warrlors and courtiers
who have heen earned positions of importance. Lesser sons
and daughters of noble houses are relegated to the rank of
huke by default. As they have no inheritance, and serve no
direct purpose, they must prove their warth to receive the
same respect as their more fortunate siblings.
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The rest of the buke 15 made up of rank-and-file samurad,
Many of these are ji-samuwrai (“halfsamurai). These are mem-
bers of vassal families wha have not vet earned the right to
carry their lord's family name. These samurai are expected to
inerease their holdings and earn the respect of their lord. Az a
result, many ji-samurai are extremely ambitious warriors.

Ji-sarmupai also include lowly ronin, who by fault or circum
stance serve no noble lord. While ronin have no exact place in
society, they are samurai and must be treated as such, Asa
result, many Roltugani arc uncertain cxactly how to deal with
ronin, Many clan samurai find them offensive reminders of
the price of failure. Peasants consider them dangerous, lone
wolves whe answer to no one and could wreak terrible
vislence without warning,

The absolute lowest-ranking members of this class are
ashigaru, or career soldiers. Ashigaru tend to be ill-equipped
andl ~trained in comparison o samurai, bue are far more reli-
able than peasant levies. Most houses have several familiss of
hereditary ashigar, serving as guardsmen, dashin (soldiers
serving magistrates), and sconts during times of peace:

! TH= CLERGY

This class is comprised mostly of the Brotherhood of Shinsei,
Thwugh shugenjs are a part of this group, they are also techni-
cally samurai due 10 the special relationship their ancestors
shared with the Kami. The roles of monks and shugenja are
described in more detail in the Religion section.

TH= BONG=

This class comprises peasants, merchanrs, and crafismen col-
lectively referred to as heimin ("half-people”). The highest rank
ul commoner is the farmer, whose labor feeds the Empire. The
farmer is followed by the artisan, and finally by the merchan,
who creares nothing and is thus the least worthy

A heimin may file charges against another heimin if he faels
he is wronged, but a hermm wronged by 2 samurai has no legal
recourse. A samurai wronged by a heimin need not bother
with a trial. Samurai may technically execute heimin if they
Eeel they have been wronped in any way, and the definition of
“wronged” ig left to the samurai’s discretion,

Heimin are ugually very polire to samurai,

=TR

This nen-gronp is comprised of hinin ("non-people™, those
whose professions cause them to be considered *unclean.”
I'his includes any person whose work regularly involves con-
tact with blood or Heeh, criminals, entertoiners, and assorted
ne'er-do-welle, Eta are technically not human, so even heimin
tend to be abusive toward them. Killing an eta is not 1 erime,
because they are not part of the Celestial Order. Eta are not
allowed to speak to samurai unless the samurai commands it.
Eta usua]lf:* try to avoid samurai, if possible.

GEISHA

Ceisha are a special case, Though they are eta, they are
expected to speak to samurel. In fact; in the company of a
geisha a samurai is allowed to show emarion and unwind,
Ceisha are primarily cntertainers, skilled in conversation,

dance; amd music. They are not prostitures, though howa
geisha chooses to involve herself with a client is her own
business,

So long as 4 samurai keeps his affairs discreet, he may doas

TIRE AND
S2RSONS

TIM=Z I ROKUGATN

"Today? Today I watch the farmers gather rice. Tomorrow,
L will watch the farmers gather vice. Boring, perhaps, but preforable
to actually mathering the vice avery day"

— Fuzake Sekkou

It is smid that rime began when Lady Sun and Lord Maon
broughr abour the Ten Kami. The first recorded event in the
history of the Empite is the fall of the Kami from the Heavens,
shortly after which they began to build Bolugan, The Tribe of
Tsawa are satd to have developed the first method of recording
the passing of time, though 2t one point or another all the
clans have made their own reckoning of time. For the purpose
of simplicity, the method of the Phoenix is most commonly
used, for it agrees easily with Imperial texts, as well a5 being
the eaziegt to understand,

PRys
The Roltigani day is divided into twelve squal-sized hours
Each of these hours has a commen name that is used by the
peasantry, and a formal name that is invoked during matters
of ceremony and formal occasion, Mobles generally use the
tormal name of the hours a5 a matter of habit,

Hour Common Formal
6—8 AM Hare Sun
&—10 AM Cragon Mown
10 AM — Noon Serpent Hantei

¢ Moon -2 PM Horse Akodo

T2o4PM Coat Doji
4 —& PM Maonkey Shiba
62 PM Rooster Bayushi
8-10PM Deg Shinje
10 PM — Midnight Boar Hida
Midnight - 2 AM Rat Tegashi
2—4 AM O Fu Leng
46 a0 Tiger Ryashun

The hour of the Hate is generally when most villages,
houses, and castles begin to perform rheir morning acts.
Samurai awalke and perform their morning kata, farmers
begin the rasks of the day before breakfast, and the night
watch 15 sent off.

In the eyes of the peasantry, there 15 no need for a formal
artangement af days, weels, or months. Winter begins w
fall turns hittetly cald in the morning, and summer arrives.
when there are no more cold spring dews, A farmer only cares:
to know about the season, and knows through experience
when to plant and harvest. Having spent his whole Life work:
ing the fields, a peasant’s sense of season and timing in such
matters i rarely wrong, Since the heimin do not bother to
keep formal track of days, they work during Imperial Holi




days, which is fine with the peasants and samiurai alike. The
samurai are able to get another day’s work from the farmers,
and the peasants are not bothered by their loxds.

TH= SEASONS

Through reverence and force, nature dictatcs the pace of the
Empire, Farmers must plant and harvest when the time is
righit, and those who wish to make war have only the days that
nature provides. The seasous do not change their partern to
sulr 2 mortals wishes, not even the Emperor

The vear 15 divided into ewelve months, just as the days Gl
into twelve hours, Unlike Rokugani hoirs, their months
march up much maore with our own. A Rolugan! monrh is 28
days, and i regarded by a more common name and a formal
name. The year heging with the month of the Sun, commonly
refarred to ac the month of the Hare, which matches up with
April in the spring.

Season Common Formal
Spring Hare Sun
Dragon Maon
Serpent Hantei
Summer Horse Akado
Coat Draji
Maonkay Shiba
Fall Rooster Bayushi
Dog Shinja
Winter Baoar Hicla
Rat Togashl
(91 Fu Leng
Tiger Ryoshun

The proper names of the months were made official enly
recently, by decree of Hantei XXXV, so in many provinces the
muie common names are all peasants will know. In other
linds, prasants and samueai alike will have different common
names for some months, the thres most popular differences
being Crane (instead of Rooster), Tortoise (instead of Dragon),
and Sheep (instead of Goar),

SPRING

“For many, spring brings hope and warmth. For mie, it simply means
I e do honor the wgreerments T made with a Scorpion courticr
during the winfer lo gel him Lo sheel up

— Hila Yasuliim

When winter thaws, Rokugan blossoms into-its new year,
Farmers in the fields face their hardest season, for this is when
the planting must begin. The land must be seeded in time so it
may be properly harvested in the fall, and enough must be
grown to support the clan, Too much planting, however, can
lead to a daimyo either sccusing the village of attempting to
use more land than they were granted, or expecting them to
lurther inerease production the following year

Bushi begin the slow task of petlovming spring patrols: This
is often 2 young samurai’ first post afier passing pempuldoy,
and i can either be a season of urrer boredom or the last lime
a family sees their young, While mass movemenr of roops is
practically impossible during the winrer, ambitous daimyo
send aur small groups during the spring to get 2 "head srarr”
on the inevitable skirmishes the summer season brings. A
small gronp of Daidoji saboteurs conld strike quickly at the
production of 1 tivals farm in the spring and quickly retreat to
their homeland before an unwary dsimye knows what has
happened. Bandits also take advanrage of unprepared clans at

‘ens upon their families. It is proper to spend the following day

SURRER

this time. Thar i3 why the custom of the spring patral was
begun Jong ago. Small units of fledgling bushi travel along the
Liorders of their provinces, attempting to prevent such srrikes
against their lord's lands, More often than not, hewever, these
pitrols return home by the end of the season having scen
nothing more interesting than a dead tree fallen in the middle
of the winter.

As the winrer courrts are dismissed, the courriers must do
everything in their power to make sure thar the alliances.
agreements, and other negotiations achieved over the winter
months are not wasted. Usially, the more important treaties
gre braught to the attention of the Clan Champians of the
clans involved, to ensure that the agreements will be honared,

Such arrangements are often altered several times by the §5

Champions until all parties invelved are satisfied, Such mat-
ters can talie up the whele epring. Less demanding negotia-
tigns arc handled by family and provincial daimyo, and are
usually simply acknowledged and acted upon without much
alteration. Only the most important matters of the winter

courts come to the attention of the Emperor during the §if

following spring,
Oshogatsu, the Wew Year's Celebration; marks the begin-

ning of spring and the Rokugani Mew Year. The [irst day of the |
month of the Hare brings this, the most imporiant celebmation |
of the Empire. Since all Rokugani celebrate their ‘birthdays'on  §8

the New Year, the festivities ave the most elaborate of the year,
as families gather to celebrate another year given to them by
the Hesvens, There are fireworls, parades, festivals, and other

activities as Rokugani visit family shrines and holy temples, Ul b

praving for the blessings of the ancestors and Celestial Heaw

in the family home, thanking the Fortunes, ancestors, and
Heavens for their blessings and for another fruitful year. The
Emperor traditionally cloisters himsgelf in hie chambers alter
dusk on the first day of the Hare, speaking to Lady Sun directly
on behalf of the Empire, However, as the Emperor is ne longer
the Sun’s Child, nor is the Sun the same, it is uncertain what
Torturi the Fivst did in place of the Llantei Emperors. Fow speak
unt the swatcer, though i is known Toturd followed the eradi-
tions of the Hantei, secluding himself in his chambers cach
New Year’s Day. As the reign of Toturi was perhaps the most
prosperousand peaceful known to the Bmpire, few have been
moved to criticize the way Toturl observed the holy rirual.

“am T ushumed of being ronin? Bah, I would rather be vonis and
marvel ul the beuuly of sumrrer than march rank and file alongside
the clans and wasie (he season shialding Blood and salting the

gramd.”
— Satoshi

Rolugan is a land of extremes; and the time of sammer is per-
haps the most obvious proof of it. Though not as physically
taxing as the planting scason, fermers relich this time no more
than spring. The midday heat can be staggering causing some
heimin to collapse in the field, or drying up an improperly
placed rice paddy. The humidity in many areas is oppressive
enough 1o make frmers simply wish for the end of their days
instead of having w work outdoors In other areas, the hieat is so
inrense that a simple spark can ignite an uncontollable brusl-
fire. For the most part, farmers rest during chis season when
they can, for most of thelr work involves undoing the damage
nature brings to the crops.
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It is impossible for a summer to go by in Rokugan withoul
one daimye insulting another, intentionally or not. Though the
Hanted sutlawed large-scale land war long ago, tens or hun-
dreds of small skivmishes explode during this time, 25 the
unforgiving heat only sparks the tempers of proud samurat and
their masters. The Lion are infamous for taking insult at any
small offense, or atrempring 1o wrest nearby farmlands from
other clans, Often, a Lion ambassador will state that Tion farms
will not be able to support the armies of the Emperor, and
demand another clan (usually the Crane) allocate some of their
land ro the Lion. Mare often than not, the other clang flatly
tefuise, The Lion's response is simple — they decide to see if the
other clans can defend their borders with force as well 25
words, The Crab also use this tactic, citing their never-ending
battle against Fu Leng sz 4 conetant drain on their resources.
Other small skirmishes develop over border disputes broughe
up during the previous winter couirts, or insults suffered
during that time. All of these are generally allewed by
the Emperor, for it is wise net to allow the clans to
become too weak in times of relative prace.
However, if a war cscalates oo much, the
Emperor will dewsnd that the fighting
cease; [or the goud of the Empire. This
demand comes only once from the Impe:
rial Gity — if the Emperor's words are
not heeded, the intercession of the
Emperor himself follows, something
few lords are so fonlish as to hring
down upon their clans, Al

Ciourtiers generally spend the e
summer delivering messages for ¥
clang at war, Depending on a clan’s
position and attitude, a courtier
could be desperately secking
alliances or other ways to end
a fight, or smugly goading the
emissaries of his clan’s rival Less-
important courtiers travel the
countryside; wooing the favors of
other families, or cureying out the
terms of treaties made during the
winter. This is generally the most
inacrive time for 3 courter, and
many use this time to improve
their position in their own
family ar clan. Summer
provides such an opportunity
— though the setting of winter
courts is hardly tame, many fake
notice of a courrier crafty enough to flourish during the
unpredictable and harsh times of summer

On the sinth day of the Hotse, the Chrysanthemum Festival
honors the day on which the Kami are believed to have fallen
to the carth. It lasts one day, but the customs of the Clirysun-
themum Festival make it perhaps the most popular celebra-
tion of the year, For eight days, four days before the festival
and three after; all labor stops; not even the peasancs rake up
their tools. Ouiginally, this festival celebrared borh the foutd-
ing Kami of the clans and rhe Hanrel Dynasty'’s connection to
Laly Sun. However, since both the Hantei Dynasty and Amat-
erasu have passed Into history, the modern festival fFacuses
more on the connection of mankind to the Celestial Heaverns.
O the fourth day following the Chrysanthemum Festival, the
minions of the Shadowlands have historically created a

Dragan Clase Titevwec Mo

bundire and performed foul and bloody rituals in honor of
their dark master. Unforrunate captives would be thrown inta.
the fire as sacrifices 1o the power of Fu Leng. This honfire
could always be seen from the watchtowers of the Kain Wall,
and was said to celebrate nat what has happened, but whar
was to comie — the day Fu Leng would rise from the Festering
Pit and steal the power of the Imperial House. For the past
seven years, however, no such bontive hag been seen; the Crab
cannot decide whether the change is encouraging or
cminous,

FALL
“kor nows veturn loour ancestral home, Matsu Tauko said, lookingfo
the honzon, ' When the winter thaws, we will fintsh our fecd 1iith
the Crane as we shoidd have long age”
— Miva Hatori's An Empive in Elames

The end of the summer season is heralded by the
vearly monsoons. The remendous winds and rains|
provide whar i5s needed for the rice to reach proper |
marurity. However, monsoons can destroy other
crops which are not tended properly: whear
for instance, can-easily be drovwned by the
tain, or ripped from the soft ground by
the wind. Fall is also the season ab
harvest and tax collections. Farmers
must have their shave of the crops
ready for the daimyo's men to
collect, as well as any other raxes
that the village is responsible for,
Generally, taxes are collected inthe
form of crops harvested or otle
resources of food (such as fish), but cet-
rain large villapes are also known for
their artisans or other services and must
pity an amount of @y in colned koku.
Autumn brings an ultimatum to
the clans fighting with one another —
end your barttles, or srarve and freeze,
The clans all have fresh foodstuffs to
hting to their armies after the harvest;
but time is against those who wizh to
continue fighting in the Empire.
Winter troop movement is nearly
impossible, and armies which de noe
withdraw in time may be stuck in the
first snow of the year, It could rake
them months to return to their homes,
in which time most of the army would have
starved. Bushi and courtiers must work together closely
duting the Bl to avert disaster for theis elan I clany forces
are caught in the snow, there is no doubr thar clan will be
humiliated aud mocked for the entirery of the winter. How-
ever, things are not as simple as a quick rerrear to an armys
homeland. For example, If the Lion army had attacked in
order 1o gain rice paddies but did not gain their objective, the
Lion general would have a lot to answer for. Samurai lives loo,
supplies used, and time spent for nothing generally do not
look good to s general’s lord. An attacking army has to present
something to demonstrate the profitability of its etfort —
hostages are appropriate, or supplies of some sort,
Couttiers find themselves busier now than any other time
of year. Preparations for winter court are of foremost impar-
tance. Only the truly honored and gifted are invited tothe




Emperor’s Winter Court, and travel arrangements must be
made for the winter courts across Rokugan, Though the
Emperot’s is the most impotTanr, most clans atempr to send
some of their most capable courtiers to the various winter
cotrrtain the lands of other clans The Scorpion and Crane are
present at nearly every winter function, their business being
everyone eleets business The courtier also finds himself work-
ing with the bushi of the clan mere than usual, as the conling
weather leads to negotiations to end the summer fighting The
clan usually relies on its courtiers to save face if the summer
camnpeigning has gone badly. A common tactic when an atrack
has gone awry is to humbly withdeaw, stating that the enemy
has defended honorably, or to inveke the will of the Fortunes
in ending the fighting, Few clans can rake such withdraveal
with anything but polite agreement, lest they appear as
ungratelul o1 impious upstarts.

The final day of the mounth of the Dog, the last day of fall,
sees the Bon Festival, This festival hunors the dead, and is a
time of both communing with the wisdom of the ancestors
and bowing to their Judgment, It Is the most rirualistic of the
festivals, as calling upon the wisdom and guidance of the dead
i a very setinus matter. Every major city of the Empire is
bedecked with representations of the Elemental Dragons, the
Creat Kami, white-faced ghosts, and famons spirits of the past,
Kyuden Doji is filled with great basins of water from the sea
into which the Lady Doji disappeared, and the inner rooms of
Fyuden Bayushi acquire similar decorations filled with the
water of the holy lake both Bayushi and Shosuro rest in, It is
during this time that the spirits of the dead are closest to the
lands of the living, and the ancestors inspect every action of
their living heirs, The festival ends with the lighting of small,
colored paper lanterns, marked with the names of the spirits
of those who died within the past vear. Those spirits whe are
unable w (ind theie own way o Tigoku use these lanterns as a
guide o prace.

VINTER
“Siow falls quictly during this time, reminding ws all that there is
mere ire the Trapire than the simple fury of the summer heat, war,
and violence. The Heavens themselves ensure thal Rokugan laows
I.i'lj.!l_"

— Asahing Kimita

Winter is perhaps the only respite that a Farmer will ever
know. Rokugani winters can be as terrible a5 the summers,
with fierce snowstorme and sleet making outside labor nearly
itnpossible. In this season the peasants repair structures in the
arca, work on their tools, and set sbour crafting things for the
village. Most time i5 spent indoors, and many people custom-
arily gather in a single peasant’s hur for the night. Since Reku

gani winters are so cold {especially in the north), sources of
Liear are invaluable, and wise peasants conserve such
resources, Thus, each night, several peasants house portions of
the whole village in their homes, using the candles, feewood,
and other sources of hear rationed for one house to warm
many people.

Bushi spend the winter either training or braving the
winter courts. Though troop movement across the Empire is
nearly impossible during this rime, most militant families
reserve large areas of their lands that are conducive to train-
ing. Promotions are awarded shortly before teaining starts —
those soldiers who performed exceptionally well during the
summer campaipghe ave awarded titles of honor, land, or posi-
tion, and sometimes all three. The samurai so honored tutor

bushi who are deemed less capable or fresh from pempuldos.
Bushi who choose to attend winter court are either versed in
the ways of politics, or serve as yoilmbu w the courtiers and
shugenja who arrend o such marters. Almost every winter
court sees ar least one duel of honor, and those who follow the
way of the sword must be present to ensure such things are
settled properly and correctly, Generals who can maneuver on
the battlefield nf the court are inwaluable to their clans, as they
eliminate the more complicated task of having a conrnier
attempt to steer the clan into s more favorable military posi-
tion tor the spring and summer seasons.

Winter courte are to the courtier 45 summer Campaigns sre
to the general. Diplomats conduet dangeroue plote, heping o
pit their enemies sgainst one another, curry the favor of clans
they wish to ally with, end gencrally bring the faver of the
Empire upon their clan ar all times These ploys generally
follow the rule of "nothing ventured, nething gained," so the
ruost anbitions courtiers often risk much for the sake of their
vwn persotal glovy, or (more often) that of cheir family and
clan. The most famous wimer vourt is the one atended by e
Emperor, who chooses a different locale each year The exact
location of the Emperor's Winrer Court each vear is a grear,
though quiet; contest between the political engineers of the
clans, as itis a great honor to have the Emperor spend the
winter in your lands. The best and brightest of Rokugan's
courtiers, intellectuals, artisans, and athers are showeased
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here, and move in an intricate dance of politics and friendly i

rivalry around the Emperor and his clogest advisors. Gener-

ally, the Champions of the Grear Clans attend this Winter

Court, as do representatives of the large families of Rokugan,
The maneuvering done during the long winter monthe will
certainly be felt during the coming year, if not longer

The year-end festival, called the Toshi no Ichi, commences
om the day before the New Year's Festival {the twenty-cighth
of the day of the month of the Tiger), and prepares the Empire
[ee the coming new year, Participants invoke rituals meant to
prepare Rokugan for the visit of the Sun, the Fortunes, and the
leami, as it is said they look down upon the Empire with great
Inrerest at this rime. Peasanrs hang a rope of straw known as
theshimenawa inside thelr houses so thar the evil spirits of the
old year cannot enter. These ropes are burned at the end of the
festival, with the other parts of the celebration. Homes pre-
pare a toshidana, a special altar rovered in rice cakes and sake,
to honer the epirits of the new year. At dusk, the temples of
the Brotherhood of Shinsei are emptied, and their walls and
Hoors serubbed clean with fresh water The monks then ring
the balle of the temple forti-nine times, seven times seven, for
the benevolent and wrathful faces of the Seven Fortunes, and
invite the peasants and nobles back into the remples.

R= _OF
TI‘-'I% LAND

The Emerald Empire of Rokugan is a vast and varied land.
A multiende of different terrain tvpes can be found wirhin s
horders ag well as 2 dizzying array of natural and spiritual
creatures. Althongh thoge teaveling through rhe Empire have
ageneral Idea of what can be expected in terms of weeather and
wildlife, there ate always surprizes, and they are not always
pleagant.
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The weather in Rokugan is as varied a5 in any ather land. The
Empirek lengthy eastern coastline ensures that enough mois-
ture moves inland to keep Rokugan largely temperate,
Urought is uncommon, although the far western reaches of
the Empire, such as the Unicorn heldings, occasionally see
such a misfortune.

Although posgessed of mild weather, the Empire noncthe-
less has significant problems with its environment. Due to
number of factors that include both geography and the wrath
of the Fortuncs, Rokugan experiences problems with various
natural disasters, all of which take a terrible toll on e peuple
of the Empire,

| ERARTHAQUAKES

Earthquakes have occurred in virtually every part of Rokugan
throughout history. While some regions are more prone to
such incidents than others (auch as the capital dity of Otosan
Uchi, which experiences tremors on a regular basis), they are
simply accepted as a sign of the disapproval of the Fortunes,
Osane-Wo in particular is considered (he source of many
earthquakes, as he uses his powerful thunder o shake the
earth beneath those who displease him. In mountainous
regions, earthquakes often cause a secondary problem: land-
shides,

TSVRARI

Earthquakes of significant strength that occur undersea can
lead to the creation of the gigantic waves known as tsunami.
These waves are an incredible force thar desrroy virtually
everything in their pach, Entire villages or even cities can be
completely wiped out by such waves. Unforrunately, there is
very lintle warning when such a wave approaches, harring the
presence of extremely powerful shugenga sensitive to the ele-
ment of warer. For the most part, tsunami are only recognized
when dockhands see them approaching on the horizon. By
that time, there ic little the aceupants of a coastal village can
do except Hee for their lives, Some waves ate so large that they
cinnot be cutrun,

TRIFUN (HURRICANES)

Moving in fram the sea, taifin are forces of unbridled destruc-
tion. Their powerful winds shred unstable buildings with
frightening ease, and the massive waves and subsequent
flonding often finish off what little remaing when the winds
are finished. Fortunately, tropical storms are another disaster
that can be predicted and anticipated, so often those in its path
have an opportunity to flee.

FLOODING

In the aftermath of a tsunami or 2 severe mifun, flooding is not
uncommon. Unlike the tsunami they sometimes follow,
however, floods arve a disastet that can be predicted and even
avoided if the necessary supplies and manpower are available,
With the Empire's primary food souree, rice, being an aquatic
crop, the people of Rolugan heve developed great skill in the
construction of dikes, canals, and dams. Although flash
floeding is occasionally a problem, such as when drought
arcas suddenly receive torrential rain or a tivers of snowimell
from the mountains, most Aooding is easy 10 see coming and
can be diverred approptiately,

FLORA

Eokugan is home to an incredible variety of plant life, Nearly
every type of Hower, chrub or tree bears some mesning in
Bokugani culture, and all serve a purposc in the Empires:
society, even if merely decorative, The gardeners among the
Kakita and Shibe artizans skillfully combine different forms
and types of plants to create majestic beauty in even the.
simplest gardens.

FLOWERS/PLANTS
Arrowroot, azaleas; barley, bellflower, bramble, camellia,
carming; cattail, cherry, cherry blossom (sakura), chrysanthe
mumy, cinnabar, cucumber, cumin, Fruit trees, grass, hariju
root, hay, hemlock; hollyhock, honeysuckle, iris, kempi,
lichen, lily, lime, lotus, metning glory, moss, mulberry, vats,
oleander, onion, orchids, peony, persimmen, plum, POpRY
(keshi), reed, rose (bora, sallron, snapdragon, sorghum, straw,
vines, watetlily, wheat, wisteris, and varmow, '

TRE=S

App'c, ash, balsa, bamboo, hansai, c:dar, cypress, chony, fir,
hackberry, juniper; lacquer, mahogany, maple, cak, oringe,
peach, pear, pine, poison ivy, rattan, sandabwoud, spruce, teak,
and wicker.

Constructivn materials originate from tees a grear deal of
the time. Rukugani architects build the interior of palaces and -
estates mostly from wood, although wood is far less utilized in
the construction of military institutions. Ramhon paper and
tice paper ate also highly prized as decorative and delicate
interior design materials

FAUNA

Rokugin is # land where spirits are active in the lives of mortals
every day, and even the gods can inrercede if the affairs of man
caech their interest. In such a setting, it can be easy to forget
thar a wide variety of natural creatures call the Empire home
Although most species that are fonnd in Roloagan have & wide
natural range, some animals can generally be found in one
region more often than others,

.. Mountainous regions, such as those held by the Crab and
Dragen clans, ave often home te hardier and somewhat mare
aggressive epecies such as bears, cougars, mountain goats,
badgers and the like. While not necessarily hostile, these
creatures should be taken into account when planning travelin
such regions,

Begions with relatively open plains, such as those held by die
Lion and Unicorn clans and to a lesser extent the Crane and
Scorpion, tend to have much milder wildlife, The plains of
Rekugan are largely sewled and see a fair amount of wavel,
deiviig away many animals. Deer, wild horses, pophers, and 1
wide variety of small game is common in these areas as well s
the occasional predator such as a cougar, lynx, or panrher

Areas of dense forest or jungle such as those held by the
Phoenix and Mantis clans as well a5 the Naga race tend tosea s
much broader range of animals. Virnally anything can be found
within such places, although bears, boar, tigers, monkeys, stags
fooces, small game, and others are the most common,

A shott list of animals generally found throughout
Rokugan includes: badger, bat, bear, boar, cat, chamelean,
chicken, cougar, deer, dog, donkey, fox, frog, goar, gopher,
horze, lion, lizard, monkey, meuse, mule, ox, panther, pig:
pony, rabbit, rat, sheep, snake, squirrel, stag, tiger, tortoise

turtle, wolf, and yak.



CUSTOMS
AND LAW

GOVERNMM=ENT

“The destiny of an Empire cannol be ruled by a lesser mar than this,
nor can wmighty souls be concerned with mortal matters. His is the
realm of the Sun and Moow, the Celestial Heavens. Ours, to live
helow him, and be content”

— The Lady Seppun

The governmental system of Rokugan is at once simple and
deeply complex. On the sutface, the Emperor is the final
authority on all laws, The Empire belongs to the Emperorn
who rules with the consent of the Celestial Heavens, As the
Heaveus put their fith in (e Emperon his word is absoluie
and carries the weight of Lord Sun and Lady Moon, While this
absolure power seems easy to abuse, it has only been perverted
notably once in the history of the Empire. The Emperor has
always taken great pains to ensure that his son would do the
ruling dynastys name honor

Since the Emperar is a busy figure, he simply cannar
handle all affairs of justice. The Emperor’s highest agent of jus-
tice iz the Emerald Champion, both his personal bodyguard
and chief enforcer of the Imperial Law in Rokugan. Under the
Emerald Champion are thousands of Emerald Mapictrates
who roam the Empire, helping the Emerald Champion fulfill
his awesome durp Those who are appointed to the position of
Emcrald Magistrate arc capected to act with the justice of the
Imperial Son of Heaven in mind, and nething else. Magis-
trates often must put aside matters of clan or family politics or
lovalty in order to stay true to their station. Clever Magis-
tntes, however, find ways to use theiy position w gain fvors
sl honor for their clin withow compromising the honor of
their office.

The clans also have their own magistrares, chosen by
daimvo across the provinces, These magistrates carry out the
law of the Emperor as well, but generally only within their
families” borders. These magistrates ave slightly lower in sra-
tion than the Emerald Magistrates, but still command respect
They are considered the hands of their lod, and in most cases
can act with the authority of the daimyo they represent.
Unlike the Emerald Magistrates, however, they almost never
have to work in 2 manner that may harm their family or clan,

An office similar to the Emerald Champion is the Jade
Chatmpion, The Jade Champion is the authoricy of what is and
is not maka {the forbidden blood-magic) within the Empire,
The Jade Champions inquisitors are to him as the Emerald
Magistrates are to the Emerald Champion. Though maho isa
transgression of the Bmperor’s law, the Jade Champion is far
better suited tw landle such veeull matiers than the Emerald
Champion.

Fach bitof land 15 usually governed by 8 minor daimyo who
has the duty of making sure that the pessants pay their taxes,
and that the province keeps in line with Impertial and clan L
These minor daimyo report to either a more important lord, or
even the daimyn of 2 farily The family daimyn 15 responsible
for all the lords under his command, and reparts to the Cham-
pion of the elan, The Champion of a clan answers only to theee
people — the Emperor, the Emerald Champion, and the Jade
Champion,

el -
CRINE AND PUNRISHMENT
“Lady Sun knows my sirs Cinawa caid as he washed his face with o
cool veg, ‘and she is punishing we for them nou
Miya Hatori's An Akodo’s Shadow — The Tale of Ginawa

A violation of the Emperors Law offends the Celestlal Order,
the Heavens, and over a thousand years of tradition. In a soci-
ety as fivated on order as Eokugan, even the slightest trans-
gression can bring dire consequences. Generally, however,
smnaller crimes can be forgiven with the proper procedures.
Like evarything else in the Empire, justice, trial, and punish-
ment are ritualized, and many times the outcome iz already
known before the mandatory matters of long, tormalized
etiquette are tended to.

In Rolmpan; people die every day 1t is seen as a natural part
of the eyele of the soul, so death and murder can be scen as an
inconsequential matter, or a crime of degree varying with the
circumstances. Ionotless assassination is a crime punishable
by execution, but if someone s killed in an honorable fashion,
the olfended Gunily can call for a blood feud and liule else,
Almost any time someone is killed, the deceased's family may
claim the right of vengeance. Duels are abways considered the
flnal marter on such marrers, and to carry on seeking
vengeihee ot reparations after a duel is against Imperial law

In maost other matters, the law of Rakugan is severe and
inflexille. Theft and forgeey are punished by execution. Trea-
zon against the Emperor is the worst crime of all, and the
offending parey can expect to'he executed dishonorably, along
with his wife and children, while his house iz razed to the
oround. The names of such traitors are expunped from the
Imperial Histories and the Emperor almost always commands
that the traitor’s name never be spoken again. If a crime is
cotmmitted by a child not yet past his coming of age, the con
sequences of the childs actions fall upen the father, A villager
who commits 4 crime brings the repercussions dewn upon
the village headman instead of himsclf

I all cases, testimony must always be gathered before judga-
et can be provounced, Bridence has litde place in the
courts of Bokugan; as 2 Scorpion magistrate ence said, “Any
fool can leave a trail of bread crumbs leading w an innocent
man." The Xirsukl family of the Dragon clan has nevertheless
practiced the radical method of its founder for 250 years now,
favaoring evidence 452 way to procure testimony. While seill
openly mocked and ignored by many daumyo, it 15 slowly gain-
ing respect in the courts. Confession from a criminal is testi-
mony sgaingt himeelf, and such confessions sre often
extracted through torture, Testifving Falsely is another crime
punishable by death, as it violares the very method of justice
laid st by the first Hantei,

Execution iz viewed as honorless; and in many cases dis-
hﬂnﬂmhtt. A Elcﬂﬂ Ei.f_'ﬂth COTnCS frDlT.l. tl'.l.’: I:ilﬂd{h Bni:l mnn}r
samurai who wish to avoid death in such an ignoble manner
claim the right to commit seppubu with their own wakizashi
This is considered an honerable and comect way 1o atone for
one’s crites belore depaiting ro the land of the dead. 17 the
crime and criminal are deemed unworthy of such an act, the
samurais lord will hand him a wooden blade in response w
the request — an indication thar the daimyo believes the
samural 5 o cowardly o perform a wue seppulou.
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TRAVZL

T maie upor yout fear like a clear and solid path. The ground I fread

wpan will be your soul, and the horse I vide is your own sightmars”
— Daigotsu

Ar the davmn of the Empire, the first Hanrel commanded that
roads be constructed o connect the Imperial City, Otosan
Uchi, with the palaces of the Grear Clang Thesa roads were
designed for the Emperor himself to travel upon. Where the
land will support them, trees canopy the toads, protecting the
Emperor from foul weather and shading him from the midday
heat of tha Sun.

Along these roads ate way stations staffed by younger samu-
rai, ugually the apprentices of Imperial Magistrates, Theze
samurai serve as scouts in the case of invasion, and help defend
in the event of bandit attacks. They are generally charged with
assisting travelers and keeping order in the general area, and
have one or two shugenja on hand at any given time, just to
be sure,

Though these roads were intended for the Emperors wise,
they're just as useful to the clans and their samurai, As they are
the most direct and carefully mainrained roads across the
Empire, they are capable of moving large amounts of people at
any given rime. While this is good for those who wish to travel,
it is not so good for those who wish to keep secure barders. In
arder to travel the length of the Empetars Roads, one must
earry travel papers from-the daimyo tharpresides over the road
yous are traveling through These papers are checked each time
a traveler passes a way station or crosses a border bervreen clans,
Higher-ranking daimyo (or their magicrrates) have jurisdiction
over greater lengths of road, For example, the lord of Whire
Petal City in the Kakita provinces can grant semeone the right
to use the roads near White Petal City The Eakita daimyo could
grant aceess to ell roads in the Kakita provinees, and the Crane
Champion can grant access to any of the roads in the lands of
the Crane elan, The Emperor, of course, can grant access to any
road; anywhere. They are his, afrer all. Emerald Magistrates and
Lepionnairves may tavel (e Emperors roads s their duty com-
wands. Emerald Magistrates may write temporary travel
papers for anyone they deem worthy:

Traveling off these roads is 4 risky marrer. Close to the
Shadowlands bordet in Seorpion and Crab provinces, one can
easily run afoul of beasts from that land. Fven sway from these
hostile areas, one runs the chance of being waylaid by bandits.
Uin top of these two complications is the simple matter of rer-
rain. The roclky mountains of the Dragon and Phoenix lands
can be o considerable obstacle, as can the forests of the Unicorn
and Scorpion lands. Another advantage of traveling on the
roads is that you're in plain sight of the family whose land
you're traveling through, Someone caught snealiing sround the
fields of the Crane without papers will be deale with much
more severely than someone who attempts to enter the Crane
lands by road, but with no papers.

oft (FACE)

“Scorpions wear masks because they need more than two sides of o
sraiith to speak out of "
— Doji Nagori

Diespite the importance of truth in both Rokugan's texes and
laws, the Empire has customarily been more concerned with
appearance than with facts. Those who speak sincerely are
believed over those whe speak the truth poorly in court. A&
rharacter’s on (which loosely tranclates to “"face” or

“respectability™) is a measure of how well-tended a characteri

reputation i5. Thiz is something a little different than honor ar

eoncerns of glory Thangh Akodo Tadenori may be an honoe

able man and known as 3 capable general, if he is sesn asa
stammering, stuttering fool in court, his on suffers.

By contrast, a worthless, dishonorable samurai can etill com-
mand respect if he keepe up appearances with the right people.
The battlefield of the courts iz where on tends to be most
itnportant, 43 s man's reputation can kill another before the
chance to engage in a formal duel even appears. Those whaose
on carries 1 reputation of impressive ability are Tarely chal-
lenged, as their oppoments do not wish to risk appearing fook
ish, and a samurai with @ reputation as 2 highly shilled duelis
cat haugl ofl chiallenges from those who are perceived as lesser
vpponents, even if his reputation is in no way justified.

HONOR

"For the Empire.”
— Toturi the First

The customs and protocols surrounding honor could take up.
volumes. (f all the questions in the Empire, the most debapad
questions are "What ic enlightenment?” and "What is honore'
Both are similar in the fact that mere words cannot Fully grasp
the idea. Those who are enlightened simply know it, as are

those who are truly honorable. The closest that words cometa

defining the concept are the Seven Tenets of Bushido set
dewn by Aliodo himsclf

Gl (HONESTY)
In Roleugan, truth is 3 way of life. Even the coldest Scorpion
lemowrs that in order for a lie to be eftective, he must fivst know
the trath. Adhering to the truth is perhaps one of the mose dif
ficult aspects of the somurai’s life. However, it is commonly
sccepted that those who lead an honorable life and careya
purc aoul have nothing o fear from thae which is true,

3 (COURMGE)

The burdenz of those in the noble caste are not always easy
Although they lead 4 better life than the peasants toiling in
the.field, they face far greater dangers then & simple farmer
may ever knowe Samurai and shugenja place their lives onthe
linc for their lord, and even the courtier in the protected heart
of Otosan Uchi must take risks that could lead to the downfill
of his house and family. Fear touches the heart of all wlo must
stand for what they hold dear, butwliat is imporiant is that the
samurai stands ebove his emotion,

JI (COMPASSION)
A truly wise person tempers the power he holds over ethet
with compassion for them. A great leader is not one who over
wotks and taxes his peasants until he has the most lavish
palace in the land. So, too, are the wisest samurai those who
understand thae mercy is o fundamental principle of the
Celestial Order, and the law of the Emperor.

7E] (COURTESY)
Though strength of arms iz the place of the samural, it is ot
the only aspect of their lives. What separates humans from the
lesser beasts that Sun and Moon created is our ability w create
culture and ace civilized. Respect is important, as ic keeps usin
live witl the traditivns of vur ancestors, and can bring peac:
where needless bloodshed would otherwise reign.



REYO (HONOR)
All dealings within the empire revolve around the concept of
honor., It is the binding torce of honor that keeps Bokugani
society together, and allows those of the samurai caste to focus
their minds properly. Barbarians have no concept of honor,
and thus, arc not as elevated in the eyes of the Heavens as ate
Rokugani,

RARGTS (SINCERITY

Those who say something are bound to their word. Sinceriry
i ditterent trom truth, becauge someone can mean something
thor iz not true. It is then their dury to make it true. Sincerity
iz also absolute and truc belicf in wheat you say. In Rg!-r.ugan_.
sincerity is important because customarily it is 1 measure of
truth. Though something may sound impossible, if itis said in
a sincere matter, it may very well be believed,

CHUGD (DUTM)
Finally, whar defines the life of every being in the Celestial
Order is their duty. Everything in the Order serves something,
and it iz against everything the Heavens have dictated if somc-
thing should refuse to accept their duty, and their place, in the
Order. Even the Emperor must bow before the might of the
Heavens,

GAMES
“When you belteve you have cordrol of the board, be sure the picees

you play with ave fruly yours”
— Bayushi Sunetrea

Lilee many things in Rolugan, the games of the noble class are
fir mete meaningful and complex than they appear on the
surface. Samurai are expected to be capabile of coltural pursnits
aswiell as the study of war, and a shugenija or menlk whe cannot
participate in the pastimes of the noble elite are generally the
subject of a lot of jokes.

Though there are many games that the samurai caste
engages in, ¢ few are played with quite o bit more frequency
than others. Often times, simple games of Go can fll in when
a duel would not be appropriate. Generals have been known to
defer to an enemy commander in minor skirmishes if he is
known as a master strategist at Shogi. Still other times, just like
it our workd, being able towin at such a game gives the winner
i prychologicsl advantage over the loser, Winter courts are
known for their greatr gaming contests where favors, glory, and
honors are heaped upon partloularly skillful competleors.

6o :
The most commen strategy game in Rolugan is Go. Bveryone
hnows what Go is; nearly everyone knows how te play, and
does so often. The rules are so basic, and the simple matters of
stratepy easy enough to grasp, thar Go is most often the pame
of choice berween two people who wish to pass the time
topether siring down.

Go s plaved on a flat surface, with a playing field of nine-
teen horizontal and nineteen vertical lines creating 381 infer-
sections. Hoth players command a get of colored stones, tradi-
tionally black and white, which they talee turns placing on the
intersections. The ubject ig to contral the highest number of
contiguous intersections by surrounding them. Cnce a stone
is placed on the board, it will net move unless the other
player'’s stones surround it, in which case it is removed from
the board, In Bokugan, every game of Go is played to its end

o suattes how [utile onels pusition is. Whien Lo P]H;}"I‘:I:ﬁ Liave
played all their stones, the game is finished.

Go is seen as an excellent way o reach tacrics and straregy
in the sbstracr. Antelparing the other plaver's moves is key in
becoming a master of the game, an ability that is useful to any
would-he general. Go tournaments are frequent, though rhe
maost anticipated are held ar Otasan Uichi in the snmmer
Currently, Hantei Naseru is regarded as the most skillful

player in the game, though he rarely plays for public spectacle,

SHOGI

Much like chess, the game of Shogi is a favorite among the

maove scholarly members of the Empirve, and is plaved in a very ;

similar tnanner, Thoogh nat as popular as the game of Go,

shogi is alsn considered a very ractical game, and many samu- |

rai find it 4 suirable metaphor for the art of war.

The game of Shogi is played upon a surface of sightv-one [

squares, nine scross and nine high, The pieces are played in
the equares of the board, with both players controlling nine-
teen pieces of ten different functions and names. The pieces
themselves are usually made of wood, and are obelisks with o
point on one ¢nd. There are kanji on opposite sides of the
obelisk — one denotes the piece’s regular value and the other
denotes the picce’s promoted value, Captured picces are
retained by the capturing player, who may then bring them
baick vmio the buand at a stcategically appropriate tine,

The ten pieces are named, and move and caprure as follows,
with the starting number for either player in parenthesis:
= King(1) — Moves one square in any direcrion

* Rooll1) — Moves forward or sideways as far as the player .

wishes
+ Bishop(1) — Moves diagonally as far a5 the player wishes
» Gold Ceneral(2) — Maove one square in any direction,
except diagonally bacleward
» Silver Ceneral{2) — Move one square forward or diagonally
+ Knight{?) — Move two spaces forward or backward, then
one space to the side. May move over other pieces
s Lancer(2)  Move any number of squores forward
= Pawn{9) — Move forward onc squarc at a time
The object of Shogi is to capture the other playet’s King
piece, Akode Soko drew up the official rules of Shogi about
200 years ago, some time after the Unicorn brought the game
1o the Empilre upon their return: The grand waster of Shogi is
given the title soka-meijin and offered fealty to the Lion Clan
in honor of Akodo Scko’s work. A new soho-meijin is deter-
mined when the current one becomes forry vears old. Akodo
Ryumi, the curcent soko-meijin, was killed in inirial skir-
mishes with the Dragon Clan, and the position of honor has
vet ro Bl e anorher

REMARI

For those with # taste for more physical contests, the Winter
Court offers an odd game called kemari. The game was intro-
duced several decades ago by the Shinjo, and It has since
become very popular, Kemari is similar to soccer, in that it
uses 4 large leather ball which players may not touch with
their hands. Players stand in a circle and Jick the hall ahout,
attempting to keep the hall from touching the pround. Fer-
haps the strangest part of kemari is that it is played in full
courtly dress: kimonos and pealted black caps. Many plavers
find that maintaiming ones dignity during a game is 2 much
of a challenge as leeping the ball in the air, a subtle metaphor
for the complex life of 4 samurai.
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SURAl

Sumai wrestlers go through intense rituals of purification and ©

meditation before a sumai bout, and spectators come to watch
the ceremony as much as the sport. An actual bout of sumai is
over in seconds, as two massive wrestlers slam into one
another with the intent of knocking the opponent off his feet
ot pushing him out of the ring. Matches are separated into
Four categories according ta the skill and reputation of the
wrestlers, In ascending order, these are jurye, maegashira,
sanyaku, and yokuzuna, Only vokuzuna bouts are allowed at
the Winter Courl, Sumai wurnaments take plice betwesn two
teams of wrestlers who perform seventeen bours befors the
Emperor and his entourage, The winning team s awarded
with a beaudfully crafred masterwork bow. The winning team
is then invired before the Imperial court to perform bugalku, a
complex ritual of ceremonial sonps and dances: the champion
dances while twirling the bow that is his prize,

SADANZ

Another popular courtly game, sadame s the art of
imprompty criticism. Sadame is not a mere insult; rather it is
& biring denouncement of the value of a piece of art, a book, or
even the ethics and morality of another person, Sadame s
almoat always haged upon the legitimate fanles of the target. 1f
a persnn or piece of art is genuinely without fault, effective
sadame may be impossible. At night during Winter Court,
many young courtiers meet secretly to engage one another in
bouts of sadame,

=TIQUETT=
In Rokugan, etiquetre iz allimportant, & samiora with no
notion of etiquette can meet his end just as quickly and a5 bru-
tally as if he took his place on the battlefield with ne lenowl-
edge of the sword. Despite appearances to the contrary, the
courts of Rokugan are very much a battleground, and words
are the weapons wielded by some of the greatest tacticians the
Empire has ever seen.

The basics of etiquette are taught to all semurai beginning at
an ently age, Failure to display proper ctiquette to one’s peets
and superiors will result in dishoner, and in the Empire there
is o greater stigma than dishonor. The following are very basic
elements of Bokugani courcesy that all characiers of samurai

bireh know, and adbere w il they know what is good for them.

BOWING AND KNE=ELING

It is customary when greeting another samural to bow: This is
a show of respect and trust, although many bow merely as a
formmality when such emotions are not actually present. This
practice began during the dawn of the Empire, when samurai
would bow or kneel before their lowd with their hands held 1o
theic sides. This was « way to demonstrate their loyaley by
uffering their unproteceed neck and thus their lives 1o thelr
liege. The practice has continued to this daw.

Bowing is a show of respect between two individuals of
equal social standing. Bushi and shugenja both bow to one
another. The lower the bow, the greater the respect shown to
the person to whom one is howing, Bowing only very clightly
to another is a sign of distrust or disrespect and 15 commonly
interpreted as a thinly veiled insult,

One kneels before a person of obwicusly superior rank.
Samurai always kneel before their lowd, just as they would o
any daimyo of g family or clan, regardless of their offiliation or
relation to that clan. Bven if two clans are at war, a samurai

TERMS OF ADDRESS

GIFT-GIVING

from one clan still kneels, or ar least bows very deeply 1o
daimyo of the other. Doing otherwise would be very risky
indeed. It goes withour saying that evervone in the Empire
bows before the Emperor, just as the peazants of the heimin
class bow before all samura

How a sumurat addresses others can be a means of elther show-
ing grear respect or offering enormous insult, Samurai of dif-
ferenr clans are expected o address one another by the name
of their clan unless it was obvious from their clothing rowhich
family they belonged. For example, calling another samurai
“Dragon” when his kimono very clearly bears the mon of the.
Kitsuki family would be an insul, implying thae his family was
beneath hotice. Unless two individuals are very close, they will
typically refer to each other by their Family names rather than
their personal names. Two samurai of diffevent clans who refer
to each other by their personal names in public are cleazly very
close friends, or may even be distantly related,

When addreasing other, it is traditional to add a suffix to:
their name in order to reflect the relationship between you. If
one is speaking to a friend or at least another of equal ranl; add
-san to the end of their nome. For example, a Lion magistole
working with a Phoenix might refer to him as "Shiba-san®
Superiors always receive the -sama suffix as a symbol of
respect; to refer 1o a superior as -san would be dishonorables
Referring 1o an equal with the -sama suffix is a great compli-*
ment, Berween members of the opposite sex who are closaly
involved or related, there are different suffixes touse, A
woman who iz a loved one is generally addressed with the:
-chan suffix. Conversely, a beloved male receives the kun
suffiz. This is common between siblings or other relatives,
spouses, or close friends. |

Ome other consideration s a term of address is the prefix O-
added to anotherk name. This means "great one” and is o show
of enormous respect and sdmitation to the individusl beingso
addressed, Typically, this prefix is bestowed by onc's daimipo’
only after a demonstration of exceptional service and loyaly

When meeting a host or a superior bor the first time, it is citr
tomary to offer a gitt, Cifts are also given to demonstrate fvae.
or to reward loyal service. The more personal and sentimentil
the gift is, the more meaningful it is. A daimyo that gives his
loyal retainer & pristine gift cleacly purchased From the market
could be cxpressing his disfavor or indifference, bur the same
lord awarding his retainer a battered and stained sword-guard
which had been worn by his own father would be showing
extracrdinary favor o his servant.

It is considered bad form o purchase a gift. A gift should be
specifically chosen because of some meaning it has either for
the individual giving it or to the recipient. The gift ofa
Weapon or armor to another can actually he talen ag an ingulf
implying as it does thar the reciptent either requires protee
tint ot that their latd is nnable to meet their needs accord:
fngh;

When wcceptlng 4 gift, it is customary to refuse the gift v
times before acquiescing. Thiz allows the person presenting
the gift to demenstrate their sincerity by continuing to offer
it. & person who offers a gift once and then stops clearly
not particulatly interested in parting with the object in the
first place,



L=ARNING

There ate two distiner methods to learn a trade in Rolugan,
The first and most common among samurai is attending a
school or dojo. When a samurai reaches a suitable age, nor-
mally somewhere around seven years old (although some
families choose to wait until the children are considerably
oldet), he is sent to a school that will teach him the skills he
will require to serve his family and clan with henor. The vast
majority of samurai attend bushi scheools, wheve they gain the
martial traiving they will reguive o serve thelr clan as sol-
diers, magistrates, and sencdes. A small number po 1o vadous
clan-specific schools for courtiers, yojimba, or even mer-
chanrs. Finally, 2 tihy handful are blessed wich the
ability to speak to the kami, and undergo the
riporous traiting that will allow them ro serve
their clans as shugenja, the priests of the
lramai. Whatever the training, these schoals
usuzlly teach their students for at least gix
years, sometimes for as many as nine,
betore granting them their gampukhu [grad-
nation and coming-of-age) ceremonyt

A samurai taught in o dojo continues his
cducation throughuut his lifetime, even
though he may leave the school for
extended p:rlods of time, Tt is gtncrally
accepted that students whe return to their
sensei and demonsivate a cettain level of
skill and proficiency with the secrets of
the schoel thar they have chus far mas-
tered are ready 1o advance. Such students
aré taught more intricare and compli-
cated secrets of the school’s stvle,
increaging hath their individual
prowess and their value as a servant
of the clan. Understandably, the
sensei of a clan's schools ave very
highly respected individuals
who may have hundrede of dif-
ferent students serving the clan
in various positions.

The other primary system
of instruction, less dommeon
among samnural but used almost
exclusively by the heimin and
hinin classes, is that of master
and apprentice, Samurai crafts-
men and artisans pass on whart they
have learned through this system, choosing
suitable apprentices to study with them for years and master
the techniques they have spent their lives developing. Among
the lower classes, various types of craftsmen including smiths,
carpenters, and stonemasons employ similar methods to
ansure that thair talents do not die with them, but that their
village will continue to have such skills at its disposal.

RDOVENTURERS
It goes without saving that Rolugan is a land rife with adven-
fire. Homeever, with all samairs sworn in gervice toa lord, snme
might wonder how it is possible for intrepid voung samureai ta
wander the land in search of said adventure. Fortunately, there
are 3 number of ways that young and enthusizstic adventurers
can fitd intrigue and excitement acrogs the Empire.

Emerald Magistrare

RUSHAR SHUGYO
The tradition of muchs shugye, the "wareior pilgrimage,” iz
nearly as old ag the Empire itself. The nature of the musha
shugye is such that an individual warrior leaves behind all his
a]].&gia nces, to fami]}r, clan, or an}rrhing else, and simpl}' begins
wandering the Empirve. The goal of this wandering is to
perfect the wartiot's art, most often kenjutsu or some other
specific weapon skill,

While the clans all recognize the tradition of the musha
shupyu, they do not allow just anyone w vodertake one. The
daimyo of the individual in question must first receive testi-
meny from the samurai’s sensei. clearly srating thar the pil-

grimage will greatly improve the samurai's skills,

thereby allowing him to fulfill some crucial function

for the clan. Even wirh this restimony, the daimyo
may refise permission

out any indication of his former clan or family He i
treared as a ronin by all he meets. For all
intents and purpozes, he ic 4 ronin,
He may travel with others, or he
may travel alone. On rare occasions,
several samurai on a Pilgrlrnas:: may
travel together. Once they have com-
pleted their journey and feel they have
little else to learn from wandering, they
return to thein sensel and demonsteate
their knowledge. Then they may be
accepred back inro their clan once more.

EMERALD MAGISTRATES
The Emerald Magistrates are the enforcers
of the Emperor's laws. Some are assigned
specilic regions throughout the Empire to
police, which can range from entice
provinces to specific large cities like Ryoke
Oward, while orhers are given leave to
wander the wilder secrlons of Rokugan,
bringing law to the lawless.
MNewr recruits to the Emerald Mag-
istrates are aften assigned to work in
groups. This allows them to pool their
talents, completing agsignments that
might otherwise require the presence
of 3 mote experienced, ceasoned
magistrate. This also allows the
new magistrates to forge close bonds
with their fellow officers, hopefully creating a more
cohesive force.

A 2o

IMPERIAL CRARTOGRAYHERDS

A legs commen purpoge for adventurers to wander the Empire
iz in service to the Imperial Cartographers. The carrographers,
often members of the Otome or Miya families, are constantly
trying to update and extend the maps of the Empire used by the
Emperor and his court. Although it is unlikely that many
young samural frem the Great Clans will actually find a place
among the Imperial Cartographers, it is fairly common for the
cartographers themselves to require the assistance of several
samurai, Bushi may serve as yojimbo or scouts; shugenia may
advise the Carrographer or communicare findings back to the
caplal.
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Cartepraphers have wolimited (ravel auchorization, but are
often the targets of bandits or other unsavory groups: hence the
need for traveling companions, They also face less predicable
threars, such as the possibility of gaijln encounters when
mapping the northern and western borders of the Empire.

YOTIMBO

Young samurai are often assigned as bodyguards foe aowide
variety of individuals. Important courtiers or shugenja often
reyuire protection, 25 do even minor functonaries of the clans
and families. As mentloned above, cartographers need
vojimbo, as do the shikken, the Emperor's diplomats to the
clans. Even prominent merchants can require yojimbo to
eseort them across the Empiee, such as the famous Shinjo car-
avans af the Unicarn Clan Samurai who choose to see Rolu-
gan in this way {or who perhape are assigned to do so) have
lirtle choice in their destinations, but at least they are always
previded accommaodations.

QTH ERS

There are many ather less commaon means hy which 2 samurai
can wander the Empire, Ferhaps they are scouts for their
darmyo, or even members of the army on reconnaissance,
They might be members of the Imperial Legions who have
been assigned to locate specific items or individuals for their
commander. They could be ronin eeeking a cause to serve or
merely looking for a way to afford their newt meal. They could
be ambassadors, diplomats, magistrates, spics or cven bounty
hunters. Whatever their calling, there is almoest always a way
to find travel and adventure in the Empire,

LANGUAGES

Unlike other realms of similar size, it is extremely unusual
when traveling in Rokugan to encounter any langusge other
than Rolkugani, This is understandable given the Empire’s
xenophobic view of other peoples and their customs. Other
languages do cxiat in Rokugan, but they are exceedingly rare
and spoken only in specific locations or circumstances,

Bokugan has no secret spoken languages. Bach clan lias its
own code that is used in the encryption of spell scrofls and
other important documents, but this cipher is wricten, not
spuken, There has never been sufficient need among the
people of Rokugan o develop secretive languages, not even
among the duplicitous Scorpion Clan.

*gé; COMMON LANGUAGS

This is the language most often used by the people of the
Empire. It is spoken by (e peasanty in the field, the guards in
the barracks, the merchants in the ciey, and even in informal
court settings. There are numerous dialects of the rongue,
making it possible to derermine where a particular individual
might be from based on his diction and enunciation. Most
dialects are clan-specific, although some prosvinces throigh-
our the Empire have developed their own varisnts.

HIGH LANGUAGE

Very similsr to the common rongue, the so-called high lan-
guage is che dialect of Rokuganl thar is used in court and legal
proceedings, It is virtually identical to the common tonpue
except for its teliance upon long, floweary terms of sddress and
overprecise pronunciation. This dislect s alwavs wsed at the
Emperot’s conrt. Lising the common tongue in the Emperor’s
presence fs a grave insult,

BARBARIAN LANGUAGES

COI AND COMMERCE

LABOR

|

This iz the language spoken by ull shugenja when interacting
with the elemental spirits. It is an ancient tongue, spoken long
before menkind walked the world. During the dawn of the
Empirc great minds like Isawa and Tuchi learned to decipher
it and speak it It is now taught to all shugenja o walning
HMon-shugenja could conceivably lean it, but they would not
be able to understand the kami's reaction w their words.

RONHVMAN LANGURGES

Thete are numerous reclusive races in Rokugan that have
their own languages, the most prominent of which are the
Naga and Nezumi. The Nezumi lanpuage is understoed and
even spoken by many Craly, but the Naga wongue is very diffi-
cult to master because of ity reliance upon the Akasha, the
group-mind shared by the Waga people. Alchough humans
can speal: Nags, they can never master it.

Orher races also have thelr own tongue, such as the secees
tive kenku and the sinister Tsuno. Some Kuni schalars theo.
tize that the creatures of the Shadowlands nze an unknown
language, perhaps 2 hastardized combination of Relougani and
Meztemi, bt if so this has not yet been proven.

The rarest of all languages In Rokugan are those spoken by the
gadfin, The low number of outsiders in Rokugan means rhar
very few such languages are ever heatd, much less under
stood. The Unicorn Clan purportedly has knowledge of &
grear numhber of languages encountered during their cep.
turies of travel, although they do not speak of them. The
Phoenix and Tortoise chans are familiar with the tongue of the
Yobanjin, the barbarian tribes to the north of Rokugan, Like
wige, the Mantis have been exposed to the bizerre tongue used
by the Ivory Kingdoms far to the south end west of the
Empire. The Scorpion arc seid to have knowledge of the
Senpet language, used by a race of conquerors from the:
deserts, and the Ashalan tongue, a language spoken by o tace.
that they encountered during their banishment acioss the:
Burning Sands, but again this cannot be substantiated: the
Scorpion refuse to discuss it with those outside the clan,

The economy of Rokugan iz a confusing, constantly changing.
entity. The monetary unit upon which the county's econony
iz based, the koloy, isin turn based upon bushels of tice. Thep
fore, the value of a single koku can Nueiuate wildly from year
to year, I the bacvest has been bountiful, 2 single koku might
e wurth elatively livde due 1o the influx of wealth in the.
marker. During sparse vears, however, a single koku can
purchase a grear deal.

T the most part, labor is stricdy the dowain of the heimin s
Fhysical exection in the form of manual labor is beneath the
inherent nobility of the samurai. There are exceptions to this rule,
ul ourse; during dmes of warir is notarall uncommen for sami
rui o take up repair on forriflcations alotgside their peasant
worlers, bur this is only done in times of extreme need.

Other than manual fabor, theve are 8 few domains where it
is considered inappropriare for peasants to worl. The crafting
of stee] intn weapons, for example, is an art form, not 2 labes
‘Therefore, skilled artisans of the samurai class malke it thaie
role in this world to create implements of grear beauey
serve their fellow warriors.



Peasant Jaborers are nor paid. Their labor, togerher wirth the
maderate taxes upon the crops thae they grow, s the means by
which they repay their lord for allowing them to live upon
and worl his land. This fendal system has proven ics viabiliy
for centuries.

AGRICVLTURE AND INDUSTRY

Agrlculture s the life’s blood of Rokugan: Forrunarely, the
farmers of Rokugan are a hard-working, industrious people,
producing food far out of proportion for their own numbers.
Without the constant vigilance and effort of these farmers, it
iz unlikely that the Empire would ever have survived any
petiod of extended conflict such as the Clan War or the War of
Spirits.

Farmers are assessed up to 60% of their annual yield in
taxes. This is necessary to provide the bamily and clan upon
whose land the farmers worls with enough sustenance for the
gamurai under their command. This means that the farmers
must redouble their cffores during the year to ensure that they
have sufficient crops to not only pay their taxes, but also to
feed their cwn family.

Industry is largely unknown in Rekugan, For the most part,
material poods are individually hand calied. Because of the
perception of craftsmanship as either an art {form or a labur
beneath the samurai class, no one has yer stumbled across the
notion of mass productlon, Formunately, there are sufficlent
craftsrmen and merchants in the Empire to fulfill the needs of
the populace for quite some time,

CLAM, FARMILY,
AND EMPEROR

Asamurais primary loyalty s to the Emperor. As the Emperor
15 the lord of all of Rolugan, he can command any samurails
lovalty at any time, defying even the wishes of the samurai's
dalmyo. (In fact, if the Emperar’s wishes contradict the
daimycts wishes, the daimye is immediately neroorand must
either apologize or tequest permission for seppuku)

Most samurai never have the opportuning to serve the
Emperor directly. For these individuals, clan and family are
generally the most imporrant considerations, If the clan pains
plary, everyone shares it For this reason, a samurai is expected
to think of the clan first. Fvarything else iz socondary The
enemy of the clan is vour enemy. The ally of the clan is your
friend. A gsamurai is expected to unhesitatingly pot his own
personal feelings aside for the good of the clan.

Moet of the time the ende of the clan and the ends of the
family are one and the same. On the rare occasions these come
into conflict, o samurai is expected ro obey his lord (thus obey-
ing the family). If the lord of the family is defying the will of
the clan, then kharma dictates that justice will fall upen the
unworthy lord’s head. A samurai is expected to be patient and
wait for justice, serving his lord dutifully in the meantime,
Delying bushido by betraying an unworthy master will only
suw chaos and make matters worse,

WAR

Though both the Code of Bushido and the Tao of Shinsci
stress the virtue of compassion, the simple fact is that samurai
ire career warriors, With so many powerful factions living in
close provimity wo one another; vying for resources and polici-
cal advantage, open waclare i guite common io Rokugan,

The Champion of a Great Clan may declare war upon
anorher Grear Clan, bur if the Emperor disapproves of the con-

flict he may order it to cease atany time. For the most part, the
Emperor does not approve of his vassals slaughrering one
another on a whim, so wise daimyo seek the Emperors
approval hefore exacting vengeance upon their enemies.
Against a weaket opponent, a clan may opt to attack so rapidly
that the Emperor has no time to intervene (the Lion and
Searpion employ this tactic regularly).

Minor Clans are under the protection of the Emperor,
Mo Great Clan may declare war upen them (though most
Creat Clane are quite adept at interprating rather innecuous
actions as ‘ncts of war” As a vesult, mest Minor Clans tend to
avaid the court when Passible.

LEAOERZSHZ AND
THE FOO& OF SUT A0

There are two primary texts on warfare in Rokugan with
which all competent generals are familiar. The first is Akodos
Leadershap, a thassive volume hegun by the Kami Akoda and
extended by every Lion Champion since The second is the
Book of Sur Tao, 4 compendium of philosophy and strategy
written by the néar-mythical ronin Sun Tao. Each of the two
books has 2 wealth of wisdom regarding terrain, tactics, and
reading the intent of ane's opponent; while Leadership 12
certainly the larger of the two texts, the Book of Sun Tao is
much morc focused and concise. Which of these two volumes
holds the greater wisdem iz & matter of some debate; most
cunning generals draw liberally from both,

The original copy of Akodo's Leadership is the possession of
te Clanupion of the Lion, though lesser copies can be found
distributed throughout Rokugan. The vriginal copy of the
Bock of Sun Tao was lost, though the manuscripts the renin
general copied for the Dragon, Scorpion, and Hantei remain
inract, and numerous copies have been made from rhese.

SIEGE WARTARE

Thie Book of Sun Tao states that "a desperate peneral besieges an
cnemy's ity Indeed, most Rukugani generals dread siege
warbare, and prefer to meet their epponents on even ground
when possible. Siege warfare is long, tedious, and tiresome for
both sides involved. Indeed. a handful of samurai consider the
idea of hiding from the enemy behind walls of stone and
wond to be somewhat dishonorable. (3Most samurai are some-
what more practical, and gladly take advantage of the defenses
their lord provides for them )

The exception to this rule is the Crab Clan Their engineer-
ing expertise and generations of experience fighting defen-
sively on the Kaiu Wall have made their clan the undisputed
masters of siege warfarve. Their catapules, fire breathere, and
battering ramns are far shead of the siege technology of any
other clan, The Lion in particular are impressed by the Crabs
expertise, and attempt to glean a bit of the knowledge of the
Kaiu siegemasters whenever possible,

SURRENDER

Surrender iz dishonorable for a samurai, Indeed, even the act
of offering surrender to o clearly supetior opponent is dishon-
orable, for it suggests that the opponent would attacl o foe wha
was beneath him, While diplomatic ends to conflicts arc
commen in Roleugan, total surrender iz almost unheard of and
most samurai would rather die than even consider it. Naga
shre w stmiluy philosophy and would garher die together than
stand defeated. Nezumi do not have any of these gualms,
though they prefer flight to surrender and capture,
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It is more common fora losing army 1o purchase the safe

(or his champlon) challenges the opposing officer to a formal
‘duel, with the lives of his followers as the stakes. 1F the chal-
lenger wins, then the followers are allowed to leave the field of
hartle with honor 1 the challenger loses, the vicror may do s
he pleases with the lives of the challenger's followers,

SHVGENTA IN WAR
Most large armies keep a unit of shugenja on hand, as a potent
weapon against the enemy, to call upon the blessings of the
Fortunes for the bartles ahead, and a5 a medical corps. Onee the
battle is done, they give thanks to the kami and purify the taint
af blood and dead flesh that ineviesbly esats a victorious army.

Dring combat shugenja are always well protected. Though
thiey are usually not given armor (it is a bushis henor and
privilege to wesr armor) they are well protected by
yojimbo, A yojimbo is expected to give
his life for a shugenja without hes
itation.

Shugenja are one exception
to the samurai’s usual aversion
to surrender, As shugenja are
servants of the kami, they are
treated with respect, and offered
the vption of being taken prisoner
when possible, Most shugenja realize
how rare and precious their gift is,
and how wrong it would be to deny
the clan their power, and readily sur-
render rather than accepting an easy

hattlefield death.
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HOSTAGES
In Rolugan, there is a distince dif
ference berween hostage-taking |
and kidnapping. Kidnapping is the 4
illegal theft of a living person.
Hostages are taken legally with
prior notification to the hostage’s
family. This is done most often to
ensure the good behavior of 2 defeated
enemy. However, hostages just as
frequently cement an alliance:
such hostages are typically the
second sons of the allying
daimyo. This exchange of
sons demonstrates that
cach daiuwo is serious
about Lis wish [or peace,
while practically protecting che
primary heirs. Occasionally these
hostages are requited to swear fealty to their caprors, and learn
the school techniques of their new clan.

During viclent perinds, it is the Emperor's right to invale
the Hitajichi (Hostage) Laws, requiring each daimyo to spend 2
manth of every year in Otosan Uchi. After the daimyo returns
home, his family remaing in the city for anothet month as
hostages of the Emperor, The Emperor could thus greatly
reduce the chances of an organized attack by holding the
loved etes of important figures.

Hostages are treated s honored gueats, not prisonees. A
true samurai would not cndanger his clan’s interests by

retreat of their troops with a formal duel. The army’s general®

Crane Clan viian

attempting escape. Most hostages are actnally quite welrome
among their captors, and are invited to train at their caprors
dogo, leading to the occasional ineidence of 2 samurai adept in
the techniques of 2 rival clan.

TRAVEL DURING WARTIME
With the constant pessibility of war erupting in the Empire,
the Clans protect themselves by keeping strict accounts of any
samurai visiting in their lands. Samurai on official business
must obtain travel papers (a5 mentioned previously) indicar
ing their destination and business. These travel papers are
checked at all way stations and provinee borders, In times of
war, members of certain clans may be forbidden passage
across provineial borders or detained for verification of their
mission,
Imperial Magistrates have permanent teavel papers allow
ing them to journey anywhere in Rokugan, even during
wartime, regardless of their clan Legionnaires require
no travel papers while they remain with their units,
These samurai represent the Emperor, nor cheir clan,
and their duties are not to be trifled with.

DUELING
When one samurai has a dispute with another,
_ the standard means of rectifying the problem
is through a formal duel Tt is nol scoeptable
to challenge @ samurai of higher scagion,
Insults from superior samurai are 1o be
borne with honor, or resolved by onels
& lord. A formal duel must have wit-
nesses; with no witnesses, the duel
technically has not taken place and
the matrer remaing nnresolved.
1t is the challenged parey's right o
determine the nature of the dusl, In the cace:
of two bushi, it is assumed thar the duel will
be trial by combat; in the case of twa
shugenja, a duel of magic
Courticrs and artisans
generally have contests
of wits. A challenged
bushi whe decides
greet his challenger
with a contest of
flower-arranging I5
within his rights o
do 50, bur will lilcely be
branded a coward. A courtier:
or shugenja challenged hy 3
bushi is nsially represented by &
second, ustially a yojimbo or other close rels-
tive skilled in combat. The challenged party and hie’
second share whatever Fate is determined tor the loser of the
duel (meaning that it it is & duel to the death, the challenged
party must commit seppuku ehould his second be defeated),
Typically, bushi duels are resolved with iaijutsu, and arc
taken to the first blood (ketsuiki). The fivst combatant to injure
hiz opponent wins, Shugenja ducls (faryufiai) are also usually
non vielent, as cach shugenja attempts to subjugate the
other’s will through the power of magic. Duels to the death are
technically illegal, as a samurai’s life is not his own w thow
away. However, should the parties in dispute obuin permis-
sion from their lords, a duel to the deach is perfectly legal
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When a duel is complete, the mwatiee is considered oo be
resolved. For berrer or worse, 3 duel is the ultimate arbiteaor
of justice berween two samural.

BLOOD ¥EUDS

When a samurai is killed in an illegal duel, or due to the gross
incompetence of another samurai, ic is the tght of his imme
diare family to declare & bloed fewd. A formal blood feud
requires the written consent of one's daimyo and is essentially
a declaration of war berween the dead samurai’s immediate
family and the offending parry. Those who Intecfers in a blood
feud threaten the honor of the offended, and may be dealt
with as the affending party deems fir. {The Emperor, his
magisteates, lmperial Legionnaires, and nrher assorted
personages of the Imperial Family are exempt.) (nce the
offending party has been killed, the feud has been resolved
and the offended parties are expected to leave the lands of
their enemies peacefully:

COINAG=

As mentioned above, the manetary unit upon which Roku-
gan’s economy is based is the Joku. A single Jeolkn 15 equivalent
to the approximate amount of tice necessary to feed a single
man for a yeat, ot toughly five bushels of rice, A koku can be
broken down into five bushels, represented as silver coins
called ichibuhin (commonly referved to az bu). A bu is further
broken down into twenty small copper coins called zeni,

Individual clans mint their own coins at the conclusion of
every harvest season. These coins are usable anywhere in the
Ewpire, bur all have distinct markings so that the value of a
Lion [avim, ot example, will not be confused with the value of
4 Crane farm. In theory, these coins can be redeemed for an
amount of tice equal w their value from e clan tiat minted
them ar any time. In pracrice, however, this is not generally
done. Instead, the coins remaln in clrculacion, their value as a
representation of food overlooked in favor of their perceived
walie ag 2 mediom of exchange.

CRAFT AND =NGIN==RING

Although not a rechnologically advanced naion, the Empire
nonetheless possesses a number of enpineering innovativas
that sets it aparr from other lands. In Rokugan, the ability to
master the complicated and inrricate system of constructing
huildings; siege enpgines, ships and even standard personal
equipment is considered an are, Tt is passed down from master
to apprentice, changing only very slowly and gradually as new
techniques prove themselves over decades and centuries.
Each iz unique in its own vy, and each is an arr form that
takes a lifetime to master,

FORTIFICATIONS

althongh the history of Rokogan has been largely peaceful,
there have been outhreaks thratighout the centuries of
intense, brutal warfare. The Clan War and the War of Spirits
are the most notable recent examples, bur they are by no
means the only petiods of lengthy conflict that the Empire
haz seen. During times of peace, the clane make preparations
for the conflicts they know to be inevitable. The most obvious
indication of this mind set is the exisrence of forrifications
upon the borders of clan lands,

Most fortifications take the form of 4 string of fortresses or
keeps with watchtowers and guard cutposts scattered in a line

between them, While this cannot prevent small groups from
entering a clans lerrcory unseen, it does make it difficult for
large military furces w approach undetected or enter without
conflict. These forrificarions are designed w withstand weeks
of siege and provide a staging ground from which the clan can
repulse an invading force and, If necessary, counterarmack,

Fortificarions of this sore are usually called shiro Ccastle™) or
torid-e [“keep”). The exterior is comprised almest exclusively of
stone, with any woodwork carefully shielded to avoid flaming
arrows or fire spells. They can house and sustmn large
numbers of troops for lengthy periods of time if supplied
properly prior to a siege. The walls surrounding the acrual
structure have lumber jutting inward, a holdover from the
wall's construction. If needad, slate can be laid acrose this
lumber to ereate o malkeshift carwalk from which archers and
shugenja can assault the enemy’s ranles. Additionally, there are
numerous "murder holes” scattered across the structure so
that if enemy troops overrun the defenses, archers and
swordsmen within can still attack their foes with litele chance
ol reribution.

The construction of fortifications such as these is 2 massive §

underraking, one that is both time-consuming aml expensive
for the clan invelved, All bur the wealthiest clans are
extremely careful to take all facrors into considerarion when
determining if such a structure should be buile and where to
perform snch a feat. Thase samurai with the engineering skills
necessary for such an undertaking are relarively rare, and
most are Found within the Kain family of the Crab Clan ar the

Imperial Miya family. While most clans have at least 2 few |

engineers of their own at their disposal, it is not at all
uncomanoen for them to contract the services of 4 Kain or Miya
to assist it the construction.

SIEGE WEAYONRY

In watfate, a siege situation is to be avoided at all costs. Tt is
extremely dangerous for the besieged, for they could easily
tun out of supplies it they are not properly prepared and thus
face dishonorable starvation or certain death ar the hands
of their enemies. On the other hand, neither is thie sitnation
teniable for the army laying siege: They have to remain in the
field for a long time, taxing both their merole and their own
supplies, and must remain in one place for-a considerable
length of time — always a danger for an invading army.

Mevertheless, there are occasions when a siege cannor be
avoided. Wil their centuries of constant war, the Crab Clan
are the undisputed musters of the sicpe. The Lion Clan are also
well trained in such tacrics, particularly among the Thoma
family. Other families throughout the Empire have experi-
ence with such things, but none can rival the racticians of the
Craboand Lion clans

Kikkagha (“Turtle-shell Wagon"): The Kikkoshaisa
massive wagon with a thick hide ar waoden reof. Up to two
dozen soldiers can be protected by this device The troops
push the wagon across the battlefield, protected from attack
by the roof. Thie allows them to push the Kiklasha up against
enemy fortifications, where they can begin digging through
them. The thick roof of the wagon provides +25 AC apainst
ranged attacks, but requives o cumulative 45 Strength to move.
The wagon is considered to have 50 hit points.

Tosckiki (*stone firing catapules”): A combination
of Crab engineering and Unicorn gadgetry, these catapults
utilize # complex system of counterbalances that reduces the

. MECESSATY Cew (03 mer halldozen, allowing more troops to

take the field of batele. With & well-traipned crew, these
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catapults can be fired a5 often as once a minure, Tosekiki
function exacily like the heavy catapult described in the
Dumceon MasTeER's Guide™.

Kuruma seird {siege towers): Towers mounted upon
wheels, kuruma seird are often 2o 1o 30 feer high with multi-
ple levels. Up to a dozen soldiers can be placed on each level
while the tower {5 pushed against enemy fortifications This
allows the soldiers within the tower ta immediately move
anto the enemy’s walls as well as providing a protected means
for mare troops to ascend the walls.

Kuruma date: These ara large, wooden shields on wheels
used to give troops a form of mobile cover as they
move across the battletield. They are very
thick and are fire-hardened to provide
maximum protection from missile fice.
Troops emploving the luruma date add
115 to their AC against all ranged ateacks,
Archers firing from behind the shiclds are

considered to have three-quarters cover.

Far more aesthetic than the starl fortifica
tions discussed above, the lavish catates in
which the Great Clans house their diple-
matic events are considerably more opulent
and pleasing to the eye. Structures of this sout
are usually called shiro castle the same as
fortifications} ot kyuden (“palace.” often a
more important location than a shire),
Generally situared toward the center of a
clan’s holdings, structures of this type are
designed with much
mote artistic flair. They
ate pleasing to the eve,
Sparing no eXpense to cap-
riure the spirit and essence of
the clan’s philosophies. Kyuden
Dwoji, the palace from which the Doji
tamily rules the Crane Clan, iz a master
piece of architecture and artistey. The
subtle use of paper and woodwork within
the stone construction
of the building gives it an almest ethereal
quality. Many guests have remarked that it
appears as though it were a palace frum 4
child’s fanciful tale brough: o life. In
contiast, the vastle of the Marsu Family of the
Livn Clan, Shiro Marsu, is a proud and regal
struceure thar appears flawless yet severe. Every stone 15 set
Just so, every guard stands maotionless at his post 1t is very
clearly @ majestic and militanr strenghold, one that inspices
pride and valot in the hearts of all Lion who look upon it.
In addition to providing a spiritual center for the clan, an
ancestral palace also hosts a number of diplomatic functions.
The palace of the ruling family of each clan has hosted the
Emperor’s Winter Court on at least one occasion, many of
them multiple times. Wealthier clans also have other opulent
eetates where 1 Winter Court may have been held, such as
Kyuden Kaleira in the Crane lands and Kyuden Asakeo of the
Phoenix.

SHIFYS
OF all the clans in Rokugan, only three Great Clans make reg
ular use of sailing vesscls: the Craby the Crane, and the Mantis.
The tiny Tortoise Clan is alse proficient in their use, but dheir
small numbers make them largely irrelevant to conuuerce amd
watfare on the scas of the Empiie, For the most part, these
clans utilize ships exclusively furcommerce. There have been
naval engagements in Rukugan’s history, but they are very fow
and [ar between,
Ships in Rokugan are somewhat primitive affairs. Shipe
wrighrs have not yet stumbled opon the idey
of the keel, the single piere of wood running
from bow to stern thar provides a seagoing
vessel with much of its stability, Instead,
chips are either hollowed out from a single
piece of wood or cobbled together with
rough boards that only truly form a water-
tight seal when they swell from absorbing
\ seawater, Monctheless, the enterprising
eraftsmen of the Empire have managed
to establish several viable types of ships

that regularly see service in Rokugan,

Kobune: By far the most
common seagoing ship in
the Empire, the kobune isa
simple dugout with planks
added to increase irs size,
They tend ro be herween 60
and 100 feet in length, with s
crew of ranging fram 20 to 300
Kobune are wind-powered, uriliz-
ing up to thres masts that allow
the ship te trangpore an impressive
amount of cargo, often in exeess of

S0 toms.

Sempan: Just as the kobune domi-
nates the seas, 3o does the sampan
dominate the rivers and warerways

of the Empire. These tiuny ships ue

typically 15 feet in lenpih and come

iv twu primary forms: a flac-bor-

temed craft {called a "duck”) and s

similar version with 4 sharper prow

(ralled a "chicken,” and used on

cockier waterways). Sampans are

used heavily by haimin merchante
and the traveling Yasuki traders that
wander the Empire.

Barge: These enormous ships are little more than rafts of
logs hound together with rope. They range in length from £
to 120 feet and can carry up to a staggering 200 tons of cargo,
They have sails, but when fully loaded must either ride the
current or be towed by gangs of peasant laborers from the
short.

Koutetsukan: The so-called “iron turtles' aee
the Crab Clan’ answer tothe marauding Shadowlands beasts
that haunt the Sea of Shadows, Essentially lirger hobune, the
koutetsulan have considerable avmor with spikes of iton and:
jade to destroy corrupted vessels they encounter. Because of
this additivual weight the kouretsukan use galley rowers o’
provide additionsl movemenr, a practice unheard of else-
where in the Empire, The "lron turtles” can reach lengths of
up to 110 feet and require a crew of over one handred samurst

TarstomoKitan —
Mansis Clan Daiwgye




EQUIPMENT

The standard equipment carried by a samurai warrior is, in a
way, far more important than all the complex machines of war
described above. In Rokugan, the samurai's swords are the
most important symbol of his status and position. Even mote
important, they have o deep symbolic meaning as well, A
family’s ancestral katana is passed down from generation to
generation. When one bearer dics, the sword iz passed to the
eldest member of the youngest generation, often meaning
that a grandfacher’s katana becomes the blade of his oldest
grandchild. Qubier mwembers of the family have their own
blades crafied for them, and during their life of dury and ser-
vice the blade will come to represent their ewn soul, which
will be passed down to thelr descendants in time.

The wakizashi, while not as crucial to 2 samurai’s self-con-
copt a5 the katana, is nonetheless very important as well Ir
represents the honor of its hearer. Ronin sometimes go with-
out the second blade of the daisho if they feel they have dis-
honored themselves bovond redemption. A teuly dishonared
samurai must use his walkizashi to redeem his honor through
the ceremony of rirual suicide, seppuk,

Armor and other weapons are not ag philosophically signit-
icant as the daisho, but still play an important role in the life of
g samurai. The creation of weapons end armer for one’s
daimyo is considered a sacred duty, and many weaponsmiths
and armorers are looked upon almast as artisans or even holy
men by other samurat, Every daimyo of the provincial level or
higher in Rokugan bas at least one of each craftsman working
exclusively in their employ w ensue s all diein soldiess are
suitably eguipped.

MRGIC I SOCIETY

The miost powerful shugenja of the Phoenix clan knows the
same truth as the most boorish Crab samurai on the Kato Wall
— the spirits of botl the elements and ancestors are every-
where. Magic, to Rokugan, is not simply a shugenja bending
the elements to his will. Magic is in 2 bind taking Qight, in de
Sun rising each morning. The very existence of mankind is «
form of magic, the blood and rears of the flvst Moon and Sun
mixing together to create something new.

In a more caommon definition, however, magic is what
shugenja make an art of, and even the manks kilio is a form af
magic. While average Kokugani understand that such magic
surrounds them every day, it is still a holy practice, something
to be looked upon with wonder, Shugenja, the most common
practitioner of magic, are hely men in addition to simple wiz-
ards, bringing the blessing of the kami down upon the
Empire. Unlike many other settings, all magic is holy {or
unholy, in the case of maha) in some form beeause all magie ds
connected to the spirits of the Celestial Heavens (or Fu Leng's
realm).

Magic itself is the province of the samurai caste, a proof that
the blessings of the Sun and Moon are upon their childrens

Cchildren — the people of the clans. Octasivnally, peasants ave
found 1o have affiniey for the kami. In all but the mrest cases
this is the same Inner path that the monks follow, and the
peasant is sent to learn ameong the peaceful Brotherhood of
Shinsed. Shugenja that hail from no clan are ronin who were
born among samutai, ot carry the blood of one who was such.

Magic is regarded as hoth a tool and a blessing from the
Heavens. With the power of mapic, a shugenja can purify foul
water, tell truth from fiction, hurl fire at his enemies, and
commune with the very wisdom of the Celestial Heavens.

This immense power commands respect both for the

shugenja who wiclds it; and for the kami who provide such
steength, Several more prominent matters of mapic and the
Empire are detailed below,

mAGIC AND LAW

Tt 4s my duety to separate the guilty from the innecent. We do not ask
the karmi to perforne the tasles of man; they simply protect these who
serve the Emperor, and through him, the Celestial Heavens”

— Asako Boma

Testimony is the ultimate standard of Kolougani law Those
whao can be trusted to speak the truth in matters of criminal
obfence can sway judgments with a word. Because shugenja
are holy men, often their testimony carries more weighr than
that of the sverage samurai. This is because of the responeibil-
ities and pure soul a shugenja supposedly possesses, and not
because of the actual magic & shugenja can use. Practicality |
and religion agree that the problems of the mortal rcalm
should not be heaped upon the spiritual world. ]

Magic can be used to hunt down 2 criminal and bring him §
(o the pruper suthorities, but il magic cannot directly ascer
rain testimony, Torture, however, is an indirect use ol magic in
this case. The reason for this precedent poes back o the time
of Hantei Genji, the Shining Prince. When a minor Scorpion
shugenja was accused of murdering a powerful Lion general,
rhe Kitso summoned the murdered Lion's spirit from the
afterlife. The spirit gave testimony against the Scorpion, who
was put o death. It was revealed shortly after thar the Tion
samural was in fact alive, ag the Soshi had held him hostage
the whole time. The Scorpion accused the Lion of practicing
impertect magie, while the Lion cried that the Scorpion had
perverted the Kitsu shugenja somehow In either case, the
Hantei was faced with the obvious conclusion — magic was
not foolproof, and using it in such o manner was an affront to
the kami and the Celestial Order.

To this day, testimony gleaned by magical means iz useless
even in the lands of the Phoenix. Magic that reads men's souls
wr tells lies from o amounts o nothing in trials, Even the
noble spiries of deceased ancestors cannot be heeded o such
affairs, as only a shugenia can bring their words 1w the land of
the living,

MAGIC I THE COURT

A shugenja is a valuable tool in a daimye's hands, one which
cai magically spy on his lord’s enemics, detect when his
daimyp is being led w, and muddle the minds of enemy gen-
erals attending the lord’s court. Since the dawn of the Empire,
shugenja have emploved the advantage magic provides to gain
powet and position for thelr daimyo, The Idea is far from new,
and every competent courtier accounts for the presence of an
eremy shugenja in a gathering of lords,

Liaimyo who wish to regulate spell casting in their presence
must act carefully Ac magic is a form of devation and prayer,
banning magic would be the same as denying the religion of
the kami and Fortunes, which would be a monumenral mis-
take. The best approach so far ie to simply restrict the reciting
of prayers {such as spells) to those who the daimyo truets and
knowes. The Emperor himself allews only o select Few 1o con-
duct such ceremony in his presence. Usually these are limited
to the Elemental Masters of the Phocnix and the Seppun
Shugenja of the Iidden Guard, sworn to protect the life of the

. Emperon From time to time, the &aim}rn of major slmgeuja

[amilies are also allowed such honor,
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Daimyoe, in their ewn eourt, can simply interrupt a shugenia
openly using magic without loss of face. Clever lords simply
request that their own priests join in the recital, forcing the
caster to wait until the daimyos shugenja cowe to intecfere
with the visitor, The daimyo can also request chat a different
sutra or prayer be chanted, ruining the chance that the first
shugenfa will succeed with his task,

Casting in courrs is a hidden affalr, one that many shugenja
indulge in bur nearly none admit to. Hiding such an action is
dishonorable, and to admit publicly to such behavior can have
dire consequences. Many shugen fa, however, fael that the sae-
rifice of their hanar is minor compared to the service they are
performing for their clan or family

THE ROLE OF TH= SHUGENTA
Shugenja are far more than simple spell-
casters, They are the priests of the kami,
thelt very power a testament to the
wisdom and truth of their belisfs 1tis
the dury nf the shugenja to record
and keep the names of the Fortunes,
to act 4g intermediaries between
the world of meortals and spirits,
and carry the wisdom set down by
the Celestial Heavens. Though
they are not the keepers of the
Tae of Shinsci (that duty falls to
the Brotherhood of Shinsei
monks), almost all shugenja are
familiar with the text, and often
sec it as a guide o lile @muphe by
somenne who understood the
deepest secrets of the universe,

Like priests in other culrures,
shugenja are often looked up to
as guides, healers and keepers
of wisdom. Many large villages
are hlessed by 4 shugenja sew-
aral times 4 year to promote a
greater harvest, healthier live-
stock, and protect the village
apainst threats both mortal and
supernatural, As shugenjs are
known te be able to commune
with spirits (the Kitsu are the
most adept at this form of
magic), they are also a link
between the living and the
revered ancesiors of the
family. Such a duty is borh a
great honor and a sragpering
burden ar rimes,

Shugenja also tend to
prefer peace ta vinlence, While
mast clans have shugenja trained for war and capable of cast-
ing impressive battle magic (the Crab, Dragon, and Lion tend
to have more of such shugenja than the other clang) the path
of the Fortunes and kami tends to impress a shugenje with a
strong reverence for lite in all its forms. Shugenja belicve life
iz a gift of the Fortunes, and should never be wasted for perry
disputes or for the pride of one man,

Fn Ogre Buski wiclding a fetrubn

ATLTHO
"Bload in itself is pure, though it is weak. That is why Fu Long's will
covrupts thase who furn inward for power, and cannot harvm thos
who el enlightenment from the kami”
— Sashi Angai

Normally, the kami and other forces of the Celestial Heavens
power maglc. For these who crave an easiet ronte to power,
there is mahe: blood magic. Maha defies the Celestial Order by
drawing power from Fu Leng and his realm, and is therefore
antlawed by the Empire of Rokugan. A maho-tsukai {one who
practices maho, literally “servant of mapic”} draws blood and
swears fealty to an oni in exchange for
power. These oni usually stress the
power they are bringing such sorcer-
ers, and overlook the cost of such
dealing. All such bargains end
in the cternal damnation of
the tsukai’s soul, no mater
what his intentions, The cor
ruption of Fu Leng touches
the hearr of a maho-rsukai,
turning it foul and black ifir.
was hot 5o to begin with. Fuen
those who try and use the
power of maha for good ende
eventually are twisted by it
influence, turning their back
on family and clan to embrace
the darknese of the Shadow-
lands,

Muoho-tsulai must keep
their power secret from Roku:
gan; attempting to spread trous

ble for their unholy lord, Maho
invelves curses, manipulation
of the dead, deminion over the

scrying, and orher dark
magic. Each tlme a maha
spell is used, the caster must
make a sacrifice of hload to
an oni or Fu Leng {any blood

prefer the caster use his own
blood), and maho spells generally
inflict a2 small amount of the Taine

of the Shadowlands

THE BOUNDARIES OF RAGIC

forces of the Shadowlands,

will do, though the Shadowlands

on the caster, Maha i5 punishable in
the same manner as treason against
the Emperot, s it furthers the power

Magie is a gift, and as such a shugenja who

abuses his power will find the kami silent when he most
needs their aid. Magic cannot be used to defy the Kharmic
Wheel and the Celestial Order  this includes tampering
with the destiny of a mortal, cousing the manipulation of the
greater elemental forees (such as tides, stars, and the Moon),
or the resutrection of the dead. Once life has slipped from its
mortal shell, the person is gone for pood. The magic of ihe
kami will not bring a deparred soul back from Tigoku, and
using maho to compel a spitit back w the land of the living
twists and tortures the soul until it is released.




TaBLE 2-1: SHADOWLANDS TAINT SYMPTOMS

Taint Taint

Points Modifier Corruption
1-5 1] —
=10 1] Mild
11-1% +1 Maoderate
16-20 11 Mild
21-25 +2 Severse
25-30 +2 Mederate
31-35 +3 Mild
1e—40 +3 Maderate
4145 +4 flilel
46-50 +d Severe
B1-55 +5 Mild
SR +5 tdoderate
fl=B5 +B fild
BE—T0 +B Severe
71-75 +7 Moderate
T6-20 +7 lld
H1-85 =8 Moderate
&6-50 +& Mild

A chugenja mav pray to the ancestors and Fortunes to
accomplish greater tasks on their behalf This does include the
movement of the stars, changing of tides, and other great
effects (cxcept, of course, bringing back the dead), This is
much different than traditional magic, as most spells are o
shugenja asking the kami for assistance they arc willing to
pive. When shugenja petition the honored ancestors or
wighty Fortunes, they are never sure what answer they may
get, They must always be prepaced for a cefusal, and must
abide by the will of such ocherworldly powers,

TH=
SHADOWLANDS

The mystical condition lenown to the Bmpite as the Shadow-
lands Taine ic one of the deadliest threats Rolugan has ever
Faced. It is a physical and spiritual atfliction that slowly and
inexorably corrupts every aspect of the victims lite. The Taint
iz nothing less than the influence of the dark lord Fu Leng.
Tust az his power has turned 1 once-verdant land inte the foul
and twisted Shadewlands, so too can hiz will subvert and
destroy even the most powerful samurai if they do not take
the necessary precautions.

R=CHANICS

The Shadowlands Taint is scquired via a number of ways, all
deseribied below, Every time a character acquires o point, it s
added to his total. When the total number of points reaches a
certain level, the character is then able to use the points to
increase his physical abilities, but at the cost of acquiring more
points and gaining wore and wore overt signs of corruption.
Individuals who have the ability te cast spells also gain
addirlonal spells as their Taint increases. These additionsl
spells are always maho spells.

& character with the Taine can use his Talne modifier on any
Strength, Dexterity, or Constitution abiliey or skill check.
loing this immediately gaing the characrer 1 Taint point,
Tainted characters must apply their Taint madifier as a penalty

Bonus Maho Spells
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to all Charisma and Charisma-based skill checks. Hach rime
the character advances on the table, they gain a new symptom
(zee Symptome of the Taint),

ACQUIRING TH= TARINT

Fartunately, there ave a limited number of ways to acquite the
Shadowlands laint, Unfortunately, many of those cannot be
aveided for one reason or another The mose straightforaand
and commonest means of contracting the Taint is to enter the
Shadowlands without suitable protection. Fu Lengs power
and influence extend to all things inside those dark lands;
warping them to suit his foul purposes, Human beings are no
different, and quiclly succumb to his power without protec-
tion. Protection most often comes in the form of jade,

For reasons unknown to the shugenja of the Empire, jade
offers protection from the corruption of the Taint. Some theo-
rize thar the elements that comprise jade exist in a perfect
state ol balavee thac is the antichesis of the Taint, forestalling
its corruption and protecting those who carry it. Unforto-
nately, the protecrion is ooly temporary. The longer jade
remains within the Shadowlands, the softer and blacker it
becomes until it oo is corrupred and useless. Once the jade a
samurai carries is no more, then the Taint begins to consume
the hady and spirit. 1t takes surprisingly little time.

MECHANCS

For each day spent within the Shadowlands without the
protectlon of jade, a characrer must make a Fortitude test,
The DC bepins at 10 and increases by 5 each day. Failure
results in the character acquiring one poinr of the Shadow-
lande Taint. The TN does not reset to 10 after a failure.
Another common methad of acquiring the Taint 15 in
combat with creatures of the Shadowlands or with Tainred
humans, Within the Shadowlands, any wound received will
altnost certainly fester and inflict the Teint upon its hearer
without very specific and attentive care. Even far outside that
dark land, the claws and talone of oni, gobling, opres, and
other such creatures tend to poison their targets with the cor-
rupting influence of their lord. Tainted humans, while not
usually possessed of the narural weaponaneeded to inflice cor-
rupted wounds, often utilize weapons that achieve the same

* effect. Obsidian, in particular, is popular with maho-tsukai.
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Obsidian is the opposite number of jade; and scems e have an
abtinity for the Taint, It is not uncommon for a weapon crafred
from obsidian to become cursed and corrupt those whom it
strilies.

The corrupted sorcery known as malio is another means of
acquiring the Taint, Steeped in blood and dark rituals, maho is
the gift Fu Leng grants w thuse who would wield magic in his
mane. It is an insidious, blasphemous practice thar results in
i imimediate dearh sentence for any who are found pracrie-
ing it. Maho spells inevitably bestow Tainr upon the caster,
and many also have the patential ro Taint the spells targer ae
well This is only one reason thar the Great Clans are so eager
to root out mahno disers within their lands: 1 single maho-
tsulzai can result in far more corruption,

Whenevera character is the target of any maho spell thar daes
not explicitly give the tarpet Taint, the character must make 2
Eottitude save versus a DO equal to the caster’s level in the maho-
tsuleai class. Failure results in the target acquiring a number of
Taint points equal to half the spells level, rounded devn.

Sadly, there ate ather ways that the Taint can manifest itsell
that no one in the Empire can understand. Infanus with
seemingly pure bloodlines can be boin Tainted for no
apparent reason, although lortunaiely this is exceprionally
tare. In most cases, it is gssumed char somewhere 1n the
afflicted individual’s history is a dark secret awairing discov-
ety Other similar occurrences have been doctumented, when
individuals manifest the Tainr suddenly and for no apparent
reason, Although many of these cases remain nnsalved, it is
cerrain that some dark scheme of Fu Leng is being fulfilled by
such events.

SYMPTOMS OF THE TRINT

Individuals with the Taint are ravely able to keep it secret for
leng, as the influence of Fu Leng can cause terrible changes in
the body and mind. The changes are subtle at first, the sort of
thing that only close friends and loved ones might notice.
Soen enough, hawever, they can hecome so severe as to
radically alter ones personality ot warp the sufferers physical
form into 1 hideous mockery of its Former sell.

ML SYMTTOMS
Fhysical: uncomfortable rashes, discalored Rair, nervous tics,
frequent nosebleeds, boils, musele spasms,
Mental: occasional memory lapses, mild paranoia or xeno-
phobia, auditory hallicimations (hearing — or almost hearing
— vnices), irrarional fear of 4 particular substance or item,
repetitions speech patterns.

MOP=RATE SYMPTOMS
Fhysical: extremely off-calor skin resulting in a corpee-like
appearance, profuse and consrant perspiration, hair falling out
in clumps.
Mental: extreme paranoia, radical and frequent mood awings,
wild hallucinations, speaking in unknown languages, fits of
extreme violence.

SEVERE SYMTYTOMS
Physical: rotting flesh, additinnal limbs, new orifices, profuse
bleeding from the pores, development of inhuman body parts
(such as claws or chitinous plates), persistent illnesses,
Mental: unnatural hungers, extrame pevchosis) aversion to
sunlight, clearly hearing evil voices, delusions of identity.

CURING THE TAINT

. TREATING TH= TAINT

‘The most sinister aspect of the Taint is not the physical cor
ruption that can cripple even the strongest samurad, but rather
the slow spiritual degradation ther affects the victim. The
mere Taint someone acquires, the more he wants to use it to
augment his ehilitics sz detailed above. This, in turn, couses:
the character to become further and further Tainted, and soon
and so forth. It isa vicious, unrelenting cycle that almost
always ends in death and dishonor.

This makes it even woee Jillicult to contain the Taing, Trear
ments for the disorder are both uncommeon and expensive,
atsd all i olien the only available way for a character to avaid
becoming Tainted further is simply to resist the siren call of
the dark power thar lies at their fingertips. Sadly, it is 2 rae
and exceptional individual whe iz ahlete demonstrate such
incredible willpower.

One of the few reliable methods of treatment for the Taint is
the adtministration of a special medicinal compound knownas
"tea of jade perals* This compound is brewed from a very rare
herb. When administered regularly; the rea can suppress and
contain the influence of the Taine, but even it cannot com-
pletely eliminate ir,

Mechanics: The Tes of Purification ean eliminate most
physical and mental symproms of the Taint in the wild w
moderate range. The tea must be consumed at least onve every
two weeks or the symptoms quickly ceturn,

Thus far, ho one has found o reliable, consistent cure for the
Taint. Throughout history, a fow rare individuals have stume
bled upen some meens to cure themselves completely of (he
Taint, but no method has yet been found that can be generally
applicd to large numbers of Tainted samurai, The closest
meédns to a cure yet discovered is the ricual spell Blessing of
Cleansing, developed by the Kuni shugenja of the Crab Clin.
This spell absorbs the Taint from 2 number of rargets intoa
single individual: the caster. Obviously, the considerable valua
uf shugenja among the Crab restricts this spell ro extreme cir
CUMSTATCES,

Some in the Empire believe that the secret of curing the
Taitrt lies with those erearures that are already immune toite
effects: the Naga and Nezumi races. Neither race can ever
acquire the Laint under any circumstances, to the degree that
neither has the potential to even work maho; it simply will ot
funection for them, The Maga have an advaneed system of
magic that has been proven to excise the Taint from humans,
bur ar 4 considerable cost: it drastically shortens the life-span,
ag the members of the ronin brotherhood the Unbroken can
attest. The semewhat primitive Nezumi, on the othet Laml,
have never demonstrated such an ability, Mote visceral mems
bers of the Kuni suspect that it might be possible to synthesize
an antidote for the Taint [twm che blood of the Nezumi, bur
thus far this theory renains unrested.
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plaing, and an endless sea‘stretching: hefur&ku} there is

little thar r'am;nt e Fonnd within its barders. 1t 15 not an
idylliz land/for the elemenrsican bie-harsh; ]:mrru:anes.

k .eanhq%kes floods, disease, 4nid dmi.tghmre idangerethat
* o the mén and women of Rokugan know gl too well

It igy hawever, ‘a-basutibul pl.ac@, tilled with: wnndcr and
adventurs;

Al land in Rﬂkuga.n is ;’::wned by the Empe,rnr Heisthe
supreme authority, lord of all that he survéys. Since the

- dawn oE the Empire, however, the .Empc‘mr has given. largc

tracts of land to the Great Clans to overses in his namie.
T return forhis ge:uemsity, the clafis haivest the bounty

of the land and give a portion of it to'the Emp&rn;? in

recognition of his wisdom and ]umlm:ﬁb I thieury,
the bartles that have been waged over land during
Rokugans hisrory were paindts&end:amxs.as the Emperor
‘could easily reverse any conflier’s outcome. In reality,

 however, the Emperar and his advisors allow the clans to

vent theit frusttations over the latdd, g it pirs them againgt
one another and allows the impemd,cmm to mm}‘ﬂ;&n the
upper hard. £ vt

There dre many w:mdpaus and unigue plm:es rhj:nrughaut

the,Empm_- Temple@ castles citles, lakes, and’ mouhtams.
i posseesed.of an adventurous soul to

all awnit those s

diseover their beauty and mystery TI'.LL‘?; chaprer expfure& a

tiny fraction of those locations, The following: descriptions -
provide your campaignl world with enonghideail touse |
them as they were intended, yer are general enough so that |
- you nia add your ewn feel to the empire of Rokugan.
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HIDA RURODA,
Male human Lmh Samii:

Lﬂp‘.lta] K}*uden _HTﬂ:t
Population: Approximarely 4, 5qn {138 {?5’-‘. ann s:rnumi:l

 Favored R.e_hglun Fortunes

Imports: Jade P
Exports: Irom, taw materials B

CRAB CHAMTION

humanoid (human); HD 10d10 + 20; hp 90; Init +3; 8pd 30
It AC 10 itouch 14, Hat-fonted 16): Arleadd a9 meles
(1d1045;+1 honorable katana), +17/+12 ranged (1484, s
terwork stighty datkyy +4); 8Q Class skill — Knowledge:
Shadowlands {family Honus), Ancestral Daishe; Honor, 3
AL TG 8V Fort. |9‘bR¢f 17 Mo Ser 7 Dex 131 n 15,

Int 12, Wis 15, Cha 5 H::igl:ttSfl: 5 in,

skills’ tmd Teats: Speak Language {Ruku.gam, I—Iigh
Rokugani, Neztmi), Bartle® +10, Climb +6, Handle Animal +5,

Fump -E"ﬁ, Enowledge (Shadowlands) +8, Ride +17, Sense.

Mutive +7, Sput+7; Hidas Techuigue®, Kharmic Twin {Ances

tor—= linked 1o Hida Kuon)t, The Mountaii: Diges Mot
! Move®, Multiple Schools (Unicom’, Ride-By Attack, Shinios
Ter.hniquc Splrltedcharrge.void Ulse”, Way of the Unicom®,
- Pmsessions: +1 hovorable katara{ancestral dajshoif, +3 wakizashi
'(mmﬁtm! datsha), 42 pamalumnr bracers of mfchnj.f +2 partinl
e atmir }Jawhng, hnwcfmﬂ nfrfwd, tasterivm mighty daﬁ'.]m i
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At an carly age, Hida Euroda was sent to live among the
Unicorn and learn their tactics; as 2 gesture of peace between
the two clans. Kuroda proved to be a brilliant student, display-
ing much of his Unicorn fathers talent and prowess. While
among the Unicotny, be adopted many of their wayvs, He has a
taste fur couked meat and rends to wear his halr in an exorle
gaijin fashion. The other Crab mocked Kuroda’s gatjin eccen-
tricities ar first, bur Kuroda revealed his true Crab colors when
he thrashed all whe mocked him (usually with his brother
Kuon's help).

Since returning to the Kain Wall, Knroda has combined the
swift eavalry tactics of the Shinjo with the hardy defense that
is the Crab mainstay, striking quickly at the heart of the Horde
and then retreating behind his clan’s thick defenzes. Though
he is still quite young, he has earned much respect among
those who tollow him, especially from his rwin brother Kuon,

With the recent death of his maother Hida ©-Ushi, young
Euroda hos found himself thrust into the position of Cham-
pion of the Crab. While Kuroda is ne stranger to command, he
iz uncertain if he will be able to coordinate and ovganize the
entire Crab armics, and is rerrified to have so wany lives
depending upon him. Even yet, hie pushes his fear aside,
showing no weakness in frone of others, He is a2 Crab, and he
knuws his duty. For the time being, he has determined 1o
remain upen the Wall as per his mother's final command, and
defend the Emplre from the forces of Fu Leng,

HIDA KUON, CRAE GEN=RAL

Male human Crab Firs/Bers: CR 10; Medium-size
humanoid (human), HD 10d10 + 40; hp 10%; Init +2; Spd 40 f1.;
AC 23 (ouch 12, fac-foored 21% Atk +17/412 melee {1da+10,
+2 taint resistant die tsuchi’; S Class skill — Enowledge:
Shadowlands {family bonus), Rage 2/day, Uncanny Dodge
(Dex bonus to AC, can't be flanked) Honer 1. AT CC: 8V Forr
+12, Ref +4, Will 42, St 19, Thex 15, Con 19, Int 40, Wis 14, Cha
11; Height & fi. 2 in.

Skalls and Feate Speak Language (Roltugani, Nerumi, Oni),
Climb 410, Intimidate +&, Intuit Direction +5, Tump +10,
Knowledge (Shadowlands) +7, Listen +8, Wildernees Lore +8;
Cleave, Kharmic Twin (Ancestor — linked to Hida Kuroda)?,
The Mountain Does Mot Move™, Power Attack, Void Usc®,
Way of the Crab®, Weapon Focus {dic tsuchi), Weapon
Specialization (die tsuchi).

Posscasions: +2 taint vesistant die touchif, +2 great armon +2
amulet of natural anner

While his twin Kurads was treated o2 more cosmopolitan
education, Hids Kuon's lifs has been more focused. Kusn has
never journeyed outside of Crab lands, and has never known
any life other than that on the Wall, Since his father's death

during the War of Spirits, Kuon’s mood has been dominared
by an eerie, detached calm. While he has many comrades. he
has no close friends aside from his brother. He confides in no
one. He is even less prone to show emotion than maost samie

ral, especlally for a Crab. The only exception is when the time.

comes for battle. Kuon hecomes consumed with a savage, yer
focused rage in combar, whether his foes are Crane usurpers
at Shadowlands beasts.

With every death of 4 comrade, each passing of a friend,
Euon becomes more and more consumed by bloodlust, Fear
ing for his brother’s eanity, Kuroda has placed Kuon in com-
mand of the armies defending Yasuld Province from the
Crane, hoping thar his duties will keep his brother removed
from heavy combat.

Kuon's stylc of battle is more direct than that of his Uni-
corn-trained brother. Though his tactics are sound and his
troops well-trained, Buon fights at the very Lead of his ranks,

leading by example, Witl each day, Kuon becomes a bit more

savage, more intense, His outburses of bloodlust are lasting

lunger. His mements of calm are few and far berween.
Someday, he may be lost 1o his fury forever.

INPORTANT SIT=ES

CBi Shiro Kaotsuki no Higashi (Face of the Bast
Castle): All diplomatic relations with the Crab are conducted
here, The Craly once pavigated the Shinomen from here with
the assisiance of the Ratlings of the forest. Following the awak-
ening of the Naga, the Wezum] ribes have been reluctant o
enter the dread forest. The Crab need the forest's lumber
production and trade routes to keep rheir armies sopplied,
however.

CH2 Watchtower of the East: This watchtower, built yesrs
hefore the Carpenter Wall was erected, once served as the
northern guard. When torches were lit at the southern castles
of the Crab, the gnards at the warchtower would send megsen-
gers to all parts of northern Crab lands, carrying the message
of an imminent Shadowlands arrack, The tovwer still serves
that purpose, guarding from attacks and invasions across the
high Twilight Mountains, but its effectiveness has been
teduced since the building of the Wall. Gver since, this tower
his been largely abandoned, its purpose fulfilled by the much
larger structure, Those guards who serve here are largely
criminals, dishonored suinurai and those who have fallen inm
dislavor. A assignment here is a grear dishonor, as the samuw
wii are stativned in the wilderness of Crab lands rather than
where the true bartles ocour,

CB3 Kamisori sano Yoake Shiro (Razor of the Dawn
Castle): The northwestern edge of the Kaiu wall is anchored
here, a stout rack of o fartress squeezed between two steep
hills. Shadowlands attacks are rarer at the Razor of the Dawn
than elsewhere, and troops quartered here serve mainly as
reservists, Samurai from other clans looking to make a name
bor themselves are olten stationed at Razor of the Dawn; the
Crab are hesitant to permit outsiders deeper into their
defenses,

The rocky terrain and hidden vales surrounding the castle
make it an ideal location for infiltrating the Shadowlands,

Spica and scouts are often quartered here, and meetings with

tribes of Ratlings take place just outside its walls.

CB4 Kaiu Shiro (Carpenter Castle): Kain Shiro houses
the Kalu family and is hume o the largest smithy in Rokugm
The Kaiu engineers maintain the grear wall from here,
upgrading their defenses and bullding new and wondroug
siege machines, Plans and schematics adorn the walls of the




palaces, and a huge forge dominates the main courtyard.
The plains around Kaiu Shira are coversd with ballistae and
eatapults, waiting to be moved o their pogitions on the wall

Baneath the castle lies a complex series of passages and cat
acombs; they run throughout the Kaiu walls, opening in sev-
eral concealed locations in the Shadow|ands, Crab scouts
enter the corrupted realm through these passapes, repotting
any significant developments to the daimyo on the other side
of the wall. The entrances also serve as bolt-holes for spies
trying to got back to the lands of the sun,

CB5 Kuda Mura: Kuda Mura is a quict village, one of the
few in Crab lands that maintains good production of arable
land. This village is highly prized by the Hida, who often keep
their magistrates nearby in the event ol o nordhern atack.
If the village of Kuda Mura {5 ever descroved, Crab [ood
producton will be halved — and heads will roll.

CB6 Maemikalke: This town is nearly a city, and much
larger than any other Crab village in this area of the Crab
lands. Formerly ruled by the Hiruma, it came under the
contral of the Toritaka after the return of the
Hiruma to their ancestral lands.

CBY Midaki sano Mura (High Tree
Village): High Tree Village iz primarily a
mining town, Few women or families live
here; it i= mnst!:,r pcrpul:lte:i I:ry samural and
heimin who worl: the nearby mines. Some
gay that the spirit of the Twilight Meun
taing, the Shakoki Dogu, haunts this village
by night, inhabiting Aoating lights that
flash throughout the mountains, Few vil-
lagers are willing to travel deeper into the
JJJUU.Il[ail:Ia, Hlld 1100118 'r"u'ﬂ];l HIU]“: ]J':ﬂ' |l|l.§]i|.
— put even in the streets of the village,
and certainly not in the mines.

CB# Kakira Bogu (Breath of
Kakita): This insultingly named
village is placed on the edge of a salt
marsh, and the reek of irs rerrain
keeps most samurai far from the village's.
humble huts. Those peasants who live within
the village make their living worldng the metals
and stone brought noreh brom Midaki gane
Mura, and are astute stonemasone and metal-
workers, They have few visitors,

CBo Magai Aruki (Long Walk): This large
village is a popular trade center for the miners
and eraftsmen of the Twilight Mountains and
the eastern Crab lands. The majority of the
village is made up of workers quarters and shops,
and the rest issetdled smong the amable Grmland, in small
pockets of civilizarion surrounded by bridges over chickly
watered rice paddies. The village’s name of '"Long Walk' comes
from the need 1o walk many miles over these arched bridges,
just ta find the particular shop or person you were looking for.
The town is scattered widely over three square miles

CR10 Nishiyama Mura (West Mountain Village):
Nishiyama is the smaller of two towns located on the Wall
abave the Olcean Mountaing. Nishivama rests on the western
side of a series of natural caverns and twisting underground
paths that lead to Higschivama, to the sast. Although there &
1 road between the two villages, travel through the passages
takes only half the time of traveling on the twisting mountain
roads, and is nover blocked by the snow that closes down the
aboveground road for nearly one-half the year,

CB11 Shiro Kuni (Castle of the Nation): This fortress
lies ar the heart of the Cral defenses against the Shadowlands.
while nor physically imposing, it is very large — ableto
accommodate an entive army of troops — and commands an
imposing view of the surrounding countryside, The Crab
generals plot their strategies here, while messengers stand
ready to relay their orders down the road that spane the length
of the Carpenter Wall. & small army of bushi iz always
stationed here, serving as an anchor for the great wall and a
deterecnt to any Shadowlands creature that perccives the
castle as a weak link in the Crab defense.

CB12 Iligashiyama Mura (East Mountain Village):
Higashivama is 2 small town, located on the eastern side of a
series of natual caverns and twisting underground paths dhat
lead 1o the other side of the Wall sbove the Gcean Mountains,
These passages are dangerous, and caravans cannor ravel
them (though some horses can), but are often used by

traveling samurai who wish to
i make haste over the moun-
o taing ta the east ar the west
Every villager knows that the
passages are haunted —worse,
inhabited by all manner of beasts
and Shadewlande creatures — but
that doesn't stop adventuring samu-

cut. The Hida come to Higashivama once a
year, to ‘officially destroy riﬂc Shadowlands
infestation in the mountains.! Sometimes; the
Hida assault cleans out the passages for as
mouch as three weeks, burt the passages always
re-pupulale,
CBi13 Shiro Hiruma (Daylight Castle):
Lost 1o the forces of the Oni lord Maw over three
hundred vears ago, the castle and lands of the
Hiruma family were occupied by the Shadow-
lands for centuries. The lands were recovered
only a few decades agn following the defeat of
Fu Leng on the second Day of Thunder. The
battle to recover Shito Hiruma cost the Crab
Clan the life of their champion, Hida Yakamo,
althouph he was brietly reincarnared by the Napa
Aleasha,

Shiro Hiruma is besieged by the Shadow-
lands &aii}', and many wartions die dcfcn-:ling it.

Regardless of the cost, however, the Crab will

not surrendet it to them again. Shiro Iliruma

is the only major Crab fortification south of
the Grear Wall.

CB14 Koten: Jome years ago an industrious daimyw
decided thar the Crab should have an ancesiral hall similaz o
that of the Lion. The village of Koten was his chosen location
— bur the experiment has not gone well. Unlike other clans,
the Crah rarely have any remains of their theroes' to inter, and
offen there are no survivors o tell the tales of those brave souls
wha have died in the Shadowlands against some great ah insor-
monntable threat With few stories and fewer items to display,
the large hall of Hoten remaing somewhat bare, containing
only the tales of the ancient Crab heroes of legend and myth,

CBi5 Sunda Mizu Mura (Clear Water Village): This is
the most significant port in the south, It is one of the oldest
settlements in Boliugen, and has kept itz old village name

_even thoLIgh it has beeoric onc of the ]argcﬁt trading

centers in the Empire:
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CB1is Yasuki Hanko (Yasuki Deflance): In the early his-
tory of the Bmpire, this village belonged to the Crane evén
after the Yasuki family defected to the Crab. The peasants
defied the Crane, however, and many were killad by the
Dhaidaji unti] concessinng between the two clans transferred
control of the village to the Crab. With the recent suthreal: of
war Benween the two, Yasuli Hanlo has been one of the most
hotly contested territories in the fighting, It has changed
hands many tirmes and is lilkely to continue to do so.

CB17 ¥yuden Hida (Crab Clan Palace): At the mouth of
the Last Stand river lies Kyuden Hids, the ancestral home of
the Hida family and the mighticst fortress in Rokugan, The
Crab Clan palace has the largest standing atmy of any single
stronghold in Rokugan. The walls are hewn from pure granite
and driven into the rock of the land beneath them. The gaes
are constructed of thick steel, vequiting ten men w open: The
skull of 2 huge Onilond hangs above the amparts as 2
warning 1o any who would challenge the castles
might. A standing army of almost a thousand
men Is quartered hete, ready to defend the Crab
from any attack.

The castle is also the home of the
Hida Bushi School, where samurai
are trained in the harshest tech-
niques. Students train in Full
armor, and graduates must ven-
ture into the Shadewlande
and slay ene of its denizens
before they are given theit
waldzashi.

CB1g8 Yasuki Yashiki
{Black Crane Estates); The
Yasuki Palace was once owned
by the Crane Clan, but lias
served the Crab [or neacly 800 years,
The Crab Clank efforts in the war over
control of the Yasuki are based from
this castle. Its proximity to the Crane lands
means that it could either be the beachhead
from which the Crak invade the Crane, or
the paint at which the Crah are invaded by
the Crane

CB19 Watchtower of the West: Created
to guard against the Crane, this watchtower is
congidered a post of honor for Crab samurai,
Those who ave given thiz job are completely
trusted by the Hida, and considered able to
resist all Crene bribes,

CB20 Tani Hitokage (Valley of the
Spirits); Located between the Shinomen
Mori and the Twilight Mountains, this valley was ouce
the home of the Falcon Clan. Sioce that clan’s absorp-
tivn inty the Crab as the Toritaka family, however, this has
become a Crab territory and the center of the Toriraka family
holdings,

CBz1 Kyuden Tokersu: Founded by a wealthy Yasuki
merchant who wished to retire in comfart, Kyaden Toketsn
was established neat 2 manastery where the monks remem-
hered the sacrifice of Koni Harike. A great hero of the Crab,
Harike sacrificed his life to imprison the Kusatte Iru, perhaps
the maost powerful ani that has ever existed.

Yasuhi Hacli

TH

LANDS

OF THE CRANZ

Capital: Eyvuden Doji

Population: Approximately 2,780,000 {210,000 samurai)
Favored Religion: Ancestor

Imports: Raw maretials, foodstuffs

Exports: Fine goods

¥ASUKI HACH], ERAERALD CHAMYION

Male human Crane Sams$/Frrd: CR 9 Medium-size
humaneid (human); HD 7d10 + 14; hp 74; Init +8 {+10 katana);
Spd 20 be; AC 22 {rouch 14, flat-Foored 183 Acle 113719 meles
(110 +6, +1 katana); SO Class skill — Hide (Daidoji family
bonus),  Ancestral Daishos Honot: %

AL LG; 5V Fort +12, Bef +8, Will +8; Ser 14, Dex 18
Con 15, Int 14, Wis 12, Cha 17; Heighr 5 fr. 6o,
g, Skills and Feats: Speak Language (Rokugani,
Y. High Bokugani), Baitle® +12, Climb +9, Hide
+ 14, Taijutsu Fovus+ +15, Tump +10, Knowl
edge (Law) +3, Ride +10, Sense Morive +11,
Spor +6; Improved Critical (karana),
Improved Initiative, Kakita's Technique?,
A Single Moment*, The Sudden Serike
[learana)y®, Vold Use® Way of the Crane,
Weapon Focus (katana), Weapon Specializ-

tion (katana).

Possessions: +1 haltasa
(ancestral  daizho),  bwilight
lanternt, kimona of vesistance +3,
armot of the emerald champion®,

Hachi is a pleasant, easy-going man wirh an eye for
the ladies. He's clever, handsome, and somewhat sa-
castic. The tough manners he learned during his
Daideji uphringing sometimes gat him intoq gredt
deal of trauhle, bt lockily his childhood friend,
the famous storyteller Doji Nagori (male Crang
Crt4/Ared), smoothes over most of the ruftled
feathers Hachi leaves behind,
Born Daidoji Hachi, 2 minor samurai
distantly related to the Daidoji house, Hachik
family had only sparse holdings and few
friends in the court, Even yet, their relarion to the
daimyo was cnough to win an invitation to the
Topaz Championship, the most prestigious
gempulkku towrnament in the Empive. Though

Hachi did not win the wwurnament (he was

deleated in the final round by Mirumeoro Ukirs)
he performed well encugh to gain 2 position 2
gunso in the armies of the Daldojt. In other times, perhaps
this would be the end of Daidoji Hachi’s story. The Fortunes
had other plans.

By bizarre circumstance, Hachi has found himself in the
poaition of Yasuli family dainovo, the center of 2 war betuaen
two Great Clans Though Hachi is proud of his Yaguki her
itage, he ic uncertain how he feals about forcing a family e
long separated from the Crane to return, Hachi is not the sort
of person to question the orders of his daimyo, however, and
has been fighting the Crab az best he can,




A if his life were nut complex enough, Haclii was tecely
vommanded by his lord Doji Kurohito to participare in the
Testof the Emerald Champion. Though Hachi won the Test,
his final victory was stained by the inrerference of Bayushi

- Sunetra, a mysterious Scorpion samurai who seemed to be
working in tandem wirh Hanrei Masery, Hachi has accepted

the position despite their meddling, for he knows if he were to
deny the victory Naseru would have assumed the role himself,
oFgranted it to an easily controlled dupe.

Hachi is uncertain how his new responsibilities will affact

- hiz ability to agsist his clan in the war over the Yasubki. He is
uncertain if the Emerald Magistrates will listen to a man who
‘most of Rokugan thinks earned his position through Scor-
\pion treachery. Despite the barriers that lic ahcad, Hachi s
determined not to be defeated. Though he iz uncertain of his
future, he knows thar his honor is the only guide he needs.

KAKITA KYRUKD, TEM?PTRESS

Female human Crane Rog3/Fir2/Crt4: CR 5 Medium-size
humanoid (human); HD 7de | 7, plus 2d10 1+ 2; hp 514
Init +4; Spd 30 fr; AC 18 {touch 15, flat footed 13);
Atk +2 melee (1d10+3, +2 kakita katana); 8A Sneak Artack
+2dé; 50 Class skill — TPerform (family bonus),
Evasion, Uncanny Dodge (Dex bonus to AC), Wealth, Talens,
Benten's Blessing, Gussip, Your Lile is Mine; Honor: 2; AL CN;
SV Forr +6, Ref +8, Will +6; Sir 12, Dex 19, Con 13, Ind 15, "Wis
5, Cha 18 Heighr 5 fr 4 in.

skills and Feats: Speak Language (Rokugani, High
Rokugani}, Bluff +23, Climb +10, Decipher Scripr +9,
Diplomacy +19, Games (sadane)” +9, Gather Informarion +17,
Hide +14, Knowledge (Etiquerte] +9, Knowledge (Nobilirg
and Rovalty) +9, Move Silently +12, Perform +18, Search 49,
Senge Motive +8, Spor +6, Tea Ceremony™ +4; Expertise,
Improved Trip, Iron Will, Skill Focus (Bluff), Void Use®

Possecsions: Kakita katana +2, Kahita biwe, masterwork
ashigaru armor.

A niece of the Kakita family daimye Kakita Kaiten, Kyouko
has always displayed a potent mixrure of charm, cunning, and
swordstanship. At an early age she serove 1o sharpen her
mind as well as her blade, and is quite well versed in a variery
nf subjects. She is alzo skilled at performing the tea ceremony
and has a rapier wit, and her exquisite heauty leaves a reail of
broken hearts wherever she goes, :

She is, to put it simply, the perfect Crane.

Or che would be,

Qne unfortunate characeer trait Kyruko has alwavs
displayed is a remarkable stubborn streak. She is, for lack of
better word, spoiled. When things don't go her way, she tends
to deal with those whe have angered herin a direct manner
with her Kakita blade. She has been involved in a number of
violent brawls and three illegal duels during her lifetime,
indiscretions which have only been overlooked because of
her relation o the Kakita dalmyo. Kaiten himself is
embarrassed of his nicee, though he conlinues w protect ler
from the repercussions of her cutbutsts.

When Kalten is not there 1o protect her, Kyruke often gers
by on sheer charm. She is adept at manipularing others, and
can nearly always cajole someone else into giving her whar
she wants. At thirty-seven she still retsing much of the beaury
of her youth, but even with the hest Crane cosmetics that
cannet [ast Forever Soon, che may have to learn to control her
legendary temper. ..

But not today

INFORTANT SIT=S

CHN1 Toshi Ranbo wo Shien Shite Reigisaho (Violence
Behind Courtliness City): Many vears ago, this city's lord
and master; a Lion, was violently dislodged by an ambitious and
skilled Crane general. While many in the Crane Clan thought
the setion was reprehensible, the daimyo hed no cheice but to
reward the general. The daimye's acknowledgment of the deed
heightened tensions between the Crane and the Lion and waza
leey milestone along the road to the Lion-Crane war. That war
carried over into the Clan War, during which the city changed
Liands wany ties. Following te Day o/ Thunder, however, e
city remained in the hands of the Tsume family, vassals of the

Do, where it has remained despite numerous skirmishes. 1
CN2 Shire sano Kakira (The Dueling School of the &

Crane Clan): The Kakita Bamily are noteworthy both for their
fencing schoal and for their unparalleled diplomatic skills.

Their palace is very close ta Casan Ushi and shour two miles §5

from Shiro no Yojin, held by the Matsu (L15)

CN32 Kosaten Shiro (Crossroads Castle): The Daidojis L
first line of defanse against the attacking Lion armies is |

Eosaten Shire. It iz stronply fortified, bur not as nearly as

strongly a5 they would like. Daideji trickery and unorthodox f

tactics have so far proven enough to hold off the superior
numbers of the Lion armics, bue should Kasaten Shire fall, all
of the northern Crane provinees would be threatened.

CN+4 Shiro Daidoji (Son of the Crane Castle): While I

they are not as cultured as the Doji or Kalkita, the Daidoji are
the rank aud file soldiers — the "strong aom' — of the Crane

Clun. The Crane put litde emphasis on miliary wighy relying |

instead on the strength of their ambassadors and diplomaes, so
the smaller Daidoji family is less influenrial than its cousins,

CNs Tufuku and Heigen Toshi {Prosperous Plains
City): Among the greatest matketplaces in Rokupan, Yufuku
and Heigen teem with merchants from all the Clans. This is
the site of the anly open-air matket in the Empire, protected
by the Daidoji from the west and the Doji from the south,
Even the Yasuli who remain with the Crab Clan come hete to
bargain and hagale with the merchants of the Crane,

CNé Eyuden Doji (Crane Clan Palace): Only Orosan Uchi
itself is more luxurious than the home of the Doji family, Built
on the gentle shore of the Sea of the Sun Coddess, the grounds
a‘t:u::u.mn:lg with rock gardens, dozens of shrines and vast Hocls of
cranes. Diplormats and nobility from all across Rekugan come ro
politick, but also to experience the splendor of the magnificent
surrcundings. Kyuden Doji was destroyed during the Clan War,
but rebuilt, Tt was damaged again during the Crane civil war,
but repairs have returned i it former glory vnce more,

CN7 Musume Mura (Daughter Village): This village
looks our over the ocean bay toward the island where the first
Hantei found his bride. The village is large, and conrtains a
shrine to hoth the first Hantei and hiz bride, as well as a single
jade tear — one of those shed by rthe First Emperor when he
askeed the young Uoji maiden to marry him

CN# Benten Seido: This shrine to Benten, the Fortune
of Romantic Love, is very difficult to reach, but offers a
spectactlar view of the valleys and mountains of the Crane.
Legends tell that once an ancient Doji Champion torced his
daughter to choose between leaving her lover and losing her
life, He brought her here to decide, and she threw herself
from the cliffs. The wind was 30 strong (and, heimin say,
blessed by Denten) that the maiden was lifted from her fall
and carried back up to the cliff's edge, where her beloved
ciught her. In the face of the Fortune’s wisdom, the father
relented, and the two were maried.
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CN9 Swnui Kare Toshi {Cold Wind City): Nauwed for the
cold winds that blow in from the mountains, Samui Kaze is
one of the main trading ports of the Crane. Most of the mrading
15 done with Mura Sabishil (see C1v13). The Spine of the World
Mountains make ovetland rravel to the village exrraordinarily
difficult, so most trading must be done over the waves,

CN10 Aketsu: An important trading post, Aketsu often
contains nnusual items traded inland by the Mantis Certain
gilles, fabrics and stones unlile any in the Empire can be
found here — and some whisper that the mysterious Kolat
hold a secret haven within this small city,

CM11 Umoeru Mura: The village of Umoeru Mura wag
once o great city, but a Crab invasion generations ago reduced
the prosperous city to a mess of ruins and rubble. Citizens
began the slow rebuilding process, but the work has always
been interrupted by conflict after conflict, the most recent of
which is the war over control of the Yasuki family,

CN12 Ookami Toshi (Woll City): This city rests on the
edue of g sharp clifl at the edge of the Crane mountains,
Ookami Toshi is well-guarded, and conrains an extracrdinary
messenger system, If this area were ever to come under artack,
the Daidoji runners could spread the word within days — or
sonner, Some say that the heart of Ookami Toshi holds a great
mirrar, capable of passing messages hack and forth to one
other mirrer hidden somewhere in the Empire, and that its
partnet may test in the bowels of Kyuden Dajit halls,

CN13 Mura Sabishii Toshi (Lonely Shore City): A ley
city in the Crane’s trade and supply lines, Mura Sabichii sits on
the south side of the Spine of the World mountaing, with
roads leading to Wall Above the Ocean Village (CHM16) and
toward Kyuden Kitsune (A23), Most trade comes from Samui
Kaze (CN32), but that is strictly nautical trade. Mura Sabishii is
a flourishing port town, mainly because of its proximity to
Samui Kaze. Travelers whe wish to go from south of the Spine
of the World mountains to the north muse travel many hun-
dreds ol miles un ot — or they can commission a ship and
arrive in Samui Kaze in less than a week.

CN14 Daidoji Training Grounds: These are some of the
most civilized and well-tended training grounds in the
Empire, and are the personal estate of Daideji Rekai, daimyo
of the Daidoji. The Thaidoji guardsmen so noted for their
exceptional understanding of the land are trained here, and
massive maps cover the lower floors of the warchrower that
stands guard over their labors.

CN15 Oni Mura (Demon Village): 'Oni Village!, as it 15
called by the natives, is completely degerted, Althouph the
fields around the village are tended, the heimin refuge to live
in the rotting huts of the village grounds, fearing that an oni
which ravagcd the vﬂlasc decades ago might still be 1iving
within the small town's stone enclosure. Many ramshackle
huts have been built in the surrounding forest, and the
heimin live there,

CN 16 Yama ve no ho ni Umi Mura {(Wall Above the
Ocean Village): Located just west of the foothills of Roky-
gans southernmost mountain range, this small villape is noced
for its friendly inns and raverns. It is an ideal travel stop
berween the central and southern Crine estates.

CN17 Jukami Mura: One of the southernmost Crane
villages and an important cornerstane in the Cranes trade
with the Mantis and the distant Crab. Many mercenaries can
be found here — from ronin to Mantis and ather minor clans
— and any whe wish to hire wave-smen for some srvand can
certainly find them in Jukami Mura.

CN1s Shinden Asahing (Temple of the Morning Sunj:
Shinden Asahina is a small cluster of temples located in sight
of the Yasuldi estates. The Asahina shugenja have tradidonally
been devored o a peaceful existence, bur since the Clan War
have found it increasingly difficult to remain apart from the
affairs of the Empire. In the last few decades, a handful of
Asahinag have even casr agide rhe family’s readitional pacifistic
teachings and taken up the daisha The Asahina archers have
already esrned s reputation as skilled warriors, and though
not all among the family approve of their violent ways, their
presence has done much to dissuade invaders from invading
the rich Asahina lands,

CM 19 Aiso ni Byokosha Mura (Friendly Traveler
ViHagc}-. Fri.cnﬂl}- Traveler is 2 small, wcaltl'l:,r v:i“agc on the
outskirts of Yasuki territory: It is here that the infamous Yasuki
daimyo Yasuki Taka first made his fortune by distributing
superior sake throughour Rokugan, Friendly Traveler offersa
variety of types of sake, and will teadily back its claim thatis
brew is the best in the Empire. The village is quite hospiable o
tourists, and has become a popular stop even when it a birout
of the way. Friendly Traveler Village is one of the more valuable-
heldings over which the Yasuli war is being fought.

TH= LANDS OF
TH= DRAGON

Capital: Shiro Mirumoto

Population: Approximatcly 1,820,000 (105,000 samurai)
Favored Religion: All

Imports: Tine good.s

Exports: Gold, minerals

MIRUVMOTO TEMORY,
DRAGON CLAN TRISA

Male human Diragon Sam7: CR 7, Medium-size humaneid
(human); HD 7410 + 10; hp 55; Inic +4; Spd 30 ft; AC 20
(touch 14, flat-footed 160 Atk +11/26 melee (katana), +10
(walkizschi) (1d1047, +2 katana; 1de+5, £2 walizachi); S0 Clase
skill — Knowledge {Arcana) (family bonus), Ancestral
Daisho, Henor: 2 AL N; 8V Fort 46, Bef 16, Will 18; Ser 18,
Dex 47 {19), Con 13, Int 14, Wiz 17, Cha 12, Heighe 5 ft. 10 1in.

Skills and Teats: Speak Language (Rokugani, High
Rokugani}, Climb +9, Diplomacy +12, Taijutsu Focus+ +10,
Intimidate +10, Jump +%, Knowledge (Arcana) +12, Enowl
edge (Shadowlands) +8, Pedlorin +10, Sense Muotive +12;
Cleave, Daisho Specialization (katanai®, Depths of dhe VoidY,
Elemental Artunement®, Power Arrack, Void Use®, Weapon
Focus (katana).

Possessions: +2 katana (ancestral daisho), +7 wakizashi {ancesiml
datshn), +2 partial avmay, abi of dexterity (+2).

Temoru is a child of the most spiritual samurai family
in Tokugan, yer ke hardly knows one verse from the Tao of
Shinsel, Ilis family's patriarch detailed the style of two swords.
that his family has studied for centuries, yet he fights with®
cne blade in combat, Far removed from the vealin of the
Shadowlands, Temoru deills his soldiers on wetics o be used
against the beases of thar place. He knows thar the Empire has
bur one enemy, and Temoru wished o prove 1o the Crab thar
they were not the only clan capable of recognizing this.
However, destiny seemed to have something else in mini




When the war with the Phoenix began, Mirumoto Temoru
was oulraged. Had che Fhoenix not learned the folly of the
past two generations? When his clan retaliated in kind, only
10 be assaulied by the Lion as well, Temorus famous temper
ended with him claiming the head of a Lion general

Temoru and his legion have become a force o be reckoned
with in the current war. He trained himself and his men for
the horrors of the Shadewlands, and (as he purit) “A sceeam-
ing Lion in a silly wig simply does not compare to the dark-
negs in an onis eyes” He employs tactics that shock even
the Alodo geneﬁls, and he has singie-hﬂm:iedi)r glavghtered
saveral Phoeniv samurai at once. Temoru is not the greatest
fighter the Diragon has; he simply wants nothing more than ro
end the war a5 quickly az he can. He has studied the past, and
has learned the price the Empire has puil:i twice already for
fighting amongst itsclf.

He also found something else in his studies.
Though the references were hard to trace, several
texts copied (om sncient Phoenix scrolls refer
to “Isawas Gift” or “Tsavess Last Wish!" and all
describe the thing as something that nort
even the Phoenix could conrol.

Soon fter that discovery, Temoru
and hiz soldiers plunged headlong
into Phoeniv territories. .

TAMORI SHAITUNG,
TAMOR) FARILY DRAIRYO

Temale human Dragon Shuis:
CE 18; Medium-size humaneid
thumen), HD 1ade + 142; hp 176;
Init +1; Spd 30 fr.; AC 19 (touch 14,
flat-footed 185 Atk +13/48 melee
(1d10+5, +2 keen edge katanal; 30
Class skill — Spellerafe (family
bonus), Sense Elements; Honot: 2
AL CN; SV Fort +12, Ref +6, Will
+13; 5tr 14, Thew 12, Con 22 (24), Tnt
17, Wis 17, Cha 16; Height & ft 4 in,

Skills and Feats: Speak Langunage
(Rokugani, High Rolugani, Kami),
Alehemy 421, Concentration +25,
Heal +11, Knowledge {Arcana)
121, Knowledge (Elements)
+2, I{nowlcdgc {Maha) 19,
Enowledge (Shadowlands) =13,
I{nufwlcdst (Shintao) +11,
Listen +12, Spellcrafe +22,
Spot +12; Brew Potion,
Elemental Attunement®, Tnuute Ability®, Martial Weapon
Proficiency (katana), Superior Element Focus (Barch)®, Vuid
se”, Weapon Focus (larana),

Spells Enowt (6/8/14/8/7,/7/7/6/3 base DC 17 + spell level;
Elemental Focus — EBarth): 0—commune, dancing lights, detect
magic, hands of clay®, mage hand, mending, purify food and drink,
reaid mage, vesistance, viviiee; 1se—rcuve Hght wourds, detect Taintf,
parth's stagnation, magic weapon, magic stane, prafachion fram
Tamtt; 2nd—bhull's strength, cat’s grace, enduvance, hold person,
lesser testoration, soften earth and stone; 3rd—dispel magic, greater
tagic weapon, keen edge, magic civcle against Taintf, stone shape
dth-— holy smite, jade striket, lightning bolf, restoration, spike stones
sth feeblemind, vightaous niight, spell vesistance, transmate rock fo
miud, wall of stong; sth—control weather, flesh to stone, move earth,

stonestin; ?th-—di:futtgmff, essence of earth®, statue; Bth—earth-
quiake, time’s deadly fand?,

Fossessions; ornwlet uj" relircel armor +2, keen vdge katona +2,
ketmumo of armer +3, ol of health (20 ring of prolectivn (+3), ring of
wizardry IT

The daitnyvo of the Tamori is much lile the mountain in which
she makes her home: cold, beautitil, and zsolitary. She is a
srnall woman, but bears the trademarle aristocratic beauty of
her family's Isavwa ancestors. She tends to dress in revealing
garments a3 a distraction for her opponents; or as she puts in
“tar indulge in the beauty with which the kami have blessed
me." She is never seen without a katana b)' her side.
Since the corruption and disappearance of her father
Awasha Tamori, she has strogeled o bring honer wo the
family's name through the sheer power of her magic and Le
devotion to the kami. She has earned her share of
enemies as well, primarily among the Elemenral
Council and the Isaws family Isawa Tacruko (n

‘The spite hetween the twa 15 seen a5 a large
Diragon and Phoeni.

that Taeruka is right to hate her
for her connection to the Tainted
Agasha Temori. She is ashamed
of her father’s downfall, and prays to the kami
that she will be given the opportunity o atone for
his sins. She never admits this to others, always
waineaining the cold stony facade that is her trade
mark. She strives eternally to prove the worth of the
Tamori, not enly tw the Empire, but w hersell,

i Sl

MPORTANLT SITES

D1 Takaikabe Mura (High Wall Village): This
village overlooks the rough terrain of Exile’s
Road, the Unicorn passage beyond the Dadger
lands and into the Northern Wastes.
Legends say that Exile’s Road ends in (e
distant Burning Sands, but no raveler in
recent memory has ever rerurned from
banishment beyond the road to tell the
tale. Those who are banished often
have 2 kinsman move permanently
to this village, always watching the
pass in order to defend the clan’s
% honor. Such a sentinel is considered an
honored guest (although a permanent one),
and iz always treated with the utmost respect by the Dragon
heimin. After fifteen years of such service, such samurai are
invited to join the nearby monastery and spend the rest of

their lives in prayer for their dishonored relatives,

D2 Fulkurokujin Seido: The shrine to Fukurckujin,
Fortune of Longevity, is not as resplendent as other shrines
throughout the Empire, 1t is, however, the best made and
sturdiest of such shrines, and every visitor is ashed o give
something of himself for the berterment of the (emple —
a painting, assistance in constructing a new room fot the
monks who watch the shrine, or some orher boon.

13 Yushosha Seido Mura (Champion Shrine Village):
This ¢tmall village near the Phoenix lands was said to have

" been the home of Togashi Yolkuni, the Champion of the

particular despises Shaitung, and Shaitung |8
returns the sentiment with equal venom. §°

contributing factor in the war between §

CTUDNOC MO )

Privately, Shaitung fears I
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Dragon Clan who perished on the second Day of Thunder
The mysterious leader of the ise zumi often visited the town
and prayed ata small shrine curside the city’s gates. The shrine
is said to-have the power w bring visivny. Togashi Hoshi is
vumored ww visit this village on occasion.

D4 Kyuden Hitomi (High House of Light): The final
fortress along the Dragon Way s the fortress of the Hitomi
family. Ir was once the home of the Togashi order of monls,
but now the Hitomi, Togashi, and Hashi arders dwell here
together. They are less a family than an order of samunrai who
have devoted themselves to a strange religion, or philosophy,
orboth The “tattoced men” of these sects — the ise zimi — are
pepular Hgures in Rolugan’s literature, These ise zumi tarely
venture outside their monactic caetles, but when they do, their
bizarre sctione retlect their ineuplicable attunement to the
Five Elements, The road that leads to this castle is a sharp-
angled steep elimb. An armored man trying to make the climb
would certainly fall.

D5 Maigo no Samurai Mura (Lost Samurai Village):
This small village was abandoned by the Dragon Clan once
their great mountains began exploding in [lame. In the
months since, the Rein toibe of the zokujin race has raken up
residence here, marveling at the wonderful objecrs lefr
behind by the terrified Dragon peasants. The peaceful zokujin
have become amached ro their new homes, and might not be
willing ro give them back if the Dragon were to rerurn,

D& Yamasura: This city performs the majority of Liragon
trade with the westarn Empire, making frequent arrange-
ments with the Unicorn and Lion Clans for commerce. Itis g
widely spaced city, on ¢ tall flat plain among the high moun-
taing of the Dragon, Many Emerald Mapistrates, unsure what
to do after the Emerald Champion died in the Scorpion Clan
Coup, gathered here, Because of this; the city has been rela-
tively free of bandits for quite same time, cven though the
Emerald Magistrates have since moved on,

D7 Shiro Tamori (Tamori Castle); This castle once
housed the Agasha family, Ies current occupants, the Tameord,
were incorporated as a Dragon family afeer the vast majodity of
Agasha defected to the Plivenix Clun, All Agasha holdings
defaulied to the Tanerd, including their ancestral casele. The
Tamori keep the Dragon Clan library, and their castle is the
home of the Dragon shugenja school. Fortfied deep in the
mountains, this castle is one of the deepest mysteries in Roku-
gan. Although once the Dragon often accepted wigitars to
their shugenja schoals, they have heen much more sxclusive
since the lngs of the Agasha

18 Heibeisu: This prosperous city on the edge of Phoenix
lands performs a large amount of the Dragon trade with the
test of the Empire. Unusually for a Dragon eity, vieitore are
welcome in Heibeisu, It is a lush city, surrounded by water
and rolling hills, crested by mountaing to the north and east.
Heibeisu has recently become one of the focel points of the
Dragon Clan's front line in their war with the Phoenix,

D9 Shiro Kitsuki (Last Step Castle): Called "Last Secp”
because of the steep climb thar leads away from this castle o
Kyuden Hitomi (D4), Kitsuki Castle is the home of the must
orthodox” of Dragon Cla lamilies. Almost all diplomats of
the Diagon Clan ace [rom the Kitsuki family, Some say there =
a secret path from the fladands w Kisukl Castle, bur if there
i5, it is hidden well.

D10 Shiro Mirumoro (Last Glance Castlek: The home of
the Mirumeoto family stands high at the entrance of the Grear
Wall of the North. The road spirals npward inte 2 wide ravine
and the castle looks down into the ravine. Those who wish to

‘there is not included in rhe Tiragon Clan's statistics,

visit the castle must climb the steep path. Invaders must avoid
arrows, pitch and fire from above with no way to retaliare. The
previous lord of this castle, Mirumoro Hiroml, Inherited the
Dragon Clan's ancestal sword along with leadership of the
family, burt she left it behind. She was eventually to lead the
Dragon Clan, found the Hitomi family, and replace Lord
Monn himself The etirrent lord of the Mirnmoto is Mirnmoto
LI,

D11 Kyuden Tonbo (Dragonfly Clan Palace): The Drag:
onfly Clan was born from a marrisge contraer betweena
samurai from the Phoenix Clan and 2 shugenja from the
Dtagon Clan, The Dragonfly Clans castle is not formidable,
but ie protected by enchanted walls and the cousins of the
Dragonfly: the Dragon and the Phocenix. The Dragonfly Clan
serves a5 cmissarics and go-berweens for the Dragon and the
rest of the Empire, If you wish audience with the Dragon; you
must first seck audicnce with the Dragonfly.

The lands of the Tonbo family have been mvaged during
the early stages of the war between the Dagon and the Lion-
Phuenix alliance, It remains to be seen if the Tonbo will be
able to rebuild,

D12 Tol Koku (Distant Paddy Village): Although the
Diragon temain mastly aloof from the remainder of Rokagan,
they still must eat, and their manntainans lands do not grow
crops well. When merchants come to deliver rice to the
[}ragon, this is the village where they transact their business
1t is one of the few remaining food-producing villages in the'
Diragon lands since the eruption of the voleano (D14).

I3 Nanashi Mura (Anonymous Village): On the south-
ern edge of the Dragon territories stands this enomaly of o vil
lage. The village is, in fact, inhabited and ruled entircly by
ronin; this was first sanctioned by Dragon Champion Togashi
Yokuni, a sanction that has been honored by subsequent
Dragon champions. The Dragon forbid the ronin village any
obvicus defenses, limit the size of its city guard, and warch the
village with a careful eye. Thus fae there have been no major
disorderly incidents. A ronin who comes to Nanashi will be
asked no questions about his past, so long as he causes o
trouble:

Although very close 1o Dragon lands, Nanashi Mura is tech.
nically cutside the clan’s borders and thevefore its population

14 The Wrath of the Kami: This volatile veleana
eripted unexpectedly & few months age. The shugenja of the
Diragon Clan, normally very much in tune with the kami of
their mountain home, were caught completely off guard. In
addition to the massive loss of life the eruption caused, the -
resulting environmental changes have severely damaged the
Dragen Clan’ ability to preduce food for their people.

THE LANDS
OF TH= LIOR.

Capital: Shiro Matsu

Fopulation: Approximately 5 400,000 {300,000 @il
Favored Religion: Ancestor

Imports: Raw materials

FExports: Copper
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PRIRYS OF TH= RARODPO FARILY
Male human Sami5/Frr3: CR 18 Medium-sized humanoid;
HD 18d10+54; hp 19%; Init +%; Spd 30 {t,; AC 23 (rouch 16, flar-
footed 220 Atk +24/219/+14 melee (1d3es, tesson of smiting);
S0y Samiurrad abihieies (Ancesteal Daisho); Honor 2 AL TG SY
Fort +17, Bef +11, Wil 415; Str 16, Dex 13, Con 16, Int 13, Wis
14, Cha 13. Height S ft. 7 in.

Skills and Feats: Speak Language (Roloagant, High Rekugani,
Zokujin), Bactle™ +12, Climb +14, Diplomacy +7, Handle
Animal +&, Iaijutsu Focug+ +8, Intimidate +11, Jump +14,
Enowledge (Bloodswords) 15, Knowledgze (Minja) +5,
Ride +10, Senae Motive +10, Swim +12; Akadas chhniquc*1
Armor Proficiency (Heavy), Cleave, Combar Reflexca,
Endurance, Improved Initiative, Iron Will, Power Attack The
Final Lesson®, Void Use®, Way of the Lion®, Weapon Tocus
{katana),

Prssessiors: fessen of smiling (s mece of smiling), iasted-
work grear armor, ving of mind profection, haori of wesislance
{+3), bracers of armor (+5).

Dnce, long ago when he was young and brash,
Akodo Cinawa failed to protect his lord from
an assassin. The mysterious essailant used one of
the legendary Bloodswords, Revenge, to cloud
Ginawa’s mind. That was ne excuse, atd Ginawa
became romin, leaving the Lion Clan behind
with Revenge at his side to seek revenge on
the assissin,

For yvears, Ginawa scoured the Empire
for clues as 1o the identity of the assassin,
Sadly; his search was fruirless. Mo one he
encountered could aid him in his quest.
Over time, the blondsword grew more
and maore influential, transforming
Ginawa from an honorable man to a
seething cauldron of violence, always
on the brink of an explosion. Finally,
Cinawa found something that pave him
hope, something that reminded him of
the honor he had once known as a samurai.

Toturd, the Black Lion.

Serving the former Akodo daimyo reminded
Ginawa of who and what he was. Although he
did not abandon Revenge, he vowed never to
allow 1t o cloud Lis mind again, Aflter the
conclusion of the Clan Wan Ginawa continuel
to serve Toturi 1 up until the Emperor
disappeared. The former Lion scoured the
Empite in search of his master, becoming
embroiled in the war against the Living Shadow. Upon Toturi's
sypntual rerurn, the forces of the united Grear Clans defeated
the shadow, and named it Altado to redeam all that had been
lost The Emperor designated Ginawsa, one of the few surviving
trus Akods, the new family daimya.

For decades, Cinawa has led the Akodo to regain their
formet glory, Now he'is an old man whe has put the way of the
sword behind him. His life has been full enough of death, and
be has ne desize to see more before he joins hisancestors. His
clans daimyo is now Matsu Mimure, a brash and violentyoung
man whe i leading his people to war with the Dragon over a
minoT treaty with the Phoenix, Ginawa looks to the Tsuno, the
mysterious beasts attacking the Lion's home, and wonders if
even the Lion can sugvive @ wat fougli on twvo fonts,

Ak (i

KITSV DETIKO

VENGEFUL KITSV SARURAI-KO
Female human Sam7: CR 7; Medium-sized humanoid;
HD 7d10+14; hp 49; Inir +3; Spd 30 fr.; AC 12 (touch 13,
flac-footed 17); Attack +12/47 melee (1d10+5 +2 katana); 5O
Class skill — Enowladge (War) (family bonus), Samurai abili-
ties [Ancestral Daishol Honar 3; AL LG SV Farr +7, Ref +4,
Will +7; Str 14, Dex 14, Con 14, Int-12, Wis 11, Cha 8
Skills and Feats: Speak Language (Rolugani, High
Rokugani), Climb 49, Diplomacy +1, Handle Animal +5,
Laijutzu Focus+ +3, Intimidate 48, Jump +9, Ride +9, Senge
Motive +4, Swim +5; Death Trance®, Endurance, Imprm'ed
Initiative, Spirited (Ancestor: Altodo Samune)®, Void Use®,
\Vcagﬂn Focus (katana), Height 5 ft.5 in
Possessions: +2 leatana {ancestral daishe), wakizashi (ances-
tral daishal, masterwotk lamellar armor, masterwork

sebeeral wrmor +1, lorboise shell talismare.

for battle. She has served lovally in
both the armies of the Lion Clan as
well ae the Imperial Legions. Indeed, in

Tsudao, the Emperors child who
is known as the Sword, Dejiko
has devoted her entire life to the
perfection of her art, to the mastery of
the blade aud of bushido. Even her
revered sensei marveled at her passion
and prowess.

Why then, she wonders, has she
not been accepred into the Lions Pride? The
Pride are the greatest warriors of the Lion Clan,
the deadliest samurai-ko in all of Rokugan, Her
place is obvionsly with the Fride. Yot they have
repeatedly refused her entrance to their ranks.
It fills her with rage each time, yet she must

not dishonor herself by showing it. And so
each time she bows humbly and thanke the
Bride for their consideration, vowing to

ﬁ tl.':"' B.SE 5
i News of the Lion Clan’s war with
l  the Dragon was glorious indéed to Dejiko.
Surely this would provide her with the
opportunity to demonstrate her worthiness.
She gleefully threw herself against the
Mirumoro armies, shouting her ancestors'
names as she cut her enemies down. It was whar
she had longed for her entive Life.

When the summons came for her to return to the Kitsu
latdz, Drejileo was crushed. She was being removed from the
battle, pechaps for some nnknown or imagined dishonor. She
would never join the Pride. Lipon her return home, hovwever,
she found that no dishoner awaited. Her ckillz wore needed o
detend her family's lands from 4 mysterious new opponent:
inhuman monstrosities called the Teune. Though savape and
powerful, the Tsuno can be defeated: Dejiko will not allow
them to desecrate her home any further, no matter the cost.

yumi and 20 arrows, haori of resistance +2, amulet of §

All of her life, Kitsu Dejileo has longed §

'uzﬂaﬂhomm“'

her Imperial service she fought banditz | .
elongside her great friend Toturi §




s |
G 8
G |
n g
I

H

y I.

IMPORTANT SITES

L1 Toshi no Metyo Gisei (City of Honor's Sacrifice)” A
young samurai maiden — whose name has been erased from
the Lion histories — made the ultimate sacrifice in the home
of the headman of this village. She keopt a zecret lover hers,
and when her daimyeo discovered her secrer, she vowed to
cemmit seppuku to show her loyalty to her lord. The daimyo
agread, but at the ceremeny, he gave her a wooden sword 1o
perform the act. The samurai-ko tock the wooden sword
and performed the ceremony, despite the insult.
A shrine dedicated to her memory still stands in (his
village:

L2 Mura saoo Eiyu ni Suru (Village of the Rein-
stated Hero); Tkoma Teidei was a young, handsome
und promising samurai, or a1 least he was before his
daimyo was killed by an assassin. Teidei became a ronin
and spent seven years seeking out his daimyo's killer, He
finally cornered the assassin in this village. A shrine
stands today where the ronin killed the assassin and
then committed seppuku to join his master,

L3 Shiro sano Ken Hayai (Castle of the
Swift Sword): This is the school of the Aledo
family, teaching its samurai both the pen and
sword aspeets of bushido, This is where the
great and noble history of the Lion Clan is
kept. Itis also the sncestral home of the Kitsu
Family

L# Rugashi: This humble village in the
central Lion lands is one of the most heay-
ily traveled cities in the area, Teavelers
wishing to wove [row the Crane to the
Unicoen lands, or from any norchern poing
to central Rokugan, generally come
through here for supplies and equip-
ment. This is one of the few towns
outside the Tiragon lands where 1o
zumi are hot st unnsual sight, and icis
rumored thar the governor of
Kugashi has secret trade agree-
ments with the Dragon and
Drngonﬂ? clans.

L5 Oikeu: This village serves as o
permanent military cutpost for the
Lion's intermittent sicges of Toshi
Ranbo, the Cranc fortress. Many
separate unsuccessful attacks
have been divected from the vil-
lage in the past half a century;
W wele J.l:'LI IJ:r' l.]“: _rUlI]'“:]'
Champion, Akodo Arssou,
ind two more by another
former Champlon, Matsu
Tsuko. Lion soldiers dread being assigned to this village, for
the repeated failures have given the village a repuration for
being cursed. Tanko wag the first to move het command staff
to Ninkatoshi (19) and assign redundant and unnecessary
personnel ro Oiku, a practice that has become tradition in
the intervening decades,

L¢ Shiranai Toshi (Darkness City): This city, founded in
the lee of Lookout Mountain (a singular meuntain rising from
the plains of the Lion lands) is one of the original Tkema strong-
holds, It dares back to the Lion occuparion of Unicorn lands
during the long period of time in which the Ki-Rin were not in
Rokugan, It was not returned to the Otaku when the Unicorn

TrurachiOkume

returned; 1 poine of contention thar has been debared in the
Imperial Court for nearly three hundred years.

L7 Foshi: This rather uninteresting city has the distinction
of producing a large percentage of the Lion Clans fond The
clan guards its food supply with plenty of troops, and &
tremendous number of silos outside the city hold the crops
for military dispensation later in the year

L& Henga Murai {Brick Village): This village, consrructed
altost entirely of stone, stands on the edge of the only major

Lion forest. The lumber goes entirely roward military pur

pases, and the peasants of this village are not allowed o
wse it for building purposes; thus, the village's strncrur
end name,
L2 Ninkatoshi {Permission City}): This village serves asa
military outpost for the Lion in the constant struggle againsi
the Crane. The village's conversion (vom farming village to
strategic outpost took place entirely umder the direcrion of

Matsu Tsuko shortly before the Clan War. The Matsu
daimye strives o ensure thar only the finese bushi
and most skilled officers receive appoint-

ments to Ninkatoshi, Curside of the War
Caolleges, the small willage has become s
home for the hest the Lion Clan has to-
offer

L1060 Kyuden Ikoma {Sacred
Watch Palace): The 1koma home-

land iz located at the base of the

Mountain of Thunders, where the

Seikitsu mountaing divide the

Empirc in two. The fortress often
hosts informal meetings where the,
leaders of the clan discuss intemal

issues. Once the farthest outpostof

Rokugani civilization, it defends the

Lion [rum pessible Dragon or Unis

Corn incursions,
L11 Bishamon Seido: The Shrine
of Bishamon, fortune of strength;ic
elaborate and ornate, tended by na
less than five hundreed Kitan
shugenja and priests. It is one of tha
best-maintained buildings in the
Lion lands, and is also where the
elite Matsu Lien's Pride traing
Males who wish to ser foot
on the Lion's Pride training
grounds must secept a challenge
to prove their sincerity and!
strength in battle,
Liz Tonfajutsen; This
small city, which takes its nume
from its distinctive fighting
style, iv said to have been the locarion ofa
preal weaponsmith named Goluzi. This weaponsmith, lepend
has it, created the first peasant weapons, and is therefore.
reviled, He created and employed the first tonfa in this city,
forcing the Emperor’s own magistrates to stop harassing the
town's heimin. Golkuzi was rapidly browght up on charges,
testified against, and put to death. A small peasane chrine s
said to exist in the woods outside the city, but few heimin are
willing to chow it to euesiders.

113 Shiro Akodo (Loyalty Castle): This castle goes by the
nams of Shire Akodo even though it has not been the center
of the Lion Clan since the Scorpion Clan Coup and the



attendant destrucrion of the Akodo family. Following the
tecreation of the Akoda family at the Battle nf Cihlivion's Gare,
Alade Cinawa led hic people here and recliimed the castle

L14 Kenszon Gaklea (Humility's Tesson): This fortress,
once known s Shiro no Meiyo ~— the Castle of Honor —
stands as a reminder to the Liont sourhern neighbors, Cwer
siw hundred years ago the Scorpion tried bur failed to take
Tkoma Castle. In response, the Matsu attaclked the Scorpion’s
nearest castle, previously called “The Lion's Shadow." When
they took the castle, the Matsu killed every man, woman and
child inside and claimed it for the Lion Clan, renaming it
*Humility’s Lesson.”

Li5 Shiro no Yoiin (Castle of Vigilance): Seventy years
ago this castle belonged to the Crne Clan, but now it belongs
10 the Marsu family, The Crane abandoned the castle when
they saw an advancing Lion army, marching to avenge a slighe
made by a Crane diplomat. Today no one recalls the comment
pierisely, but the Matso family remains in Shiro no Yojin, a
conwvenient location from which to launch an attack against
the Kakita Bamily

11é Kyakuchu Mura (Footnote Village): Founded
chortly before the Scorpion Coup a8 2 miner checkpoint mon-
itoring the Bayushi, Footnote Village suddenly became a
major strategic strongpoint when the Clan of Secrers fell. The
Imperial Legions began using the area as a staging ground to
maintain order in the vacant Scorpion tecritories, leading to
rapid development in the arca. Even after the return of the
Seorpion the village has remained a primary maining ground
for the Imperial Legions, and is a frequent base of operations
for Toturi Tsudao hevselD

Lt7 Kaeru Toshi (Captured City): This city was raken in
bartle with the Crine shorely before the Clan War, Matsu
Tsuko renamed it and commanded Ikoma and Mamu troups w
hold it as 2 staging ground for iImminent assaults on Kakita
Palace and the Osari Plains. The city was in 4 constant state of
rebellion for tmany yeats, as Crane samurai and heimin fought
against their Lion overseers, but the Lion maintained the
upper hand and have subdued the city throughoat the inter
vening years. =

118 Shiro Matsu (Last Breath Castle): This is the ances-
tral Matsu home, whete Matsu herself met with the Kami
Alredo. The largest contingent of Lion samurai iz here, care-
fully guerding the supply lines on which the vast Lion armies
depend. The armies are made up of all the Lion families: Kitsu,
Alkodo, Matsu and Tkoma alike,

L19 The Kitsu Tombs: Although not the ancestral home
fand of the Kitsu family, the Kitsu Tombs are the seat of their
power. Here the greatest heroes of the Kitsu have their
remains inrerred, although most other Lion families choose o
have thelr dead placed within the Hall of Ancestors, When i
traitor Kitsu Olura corrupred much of the Kirsu family and
summoned oni ta serve them, the Tombs were his headquar-
tors. The family has since been cleansed of its dishonor, as
have the lanmbs themselves.

THE LAND
THE M

OF
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Capital: Kyuden Cotei

Population: Approvimately 1,080,000 (&0,000 samitirai)
Favored Religion: Fortunes

Imports: Raw marerials

Exports: Sills, spices, exotic goods

TSURVUCHI OKAM=
YOUNG WAST HUNTER

Male human Firs: CR 4 Medium-sized humanvid;
HID 4d10+8, hp 28 Inlr +3; Spd 30 {1 AC 13 (touch 13, flar-
footed 10% Att +9 ranged (1d8+3, masterwork rughty yumi +3);
S0 C)ass skeill — Craft: Fletchery (family bonusy Honor: 2; AL
LM: S Fort +4, Hef +1, Will +1: Srr 16, Dex 17, Con 15, Int 14,
Wis 13, Cha 9, Heighe § feet, 4 inches.

Skills and Feats: Speak Language (Rokugani, High
Bolugani), Climb +5, Craft (fetchery) +8, Hide +5, Jump +10,
Move Silently +5, Ride +6; Point Blank Shot, Void Use®,
Weapon Focus (Longhow), Weapon Specialization (Longhowr)

z2
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Dossessions: masterworle yumi (longbow), 50 masterwork § :

arrows, ashigaru armor quiver of Tauriechi (as quiver of Eblonnal,
masterwork tanto, silent bell falisman.

Cikame is one of the most prominent young Wasps of his

generation. He and others like him were the first genetation  J0

of camurai born into the ranks of the Wasp Clan. Before,
warriors were simply accepted into the Wasp clan after
meeting the approval of Tsuruchi, the clan’s founder, Dkame,
however, feels the heritage and mantle of the Wasp through-
out his very soul. There hag never been any other life for him.
He would have it no otherway

The young warrior has been rroubled of late by the Waep
Clan’s absorption into the Mantis. He realizes that the Mantis
are benefactors and patrons of his family, but it scems wrong
somehow to simply abandon decadesof tradition and struggle
siwply to add to the flagging ranks of the Great Clan they
serve., He bas spulien to otlier young Wasps, and found many
that share the sume feelings,

For the rime being, Okame continues serving the clinas he
abways has, He s quick o correct any who refer to him as &
Mantis; he is very much still 4 Wasp, and will always remain so,

YORITOMO RITAO
RANTIS CLAN CHAMPION

Female human Ftrg/Bogi: CE 12; Medium-sized
humancid; HD 8d10+24 plus 4de+12; hp 88; Init 12; Spd 30
AC 12 (touch 12, flat-footed 11); Att +13/4+8/+3 melee (1d12
+7, +1 keen no-dachi); 5Q Class skill — Profession: Sailor
{lamily bonws), Fighter abilitics (Weapon Specialization: ne-
dachil, Rogue abilicies (Evasion, Sneak Attack +2ds, Uncanny
Dodge’ Honor: 1; AL CN; SV Fort +7, Rel +6, Will +3; Str 18,
Diex 13, Con 16, Inr L1, Wis 10, Cha 11; Height 5 ft. & iu.
skills and Feats; Speak Language (High Rokugani, Roku-
gani), Balance +3, Bluff +4, Climb +8, Diplomacy +4, Gather
Infis +4, Intuir Direction +4, Jump +3, Listen +4, Move Sllently
+6, Profession: Sailor +7, Ride <4, Sense Motive +4, Switmn +11;
Cleave, Cold and Cunning [Ancestor: Gusail®, Dodge,
Improved Initiative, Power Attack, Toughness, Two-Weapon
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Fighting, Soul of the Stworm® Void Use®, Way of the Mantis*,
Weapon Focus (no-dachi), x

Bussessioms: +1 keen no-dachi, the Birrer Flower kobune (keel-
boat), gloves of swimming and climbing, shakuhacht of the ningyo
{horn  of tritons), amulet of natwral armor  (21),

550 koku.

Untried and untested, Yoritomo Kitao has very recently
become the daimyo of both the Yoritomo family and the
Mantis Clan. She came into the position following the death
of her predecessor Yoritomo Atamasu (the hand-picked
successor to Lord Yoritemo himself) ar the hands of the
treacherous Scorpion Clan, She was the first Mantis to arrive
at the scene of Aramasu’s murder, and many Scorpion died at
her hands thae day. The Manris Clan believes she has proved
her strengrh and lovalry

Irisall a lie.

Yotitomo Kitao has led a dishonorable life. She came to
prominence through her wealth; she acquired her koku
during the War of Spirits, smugpling weapons and armor to
the armies of Hantei XVI aboard her ehip the Bitier Elower.
Had che been discoverad, she would have been executed for
treazon. Kitao has always been cautious, however, and covered
her tracks. Mo one living knows of her activities during the
war, at least so far as she knows,

Kitaok treachery does not end there. She made an arrange-
ment with the Scorpion to betray Aramasu, whom the Scor
pien have considered a traitor ever since he abandoned the
Bayushi name to take up Yoritomos. Although amply paid by
the Scorpion, Kitao betrayed them as well, appearing ar the
scene of Aranasu's death and killing the conspirators. She
uow wishes o eliminare all traces of the bargain that made
her Mantis Clan Champion, a task that seems arduous at
best.

Kirao also has agents scouring the Empire for an unidenti-
fied item or person. 1t is tumored that the object of her quest
has something to do with the btief marriage of Yoritomo to
Moshi Wakiza. Exactly what this is, no one can say,

INFORTANT SITES

M1 Kyuden Gotei (Mantis Clan Palace): Perhaps the
least raditional palace in Rokugan, the home of the Mantis
Clan is also one of the mnst splendid. Unconcernad with
simple gardens and expressions of Shinsei’s reschinge, the
Mantis palace looks like a treasure trove. Objects of gold,
wilver, and other precions metals and stones adorn the walls,
sharply contrasting with the simple, plain homes of the Seven
Clane. Tris aleo here that the mighty fleet of the Mantis Clan
guards the Mantis islands,

M2 Toghi no Inazuma {City of Lightning): At lcast once
# year, the tall towers of this city are struck by lighening, Tle
temple of Osane-Wo— one of the most extravagant and beau-
tiful temples in Rokugan, and the tallest building in the city
— i5 usually the targer,

M3 Kaimetsu-uo Seidv: This shrine ro Kafmersu-ue was
raised a few decades agu upon the ascension of the Mantis
Clan daiinye, Yoriromo. He bullr [t to honor his ancesear, and
ask [or the First Mantis' blessing on the clan. Whether his sup-
plication was heeded or not, the Mantiz have indeed been
blessed wirh good harvests, good trade, and few storms since
the creation of this shrine,

M4 Tokigogachu: This small Mantis village is famous For
only rwo things: fish and festivals. During most of the year,
when the boats arent sailing and there are no holidays to

celebrate, itis an ordinary fishing town, quiet and bland. How-
ever, when there is a festival, the city comes to life, with
fireworks, celebrations, parades and magnilicent partics
worthy of the Emperor himeelf. In facr, both Hantei 3000V
and Hantei 3300VIIT are said to have visited the New Years
Day celebration in Tokigogachu on a number of occasions,
although in disguise, lest the Emperor be found openly
visiting so poor and humble a city

M5 Maigosera Seido (Shrine of Lost Sailors): A massive
bonfire is always lit in the greal wwer thar rises over this
shrine, in the hopes that the souls lost ar sea will see the light
and be able to return home to Rokugan and find peace. The
tower looks out over the Mantls Bay of Dark Water and over
the wide ocean to the south. Some claim a city of horrible
creatures lies at the bottom of the bay, and mast of the local
sailors throw rice over the side when they cross, g0 45 to avert
curses from the creatures below:

Me& Kyuden Ashinagabachi (Wasp Clan Palace): The
samurai of the Wasp Clan are the finest archers in Rokugan,
and its castle defenses count on its samurai’s prowess. The road
to the castle cuts through a steep mountain pass, allowing
Wasp archere to seythe down edvancing armies with
impunity. With the recent sbsorption of the Wasp Clan by the
Mantiz, thiz has beeome a Mantis Clan helding; securely
under the control of the Tsuruchi family, ]

M7 Shaiga: This quiet village is governed by the Tsuruchi
family of the Mantis Clan, and houses unly heimin (all of
whom have been taught o wield weapuns such as che onfa,
though they keep such knowledge secret), It accounts for the
majority of the Touruchi family’s food production, and is care
[ully guarded by the vigilant heimin. Few samurai hother ta
come here, but if they did, they might discaver the villages.
other secret: 4 vein of gold that exists nearby, mined only
lightly by the Tsuruchi in order to leeep its existence quiet —
and rax-free.

MH Tani Senshio (Valley of the Centipede): This
secluded valley occupies a small stretch of land berween the

Iteacherous Pass and the sea. It was once home to the Cen
tipede Clan, 2 small matriarchal clan of shugenje who cxelu-
sively worshiped Amaterasu. Their power in firc magic is
incredible, but their numbers have always been small, The
Céntipede have become a family within the Mantis Clan, but
the Moshi family retains control of the valley to this day.

TH= LANDS
OF THZ NAGA

Capiral: Siksa

Population: Approvimately 2,000,000 (99+% currently asleep)
Favored Religion: Unique

Impaorts: MNone

Exports: MNone

RKASHA
LEGACY OF THE NAGA

Female human Firé/Mnk+: CR 10; Medium-sized
humanoid; HD 6d10+12 plus 4d8+8; hp 66: Init +3; Spd 30 ft:
AC 14 (ouch 14, flac-foored 12); Art #12/47 melee (141743,
kacanal; 5 Class skill — Knowledge (Napa), Monk abilities
{Unarmed Steike, stunning artack, evasion, still mind, slowr
falll; Honor: 2; AL CG; SV Fort 48, Ref 6, Will +6; Str 14,




Dex 14, Con 12, Int 10, Wis 14, Cha 11; Helght 5 ft, L in,

Shills and Feate Speak Tanguage (Rokugani, High Bokugan,
Naga), Balance +4, Climh +4, Crncentration +5, Diplomacy +4,
Jump +4, Knowledge (Arcana) +2, Knowledge (Naga) +6,
Move Silently +5, Ride +8, Tumble +4; Cleave, Deflect Arrows,
Depths of the Veid®, Dodge, Improved Initiative, Improved
Unarmed Strike, Mobility, Void Use® Way of the Unicorn™

Passessions: Karana; heavy war-horee, amulet of natural armor
42, gloves of dextevity +2, hovseshoes of speed, furoshiki bag of fricks
{riast].

“When the Maga prepared to reenter their grear sleep, the
Ningyo water-spirits who helped the
‘Chameleon defend the aquaric pear]
beds reported an alarming discovery
Inside the remaing of 1 mammaoth
oyster, they found a single pearl,
gigantic in size and with an unnat-
ural golden color. Confused by the
pearl, the Magn attempted to pre-
sent it as their final gift to the
Imperor Toturd for all his support.
“Sadly, cheir misinterpretation of a
courtier’s polite refusal led to the
withdrawal of the offer and the
departure of the delegation [rom
the Imperial Falace.
Tourneying rapldly across Rolu-

_gan, the Naga offered the pear to
Moto Gaheris, the Champion of the
Unicorn Clan, who gladly accepted
it: The pearl became a fixture ar
Shiro Shinjo, a sacred artifact sym-
bolizing the Unicorns link with the
Maga as outgiders in an Empire that
did not understand them. The
pearl remained thus for many

years,

Until the day it hatched.

What emerged from the pearl is
unlike anything that has ever
befere been seen in the Empire,

The young woman who stepped

from the pearl’s emnpty vasing is
clearly human, ver in her eyes iy

the wisdom and experlence of

the entive Maga race. She is the

final gift of the Naga race. She is
their living monument, their personi-
ficarion in the world of the humans. She
igthe Legacy of the Naga.

Already Akasha has proven her loyalty and value to the Uni-
corn Clan, to the family who watched over her for 20 long,
They have acceptad her unconditionally, knowing all too well
the fecling of being oursiders. With her, they teel a bond with
the sleeping Naga. When they awaken once more, whenever
that may be, their allics in the Unicorn Clan will be waiting,

Giedaf — Grardion ol Shmumen Mo

GHEDAI, GUARDIAN OF SHINOMEN MORI
Male Naga Shud: CR. 8, Large-sized humanoid (Naga) H11
gde+%; hp 32 Init +2; Spd 40 f; AC 12 {rouch 132, flat-Footed
10); Are 14 melee (1d4, dagger of venom), +6 ranged (1dé, yumi);
SA special abilities; SQ Class skill — Spellcratt (bloodline
bonus) Maga racial ebilities (Immunity to the Taint), Shugenja
abilities {Elemental focus (air), Sense elements) Honor: 0
{Nagal AL CN; 5V Fort +2, Nef +2, Wil +6; Str 2, Dex 14, Con
13, Int 14, Wis 13, Cha 17; Height & fi. 11 in (plus tail).

Shills wril Feuts; Speak Language (Naga, Rokugani), Alehemy
+8, Bluff +8, Conventmation +12, Craft (Goldsmithing) +11, Diple-

macy +14, Heal +9; Spelloraft +13; Akasha Use®, Depths of  §

the Akasha®, Innate Ability (silent image, Benten's
toweh, searing light), Master Researcher®,

Spells Known: (6/7/7/6/3; base DC

13 4 gpell level; Elemental Focus — Adr,

wafer, ctre oy winsnds, detect magic, ghost
soiind, guidance, know divection, purify foad
and dyink, stun the mind; Lst—ruve light
wounds, defect snares and pils, detect faintt,

Benten’s touch®, detect theughts minoy image,
produce flare; 3ed - nuisibility gust of svind,
searing Hght; 4th—air welk, illusory wall,
Possessions: Dagger uf VEROm, Yuimni
with 50 arrows,

As the Naga race prepar'ecl to reenter
their Creat Slumber, it wasg decided thata
small number should remain awake to
ensure that the devastation that
wracked their civilization during their
First sleep would not be repeated.
Those selected were mainly Asps, for
protection, with a small number of
Chameleons and Grecnsnales, to
scotit the forest and maintain relations
with their human allies, Among thosc
seleceed was a single member of the
Cuobra bloodline, i young jakla
named Ghedai. The Shashakar had
not planned to leave any of the jakls
awake, so few were their numbers;
but Ghedai requested the dury and

was granted permission.
zheds:i, however, is not exactly a
selfless servant of the Maga race. He
has bean of lew caste his entire life, and
there has been very little opportunity for
him to advance his lor in the past several
decades. With this mission, he sees an opportunity for
advancement.
The humans who deminate the wotld have an unngtural
{izarion with certain metals, such as the soft gold that se many
Maga trinkets are made of. With the others asleep, Ghedai can
gather large yuangities of it and use it to bribe the humans.
With enough of it, he can pay them o bring him the spell
pearls from the borom of the sea, far e east of the great
forest. When the others finally awaken, they will find that
zhedai is the most powerful jakla of all.

Naga Jalda School): D—commune, create [}

expeditions retreat; silent image, sleep; 2nd— B2
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IMFPORTANT SITES

N1 Tyotisha: Iyotisha (the name for the Maga reverence of
astrology) is the eity of astronomets, once home to the Con-
strictors and their massive children. The ciry of Tyotisha did
not survive the thousand years of sleep well, but unlike
Mirulti, it remained hidden deep within the western valleys
of the Shinomen. Its walls, while broken, still whisper the
lessons of the Akasha, and the temple of the Vedic priests
remains whole. Here the few remaining Constrictors sirug-
gled to reawaken the Akasha, so thart (heie purpose could be
known, It was in this city dret the inost powerful Vedics of the
Haga race confinmed that the Great Sleep must be reenrered.

N2 Vyakurana: Vyakarana, called by some the ‘City of
Magic’, lies deep in the mists of the Shinomen in a valley that
is enshrouded on rhree sides by magnificent waterfalls There
iz no wall ro the city, and the Cobra who live there say there
are no bridges across the three mighty rivers. Even other Naga
consider it to he a place Alled with ghosts and memeries, and
some Constrictors whisper that the mists do not come fom
the waterfalls, bur from the Alcasha's nearnese.

‘The city is covered in webs of magic that even the Cobira
cannot unwrap, hidden by their arts amid a warm, jungle cnvi-
ronment. Those tew who have visited the sitc say that the ciry
ot Vyakarana never fully awoke from the first Great Sleep.
Certainly, the oldest of the Cobra did not awaken, leaving
their egg beds cold and their fires low: Those whe did, includ-
ing the great Shashakar, protecred the sleepers with their
spells — and their lives.

N3 Siksa; The wall surrounding the ciry of the Asps tells 2
tale of fire and courage; it is located within the lower portions
of the Naga [orests, near che lake known as Sunda Mizu Mura.
I still stands in golden splendor, though its walls ave encased
in moss and the mighty plain has turned inta 2 valley within
the forests depths. The Shahadet made his home here, go-
erning the land of the Asp wirh firmness and ruthless justice.
Within Siska’s walls lies the source of the River of the Sky, and
the place where the great general of the Bloodland Ware was at
last captured by the spell of the Cobra Jakla and the batrayal of
the Shahadet. During their periods of wakefulness, the
Shahadet and his personal legion travel beneath Siska once a
year to bathe in the waters at the source of the Holy River.
There, they commune with the warriors of the pase and face
their fears on a vision quest,

N4 Mirulti: These strange ruins were declared blasplieous
during the time of the 11th Iantei, and were nearly completely
destroved. The Greensnakes whe slept here died with their ciry,
unaware of what was lappening, The Maga mourmed the loss of
their cousing, but have been more concerned with what has
happened w the city since. & strange corruption seems to be
taking vver the Nirukt rulns, preying upon bath Naga and
humans who dare explore the gloomy hurial grounds
The Vedic of the Naga believe that the healing of the Akasha
thtough the Great Sleep will halt this carruption.

Ns The Shadowlands Marshes of the Shinomen:
Centuries ago, a sizable foree of Shadewlands creatures broke
through the Crab's defenses and infiltrated the Shinomen
Mori Their rampage destroyed several clutches of Maga cggs,
sending shock-waves through the Akeshes and awakening
many Asp wartors, Enraged, the Mage descended upen the
Shadowlands army and destroyed rﬁem completely, their
powerful pear]l magic destroying their very bodics. What
remained was & foul, Tainted marsh hidden deep i the [orest

and kept in cheek by Cobra wards,

N& Candas: The city of the Chameleons lies deep beneath
the ncean waves, thaugh Naga magic can £l1 the city with
breathable air Sometimes, when the sea is siill, Candas can be
seen through the surface of the water. During the time the
Naga wete awake, mischievous young Maga would somerimes
play tricks on Crab and Mantis sailors passing through the.
area, turning their ehips on false courses or sneaking aboard
and tampering with navigational cquipment.

Ealpa (no map entry): The greatest of the Naga cities has
not survived the great sleep of its people. Somewliere (o the
Far north Kalpa, the city of rebirth, lies butied beneath the:
rubble of carthquakes and the passage of time. Even after the
Haga awakened from the Great Sleep, ne word has ever came
from the MNaga of this city, and the race considers them dead.
Many of their souls have joined the Akasha, speaking disjoint
edly of earthquakes, fire, and war, but ne lesson has hean
brought forth by the Constrictors to explain the loss of Kalpay
lore.

= LANDS O
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Capital: Byuden Isawa

Population: Approximately 1,620,000 (90,000 sanuai)
Favorcd Religion: Shintao

Imports: Exotic goods

Exports; Silver, lumber

ISAUA MAKAMUROD

MASTER OF MR

Male human Shuii: CR 11; Medium-sized humanoid;

HID 1dde; hp 33; Init +1; Spd 30 £t AC 14 (touch 14, flat
footed 13); Att +6 melee {1dg, walizashi}; 80 Class akill —
Spelleraft {family bonus), Shugenja shilitics (Elemental focus
{ait), senge elements); Honor: 2; AL LN; SV Fort +6, Ref 44,
Will +10; Str 10, Dex 12, Con 10, Int 15, Wis 11, Cha 14
Height 5 fi. 7 in.

Skills and Feats: Speak Language (Rokugand, High Rokugani,
Kami), Alchemy +9, Concentration +14, Craft {bonsai) 44,
Diplomacy +13, Heal +10, Knowledge (Arcana) +8, Knowl:
edge (Elements) +12, Knowledge (Shintao) +12, Spellenaft
+16; Depths of the Void®, Innare Ability™ (summaon Teamd,
remove disease, air wall), Self Mo Self*, void [lse”.

Spells Known (6/7/6/6/6/4; base T 12 + spell level: Els
mental Focus — Air, Isawa School): 0—commune, dancing
lights, daze, disrupt undead, lave, ghost sound, guidasce, know dive
tion, light, suthman; 1st—hurning hands, change self, endura
eleents, expeditious retreal, quiescence of air®, shocking grasp;
2nd—-defect thoughts, flaming sphere, know the shadowsT, leser
restorabion, levitate, yari of aivls 3ed—daivaudience/clairvoyane,
five wingst, major image, vemove disease, wind wall; 4th—air walk,
detect serying, discern lios, quencly, sth—bad klharma®, dinension
door, summon nebure’s ally ¥

Bossessions: Wakizashi, bracers of armor (+3), haori of resislunie
(13}, wondrous writing sef, pearl of power (Tesser mists uf illusion),

When Isawa Nakamuro was a young man, he fell deeply in
love with a pirl named 1sawa Yaruke. Yaruleo was the daughter
of Tsaws Taernke, the Elemental Master of Earth, Unforto-
nately, Nakamuro had 2 competitor for Yarukes affections:
the young son of Clan Champion Shibs Tsukune, a samurai




natmed Shiba Aikune. Although he would certainly lose such
a contest against a rival of such social standing, Nakamuro
vowed to continne courting Yaruko.

Tragedy intervened When Hanrei XV kidnapped the
children of the Phoenix Clan at the beginning of the War of
Spirits, Yaruko was the first to die st his hands. Enraged, Naka-
muro and Aikune united in their opposition of the Hantei,
eventually aiding in his defeat years later. The ties that bound
the two Phoenix quickly evaporated, however, and each
blamed the other for foiling ro save Yarulo's life.

The intcrvening yoars have not been kind to Makamure.
Although he secured a position within the Tsawa aa an Acolyte
of Air, his antagonistic relationship with the high-ranking
Adkune and Taeruko seemed to assure that he would never
advinee any faclien He has nevertheless recently found him-
self the new Master of Adc His humility mkes Lim an oot
sider with the rest of the council, whe look upon him with
great disdain. It marters lole ro Wakamuro. He has put the
past behind hitm now, and seeks only the serenity of peace of
mind. Thus far, it continues to elude him.

SHIBR RIKVN=

THOENIX BUSHI, SONM OF SHIBA TSUHUNE
Male human Sam10; CR 10; Medium-sized humanoid;
1D 1od10+20; hp 70; Init +3; Spd 30 fr; AC 12 (touch 12, flat-
footed 10% Att +15/+10 melee (1d10+5, +2 katana); 53 Class skill
— Knowledge (Arcana) {family bonus), Samurai abilities
(Ancestral Daisho); Honor: 2; ALNE; SV Fort +7, Ref+3, Will 47
Str 15, Dex 15, Con 15, ot 12, Wis 8, Cha 10; Heighe 5 (L 10 in.

skills and Feats: Speak Language (Rokugani, High
Rokugani), Climb +8, Diplomacy +5, Taijursu Focus+ +10,
Intimidate +2, Knowledge (Arcana) +8, Tump +9, Ride 11,
Sense Mative 49, Spot +4, Swim +4; Alertness, Combar
Heflewes, Depths of the Void®, Immaorral Spirit (Ancestor!
Asalo Ingen}”, Improved Initiative, (uick Deaw, Voud Use®,
Weapon Focus (katana).

Possessions: ancestral daisho (+2 katana, +1 wakizashi), mastes-
waotl: yurmi and 50 arrows, masterwork lamellar armor, ring of
profection +2. =

Shiba Aikune has never received the respect he is due, Heds the
son of one of the grearest Champions the Phoenix have ever
Imown, ver he will never be acknowledged as her heir He isan
accomplished warrior and a killed duelist who reached the
finals in the Test of the Emerald Championship only to have his
chance far glory stolen from him by Scarpuon treachery The
woman wha shiould have become his wife was taken from him
because of the failure of 1 lesser man, an Isawa shugenja called
Malamuro, The Isawa look upon him with scorn and disap-
proval because, like his mother, he epeals his mind,

Since his youth, Ailune has realized all of this. He knows
that despite his high pesition within the clan, he iz ignored by
nicarly all hiz clanamen. As he has grown, so has his anger. He
is 1 bitter, resentful man, angry with his family; angry with his
clan, angry with his lot in life, Those whe eress him are sure to
feel liis wrath.

Alter his Gilure 1o wits the Test of the Bmerald Champion,
Aikune has been looking for a means o achieve the respect
he feels he deserves. In the Phoenix Clan's war with the
Dragon, he feels thar he may have at last discovered such
means. With the loss of the Elemenral Masters and the with-
drawal of the Lion Clan ta deal with the creatures attacking
their home, the Phoenix are not faring well. If he could find a
way to push the Uragon hack, his clan would at last take

notice of his sccomplishments. But how can one man
back an army?

Far avray, hidden in 4 cavern in the Phoenix lands, Hes the
answer. Tt is deadly and extremely powerful, with its own cun-
ming tind to guide it. Is he strong enough to control it and
use it against the Lragont Aiknne intends to find our very
Zoon.

IMPORTANT SITES

F1 Yobanjin Mura (Barbarian Village): This relatively
difficnlt-to-find village specializes in reade wirh the foreign
harhatians of the north, the Yobanjin tribes. The materials garh-
ered from these tribes are primitive, hut often vseful to the
Phoenix for their spell research The Phoenix rarely mention
thig small village, as its existence is a rechnical breach
of Imperial Law againgt trading with gaijin. The Yobanjin tribes
— who look Rokupani and speak a primitive dialect of the
Bolugani linguage — are very much like the early Unicorn,
and the Phoeniy use this as an excuge for their continued trade.

P2 The Hidden Temple (no map entry): Unlinown to the

majority of Rokugan, a great pyramid stands in the heart of i

the Phoenix mountains, This structure iz home to the nefari-
ous Holat, From here, the Ten Masters plot the future of

the Einpire, and plan the slow but certain destruction of their 0

enemics, The Temple is home w e Qoi's Eve — pethaps the
most powerful nemuranar in existence, The Bye gives the Kola
extraordinary communication and espionage abilities, and is
in fact the source of much of their deadly influence, One or
mare of the Ten Masters of the Kolat is always in residence
hara.

P3 Seido furojin: This shrine o Jurajin, Fortune of Con-
tentment, is cared for by Asako priests and monks of the
Brotherhood of Shingei A popular chrine, its distance from
the heart of the Empire malkes pilgrimages rare, and wisitors
are welcomed as diversions brom daily lite, A small village has
sprong up on the outskires of the shrine, filled with those whe
wish to pray to the Fortune for the secrets of eternal life.

P4 Kitamihari (Morthern Watch): This watchtower was
erected by Isawa during the Age of the Fallen Kami. It origi
nally guarded the passes toward Isawa’s City, but that city was
destroyed centuries ago, and the tower'’s purpose now is
lugely memorial Nevertheless, the Isawa station troops there
and keep constant 'wach! over the surrounding hillsides and
mountain passes. Some say that the Isawa desire to know
when the Yobanjin tribes are massing for war, and that the
troops stationed here puard against the barbarians. Orhers
state that the Isawa are hiding something in their northern
micnintaing; none can say for sure.

P5 Shiro sano Chujitsu and Shinpu (Castle of the
Faithful Bride): The Castle of the Faithful Eride wag builr by
an admirer of Matsu Hitomi after her tragic death. The first
stone was laid on the first anniversary of her death, and it
was completed atter 27 years — her age when she died.
The samurai lord who loved her was never married, and hie
line ended with his death.

Pé Doro Ohwari Mura (Road’s End Village): An entirely
unremarkable and inhospitable village, Many avoid it

P7 RBeihaido sanc Ki-Rin (Shtine of the Ki-Rin}: The
urysterious creature known as the Ki-Rin hias been linked to
both the kami Shinjo and (e Elemental Dvagons. Bven the
Phoenix are uncertain of its origins, but it Les been sighted in
this area many rimes in the past. Always, its arrival is an omen

. of great things 1o come, Though the beasts of the Shadowlands
hoasted that they had slain the Ki-Rin during the War Against
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the Shadow, ¢ Ki-Rin feal has been sighted above the shrine

many times over the last thirty vears. The shrine here is one of

the largest in Fhoenix lands, richly decorared and lovingly
tended by the Brotherhood of Shinsei.

P8 Aonjiroi Oku Shiro (Pale Oak Castle): Located on the
Agjiroi Oku Heigen (Pale Oak Plain), this magnificent castle
is the gite of many of the Imperial Winter Courts, and hac
often hosted Imperial marriages, treaty sighings, and other
official events. Disregarding tradition, on his deathbed
the seventeenth Hantei demanded that he be buried —
not cremated — in an empty Reld near where the woman he
laved was born, From his grave, a tall pale ookt grew. A castle
has been erected about the oak to protectit. Many believe that
batk from the tree has healing abilities.

P2 Eyuden Isawa (Phoenix
Clan Palace): The castle that
houses the Isawa family is
located on the shoreline. It is sue-
rounded by sand, making it difficult
fur an army o move against it The walls
have been enchanred with runes to protect
the castle from both magical and physical
attack. The Isawa library, housed here, is
the greatest repository of knowledge in
all of Rokugan, containing the
researches of a thousand years of
Phoenix shugenja.

P10 Michita Yasumi {Hopetul
Rest City): This small city in the
center of Phoenix lands is a
bustling trade center, filled with
commerce from the Dragon,
Crane, and northern Phoenix
lands. Students whowish to study
at the schools of wizardry olten
come to this city, hoping o (ind a
Phoenix patron to sponsor their
entry inte these prestigious and
exclusive librarles.

P11 Shinsei and Sumai Mura
(Holy Home Village): This vil-
lage was once 4 pilgrimage desti-
nation, hark when the followers of
Shinsei were not yet an otganized
Ufﬂiel’. SEUEI‘nl manor ]'H:lus-&s ﬂ.n.d
the shrine were constructed by
Shiba Esade, o Master of Earth.
Pilgrims would bring a stone from
many miles away which would then
be added by the master to a building,
The stones fir together perfectly and have lasted many hun-
dreds of years,

P12 Ukabu Mura (Floating Village): This village has been
contested by the Dragun un numerous occasions, but has
alwirys remained in Phoenix hands. It rests on the edpe of the
Drowned Merchane river which then winds neo the Lion and
Unicorn lands. It {s renowned for its geisha houses, where
gelsha ate trained to continue their careers in the Tmpetial
city of Otosan Uchi.

P13 Reihaido Uikku (Uikku Shrine); The ares here
considered sacred includes not only the shrine but also the
large expanse of plain that surrounds it (known a5 Yogensha
Heigen or Prophet Plain). This shrine was erected in honor of
the Phoenix shugenja Uikku, whose interpretations and

Phoewiv Elemental Grand

prophecies on the Tao of shinsei introduced the conceprof
enlightenment His words, recorded by the Phaenix, gave
humanity its first road to understanding rhe enigmatic
wisdom of Shingai

P14 Kynden Asako (Morning Glory Palace): Also called
*Castle of the White Phoenix,” it stands atop of an outerop of
Black rocl, and its white walls are so high that the Hrst rays of
sunlight make it 4 shining beacon to the rest of the land. Onee
Enewn as Shiro Asake, it was renamed in honor of holding the
Emperor’s Winter Court nearly fifty years ago. Many Winter!
Courts have been held here since that time,

P15 Shiro Shiba (Shiba Castle): Located in the far northe
ern reaches of Rokugan, Shiro Shiba is & maze of courtyards,
donjons and walls put together in a seemingly haphagard
fashion, with the main donjon tising from its center, There are
thuse who say the entire castle is anelaborare puzzle,
Crab engineers say ir is the result of simple
bad planning.

P16 Nikesake: This small city, located on the
edge of the Crane lands near Toghi Ranbo,
has cemented the Fhoenix/Crane alliance
for over-three hundred years The Phoenie
have been instrumental in defending
Toshi Ranbo from constant Lion assault,
providing supplies and reinforcements
when the Kakita to the south had been
cut off by Matsu troops. Because of this
joint shrine stands outside the city walls,
where each of the two clans honor each
other. It iz said that so long as these two
shrines stand, there will always be peace
between the Plivenix and the Crane,
P17 Mori Kage Toshi (Forest
Shadow City): When a bride from the
Dragon Clan was scorned by her
Shiba husband, her mother puta
curse on Mori Kage Today, it lonke s
if the limbs of the forest have
reached out to claim the castle. Iris
completely deserted, save for the
ghostly court that walks the castles
halls.
P1g Mamoru Eyotei Toshi (Hon-
ored Treaty City): Seven hundred
years ago, a great war broke out
between the Phoenix and Lion
The wart raged tmany years, ending
only when both sides sued for
peace. The City of the Honered
Treaty is the (inal repository for the
peace treaty between the Lion and Phoenix thar ended the
bitter strugple. It was here that the current meary berween the
Lion and the Phoenix was slgned.

P19 Toshl no Omoidoso (City of Remembrance): Maty
Hiromi, an ancient heroine of the Lion Clan, spent her last full
day of life within this city. It 18 not known exactly what she
said or did, for after she died the heimin would not divulge
her secrets. The enraged Lion daimyo ordered fully thres:
fourthe of the pepulation to be executed for their incolence;
he at last relented when not even undet the threat of death
would the heimin cooperate. Some think that the heimin of
Toshi no Omeidoso still remember Matsu Hitomi's secrets In
kact, the city has prospered; people move here hoping robe
privy to her last words and actions, but apparently only those




directly related to the villagers who survived ever know
the teurk.

P20 Zumild-mihari: This watchtower ‘guards' the Otome
family’s Imperial lands, sharply defining the boundary
between the Isawa and the Otomo, The Isawa have never been
allics with the Orome, and although the tower’s purpose is
largely ceremonial, the Isawa have refused to remove it or tear
it down, They claim that it is a historical relic, and should be
maintained well because it is an integral part of Rokugani his-
tory; the tewtls is tar they enjoy watching the Otome troop
movernents and knowing when their ambassadors and diplo-
mars travel the land.

P21 Kyuden Agasha: Far more opulent than their previous
home with the Dragon Clan, Kyuden Agasha Is home o the
Agasha family. Here, they continue to study the sirange alchem-
ical magie that has heen their secret practice for centuries,

THE LANDS OF
THE SCORZION

Capital: Kyuden Bayushi 4
Population: Approximately 1,820,000 (105,000 samurai)
Favored Religion: None

Imports: Raw twateials

Exports: [nformation

BAYUSHI ?ANEKI)

DPEFENDER OF THE =EM7IRE

Male human Scorpion Sami: CE 8; Medium-size
humanotd (human); HD 8410 + #; hp 55; Init +8; Spd 30 ft;
AC 20 (touch 14, Hat-footed 16} Att +12/47 melee (141045, +2
katana); 50 Class sldll - Bluff (family bonus), Ancestral
Daisho; Honor: 0; AL LE; 3V Fore +7, Bef +6, Will +8; Str 15,
Dex 1%; Con 12, Int 18, Wis 15, Cha 16 Height 5 fi. 11 in.

Skills and Feats: Speak Language (Rokugand, High Rokugani,
MNaga), Batele® +12, Bluff +15, Diplomacy+16, Gather
Information +8, Iaijutsu Focus+ +10, Innuendo +7/+8
{rransmit/receive), Intimidate +10, Koowledge (Law) +3,
Listen +7, Ride +2, Sense Morive 11, Spot 7; Bavushi’s
Technique®, Expertse, Improved Disarm, Improved Trip,
Pincers and Tail*, Void Use®, Way of the Scorpion™

Frscessirnss +2 hutana (ancestral daisho); +2 wakizashi (ancestral
dnisha), +2 partial armay, baats of stealth (as bonts af elvenkind),
kimona of stealth (as cloak of eluenknd),

Bayushi Faneki is the consummate Seorpion samurai. He iz
swilt, confident, ambitious, deadly; and utterly loval to the
whim of lais clan. He s veady to sacrifice his ovwn honor at any
time, though he carries a deep understanding of the way of
the warrior in his hearr, Though not a5 experienced as many
orher samural, hie {5 an accomplished and renowned warrior,
and Bayushi Yojiro has come to value his counse] above all
others. Paneli is always calm and controlled. His clothing and
armor are always clean and well tended, even in the heat of
bartle. He is not a vain man; quite the apposite. Paneld merely
keeps his equipment in the best condition passihle s that he
will be ready for any eventuality

Paneki holde the rank of shireilan in the Emersld Legion, a
prestigious post which he earned at the height of the War of
Spirits. At the time, Paneli was merely a scout, probing the
defenses of Hantel XV As the forces of the spirit army

prepared a savage attack against Shire Iuchi (utilizing in their
ranks many commanders thar had once heen Unicorn them-
selves) Paneld slipped through the sentry posts and laced the
spirit supplies with a powerful Shosure narcotic.

The next morning, three hundred spirits ate a final bowl of
rice and returned to Yomi.

Though some questioned the honor of Paneki's tactice,
nonc could question the results, With the arrival of the armies
of the Ox, Shire Tuchi was saved. The spirit general Ide Gokun
survived the battle and swore that one day he would exact
vengeance upon the Scorpion. A few weeks later, Gokun
vanished and was never seen again.

When asked whatever became of Gokun, Paneki merely
smmiles.

BAYUSHI KAVKATSY, DIPLORMAT
Male human Scorpion Crti¢: CR 16; Medium size [

humaneid (human}; 11D 16d6; hp 65; Inie +0; Spd 30 fry AC 10
ftouch 10, Rac-footed 10 At +6/+1 melee (1d4-2, tanto); 5O

Class skill — Blufl (family bonus), Wealth, Talent, Benten's § ‘

Blessing, Gossip, The Heart Speaks, Courder Abilities (The

Berter Parr of Valor, The Eyes Betray the Hearl, Weakness is |

My Strengrh, Whisper From che Soul, Your Life is Mine);
Honot: 1; AL LE; SV Fort +5, Ref +5, Will +15; Str 7, Dext 11,
Con 10, Tt 14 (250, Wis 17, Cha 20 {e). Heighr 5 ft, & In.

Shelle and Frate Spealk Lanpuage (Rolugani, High Rokugani,
Naga), Bluff 431, Decipher Senipt +21, Diplomacy +38, Disahle
Device +21, Forgery +21, Gather Information +35, Hide +12,

Intimidate +33, Knowledge (Btiquette) +36, Knowledge (Law)

+24, Enowledge (Mobility and Royaley)+21, Listen +22, Move
Silently +12, Perform +18, Ride +4, Sense Motive 429,
Spot +1%; Cool Head {Ancestor}f, Ichi-Miru (+6 sense)™, Iron
Will, Leedership (26), Political Maneuvering®, Skill Focus
{Gather Information, Scnse Motive), Versatile (Forgery, Dis-
able Device, Move Silently, Hide, Enowledge (Law), Ride),
Yoid Use™,

Pussessivns: huiovi of charisma (+6), mask of intellect {+6), periap!
of proof apeirst poison, ring of mird shielding.

Depending upon who you ask, Bayushi Kaukatsu is either the
moct charming, amiable, ralented member of the Imperial
Court or g horrible ruthless monster willing to stoop to any
level to eradicate the foes of hie clan,

He is both.

Kaukatsu comes from a proud tradition of Scarpion poli-
tics. 1Lis father was the legendary Bayushi Goshiu, whe kept
the court of the Hantei attendant on his whims even after the
destruction of the Scorpion Clan. Kaulkatsu learned from his
fatlier’s exanple, and already has extended his influcnce into
the heart of every ruling Gunily in Rokupan. There is nota
single major player in Imperial politics benesath Kaukatsu's
attention, Every daimyo, every diplomat, has unknowingly
hosted at least one of his sples.

Kaukatsu is an expert extortionist, He gathers informarion
wheraver he can, storing it away like precious gold, never
exposing his leverage nntil there iz need. When he does strike,
he typically feigns fawning politeness, always making if seem
as it his foes have some hope, some option to escape, when in
faet they do not. It is Kaukatsu's manipulatione that have
brought the Scorpion to such prominence in today'’s Imperial
court, and undone much of the influence of the once-mighrty
Crane, He is supremely confident in his own abilities, and hie

. only regret i the absence of true competition in the field of

politics. The only individuals outside his own clan whom he

CTUDNDG IO

A= 2EN

ACO




has the slightest respect for are Hantei Maseru and Tde Tadaji,
and hoth men are as often Kaulatsu’s allies as anemies. He has
recently noticed a young Crane, Uhoji Tatitsn, who may some-
day be a worthy opponent. For now, all the rest are merely
players in Kaulsarst’s game.

IMFPORTALT SITES

51 Polau: Throughout much of its history, the sleepy little
village of Fokau was a quiet farming town, barely aware of the
Seven Great Clans except when the Seorpion Clan collected
the light taxes that it hothered to levy Then, about three hun-
dred yoars ago, Poleau had 2 rude swaliening: the Unicorn
returned. The quiet village has become a city, the swiftest and
most elticient meanc bor travelers from the southern
provinces to reach Shiro Tuchi or the Unicorn palaces to the
north, While the passes through the mountaing here are notas
wide or traversable as those formerly found at Beiden Pass, the
Polkau passcs are suitable for small caravans or groups of
samutai afoot or on horseback:

52 Shire no Soshi (Castle of Organization): The castle of
the Soshi family overlooks the lands of the Lion. It is here that
the shugenia family of the Scorpion would practice their dack
rituals of deception. Those who do nor know the secrer path 1o
the castle can wander the treacherous, vwisting mountzin
passes for days without finding Shire no Soshi.

53 Ryoko Owari Toshi (Journey's End City): If you are
laoking for gambling dens, geisha houges, apium patlors or
any ather licit acriviry, Ryoka Olwari 15 the place o go Of
conrse, all of thisactivity occurs behind the citys “legitimars"
face, and great deal of legal trade goes on here ag well. But
behind the closed doors and open faces lurk indulgences of all
varieties. Although the Unicorn members of the cieyk ruling
council took over administrative functions after the Scorpion
Clan Coup, the daily life of the city barely changed; the new
overlords were unsuccessful in their attempts to crack down
on the corruption in the city, The Scorpion have since
regained control of the city, but the Unicorn Clan contests
their claim.

54 Kakusu Keikai Torid-e (Hidden Watch Keep): High
in the muumaing, the Hidden Watch Keep overlouks Beiden
Pass. The Scorpion always manned the high rower wich
shugenia, who would send signals back ro thelr clan inform-
ing the Bayushi family of all rraffic through the Pass.
Although at present the keep is manned by Imperial guards in
the service of the Emperor, a keen ahsarver might notice that
the faces of these 'Imperial Cuards’ are the same az those of the
Scorpion guards of a few years earlier

85 Shiro no Shosuro {Castle of Pretending); The
Shosuro family of the Scorpion Clan were famous tor their
herbalier gkills and alchemical experiments: Far beneath the
enterrainment halls, the Shosuro distilled braws both fair and
foul. When the Emerald Legions appeared at Shiro no
Shosuro shortly after the Scorpion Clan Coup to demand irs
surrender, the gates stood open and only the castle’s servants
dwelled within. Many of the Shosure had committed sep-
pulcu; the others had simply vanished. The Imperial Guards
lefi 2 token gactison, which the ®vanishied" Shosuro haassed
constantly antil the Scorpion were reinstated.

Se Nihai Tower: This grear warchtower stands on the only
road to Yogo Shiro, and guards a treacherous bit of swamp and
cliff walls. From this vanrage point, high on the edge of the
Spine of the World mountaing, a guard can see warch-fires in
hoth rhe Yogo noble palace and in nearky Shiro no Shosir
Messages were often heen passed from the two families using

such methods — though the code was altered frequently, and
was never knoan to have bean hraken. At present the watch-
fires are banked, as there iz no need to signal between these
oo strongholds.

87 Yogo Shiro (Castle of Learning): What was once the
home of the grearest Scorpion shugenja echool i izolared
from the rest of the Empire in the foothille of the Spine of the
World Mountains, Before the Clan War, its head teacher, Yo
Tunzo, seeretly guarded the first of the Twelve Black Smﬁ
Since Junze's fall to the Shadowlands during the Clan War and
the destruetion of the Black Serolls, the Yogo have been hard
pressed to find allies anywhere within the Empire.

58 Beiden: The small city sowth of Beiden Pass las pechags
seen mere of war than any ucher single site in B.ul-;uga.n.-_
Previously, when the Scorpion and the Lion would fight, the
city of Beiden saw the barle, heard the storles, and healed the
wounded. When the Lion or Crab foughr the Crane, refugess
came here in search of new homes and lands farther north or
south. When the TTnicorn returned fo Rolougan, they marched
thraugh Beiden on their way to Otosan Lchi — as did the
beasts of the Shadowlands, when they gained strength
enough to enter the Empire. The result has been an eme]ﬁel?:-:
fortitied city, few plaing for farming, and an attitude of
strenpth and perseverance,

89 Ginasutra: This small village 'guards the road’ roward
the Shrine o Gsane We, though it would be more appropriate
to say that it stands in erder to lighten a traveler's burdensas
he journeys roward the holy sire. Supplies can be purchased
hete, as well as incense, cookies and other gifts for the
Fortunes, and everything is reasonably priced.

510 Eyuden Bayushi (Scorpion Clan Palace}; The
Bayushi family castle is located just south of Beiden Pass, long
the cross-roads of the Empire. It was once one of the three
most extravagant family palaces in the Empire, In 2 league
with the Doji palace and the Mantis Clan palace. All was lost
following the Scorpion Clan Coup, and the palace was razed.
The labyrinth heneath the palace survived, and was a staging
point for the Scorpion until their reinstatement. Today,
Kynden Bayushi has been restored to its full grandeur and &5
once again one of the finest palaces in Rolugan. Traitors
Crove, south of the castle, still stande ag it ever has, Mot even
thé Imperisl Legione daved digturh it after the Coup,

811 Kagoli: This fertile plains village stands in the center
of Bayushi lands, and Fn:wiclcs more food and resources than
any other scttlement in the Scorpion lands. It is said that the
only honest Scorpion heimin live in Kagoki, though this |
saying is often mocked by the Crab and Crane whe trade there,

512 Hotei Seido: The shilne to Hotei, the Forune of
Contentwent, is small but luzuriows, All manner of acts ace
practiced by the monks who keep the temple, and those
samurai who have artistic talenr often choose o rerre here in
order 1o spend thelr retirement in peace and harmony, their
hands busy and their minds active. The Scorpion largely
ignore the shrine, preferring to rurn their attention
elsawhere; thig may have been why the shrine was spared in
the purging of the Scorpion lands that occurred after the
Clan Wir,

§13 Shutai: This rather uninteresting Earm village houser
ronin and is Hlled with bandite It iz well knewn that Shutaiis
one of the largest bandit gathering places in the Empire, but
its location and distance from the Imperiol Londs and the
wealthy lands of Phoenix and Cranc clans !{ccp the Magis
trates generally uninterested in the procecdings here,

514 Shimomura (Frost Village): This village has the




unusual tendency o teceive the lst frosts of the year below
Beiden Pass, Ity modecately high alticude {the land bere
plateaus high above sea level, despire the lack of nearby moun-
raing) keeps the weather cool all vear round, and irs villagers
harvest lumber from the forested regions to the sourth and east
— though never in the Shinomen proper. Bven heitmin know
hertar than that.

THE LANDS OF
e "Unicoxrn

Capital: Shiro Mot

Population: Approsimately 3,780,000 (210,000 samurai)
Favored Religion: Fortunes

Imports: Finished gouds

Exports: Exoric goods, horses

HORIWCH] SHEM-ZHE, VNICORN SCHOLAR
Male human Unicorn Shué: CR ¢; Medium-size humaneid
(human’; D edé + 12; hp 39; Init +2; Spd 30 ft; AC 14 (touch
12, flar-footed 12}, Att +4 melee (1d6, wakizashi}; $Q Class
skill — Spellcraft (Family bonus), Sense Elements; Honor: 2;
AL LM; 8V Forr +4, Bef +4, Will +8; Str 10y Dex 14, Con 14 Int
15.Wis 17, Cha 14; Heighr 5 fr. 5 in.

shills and Fears: Speak Language (Rokugani, High Rokugani,
Kami, Mekhem, Maga) Concentration +11, Heal +12, Knowl-
edge (Burning Sands) +9, Knowledge (Elements) +8, Knowl-
edge (Fortnnes) +8, Knowledge (Tengoku) +7, Knowledge
(Yomi} +7, Knowledge (Yume-da) +7, Spelleraft +11; Catherer
of Winds (Ancestor)®, Meishodo®, Extend Spell, Empower
Spell.

pEpeH; Known {6/7/6/4; base DC 15 + spell level; Elemental

Focus — Water, Tuchi School); Spells Known: 0—vommiune
{waler only), create waker, cuve minor wounds, detect magic, know
directton, mage hand, purify food and drink, vead magic; 15t expe-
ditious retreat, bless, obseuring mist, castle of water®, cure light
wopnds sanchuary; 2nd—profeckion from avvows, wisdom and car-
ity®, levitute; 3cd—create food end water, wonderful ovigami
[urushibe®.

Fussessiomy: +1 dusbanm, meishode: empowered cure light wounds,
extended bless, extended cnstle of waley all 0-level shugenja spells
except those he already knows

Though Horiuchi Shem-Zhe is etill a young shugenja, already
he has begun to gain renown among the Unicorn. He ie a
brilliant scholar as well as a powerful shugenja and master of
meishodo, Shem-Zhe defers all praise to his teacher. Theugh
Horiuchi Shoan herself has long since retired to the monas
terics of Kyuden Seppun, Shem-Zhe is fervently loyal te his
teacher and carcies on her name, the title granted her for her
heroism in saving the life of the Unicorn Champion,
Afrer the Bartle of Oblivions Gate, Shuan adopied many
orphaned children of the Unicorn whe did not return frem
the Shadowlands, Shem-Zhe was one of these, as were his
seven brothers. All took the Horiuchi name to honot their
teacher.

Though Shem-Zhe is a modest and unassuming man, he is
eager to prove himself He lnows that he, his wife, hig brath-
ers, and his apprentices will need to leave their mark on the
wortld it the Horiuchi name is to survive. To that end, he hasg
offered his services of his small family to Khan Moto Cha-

gatai, serving bis lord in whatever means he may require.
o late, they Lave been occupied in rescarching the ruined
city in the preat Seikitsu Craern

Since Shemn-Zhe has begun exploring the crates, his dreuns
have been filled with nighimares of the city of Voltuznum,
where his parents died so long ago. The dreams show wisted
spirits, walking horrors riddled with rhe Tainr, souls lost
fovesnt to Jignkn

Among them he sees the faces of hus parents, They call to
him, beclon o him, tell him of the great power he will find in
the Shadowlands, if he joins them,

For now, Shem-Zhe ignores the voices, throwing himself
into his worl with a fury. Each night, however, they go louder,
and he fears if he cannot make them cease; he may go mad.

MOTO CHAGATAL, UTUCORM RHAN

Male human Unicorn BergFtré: CR 17; Medinm-gize
humaneid (human), HD 42410+ 48; hp 144: Init+2; Spd 40 ft
AC 19 (touch 12, flat-Footed 17) Att +10/+14 /49 melee

(26410, +7 keen greatword), when in rage 421/416/+1 melee {5
(2de+13, +2 keen greatsword); SQ Class ekill — Enowledge |

(hadowlands  Family bonus), Rage 3/day, Uncanny Dodge
{Dex bonus to AC, can't be flanked); Honor: 1; AL ME; 8V Fort
+14; Ref+5, Will +5; St 17 (1), Dex 14, Con 18, Int 16, Wis 14,
Cha 14; Ileight 5 fi. Gin.

Skills and Feats; Speak Language (Rokugani, High Rekugani,
Mekhem, Naga), Battle® +17, Chimb +16, Handle Animal +3,
Intimidate +17; Iniuil Direction +10, Junp +16, Knowledge
(shadowlands) +8, Listen +12, Ride +17, Wilderness Lore +15;
Exoric Weapon Proficiency (greamsword), Power Attack, Ride-
By Attack, Spirired Charge, Trample, Void Use®, Way of the
Unicorn®, Weapon Focus (greatsword), Weapon Spectaliza-
Hon (grearsword),

Paseessians: +7 keen greataoard, +2 lamellar armior, obi of giant
shrergth =4

Chagatai is to all outward appearances the stereotypical Moto,
He seems churlish, crode, and simple. 11e wields a gaijin sword
mather than a respeciable katana, He bathes rarely and is fond of
crude humor, He claims he has never been beyond the Unicom
provinces, and hasn't heard of anything outside of their lands
that interests him. Many believe thar Moro Gaheris' heir will
amount ta nothing, and lead the clan nowhere,

This is untrue, Much of Chagatai's behavior is a facade, to
nnsettle outsiders. Though he is indeed crude and rough, he
possesses a keen intellect, an expansive knowledge of tacrics,
and boundless ambition. He haz indeed never left Linicorn
lands, but he has ridden across their great territories outside of
Rokugen many times, and has embarked upon many daring
raids againet unwary gatjin caravans. He is one of the finest,
maost experienced warriors in Rokugan, and does an excellent
joby of concealing his reputation from the Empire,

When the time comes, they will know

When the his grandfather dies, and rulership of the clan
falls tor liim, Chagatai will ride out across the Empire with the
three armies of the Moto at his command, crushing all who
vppose him. He will wach the Empice the power of the Uni-
corn. Chagarai does not know who will rule the Empire when
the srrugple berween the Winds has concluded, but he knows
one thing for sure, There will be a Unicorn Khan beside the
Steel Throne.

O tapnn ar:

G iil.m

| %
R
v
{H
B




S
o
G
2
n
?
H
Y

IMFPORTANT SITES

111 Ewile's Road: This shrine guards the entrance to the
natural mountain pass that leads to the lands far north of
HRolugan's northern mountain range. [t iz called “Sorrow's
Fath™ by the Unicorn who returned From the barbadan lands,
and "Bxile’s Road" by those whe stayed in the Empire, Occa-
gionally, 4 camuraies burden of dichonor will be so grest that
the Emperor sentences him to permanent banichment
through Exile's Road.

U2 Kibukito {Far North Village): This city on the cdge of
Exile’s Noad houses a shrine for the souls of those who have
been banished, and an active monastery dedicated to the
study of Shinsei’s Tao.

Us Exile’s Road Watchiower: This watchiower exisis [or

the purpose of maintaining goad over Bxdles Read, so Llul i

no person sent into the pass can easily return,

74 Egami Mura:
Owned by the Shinjo, this
village specializes in
breeding rough ponies and
haorses for the family to ride.
Very rarely are visitors allowed
to see the barns or training
areqs, 45 none but members of
the Unicorn Clan may ride
these horses,

Us & Ué Bikami and Alcami:
Twin villages in the Unicorn lands,
these small farming communities
work the fields that give the Unicorn
their massive production, feeding their
avmies, horses, aud nobles each yeay
from the harvest of only two locations.
These fields are nor rich, bur are
wide, and conrain a grear number
of heimin. The population den-
sity in these two villages is
immense: i any Unicarn
daimyo wished to press
ashigaru soldiers into service,
this is certainly where he
would come to do so.

U7 Shiro Shinjo (Far Trav-
eler Castle): It is here the
Shinjo family of the Unicorn
Clan make their home. The Shinjo
pilace is not large, but is deaigned
5trang:]}r. with ]'tigh towers and bul-
beuis caps on the buildings. Unicorn architecture draws heav-
ily ou eleaenes which the clan encoumered duing theis way-
els vutside the Empire, and nowhere is this unusual seyle
more evident than in the foreress of the Shinjo. Once the
center of the Unicorn Clan, Shiro Shinje now sees lrrle In the
way of visitors, as the Shinjo were greatly dishonored by the
actions of Shinjo Yolatsu a generation agn.

Us Yashipi: This small village offers supplies and a place to
rést along the journey through the Linicorn Lands toward
Shinjo Palace. Beyond that, ivis simple, clean, and suffers from
frequent earthquakes.

U4 Bugaisha {Outsider Keep): This is where the Unicorn
send their dishonoted samurai in order to remove them from
the courts and activities of the Empire at large. It is considered
¢ great dishonor to be sent here; a spmured thus exiled from his
clan may as well shave his head and retire. There is no exit

From Bugaizha. Until the destruction of the Dark Moto, this
keep also served as the primary dojo for the Moto bushi
school, The school has since relocared to Shire Moto (U27)

Ui0 Oshindoka Toshi: This city was founded by a Unicorm
who luved & Crane. It was his hupe that ifhe could builda iy
for her, she would see his worth and come to join him in mar
riage. While he was building the city, however, the Lion
artacked the Kalira lands, sacking her village and destroving
her family He spent seventeen yvears hunting down her mur-
derers, leaving his ity in ruins until he rerurned. The murders
ers were huried where they fell, hut an image of the Kalita
maiden graces the high arched gates of the city's main wall

1714 Shire Utaku Shojo (Battle Maiden Castle): The
home of the Utalm family has an ideal location, affording frees
dom of movement for detending troops while at the game
time inhibiting the movement of advancing armies It

has none of the splendor or grandeur of, for instanes,
the Crane castles, but it is cxrrcmcl}' vellforti
fied. Onee knewn as the Craku, the
Utaku family changed its name
aftcr the Kami Shinjo returned in
the year 1132 and porged e Unt
corn Clan- of its Kulat influence,
Ashamed by their failure, the Ceaku
changed rheir name 1o Utaku
reflecr theit renewed dedicarion to
Lady Shinjo and their oath to never fail
ket again.

U12 Kurayami-ha Mura (Dark
Edge Village): This village ic cmall
but containg the greatest tournament

tields ini the Empire. It iscons
sidered a great honot for
two samurai to duel on
these fields; the
Unicorn keep them
tended with help from the
Dragon Clan, The Emperor is said to have
held the first duel for the Emerald Chane
pionship on ese felds. Alithough dat
tournament has since moved to Otosan |
Uchi proper, these fields are still used
on many formal Imperial occasions
U13 shiroi Kishi Mura (White
Shore Village): Just to the westaf
White Share Lake 15 3 small
village that shares the lakes
name.
U114 Mura nisa Kawa

Nemui (Village by the
Sleaping River}: The emall village that rests on the shores of |
the Sleeping River has a small traveler’ inn for those walking
or riding to the citics of the Unicorn familics,

U135 Otaku Scido: This shrine, dedicated to the fHrat
Otaku, is @ necessary pilgrimage for any young Unicorn
maiden on the edge of becoming a Bartle Maiden, Young gids
of the Utaku house ave not allowed to accept their gempulda
rame until they have spent vne night in this shrine, come
muning with the ancestors and secking their guidance, This
shrine mainrains the Oraku name rather than dishonor the
flrst Unicorn Thunder by changing her name.

Ui e Daikoku Seido: This shrine, dedicated to the Fortune
of Wealth, is opulent and covered in rich gold and jewels. The
Unicorn insist on decoraring it to their tastes — which tends




to keep commen pilgrims away — bt it is nevertheless con-
sidered 10 be one of the most sacred places in Rokugan,

U17 Toshi no aida ni Kawa (City berween the Riversk
This castle guards the two tivers that flow from the Unicorn
lands, Only once has an invasion force tried to move agalnst
the Unicorn by moving op-river. Tt was such a dismal filure
that it has never been attempted again,

718 Mizu Mura (Laketown): Shirai Kishi Mizo-umi
(Location Q) is called "White Shore Lake" because of the
white sands on itz shores, and the village near its southern
border is simply called Mizu Mura tor its dedication to the
lalee. The heimin of this inland Fiehing village make their
living from the lake's waters.

U1# Toshi sano Kancmochi Kacru (City of the Rich
Frog): It is said that a traveling merchant was passing by when
he encountered another merchant carching fies. The first
metchant asked, “Why are you bothering to catch flies?” The
second merchant replied, *These fles are far more valuable
than any gold could ever be” The st merchunt liuphed at
such a thoughr, and before he knew it, the second merchant
had changed him into a frog, The second merchant asked him,
“How valuable is your gold now?" Once the first merchane
chanped back into human form, blessed with his newfound
wisdom he gave all of his gold to the second merchant, shaved
hic head and became a monk, The second merchant, who wasg
a frog all aleng, founded a small village on the site of the
encounter, and it soon became a rich and prosperous city
Although very close to Unicorn lands, the City of the Rich
Frog is technically outside the clank borders and therefors the
population there is not included in the Unicorn Clans statis-
tics above.

U20 Duzaki Toshi: This small city on the for side of the
Unicorn lands houses the private catates of the Utaku and
Shinjo daimyos. Often used for treaties and solitary training,
the guaids who serve these lords call these lands home.

U21 Shiro Ide (Great Day Castle): An excellent school
bur a poor formress, the Ide palace is reganded for its unoctlo-
dox magical teachings. The Ide family specializes in spatial
magic, although the majorlty of the family serve as courtiers
rather than shugenja.

1122 Shiro Tuchi (Gatherer of Winds Castle): Called the
“Latherer of Winds" castle hecause of the violent guses that
eut across the plaing and mountaing, Shiro luchi is the home

‘ot the Tuchi family. Protected by a mountain pass, any army
that wiches to attack Unicorn lands from the south must first
pass the well-protected Shire Tuchi.

U22 Hizatn-Kesu: Built into the toothills, Hisam-Kesuiza
sprawling village that spans many miles in every ditection.
Although the land is not as fertile as others in the Unicorn
lands, the village is sited over great underground springs and
vents. The village owes a great deal of its value to the steam
beds that attract many visitors every season.

U235 Okuyaki: Built along a less-traveled road and sur-
rounded by rice Gelds in every divection, the central village of
Olruyalki is more a collection of randum buildings than a
planned settlement. There are eight buildings scattered across
g half-mile area, visited from time o time by merchants who
eome through with carts or wares on their backs and rade
with the lncale. Mot vizited often, the farmers that travel from
the outlying farms are easily raken hy slick-talking salesmen.
From time to rime, the Unicorn station a samural here to
watch over the disjointed populace. Samurai view it 45 a pun-
ichment to be assigned such a task.

U2+ Watchtower: Facing out over the River of the Unca-
pected Heio, stimurai stationed in this watchtower can see for
miles un clear days, Feacing onslaughts from the Shadow-
lands, many more Unicorn samural are statioued heve than at
other such fortifications. Heavily armed and anmored, they
drill and rrain constanedy, For owo miles in every direction
from the watchtower, the ground 15 scarred and mampled by
the excessive corrbat maneuvers of the Unicorn tegiment st
tioned here, fondly nicknamed “The Unexpected Legion,”

U25 Turo-Kaojiri: just a few days nde fram Shiro tde, the
village of Ture-Kojiri is important to the well-heing of the 1de
tamily It extracts ore from the mountaine it nestles against,
and the fertile valley just below the village provides the Uni-

corn with over 2,000 koku of rice 2 vear. Although once con-

tested by a greedy Iuchi daimyo over 100 years ago, as his own
personal lands, the Ide have had Little troulle in managing
this fertile and resource-rich landmark. Recently, many ronin

with a touch of prosperity have made their way to Turo Kojird, | i

enjoving the remote and quiet surroundings,

Uz6 Shinomen Tower: This watchtower overlocks the |3

lands of the Naga and the city of Iyotisha. This was one of the
first locations to teeat the Nages awakening seriously, and it
maintaing warch over the cities of the Naga — as much as is
possible through the thick cover of the Empire’s largest forest,
The Unicorn stand ready to defend their sleeping allies from
aty threat that presents itself

U127 Shiro Moto (Moto Castle): Shortly after his artival in
Fokugan, the Khan of the Mato family, Moto Gaheris, found
himself named the Unicorn Clan Champion by the Lady
Shinjo herself, Disgusted with the corruprion of the Shinjo
family, Caheris commissioned the construction of a4 new
castle for his family. Shire Moto ic a formidable structure, bue
one that allows many comforts for those wha live thers and
their visitors.

U28 Shinden Horiuchi (Horiuchi Temple): This small |

temple is home to those few samurai who have sworn eaths of
fealty to Boviuchi Shoan, a shugenja of considerable power
granted her own family name after saving the lives of Shinjo
Yohatsus children mrany decades ago. While Shoan herselfhas
retired to 2 monastery, thuse who lave taken her name con-
tinue 1o serve the Unicorn Clan.,

1729 Seikirsu Pass and the Great Crater: Mot long alter
the destruction of Beiden Pass, the Lord Sun Yakamo sent a
mighty ball of fire from the heavens to destroy the rubble
hlocking Seikitsu Pass, 2 pass closed by Akodo Cne-Eye in the
earliest days of the Empire. The Unicarn have laid claim to the
pass, s it lies very close to their Jands. Humors abound that
they have discovered something in the rubble of the moun-
taing, something they will fight to protect and seudy.

= LAND OF
TH= UIVALIGI=D
AND TH=
RMINOR CLANS

Capital: Otosan Uchi

Population: Approximarely 2,700,000 (150,000 samutai)
Favored Religion: Auy

Imports: Vanous

Exporrs: Various
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HANTE] NASERV, “"THE AMWVIL

Male human Tmperial Sami1/Crero/Msts: CR 20,
Medinm-size humanoid (human} HD 1410 + 2 plus 12dé +
38 hp 146 Init +1; Spd 30 AC 25 {touch 15, Hartooted 207
At +14/40 melee (1d1044, 43 keen edge katana); SO Clase ekill
— Battle (family bonus), Ancestral Daicho, Wealth, Benten's
Bleseing, Coseip, Courtier Abilities (The Eyes See the Heart,
Your Life is Mine, Whisper From the Heart), Leadership
Bonus 18, lmprcwcd Cohort, Favors +5, Follower Upgradc;
Honor: 25 AL LE; 5V Fort +13, Ref +16, Will +24; Str 12, Dex
10, Con 12, Int 18, Wis 17, Cha 22 (28). Height 5 ft. 7 in.

Sleills and Feats: Speak Language (Rolugani, High Rokugani,
Haga, Nezumi, Yobanjin), Appraise +8, Baule® +8, Bluff +40,
Decipher Seript +20, Diplomacy +56, Forgery +16, Games
(Gu)* <31, Gather Informartion +40, Taijursy Focus+ 20,
Innuendo +8/+24 (recelve/mransmit), Read Lips +10,
Intimidare +42, Enowledge (Otosan Uchi) +11, Knowledge
(Etiquette) +27, Knowledge (History) +9, Knowledge (Law)
+12, Knowledge (Mahility and Royalty) +18, Listen 419, Move
Stlently +17, Search 4132, Sense Motive +34, Spot +20; Iehi-
Miru®, Iron Will, Kitsuki's Method®, Leadership (38},
Perceived Honor®, Political Maneuvering®, Skill Focus (Senge
Motive, Diplomacy), Versarile® (x2, Move Silently, Iaijutsu
Focust, Knowledge (Law), Enowledge{History)), Void Use®,

Possessions: Maseru’s fan (unique ifem;ffsmciions as a tessen of
agilityT 15/ 14 Reflex saves, and o circlet of persuasion with double
the novmal bonus), ktmaono of charisma +6, +3 keen edge katana, ring
of protection +5, haori of resistance +5, bracers of armor +5, courfier's
obif, talisman of see invisibilityf, falisman of dispel magict, talisman
of protection frome arrowst,

As per the treaty which ended the War of Spirits, Toturi wis to
allow Hantei XV to take one of his children as a student,
a child of Teturi who would take the Hantei name. Though
Toturi did not wich te abanden one of his own children to
a ryrant, the Iron Chrysanthemum was adamant. Toturi
chose his youngest child, Naseru, hoping that the Iron
Chrysanthemums twisted influcnce could be lessened by
distancing Mascru from the throne,

Mg a resulr of his upbringing, Ilantei Maseru is 4 cold, hard,
ruthless, Machiavellian individual. His time spent with the
Iron Chrysanthemum was nol wasted. He is a clever, efficient
bureaucrat who makes allies easily and discards those not
wurthy of his time. Though his influence is primarily
appatent among the Scorpion and Crane, he has friends in the
court of every clan champion. His network of spies and infor.
mants is second only to that of the Scorpion Clan. He misses
nothing, and has contingencies for every eventiality

Thaugh many despise and fear Naseru, his cold-hearted
tacties are not without purpose. Naseru dearly Ioves the Empire,
and wishes to see it Aourish. He belisves that only an BEmperor
with skill and intellect can rule it properly, and he believes that
he iz that man. MNaseru's clsim on the throne may be wealier than
his ziblinge', but many respect the competent coutrtier and feel
that Rokugan would be best served by his ascension.

Maseru's ruthless tactics have carned his share of enemies,
He claims that a hundred assassins have attempted to kill him,
but none have succeeded. In fact, the only scar Naseru has to
shaw for his bricf but colored career is the loss ol his right eve,
a wound, it is rumored, Naseru suffered while killing Haneei
VI

The ircumstances surrounding the Tron Chrysanthemum's
death are vague, and Naseru refuses to discuss his former
TRENTOL,

TOTURl SEZARU, "THE WOLF"
Male human Imperial (Phoenix) Shu20: CR 20; Medium-
size humanoid (human); HD 20de + 40; hp 160; Init +2; Spd 30
ft; AC 25 (touch 15, flac-footed 237 Att 11419 melee {1&#4-1'-, 3
kum erystal dagger); SQ Class slall — Bagtle (family bonus), Sense.
Elements; Honor: 1; AL CN; SV Fort +11, Ref +11, Will +18; St
13, Dex 14, Con 15, Int 19(25), Wis 16, Cha 14, Ill:igl'it 5 f51m,

Skills and Teals: Speak Language (Rokugani, High Bokuganl,
Kami, Oni, Naga, Nezumi}; Alchemy +13, Baule® <10, Cone
centration +17, Diplomacy +9, Heul 12, Knowledge (Arcana)
+23, Knowledge (Chikushudo) +11, Knowledge (Elements)
+21, Knowledge (Erguerre} +12, Knowledpe (Forrunes) +17,
Knowledge (Gakido) +11, Knowledge (Jigoku) +12, Knowl
edge (Maho! +17, Knowledge (Meida) +11, Knowledpe
(Mobility and Royalty) +12, Knowledge ('-'s‘ﬂ'ch-nI-.-u} +11
Knowledpe (Shintan) +15, Knowledge (Shadowlands) +1?.
Enowledge (Spirit Realms) +12, Knowledge (Tengoku) +13,
Knowledge {loshigoku) +11, Knowledge (Yomi) 441, Knowk
edge (Yume-do) +12, Sense Motive +8, Spelleraft 430, Spot +3,
Different School (Tamori)®, Elemental Attunement?®, Innite
Ability (fire wings, cat’s grace, haste, flame strike, greater dispelling
fireball)®, Ishiken-do® Ritual Magic®, Superior Element Focus.
(Fire)™, Void Use®.

Spells Known (6/14/14/8/7/7/7/7/7/¢; base DC 17 + spell
level; Elemental Focus — Fire): 0—daze, dancing lights, disnpt
unidead, flare, light, summan (five onlyy®, mending, comimune®, mug
hand, read magic; tst—burning hands, couse feor, shocking gmap
faerie fire, change self, prolection from Tuintf; 2nd—produce flame;
cat’s grace, flame blade, heat metal, drawing the void®, resist elements
drd—searing light, fire wingsf, daylight, contemplate the voidh,
haste; 4th—fireball, five shield, wall of fire, kharmic intent®, huly
smite; sth—flame strike, feeblemind, confusion, ewerice of the uadf,
transmute rock to wud; sth—fives of purityt, greater glyph of winds
g, Yakamn angevf, greatey duspelling; Trh—five stowm, sunbeam,
chdin hghrmﬂg, winds of change™ 8th—delayed blast ﬁw[:nﬂ,.
incendiavy cloud, power word blind, visage of the void®; Sth—metior
swarm, elemental swarm (five only), summon naturet ally IX {fin’
anlyl, dwmf the futiure®.,

Pascecsions: Sezaru'’s mash (pnique them; funchons as a iem.-ﬂms&cf
intellizence 16 and o ving of wizardry Tard 10, +3 Euered erystal daggen

© 15 ashigare armor of arrow deflectfon, amulet of natural armor +2,
" ving of profection +3, haovt of resislance +3, kimona of storing.

The life of Toturi Sezarn has been 8 unusual one, but then
Sezaru is an unusnal persnn. He was the only child of Totud
anel Kaede to inherit any of his mothet's magic, and he seems
to have inherited mere than his share. Even sarly in child:
hood he demonstrated an impressive commoand of Fire and
Void, His gempulilen nearly becomea tr:1gna|:|}T when a group of
Bloodepeakers suddenly attacked, summoning an oni to slay
Toturik son, The young Sezaru destroyed the demon single-
handedly, and then attended to the maho-taukai as well

Sczaru has been formally trained by the Isawa, Agasha, and
Tamori families. Le spent some time with the Kitsu, learning
much of the cosmelogy of Rokugan. He is cursed wich his
mother's talent of prophecy, and has frequent glimpses of the
[uture: He tends w be blunt and temperamental, dealing with
threats through direce and deadly applicarion of magie. He
does not trust easily, and 15 known to rely only upon his assic
tant Asako Ryoma (Shui2) and his yojimbe Toturi Koshel
[Sami0). Sezaru treats even these men more ag servants than
friends, and keeps everyone at a distance,

Despite the emotional distance Sezaru keeps with the
world, he genuinely loved his parents. He seems himsell @



the only member of his family equipped 1w avenge bis father
and solve the mystery of his mother's disappearance. He nei-
ther desires nor expects the assistance of his siblings. Sezaru
does not desire the throne, but he would not denv the honor
if it was given him. Many (especially among the shugenja fam-
ilies) have snch great respect for Sezaru's power and wisdom
thar they support him as successor

Toturi Sexaru iz pethaps one of the most powerful men in
all of Rokugan, but he walks forever alone,

ARODO KANERA, "THE BASTARD"

Male human Lion Samiz/Firs: CR 20; Medium-size
humanedd (homan), HDaod4 o+ a0; hp 260; Init +7; Spd 30 fi;
AC 27 (touch 18, Hat-footed 240 Att 432/477/+22/+17 melen
(1d10417, Kaneka's hatana), S0 Class skill — Bartle (family
bonus), Ancestral Daisho; Honer: 2; AT LN; 5V Eore +18, Ref
14, Wil +1%; Str 20 (26), Dex 17 (23), Con 47, Int 14, Wis 12,
Chn 11 Height § . 9in,

hills and Feats: Epenls Language (Relugani, High Relugant,
Yobanjin), Battle® 122, Climb 120, Diplomacy 1§, Handle
Animal +5, Laijursu Pocus+ +23, Intimidate 23, Jump 122,
Knowledge (Mobility and Reoyalty) +8, Ride +21, Scnsc
Motive +23; Akodo's Technique®, Cleave, Death Tranee®,
Dudge, Expertise, Linproved Critical (katana), Improved
Initiative, Improved Trip, Mubility, Power Atacly Quick Draw,
Spring Arrack, Void Use®, Way of the Lion®, Weapun Focus
{karana), Weapon Specialization (karana), Whirlwind Arrack.

Passessions: Katteha's katana (unique irem — funcrlons asa +3
keen edge featana of focus+ from ancestral daishe abilicy, as well
as 2 helt of gant strength +6 and gloves of dexterity +6 when
wielded or carried), keen edge makazashs +3 (ancestral daicho ahil-
ily), +5 dastana of heavy fortification, haovt of renstance +2, nng of
pratection +3, amulet of natuval armor +2; very rarely wears a suit
of masterwork lamellar armor,

Akodo Kancka is the uldest son of Totul and the geisha
Harsuko, born shortly after the Svorpivn Clan Coup, Though
most of Rokugan believed Hatsuko to have been slin by the
Scorpion; she was in facr saved by the Dragon of Warer for
reasons known only to Tengoku.

Ianela lived much of his life a5 2 ronin. Though he was

aware of hic heritage, he never sought his farthers acceptance.
He preferved to make his own way, to become his own man,
Even when Toturi discovered the existence of his son, Kaneks
made no demands of his father, As an unfortunate resulr,
Kanela's stubborn act muddied the waters of succession. It is
snid that when Toturi died he wwas on his way to meet with
Kaneka, to formally recopnize him as his heir, Now, the
Emipire may never know,
. Kaneka ook the Akodo name shortly after Toturi was
informed of his existence. Ile spent several years under the
rutelage of Akodo Ginaws, and in 4 way considers the grizzled
wldl swmurat @ surogte father

Kaneka is an honorable man, bul an uncertain one, He does
not wish to disappear into his father's shadow, but he does
intend to do what is right for Rokugan. At the moment, he
feels that it is best he secure his father's throne. He does not
foel 1t would be right to allow Naseru or Sezaru to control the
Hmpite, as hoth have metivations covtupted by their own dis-
torted views. He does not helisve his sister Teudan iz rapahle
enough to run the Empire.

Eaneks is not certain what gort of Emperor he would
become, but heie prepared to find out.

TOTURI TSUDRQ, “"THE SWORD"

Fernale human Imperial (Lion) Sam20: CH 20; Medinm-
gize. humancid (human}; HD 20410 + 40; hp 240,
Init +7; Spd 30 ft; AC 25 (touch 14, flat-footed 22);
ATt +32/427/422/417 melee (1d10+14 +1dé bire + 2d6 lawlul
[aguinst chaotic] 1 2dé honorable [against dishonorable]; +5
hororable J.ﬁu,'ful ﬂnming burst katana), 80 Class sldll — Baeele
{family bonus), Anceatral Daisho; Honeor: 43 AL LG; SV Fort
+16, Ref +11, Will +16; Str 18 (22), Dex 16, Con 15, Int 12, Wis
14, Cha t6 {18} Height 5 ft. 6 in.

skills arul Feats: Speak Language (Rokugani, High Roku-
ganid; Battle™ +28, Climb +18, Diplomacy +21, Iaijutsu
Focus+ +28, Intimidate +19, Tump +19, Knowledge

{Etiquerre) +7, Enowledge (Law) +17, Knowledge (Nobilicy b

and Rovalty' +7, Ride +13, Sense Motlve +20, Spor +9; Akodos
Technique®, Cleave, Daisho Specialization (katana)®, Dearh
Tranee®, Final Lesson®, Tmproved Initative, Leadership (297,
Matsu's Roar®, Poweer Attack, ek Draw, Srrengeh of Poriry
{20, Way of the Lion (x27*, Weapon Focus (latana)

Possessions: Amulel of the Sun (unique item — functions aza § =

stone of good luck writh double the normal bonus, a ring of major
fire vesistanice, and has all powers of a breastplate of command
except the AC bonus), saya of keen edges, +5 honerable lawful
farming burst katarna {ancestral daisho ability)f, 15 heen honorable
throwtng wakizashi {ancestral datsha ability), 18 partial atmor of
presence and spell tesistance (15T, ving of protection +3, haori of vesis
tance +3, obi of giant strength +4,

Tendan is the seeond eldest of Taturi and Kaede's children, and
many consider her the most worthy of respect. She trained
among the Lion from an early age, and defeated the grearest
gensei of the Lion before her gempuklu. Her skill with a
gword seemed matched only by her dedication to justice. She
enlisted in the Imperial Legions a2 eoon ag she could teasibly
do 50, snd was quickly promoted to commander of the 15t
Legion, Those who belicved her bloadline alone earned her
rank were quickly proven wrong, as Tsudao proved herself the
most capable leader the Legion has seen in recent memory:
She inspires enormous courage and loyalty in those that
follow e, and Lee golden army has become a beacen for all
soldiers who fight in the name ol Rukugan,

Her followers have named her "The Lady of the Sun.” awmd
the name has stuck. The Moshi family believe chat she is, in
fact, the reincarnation of Lady Amarerasu, and thar her ascen-
siom to the throne will bring about a gelden age for Eokugan.

Privately, Taudan believes she does not deserve the throne;
her place iz at the head of the Legions, not rrapped in the
Emperor's court. Tsudao is uncomfortable in social situations
and not accustomed to showing emotion (except, of course,
when inspiring her troops). She prefers armor and the batele-
field to silk and subtlety any day

Tsudao loves Sezaru dearly, bur pities the madness his
power has bestowed upon him, She despises Maseru, and
prays to the Fortunca that his like will never suceeed to the
throne. She has a great deal of respect for Kancka, and though
she doubts he would make an efficient Emperor she is not yet
prepaied o publicly deny his birthright. In the meantime,
Tsudan throws hersell inio her work, driving the Lepions
across Rokugan in a desperate attempt (o restore vrder w the
rapidly fracturing Empire.
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TOKVY, MONKEY CLAN CHAMFION
Male human Monkey Com3/8am7: CR 10; Madium-size
humangid (human); H11 3d4 + 9 plus 7d10 4 21; hp ) Init +2;
Spe 30 ft; AC 18 (touch 12, Aar-footed 18); Att +137/48 melae
(dL0+5, +2 katana); SO Class skill — Knowladge (Bushido)
{family bonus); Honer: 2; AL NG; 8V Fore +9, Bef +5, Will <11,
Str 14, Dex 15, Con 16, Int 13, Wis 16, Cha 16; Height 5 ft. 8in,

Skills and Feats: Speak Language (Rokugani, High Roku
gani}, Battle® 19, Diplomacy 111, Knowledge (Bushido) +11,
Enowledge {Law) 37, Profesaion (farmer) +11, Handle
Animal +9, Ride +4, Sense Motive +12, Spot +9, Use Rope +5;
Combar Reflexes, Dodge; Tron Will, Mobility, Skill Focus
{Profession: Farmer), Spring Attack, Void Use®, Weapun Focus
{katana).

Posiessions: +2 kalono (encesiml deishey, +2 wakizashi (ancestral
duishe), wrmor of the monkey clan {+2 partiel grmor thar also
funcrions as a cloak of vesistance +3), helm of persuasion,

The Champion of the Monkey is a humble, unassuming man,
His easy emile and careworn face hardly stand out, Since his
retirement, he tends to wear drab robes rather

than his ancestral armor. It would be easy to
walk right past him, ncver realizing
that he is one of the grear lepends of
the Einpire.

His life began simply, as a farmer
in a tiny village. When bandirts
attacked, only a handful of ronin
stood against them. A fallen
Tkoma taught him ta fight, ta
stand np for his honor and
never surrender to the wicled.
When that ronin died,
the boy swore that he
wonld not forget what
he learned, that he would
become something greater than
the world had made him, With only
a bandit's sword, a dead samurai’s
hﬂtsﬂl nnd a “'Eathl:l'l:'l:l 'EDPY l}f
Akodo's Leadership, young Toku
("Wirtue") set out w find bis destiny,

He [vund it in the Aedgling armies
of Toturi the Black. Toku's boundless
energy holstered the hopes of others
when things looked bleakest. Bven
Toturi was inspired, and Toko quickly
ascended theough rhe ranks of the ragtag
army, Whean Fu Leng was defeared and
‘Toturi ascended the theone, he offered Tolku g
position in the Imperial Cuard, Tolw declined, contessing that
he was no samurai. He thanked Toturi tor the chance to be a
hero, and respectfully begged for one last honorable actas 2
samurai — seppulu,

Toturi refused. "Vou may have been born a peasant” Totud
replicd, *but you are a finer samurai than any other, Rise, Toku,
Captain of the Imperial Guard, Daimyo of the Monkey Clan”

These days, the legendary Toku enly sees himsell as a tired
old mian. He wies oo do e best Lie can in maintaining his clan
atul in saisiug Lis daughter, Miyako. As the Empire begins 0
turn upon itsell, however, Toku's blood has begun 1o stir.
He has seen this before. He knows thar soon the Empire will
soon need heroes, Toku does not consider himself a hero — he
never has —bue he knows he cannot ignore the eall of destiny.

Roveen Savearai

UsShGl OZAK), HARE CLAN CHAMPION

Male human Hare Sam12/Rog3: CR 15; Medium-size
humanecid (human}); HD 12d10+3¢ plus 3dé+9; hp 150; Init 14;;
Spd 30 ft.; AC 24 {touch 14, Hat-footed 17); Arc 119/ 114/49
melee {110+, Kennd); £Q Class shill - Knowledge (Maha)
{family bonus); Henor: 3; AL NG; 5V Forr +12, Tef +11,
Will 112; Str 15, Dex 18, Con 16, Int 15, Wis 16, Cha 13
Height 5 ft. 6 in.

Skifls and Feats: Speak Language (Rokugani, High
Rokugani, Naga), Climb +19, Hide «27, Taijursu Focus+ #6,
Innuendo +11/+9 (receive/transmic), Intimidate +19,
Jump +32, Knowledge (Kolat) +16, Knowledge (Maho) +7,
Move Silently +12, Ride +14; Sense Motive +21, Tumble +15;
Daredevil {(Ancestor)®, Dodge, Expertise, Improved Disarm,
Improved Trip, Mobility, Run, Spring Attack, Vaid Use®, Way
of the Hare™ Whirlwind Attack.

Fossessions: Kennd {the Ancestral Sword of the Hive counts asa
+3 keen edge katona'due to Ozaki’s ancestral daisho ability it
also has the effects of hools of striding and springing when car-
riad and gloves of arvow snarving when drawn — the wielder
does not need to have his hands free to deflect incoming mis
siles), +4 wakizashi (ancestral daishe), kimono of

blending, +3 partial armor,

Ozaki is the greatest daimyo the.
Hare Clan has ever known. Thatgh hejs
now in late middle age, he iz still fit and
healthy His chizeled features and serilring cilver
hair make him seem much younger than he is, and he
still moves ag nimbly as any Usagi vouth, Ozakils lite
has forged him into a man who
does not linow how to surren
det — not even to old age
When the nefarious
Kolat conspired to defame and
destroy the Iare over two decades.
ago, only Ozald escaped with che cluesto
what had teoly vccurred, Though his
yuest for trath cost him his home,
@; his father, his good name, and his
lefr eve, Ozaki strugeled on. With
the assistance of a band of
adventuring samurai, he
exposed the Kolats sin-
ister plot, rescued bis
gister Tomoe, and
won back the honor et
hie clan, With the helpof
an industrious young ronin
named Ujing, Ozaki rebuilt
the ancestral home of the Hare.

Ozali is & quict, thoughtful man who does not truse easily
He knows every Hare by name and face, and is very careful
about whom he allows access to Usagi Castle. Ozaki kuows
that his clan has very dangerous enemies, not the least of
which are the Kolaand e Bfwdsp:;{kcrs, He does not hide
fuonn thewn; miher, he secks them our. When the ime comes
fur activn, Oeaki s a swift and deadly fighrer, charpingar
the forefronr of the Usagl bushl, He has iransformed the Hare
into an clan of truch-seekers, dedicated to the destruction
of the Bloodspeakers, Kolat, and other villainons secret
organizations.

Under his gindance, the Hare are ne longer the hunted:
Uhey are hunrers who ferret out shadows and destroy them.




SATOSHI, RONIM SHVUGENTA
Male human renin Shu?: CR 7; Medium-size humanoid
(human); HD 7dé + 14; hp 45, Init +3; Spd 30 4t; AC 15 (touch
13, flat-footed 14); Ate +3 melee, +5 ranged {1d8, yari}; SQ
Sense Elements; Honor: 2; AL CN; SV Fort +4, Ref 25, Will +7;
Str 11, Dex 14, Con 12; Int 16, Wis 13, Cha 17 {19} Height 5 ft.
7in,

Skills and Feats: Speak Language (Rokugani, High
Bokupani, Nags, Yobanjin), Alchemy +11, Concentration +9,
Diplosuacy +13, Gather Information +14, Heal +8, Hide +12,
Enowledee (Elements) +7, Knowledpe (Shintao) +7, Move
silently +12, Search +11; Innate Ability (car’s grace, invisibil-
ity, expedirious retreat)®, Versatile (x2, Hide, Move Silently,
Search, Gather Information®, Void Use®,

Spells Known (677775 hase DC 14 + spell level; Elemental
Foctes — Adr) D—eommmiune, daze, detect magie, ghost sound, puid-
ance, know divection, vead wagic, summon; "Isr—(hﬂﬂgr‘. self, eere
light wotends, expeditious retreat, ohsruring mist, silent image, sleep;
and——Benten’s touch®, cat’s grace, detect thoughts, wind wall; 3rd—
claivaudience [ elairvoyance, past of wind, inusibility,

Possessions: kiviona of charisma +2, ving of prafection +1, haori of
resistance 1 1, masterworlk ashigaru armor,

Saroshl s erernally grareful thar the kami favor him, for he's
telatively certain that the Fortunes despise him. His path has
heen a rupged one. Early in his life the temple where his ronin
hratherhood dwelled was destroved by the Seeel Chrysanthe-
mum’ armies. Satoshi was the only survivar. Since thar day, he
has had to survive by his wits and the power of his magic
While this has led him to 2 Fair share of untructworthy and
dishonorable behavior, Satoshi is at heart an honorable man
merely doing what he needs to do to survive,

Satoshi often regrets that he was not born during the time
of Toturi, when a ronin shugenja with his skill and talent
would casily find his place. Instead, he is hated and mistrusted
wherever he gees. Satoshi has adopted a policy of treating
those who treat him Fairly with courtesy and respect. In
villages thar treat hin as ronin scum, however; hic swindles
fools mercilessly and wbs others blind, (eeing invisibly inte
the night when he has worn out his welcome, While this
policy has kepr him fed and amused, it also has several magis
trates hunting him {n Phoentx lands.

5o far, Satoshi has managed to keep our of their grasp.

INFORTANT SITES

Al Eyuden Miya (Castle of the Miya): The Emperor’s
heralds and diplomats — the Miva family — dwell furiher
from the Emperor than any other Imperial Family. Their
palace is nestled among the Spine of the World Moungains,
juzst north of the Plain of Thunder. Kyuden Miya is famous for
it exrensive records on the heraldry and personal mon of
clans hoth Great and Minor Onee a year, the Miya fund the
Emperor's Blessing, a caravan of builders, artisans, and
shugenja who travel to areas of Eolugan in need of assistance,
repairing landmarks, building schools, and otherwise doing
gDDd dEEdS.

A2 Shiro Usagi (Hare Clan Stronghold): The Scorpion
army leveled the home of the once-proud Hare Clan for some
unknown offense shortly before the Seorpion Clan Coup. Ina
tragic bur unrelated twist, the Emperor dissolved the Hare
Clan shortly thereafter due to accusations of mako practice.
The claims were later proven false, however, and the Usagi
family rebuile their home Jarger than before, Since that time,
the Hare have become stronger than ever belore, adding a

second family, the Ujing, to their clan,

A3 The Castle of the Emerald Champion: For a thou-
sund vears, the lands just nocth of the Tnpeeial Capiial Lave
belonged to the Emerald Champion. Mo army has ever dared
threaten irs borders, as all daimyo are painfully aware thar
such an actioh is ah invitation for the other Clans to raise their
own armies against the invader

‘Ihe castle site on a high hill surtounded by a wide, empty
plain. Any army marching on the sight would be seen days in
advanee of their arrival. A chrpsanthemum — the mon of the

Emerald Champion — iz proudly displayed ar the front gate of g

the castle.

A4 Kiken and Roka Toshi/Ryu Bannin Toshi (Treacher-
ous Pass City/Dragon’s Cuard City): A narrow pass through
the miountains gave this city its neme. It sits in 2 valley on the
sea shore surrounded by high mountains. A famous story
teller once said a small child gave a dragon a rice ball at the site

of the city; and the dragon promised the child that her family | :

aud all of her descendants would know peace for a thousand
years, Since thal time, the descendants of due licde ginl have
become some of the most prominent fishermen in Rokugan,

A5, A6, A8, A10 (Hub Villages): Orosan Uchi is the heart
of the Empire, home of the Emperor and sear of the govern-

ment: However, invitations are not given lightly The Hub vil- 3

lages an the eurskirts af Otosan Uchi serve as a base of opera-
tions for lesser amhbassadors, merchants, and Imperial
hangers-on. The Hub Villages are home to the Empire's
bureaucracy and taxes are counted here, making the villages
extremely wealthy, The Hubs house countless individuals
hoping to live in Otosan Uchi itself. Competition to get the
attention of those with clour in the Imperial City can be quite
fierce,

A5 Mura Kita Chushin (North Hub Village): This village
is closest to the lands of the Torroise, It is thus a great center of
trade as merchants scramble for a chanee to purchase the
exatic wates of the Tortoise Clan sailors before they disappear
inte the Imperial City,

Ag Mura Higashi Chushin (East Hub Village): This
village is-a home away from home for mercenaries. Samurai
looking for work can expect fair rreatment if they have
encough keku. The most notable and influental establishment
is the House of Green Koi, founded by retired ronin duelist
Miya Yuritogen Vuritogen was once an Tmperial Herald, and
maintained many connections throughout the Empire. For a
grmall foe, he would act 92 an agent for a group of samurai who
prove themselyes honorable, His descendants have continued
the family tradition,

A7 Youke Fushetu (Dawn Tower): This ancient tower
gunrds one-half of the Emperor’s Bay, keeping a steady watch
against invasions of gaijin from the ses. Doubling as a light-
house, it is manned by Scppun and Tortoise Clan samurai,

A8 Mura Nishi Chushin (West Hub Village): This Hub
Village contains more Imperial storehouses than any other
Hub, inumense warehouses containing rice collected a5 taxes.
In the lase two decades, the village Las become home to count
less moneylenders. While many consider their usury to be
dishonorable, the moneylenders make cerrain thara larze
share of his profits go rowards the maintenance of Hantei
Mazeru's peraonal gardens.

A9 Ortasan Uchi (Rokugani Capital): Otosan Uchi is the
capital of Hokugan, and the greatest testament to the power of
the Hantei: The walls guarding the city are so wide that horees
can ride along the rampares. The guards are chosen from
Rokugan'® finest samurai. The entire capital exises solely to
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support the Emperor and his court. Diplomats (tom all of the
Great Clans (and many of the minor ones) reside in the
Emperor's palace; plotting, bickering snd seeking the favor of
the Sunof Heaven. Policy for the entire Bmpire Is determined
here, and those withour an invitatlon may not pass through
the gates.

When the city and palace were built, Crab enginesrs and
Phoenix shugenja worked together to take the palace impos-
sible te infiltrate. Some shugenja say that the walls are
enchanted with a powerful spell that renders itz streets and
Ppassageways an impenetrable maze; only those with Imperial
blood may find their way around.

Kyuden Seppun (Castle of the Seppun): This great
palace etande between the Imperisl City and the nerthern
mountaing of the Crane, as ancicnt and beautiful as Otosan
Uchi ieself. Kyuden Scppun is the second home of the
Emperor, the birthplace of the Brotherhood of Shinsei, and
the ancestral home of the Emperor’s fanatically loyal Milaru
guardsmen, In many tegards, Kyuden Seppun is one of the
most sacred and holy places in the Empire, and has always
been considered sacrosanct during wars berween the clans,
although the Shadowlands did amack It during the Clan War
{Kyuden Seppun is locared just ourside location Av.)

A10 Mura Minami Chushin (South Huh Village): This
village was once the home of the famed Doji Nio, son of Doji
and Kakita 1Tpon Wins death, his estates were left "to Rolu-
gans authors of beanty” Since that time, his large estates have
become a communal home for storytellers, poets, painters,
and other artists trying to make a name in Otosan Uchi, The
estates are beautiful, but there ie little privacy and much cut-
throat competition among the artists here. Cenerally, cven o
poor home in Otosan Uchi is considered a grander accom-
plishment than a pallet in the lush gardens of Kyuden Nio.

A11 Nichibotsu Fusheru (Sunset Tower): This ancient
tower guards half of the Emperor's Bay, keeping a steady
watch against invasions of gaijin from the sea. Doubling as a
lighthouse, it is manned by Seppun and Tortoise Clan
samuLai

A12 Mizen Mura: The small town marks the edge of Impe-
rial lands and the beginning of the Crane provinces. It is
manned by Seppun guards, nearly all of whom are related to
the Crane in one way or anather.

A13% Reihaido Shinsei (Crow Shrine): The ane animal
maost associated with Shinsei is the crow When he and his
Seven Thunders needed a seout, the erow — then 2 bird with
awhite chest and beautiful colorful wings — volunteered. By
the end of the journey, the crow survived, but he was black-
ened by the powertul forces that passed between Shinsei’s
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 these with a pure heart and true devetion can
find one of Shinsei’s shrines, but it is said that those who do
learn the deepest secrets of his teachings from the Kenku
spirits of the aic

Ai4 Shinden Osanv-Wo (Temple of Osano-Wo): The
Fortune of Fire and Thunder is Osano-Wo, and his grearest
temnple is here, The monks who keep the temple are known
fur their rituals of scarring and secrer magic. Constant thun.
derstorms encourage the local vegetation to become grean
and lush, bur the land itself is rocky and difficult to traverse,
Moss prows over the racks, and the area is humid even in the
driest seasong,

A15 Koeru Mura: This small village provides vice and
grain for the Minor Clans, selling its talents to the highest

bidder each year. Every year, the ronin governor of Koerit:
meets with the surrounding Minor Clans, and sells the past
years harvest to the highest hidder. This is the only means by
which this small, independent ranin town survives from year
to year.

A14 Shiro Heichi (Boar Clan Stronghold): The ruined
castle in these forbidding mountaing was home to the Boar
Clan until its mysterious disappearance five centuries ago,
Mow, the mountaing are haunted by o restless spirit called the
Shakeli Dogu, a temifying entity that feasts on madneas, The
Crab and Falcon have made countless cfforts to placate or
even identify the apirit. All have failed.

AL7 Zﬂ]ryo'l‘usﬁt Pleasure City): Five hundred years go,
this city’s name might have suited it; now it is simply 4 devo
tative name given to one of the busiest commercial cities im
the south of Rokugau, Zakye is a haven for lechery, keprclean
only thiough the constant interference of the Imperial moops
stativned here to keep warch on the border of the Seorpion
and Minor Clan lands, _

Als Dangai: A small monastery in the center of the
unaligned lands, this haven of enlightenment takes advantage
of the arid land by constructing rock gardens and libradas
depending on travelers to bring food for the monks who make
their homes here. _

A19 Daidoji Yukan-se (Valiant Daidoji Tower): At this
tower, an ancient battle batween the Scorpion and the Daideji
resulted in & Crane victory. Since that day, the tower has held
ite name, even through the Crane samurai who onesl
inhabited ir have been lost to vice. Their family dishonored ®
these ronin still claim tentative allegiance with the Crane, and
arc constantly trying to return to their former clan with offers
af fealty. Thus far, the family secrer (whatever it may have
been that caused them to be cast out in the first place) haskept
them (oo sugceeding, |

A20 Kudo: A small farming village owned by the Hare
Clan, It is a frequent destinarion for traveling ronin, wh ¢
know that the Hare pay well for information abour the ather
clans,

A21 Meidachi: A small farming village in the lands that
belong to the Hare The Ujing family conduets much ofits
huisiness here,
" A2 Kaia Osho Mura (Humble Priest Village): A quiet
Fou Clan village on the edge of the Kitsune forest. Thig village
accounts tor the majority of Fox food production, and is well
guarded by the vigilant shugenja of that peaceful clan. Often,
members of the Unicorn clan can be found here, seeking reat
from their travels in the lands of their distant cousins, the Fox

A23 Kitsune Mori Mura: This village within the forestof
the Fex is filled with strange architecture — housesate grown
from trees, and sliding screens made of forest leaves rather
than rice paper. The Fox Clan makes use of all the foress
bounty, lacvesting ils acorns, berries and nurs as well as the
(vl grown in Fox villages elsewhere, There is 2 large shrine i
Inari here, the parron Fortune of Rice and friend to the spirr
kirsune that inhabit the wild forest groves arnund the Fox
Clan Palace.

A24 Kynden Kitsune {Fox Clan Palace): When Lady
Shinjo left Rokugan eleven hundred years ago, some of her
followers remained behind. Some of these remnants becams
the Fox Clan. While they do not have the same affinity for
eavalry as their Unicotn cousing, their skills in hunting,
herbalism and woodsmanship are unparalleled in Rokugan:

A25 Eyuden Suzume {Sparrow Clan Palacce): Tﬁt
Sparrow Clan is one of the older Minor Clans, formed sever



hundred vears ago when a number of Crane Clin members
interprered Shinset's philosophy as calling for a renunciarion
of wealth, Accordingly, they ser themselves apart from their
money-conscious Crane brethren and declared themselves
the Sparrow Clan, taking a humbler bird as their inspiration.
‘The Sparrow Clan “palace” is spartan and functinnal, provid-
ing a fortified position that the Spartow and their heimin can
dafend in timne of war,

A26 Koutetsukan (Iron Turtle City):

Thig humble city ie the single largest
producer of boats and ships within the
Empite, cteating ships for the Mantis,
Crane, Phoenix and Crab fleets as well
as for the Seppun. Those samurai who
wish to venture into the open ocean
would be advised to find 4 seasoned navi- !
gator here, as well, because no one knows ~ | {°
the seas as well as che Mantis; no one i
knows boarts like the heimin and samurai
of Koutersukan,

A27 Shiro Morito (Ox Clan Castle):
For his valor during the War of Spirits,
former Linicorn bushi Marito was awarded
1 small fief in the northern regions of the
Dragon Heart Plain to found his swn minor
elan, Morito took the nickname given to him
by his fellow ronin as the name of his new
clan: the Ox Clan. Many former membere of
the Shinjo family, cast out or dishonered after
the revelation of Sl‘::inju Yolatsu as o Kolat
Master, joined Morito in hopes of begin-
ning & new life.

A28 Toku Tovid-c (Virtuous Keeph
O of Totuei’s chiel Heutenants through-
out the Clan War, the swmurai knowo only
a5 Toku was first promoted o caprain of the i
Imperial Guard by Emperor Toturi I, then
later given leave to found his own clan o ol
serve the Empire. Toku chose to call his new. @@
clan the Monkey Clan and served Toturi until
the Emperor's recent death

A28 Vigilant Keep of the Monkey: The
Monkey Clan serves the Empire as magisrrates,
answering directly to the Emperor himself With
the absence of a clear heir, the Monkey have |
chosen to support Toturi Tsudao, riding at the
side of the Imperial Legions and
enforcing justice across the
land, The Vigilant Keephas
fallen twice in its short his-
tory (ouce to the Shadow
and once to the armies of
Hanrei X¥1), but each time it has
been quickly rebuile. This castle is also
home ro the Fuzake shugenja family
Though the family is small, major shugenja families have
begiin to take note of them, for the Fuzalee have recently
begun teaining at the foot of Grand Master of the Elements
Nalea Toled

The Ruins of Shiro Ichire (no map entry) (Badger Clan
Stronghold): Once a remote and often overlooked clan, the
Badger came into prominence when the clan was decimated
by on oni attack shortly before the onset of the Clan War, The
few surviving members of the Ichiro family gave their sup-

Shinkai —

The Dhavk Danghier

puct o Totwi during the war and were allowed to keep their
name despite their lack ol @ homeland. To this day, die Ichire
roam the Bmpire as mercenaries, secking to gather enough
funds to rebuild thelr home,

SHAHRAR), THE DARK DAVGHTER
Female human Unicorn Shu?/Tsuii: O 18; Medium-size
Lhuinaneid (humwan), HD 7ds + 21 plus 848 + 24; hp 123
Init +2; Spd 30 fr; AC 22 (touch 13, flat-footed 19}
AT +9/+4 melee (1d4+1, £2 tonlo of wounding’; 5C Class
skill — Spellcraft (Family bonus), Sense Elements,
Suppress Taint, Blood Conversion, Spell Conversion
{has converted all spell levels to Maho), Maho Meta-
tmagic; Honor 0; AL CE; 5V Fort +12, Ref +7, Wil
#1159, lex 15, Can 17, Int 15, Wis 17, Cha 15;
Taint +& ; Height 5 ft 5 in

High Rolugani, Oni), Bluff +10, Concentration
+1%, Heal +13, Hide +9, Innuendo +5, Knowl-
edge (Shadowlands] +12, Knowledge (Maho)
123, Enowledge (Arcona) +19, Spelleraft +23,

Wondrous Item, Extend Spell, Innate Ability
{speak with dead, dispel magic, slay living}®,
Miaho Focus®, Maximize Spell, Meishode®,
Rituul Magic,
Spells Knuwn (efsfisfz 7 /7iz/
664 base DG 21 + spell level; Elemenial
Forus — Warer, Iuchi School; all spells are
considered maho): O—commune, create
water, cure minor wounds, daze, detect
thagic, purify food and drink, vead magic,
; semrmann, 1st—hbload rite®, cuve Hght
i wotnds, detect taint, vemoue fear, rize
again® silent image; 2nd—eure woderate
wounds, detect thoughts, protection from
arvous, retnove pavalysis 3rd—create
faod and watey, dispel magic, speak with
i dead, wonderful origami fureshiki®;
dth—arcane ey, clowd ﬂfTﬂi.‘r]!'f, heart
vipperT, polymorph other; Sth—magic
jan nightmare, slay lving, unhallow;
sth—vircle of dewth, creafe urdead, for-
biddance, harm; 7eh—blasphemy,
control undend, finger of death,
insarity; Sth—creale  wrealer
undead, greater planar binding,
symbol; ath—weivd, summon
marster IX.

1, brarelats of aveay +5, +2 tanta
of waunding, amulet of nabiyal
armor +2, ¥ing of profection +2,
weichode: maximized clowd of taint, extended protec-

tier: from arvows, maxirized cure modevale wounds, extended daze,

Omce, she was Tuchi Shahai, daughrer of Tuchi family datmyo
Iuchi Daiyu: Early in the reign of Emperor Toturi, Shahai
began to hear a speciral voice, The voice promised grear
POWEr; and great freedom to da as she pleased with the world.
I'he voice was ternibly seduetive to young Shahai, who chafed
at the boring traditional lifestyle her father imposed upon her.
Wandering into the forbidden Forest of lreamers santh of
Catherer of Winds Castle, Shahai dizcoverad 4 mined house

Shills and Feals: Speak Language (Bolugani, 54

Torture® +13; Blond Sorceret (ancestor)t, Craft [
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Investigating further, she discovered a buttered skeleton and a
collection of scrolls. The scrolls contained maho, magic so
black that it scarred Shahai’s soul to look upon i,

The first spell she cast caused the skeleton's head to
animare, the kanji “Void" painted upon its forehead in Shahaits
own blood. Shahai did not even rememher curting herself,
but she recognized the voice that ross from the skull. It
introduced itself only as "Crandfather,” and instricted her
hew to go about finding the infamous cult known as the
Bloodspeakers.

Shahai followed Grandtather’s advice: Shortly thereafter
she slew her own tather to seal her initiation inte the cult, and
quickly ascended through the ranks of the Bloodspeakers. Her
name is a-cutse ameng the Kuni Witch Hunters, who have
hunted the trail of corpacs she has left behind for over two
decades,

Recently, Shahai has offered her services to Daigotsu, Lund
of the Shadowlands — not as a servant, but as an equal partner.
She has carned the title of the Dack Daughrer, and is more
dangerous now than ever,

In person, Shahai is remarkably friendly and charming. She
15 a slender woman; hardly the sort one would suspecr ro he a
mass murderer with nearly godlike powet. When angered (or
bored) she is a power to he feared. She is utterly merciless and
fond of torturing enemies extensively before slaying them.

PRIGOTSV, LORD OF THE SHADOWLANDS

Male vutsider Tsuzo: CR 25; Medlum-size oursider (evil,
Shadowlands); HD 20ds + 100: hp 220; Init ; Spd 30 fr, Fly 30
fr; AC 36 (rouch 32, flat-footed %1); Atr +23/+18 melee
(1dit+17+2de [against good], Daygataa’s Ohadian Bladel 50
Daigotsu Clualities, Akutenshi ahilities — Alternate Form,
Cloaked Taint {DC 34 to detect), Body of Damned Time
[once/hour, assume corpores] form for one round: sll viewers
must make 2 Fort save vs. DC 25 or subler 1d4 permanent Str,
Diex, and Con damage and hair turne white), Breath of Taint
{gain & Taint points, Reflex DC 25 for half) detect thoughts (at
will), Dierupt Ki (Will DC 23 ot use lowest ability modifier
on all actions for 18 rounds), invisibility (at will), Soul Drink-
ingh Henor 0; AL LE; 5V Fort +15, Ref +14, Will +19; Ser 28,
Drex 19, Con 20, Int 21, Wis 17, Cha 20, Taint +18;
Height 5 £ 10 in,

Daigotsu Qualities: The Lol of the Shadowlands pos-
sesses a tuinber of uniyue abilities, including the following:

Abkutershi — Daigotsu possesses all abilides of the akuren-
shi template in Oriental Adventures, with the exception of
shapechange. These are lsted above under Special Cnalities.

Dirmage Reduction 3u/+3 — applies only to his original body;
increases to SU/=5 if Daigotan's soul is not currently in his
body

Darke Knonwledge — Al gleille are elass skills.

Fu Leng’s Blessing — Daigotsu gains a detlection bonus to AC
equal to his Teint medifier while in his own body,

Trmproved Saves — It Daigoteu successhully saves aguinst any
etfect with a "partial” result, the spell dacs not affect him.

Maho — Daigotsu may cast no spells that are not mahe
spells, His Spells Known have been adjusted accordingly.

i Posseaston — Chaigotsu may possess any oni he can see, at
will, a5 a standard action. This is the equivalent of a mugit jur
spell, except for the following The oni is allowed no save and
Daigotsu needs no recepracle (he may transfer his soul
directly into the uni). The uni’ soul is suppressed, but aware of
all activns performed while Daigotsu commands its body.
Dhigotsu may return to his own body at will, regardless of

range, or may shift his soul to another oni within sight 254
standard action. Daigatsu is aveare of all ahilities of his host
and may use them. The caster level of any spell lile abilities of
the host hecomes Laigotsu's castor level, bue Daigotsu may not.
cast his own spells o use his own natural abilities (with the
exreption of this one) while within 1 hest. He may use all of
the host's feats as well as his own, He may use the host’s attack
bonus rather than his own, if he wishes. If Deigotau’s host is
Lilled, Daigotsu’s soul returns to its body mgarcﬁcsa of range.

Oni Vision — Daigotsu may scry on any oni, at will, asa
standard action. The scry attempt is always automarically
successful within the boundaries of the Shadowlands,

Chtsider — Daigotsu is a native owsider; he may be bamished
bur not-dismissald,

Spell Resistunce — 25

Skills and Feats: Speak Language (Rokugani, Bakemono,
High Rokugani, Mezumi, Ogre, Oni), Battle® +4,
Concentration +22, Diplomacy +14, Intimidate +23, Knowk
edge (Arcana) +21, Knowledge (Elements) +10, Knowledge
(Etiquette) +10, Knowladge (Fortunes) +8, Knowledge:
(Jigoku) +27, Knowledge (Maho) +22, Knowledge (Meido) 4§,
Knowledge (Nobility and Reovalty) +11, Enowledpe (Shadow-
lands) +28, Knowledge (Shintao) +6, Enowledge {Toshigoku]
+8, Knowledge (Yume-de) +10, Knowledge (Gakido) 18
Listen +13, Sense Motive +10, Spellcraft +20, Spat +13; Blood
Sorcerer (Ancestoryf, Empower Spell, Fly-By Atrack,
Improved Initiotive, Innete Ability (circle of death, dark wing,
obsidian armor)¥, Maho Focus®, Maximize Spell, Ritual Magic®,

Spells Known (0/10/10/10/10/9/9/9/5/8; base DC 31 + spell’
level, Tuchi Sehool; all spells are considered musl): 0—None:
1st—Dlood and darkness®, bood rite®, cobra’s breatht, pain®, e
agmin®; 2nd—choking denth®, curse, deseovate, choul touch, mistrof
fear®;, 3ed—animate dead, dark wings®, hate’s heart®, infliet serious
wounds: 4th—clowed of Taintl, enervation, palymorph self, wail of
bonest; sth—cloudkill, absidian armor®, slay living, unhallow;
ath—eirele of death, eyehite, harm, summin greater kansen®; Tthe
acid fog, blasphemy, contral undead, destraction; Bth—create greater.
urtdead, greatey planar handing, symbol, tainted autat; 9th—power
wiwd, Rl suwrmon monster I, weird.

Vossessions: Daigotsu’s Obsidian Blede (unique item, functions
as 4 +§ unholy katana that can produce the effects of the
sbord of darknesst spell at will; unlike the spell, the blade must
be wielded and takes advantage of the user's foats, cre), vd
of thunder and lightning, amulet of natural armor +5, haori of
resistance 14,

ot much is currently known about the new Lord of the
Shadowlands. Not much needs to he known His power and
leadership spealk for themselves. He is the master of Onisu,
leader of the Tainted armies lost at Volturnum, and the new
driving force behind the Shadowlands Horde. Daigotsu is
charismaric, intelligent, and at times even friendly to his ene-
mies, but his every action it a calculated ploy to extend the
domain of cotruption even further. For example, Daigotsu
may otfer an wealth, power, friendship, and acceprance toa
ronin secking o home, with every intent te fulfill his
premiscs. Daigotsu’s gifts have a price, however, and those
who enter his service will inevitably be twisted into 2 weapun
to be used against the Empire. Behind Lis Geade of charm,
Daigetsu is as whelly evil as any oiher leader of the Shadow:
lands. He seeks w succeed where Yogo Junzo, Kuni Yorl, the
Maw, and Oni nu Kyoso have failed, He has unired the dis
parate groups of the Shadowlands like no other leaderin
memory, and those Tainted who defy his commands are




hunted by the savage Onisu, Though he is willing w wake
comprormises to build his power base, he will bruvk no chal-
lenges to his leadership.

Those who defy him are destroyed. Mo exceprions.

TE'TI'KIR, CRIFFLED BONE SHARAMN

Male Nezumi Soc? /MNskio: CR 18, Medinm-size humanoid
(Mezumil HD t7d4+ + 17; hp 71; Init +3; Spd 80 [ AC 47
(touch 11, flat-footed 18Y Att +11/+6 melee, +12/47 ranged
(1dea+3, halfspear 457 5 Crippled Bone Wezumi qualities,
Ratling Shaman abilities {including mend name, spidr sight,
conjtire trickster, importune Transcendent, named weaporn);
Homor 1; AL C0G; SV Fort +9, Ref 2141, Will 417; Sr 6, Dex 8,
Con 13, Int 17, Wis 20, Cha 21 {270 Height & fr.

Skills and Feats: Speak Language (Nezumi, Mujina, Oni,
Rokugani), Concentration +11, Knowledge {Arcana) +14,
Enowledge {Shadowlands) +18, Knowledge (Yume-do) +24,
Eery 19, Spelleraft +18; Brew Potion, Craft Red, Crabt Won-
drous Ttem, Empower Spell, Improved Initiative, Spell Focus
(Enchantment),

Spells known {6/8/8/8/8/7/7/7/5 basc DC 18 + spell level):
O—dancing lights, daze, detect magic, detect poison, disrupt undead,
ghust sownd, mending, open/close, read magic; 1st—charm person,
expedilious relreed, moge srmor, magic missile, protection from evil;
rnd—bulls strength, col’s groce, delec thoughts, krock, minor
image; ard—-ctere sevious wounds, dispel mopic sleel storm, sugges-
tion; ath—divination, fce storm, lesser peas, serying Sth—dweam,
feeblemind, mind fog, true seeing; sth—find the path, greafer
chadny evacation, mass supgestion; rth—banishment, legend love,

Vossesgions: +5 halfipear (named weapon), doak of charisma
+ &, tod of thumder and Lightnmg, amulet of natural avmor +2, ving
of protection +2, bag of holding (type 4), vest of useful items, boots
{logmings) of speed, countless magical potions and minor magic
items; Te'tildkir ic one of the most powerful Nezumi shamans
dlive and has access to nearly any item his race can produce.

ar fifty-nine vears old, Tetikkir is the oldest Nesumi alive,
Though feeble, his extensive experiences and exiravrdinary
sorcerous might are ktiown even 1o the most distant tribes,

Young shamans frequently hazard trips into the deep Shadow-
lands o seek this great shaman's advice.

Some would call 18tik'kir eceentric; but "mad” is closer to
the truth. He iz a powerful Nametaker, hut ingists an heing
referred a5 3 "Nameseeker” one of the lowest of the Nezumi'’s
sorcerous ranke. He claims that he is 2 creatute undeserving of
Mame, that he has betrayed his people and must seek a new
Mame before he can takee his place among the Transcendent.
His claims are, in fact, true. Though he is a powerful shaman,
he eannot become a Transcendent. The other Transcendent
have told him as much. Garly in Te'tikkir’s life he made s tered
ble mistake — a betrayal that led to the death of his fricnd
Mat'tcl, chieftain of the Crippled Bone. Until he atones for
this sin, he cannot transcend, and he cannot die, Te'tik'kic
remains in the mortal woeld, growing wore ancient with
each day.

Some days he wonders if he deserves to be free.

YORE'TRR, TATTESRED EAR ADVENTURER
Male Nezumi Firz/Rgri/Rogs: CR 8 Medium-size
homanoid (Nezumi); HD 3d10+ 3 plus 5ds + 5 hp 50, Init +5;
spd #0 fr; AC 19 (touch 15, Dac-fowied 14); At +8,/43/+8
{1de+3, twin wakizashi), +14/+9 ranged (1de+1, yumi +1; A
claws — 1d4+3 damage, reeth — 1d4+1 damage, Sneak Attack
+3de damage; 5O Tattered Ear Mezumi qualities, evasion,

uncanny dodge (Dex bonus to AC), favored enemy (gobling),
two-weapon lghting Honor: 1; AL CG; 3V Tort +6, Ref +2,
Wikl +1; Str 16, Dex 21, Con 13, Int 15, Wis 10, Cha %; Height
5

skills and Feats: Speak Language (Nezumi, Rokugani), Clinb
+11, Escape Artst +11, Hide +12, Jump +92, Listen +%, Muove
silently +19, Search +7, Sense Motive +7, Spot 12, Tumble
+15, Wilderness Lore +%; Track, Scent, Point Blank Shot, Pre-
cise Shot, Rapid Fire, Weapon Focus (yumiy,

Possessions: 2 mismatched waldzashi (which he uses to fight
twro-handed), +1 pumi (his most prized possession), studded
leather avmor +1, bracevs of avchery, fetish of the eagle (as eyes of the
cagle), dust of illusion (2 doses).

yoee'ter (" Foelish Wanderer") is 2 young Nezumi cager to

unlock the mysteries of the world, He left his tibe two years
ago, offering to hire our his services as a mercenary the
armies of the Great Clans of the humans. Among creatures as
wealthy and powerful as the humans, surely there could be
appartimity for one Mezami, right?

His quest has met with mixed results. Though Yoee'trr has
had many exciting adventures, from hatthing spirits in the
heart of the Shinomen to scouting the lines of the Liragon
army in the employ of the Unicorn, he hae never been truly

accepted. More often than not, he's been used as a pawn. A §80

hendful of times, his employers have triad to kill him rather
than mect their end of the bargain, considering him nothing
more than a beast to be exploited. It doesn't help much that
Yoee'trr is a light-fingered prankster with no respect for

personal property, Most of the time he ends up at odds with

liis etuployers.

Yioedtr duesit witd; he always has an escape route. Those
who turn on him may find one of his trademark blue-feath-
ered arrows lodged in one of their feet. 10 they're lucky, they
may catch a glimpse of Yoee'trr's tail a5 he vanishes into the
undergrowth.

Cither Nezumi consider Yoee'trr to be foolhardy and self-
destrictive. Hig tales of adventure disrupt the uniry of the
tribe, encouraging other yotng Ratlings to he similarly brave
and foolish. He has found a cold reception upon his refurn
home, and has slowly begun to accept the fact that he thinks
more like & human than a Mezumi, He is seriously considering
leaving home permanently, seeking another great adventure.
All he needs to do now is to find some humane that look like
intereating traveling companions.

=ocREsEE

The fellowing locarion descriptions refer wo the locativns
labeled on the coler maps ar the front and back of this book.

A_ Kanashimi no Komichi (Sorrow's Path): This natural
mountain pass leads to the lands far north of Rokugan's
northern mountain tange 1t s called “Sorrow's Path® by the
Unicorn who teturned from the barharian lands,

B. Yakeru yoni Atsui (Burning Sands): The Uinicorn rell
of 2 people who live in the grassy steppes just beyond the
mountains, and beyond them lies a vast desert they call the
"Burning Lands”

C. Kyodai and Kabe sano Kita (Creat Wall of the
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North}: These mountaing isolate Rokugan from the norch.
The Unicorn say that there are steppes and a vast desert to the
north where barbarians ride on great steeds, killing and
pillaging withour mercy.

D. Hinanbasho sano Mitsu Shimai (Refuge of the
Three Sisters): High in the mountains ahove the Dragon
keeps, Rokugans anly shrine to the Moon Goddess sits at the
end ofa treacherous path called * The Climh of the Mocn." The
diligent seekers who discover the hidden path find the sheine
oecupied by three sisters who have tended it for as long as
mortal memory has recorded. Speculation has made the sis
ters cut to be ghosts, but none can say for eertain. The threc
sisters speak in riddles, answering any question pur to them,
Legends say that any question put to them is answered truth-
Fully, but ruin befalls any who ask.

E. Heigan Byo Kokoro (Dragon Heart Plain): This high,
barren plain overlooks the Dragon forwesses w the southwest
and the Shrine of the Ki-Rin o the southeast. Ooly broken
stones and shattered [vundations remain to mark the home of
the 3nake Clan, who were urcerly desroved by the Phoenix
Clan seven and a half centuries ago. Occasionally, foolhardy
shugenfa dig abour in the ruins hoping to find some remnants
of the Snake's dark magic. The lucky return home disap-
pointed. The unlucky do not ratarn ar all,

The far northern reaches of the Dragon Heart Plain have
hecome home to the Ok Clan in recent vears (437}

E Tani Cira (Jagged Valley): Thiz area of the meountains is
largely made up of loose shale, large chunks of which breal
off of the mountains and slide away into the valleys below. The
Phoenix sometimes train samurai in this ares, to teach them
alertness,

G. Mori Isawa {Phocnix Woodlands): There was & reason
the Phoenix settled in this area of Rokugan, The wood of the
Isawa forest has a particular quality that is particularly benefi-
cial for their shugenja’s scrolls,

H. Nani-ahu Heitui Heigen (700 Soldier Plain): It was
here that seven hundred soldiers were victorious against an
army of seven thousand (at least, thar {s what the history
books say).

I Mizo-umi Ryo (Dragon Lake): The locals call the lake
it the northwest "Dragon Lake" hecanse of the shrine to the
Guardian of Water that i on the south side of the lake. Some
say the Dragon of Water can be drawn to the shrine by those
who are worthy

[Wo Map code] Magashi Naga Toshi (Sunken Maga City}:
At the bottom of a great lake in the north, there is spid to be a
city that remains perfectly preserved: Statues suggest it may
have once been a city of the Naga, but nonc but those who
visit {with magic, of course) can say for certain. The Naga were
strangely silent on the issue while they were awake.

T River of the Lost Valley (Kenku Home River): Though il
is far from any settlements, many bushi risk the juurney o this
remote river Its source is cumoeed (0 be the home of the wise
and olten wischievous kenku. Many legendary Rokugant
swordsimen are said to have been mained by these swordmasters.

K. Heigen Korl (Ice Plain): Surrounded on three sides by
mountaing, Helgen Kori is always a plain of snow and ice in
the winter and a barren waste in the spring and stmmer. It is
# desolate place, devaid of any life save the sparse grasses that
grow each spring, only to be covered with snow when the
Winfer comes.

L. Kyodai and Josho Surn (The Creat Climb): These are
the foothills that lead to the mountain palaces of the Dragon
Clan, They are tight; twisting and confusing and easy to get

losein, eventually reaching impassible heights. There isg)
single pass thar penetrates the mountaing, and thar is guarded
by the Mirumeto family

M. Kyodai and Taiyo (The Great Fall): Due to heavy vale”
canic activity, there are many rock slides in this ares, making =
it quite dangerous, The Dragon Clan train new samaurai in this
ares — it keeps them on their toes. 3

N. Nemui Kaminari Yama (Sleeping Thunder Moun
tain}: The volcane just southeast of the Shrine of the Ei- 1111;
rumbles from time to time, but has yet to fully erupt, '

O, Kanawa Taki (Iron Rings Cascade) Overa t.llq:n.LsaJilI
years ago, Shinsel stopped at this warerfall and quenched his
thirst at the warers. Since that day, the waters have been cone
sidered holy and blacksmichs from across Rokugan comem
this waterfall 1o use the pure warers for quenching thelr steel

P. Heigen Yuki (Snow Plain): This far north in Rokugana
great deal of snow drlfts down from the mountains into the
plains. “Snow Plain” (as it was called by the Unicorn) leads
awy to lands far to the west, deails of which are only known
to Unicorn schiolars.

Q. Shiroi Kishi Mizu-umi (White Shore Lake}): "White
Shore Lake" gaing its name from the white sands on its shores
It is rumored that ningyoe dwell at the lake's bottom. Popular
belief holds that eating ningye flesh will grant immortali
but those that hunt the peaceful mermaids risk the wrath of
their protectors — the Magn.

B. Kawa Nemui (Slecping River): The river that runs
dewen from the Lake of the Sunken City is called the Slc:pmg
River. It is named for the sleeping city from which its watets
ruts. The local peasanty insist that if sand from the botomg
this tiver is placed in a sake bottle, any who drink from the
bottle will fall i a magical slumber.

§. Shiroi Kishi Heigen (White Shore Plain): A grest
battle was foughrt here nearly 350 vears ago. A force of Scor
pion artacked the recently returned Unicorn, bur the Unicaes
(and & contingent of Lion} fought them off. Aceording to the
Unicorn, the Scorpion thought them to he weak, uneducared
barhariang, and were swiftly shown the error of their think:
ing. The Scorpion, when asked about it, concede the point and
change the subject.

+ T Hae Moete Kavwa (Firefly River): Firefly River is impor-
tant for the Unicorn Clan's commerce with the rest of the
Empire. The Unicorn are the least agrarian of the Clans, butit
iz along this river thet ol of their farms can be found,

U. Ohoreshinu Bockisho Kawa (Drowned Merchant
River): Three hundred years ago, a prominent merchant
attacked by bandits near this river. They roroured Lim sl his
family, eventually drowning thewn i the tiver, Local peasins
say that their ghosts wander the bank, looking ro bring justice
to the bandis who drowned them,

V. Tanima sano Futatsu Taisho {Valley of the Twa
Generals): Ir was here that iwo of the Empire’s greatest com
manders — Marsu Kijoruko and Daidoji Wasutsubo — fought
the Seven Day Battle. Tn the end, the commanders fm:eu:lmﬂi'
other on the hattlefiald, srtonnided by the bloody corpeesaf
hundreds of hours of constant combat. Although Kijorakp'
was the victor, her wounds from the duel overcame b
moments liter. The battlefield remains 2 holy site witha
shrine dedicated to both generals on the spot where they fell.

W. Seikitsu sano Yama no Oi (Spine of the World
Mountaing): This iz the mountain range that splits Rekugan
in two, The Seiltitsu mountains contain the tallest peaksin
Bokugan (including the legendary Mountain of the Seven:
Thunders), and the few trails through it are narowand



fraught with peril. With the destruction of Beiden Pass in the
year 1150, the only pass large enough to move an army
through is now Seilirsu Pass.

X, Kawa Mitsu Kishi (Three Sides River): Perhaps the
most contested body of water in Rokugan is the Three Sides
River. Historically, it has provided the heart of erade and com-
merce for three elans (the Scorpion, the Lion and the Crane)
in the center of the Empire.

Y. Kiken Roka (Treacherous Pass): A story tells of a mer-
chaut who lost his life in this pass hundreds of years ago, and
his ghust still haunts the mountainsides. At night, haunting
winds whip through the gorges, making it sound as if the
mountains themselves weep. It is 2 long and dangerous pass,
but it is also the shortest route frum e Phoenix lands to the
lands of the Emerald Champion and the Emperor,

7. Yama no Kuyami (Mountains of Regret): This range is
called Regret hecanse of the many lives lost in the only pass
through the mountains. In the red light of the sunset, the
snow on the tips turn red, making it look as if the mounrtains
bleed with the setting of the sun
Sighrings of ogres and goblins in this ares lead some shugenja
to suspect an ancient breeding ground somewhere in the
coves, but if it exists, the Phoenix have vet to find it

AA. Kawa sano Fui no Dansei wo Sasu (River of the
Unexpected Hero): Roughly two centuries age, the Unicorn
bartled an army of Shadowlands creatures that had moved
north far from theit homeland. The creatures tried to despoil
thie Clirysanthemum Petal Lake, but the courage of a farmer
proved 1o be the crucial factor in the battle. He saved the
Unicorn army and the tiver at which the battle was fought
has been named in his honor.

BB, Mizu-umi Kikua Hanabira (Chrysanthemum Petal
Lake}: Hundteds of chrysanthemums line (he shoses of this
lake. Legend holds that the otlginal chrysanthemums were
planted by the hand of Hantei XVII to mourn the loss of his
son. Indeed, subsequent Emperors have often visited these
shores to celebrate the annual Chrysanrthemurm Festival,

€C. Plum Blossom Pass: It iz said that in this pass; the
kami Togashi first reached enlightenment, eating a plum 1o
break his fast. Oddly, no plum trees grow here. In fact, the
hersh elimate seems to forbid the possibiliey of such a tree
ever having grown here,

DD. Yama sane Kaminari (Mountain of the Seven
Thunders): The tallest mountain in Rokugan is named after
the Seven Thunders whe went with Shinsei to face the dark
lurd Fu Leng on the first Day of Thunder. There is a shrine at
the highest peak dedicated to their memory, maintained by
the Brothethood of Shinsei.

EE. Helgen no Otalon (Plains uf Batile): This is the heart
of Lion country, guarded intensely by Lion samoial, However,
the Lion have no protection from the Emerald Chaiplon's
taxes, For most of the last five hundred years 2 Crane has worn
the Emerald Armor, and they have taken full advanrage of
their ability to tax the Lion. Through taxation, the Crane have
profited from Lion lahor,

FF. Heigen no Hayai Mondai (Plain of Fast Troubles):
The plains surrounding Otosan Uchi are known as the "Plain
of Fazst Troubles” becauge of ite reputation. It is illepal to move
armed men through this area. Any whe did would find the
whole of the Empirc moving against them.

GG. Rokugan Yogasha Heigen (Emerald Champion
Plain): These rich plains surround a large, well-fortitied
castle, Both castle and lands are granted to whoever succeeds
at the Test of the Emerald Champion. Since the current Emer

ald Champion, Yasuki Hachi, has his hands full with his duties
to the Empire, he has litle time to sce to these lands. The
former Emerald Chumpivn, Kakita Toshiken, dwells here
with Hachis permission as his ill health prevents him from
traveling,

HH. Hanto no Yoake (Peninsula of Dawn): Pinched
berween North Hub Village and the Bay of the Golden Sun,
this peninsula is home ta the tiny Tortaise Clan, The Emperor
typically commands the Tortoise personally, but they are tech-
nically a Miner Clan and not an Impenial Family. This small
distinction allows the Emperor to separate himself from the
dishonorable tasks the Tortoise are forced to execute in hig
name. With no Emperor currently ruling Rokugan, the
Tortoise have come to serve the whim of the Otomo Family

IL. Naga Doro Heigen (Maga Road Plain}: For many years: |
scholars studied and picked over the sncient Maga ruing in

this area. When the Naga awakened, such studies became
risky, a5 Ui Naga seemed equally willing to cither communi-
care peacelully or attack furiously to avenge their defiled
lands. Once relations stabilized, the Naga allowed scholars
fram the clans to study here once more.

JJ. Heigen no Kaminari (Plain of Thunder): The plain of
thunder is dedicated o the Formne of Thunder, Csano-Wo.
It 15 here that the Test of the Emerald Champion is held, in
honor of the Fartune wha is the patron of all bushi.

KK. Heigen sano Lloji (Doji family lands): The plush
lands of the Daji family are dotted with rice farms and
merchant caravans, presenting an inviting target for bandits.
With the wart against the Crab, the Crane have heen forced 1o
begin hiring mercenaries to protect their interests here.

LL. Wan sano Kin Taiyo (Bay of the Colden Sun}:The
harbor of the Imperial Ciry and center of naval commerce is
the Day of the Geolden Sun. Fishing boats and pleasure craft
intermingle in the deep, calm waters as peasants and nobility
alike take in the beauty around them. Every evening, the
setting sun filters through the ramparts of Otosan Uchi, light-
ing the bay brilliant yellow. The Imperial Guard patrel in boats
through the bay to discuurage smwugglers and other riff-raff

MM, Shinomen Mori {Hidden Forest): The Shinomen
Forest is the most expansive and mysterivus [urest in Roku-
gan. A story tells that it is enchanred and that all manner of
giant creatures (including the dreaded kumo) can be found
hete The outer edges have been exploved, bur there are
hundreds of miles within the forest that no man has ever seen.

NN, Kawa no Kin (River of Gold): The River of Gold is a
major trade route of the Scorpion Clan, and has increased
greatly in strategic importance since the creatian of
the Seikirsu Pass. Though the Scorpion claim the river as their
rerritory, they permit the Unicotn to send trade ships down
the tiver in return for access to thee trade road Sun's Arc Way.

00, Roka Beiden (Beiden Pass): Beiden Pass wras once
referred to as the crossroads of the Empire. It was the only
pass in the Spine of the World Mountains wide enough to
move an army through, The Lion, Scorpion and Crane feuded
over control of the pass for centuries. Ilundreds of battles
have been fought over the right to administer the pass, and
even after irs destruction the lake t the south is still rumored
tr he haunted by the spirirs of those who died in the countless
skirmighes in the pass.

During the War of Spirits, the pass was collapsed upon the
spirit armies of Hante: XV1, effectively ending the war and
closing the pass permanently
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PP. Mizu-umi no Fuko (Lake of Sorrows): Stories say
that this lake is haunted by the souls who died at Beiden Pass
and were not properly buricd, Small shrines dot the shure line
in homage to those whose names wre not remembered.

Q0. Osari Flains (The Plains of the Crane Clan): The
plains here are lush and rich, but local peasants warn against
wanidlering abour after sunser, Hungry ghosts ate said to foam
free during the night, looking to feed on the blaod of the
living and drag the wicked screaming to the spirit-realm of
Gaki-do,

RE. Kawa sann Okami Jikan (River of the Honr of the
Wolf): Mamed fora battle between the Scorpion and the Lion
in which ten thousand samurai died during the Hour of the
Wolf, shortly after sunset. The battle took place at Beiden Pass
in torch-light, and the dawn was eo horrifying that “Heur
of the Wolt” was deemed ill-omened. That hour is now
referted to as the "Hour of the Dog"

88, Aka Mizu-umi (Bed Lake): The lake that
the River of the Hour of the Wolf feeds into is
known as the ed Lake. After the batile of
the Hour of the Wolf, the blood ran ineo the
river and down into the lake many miles
south. For munths alterward, the lake
vemained as red and as thick a5 blood. On
the anniversary of the bartle, in the dark
hour of the wolf, the lake's waters turn red
and blood washes up on its shores.

TT. Kawa sano Zatu Shadoshi
(River of the Blind Monk): This
river gains its name from an old
monk who lives in 2 small shrine
by the riverbed. He will terry any
who can answer 4 tiddle. He has lived
in hie little shrine for at least two
hundred years now, and passengers
who ask his age get a knowing smile
from the monk and a bath from the
Tiver

UU. Michi ni Mayotta Muswmne
Irie (Lost Daughter Inlet); This is
the famous island where the first
Hantei found his bride. The most
famous telling of this tale was as a play
by the famous Lion playwright,
Akodo Taberu. Acknowledged a5 his
masterpiece, the play manages to
tell the tale in such a way that
tnakes villaing of the Crane char-
acters without portraving them
ag villainous,

VV. Manatsu hi Otaku
Heigen (Seven Day Battle
Plain}: Three hundred years ago,
the ronin who called himself *Usagi" assisted the Emevald
Champion to defeat Iuchiban and his Order of Bluod Speak-
ers. Wsagi was granted a small casile and the Jands that sur-
tounded it. The battle with Tuchiban lasted for seven days,
thus the pamwe of the plain.

WW. Ronin Chiiki (Ronin Plains) All of these lands are
owned by the Three Man Alllance (the Wasp, Sparrow, and Fox
Minor Clans: see AT4, 423, antd A28% The Ronin Plaing wers nhce
heavily guarded because they bordered the Senrpion lands; now
they are heavily guarded to discourage the spilling-over of the
Lion and Crane hostilities into Minor Clan territory,

Seorpion Clan Burel

XX Takia Kusa Heigan (Tall Grass Plain): This plain was
once a lush farmland. Several decades ago, however, the land
suddenly became infertile, and eventually rhe farmers of the
area abandoned it. In time, a massive hamboo forest rew up
all across the plain. A small trihe of Nezumi called the Tricky
Whiskers' now makes its home within the bamboo. Many
peasants helieve the ratlings to be responsible for despoiling
the land in the first place.

¥Y Vakamo's Heart: During Amaterasu’s reign as Sun God
dess, this area of the ocean was usually quiet and calm, Since
Yakame's ascencion, this sea has been uncharacteristically
troubled and perilous. Cnly the most skilled sailors of the
Crab and Mantis clans know how to ply its waters safely.

ZZ. Heigen yori ue nd Warui (Plains above Evil): This

broad expanse of wilderness remains untouched aftera
thousand years. Bven the wide-ranging Unicom
havea't settled here, and Shadowlands crea
tures seem to fear the area. Many strange
ruins jur up from the plains, built by inhos
man hands an incalculable time ago

Rumors abound about the true nature of

the ruing, hur the most eredible
attribute them to the Maga who con-

ment, It is considered extremely bad
luck to even approach the crum

refuse to go near them.
AAA, Yugure Yama (Twilight

Mountains): Smaller than the

Yugure range covers Lhe sumh:n_j
half of the ancestral Crab lands

and lirrered with elaborare Crab

Thete are many passes through the
Yugure, but mnst are either gar
risoned or hoohy-trapped. Wise
samtitai traveling the mountsing st

about unmaolested,
The nerthern half of the range sup-
ports a large number of tea planta-

tea supply comes from Crab lands,
BBB. Mittsu Otoke
Rengo Heigen (Three Man

yedrs ago, Scorpion General
Bayushi Tomaru led an army of
Scurpivns through this plain and was defeated by an alliance
of Wasp, Fox, and Sparrow simurai,

seruing a startling precedent of power and interdependence

among the Minor Clans.

CCC. Haka no luchiban (Tomb of Tuchiban): 650 years
agn, Tuehiban and his Order of Blood Spealkers were put down
by the Seven Clans. Iuchiban’s body was placed in a tomb and
his Blood Speakers put to death, Mot all the Blood Spealers
were captured, however, and so those whe entombed
Tuchiban set traps all through his tomb to keep his servants
trom restoring the evil sorcerer to life.

firm that they could be a failed gartle

bling buildings; most Roleugani

mighty Seikitsu mountains, the.

Tuugh and rocky, the mounraing

defenses against the Shadowlands

announce their presence to the Crab,
and then arrive by the Kaiu pase, oneof
the few places travelers can move

tions, and the bulk of the Empires.

Alliance Plain); Nearly forry




DDD. Heiwa and Kaze Heigen (Quier Wind Plain): Soft
winds from the Shinomen Forest blow across the Guier Wind
plain, and sometimes, haunting music can be heard.

EEE. Mizun-umi no Sakurz Yuki (Lake of Cherry Blos-
som Snow): Chetry trees line this lake, and when the blos-
soms Fall in the autumn, they cover the waters, making the
lalee looks ac it it is covered in snow Many monls and devout
samural come to thie lake during the Cheery Blossom Festival,
Bach of the devout sit under a tree and meditate until the blos-
soms fall from the tree. Tradition says that he who sits longest
(his blossoms fall last) is the one who is most pure,

FTE Shirei Kin Kawa {White Gold River): The small
river that spills into the Lake of Cherry Blossom Snow is
called "white gold” because of the white rocks that line the
riverbed and die golden leaves tha fall inw its waters in the
fall. During many festivals, monks and devoul samuoral can be
found on the shotes fasting and meditating.

GGG, Shukufuku Suru limen Helgen (Blessed Ground
Plain): This plain teceived its name when it was chosen by
Shingei and the Thunders as a place to rest during their jour-
ney to the Shadowlands. A monastery and shrine now stand
here to mark their historic journey

HHH. Kin Taiye Heigen {Golden Sun Plain}: This rich,
fertile stretch of land has been declared sacrosanct by the
Emperor. Mo farming or cultivation of the land is allewed, and
no one dwells here but a few Sparrow bushi whose duty it is to
see that the Emperor's holdings remain undisturbed.

IIL Kaiu Kabe {Carpenter Wall): It is called the Kaiu Mir-
acle, perhaps the strongest structure built by man, It stands
almost one hundred feet high, reinforced by buttresses and
garrisoned by the fiercest warriors the Crab Clan can produce,
Situated o the nortern side of the Lase Stand Biver, it is the
Empires greatest defense against the huros of Fu Leng,

The wall was built over 450 vears ago, throush a combine-
tion of shugenja magic and Kaiu engineering. A huge
Shadowlands army had launched an arrack against Rokugan;
all Inokced lost until a young Kuni magician cast a spell upon
the river, The waters surged and crested, preventing any from
crossing it For 73 days she held the spell inplace, while the
forces of the Crab builr the wall. Many died during its con-
struction, and more than a few shugenjs sacrificed every
ounce of enetpy to epeed up construction, but the waters held.
By the time the magician finally died from the exhaustion, the
Crab were ready, and the wall was enough to repel the
invaders. Since then, it hes been strengthened and built upon,
and entire armics have spent themselves trying to breach its
walls. It is a testament to the power and resolve of the Crab
Clan, and the Hida family has sworn that it will never surren-
det it to the Shadowlands, Thus far, no fovce has been enough
to wepple il

117, Kawa sano Saigo no Kamae (River of the Last
Stand): For generations, the Crab Clan had lost ground
apainst the steady advance of the Shadowlands. It was ar chis
river that Hida Banuken made his final stand apgalnsta great
army of unspeakable creatures. For months, a single shugenja,
Kuni Osalon, created and maintained a raging tarrent to keep
the Shadowlands ar bay while Banuken and an army of Crab
engineers raised the Creat Kain Wall. When Osaku's will
brole, Banulken’s wall and army were ready At the beginning
of the battle, he ewore he would not take a single step bacls,
and since that day, the Shadowlande have been contained
south of the River of the Last Stand,

KKE. Lookout Mountain: A geological anomaly, this sin-
gular mountain stands directly in the midst of the plains of the
Lion. The Kitsu tevere the powerful kaml within the moun-
tain, and maintain a temple here. On a clear day, almost the
entite tertitory of the Lion Clan is visible from this mountain.

LLL. The Black Finger River and The River of the Dark
Moon: just to the north of the Crab holdings, the River of the
Last Stand forks into two. The eastern fork winds ite way
through the mountains, splirting again before finally entering
the Shadowlands, Its waters become dark and stagnant,
rwisted by the corrupting magic around it. The two forke have
been named The Black Finger and The Daclk 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. Deneath their stagnant surfaces, |

(rightening monstrosities have spawned; not even the oni
know for certain what dwells within them. No being that has

fallen inte the rivers — man, beast, or vni — bas ever |

emerged again.
The Black Flnger Is the furthest into the Shadowlands any

Rokugani has ever traveled. Bevond it lie the unknown hor- § A

tors of Fu Lengs realm.

MMM, Kahi ue no ho ni sa Umi (Wall above the
Ocean): The lowest of Eoloigan's mountain tegions, this area
defines the berder between the Crab and Crane Clans, which
makes it 3 perpetually disputed piece of terrirory

MNMM. Bells of the Dead: Over three hundred years age,
twelve shugenja died on this spot while battling a powertul
evil spirit. In memory of the shugenja, a chrine wae con-
structed in the lonely mountains, It is said that so long sz the
bells ring regularly, the ghosts of the shugenja will protect the
Tountaing

000, Kaiu Roka (Carpenter Pass): The Kaiu Pass is the
lacgesi passageway through the Twilight Mountains, and the
easiest means of moving troops Qrougl ic Soldiers coming o
man the Kaiu walls always travel through this puss as do tle
countless individual samurai hoping to test their meitle
against the Forces of Fu Leng, The road through the pass is
wide and well-maintained; the Crab understand the need for
open supply routes. Many merchants, peddlers, and hucksters
frequent the road, plying thet wares.

The Pass has become an unofficial hame for thoge Yasnki
merchants whe remained loyal to the Crab rather than their
new Crane daimyo. Though there are not many, Crab daimyo
Hida Kuroda eo groatly values the fierce lovalty they display
that he iz willing to overlock the occasional autbreal of smug-
gling or larceny in the area,

PPP. Haikyo sano Kappa (Ruins of the Kappa): Orice a
strong fortress of the Crab Clan, the Kappa palace fell long ago
to the Shadowlands. Mow it houses a great goblin <ity,
shabbily rebuilt to-ape the style of the original. Dozens of
tribes gather here to meet, haggle, debate, and fight in a
hideous mockery of human soviety. The goblins claim thara
great king rules all goblin-kind from here, but the highest
authority anvone has ever seen are the squabbling tribal
warlords,

(00, Kuni Areno {Kuni Wastes): Once conguered by
the shadowlands, the Kuni wastes have heen retaken by the
Crab over centuries of brusal warfare 1t is a flae plain of
cracked mud and blowing dust where na living thing will
grow, The odd Shadowlands creature wandets about, looking
tor lone travelers to prey upon, The only humans whe live
here are the mysterious shugenja of the Kuni family, who
practice their fell arts in seclusion. They live slone in ram-
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shackle huts which dou the landscape, and rarely seek the
company of outsiders. Rumors abound about the terrible
experiments they conducr on the Oni they manage to capture,
and the unnatural screams sometimes heard echoing across
the wastes lend credence to such speculation.

RRR. Jinshin Sakana Wan (Barthquake Fish Bay): The
bay that separates the Crane and Crah provinees has a porten-
tons history It is warmer than it should be, due to voleanic
activity occurring beneath the waves. When an darthquale
occurs, its water becomes so hot that it kille many of the fish
in the lake, causing great shoals of dead fieh to wash ashore.
Thie hae happened only three times in Rolugan's thousand
year history, but each time it has happencd, it has been an
omen to an event of disastrous portent,

885, Kano Suru Ana no Fu Leng (Testering Pit of Fu
Leng): When Fu Leng was cut from his father’s hand and (ell
from the heavens, he landed here. The resulting crater
stretched deepinto the underworld, releasing all manner of
foul creatures into the world, The Pit is inhabited by the most
powerful oni in the Shadowlands, It is a wrerched rear in the
fabric of realiry, a rotring hole opening directly to hellish
Tigoku frself. The only humans in recent memory wha have
seen the Festering Pit and survived to tell the tale are Daigotsu
and Shahai. Tt is said that if Daigotsu met anather who was
worthy to join his ranks as an equal, they, too, would be taken
to visit the spawning ground of all that is evil

TTT Okiwasureru Haka no Fu Leng (Forpotten Tomb
of Fu Leng): Atter his defear at the hands of Shinsei, Fu Leng
was banished beneath the earth. Soon thereafter,
the Forgotten Tomb appeared, the representation of Fu Leng's
power on earth, It is soid that all the ¢rcaturcs which he gave
life to — the gobling, the ogres, thie ond granted physical form
— emerged from the tomb, spreading across the length and
breadth of the Shadowlands. A squat structure of ancient
stone, it is decorated with hideous syibols and terrilying ste
ues depicting the forewld return of the Dark God, Unlike the
Festering Pit, no creature is ever found near the tomb, even
fter Fu Leng’s death.

UUU, Shic Senkyo no Riku (Tidal Landbridge): The
Landbridge is a small strip of turfon the entrance to Warm
Springs Bay, At low tide, it is nearly 2 halfmile across, allow-
ing large proups of men to pass from one side to the other At
high tide, it is swallowed beneath the waves. Ships wishing to
pass through the stiait mast wait for the tide to rige, and both
the Crab and the Crane regulate the taffic that passes through
it. Both clans have squabbled over ownership of the bridge,
but the relling waves have the ultimate authority over its
possession,

VVV. Bunya sano Asshina (Ficlds of the Morning Sun):
A great temple to Jurojin has been constructed on the beaches
here. All are welcome to come and meditate. Often,
prospective doctors and shugenja journey to the tewple w
learn the healing ares o e resident monks.

WWW. Ruined Keep of Fu Leng: This haunred castle’s
origins are a mystery. It seems o move abowr the Shadowlands
at will, and has a malevolent Intelligence, Once a traveler
becomes mapped (nside, only solving the Keep's endless rid-
dles and rests of bravery affords the possibility of eseape.

220X Shima no Koshinryo and Shima no Kion (Island
of Spice and Island of Silk): The islands of Silk and Spice
are, obviously, named for the two chief exports of the Mantis
Clan. They are heavily guarded by the fleet of the Mantis, the
largest standing fleet in Rolmugan,

YYY. Wan no Asaguroi Mizu (Bay of Dark Water): Cinly
those wha put no stock in superstition cross the Bay of Darck
Water, The standard sailor superstition is that a city ufhnmbie
creatures lies at the hottom of the bay, and that those who do'’
not throw rice over the side when they cross bring doom and
curzes on their heads from the creatures below, '

BEYOND
RORUGAT

Beyond the Notthern Wall Mountains there lies a vast
expanse of sun-scorched nothingness known only as the:
Burning Sands. It is 4 merciless, lethal place, unlike an}rthlng ;
in all of Rolugan. To walk the sands is to risk a horrible death,
and it is both feared and respected by the citizens of the
Emerald Empire. '

Over one thousand years ago, the Ki-Rin Clan disappeared
into the Burning Sands, They were not seen or heatd from
again for nearly eight centuries, leading most in the Empu-e:ﬁ. |
believe they had died at the hands of an unknown foe
perhaps to the deadly environment itself During all that time;,
the Sands were associated with an uncertain death. Even after
the Unicorn Clan returned to Rolugan, the perception of the
desert a5 a place of death remained.

About a gencration ago, the Scorpion Clan was banished
from Rokugan by Kakita Toshimoko, the Emerald Champion
of that era, to prevent their destruction for the alleged kidougp
ping of Emperor Toturd L Many of the Scorpions perished on
the difficule (rek across the sand. Many more died or were
cuslaved by the forces of the Senper, srange folk thar dwell
far across rhe deserr, This banishment was short-lived,
however, and the Scorpion successfully crossed the desert
a second time to return to Rokugan, their numbers
sttengthened by many strange and foreign allies whe
accompanied them, ]

I'he Burning Sands played an important role in Rokuganf
history a third and final time in the last millennium, During
the combined clans' struggle against the Living Shadow at the
city of Volturnum deep within the Shadowlands, a great force
ot Mote nomads from far across the desert rode to the Empir,
Uniting with theit long scparated kinsmen among
the Unicorn Clan, the Mato destroyed the corrupted Datk
Mote within the Shadowlands, eleansing their family name
once and for all. Tribal leader Moto Gaheris went ou @
become Unicorn Clan Champion, a title thu Lias u:ma:_m:d]m
for decades.

Many individuals have crossed the expanse of the Burning
Sands to make Rokugan their home, Such ravelers ate often
tolerated by the Emperor because they are a curiosity,
a singularly unigue experience to disrupt the occasionally
monotonous duties of the thrane. The Mantis, the Scarpion,
and the Unicorn have all hasted such guests in their provines
over the centiries

Diespite all of this, the Butning Sands remain an enigma to
Bolugan. Even the Unicorn and the Scorpion know only 1
fraction of the secrets they contain, Dozens of civilizations lig
beyond the sende, all foreign to the ways of the Empirc and
with their own dishonerable sorceries and practices. The only
truth that the clans of Bokugan can be certain of is this: the
Burning Sands arc a treacherous, deadly place where honer
meana little or nothing. It is no place for samurai.
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he npiverse They holieve that countlass qplrlrunl ;

T he penple nﬁ.ti:ikd'gﬁn know that they are'notalone in

realms overlay the world that they can touchiand feel
Some of. thesg the avéeape person might move. rhtough or
toueh um:,pnscmusly Fhpse w]ia g:u.u enhghtenment iy

considered fo pass inth a h.lgher spirimal-realm: Their per- -

¢eptions are broadened by their unie;stﬂndmg in the same
way that a mountain climber gaing  greater view of the
land around him, Even yet, such individuals Eepnin: within
the phiysical world and can affect it ncnrmall‘jr 7

Someé of these realms are so different from the moxtal
world that they hardly resemble Rokugag ar all: T!:-:au
realuns have their own populations {collectively known s

spiritsythat oocasivnally cross l.].u't:rugh o Rokugan's

world, Many-times these créatures are soforeign tothe
physical world thar they cannor be affected by morral
weapons. Some spirirsi{such asiehosts)can pass thl.'bugh
physical abjects effartlessly. Such etearures can be rambhr
dangerous given the proper motivation; and an awareness
af the imitationg afspirits can come in Hnd}r A
always be harmed by a weapon forged in the realm that
spawned-t, of by any material that eitsts in multipla Epirie
realisg slmultanecus’l}r. Jade and l:r?stnl age the' aﬁl';r known

substanicés that exist mnemy averyspirit rea[m Magic also.
. transcends the b-:n.thd;mes of reality; and can usuull}r ke,

selied upon to affectuvisitor frots dnother cenlm)

" Cerrain spirit rcalI::lns are said to'be close to others: Tl-us
dees not implyan actual physical distance: {distance means
nothing to spirits) But rather a similarity in form or philos-

ophy, Realtns that are said to be distant from one another
ke uilike one another in some dmmam Fa.slumi Iﬂr 111::-53 =
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ratespiries ableto pass from one res]iq,r to another; traveling

‘herween close realmis is far ensier than leaping from one

incongrious realm to another. 1n fact; toattempt to doso is
1o invite one’s own destrivction, and mzl}r thee minst fool-
Rardy spirits attemnpt to travel in siich a. matrar In fact some

realms (stich as Jigoku deengokuJ are” eutlr&l}r cloged to-

one another, forbidding travel Between them by any means.
Tl'l.e 'Ipmaka gl'losthuntet&r the foremoet eitpetts on the
Spirit Bealms, have documented overeight: mlllmn dﬂfa{eﬂut
types of apirits. They have also decumiented the ten most sig-
nificant Spirit Réalms; though each of these realms actually
encoimpasies countless smaller shades -::Ea‘eaht;r similar
e*nough i pature 'l'.h‘lﬁ thevmay be gmuptd D:rgcth:t i
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THROUGH TH=
- SPIRIT REALMS

l"rnvehng through the. spirit realms s dif%r.ulr, usually
reqmrmg pawerfill magic. For thase without such a
tesoiitee, there are a handful of Tegendary p]',ar_'es whers the
tealmis brush against one another mare closaly than
normal: These who knew wha they amﬁeﬂking can take
ad?ﬂntnge of these Puahgeﬂ. stepping from one tealm into
the other and leaving the mortal world entirely, Df courge,

“the dangers ong may And by wandering the Spl.m Pealms

mav take travelers wish they hadremamadmr hﬂméi
firr'e
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Sreond Marter

Crearures vigiting 3 spivit realm may gain damage reduetion
i0/{jade, crystal, or weapon trom home realm) at the CM%s
discretion. For spirit creatures such as oni and ghests, this
damage reduction is already taken into account.

SATH AND TH= S?PIRIT
RaALMS

When morrals die, the Kharmic Wheel redistributes their life
essences in whatever manner it sees fit Many times, thas
amotints to reincarnation in the maortal realm. Oceasionally,
this leads to 4 new existence in one of the other spirit realms.

Tl L
| TEALOUS REALMS
g Each uf the spirit realms has a life and menrality of {ts own,
and some are said to be jealous, These realms tend o be pro-

tective of their inhabitanes, and often ry 1o bring oursiders
into the fold. Visitors to a jealous realm must be cautious, lest
they find themselves unable to return whence they came.

NINGENR-DO
{The Realm of Mortals)
This is the realmn which (hie Rokugani perceive, the land in
which humins dwell. To the spirits, this world i aleernarely s
reil or ephemeral as any other. Ningen-do is among the most
jealous of all realms, and has a particular hunger for the
denizens of Tengoku. The original Kami found themsealues
trapped here when they fell ta earth centimies ago, and many
animal spirits have become bound to this realm as well
Cerrpin clever spirits such as dragone and tricksters can enter
and leave Ningen-da without difficulty.
Like any spirirual realm, Ningen-do has its
share of strange creatures. Zokujin, ningya,
kenku, lesser lrami, ogres, trolls, and balemons
all seem to have originated in this world. Itisan
often overlooked face that Naga and humans are
not technically natives of Ningen-do. Humans
are offspring of Lady Sun and Lord Moon, so they are actually
denizens of the Celestial Heavens trapped in the mortal
world. The origin of the Naga also seems w link their race 10
the Sun and Moon. Neither race gains any special abilities
{rom these divine origins,
Close Realms: Chikushudo, Gaki-do, Meido, Sakkaku, Yomi,
Yume-do
Distant Realms: Tengolon, Toshigokn, Meido

CHIRVSHVUDO

(The Realm of Animals)
This world is remarkably similar to Wingen-do. All ordinary
animals exist in Chikushudo and Mingen-do simultaneously
VWhen a soul is reincarnared as an animal, it begins its path in
Chikushude, Chikushudo is the domain of the greater animal
spirits as well as the curiong and saometimes destruetive.

hengeyokai. This is alsa the chosen home of Inari, Fortuns

of Rice
Close Realms: Ningen-do, Sakkaku

.. Distant Realms: Jigoku, Meido

Enown Passages From Mingen-do: Kitsune Mori,
but one must have the blessing of the fox spiits to find
the way,

GRARI-DO
{The Realm of the Hungry Dead)
This is a realm of punishment for these who lived lives con-
sumed with seltishness or dishonor. These spirits arve called
paki; and they live to feed, consuming until their hunger 5.
satishied and they con be premoted to a less painful cxistence
They are aften quite harmless, but a few varieties of malicious
gaki exist. Gaki should be treated with utmast caution.
Close Realms: Tigoku, Toshigoky, Ningen-do
Distant Realms: Tengoku, Meido
Known Passages From Ningen-lo: Amaterasus Furnace,
deep in the Shaduwlands, leads o Gaki-do. However, the
pith is long and only a truly virmuous heart can survive the
flames and enter the land of the Hungry Dead. It is said
thar Akodo Ginawas comrade Matsu Hiroru entered this
passage seeking to rescue the soul of Thoji Shizue. The
results of his noble quest ate ag ver unknown,



JIGOKVY
iThe Realm of Buvil)
Common parlance has causged the name Jipoku to be used ag 2
general reference to all Spirit Reslme. Shugenja point out that
thiz is incorrect, and utter 2 swift prayer to the ancestors
asliing therm not to talee offense. Jigelu is a realm of utter cor
ruption. All that cxists there is raw, soulless evil. Only souls
beyond redemption are cast into Jigoku upon their death.
Jigeku is home to ond, kansen, and countless dark things that
often escape into Ningen-do through the Shadowlands, where
the borders berween the vwo vealins ave far wo thio. Tigoku is
the must jealous ol all the Spirit Realms, and hates the purity
of Ningen-do. The Realm of Bvil will not rest until the Eealm
of Morrals 15 destroved,
Tligoku is home only to oni. All other creatures of the
Shadowlands are mere corruptions,
Close Realms: Ningen-do, Gaki-da
Distant Kealms: Toshigoku, Chikushuda
Closed Against: Tenpolny, Meido
Known Passages From Ningen-do: The Festering Pit of
Fu Leng leads directly to the heart of Jigoku, though only
the truly mad would wich to go there, and only the tml‘f
powerful would survive the journey

RM=IDO

(The Healm of the Dead)

This is the realm wherte spirits go to await reincarnation, Trisa
domain of waiting — a sad, lonely, pray place. Occasionally,
confused epirits elip through the gates to Mingen-do in an
attempt to resume their former lives, Though these poor
ghosts mean no harm, they can cause much pain and confu
sion (especially to themsclvea) if left to wander. This Realm is
the home of Emma-0, the Fortune of Death, whe protects the
souls of the dead and allows them to reincarnate when they
are deemed worthy,

Meido is a very jealous realm, Those who set footin the
Realm of the Desd have renounced life and may not leave
until Emma-0 permits it.

Close Realms; Ningen-do, Yume-do, Toshigoku, Yomi

Diseant Realms: Chikushuda, Gaki-do, Sakkaku, Tengoln

Closed Against: Jigoku

Known Passages From Ningen-do: There are no lcnown
ways to reach Meido quickly, other than death.

SAKKRAKV
(The Realm of Mischief)
This spiritual tealm is the home of mujina, orochi, and kappa
(though kappa often deny it} Its inhabitants are not as numer-
onis a8 thiose of nther realms, hut they possess a snlidarity of
purpose that iz astounding. 1o put it simply, mischief spirits
enjoy causing tronble A trickster who confuses an arrogant
mortal is a happy triclkster.

It should be stressed that spirits of Salleaku are not ewvil,
metely mischievous. Theee epirits are indeed unpredictable,
but cccasionally wise. Those who meet their tricks with equal
cunning may be offered ﬁicnd’al‘:iP. Some Shintao monks
revere trickater spirits, considering them great teachers,

Salkeaku is the least jealous of all the realms Likewise, most
other realms have little use for tricksters, and are all too will-
ing o allow the fickle spirits to escape,

Cluse Realms: Ningen-do, Yume-du, Jigoky, Chikushudo
Distant Realms; Tengoku

Enown Passages From Ningen-do: The sheer number of
mujina in Crab lands suggests there is a passage
semewhere, bur the mujina refuse to reveal where,

TENGOKV

{The Celestial Heavens)
This vealin is the howe of many Fortunes, the Elemental Dreag-
oy the Sun, the Moen, and other divine entities, Tenpoka is a
realm of exquisite majesty. Mortals are rareij.-r allowed to per-
cefve Tengokn, though it 15 sald the True Emperor can see this
realm ar will Like the grearer Kami, inhabitanes of Tengoku
sparkle with the majesty of the heavens, and are thus are
attractive additions for any realm. Visitors of Tengola are par-
ticularly vulnerable to being claimed by jealons realms should
they steay fromm home for long,
Close Realms: Yume-do
Distant Realms: Mingen-do, Caki-do, Salilalo
Closed Against: Jigoku
Enown Pazsages From Ningen-do: All of the Oracles bear
s connection to an Elemental Dragen, and thus can epen
& passage to Tcngolm If the Oracle’s Dragon is not willing,
no passage opens. Needless to say, the Oracles do not
bestow this honer on the undeserving,

TOSHIGORV

{The Realm of Slaughter)

When a warrior dies in senseless battle, or perishes consumed

by thoughts of revenge, his soul is cast into Toshigoku.

Toshigoku is a world of endless barttle, where spirits kill other

spitits only to rise up and kill again. Tortunately, Toshigoku

does not border closely with Mingen-do, for its inhabitants are

acruel and savage lot. Instances of spectral armies destroying

entire wwos are, in fact, visitations from Teshigoku,

Close Realms: Gaki-do, Meido

Distant Realms: Ningen-do, Tigoku

Known Passages From Ningen-do: Any site where sense-
less carnage occurred on a grand scale is a possible passage
ta Toshigoku. Such places shenld he avoided, lest the spiri
armies appear and destroy all fonlish enongh to stand in
their path.

yOonmi

(The Realm of the Blessed Ancesrors)

Those who have fulfilled their destinies and kharma are
allowed to enter into this realm upon their death. Yomi bor-
ders very closely upon Mingen-do; the blessed ancestars walk
alongside their descendants and guide their every action as
shirye — guardian spirits.

Shiryo are easily identifiable by the healthy golden glow
that suffuses them. The armies of gpirite that emerged from
Oblivion’s Gate preceding the recent War of Spirits were, in
faet, shiryo,

Close Realms: Mingen-do, Jigoku, Meido
Distant Realms: Sakkaku, Chikushudo
Known Passages From Ningen-do: The Kitsu Hall of

Ancestors is more closely linked to Yomi than any other

sile in Rokugan,
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JUM=-DO
(The Healm of Dreams)
This is the only realm that erdinary mortals regularly per-
ceive. While sleeping, human minds wander thic world. The
shivokai, predatory harbingers of nightmares, and the baku,
mysterious but often helpful eaters of dreams, both originate
in thiz realm, The Maga Akasha is believed to exist somewhere
in the Bealmn of Dreams, Ithich, the Mezumi World of Dreams,
is also believed to be related to Yume-de.
Closc Realms: Ningen-do, Tengoku, Meido, Sakkaku
Distant Realms: Toshigoku
Known Passages From Ningen-do: All one st do w

entet Yume-do is to dream.

TH= S=V=N
- FORTUNES

The worship of the Great Fortunes is the oldest facet of Roku-
gani relipion, and was practiced before the fall of the Eami to
bingen-do. This style of worship iz thought to have originared
in the great, lost city of Cizei Toshi, which was built and main:
tained by the sorcerer Isawa and his tribe in whar would one
day become the holdings of the Phoenix Clan. The exact form
of worship was actually known as the way of the gods, and
referred to the Thousand Fortunes, a mame that included the
Lady Sun and Lord Moon, the Seven Fortunes, and the myriad
of other fortunes tha inhabited every ruck, dver and grove in
the Empire,

‘The Seven Forrunes are the most powerful of the Theusand
Fortunes aside from Lord Sun and Lady Moon. They are uni-
versally recognized and accepted as the most powerful entities
in the Rolougani belief systern that still take an active mole in
the affairs of the martal world. However, it is also accepted
that they transcend the mortal werld, intervening extremely
rarely and only when it suits them to do so. Worshiping the
Seven Fortunes is a show of respect rather than a hope for
intercession,

Because of their importance in the Celestial Pattern, the
Seven Fortunes are worshiped throughout Rokugan. Cirics of
sny significant size contain temples to the Seven Fortunes,
most with monks that maintain and care for the shrine, This is
necessary because of the constant stream of worshipers, both
peasant and samurai, who pay their respects 1w the Fortunes
on a daily basis. Those villages not fortupate enough 1o possess
an grder ol inonks w maintain the remple must do so them-
selves, Perhaps surprisingly, there is never a shormage of work-
ers 1o care for the temple, as it {5 considered a grear show of
respect and thus is good luck for the individual in guestion.

Images of the Seven Fortunes are always drawn in two dif
ferent styles. When all is well and good fortime ahounds, the
Rokugani pay homage to images of the Fortunac in theit
peaceful aspects, reclining upen a pillow or perhaps streaking
actoss the sky in a golden chariot, If there is strite, suttering,
or discord, however (such as the prospect of impending doom,
the aftermath of an earthquake, ot the midst of o period of
tamine), then the Fortunes are represented in their wrathful
aspects. Wrathful Fortunes are typically depicted with black
sliin and blazing red cyes; often wielding gizantie, deadly
weapons.

There is at least one Bmpire-wide holiday devored to each
of the Seven Fortunes. These celebrations are a part of the
Celestlal Order, which marks the passing of time and the
proper observances of the vears: This includes such annual
hallmarles as the harvesting and planting of crops and the fes
tivale of hlossaming Tn areas where 3 particular Fortune is
reverad over others, there mighr be multiple Fastivals or cale
brations held in his honor. Cities throughout the Crane Clan
lands, for example, generally hold additional feetivals in
honor of Benten and Daikoku. The Crab Clan, conversely,
congiders Bishamon the more important Fortune and wor
ships him sccordingly. Farmers and other members of the
heimin class, regardless of their location, tend to lavish mare
attention on Ebisu,

TH=Z SEVEN FORTUNES
is the Fortune of
Fartune
u is the Fortune o

is the Fortune of Honest

5 the Fortune of 1

rtune of Happirness.
jin is the Fortune of Conténtrment.

fie | owe

THE LESS5ER FORTUNES

5 the Fortune of plague and pestilence
ortune of death and the judge ot

artune of mercy.
[taze-no-Kami is the Fortune of the wind.

Kenro-ji-jtn is the Fortune of the

{ojin is the F ne of th

THE LESSER FORTUNE=ES

While the Seven Fortunes are considered powerful and celes-
tial beings very much removed from the world, e lesser For
tunes are considered an lntegral pact of that world, Each
object or thing in Rokupan, be it a rock, stream, sword, mee, o7
hill, has a spirit within it, and that spirit is deserving of
respect, A farmer who cuts down a tree for firewood gives a-
prayer of thanks ro the spirit of the tree for providing his)
family with warmth and protection from the winter cald
These lesser nature spirits are known as the milaleami

The mikokami play a considerable role in the daily lives of ¢
the citizens of Holugan They are considered much more
accessible than the Seven Fortunes, and it is not uncommon
for the heimin to make offerings to them in hopes of receli
ing their favor. In coastal villages, for example, the fishermen
leave otteringe to Suitengu, the Fartune of the seq, in hopesof
a plentiful haul of fish. ".’[lfag:s within the Unicorn Clan hold-



ings, on the other hand, might instead pray to Koshin,
the Fortune of roads, fov @ swilt and safe journey.
1f the event in gquestion is of consideralble
significance, such as the beginning of
the fishing season on a coastal village,
then an entire festival might be
scheduled.

Festivals in honor of the
mikokami tend to be more
specialized and local affairs than
the national holidays in honor
of the Seven Fortunas. They are
usually conduceed with 2
specific outcome in mind, such
a5 the huIJt of & bountiful harvest
after a festival in honer of Inari,
Fortune of rice. Before the festival
begins, a shugenja or monk pre-
pares and blesses a shintai, a
statue in l,iu: ﬁ.um of the
kami, and invites the For-
mne 1o enter it. This allows
the mikokami 1o be present
and involved in the festival
g0 thar they can see the honor
bestowead npon them hy rheir
desotess,

There is a difference, although a rel-
atively minor one, between the more powerful
mikokami that are considered lesser Fortunes
and the nature gpirits that inhabit everyday
objects. In essence, the lesser Fortunes are
more Powcrful, influential mikokami that
have gained greater power over a particular
domain, A mikokami might hold power over .
an entire rice field in a particular village, but i
Imari, the Fortune of Rice, is in all such
felds all throughout the Empire. While a favmer planting
his individual field would pray 1o whatever aoikolami
inhabits it, a festival for the harvest of all a village's fields
would be ditecred ro Inarl since there are many fields
involved,

Crane Shugonia |
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TH= KARI,
TH= SUI‘L
AND THE MOOR

The universe began with Mothing, and through fear, desire,
and regret Mothing crcated the world. With the creation of
the world came the birth of the Three Gods Whose Mames
Cannot Be Spoken, who recognized the need to bring order to
the world and created Onnotangs (Lord Moon) and Amat-
erasu (Lady Sun) o do so.

The children of Lady Sun and Lord Moon were the Kol —
Hida, Daoji, Togashi, Akodo, Shiba, Bayushi, Shinjo, Fu Leng,
Hantel, and Ryoshun, Onnorangu feared thar his children
would grow too powerful and destroy him, so he chose 1o
devour them. Horrified, Amaterasu tricked Lord Moon into
eating a gtone rather than the voung Hantei, and put the
mighty god to sleep with drugged tea. Lord Moon slept for

Hi“iﬂ‘iﬁ'lmﬁmﬁ

—

-, many years; and when he aweke he found
| Ilantei, now ﬁlll-gmwn anid prcparcc[
tor battle, ready to face him. Hanrei
cut open his father's stomach,
spilling his brothers and sisters
e the earth below. Ounly
Ryoshun, whe died within his
father’s stomach, never fell. Lord
Moon reached ourt for young Fu Leng,
but Hantei severed hiz father's hand.
Az Fu Leng fell, he grabbed Hantei
as well, causing all of the surviving
| children of the Sun and Moon to fall
| to the world below
' When they touched the earth, the
Kami logt much of their divinity, and
were unable to return to the Heavens,
Inatead, the Kami chose to remain in
Ningen-do and lcad the scartered human
tribes they found there. A grear contest
between the Kami resulted in Hantei’s vic-
tory, and his coronation as the first
Emperon, Fu Leng was not present
at the contest, having fallen fuc-
ther than the other Kami, pierc-
ing the vells berween the spirit
realms and landing in Jigoku
itself
A5 might be expected, all
clans pay homage to the Kami
that founded the clan. This is
closely related to the practice of
ancestor worship, described below
Family ehrines are typically devoted
not only to the founding Kami, bur
also to legendary members of the family as
well. A family shrine in the Akodo lands, for example, might
revere not anly the great Akodo himself, but alse the fallen
champion Akodo Arasou and many other heroes of the
family’s past, This is not considered disrespectful nor a lessen-
ing of the shrine’ devition (o the Kani Instead, it is a way to
revere the Kami and those who have Lived up w their legacy,
By praving 1o the spirit of Akodo Arasou, a Lion samurai also
honors Akodo himself

Reyond the horders of a clan’s holdings, the Kami assoclated
with that clan 15 not often warshiped except by traveling
samurai of the clan or by monks, Hida, for example, isnat
worshiped in the lands of the Scorpion or the Crane, although
those clans ave very careful never to disrespect the Kami's
memery. To do so, even during wartime, is to risk the wrath of
the Heavens and is generally considered toolishly arrogant.
Hantei, on the other hand, is revered throughour the Empire.
Even those whe find faule with the Son of Heavenl descen-
dants cannot deny that Tokugan might never have come into
existence at all without his wisdom and guidance. There is at
least one shrine to the Hantei line in the palace of each clan’
ruling family.

In addirion to being invoked by their descendants and kins-
men, the Kami are also often invoked by those who wish o
succeed in an atea where a particular Kami excelled. Artisans,
for example, often invoke the name of the lady Dot or, less
frequently, Shika, bath of whom were renowned for their
appreciation of and skill with the arts. Likewise, Hida might
B called on for strengrh or endurance, or Bayushi for gnile.

TN

Loy

Wi

R _d:—,ll'::‘ T

s

o

=

s,

D
1
!
|
5
B
c
O
5
mn
O
L
O
| G
B

A=uaLnN

< -




ANLAUaIN

F
|
4

Again, this is most common ameny members of a given
Kami'’s clan, but no exclusive w it

Worship uf RByoshun is quire different from worship of the
other Kami. Unril a few decades ago, during the Battle ar
Oblivions Gare, the Rokugani were unaware that Rynshun
existed, For centuries he had protecred rhe Rift — the homd-
ary berween Yomi, the realm of honored ancestors, and
Jigaku, the hellish realm of corruption. After the gates to Yomi
were opened during the striggle between the clans and the
Lying Darkness, Evoshun's spirit moved to Meido, the realm
of the dead. Ryoshun is now recognized as the guardian of the
afterlife, and many pray to him after the death of o relative that
he might take them and guide them te their place in the next
world,

FU L=NG

Ofall the Kami, Fu Leng was arguably the most powertul. The
datrk powerts of Jigoku twisted and corrupted him, bur

bestewed dark powers upon him which the other Kami could
not comptehend. Twice in Rokugan’s history, the forces of Fu
Leng have come precariously close to overwhelming and
destroving the Bmpire, remaking it into a foul and rwiseed
mockery of its [ormer self. Both times, the dark god was
defeated by mortal men, but only by the narrowest of marsing
Even now, after his dearh, his name is hated and feared, and
rarely spoken aloud.

It goes without saying that Fu Leng 15 not apenly wor
shiped as are his brathers and sisters. His power is certainly
recopnized, and his influence is all oo evident in the danger
of the Shadowlands to the south of Rokugan, He is cursed by
the bold, but most prefer not to speak his name or think of
him, fearing his power even beyond death itself,

Fu Leng is, however, still worshiped in Folugan, albeit
covertly There have always been cults devoted to the dark
powers of the Shadowlands throughout the history of
the Empirc. Some of these possess a full knowledge of
their allegiances, such as the maho-tsukal who are
essentially pricsts of Fu Leng; others deny the (e
scope of their practices, such as the Bloodspeakers:
The Bloodspeakers make use of maho and van:
uus dark rituals, bur believe that they dosoln
the name of their master Tuchiban. In the end,
however, their actions serve the dark lord of the
Shadowlands just as any other maho cult might.
Worship of Fu Leng involves the spilling of
blood and the corruption of the spirit. There are fav
other requirements. Anyone willing to Fulfill the
wishes of the darl lord and receive a Fraction o“:us
power ig welcome to call upon him, The kingen
spirits that serve Jigoku are willing and able sensei
who ¢an teach maho to even the most jaded and
toolish individuals,

ANCZSTORS

Of all the spiritual and heavenly entities found in the.
Rolugani belief system, ancestor spirits are by tar the
least powerful They are also, howrever, the most active, The
spirit realm of the ancestor spirits lies very close to the
mortal wotld, and it is easy for ancestors to move into the

Fhysical realm zo long as they have an anchoer: their deseen-

dants, With their descendants as links ro the physical world,
ancestor spirits can vicariously experience a hint of the sensa
tions they ence knew in life,

Ancestor worship is not remotely an urganized religion
While all Rokugani recoguize and appreciate the impormange
atwd influence of their ancestors, building shrines to them and
paying them homage as appropriare, there are ne cenrralized
temples, no doctrine, nor even monks solely devoted to them,
Instead ancestor worship is a unique and individual practics
with each family honoring its ancestors in its own way. Some
chonse to honor their ancestars by carying items sacred ro
rhem, sueh as a lock of hair or the dagger that they carried
with them at all times. Others attempt to emulate their ances-
tors, completing their unfinished business in the mortal
warld

All lamilies in Rokugan, regardless of caste, maintain
chtinee to their ancestors, This is as true for the Emperor as it
is for the poorest farmer in all the Empire, Each branch of
large futmily, such aa the Akodo, maintains a separate shrinc o
its own specific ancestors as well as to the Kami Akodo hine
self. The Tsutne vassal family of the Crane might have o sheine
devoted to Tsume Retsu, the family's founder, as well as many



prominent heroes of the Doji; from whom the Tsume ave an
offshoot. {See page 120 in Chapter 3 for vassal families,)

The Rokugani worship their ancestors not enly to receive
guidance in their own lives, but also wo Geilitace their ances
rors’ journeys through the afterlife. The Rokugani believe chat
the souls of the dead must firse be purified of their sins before
moving on 1o elther relncarnatlon or eternal rest in Yomi, the
retlm of the ancestors. By praving for them, Rolugant can
alleviate their ancestors' suffering and hasten their trip
throngh the underwarld. These pravers are often directed at
Emma-03, the judge of the inderwarld, and o, the Fortune
of merey

Uncleanlingss is a major sin, but perhap@ the least of the
five deseribed heve, Those who are of the samurai caste arc in
a place in the Celestial Order that separates them from dead
{lesh and other unclean materials, Dead fesh is properly han-
dled by theeta, fon that is their place in the Ooder, If a samurai
touches dead fesh, he bas violaed cthe Celestial Order, and is
unclean. In a society where transgressions such gy these go
against the gods themselves, being unclean is very sericus
Indeed. However, it is the least of the major sins because it
is the easiest to atone for, Certain types of moderately dishon-
arahle romduct canalsn leave a samurai in a state of uncleanli-
ness, depending on the sitnation

_rENANCE

“D yuu think these things fust huppen? No, A ruined crop, an
endless stovm, or a drought is the vengeance of the Forlurnes uwpen
the unwerthy:”

— Mirumaoto Rosanjin

When the universe was new, there was Mothing. NMothing
came before even Lady Sun and Lord Moo, and Mothing was
all that there was. It is said that from Nothing ceme the frst
Three 5ins, and they are considered the most basic sins of
Rokugan, Nothing was afraid, for it was the only thing in the
universe, and it despaired. Fear is a sin because it drves men
w duo shamelul things. All thatseparates mwan (rons creatures is
his ability to control his fear

Soon, Worhing longed for 2 companion. From Nothings
aching empriness came the sin of Destre. Desire created half
of the universe, made heavy by the pain felr by Nothing, and
the form of the world hegan to appear. Desire is a sin hecause
it mspires samtir to disobey their one duty in life — to serve
their lord. A guard who desires more than his simple station
will grow lax as he focuses on things other than his duty.
A samurai who desires love will defy honer and daimye to
gain what he seeks,

After Mothing saw what ite desire wrought, it regretted
what it had done; for it was unexpected, The weight of Noth-
ing's regret formed the rest of the universe, and set into
motion the events that would create both Sun and Moen,
Seeing that it was losing itself ro the creation it had caused,
Mothing retreated into the blackest recesses of the universe.
Regtet Is a sin both because it leads to the other two sins, and
is also the sign of & weak mind, Repree can causea mwah (o
question his lord, to fear for what he has done, or to desire
another path. It also leads to doubt, a feeling that has no place
itt the hearr of 3 samural.

Alongside the three major sins are two others thar are the
eteation of the Heavens — rhe Taint and becoming uneclean.
The Taint is 2 sin hecause it is cantact with the realm of Fo
Leng, and a sign of his influence. Taint is an abvious corrip-
tion of the Celestial Order, and even pure souls who have
been touched by the Shadowlands are in danger of losing
their soul to the fires of [igoku. There is no known cure for
the Taint, though there are ways to cleansze a Tainted goul
prepating for death, Seppulia is generally the answer for such
an affliction, and the monks of the Brotherhood of Shinsel
cleanse the soul for its journey to the afterlifc. Many Crabs
choose to spend their last moments fighting against the
Shadowlands instead of giving up their mortal lives, and
those frow any clan who chioose' to do the same are always
welcome on the Wall,

“The Heavens do ot forget vour transgressions. They are ebernal, and
amly Jorgive dhuse ocho sk for their limitless mercy”
— Tirburi Jezaru

There ave hundreds of Fortunes, and countless ways to draw
each Fortunel disfavor. Peasants have endless superstitions on
how to aveid the wrath of each of the Fortunes, or how to
regain their favor once they have been angered. The peasants
do not realize that not all Fortuncs are watching everyone all
the tirme, and sometimes they couldn't carc less abour humans'
behavior, When they do become angered, their disfavor can
be demonstrated by a broken pot — or a sudden plague.
While the Fortunes rarely interact with humanity in such a
direct manner; most moctals du ot wane o be the subjece of
the story 2 monk tells generadons from now, warning of the
Forrunes' wrath,

Atoning for 2 trahsgression agalnst the Forrunes is simple
enough, once the proper ritual is known. The main complica-
ot ig that each Fartune has different methods by which he or
she wishes to be contacted, depending on the suppliant's
taquest. While the Phoeniv and the Brotherhood of Shinse
lceep detailed texts on these matters, it is not likely thar every
Phoenix home or Brotherhood temple will have all the
answers a samurai seeks, Eventually, the task should be a
simple matter of tracking down the correct intormation
{those who have Knewledge (Arcana) or Beligion will gener-
ally have a good idea of what to do or whom to talle to} and
performing the ritual
In contrast, peasants do not necessarily have access o even
the welcoming temples of Shinsei. They therefore have had to
invent their vwn ways of appeasing an angry Foroune. These
methods generally run from the nonsensical to the wild, but
the imporrant thing o remember is this — a5 peasants are
mostly lonorant of the rrue workings of the Formunes, some-
times they lay the blame for a simple bad harvest on thelr loxd,
Surely, if he were a pious and correct leader, disasters would
not happen! While most peasants simply grumble under their
breath about such matters, sometimes these grumblings mrn
into a full-fedged peasant revolt.

Atoning for sins against the Celestial Order is simple
matter — the more common sing have simple rituals and
prayers to right the wrongs a samtirai may have committed.
Often times, simple prayer in a temple or the family shrine is
enough to purge the sin from a soul. IF the sin bears greater
weight, the penance can invelve fasting for days, sacrifice of
worldly possessions, joining a monastery for life, or cven sep
puku. Only the most serious sins are answered with the ritual
of seppulo, but it is the cleanest way to crase the stain of sin.
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Though others may still speak of o transgression after a samu-
rai has performed a ritual of purification, it is considered
improper to even speak of a martter that led to seppuku. Those
whe continue to speak poorly of one whe paid the ultimate
price for his sin tread upon the line of blasphemy tiemselves,

DRAGONS

"Tosee into.a Diragon’s eye is to see the depth of the cosmos; to hear
its wards, to hear the limitlecs wisdom of the Heavens, They are
wiote than simply the embodiment of the primal fovees - they are
the universe itself!

— Aledo Kaneka

There are seven Dragons in the Celestial Heavens, all of
which represent part of the universes foundation. The five
Elemental Dragons are the besr-known, and they are joined
hy the Celestial [ragon and the Thunder Dragon to hold the
world together They represent that which is both pure and
holy of their element, and are said to be more powertul than
the Fortunes themselver,

The Elemental Dragons are tied more closely to Rokugan
than are the other two. They were creared with the universe, as
the primal stuff of creation slowly formed into the five basic
elements, These Dragons mwe._g’amo_n,g mortals when the
Celestial Heavens was much closer to the carth, and rook great
interest in them. The Dragon of Fire was taken with how the
humans could perform great feats of inner strength and inspi-
ration. Barth and Water talked w each vther, speaking of how

the murtals were strong in body and spirit, able 1o tame the.

land Sun and Moon had given them. Alr saw how the kami
that surtounded the Empire loved these humans, and did the
same, The Dragon of Void stood apart, conferring with his
cousin Togashi (the founder of the Trragon Clan) abone the
mysteries these mottals would nnlock with their canny minds
and inconguershle souls

Lady Sun and Lord Moon soon worried thart the interfer
ence of the Dragons (along with other Celestial figures)would
overwhelm the Empire. They decreed tha the Heavens would
L lifted far away [rom the earth, and the Celestial Dragon was.
created to both hold the Heavens aloft, and serve as a messen:
ger between the two realms,

Finally, when Shinsei called forth the mortal champions of |
the Empite to do battle with Fu Teng, the Dragon of” J'I-mndef
was first seen in the heavens, and her cry of hirth shook 4l D\f
the land helow The Thunder Dragon reprecents the strengih
of a mortal's soul, and the woice of the Heavens calling downito
earth, Those favored by the Thunder Dragon are said toba
completely without fear and unsteppable in combar.

The Dragens reside in the Celestial Heavens, also callodl
Tengolu, On rare occasions througheut history, the Dragons
have guided mortals to their home in the Heavens. Because of
this, many refer to this place as the Dragonlands, thinking itis
ita own realm, Only the Thunder and Celestial Dragons
directly intecfere in the affairs of mortals very often. 'Ofien (v
a Dragen is once or twice every hundred years: the Drapony
sometimes appear to worthy mortals who ask for their guids
ance; ur.charge them with a dury from the Celestlal Heavens.:
The Elemental Dragons choose to affect the mertal realm
through their Oracles and by sending mortals dreams
of yisions. Fer more information on the Dragons and rtheir
Oracles, see Chapter Twn.

The Dragons themselves are the lords of the Celestial Heay
ens, just below Sun and Moon. They hold reality together with.
their very existence, in the pattern Amaterasu {Lady Sun): andl
Oinnotangy (Lord Moon) created so long ago. They usually st
and think independently, though they view one ancther 15
tamily, EBach Dragon is the embodiment of itg
Element, though they can appear in any forms they choose.
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Toturi hins commanded that their vasthistories be Fecah
striccted for the Empire. Thtough diligent researchi n my part

and greatly relyng on the accounts of Froma Hikaze and Kini

l nihe .v.falu aj thi dashwlmt of the Ikome Libraries, E_;mpcm A

Mon; the will'of the Tnperor has been exeruted. 1 have further

eredeavored to inelide all dutes of piore recent hi!fﬂ‘q’fﬂumulﬂg Hie
destruietion of the Libraties in-order to m’b:l]‘e the complete history
af Rukug:m toifs full splendor T set my lanid during the thirtieth
}f::m’uf he veign of Toluri L the ﬁplmdbﬂ Emprror,

— ‘Miya Hator, The Impfe;:ml Histories
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- Before the fall'of thie Kimi, \b'efor& thie 1'I5-E‘.' of man, there

were others. The oldcsrmvihznﬁnn knows to have existad
i the land now called olnigan was that of the Maga: b race
of mystical, pacifist serpent-men, the Naga’s great civiliza-
tion spannecd the far western reachesiof the modern
Einpize. Thelrhistory was marked by conflict, of coutse, but
following their own strageles focsupiemacyand awal with

. the mysterious Ashalin frém across the desert/the Naga
‘established a peaceful and 'philosophical SDE.IE'E}? that
teigned for many centuﬂgs

The Mapa Entere:f an; Em:hamecl slumber €0 thar their”
dying race wanld stirvive ta cantbat an unknown furure'

enemy. In their wike came other civilizations: The preassst
‘may have been that af the Neaumi lnéwon ro modern Roki-
manias Ratimgs‘ The Maziumi profess to have had avast

.empire of their own, one which conquered the lringdom of ©

1l :.xrhere the

e dowlands ate roday
rai retuge 1

liév_.re'lthat'thg abom-

lized Efeatures
Mezumi's: aaacrtﬁ i
civilizarion eft;.
destroyed with Fu

e iz some evidence to support the
hatever the truth may be; both the
ezumi and that of thc DEECE Was
2 fall from heaven over a millen-

- nlunagos alr]mugh biith races exdistto this day _ %

At least oue oth®Pc¥ilization existed prigric. ;har-of

mankinds: the trolls, Whether created by of merely cor- .

tupted by Fu Leng, the trolls nevertheless fm:gfd 2 consid-
erable kingdom throughour the Shadewlands. This king:
dom bowed to the rule of the rrolls, survived the relgn of

'rl'u* Meziim, was incorporated into the ﬂomminﬂn of Fu

Teng: and finally was shatfered during the rule of Hida

Eisano-io, child of Hida:himself wha lad r}yﬂ{ :mh chnin

3 vieinlis war againer the trolls Remnants of their civiliz:

‘tion still exist, however, suich as the datle Eit? anfurm.tm
site of thc Bat:[e of Oblivion Cate. ¥

_‘..

‘FIRST C:I'LTUR.Y

- Fall of thaKamiEmbhshed pre- _' endar -
The fall of the Kami matks the beginning of time md !hﬂ _

separation of the Celes'a@l Heavens frum the w.g.rfd rat
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The early rribes of Rokugan formed hefore this date, which
may seem apocryphal: mortal men farmed from the bland &f
Lord Moon's watinds and the rears Lady Sun shed after their
children’s fall. However, the ways of divinity are unknowrable,
and none can traly say how long it took for the Kami to fall.

Omne note overlooked for many centuries wae the death of
Ryoshun, the Tenth Kami. Byoshun never fell as his siblings
did, but died within his father’s stomach. Ryoshun's spirit
passed on to the Rift, an area of cxistence berween all the
Spirit Bealms, He emained there to guard the spirits of the
dead for all eternity

Early Events
Lost Gisei Tashi, the ancient Phoenix Clan city, is
established immediately after the fall of the
Kami. This city, now thought destroyed by
all but the Phoenixwho dwell there behind
walls of illusion and misdirection,
remains the earliest sign of *cultured”
human habitation after the beginning of
time; Histerians designete this, the carli-
est event in Rokugan's hiztory which
can be assigned a date, as the year "1

Coronation of Hanted 1

Following a tonrnament hetween the
Kami (excluding Togashi; Fu Leng, and
of conrge Ryoshun) the Hantei is deter-
mined to be the most worthy ruler of
Rokugar. At the end of the tournament,
Topgachi speaks words of prophecy:
*When the st Alcodo falls, s falls the
last Hantei”

The War Against Fu Leng and
creation of the Shadowlands
Shortly after the fall of the Kami,
waves of corruption issue from the
Festering Pit {the place where Fu
Leng hit, and sank beneath, the
earth) and taint the southern
lands of Rokugan. The armies of
the Lost Brother swarm across
Rolugan, destroving all in f
their path, The seovants of the ‘?
Hantei fight valiantly for b
decades, bur find that they are

slowly losing the war,

The Tao of Shinsei
transcribed: vear 42
A strange little man arrives in the court of the Hanted, promis-
ing that he can give the Kami victory over the armies of Fu
Leng, First, however, he pains audience with the Kami them-
selves, and spealts to Hanted at length, Shiba copies down the
little man’s wisdom dutifully, this rext later becomes the Tao of
Ehinaci, the foremost religious text in Rokugan,

The Day of Thunder: year 42

When the war [noks bleakesr, Shinsei gathers one moreal from
ench of the Seven Creat Clans. Hida Atarast, Doji Konishiko,
Mirtmoto, Matsu, Isawa, Shosurs, and Ctalu join Shinsei on
ajourney to the Shadowlands to deteat the fallen god Fu Leng,
All of the Thunders die there, save one.

Kalat Agent

Iteath of Shiba: vear 42

After the defeat of Fu Leng, the Kami Shiba journeys into the
Shadowlands in search of Shinsei and the Thunders. Shiba iz
meortally weunded slaying the First Oni, bue ensures thar
Shosure retyrns to the Empire alive,

Shosurc's Return: year 42

The only surviving Thunder, Shosuro, returns from the.

Shadowlands with the Black Scrolls which the Thunders had

uged to bind Fu Leng. Shosuro survives her journey only by
making a pact with the Lying Darkness, and immediately
thereafter casts off the percona of Shosurs to become Soshi,
founder of the Seorpion shugenja family,

Shinjo's Exodus: year 45

Wil the war against Fu Leng now
ettectively at an end, the Kami Shinja
determines that she must leave the

) Emplre and explore the world to better.
prepare the Empire for its dangers,
Thrae families of her Ki-Hin Clan —
the Otakn, Tuchi, and Ide — chooseta
follow her. Hantei gives Shinjo one ofa
pair of magical mirrore created by
Shiba and Isawa, which will allow
Shinjo to communicate with Hlantel |
even while in distant lands.

Death of Hanrel: vear 45

Crippled by a lingering injury suffered
in the War Against Fu Teng, Hantai
spends the lasr months af life bedrid-
den. Linable to carry the news of vie
| tory to the Empire, Hantei chargesa
bey named Miya with bringing the
jovous tidings to all. Shorely after-
watd, the Son of Heaven closes his
eyes and dies, content with what he
and his brothers and sisters have
done. Many believe that Hantel
simply tired of mortal existence and
rejoined his mother in the Celestial
Ieavens.

Crowming of Hantei Genji: year 45
The Emerald Throne seands empiy for
a brief period of mourning while the
Empire tecovers from the war and
the lose of the Son of Heaven.
Hantei Genji, the first son of
Hantei, is crowned Hantei 11 five monchs afrer his father’s
death, thereby setting a precedent for inheritance by the fiest-
born, Genji, the Shining Prince, is responsible for mest social
traditions of the modern Empire. Genii’s reign lasts over twy
hundred vears, the blood of the Kami Hanrei strong in his
veins, He marcies a Duji woman, beginning the tradition of the
Hauiei Emperor taking 1 Crane bride,

Birth of Hida Ogano-Wo: circa year 48
Osano-Wo, second son of the Kami Hida and offspring of
the Thunder Dragon, was born in this year,

Hida steps down as Champion of the Crab: vear 63

Though Hida is a powerful Kamd, he tecognizes many traits in
his son Osano-Wo that he lacks, in particular leadership and
charisma. Particularly impressed by his son's grear rrinmphs




against the trolls, Hida steps down a5 datmyo of the Crab Clan
to bestow the mantle upon his son. Hida thereafrer frequently
leads large groups of specially selected samurai on brutal
strikes deep into the Shadowlands, trips which sometimes last
up tod year.

The Phoenix Clan find Uikku, the Serene Pruphet:
circavear 72

Uikku, the propher of Shinsels Tae is 2 young child cursed
with the gift of prophecy. His ravings are alternarely inspiring
and haffling, but many of them involve the future ot interpre-
tations of the Tan The Phoeniy take him into their custody
and dutifully reanscribe all of his pronouncements. Although
Utk was voung and seemed disconnected from the world,
his understanding of the Tao was legendary, and his prophe-
cies amaze scholate with their acouracy even today

Manzis Clan Founded: circa year 80

Osano-Weo chooses ro acknowledge his illegilimaie sun
Kenzan s his heir rather than the legitimare Kaimetsu-uo.
Though relations berween Kenzan and Kalmersu-uo are not
hinstile, Kaimetau-un leaves Crab lands to pursue his own des-
tiny. He finds 1t across the seas of Rokugan, on the islands he
names the sles of Spice and Sill. His follawars call them-
selves the Mantis, though they are not vet acknowledged 45 4
clan. {In fact, the very idea of Minor Clans is a precedent that
has not yet been established.)

The Crystal Prisun created: year 82

The Scorpion Thunder Shosuro, after passing threugh a dezen
different faces and identities, has begun to realize that her
mind is no longer het own, Fearlng the influence of the dark-
ness within her, she surrenders herself to the Kami Togashl
for help. Togashi cannot save her, but he creates a crystal
prison deep beneath Kyuden Togashi tn contain the danger
she teprasents. Shosuro allows herself to be confined.

Disappearance of Bayushi: year 83

The First Scorpion is said to have left behind his mask and
sword for his son, withi s nowe reading "1 have lost her forever,”
before vanishing completely.

Death of Uiklu, the Serene Prophet: circa year 90

Fox Clan founded: cirea year 20

Some members of the Ki-Rin Clan remained behind when
shinjo led her people our of Rokugan, These, whu would
become the Fox, are ousted from rheir anceseral lands by the
Lion. They are pranted new land in Morl Kitsune, a family
name {Iitsune), and a Minor Clan of their own, The Emperor
forbids the Great Clans to war upon them, establishing the
precedent by which Creat Clans may not initiate war with
Minor Clang.

Hida Osano-Wo murdered: year 37

The Chumpion of the Crab is murdered by an unknown assas-
sin. His father, Hida, is missing vn a long expedition in the
Shadowlands, and with the powers of darkness on the rise
Osanoe-Wo's son Kenzan s reluctane ro abandon his pose.
Instead, he sends 2 message of distress to his half-brother, who
leaps upon the chance to avenge his father. Hunring the mral-
tor to Phinenix lands with a fleet of Mantis sailors beside him,
Kaimetsu-uo arrives at the doors of Shiro Shiba itself. When
the Pheenix refuge to open the gates, Kaimetson-uo cries fo his
tather for vengeance. Thunder roars and a stroke of lightning
blasts open the gates of Shiro Shiba. The Phoenix quickly back

down and agree to assist the samural who so clearly acts on
hehalf of the elements themselves. The wraitor is released Into
Kaimetsi-nos custady and painfully executed.

Shortly thereafter, Phoenix scholars requesr thar the Hantei
grant the status of Fortune to the departed Hida Osano-Wo.
Ogano-Wo is thereafter the Fortune of Fire and Thunder.

Death of Akodo: circa year 9%

While surveying the constcuction of the Hall of Ancestors
and the thoma Libraries, Akodo Gue-Eye is ceugli wawares
by beasts of the Shadowlands. The monsters make their way
through the Shinomen Forest, preparing 1o arack che fledg-
ling Empire; Akodo stands against the horde with a hundred
nf hig men, and meets his enemy in what was once the Seik-
itsun Pass through the Spine of the World Mountains. When
the battle seems lost, Akodn calls aut 1o his mother, the Sun
Goddess, to witness how brave men died. As the advancing
Shadowlands beasts reach him, Aladols mighty roar collapees
the pasg, bringing dows a mountain upen him and the enemy.

Kuni Nakanu notives Taint on corpses: civca year 100 5

The Crab Clan began studying the signs and ellecis of the
shadowlands Taint as early as a century after the Empire’s
founding. Their scholatly research has saved many lives, and
the information they have been able to discover during the
thonsand years of peace have heen truly remarkable.

S=COND CENTURY

(101-200 1Q)

Reported Death of Togashi: vear 101

When Doji teavels to the land of the Dragon clan w visit her
brother Togashi, she is turned away at the gate. This was the
first news of the death of the Dragon Kami,

Disappearance of Doji; year 102

Lady Deji is wraclked with depression after watching the
mortal world shift and change as she remains constant, As she
has never been close to her sole remaining sibling, Hida, Doji
begins to Foel alone. Consequently, Lady Doji imparts her final
wisdom to her son Nio and walks into the sea, never to be seen
dpain,

Creation of the Badger clan: circa year 110

The Badger Clan, one of the smallest of Rokugan's Minor
Clans, ig created to guard the northern passes of the Empire,

Book of Sun Tuv written: cimca year 145

The origins of the ronin known as Sun Tav are open 1o specu-
lation, but he is generally believed to have written his treatise
on warfare during this period. The wrirings of the ronin gen-
eral ave valued as greatly as the observarions of Akodo himself,
gometimes even more a0, Ciriginal copies of his manuseripr
are among the most greatly prized treasures in Rokugan.

Emcrald Magistrates and Emerald Legions founded:
year 153

Experienced military officer Doji Hatsu and skilled courtier
Soshi Saibankan begin to dialt methods by which quality
soldiers could be conscripred and magistrates could enforce
the law of the Empire, Hatsuo and Saibankan soun devise

* the framewerk for the Imperial Legions and the Emerald




Magistrates, respectively, The new system guarancees thar the
Emperor's legions and magistrates will work closely, with
puwers that complement one another without being exces-
sive. This system persists withour radical change to this day

The Hrst mention of the Naga: circa year 200

A Crab named Eaiu Sudero lases his son in the Shinemen
Forest, The boy is apparently saved by creatures with great
snake tails and human bodies, one of which calls itself“Mara."
By all accounts, this is the first notation in the Empire of the
Maga, who soon become a deeply integrated part of Rokugani
mythand legend.

THIRD CSNTURY

(201-300 1Q)

Disappearance of the Kami Hida: year 210

(traditional date)

In the year 210, the aged Kami of the Crab takes up his tet-
subo, announces his intention to seck out his lost son, and
departs into the Shadowlands. He s never seen again,

Invention of kolou: year 243

The system of exchanging items of worth for goods or services
existed long before the Crane Clan'’s Yasuki Tanalta, but itis he
who designs the kolcu as ir is recognized today. The koku's
design features the kanji of the Fortunes on one side and the
Kami on the other, Though they are simple and recognizable,
Tanaka's coins confound mest attempts at forgery, When the
Emperor inquires as to the nature of the strange little coin
{which was, at that point, used exclusively by the Crane)
Tanaka gladly provides the Emperor with his dies as 1 gilt.

Dreath of Hantei Genji: year 247

Like his father, Cenji is said to have aseended into the Celes-
tial Heavens upon his death. The latter part of Hantei Cenjiks
rule secures Shinseism and itz philosophy of Shintao in the
Empire, although it will not become widely popular until later
in the history of the Empire.

Death of Isawa Akuma: year 283

This imporrant dare correlares directly with the first emer-
gence of the Oni Lord Aluma from the Shadowlands. O, the
demons of the Shadowlands, gain great power when they steal
a name from their summoner. Aknma, one of the most power-
ful of all Ony, stole his name in this year from an Isawa
shigenja who paid the price for ambition.

FOURTH
CENTURY

(301-400 IC)

Beginning of Nezumi-Crab Alliance: year 314

This is the first recorded instance of Crab working rogether
with Ratlings {an arrangement which the Crab have only
recently admimed openly). Twelve-vear-old samursi Hirnima
Kazuma has a strange rapport with Ratlings, and forges bonds

of rrust between man and Mezumi. The Nesznmi believe that
Kazuma possessed the soul of both human and Mezumi, and
hecame a Transcendent spirit after his death.

Founding of the Snake Clan: year 338

Impetial magistrate Isawa Chuda successfully saves the
Emperor's life from the deadly threat of & maho culr, Chuds
proclaims himsell the Emperor's serpent, “creeping inro
lidden places and striking down your enemiles.” In reward for
his years of service and valorous actions, the Emperor declares
Chuda o be the daimye of the Snalke Clan.

Founding of the Centipede Clan: year 347

Centered around a modest shugenja school, the family of the
school's original sensci is granted the lands and ritle of 5
Minor Clan, The Lady Sun-worshiping Centipede are given
their status mostly due to their isolarion from the Phoenix, as
several Otome point out to the Hantei that it would be much
simpler to record their events and tax their peasanes if they
wele Liented @5 @ Sepaite entity

Crovwning of Hantei Fujiwa: year 371
Hantei V {also known as Hantei Fujiwa) is an r.-x-:npnonai_
Emperor for many reasons, He believes that his immediate
predecessors wete toa concerned with increasing the quality
of life in the Empire for certain areas instead of improving the
Empire a5 a whole. Hantei Fujiwa is also the first Emperor
since Hantei himself to engage the Shadowlands in combu,
slaying oni with the powerful Sword of the Hantei and lead
ing the Imperial Legions in combar side by side with the Crab,
Upon his return o Ctosan Uchi, he waxes wroth agalnse
the Livn and Crane, accusing them of weakening the Crab
through political attacks and thereby requiring his divect
intervention on their behalf. Fujiwa's first wife had died child-
less while he was in Crah lands, anly furthering the Hanteds
anger. Late in Fujiwa'sreign, his eldest son and heir apparent is
kidnapped by a conspiracy of Crane, Fhoenix, and Scorpion
canrtiers calling themselves the Gozol,

The Yasuki split and the Crane-Crab War: year 387

The great Crab-Crane war is the [t larpe-scale internal war
in Rokugan. Caused by the Crab seizing territory along the
Crane’s southern borders (to feed, the Crab sav, their belea-
guered troops after a number of major battles against the
Shadowlands), and the defection of the Yasuki family from
Crane to Crab, the war lasts for over s decade

Rulership of the Cozolo: years 321435

After the lcld.napp:ng of hiz heir, Hantei Fujiwa has lirtle choice
but to acquiesce to the demands of the Gozoku Alliance. Fujiwa
falls ill and dies shortly after capitulating to die Guanku, leaving
his aged uncle, Otomo Tohojatsu, as regent until Hantei Kisada
can clain the throne.

Tohotatsu, who had always covered the Emerald Throne,
yuickly falls in with the Gozoku, Hantel Kusada (Hantei VI)is
destined o serve as nothing more as a figurehead — by the
time he comes of age, Otomo Tohnjatsu's concessions to the
Gozoku have yielded them complete cantrol. The Gozoku
themselves encotrage the independence of the clans, with the
Hanter Empernr providing a “face” For their rule over the clan
[rovinces,

The Cozelu's rule is a prosperous time for Rolkugan, They
construct 3 web of readways and institute new ways of con
ducting trade and travel so that the clans can stand maore spart
brormn each ather. Artand culture flourish, Unfortunately, se do




crime and corruption, as it becomes clear that even the Grear
Clang care nothing for the Emperor's law:

The Cozoku are led by Doji Raigu {son of the Crane Cham-
pion and later Champion himeelt), Shiba Gaijushika (the
Imperial Seribe), and Bayushi Atsuki {the Emperor’s spy
master and Scorpion Clan Champion),

Coronation of Hantei Kusada: year 397
The crowning of Hantei Fujiwas son as Hanrel V1 is held com-
pletely nnder the power of the Gozoku Alliance,

FIFTH CENTURY

(401-500 1C)

End of the Crab-Crane War and Sparvow Clan founded:
year 400

During a failed negodarion to end the Crb-Craue way, Crane
official Doji Onegano is custed from the Crane Clan. The
Emperor grants Omegane lands east of the Crane holdings,
burt the lands are harsh, unforgiving, and largely worrhless.
Onegano Tetires to a monastery, leaving his son Suzume as
daimye of the new Sparrow Clan.

The Crab-Crane War resulrs in the Yasuki's afficial confir-
mation a5 4 Crab family, and an Emperial Edict banning large-
scale open warlare among the Seven Clans of the Empire.
Froan that time forward only small battles ave permitted, and
only with the Emperor's consent, explicit or tacit. The entire
mazscd armics of the Grest Clans were not turned against one

another from that day until the Scorpion Clan Coup.

Snalke Clan corrupted: year 401

Chuda Tamihet, great-grandson of Tsawa Chuda, succumbs
the temptation of a spirit and volces 4 deadly prayer to dark
forces, unleashing 4 dreaded Shuten 1oji in the lands of the
Snake Clan. The spirit begins extending its influence
throughout the tiny Snake Clan, completely assuming contral
ina month,

The Five Nights of Shame: year 402

Alerted 1o the presence of the Shuten Duji, the Couneil of Ele-
mental Masters devore considerable resources to the Snake
Clan's destruction. Huge numbers of Shiba bushi are lost in
the battle hefare the Masters discover the proper means 1o
combat the spirit, It the end, however, the Snake Clan is
utterly destroved, No trace remains of the Shuten Daji, or of
the Phoenix magistrate sent to discover its ultimate fate.

Hida Tadaka & Matsu Itagi in the Shadowlands: year 412
This is the famous eveut wherein the arrogant Lion Champion
venrures into the Shadowlands, ouly w be rescued by the Crab
Champlon, Borh Champions die from the wounds they sus-
tain fighting the Shadowlands rogether.

Hantei Kusada's spies uncovered by the Cozoku: year 428
Though the Gozolu made many contributions to Rokugani
culture, few notable advances con be attributed to Hanted
Kusada himself — save one. During Kusade’s reign, he spon-
sors religion heavily and is responsible for the creation of over
twenty-four temples within the walls of Gtosan Uchi alone,
places which Shinsei visited or where he had performed some
holy act. In the year 428, Kusada hits upon the notion of using
the Brotherhood of Shinsei as spies and agents, as no one

would suspect ¢ monk of such behavior. The Brotherhoo has
o chaice but to obey the Emperot, the ultmare head of their
religion. Howeever, the “spies” are caught, and the Gozoku
decides to make an example of the Brotherhood. Historians
consider this the Gozolo's first mistake, 45 it turned attention
on the darker side of their control of the Empire. Kusada had
several sone and danghters, but his heir would be his fivst-
born, a on whe was aleo controlled by the Cozolo.

The Gozoku ensure that all of Kusada’s sons are fostered by
the Scorpion, Phoenix, or Crane, enabling the alliance to
retain ita hold on the Emereld Throne, Kusada’s daughters are
wed or fostered off to other clans for political allinnces, help-
ing the Gozoku gain more and more control over the politics
uf the Eupire,

Gugai family name awarded: year 429

Centuries after the Mantis® informal establishment, Gusai,
leader of the Mantis, is invited to Otosan Uchi. During 2 con-
test of wits with the Emperor, Gusai demonstrates the
srrength of steel over worde by drawing a blade at the Hanteis
throat, Gusai wins his argument with the Emperor, as well as
Minor Clan stariss and the Cusai family name, The Hanred has
the last word, however, and proves the strength of words by

ordering Gusai’s execution.

Hantei Yugozohime fostered to the Lion: year 432

Hantei Kusada's danghter Yugnzohime is fostered to the Lion.
Rather than marrying her to a courtier and teaching her to be
a quiet, respectful woman as the Gozoku intend, the Matsu
atel Thoma train her in the tenets of bushido and the wisdom
of the Heavens. The Lion, in short, teach Hantei Yugozohime
how to be an Empress. When she learns of the true glory of
the Hantei Emperors, the young Empress-to-be begins to plan
hew she will defeat the Gezoliu,

Coronation of Hantei Yugozohime; year 435

when Hantet Kusada dies of old age, his hetr s broughr from
Phoenix lands ra take the throne (and maintain the Gozoku
stranglehold on the power of the Empire). Yugorohime chal-
lenges her brother to a duel for the throne, and defeats him.
With the support of the Lion and Dragon behind a confident
and powerful Hantei Emperor, the strength of the Cozaku 15
swiftly and suddenly shattered.

Many members of the Cozoku’s three clans either quickly
retire to monasteries or die in duels within the year. Shiba
Gaijushiko assists Yugozohime in dismantling the Cozoku's
power base in teturn for his own pardon. Mo formal charges
are brought against any Goroku members, though Yugoze
hime's magistrates arrest them for various ctiminal dealings.
Yugozohime, as Hantei VII, hands many functions of the
Imperial Court that the Guauku used to their advantage over
1o the Otormo family, foresealling any similar atteipts to make
a pawn of the Throne,

Cadjin Ambassadors Arrive at Imperial Court:

circa yoar 440

At the behest of the Mantis, a small group of gaijin exploters is
allowed admission to the Imperial Court while their fleet
docks in Gelden Sun Day The Emperor opens limited trade
and exclange of ideas with the foreign visiters. The gaijin are
allowed two vears to prove their honor and their respect for
the Empire.
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Battle of White Stag/Raging Seas; virca vear 442

The gaifin are commanded to leave Otosan Uchi; they retaliate
with violence, In the ensuing barcle, Hanret Yugozohime is
tragically slain. The unired clans band together to slaughrer
the gaijin, drlving the shattered remnants of their fleet to sea,
where many of their number are consumed in 2 mysterious
SHOTm.

Yugorohime's uncle Hanrei Muhaki assumes the throne.
Shortly thereafrer the Emperes bestows Minor Clan status
upon Agachs Kasuga and his followers, despite the fact thar
they have apparently helped gaijin attackers flee to safery The
true reazons behind Muhalki's decision are known only to
Kaguga and the Emperor himself Under these murky circum-
stances, the Torteise Clan is born,

Boar Clan founded: year 447
The descendants of a group of Crab explarers thought lost in
the Twilight Mountains since the year 383 arrive in Otosan
Uchi with three tons of jade and iron. Their leader, Heichi,
presents these as a payment of back taxes to the BEmperor.
Heichi's followers refuse to return to their former clan.
Amazed by Heichi’s story and intrigued by his knowledge of
bushide and law, the Emperor
bestows Minor Clan status upon
them. A

The Emperor's Blessing

Written: year 472

The Emperar’s Blessing, Miva Mai's
most critically acelaimed warl,
tells the tale of the end of the War
Against Fu Leng and deseribes the
founding of the Miya household.
Mai considered the work "tao
tame" and only completed it 50
that the commission promised by
her patron would provide cnough
money for her to survive, The play is
widely regarded to be Mai’s best, and
spawns innumerable imitators,

Coronation of Hantei X:
year 487

Hantei X was the fitse Hantei to give up his
personal name, and simply be reterred toas
“The Hantel." His tnarme has been lost forall
time, and in many texts he is referred to us
“he who eacrificed hiz tame for the
Empire."

Kuni Nakanu's journals
discovered: vear 4uy
Otomo Jama, younger brother of the
Imperial heir, finds his destiny taking a
siielden turn when he happens upon the resting
place of Kuni Makanu's maho texts, With the help of
Dragon and 3 Crane shugenja, Jama begins to translate the
texts and discover the secrets of power, & small cult forms,
with Jama at the head.

As leader of this seeret socicty, Otormo Jama takes a new
name  luchiban.

SIXTH CENTURY

Phogwiy Clan Archer

(501-600)

The Anvil of Despair is created: vear 501

The sinister Agasha Byuden, guesting with the Boar Clan
within their home in the Twilight Mountains, forges a mighty
anvil from the ore formed by the hlood of the First Oni.
Eyuden sacrifices the entire Hoar Clan to the foul creation,
resulting in ane of the darkest and most powerful nemuranai
Hokugan's history. Their tortured spirits combine into the
Shakoki Dogy,  vengeful and malicious spirit that haunts the
mountains for centuries.

Bloodswords Forged: year 508

Asabing Yajinden uses the Anvil of Despair to forge the
dreaded Bloodswords — Ambitlon, Passion, Judgment, and
Revenge — for his dark master Tuchiban. The swards are
glven to the Scorpion, Crane, Crab, and Lion clan daimyo
respectively

Red Snow Battle: year 509
Akodo Mcikuke violently reacts ro a Togashi monk's casual
statement in the court, mobiliziog an army of
20,000 soldies 1w anack Togashi Mouneain,
Culy 2000 survive the grear winter barde,
Meikuko takes her life with the sword
given to her by Asahina Yajinden,
Revenge. Her name is thereafter

gynonymous  with  "mistale”
among the Lion,
Death of 1ida Tenburo:

year 508

Crab daimyo Hidi Tenbury sul-
denly mucders his children in
their sleep, He thereafter commis
suicide wirth the blade given o
him by Asahing Yajinden, Judg-
ment.

Suicide of Doji Tanaka: ycar 510
Crane daimyo Doji Tanaka confesses
his love for an eleven-year-old geisha
his assembled court, and thereafter leaps
from the cliffs of Eyuden Doji w his
death on the foamy rocks below. He
carries Fassion, the blade given to him
by Asshina Yajinden.

Battle of Stolen Graves: year 510
Scorpion Champion Bayushi Rikaji,
whe has not yet touched the blade

given to him by Asshina Yajinden, sus-
pects foul sorcery after the deaths of the daimye who wiclded
the ather three blades. Rikeji dispatehes Scorpion magistate
and shugenja Soshi Takashe to find the creator of the blade,
Togecher with Legionnaire Akode Minobe they discover the
secret cult of the bleod sercerer Tuchiban, who plans o ani-
mare the bodies of the Imperial crypes as an army 1o be used
against the Emperor himself, Rousing the armies of the cluns,
Tuthiban is eventually caprured, killed, and entombed within
it great structure enchanced o contain his blackened soul. The



architect, Kaiu Gineza, is also entombed therein by Scotpion
agsagsing o the sectets of the remb will remain satfe,

After Tnchibans defeat, Asahina Yﬂjinden's mind ig erased,
He becomes a gerdener in the Emperor’s gardens. The
Emperor thereafter issues a formal edict that all corpses of the
dead will henceforth be eremated rather than buried, to spare
the bodies of honered ancestors the desecration of evil magic.

Mantis family ‘Gusai' removed: year 510

The Gusai family name worn by the nobility of the Mantis
Clan ic revoked only three generarions after it was given
Cusai Rioshida, Mantis daimyo, attempts 4 coup and holds the
Emperot's son hostage in the Mantis isles. The prince is
returned and the Cusai family deetroyed. Because the Mantis
Clan chose to betray their Lord and execute his family because
of their shame, the Mantis is allowed to rerain its clan status.

Barttle of Kenson Gakka: year 533

After a failed Scorpion attack on Kyuden Tkoma, the Marsu
retaliate and artack Shiro no Meivo. The Lion male an exam-
ple of the Scorpion, killing everyene within and renaming the
city Kenson Galdea ("Humility's Lesson”)

Birth of Hantei VI year 569

The birth of the Steel Chrysanthemum, as Hantei XV would
comme o be called, vocws under portents so ominous thar chelr
like has not been seen since the time of Tuchiban, The
Shosurg, Icoma, and Asshina quietly ignore this fact.

Reign of the Steel Chrysanthemum: years 589-597
Hantei ¥V takes the throne when his father retires early ar
his son's ewn request. Hantei XV believes his honest, clever,
and capable son will usher in a new age of prosperity, Haneed
KV, however, proves to be a very different sort of ruler
Plagued with paranoia since birth, the Steel Chrysanthemum's
world is slowly talen over by ghost assassins, traitors in every
corpes, and enemies ineach ceowd, Hanrel ¥VI enacts orders
to mercilessly crush any threat o his power, real o imagined.
Thousands die during his cruel reign. Hanrei XV is fnally
deposed when he orders Crab Champion Hida Tsuneo to slay
the Hantei's tnother with his bare hands. Alchough they are
ton late to save the Emperor’s mother, the Imperial Guard
assanlts and destroys the Hantei, Tsuneo, and those few layal
to the Steel Chrysanthemum,

Those who follow the Steel Chrysanthemum into death are
said at the time to be cursed to follow him forever
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class, and place stricr requirements on the treatment of pris-
oners and hostages

The Kusalie Iru is defeated: year 634

Fearing thal nune vther could possibly defeat the dieaded
cregrure, Kuni Harike sers out to end the threat of the Kusate
Iru, perhaps the largest and most powerful oni ever spawned
by the shadowlands. Armed with his maglc and a dark and
sinister artifact, Harike sets out accompanied only by his
friend and yojimbn, Kuni Byute. Although Ryute is slain and
Harile’s soml irrevarahly carrupted, the faul heasr is placed in
a deep slumber from which it may never awalen, ending the
threat it poses to the Empire. Harike preserves his friend by
encasing him in crystal, which unknown to him prevents
Ryutet epirit from entering the atterlite. Periching atter the
twin feats of preserving his friend and defeating the oni,
Harike’s remains are eventually found by monks who found a
temple in the shugenjas memory:

Yasuki Fumoki lost at sea: vear 671

One of the most prolific pirates of his age, Yasuki Fumoki was
respongihle for the mding of innumerahle Crane trade ves-
sels, sending their wealth to the coffers of the Crab Clan. In
671, his flagship is artacked by a gigantic sea serpent. Sur-
vivors report to the Crab daimyo that Fumoki was last seen
burying hiz blade in the beast's pullet.

After Fumoki®s death, Crab Champion Hida Teunelo dis-
patches scouts to seel out the survivers of the pirate’s
rumored Nezumi crewe These Nezumi are offered positions in
the Crab navy, as their great agility, adaptability, and cunning
malke them excellent sailors,

Otomo Madoko writes The subtlety of the Court: year 652
A powerful force in court and a studant of the Hoak of Sun Tan
written by that renowned ronin general, courtier Otamo
Madoko is dared by a Lion diplomat to compare Sun Tao's tac-
tics to the politics of court. Recognizing the parallels between
a bushi on the field of battle and s courtier in the midst of
cotrt, Madolo pens The Subtlety of the Courd, an examination of
the battlefield that is the courts of Rokugan,

SIGHTH CENTURY

e —

(601-200 1)

Seppun Hanako writes the Anlicles of Heaven: year 622

Having endured the brural reign of Hanrei XVI during her
vouth, Hanako eagetly assists the voung and inexperienced
Hantei XVIT in his rule of the Empire. In an attempt to curh
the baser tendencies of Rokugani society, she pens the Articles
of Heauen, a set of legal reforms that rotiches on virtually all
patts of the Empire's legal system. Hantei XV11 enacts the
Artices, and they become the new foundation for law in Rolou-
gan, Among the tenets of the Articles are sections that regulate
the use of torture, increage the qualiey of living tor the heimin

(701=800 10)
The Dragonfly Clan is founded: year 704

Despite her betrothal to a samurai from the Lion Clan,
Pheenix shugenja Isawa Maroko marries her true love, Mirn-
moto Agijin of the Drapon. Their parent clans, notorious for
their tolerant and enigmaric ways, permit the couple to settle
in the plains south of the Dragon Clan. Maroko? jilted suitor,
Akodo Yolutsu, leads an army of 5,000 Lion against the
couple'’s holdings, only to be halted by two armics, one Dragen
and one Phoenix, preventing his attack. Furthermore, a huge
force of shugenja prevents his retreat until Yoloutsu swears
tever again 1o larass Maroko and Asijin. Pleased with the out-
vome of the Batle of Kyuden Tonbo, the pro-Crane Emperor
awards the couple a Family name — Tonbo — and Minor Clan
STATUE,
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The Battle of the Great Climb: year 711

Insulted by an Agasha ambassadar in court, the vengeful Tidn
general Akodo Yokutsu leads an army of Lion againse the
Diragon Clan, careful ro avaid the lands of Mirsmots Astjin
and Tsawa Marnko lest he vialare the path he swore seven
years previously. Laying siege to the Dragon, Yekutsu
demands a duel with Asijin to redeem his honot. The Dragon
daimyo Togashi Avoko arranges the duel, in which Asijin is
killed. This iz part of an agreement between Ayoko and Asijin,
one which extends the Dragon Clan’s protection to the Drag-
onfly in exchange for Asijins sacrifice. The arrogant Yokutsu
deelares himzelf the daimyo of the Dragonfly and states his
intention to wed Isawa Marcko, but is challenged aind killed
in a duel by Asifin and Marcke's son, Tonby Kuyaden. With
the threat of violence from the Livn temporarily over, the
Dragonfly Clan become the official emissaries of the Dragon.

The Battle of the Tidal Landbridge: year 715

VWhile s sizable diversionary boree of Shadowlands creatures
attacks the Crab forees in their northern territories, s lonc and
spargely defended watchtower near Earthquake Fish Bay is
attacked by a cunning Oni no Kinjiro and its minions,
Sevetely outnumbered, the Crab séem doomed despite their
commander’s prowess. Just when all seems lost, o hunring
horn sounds across the bay, Daimyo Daidoji Masashigi and his
guardsmen charge across the Tidal Landbridye and attack the
foul creaeures. The Crane join the Ceab and take the brunr of
the fglitiog as the waves rise around them, swallowing samu-
tai and uni alike. The two rearguard Crab samurai who are still
alive wair, bur no survivors emerge; only Masashigi's battered
helmer is ever found, The Crab build a shrine to the valiant
hero, and henceforth have close relationg with the so-called
“iron Crane," the Daidoji family,

Hiruma Castle falls to the Shadowlands: year 71s

Caught off guard by a massive Shadowlands army, the samurai
of Hiruma Castle are quickly overrun and completely moured,
The dark army is the largest seen since the days of the war
with Fu Leng, The Hiruma are pushed baclk all the way 1o the
Hida provinces, where the army is finally stopped by powerful
magic from the Kuni family,

The Battle of the Cresting Wave: 716

After the fall of Hiruma Castle, the Crab Clan rallics around
the provinces of the Hida. The great army of the oni lard Maw
is delayed by a powerful young shugenja named Kuni Osaku,
who creates a gigantic wave of water from the Saigo River (v
keep them ar bay while the Crab scramble 1w create the Grear
Carpenter Wall, After 73 days, the wall is complered. Osaku,
who has aged seventy years in ten weeks powering the wave,
collapses and dies, and the armies of the Maw artack the wall
Despite their numbers, the Shadowlands creatures cannot
overwhelm the entrenched Crab, bolstered as they are by
hired ronin and samurai of the other Great Clans The Maw's
forces are eventually heaten hack into the Shadowlands,
whete a hidden foree of hloodthirsty Hiruma exact a terrible
vengeance for the loss of their homeland, The Maw s slain in
the battle and his army is shatterad, but the Hiruma provinces
remain under the control of the Shadewlands for centuries
Lo COme.

The Battle of Sleeping River: year 750

Two lunslred years afrer his first defear, the dreaded sorcerer
Tuchiban again rises w threaten the Empire. Armed with the
secrer of moving his spirit from bedy to body, luchiban has

spent the two centuties following his defear creating a mas-
sive cult throughour the Rokugan. The Bloodspealers, his
loyal followers, amase a great army of corpses on the plain neat
Sleeping River. An ise zumi discovers Iuchiban's spirit and
alerts the clans to his treschery, After driving Iuchiban’s forces
from Ryolko Owari, the united clans converge upon the plains
of Eleeping River and destroy the sorcerer’s undead army,
The isc zumi who first discovered Iuchiban captures his
spirit until a suitable tomb can be erecied, allowing the.
Bloodspeaker to fiually be imprisoned for good.

Hare Clan founded: vear 750

For his brave effores against the armies of Tuchiban, the ronin
Reichin is granted the family name Usagi; and Minor Clan
status, The Hare Clan is born,

The death of Hiruma Sokokai: year 755

When Hiruma Sokokai, the last surviving student of the
Hiruma bushi schoel, dies, the advanced rechniques of the
Hiruma family die with him. With no school or formalized
dojo, the Hiruma begin training informally among them-
selves,

Kitsu Taiko becomes the Master of Fire: year 761

Born of peasant stock, Kirsu Taiko Las an instinctive com-

mand of the kami. He is discovered by the Kitsu ata young age
afrera spirirleads them to him, and is quickly inducred it

their ranks. Taiko is 2 dominanr force within the Lion Clan

during his life, influencing many great battles and making

miny innovations in the use of fire magic. When he reacher

the age of retirement, the Phoenix offer him the position of
Elemental Master of Fire, which he accepts. He is the only

non-Fhoeniv to ever hold the position of Elemental Master,

The Oracle of Fire falls to Tu Leng: year 774

Amere decade after having been selected as the new Oracleof
Tire, a minor Isawa shugenja teappears in the land of the
Phoenix, Seemingly insane, the Oracle goes on a rampase,
destroying several small villages and an enrire legion of Shiba
samural betore disappearing In a massive explosion that com-
pletely incinerares g shrine. Ar the same time, the Crab sere
ing upon the Great Carpenter Wall witness an enormons
explosion of fire from deep within the Shadowlande Tha
Fhoenix theorize that the Uracle somehow became exposed o
the Taint af the dark lord and was called to the Shadowlands
to serve him. It is a grim reminder that no one is immune to
corruption.

The fall of Morikage Toshi: year 782

When she is forsaken by her unloving and callous husband
Shiba Kujiru, a young bride formerly of the Dragon Clan takes
her vwn life 1o escape the pain ef the dishonor. Mad with
grief, the bride’s mother lays a powerful curse upnn the hus
band’s castle. Soon the vines and trees reach our and reclaim
the castle, wrapping it in 2 thick covering of vegetation that
renders it useless. All attempts to magically dispel the cume
end in failure, and in the end the Phoenix choose to abandon
the castle rather than arouse the ire of the vengeful spirits
thete. The castle lies vacant for centuries, home only to the
rastless ghosts that wander the halls,



NNTH CENTURY

(801-900 1Q)

The Unicorn Clan returns to Rolugan: vear 245

After eight centuries of wandering abroad, the clan once
known as the Ki-Rin returns at last to the Emerald Empire.
Pursued by the hordes of the Shadowlands, the Unicorn know
they cannot afford to take titne to peacefully explain their
approach to the Crab, Instead, the Unicorn return with a
vengeance, Their powerful cavalty smashes through the Crab
fortifications and speeds inw Rokugan. Coulvonted by an
army of the Scorpion Clan, the Unicorn display bizaree gaijin
tacrics Lo another crushing viceory ar the Bactle of White
Shore Plain. As the Great Clans debate on whether or not to
attack the strangers again, the Unicorn emissaties find allies
atmong the Crane by returning a fan given to the Kami Shinjo
by her sister Lady Loji rentiiries ago. The Bmperor decrees
thar the Ki-Rin have come home and restores their lands to
them.

The Naga stir in their sleep: year 515

While the Empire is distracted by the return of the Unicorn, a
small force of Shadowlands creatures defeats the Cral's
defenses and enters Rokugan, Moving through the Shinomen
Mori, the erearures destroy a large clurch of Naga eggs. Many
Naga are awakened by the disturbance in the Akasha, and
quickly erush all traces of the Shadowlands force. A foul,
‘Iainted marsh is all that remaing of the creatares army

A new Hiruma school established: year 815

After a full century with no formal school in which to train
their Hiruma scouts, the Crab begin to realize that the tech-
nigues uf the Hiruma have begun to atrophy, Nothing
remains of their once-grear techniques, and plans are
launched 1o build a new school. The Hiruma, however, refuse
to accept chariry from their kin and will not arrend a school
housed by another Crab family.

The newly returned TTnicom provide a solution. As a ges-
ture of peace to make amends for their assault on the Crabs
defenses, they offer to honse and train Hiruma srudents
among the Shinjo family The Hiruma accept, and in return
they assist the Unicorn in constructing their new homes in
Rokugan. In @ matter of months, the techniques of the
Hiruma improve once more with the uee of adequate training
facilities and the advice of experienced Shinjo ecouts.

The Kirsuki family of the Dragon Clan is formed:

vear K20

Agasha Kitauki, a brilliant vet lackluster student of the Apgasha
shugenja school, is sccused of murder. Given a single day to
prove his innocence, Kitsulki produces hoth proof and resti-
mony exonerating him. In recognition of hig incredihle
powers of perception, he is given lesve by the Dragon Clan to
form hic own family, the Eitsuli.

The Moto tide to the Shadowlands: year 225

Led by family daimyo Moto Tsume, a large force of Moto war-
riors from the Undeorts Clan ride to the Shadowlands, think
ing to aid the Crab in their struggle against the dark forces
there. They do not retuo,

Battle of the Chrysanthemum Vetals: year 827

Moto Teume returns From the Shadowlands at the head of a
great Shadowlands army, brutally attacking the Crab and his
former kinin the Unicorn. Though the Crab and Unicorn
fight off the invading horde, the surviving Moto are stained
by the utter corruption of their daimyo. On that day the White
Guard i born, a group of Mote waerrors whe wear only white
— the color of death — and will not rest until the last Dark
Maoto has been slain.

The Hattle of the Broken Daisho: year 527

Faced with a canflict hetween the Lion and the Crane that
might plunge the Empire into general war; Phoenix Cham-
pion Shiba Toriike takes an attay of Phoeniv and intercedes
The Phoenix warriors obstruct the armies of the other clans §

from reaching one another, but do not lift a finger in their

own defense, dying by the dozen to Lion archere. Perplexed,
both Lion annd Crane pull back. The Crane general, Kakira
Gosang, is incensed and enters a duel with Toriilio despire her
obviously superior dueling skills. Toriiko never flinches, and
is cut down. Deeply shamed, Gosano'sends his forcea homic
atwd enters a monastery, vowing to work toward the peaceful
wurld Toriiko desired.

The Shimushigalki is defeated: year 830

Twelve shugenja valiantly sacrifice themselves to banish the
Shimushipaki, a powertul gaki returned from the spirit realme
following its defeat with Iuchiban's armies. A shrine is erected
it the shugenjo’s honor, and the monks there believe that so
lomg as the Bells of the Dead ring regularly, the Shimushigaki
cannot reruen to the mortal world,

Founding of the Falcon Clan: year 534

The Emperor grants the lands of the Toritaka provinee to the
son of an ashigarn spearman who had died saving the life of
the Imperial Advisor. Yotogi, the peasant hoy, quickly discov-
ers the nature of the 2ssasein — a peasant half-maddened by
the possession of an evil spirit. Inspired by their founder’s
example, the Faleon rapidly become the Empire’ foremost
authorities on spirits and ghoste. The Crab, who also battle
darle forces, have long allied with the Falcon.

TENTH CENTURY

(901~1000 1Q)

Naga ruins are discovered: vear 325

Shinjo Fujimalea and lkoma Gohesu, while mapping the autet
reaches of the Shinemen Forast on behalf of the Imperial Car-
tographers, diseover ruins believed to have once been a great
Maga city. Although ruins had previously been discovered
west of the Unicorn lands and near the Plaing above Bvil, this
is the first indication of & major Maga sertlement near the
Shinomen. Scholars belicve that this intrusion of mankind
into the Naga’s domain began that race's slow awakening,
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The Night of Falling Stars: year 960

After a three-week siege of Shiro no Yogin, the Akodo legions
seem destined to capture not only the castle, bur the Daidoji
troops that occupy it Preferring death to surrender, every
man, woman and child occupying Shirs no Yogin leaps from
the castle walls to the raging river below. Their torches fall
along with them, giving the event its name.

=2L=V=NTH
__ CENTURY

(1001~1100 I1C)

Hantei Jodan s born: vear 1078

The Infant Hantei Jodan is born to Hantei X0KVII, formerly
Hantei Yatoshin. As a child, Jodan proves to be an exceptional
student of the conrt and 2 wise and compassionate youth.
His rule (as Hantei XXXVIII) is expected to be long and pros-
perots.

The Battle at Kyuden Kitsune: year 1090

Each attempring 1 expand their holdings, the Hare and the
Fox Clans begin a series of border skirmishes that threaten to
explode into war. An artempr at mediation by the Crane
results in a remporary rruce, one which is tragically destroyed
by the sudden assassination of many Fox dignitaries.
Although the Hare deny involvement, the Fox immediately
attack, supported by the Crane. The Fox are victorious, but
their daimyn blames the Crane and challenges their emissary,
Kakita Toshimoko, to a duel. Toshimeke wins easily. The
Emperor decrees that Crane “sdvizors” will assist beth Minor
Clang in important diplomatic decisions from now on,

The Batile of Fate's Gorge: year 1100

Following a slight to the Marsu family’s generals, Tsawa and
Matsu furces meet on the field of battle to prove once and for
all whether the Imperial shugenja are rruly needed by the
Emperor. In an attempt to remove the Lion's leadership,
Master of Water Tsawa Kaiyoko magically teleports eighe
Shiba hushi inta the war tent of the Lion to kill general Matsu
Unirt and his wife Yunalki The Phoenix fail to account for the
couple’s daughter, however, and ten-year-old Matsu Tsuko
saves her mother’s life by crushing the throat of the final
Phoenix aseassin with a wooden practice sword. With Matsu
Yunaki lesding the Lion troops, the Phocnix are defeated on
the tield of battle the following day.

TWSELFTH
CENTURY

(1101 IC TO PRESENT)

Hanrei X3XVIII takes the throne: year 1103

At the age of 25, Hantei Jodan is crowned the 38th Emperor of
Rokugan. A daring and spirited young man, Hantei X300VITT
finds his vitality slowly erushed over the years by the endless
comflicts between the Creat Clans.

Hantei Sotorii is born: year 1107

After the death of his third wife, Hantei X00XVINI takes up the
company of a Cranc concubine. As soon as a boy is born anl
survives (infane mortality an everpresent danger in Rokugan),
the Emperor marries his mother, waking her the Empress and
Sotorii the heir to the throne, Unfortunately, Sotorii's mother
dics to a mystetious (ever only three years after his birth:

The Wasp Clan is founded: vear 1109

Born of a Scorpion father and a Lion mother, the young man
named Tsuruchi survives both clans' treachery, losing both his
parents and the castle that is his birthrighe, With cunning and
stealth, he reclaims his home and kills the Lion who took it
his uncle. Tsuruchi presents his dilemma to the Emerald
Champion, a Crane who shares his distaste for the Lion and
Scorpion, and is given leave to create his vwn clan. The Wasp
Clan is born, and are swout to serve the cause of the Emerald
Champion.

The Yotsu family name granted: year 1111
A mountain-dwelling ronin, the warrior Yotsu discovers that
the caravan of Empress Hochiahime (Hantei X3XXVIIIS fifth
wite) has been attacked by o large Bloodspeaker cule The
cultists kill the Empress’ infant children and all the Seppun
guardsmen sttached to the caravan. The Empress Hochialime
and the young heir Sotorii are taken captive, intended fora
sactifice in-order to fulfill an ancient prophecy. Yotsu creeps
into the camp with the blade of 4 fallen puardsman, Though
Le knows he cannot possibly defear the Bloodspeakers alons,
he asks the Empress for permission to die in the Empress!
name. The Empress forbids i, Instead insisting the ronin
rescue the heir Sotorll, passing Yotsu a messape for the Hantei
to mourn her and the child she would have barne

With no other options, Yorsy leaves his youngest son in
Sotorii’s place and leaves. Weeks later, the young heir s
reunited with his father, the Emperor, In recognition of
Yotsu's srcrifice, the Emperor gives him given the name Yotsu
Yatoshin (the name of the Emperor's father) and a small ficf
dom in the Mountains of Regret az well as authotity over a dis-
trict in Otosan Uchi. Later explorations by the Imperisl
Legions tind the Bloodspenker Cult gone, and it is presumed
that Empress Hochishime was sacrificed to their blasphe:
mous ritusls.

Sword of Yotsu orokodate formed: year 1114

Yotsu Yatoshin hegins swearing ronin outside his family to the
Yotzu name and reaining them in the technigues he devised
while living deep in the mountains.

Yoritomo becomes the daimyo of the Mantis Clan:

year 1117

Widely known for Lis auger over the Manrtis' statlon 254
Minor Clan, many in the Mants feel thar Yoritome will lead:
them to greatness, perhaps paving the way for them ro playa
preater tole in Rokugan,

The Badger Clan daimyo is killed while visiting the
Crane lands; year 1118

Although the Badger arc a very minot influence in Rokugan,
the dishenot of his assassination while in their lands is 4 great
embarrassment to the Crane. There are whispers in coure thar
the assassination is a result of the increasing tension between
the Lion and the Crane, but the killer is never caughr,



Kitsuled Koagi disappears: year 1120

Born a member of the Matsu Family, Kaagi turned to the mag-
istrates of the Kitsuki after his father died of poisoning. Many
years later, Kaagi stumbles into several encounters with the
myysterious superimatural force known variously as the Living
Shadow, the Living Drarkiness, or the Lying Darkness, He coin-
piles a journal detailing his experiences and sccumulaced
knowledge and disparches his eta servant to carry it o the
dalmyo of the Klisukl, She {5 the last person ever 1o see Kaagl.

Lion Champion Akodo Arasou is killed: year 1120

In an attempt to retake Toshi Banbo wo Shien Shite
Rcigisaho, also known a5 Vielence behind Courtliness
City and the Castle of the Lion, a large force of Lion
samurai attack entrenched Daidoji troops. Despite

the valor of Akodo Avasou and his intended bride,
Marsu farmily daimyo Matsu Tsubo, the Lion ace

unable o retake the city from the Crane Clan.
Lion Champion Arasou is killed in the fight
ing. His younger brother, Akodo Toturi, 15
recalled from the monastery where he was
sent years ago and designated the new

Linn Champion. Tespite his impressive
tactical skills, ‘loturi is despised by

Marsu Tsuko, who compares him to
her lost betrothad.

The Three Man Alliance is
formed; year 1121

Following 4 series of minor border
squabhbles in courr, the Scorpion
Clan disparches tacticlan Bavushi
Tomaru to deal with the neighbor-
ing Sparrow Clan. Supremely con-
fident that his farces can defest
whatever recistance the tiny
Mineor Clan can offer, Tomaru is
caught completely off-guard
when the Sparrow are aided in
battle by the archers of the Waep
Clan and the shugenja of the Fox
Clan, baoth of which have held
ings ncar the Sparrow. Tomaru
has no choice but to retreat, Ie

is publicly rebuked by Bayushi
Shoju for his ailure against such
minor vppunents, The daimyo of
the three Minor Clans meer afrer
their unexpected victory and
agree o form a permaneant
alliance against the aggression of
the Seorpion Clan.

Opium War rages in Ryoko
Orwwari Toshi: year 1122

Manipulated by ottside forces, the three criminal opium car-
tels of the City of Lies turn against one another, For weeks;
enLicE [ows ufu'al::lluusua dLE humud ;:Ui“.l Iy th’d.[-ilb- LEIRaE g
under mysterious circumstances. The violence continues
until the Emerald Magistrates of the city hunt down the
responsible parties and bring the opium war to an abrupt hale.

The Darkfever plague strikes the Phoenix lands: year
1123

A solar eclipse releases Oni no Kuzushi from its prison in the
spirit realm afrer two centuries of confinement. While bound
toa I:Drg\ntt:n estate d::p within the Isawa wqodlands, the oni

the use of magic. In the lands of the Phoenix, this proves a
deadly curse and many lives are lost before clever magistrates
locate and destroy the ond.

Pirates plague the Crane-Mantis trade routes: years
1123-11358
Many important shipments between these two clans are lost
at sea to pirates, causing both to question the other’s honesty
and intentions. Aitl‘inugh the lagses are |i511: at firet, Ti'le‘,r'
continue to escalate for two vears until magistrates of the
Empcrcrl: detettnine that a treacherous Lion, Matsu
Shindoku, is the culprit. Shindoku had been
attempting to worsen relations between the
Cranc and the Mantis. This revelation
further damages the relationship berwesn
the Crane sl Livn clans.

The Dracle of Fire prepares to depart
the mortal realm: year 1123
After several centuries ac Oracle, the

Fire prepares himself for ascension
into the Celestial Heavens. His choice
of 2 successor, however, is discovered
by a shocked and outraged Scorpion
Clan; the Oracle has cheosen an eta gil
to teplace hin The Scorpion attempt
o manipulate the Oracle into declar-
ing one of their own the new Oracle of
Fire, bur the plan fails and rhe enraged
Orracle desteoys a large piece of the
Scorpion Clan's countryside. He is even-
tually appessed by a group of industrions
gamurai, howeaver, and balance iz
restored.

The Hare Clan is destroyed:
year 1123

Alter the Scorpion discover thar thei
agent Sushi Yukio was discovered and
slain by Hare Clan samurai Usagi Ozaki,
a Scorplon army under the command of
Bayushi Tomaru arrives at Shiro Usagi.
The castle is destroyed and the daimyo,
Ulsagd O, 15 killed. Tomarn tales Oda's
daughter Usagi Tomoe captive while
Oida’s gon Ozaled disappears with the
Hare ancestral blade. After the
castle’s destruction, the Emperor
disbande the clan upon hearing
sworn  testimony from four
sources of the Hare practicing maho.

e el

Crane Kenshinzsn

The Scorpion Clan Coup: vear 1123
The Scorpion Champion Bayushi Shoju discovers an ancient
prophecy that indicates that the Hantei Emperor will become
possessed by the darle god Fu Lehg Bager to'save the Empire
and under the thrall of the Bloadsword Ambition, Shoju
launches a devious plan to prevent the prophecy by ending
the Hantei line. He secretly places his army throughout
Otoean Uchi, the magsive capital city. Using his friendship
with the Emperor to draw closze to him, Shoju cuts Hantei
HMVITT down in celd bloed, sending his troops throughout
the city to suddenly and brutally seize control. Believing both
the Emperor and his heir dead, Shoju declares himself
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Emperor. Shoju desperately etalls the armies of the clans until
the Crab arrive; as he hopes Hida Kisada will ally with the
Seorpion. The Crab do net, however, and the Scorpion army is
erushed by the combined armics of the clanz Shojuhimselfis
slain in 4 ducl with Akode Toturi, the Champion of the Lion.
Believing the Hantei line to have been exterminated, Toturi
declares himself the Emperor of Rokugan o prevent war
among the clans.

Hantei Sotorii becomes Hantei XXXIX: year 1123
Having been rescued from the Coup by the Phoeniv Clan, the
heir to the throne returns to Otoean Uchi after a rushed gem-
puklu ceremeny His Hrer edict wpon taking the throne is the
dissolution of the Scorpion Clan following their treachery,
and the disgrace of Bayushi Shoju by discarding his remains
on ¢ communal pyre, Akodo Toturi protests this treatment of
an honorable foe, angering the new Emperor. As punishment
for his insolence, the Hantei declares Toturi to be ronin and
removes the Alodo family name from the Lion Clan, The new
Lion Champion Matsu Tsuke yuickly decrees thit anvone
bearing the Akodo name must either swear fealoy 1o the
Marsu, Ikoma, or Kitsu, join the Deathseckers, live as ronin, or
die (either by seppuku or by her own hand). The reverad
sensel Akodo Kage is the single exception to this adict. As an
afterthought, Hantei XXXTX takes Rayushi Kachiko, Shoju's
beauriful young widow, as his bride o end the traitorons
Rayushi line forever.

Yogo Junzo opens the first Black Scroll: year 1123

In anguish over the death of Bayushi Shoju and enraged at the
audacity of the Emperor 1o so dishonor such & man of vision
by destroying his family and clan, Yogo Junzo violates his
clan’s ancient duty and opens the first of the twelve Black
Serolls (see the Day of Thunder, vear 42). The scroll ereates
deadly Wasting Disease that begins to spread across Rokugan,
bringing misery and death to all who contract it. The spell also
transforms Junzn, corrupting him into one of Fu Leng's
unidead servants A short time later, Junzo opens a second
Black Scroll to crafr his base of operations; an Iron Citadel in
the heart of the Shadewlands.

The Naga awaken: vear 1124

Although scouts have been awakening and acrive for nearly
two centuries, it is not until now thar the Maga beain o
awaken in significant numbers. It iz stll a slow process, and
one that will require months to complete, but at last the ser-
pent folk begin to stir from their sleep of ages and mowve
through the world again.

The Lion-Crane conflict erupts into war: year 1124

The conatantly worsening conflicts between the Lion and
Crane along their shared border explode after a pair of mas-
sive battles, The ancient rivalry between the clans is manipu-
lated by Bayushi Sozui and the traitor Kitsu Goden, whe inst-
gate the Butle un the Plains of Gaiju Shindai and the Barde of
the Forgotten Tide, Both bartles are worsened by Goden
unleashing the vengeful spitits of Toshigoku to possess the
bodies of mortal warrinrs. Foreanately, a small hand of samurai
discover, expose, and defeat the two befare theit foul plan can
corrupt all of Rokugan. The Linn and the Crane stand down
from thear hattles for a few short months before eventually
escalating once again.

The Hare Clan is reborn: year 1125

Following the heroic efforts of Usagi Ozaki and his compan-
ions ta clear the Hare clan's soiled reputation, the Einperor
teinstates the tiny clan’s holdings and fainily name. Though
their castle lies in ruins aud imany yet look upon the Hare with
suspicion, they are a clan once more. The Hare begin the long,
painful provess of rebuilding,

Preparation for the Clan War beging: year 1126

With the mysterious Wasting Disease raging across Rokugan
and apparently affecting even the heirless Emperor, the Great
Clans of the Empire prepare for inevitable conflict. The Lion
mass for war against their ancient enemies, the Crane. The
Crab break their vows by forming a dark alliance with the
Shadowlands, Crab Champion Hida Kisada believes that he!
can use the Shadowlands as a wol 1w seive control of the
Eupire for himsell; afierwards using his power t crush the:
Shadowlands once and for all. Late in the winter, the Crab
army begins its march north.

The Badger Clan falls; year 112¢

When Emerald Magistrate Kaiu Osuki travels to the northern
reaches of Rolugan to deliver an Imperial edice, he discovers
that the strongholds of the Badger Clan have been destroyed,
A monstrous oni, summened by unknown parties, has slin
virtually every living being within the northern mountains.
The great beast is evenmually desteoyed, but at a preat cose the
Badger Clan is all but extinct. Due to the Emperor’s failing
Ligaltly, the name and Minor Clan status of the Badgerare
never formally remaved.

The Asako Henshin are exposed: year 1126

Manipulated by the dire Kuni Yori, the familics of the Fhocnix
Clan fight amengst themselves while the Empire begins to
Eall inte war around them, Using the insane Asako Oyoasa
paven, Yori demonstrates the secrets of immortalicy held by
the Asake Family to the jealous Isawa, ensuring that the twy
families will spend the next few months completely occupied
with their centuries-old tivalry and not the machinations of
the Craby Clan,

The Elemental Terrors are created: year 1126

Coming together in an unprecedented meeting, the Dark Ori-
cles of the Shadewlands combine their incredible power o
corrupt the very essence of the clements themselves, creating
massive elemental creatures of pure Taint: the Elemental Ter
rors, The Tervors arc responsible for the destruction of the
territory belonging to the Crippled Bone wibe of Nezumi,
sending the creatures north toward the Grear Wall where
news of the Terrors' creation reaches the Hiruma scouts.




The Battle of Beiden Pass: year 1127

As an envemous furee of Cral and their Shadowlands allies
moves noreh through the Empire, it sacks several cides in the
Crane and Scorplon lands. Intent on seizing Beiden Fass and
crippling the Empires rrade toutes, the Crab are surptised 10
discover a massive army awaiting them. Led by the disgraced
tonin Toturi — once Lion Champion Akodo Toturi — the
atmy s comprised of Tragan Clan traops, many ronin, Tni-
corn cavaley, and a small force of recently awakened Naga
seouts. The bartle iz brutal, bue in the end Toturi's superior
tactics win the day against Hida Sulune and Hida Yakame.
The Crab are driven south. Toturi pulls his forces away and
departs north, leaving the Unicorn to control the Pass. This
battle is widely regorded as the true beginning of the Clan War,

The Phoenix open the Black Scrolls: year 1127

After the Master of Earth Isawa Tadaka returns from the
Shadowlands with a Black Scroll stolen from Yogo Junza, the
Elemental Masters decide to apen all four of the foul artifacts
in their possession in hopes of better nnderstanding the
threat posed by the Shadowlands. Only Isawa Kaede, the
Master of Void, refuses to participate, certain that this cotirse
ol action could lead only to disaster. With Kaede absent, the
remaining Masters open the four Black Scrolls, paining much
knowledge. Unfortunately, the corruption of the spells runs

Tampant 1:!11'01.1511 their bodies and spitits, in.fc-:ti.ug cach of -

them with the Shadowlands Taint.

The Second Day of Thunder: year 1128

After o years of war throughout the Empire, the clans finally
unite agginst their common foe: o Leng. Marghaling rheir
combined forces outside Otosan Uchi, the Great Clans join
forces with Yoritoma's Alliance, the Brotherhood of Shinsei,
and the Maga 1o engage the huge armies of Shadewlands crea-
tures surrounding the city It is an epic bartle, larper than any
gince the dawn of the Empire. Many heroes are lost, but many
threats to Rokugan are destroved forever, Within the city walls,
the descendant of Shinsci leads the Seven Thunders to face Fu
Leng, wha has possessed the body of Hantei XXX, The
Emperor duels with Dragon Champion Togashd ¥okuni, who
reveals that he is in fact the KamiTopashi. Fu Leng slays Togashi
and then wens w finish off the others who dare face him.

Hida Yakamo, Doji Heturi, Miramewe Hitmi, Toiuc, Iswa
Tadaka, Bayushi Kachiko, and Otaku Kamoke confront Fu
Leng, Weakened after his fight with Yokuni, Fu Leng neverthe-
less mortally wounds Tadaka and Hoturd before he is blinded by
a vengeful Bayushi Kachiko Taking advantage of their foes
hlindness, the dying Hami slices despinto the dark onels chesr
while Toturi claims Fu Leng's head with 4 single strike of his
siword. The darle god is at lact defearsd:

Corenation of Toturi I year 1123

Aftera bitter winter attempting to rebuild the Brnpire, Totur
Lis crowned Emperoe of Rukugan, Master of the Chrysanthe
mum, and Lord of the Seven Hills. His coronadon is blessed by
the appearance of Lady Sun hovering above Orosan Uchi fora
Full day, which all apree is Amaterasu’s suppott of the new Son
of Heaven. The conversations berween Toturi and Shinsei's
descendant rver the winret are reanseribed by Tsawa Osugi and
compiled as the New Lo, ‘loturik first edicts a2 Emperor are ta
rebuild what was lost during the Clan War, and to detail the
duty of each of the clans to the Empire. To symbolize the
Empire's defeat of the Darle Lord, a new throne of jade is crafted
tor Toturi I, and Rokugan becomaes konown ag "The Jade
Empire

Banishment of the Togashi: year 1129

Hitowd, whi cast off her Mirwoeoro family neme shortly after
the Day of Thunder appeass from the mountains ac last, She
renames Kyuden Togashi to Kyuden Hitomi, and commands
those with the Togashi name to swear fealry ro her name. The
alrernatives are banishment or death. Some Togashi swear
fealty to Hitomi, taking her name, but most flee the lands of
the Tiragan or are execured for treason by their new Cham-
plon or her enforcers Those who escape are given refuge by
the Brotherhood of Shingei, az many of them are already far
from Dragon lands working side-by-side with the monks.
Among the banished iz Togashi Hoshi, son of Togashi. Hoshi
uses his long-standing ¢lose relations with the Brotherhood to

help accommodare the exile of his family, and begins to gather )
the former Togeshi

Falcon Clan absorbed by the Crab: year 1125

After an unknown mahao-tsukai rirual opens 4 rife ro the spivit §

world, many members of the Falcon Clan are possessed by
ghuten doji. Althangh the ritual is reversed, many Faleonand [
peasants are killed, leaving the clans lands in disarray. Acting §5
oh authorization from an Imperial shildken (one of the |
Emperors peacekeepers), the Crab Clan formally absorbs the
minot clan with the blessing of the Falcon daimyo. In time,
the Falcon become the Toritaka family of the Crab,

MNaga at the Wall: year 1123

In the wake of Fu Leng’s defear, the Crab and Naga move o §
end the thréat of the Shadowlands forever. While Kalu engl- §
neers spend most of the year rebuilding the Kaiu Wall (which
wag severely damaged during the Clan War), the Maga work
with Crab generalsand senser to combar the Shadewlands.

The Maga leader, the Qamar, pledges that every Naga that is

able will strilee out against the Shadowlands with their new
Crab allies when all are ready As the Crab had been forced o
spend their resources on rebuilding, plans are laid For an
assault in the spring of 1130,

Crearion of the Monkey Clan and founding of the
Fuzake: vear 1129
When Toturi offers the position of Captain of the Imperial
Guard o his loval follower Tolo, Toku respectfully declines and
confesses that he is not 4 troe samural. He ig, in fact, a peasant
wielding a katana taleen from a dead handit years ago. 'Uhe hirav-
ery and honot Toku displayed during the Clan War leads Toturi
not only to pardon Tolru for his crimes and offer the position of
Captain of the Imperial Cuard a second time, but to bestow
Minor Clan statug upon the voung samurai and his followare.
Shortly thereafter, 2 remarkable Yasuki named Garou (who
had become a loyal follower of Toleu during the Clan War) is
alse granted the Fuzake family name. This is mostly duc to the
sponsorship of the Doji, whe found his tiveless efforts to tend
the wounded and bring humor to the Empire during the war
inspicing, Fuzake Garou swears Fealey to Toku and joins the

{ledgling Monkey Clan,

Opening of the Phoenix Gates: year 1130

Afrer sutfering the highest loss of life during the Clan War, the
Phoenix clan {led by Clan Champion Shiba Teubune) strupplec
throughout the first year of rebuilding due to lack of man-
power. The Grand Master of the Elements, Naka Kuro, pledges
his aid in helping the clan rebuild, swearing fealty to Lady
Tsukune. With Kuro’s help, and Tsukune’s offer of fealty to any
shugenja that proves himself or herself worthy, the Phoenix

“slowly begin to reclaim their place in the Empire.
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Death of Hida Kisada: year 1130

His health failing since being wounded by Fu Leng in the
Clan War, Crab Daimyo Hida Kisada finally loses his struggle
against death niear the end of the winter. Though some see
him 4s & traitor against the Empire for attacking Otosan Uchi
during the Clan War, others {including Emperor Toturd) have
vome 1o understand his actions; In g luneral led by his son
Yakamo, Kisada is given the funeral pyre of 3n honorable
samural. In thanks for his invaluable aid in planning the
assatlt on Fu Leng’s forces on the Second Day of Thunder,
Kisada is granted minor Fortune status by Toturi T, and is now
and forever the Forrune of Persisrence.

Crab assault the Shadowlands: year 1130
Treparations complete, the Crab and Naga combined
forces march beyond the Wall into Tu Leng's Realm,
Inital combat brings remarkably light casualties
for the Crab and Naga, and the beasts of the
Shadowlands seem unprepared for such i laree
invasion party. With the assaule underway,

the Naga and Crab army forges lis wayv o

lost Hiruma Castle to reclaim the
ancesrral home lost centuries
agn

Disappearance of Toturi I
year 1130
The new peace of the Enipire is
shattered when the Emperoc's
chambers are found ruined, with
blood staining Toruri's bedcloches.
A thorough search of the enrire clry
of Otosan Uchi rurns up clues impli-
cating the Scorpion.

in the ahsence of Emperor Taor,
his liewtenant Takuan assnmes the
position of chancellor of Bolougan.
Bound by the tenets of l'mP-Et:iu]
Law, he commands Toshimoko
to convictthe Scorpion. The
Emerald Champion shows mercy,
and orders their exile to the Burn
ing Sands instead of their deaths,
To ensure that none of the Seot-
pion's famed ninja will retaliate

and climbs Eyuden Hitomi. The darl lady of the Dragon Clan
greets the Maga with open arms, as if he were an expected
gucat, The Kazaq soon emerges from Kyuden Hitomi with
mystic tatboos, severed from the Akasha forever

Maga abandon the Crab: year 1130

The retaking of Hirtima Castle complete, the hanners of the
Crabonce again fly upon the parapets of Shiro Hiruma, As the
Crab forces move to regtore order to the ruined cagtle, 2
sudden shift in the Naga's attitude is apparent. Some Naga
comment that their Alisha has commanded them, and the
Maga quiclly and silently withdraw from the land, The Crab,
unsure exectly what has occurred, ean only wetch helplessly
a5 their allies abandon them to stand alone, deep in the temi-
tory of the Shadowlands, Scouts are quickly dispatched to the
Kaiu Wall urgently requesting more soldiers and supplies, but
none of the messengers make it to their destination.

siege of Hivuma Castle: year 1130

The forces of the Shadewlands surround the Crab
now deeply entrenched in the ruins of
Hiruma Castle. The oni, goblins, and
trolls toy with the samuraj,
lenowing thet help fram the
Empire will be s leng time in
coming, Only the brave Third
Whisker Nerumi, who bring foad,
water, and jade through the tunnels
beneath the castle, give the Crab the

slightest hope for survival,

Muantis, Scorpion and Crane rela.
tions: year 1131
Citing their charter from
Emperor Toturi, the Mantis
eluim the right to tax end ruless
regent over ‘unaligned lands"
including the now-empty
provinces of the Scorpion. Very
feww in the Empive knew chat the
Scorpivn have bagained wich the
Manris Champion, Yoritomo, to pro-
tect the Scorpion lands unril such
time they can reclaim them from
their exile. In order to seal the

against the Empire, Toshimoko ﬁ hargain, Bayushi Aramarn, the
Grderiall chbildien ol the Scai Adata Chgata, most respected member ofthe
pion clan under the aze of 12 w Uacorsn Clan Khan Scorpion nexe to  Hayushi

become the foster children of

Crane houses. The Scorplon children become Insurance
agzinst their clans disobedience. Shortly afrer pronouncing
his judgment, Kakita Toshimolo pens his final haikn standing
upon a cliff near the sea. The Emerald Champion's armor and
swords are found on thar cliff the nevt dawn, along with a peri-
ton to the Formunes o forgive him Eor his failure to his loed.
In the absence of both the Emperor and the Emerald
Champion, ShinjoShirasu leads the EmeraldMagistrates and
attempts to uphold the law of the land.

Having thus faked his death, Toshimolko disguises himself
s 8 tonin and wears a mask at all times e he beging a search
for the truth, Toturi’s lieutenants Ginawa and Matsu Hiroru
also set out in search of their lost master,

The Kazaq visits Kynden Hitomi: year 1130
Led by a dream, the son of the Qamar leaves the Shinomen

Kachiko, fosrers his only son to
the d:im}ro of the Mantis. Bwus]‘ii Aramasu, Aramoro’s son,
areives in Mantiz lands holding Yoritomes "payment” for the
allinnce — Scorpion maps of Rokugan, and other secrets the
Mantis Champion demanded to further his power in the
Empire.

The Mantis are cacorted through Crane lands by Crane
Champion Doji Kuwanan and hisarmies. As Yoritomo reaches
the Scorpion lands ar the head of his ammy, he turns to thank
the Crane for thelr asslstance, but {inds Kuwanan has lald his
wwn plans for the Scorpion provinces. Thinking w wse the
Scorpion children as 2 way to cluim the lands for his own,
Kuwanan ambushes Yorlromao's forces once thelr arrangemenr
{for Kuwanan to guide Yoriromo to the Scorpion lands) has
been fulfilled. Yoritoma, caught completely unprepared, is
forced to withdraw.




Though he does not realize it at the time, many ol Duji
Kuwanan’ acrions are due to poor advice fTom impersonators
dispatched by the Lying Darkness to cause strife and chaos in
the Empire. This battle thus marks the start of the “War
Against the Shadow”

Maga and Monks attack the Dragon: year 1131

The purpose of the Naga disappearance becomes clear when a
massive Maga army la}'.s siege to the lower Dragon provinees,
Three minor strongholds ave destroyed before the Maga are
Lialeed Ly a sudden emergence of representatives of the Broth-
erhood of Shinsei. These munks, comprised wosily of Toomer
Togashi ise zumi, parley with the Naga in whac is thought will
be 2 swift end to the Nagas sudden and confusing arrack, How-
ever, only days later Togashi Hoshi himself comes 1o stand
beside the Clamar and continue the attack on Dragon lands. It
is notable that Mirumoto Daini, Hitomi’s own brother, chooses
to side with the Nags instead of defending his sigrer. The war
continues, with the Dragon responding slowly due to the lack
of organization within the leadership of the clan. It becomes
quite clear within weeks of the fighting, howewver, that like
Hitomi, Hoehi has mastered the are of creating ise zumi,
bestowing tatteos of powsr among their tellowere. Like
Hitomi's follewers, Hoshi's monk acolyres take his name.

Test of the Jade Champion: vear 1131

In an effort to hold together the crumbling peace of the
Etnpire, the Seppun and Otomo call the first Test of the Jade
Champion in centuries. The post of the Jade Champion has
long since been defunct, az itz mandate to regulate spelleraft
and hunt mahe throughout Rolagsn was seen ag an affront to
the Phoenix clan's power. Bach Crear Clan sends shugenja to
claim the prize. The Championship ends with the defeat of the
Unicorn's luchi Earasu, called “The Doomseeker," by the Lion
Clan's Kitsu Oliure. Bumors persist that Olura’s power is owed
to a dark ally, though the Lion shugenja is swarded the pest,

Lion march to the Wall: vear 1131

Without explanation, Lion Champion Thoma Tsanuti gathers
alegiom of her mast loyal soldiers and sets off to the southwest
of Lion Jands, directly toward the heart of Crab terntory. The
move surprices those Teanuri leaves behind, including the
newly initiated Jade Champion and Matsu family daimyo
Mateu Ketsui. The Unicorn, in an attempt to prevent what
appears to be an attack on the weakened Crab, demand an
explanation that the remaining Lion cannot give, Combined
with the growing reports of mahe and other foul activities in
Lion lands; ranking Emerald Magistrate Shinjo Shiresu
attempts to investigate deep into Lion lands, only to be inter-
cepted and forcibly escorted back to the Lion border

Defection of the Agasha: year 1131

Dutraged by the actions of their Champion, Hitomi, the
Agasha argue among themselves until a clear majority
emerges: they wish to leave before they are exterminated like
the Togachi. Daimyo Agacha Tamori refuses to allow the
Agasha to leave the clan. However, Tamori's student Gennai
offers to talee any who wish to follow him to the Phoenix lands
to kncel before the sword of Shiba Tsulune, Within the weelr,
fewer than a dozen Agasha stand with the Dragon clan.
Agasha Gennai is rewarded by Naka Kuro with a position on
the Elemental Council as Master of Air:

Shiujo Morito leaves Unicorn territory: year 1434

With the objective of carving vut a destiny of his own, the
ambirious Unicorn Shinjo Morito gathers @ group of like-
minded bushi and stakes 2 claim 1o lands once occupied by
the Phoenix. As the Phoenix no longer occupy those lands,
noritn holds, they no longer can protect them in the
Empetor’s name. Thug, by vight of his superior ability to main-
tain and control them, they are his. The Phnenix disagree, bur
the strong defenses Morito has already constructed lead them
to abandon the matter for the mement.

Rescue of Emperor Toturi: year 1132

Totwri Tis [luund shackled and beaten in the ruins of Mori
Kage Castle by Unicorn scouts: The [oeest and the castle are
filled with apparirions of ghoses and shadows, which the Naga
call The Foul, The teurth later becomes apparent Towurd I was
held captive by the Lying Datkness 1o encourage the Empire
tor fall into chaos. The Unicorn, led by Oraku Kamoko, bring
the weak and sickened Emperar to Otosan Uchi, igniting a
small flame of hope in a darkened Empire

Imperial Ldicts: year 1132

Captain of the Imperial Guard Toku is commanded to take the
Munkey Clan and end the fighting in the Dragon mountains
by attacking the Waga, Toturi then comuands the Unicorn
magistraces o force the Lion to answer for their crimes in his
absence — the rumors of maho have proven correcr, and the
Jade Champlon himself had raleen a hand in corrupting the
heart of Lion lands. Lastly, Toruri breaks with rradirion by
taming the Emerald Champion without a tournament.
Seppun ‘loshiken, o pradigy with the hlade and illepitimate
gon of Kakita Toshimoko, is given the swords and armaor of the
Emerald Champion.

Shottly after his return, Toturi begins a cleansing of the
Imperial City, summarily executing anyone he deems to be s
"Kolat" on even the loosest evidence. Among the slain is Isawa
Osugi, author of the New Tao. The former chancellor, Takuan,
is horrificd by his lord's actions and commits seppulu in
protest,

Storms over Matsu Castle: year 1132

By the command of Toturi 1, the [Tnicorn engage the Lion
near Shiro Matsu. The Lions corruption hecomes clear as oni
talce the field beside Tainted bushi and shugenja under the
command of Kitsu Qlura, Marsu Ketsui, and Kitsu Motso,
The bartla iz tierce, and the oni that bears Okura's name
slaughters a hundred Battle Maidens single-handedly,
The Unicorn are defeared, but the Lion's power iz severely
crippled.

Mantis Siege of Phoenix Lands: vear 1132

Unce again seeking to expand his power, Yoritomo lays claim
to the lands of the Phoenix, claiming they are far too weak to
maintain their provinces. The Mantis hape to quickly take the
Phoeniv under their mercy, bur Shiba ‘Taukune views Yorit-
omok movements ag an act of war and responds accordingly
Still, the Phoenix are nowhere near as combat-ready as the
Mantie, and Yoritomo's forces slowly torce their way deeper
inte Phoenin territory. It is later concluded that Yoritome's
brash actions ate the result of advice from shape-shifting
minions of the Lying Darkness posing as trusted advisors.
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Gift of the Emperor: year 1132

Toturi I holds a contest to win a boon from the Tade Throne.
All clans are invited to attend, and the winner of & single-
combat tournament will be awarded # favor [rom the
Emperot The clans, who receive une entry apiece, artempr o
use the Emperor’s gift as a way to gain an advanrage as the
whole Empire is engulfed in war. In the end, the winner is
revealed to be Bayushi Aramoto in disguise as a ronin, who
was able to enter and win through assistance from the Dragon
Clan. Aramoro requests thar his clan be permitted to retake
its lands, and the Scorpion are restored to their place in the
Hmpire

Crane Civil War: year 1132

Driven by the voice of his ancestor, Daidoji family daimyo
Draidoji Uji leads trowps away [tom Clan Champion Doji
Kuwanurs comimand and toward Shiro no Yogin to reclaim i
in the name of the Crane. This creates a division in the Crane
which turns into ourrlght war 45 the bushi of the clan are split
berween thelr loyalty to the two lords, The fighting continues,
and the resultant dishonor and shame sventually canses the
Great Sea Spider to wake from its slimber near Colden Sun
Bay, Unce again, shape-chifters are later blamed for miscom-
munication between the tweo Crane legders,

Death and rebirth of Hida Yakamo: vear 1132

Afrer escaping Hiruma Castle in search of reinforcements
Crab Thunder Hida Yakamo is captured and slain by the
Shaduwlands. Ikoma Tsanuri's Lion forces assist in launching
1 second assault towards Hiruma Castle, and the combined
might of the two clans delivers a quick and easy vicrory, Hida
Yakamo's body is recovered, but is seized by the Nags as they
appear from the forests nesr Crah provinces. The Naga use an
ancient artifact fo restore life to Hida Yakamo and merge his
sonil with the Alasha — the Naga oversoul — in order to
atone for the damage they caused to the Crab by leaving
Hiruma Castle, Though many Crab etill consider the Naga
unreliable traitors, Yakamo assures his people that only by
working alongside the Maga can the Lying Darliness and the
Shadowlands be defeated.

War in the Heavens: vear 1132

The main force of the Scorpion reaches the Empire an the
heels of Bayushi Aramoros victory in the Bmperors tourna-
ment. Leading the Searpion is the Kami Shinjo herself, freed
from imprisonment in the Burning Sande. Shinjo's arrival
brings further chaos into the Empire az she personally exe-
cutes hundreds in her own Unicorn Clan, revealing them as
agents of the Kolat, With the aid of the Scorpion, Shinjo also
learne of the presence of the Lying Darkness in Rokugan, and
ite control over Emperor Toturi. Shinjo sssembles combined
forces from all the clans to assault Orosan Uchi, which has
grown bleak and shadowed since the return of Toturi.

At the same time, the Maga reach the base of the mountains
where Hitomi’s last fortress stands, During (e attack, the dark
influence of Onnotangu (roin within the Obsidian Hand
leads Hitwmi w inadvertenily release Shosuro from her crys-
tal prison beneath the castle. Laughing triumphantly as he
sees his dark mistress succumb o temptration, the Tainted
Dragon Kolulin steals Togashi’s daisho. Shosoro also vanishes,
Ieaving Hitomi alone with her failure,

By the time Hitomi realizes what has happened, it is too
late. Her mind 18 now clear of dark influences, and with this
elanty romes a realization of how to unde the dumage she has
wrought. She sees the entire existence of the Lying Darkness

laid out before her She witiesses the day when Onnotangy,
Lord Moon, hid the Shadow’s existenice from his spouse the
Sun. She sees the Shadow’s subrle influence in the dearth or
downfall of each of the Kami, She sees the slow growth of its
power throughour the hisrory of the Empire. She lnows that
only an enemy of equal power will have the strengrh o defeat
it. She determines to challenge Tord Moon himsalf, for in
dning so she will nat only call him to task for hic allisnce with
the Darkmness but, if she succeeds, gain the power she needs to
defear the Shadow itself

Putting her plan into action, Hitomi assembles several pow-
erful artitacts born of the power of the Moon, Calling Onno-
tangu from the Heavens, she challenges him to personal
combat, Eager to crush the upstart Hitomi (and to reclaim the
Ohbgidian Hand from her) the Moon answers Iitomi's chal-
lenge. With the powerful arcifacts of Onnotangu and the
wisdom of Togashi on her side, Hitomi is triumphaie, and
slays the Moo,

Meanwhile Takuo, Acolyie of Fire, faves o champion of the
Moo in single combar in Oroszn Uchi, Though the duel
seems hopeless, Takao reaches enlightenment during the
bartle, defears the Champlon, and breaks the Shadow's contml
over the ciry. Takao thereafter bears the ritle "Mastet of Fre”

Shortly after thiz event, Totur s spirited away to Phoenix
lands by Isawa Kaede, now Oracle of the Void.

Twenty-Scven Days of Darkness: year 1132
With the death of Lord Moon, Amarterasu flees from the
Celestial Heavens. Angered that the mortal descendunis of
hier children have betrayed her by killing Onnotangu, she
takes the Ancestral Swonds of the Clans and scarers them o
the heavens, Rokugan is shrouded in rotal shadow, increasing:
the power of the Lylng Darkness renfold. It soon becomes
clear thar even Onnotangu himself was only a pawn, and even
this was part of the Darkness plan.

Hitomi beging 2 grear quest, crossing the entirety of Roku-
gan in 27 days. At the end of the quest, she arrives at the

Shrine of the Three Sisters, who help her discover her true

destiny. Hitomi ascends into the Celestial Heavens to Hll the
void left by Onnotangy, and becomes Lady Moon,

_ Arthe same time, Amaterasu commits jigai (the seppuku of
noble women). Hida Yakamo appears, led to her pain by his:
link to the Alishs, snd becomes her second, He azcends into
the heavens as Lord Sun,

Loss of the True Tao: year 1132

The Tao of Shinsei is stalen by the Kalat i an attempt to protecr
it from the Shadow Some within the Kolar plan to revise the
lao, but others heartily disagree, Half of the True Tao is givento
Daidaji Relai by a traiter among the Kolat, but the other halbis
intercepted by the Lying Darkmess and presurmed lost.

Loss of the Thoma Histories: 1152

A suldilen attack by the Lying Darkness leaves the grear hisw-
ries of the koma family lving in ruin. With the Empites past
lost, the Lion historlans can do Lintle but attempe to pick up
the picces.



Reunification of the Dragon Clan: year 1132

Togashi Hoshi claime leadership of the Dragon, restores the
Togashi to their rightful place, and brings theee who swore
fealty to his name into the Dragon Clan. Learning from
Hitomi’s mistakes, Hoshi begins preparing the Dragon for the
coming conflict with the Lying Darkness.

Oblivions Gate Opens: year 1132

Several reports of the physical incarnation of ancestral spitits
arise, pointing to the crumhbling of the harrier between
Mingen-do (the mortal world) and various other Spirit
Feabme, In Volturnum, where Oblivions Gate opens to the
Rift between Jigoku and Yomi, Ginawa and Matsu Hiroru find
the Tenth Kami, Ryoshun. IF his strenpth should fail, it would
ellow the Tying Darlness to begin to assaul Yomi itcelt — the
Realm of the Blessed Ancesters  bleeding the past into
Nothing. Despite the hopeless battle,

Ryoshun stands alone against the Dark-

ness and its assault upon the Spirit i
Realins. by

)
Mantis repelled from Phoenix / i .
Lands: year 1133 Retliorg Bestos
The Mantis, after holding the /

Phoenix provinees for halt a
year, are finally broken by
the gur:rri“a attacks of
small Thoenix bushi and
the magic of their Ele-
mental Guards. Yoritome
is offered the Jade
Throne by Shinjo, but
the Mantis Champion
refuses, claiming thar he
will never be the pawn of
the Kami.

Death of Toturi I

year 1133

In 2 lucid moment, Toturd
breaks free of the control
of the Lying Darkness, He
realizes that if Darkness
were to take the soul ol an
Emperor, the soul of the
Emplre irself would be forfeir,
In a hasty ceremony, Toturi mar-
ries Taawa Kaede. He then commits et

seppuki — denying the Lying Darkness his snul

and leaving as the leader of Rokugan rhe one personit cannot
touch: the Cracle of the Void.

The Battle of Oblivion’s Gate; year 1133

Their euewy now plain for all to see, the forces of the Empite
marshal under the guidance of Towuris general, Saigorei. As
the Lying Darkness arempts to unde all of coeation by turning
the land of the dead into a lost memory, the forces of Rokugan
assault the armies of the Lying Darkness and the Shadowlands
i the roins of the troll city Voltutnum, The bartle Is fierce,
and the boundaries berwesn the Spirie Realms crumble. Spir-
its from Yomi and Toshignku emerge in great numbers, and
mate than one hero from Holougan's past crosses Oblivion’s
Gate to battle the enemy. One such man is the Emperor

Sll'_'L'P.

himself, Toturi 1 — free of the Shadow’s grip on his soul.
Many die, and the Air Deagan allows ieself o be consumed by
corruption so that the Master of Fire, lsawa Hochiu, may
reach Goju Adorai, the master of the Darkness. With the aid of
a Shosuro actor, Hochiu strikes the killing blow and destroys
Adorai,

With the loss of Adorai, the Lying Darkness becomes weak
enough that it can be named, Lady Moon gives the Darkness
the name “Akodo,” which not only destroys the Darkness but
releases a large number of lost Akodo renin previously con
swmed by it {and now amnesiac) The shatrered Goju and
Minube minions of the Darkness flee to plan their vengeance,

Moto War: year 1133

While the Clans fight the Living Darkness at Oblivion's Cate,

the Moto tamily of the Unicorn engages in ite own war.
Shinjo's return brings the nomadic Moto from the

Burning Sands, who ride beside their cousins of

ow Beolugen s they meet the Dark Moto of the |

e, Shadowlands in combar. The Dark Moto are led

Y

sacrificed her own honor to lead the cor
rupted Unicorn to destruction. The feree
tactics of Khan Moto Gaheris crush the
undead Moto, unifying the line of the
Moto once and for zll,

Shinjo departs: year 1133
The Kami Shinjo leaves the
meortal realm to return to the
Celesrial Heavens. She places
Mota Goheris in command of
the Unicorn Clan, as she does
not believe that those who bear
her name have disposed of all
Kol influence, Unicorn Thun-
der Oraku Kamoko is ser
among the starsby Shinjo,
PP In honor of Kamoke's sac-
% tifice the Oraku family
¥ changes its name to
Utaku, as 2 reaffirmation
of their vaws o Shinjo
and so that Kamoke can be
the lagt Battle Maiden to hold

the Otalou name,

Rebuilding the Empice; year 1134
After suffering two extended periods of war
within ten vears, the Empire once again turns ro rebuilding as
Emperar Toturi reclaims his throne,

Spirits Walk the Earth: year 1134

Before Oblivions Gate is scaled, countless spirits make their
way from the spirit realms into the land of the living, Some are
able to adjust to living in an era far beyond their own, but
many (particularly those who escaped Toshigoku) artempt to
renew old schemes aud vendertas.

Gift of the Naga: year 11358

Betore the Naga enter their slumber once again, they give a
great golden pearl to the Unicorn, In exchange, the Unicorn
swenr to defend the Shinomen Forest during the Nagas great

by none other than Otaku Kamake, whe has §0
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Birth of Toturl Tsudao: year 1138

The first of Toturi’s children, Tsudao quickly shows an aptitude®

[ Lot single combae and large-scale tactics. She memaorizes
the Book of Sun Tao and Akodo’s Leadership by the age of six.

Fall of the Alliance: year 1137

Since the death of Yoritomno during the Battle of Oblivion's
Cate, the Mantis Clan has slowly lost power and influence
ameng the Great Clans, Even with the assimilation of the
Wasp and Centipede Clans, the Mantis is not what it once was.
With no conflict to unify Yoritomes fovmer alliznce, the orher
Miner Clans gradually withdraw their support from the
Manris Clan. By this puint in time, the Manris once more
stand alone,

Birth of Toturi Sezaru: year 1137
Toturi’s second child is born under signs of great fortune. The
boy’s hair becomes white shortly after birth and his aptitude

for magic study surpasses even his mother's at the same age,

The War of Spirits begins: year 1138

After years of preparation and monitoring the political cli-
mate of Rolcugan, the returned spirit of the Steel Chrysanthe
mum, Hantei XV, demands that the Jade Throne be ceded 1o
him. Toror refuses, stating rhat the Hantei dynasty is dead,
and the blessing of the Heavens is upon himself and his line.
With the power of most of the reborn spirits and the assis-
tance of the spirit of Hida Truneo (who has Followed his
Emperor even beyond death); Hantei XV declares war upon
the Empire to claim the throne for himself. Thus begins a
leng, slow war of attrition berween the armies of the living

and the dead.

Blrth of Toturi Nasern; year 1139

Toturi’s second san 15 born shortly after the beginning ot
the War of Spirits. Naseru is easily the most intellectual and
serions of his children.

Ox Clan founded: year 1145

After proving his valor in combat against Lion spirit armies
attacking Shiro Tuchi, Emperor Torurl validates Shinjo
Morito’s claim w the lands he and his followers have occupied
{ur the last fourteen years, Morito immediately gives several
expensive gaifin artlfacts to the Phoenix asa gestore of friend-
ship 1o cushion the loss of their land, Thus the O Clan is
born.

Phoenix Children kidnapped: vear 1150

With the War of Spirits turning decidedly in Toturis favor,
Hantci XV retreats to Phoenix territory. With the help and
advice of the Tainted Dragon Agasha Tumod, Hida Tsuneo kid-
naps the children of the Phuenix clan and murders Isawa
Tacruko's dauglier, Yaruko, as an example. The Phoenix
grudgingly agree to assist Hantel XV1.

Devastation of Beiden Pass: year 1150

The end of the War Against the Spirits comee when the major
ity of the spirit army is led into Beiden Pass, With the assis-
tance of the Phoenix, a cadre of Scorpion shugenja collapses
the pass upon the spirits, destroying most of the spirit Hanteis
arrmiee.

The Treaty with the Spirits: vear 1150

The bulk of his forces gone, Hantei XVT enters into negotis-
tions for peace with Toturi I. Thaugh the Empire eould easily
ctush the remaining spirits, Toturi shows mercy upon them;
they may renirn ta Yomi in peace by hurling themselves from
what 18 now called the Leaping Place — a clitt overlooking the
sea-near Otosan Uchi As part of Hanteis treaty, Toturi’s child
Naseru takes the Hanrei name and iz fostered in Hantei XV
home in Otosan Uchi. As a further concession, Toturi grants
the Tamori name te the descendants of Agasha Tamori, whe
disappears shortly thereafter,

Creation of the Grear Crater: year 1150

With no way left through the Spine of the World Mountains,
Lord Sun takes pity upon Rolugan and hurls fire from the sy,
creating a passage near the Seikitsu pass: the Great Crater,
Though most of the crater is rocky and impassable, the Uni-
corn soon clear a enitable pass through it. They alse discover
an underground tunnel leading through the Seilitsu, s runnel
Eilled writh ruing and artifacts from sn ancient civilization
This fact they keep to themselves,

The Imperial Bastard is revealed: 1155

Toturi’s liaizon with the peisha Hatsuko hefore the Clan War
resulted {n a child; Toturd did nat knew of his offepring until
Kaneka is announced in Ryoko Chwari. His claim is supported
by several sources, and the Aliodo offer the boy fealry. This
causes o distirhance within the courts, a5 Kanela is now the
Emperor’s eldest child. Toturi himsell never officially
acknowledges Akodo Kaneka as his son.

Dieath of Totuxi 1: 1158

O a visit to Scorpion lands {possibly ro visir and acknowl-
edge Kaneka in Byvkoe Owari), Bmperor Toturi T is slain in
combar with a force of Shadowlands creatures. The oni
responsible for the Emperors death is of o hreed never ceen
before, and escapes before the Seorpion rout the beasts and
tecover the Emperar's body Empress Toturi Kaede disappeats
shortly after taking the throne, leaving the Empire with no
designated heir,
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he so-ciem o r_hg Emerald Empire {57 camplex 'P-foh of
poligical organ!xnt:uns and varisusiother social

groups: While the Greatand Minor Glans ageicertainly.

the'most: pmvetf’lll. erguizations in the Empu.'a, they

are not the only forees ot work, Emerald Magisteates and

Imperial Magistrated exfa rob the Empe"mr < Jave, their
authority extending across provincial boundaries. The
pracebul followers of Shinsel are as widcspread oz any other

political group, and are far more organized than'taany. From

e shadows, groups with more sinister goals, Sm;h as Ilw
Kolat, the Bloodspeakers, and the ninja watch the pmg;ess
of the Empire with 3 jeslous eve,

Shile the WPC Frarseics provided with uach g,mup ire
mainly for the D’s lnfurmaticn;hackmund on these
groups may prove useful for the ph‘grers aswell The Br'lpth
athnad of ’Ehmqﬂ, Imperial Legions; Emerald Magisreares,

and most Kanin Bratherhonds are ideal arganizarions for

plaver character memhershlp An entite pmrtj.r cold H&‘N‘P-

ated under the umbrelly of one'of these groups, spawmng 4
number sbunique campaign opponumtleé as the chargetars ©

work together to achieve the. -:rbjectwes of the crgantzation:

Play groups with o taste For miore einister and cl:,u&emne.-

adventiidés may éven mnsuim pla}*mg\a Pa‘.&‘ty afKolat
hiding in plain alghr amnng Rolugani shciety, gerhups

o even belonging to ot of the MOTe legitimate grganizations,
_sm:luirmcﬂusl}.r s ti;y;y carey out their objectives.

The lollowing section gives onlyy bmfmrﬂe;wmfrhﬁge
extremmely uf.:m].‘rlﬂ; BLoltps, The Dh-i i5 cncuutag:&tn:r e
:hebl; cxﬂmplt:& {53 1mpl.n: hn m-ul u.uag,u:ancm and eV

to creare brand new Drgamz.alwua appiuprm: o the s
campalgn.

THE INP°=RIAL

RMAGISTRATZS

H'MLD
=GIONS

In quugsn, samural serve thefu' lords. T]'Iemi'bnds in thi‘n
serve the family, which in turn serves the ¢lan. And the
clans all seryé one man alone: the' Emp:mr‘df the Emcru!d
Empire. It could truthfully be said thar all imurat of Rokis:

mw

v setve their Emperor each dayof their lives & privileged .

few, however, serve the Emperor dmacﬂ';r, bypassing all
other allegiances and loyaltics.

With so much distante berween Q:uaau:nUg.hn and thie
- warious cities scartered throughout Roligan, enforcinig the.
Empe.mr's laws can be'difficult. Early in the Empite’ his:
“tory, the Hangei hecame angry, with' the wide variatton in

mrgrptetnncm ab law and drmanded tharth sittation be
rLsnlved Emerald L.hﬂ.?mpmn Ty H}lt:!ﬂm nd renoumed
Smrptb,n]-ud « 8oshi Saikanlkan dweloped § system of law
enioroumenr thnr depeud;ed upon indidually selected and

'mfneﬂ samtirit who were loval to the Emperor abave all

othets These samurai, who becarie known as Emperial

1 Magisteates, were dispersed throughout Rnl-:ugan to unii-
‘ formly enforee the law in the nime of the Emperor and the -

Imﬂrald Champioh.
S Dver sinee, the Imperial Magistratcs have bcen s:;\gnt of
~ thie most respected and admired samurai in thie:Empirc:
oy LLr -’II- [ 4
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They are selected solely for their courage, shill and valor, and
forswear their loyalties to all but the Emperor and his personal
champion, the Emerald Champion. This system has worked
for centuties, Even after the death of Emerald Champion Duji
Sutsume during the Scorpion Clans failed coup over three
decades ago, the magistrates managed o keep law and order
throughour the Empire for years hefore the avatice of the
Grear Clans plunged Rokugan intn the Clan War, In modern
Rokugan, the magistrates are divided by their loyalties to the
Four Winds, but despite such difficulties they continue their
mission without Fail. 1t is their duty,

Just as the Imperial Magistrates enforce the Emperor’s laws,
the Emerald Legions enforce his will. When o magistratc in
service to the throne discovers a threat or a foc that cannot be
dealt with individually, the Legions arc called in. Comprised
of the finest warriors from cach clan, the Legions are the swifi
sword of the Emperor, cutting away treason and corruption
before it can spread throughout the Empire, The Legiuns are
rarcly defeated, although boch the Clan War and the War
Against the Spirits saw the Legions overwhelmed by numert-
cally superior enemies,

Unlike the Imperial Magistrates, the Legions have lirele
conflict deciding which of Toruri’s heirs they shall support.
Following the death of the Emperor Toruri, the Legions have
come fully under the control of his daughter Toturi Tsudao.
An honorable and skilled genersl, Isudao is known to many
throughout the Empire as the Sword. Although zome in
Rokugan might view Toturi's death 25 an opportuniey, his
daughter stands ready to oppose any who might attempt 1o
exploit the tragedy,

TY7ICAL EMERALD MAGISTRATE

Human Sam7/Eme3: CR 10; Medinm-size humanoid
thuman}; HD 7d10+14 plus 3d846; hp 67; Init +3: Spd 30 ft.;
AC 17 (touich 12, flar-footed 157 Att: +11 /06 melee (1d10+4, +1
karana), +9/+4 ranged (1d¢, yumi}; SA Emerald Magistrate
abilities (the Emperor's Seal, Strength of Purpose, Saibankan's
Method), Samurai abilities {Ancestral Daishe); Honor: 4 AL
L 8V Fore +6, Ref +5, Will +4; See 15, Dex 15, Con 15, Int 14,
Wiz 11, Cha 10.

Skills end Feats: Speak Language (Rokugani, igh Roku-
gani), Bluff +2, Diplomacy +10, Gather Information +8,
Inijutsu Focus +2, Intimidation +5, Kuowledpe (Law) +6,
Ride ++, Search +3, Sense Motive +7, Spuc +3; Alermess,
Dodge, Improved Initiative, Iron Will, Leadership, Vold Use,
Weapon Focus (katang),

Possessivris: Katana, wakizashi, mascerwork lamellar armar,
ywind with 20 arrows, steed, royal outfit,

THE
BLOODS?PEAKERS

L e

One of the moet subversive and secretive groups in Rokugan,
the Bloodspeakers know secrets that would make even the
most jaded Scotpion pale in disgust. The fanatical cult of the
dreaded sorcerer Tuchiban, the Bloodspeakers value dheir
secteey above all things, for exposure means swill, merciless
death.

The Bloodspeakers were {vunded centuries ago after the
fivst defear of Tuchilan, While his spirit wandered the Empire
in sectel, Lhe surcerer needed assistance o help him prepare

for his retuen. Along with a few trusted lientenants, the sor
cerer’s bodiless essence found angry and disaffected members
of society wha longed for the power that was eternally beyend
their reach. Whispering the dark secrets of maho into their
ears, luchiban bound thess individuale to him with promises
of far greater power when he sat upon the throne of the
Empira,

Inchiban's second defeat was a devastating blow to the
Bloodspeaker culr. The vast majority of its members were
killed in the battle thar broke Iuchiban's power (the Baule of
Slecping River), or hunted down shortly therealier, The fow
wha survived were driven into hiding, imany abindoning
their quest for power with the luss of their master. Others,
however, immediately began preparing for their masters
inevirable retuen. He had escaped imprisonment once before
and would surely do so again. Unfortunately for them, he did
not, and they could only pass down their dark secrets to a new
generation of Bloodspealcers.

Cenruries later, the modern Blondspeakers continue their
preparation. Their dark mahao rites have been passed down
through the generations, each time changing and becoming
mare sinister and twisted. Although they feel that they serve
their master Iuchiban, the blood magic they practice has only

one true source of power: Jigoku. Although they pay ne'

homage to the dark powers of the Shadowlands, their activi-
tiez gerve enly to corrupt the innccent and increase the
foothold of the Taint in Bokugan, The Bloodspeakers embrace
a philesophy of personal power, believing thar strength comes
to those with the courage to grasp it, and that one should not
be shackled by the consequences ol one’s birth. Grear or small,
prEasant of samural, any ian ur woman can have grear power
through the use of mehp. It is a tantalizing cohceptioa
ntmber of Rokugani, one that has consumed countless foal
ish souls since the time of Iuchiban.

Cells of the Bloodspeaker cult exist in the lands of all the
geeat clans. Of course, no clan helieves thar such corruption
can exist in its presence without its knowledge, but their cons
fidence is the perfece shield for the cult. A former Unicorn
shugenja named Tuchi Shahai was one of the most influental
Bloodspeakers in the Empire until recent years, when she
changed her allagiance to the Shadowlands and ascended to
the unholy posirion of the Dark Daughter of Fu Leng, This has
prompted several cells to follew her lead, abandoning their
centuries-long quest to free Iuchiban in order to suppar
Shahai and her allics in their bid to overthrow the Empite,

Those Bloodspeakers who remain loyal to Iuchiba are cur
rently doing exactly what they have spent the last centuries
doing: searching the Empive for the hidden tomb of their
master. Once the tomb has been located, the culr will have
only oo locete e keys: a series of large porcelain masks that
they know will open the seals upon the tomb's gate. The
cultists know thar the tomb will be difficult to navigate. Livo
false rombs were constructed at the same time, and hoth havs
proven deadly to those Blnodspealers whio entered. Still, the
master must he freed for the cult to take its rightful place ar
the head of the Empire, and no cost is too great.

TYPICAL BLOODSPEAKER

Human Rogs/CR3;: Medium-size humanoid (human); HD
3d6 +3; hp 12 Init +2; Spd 30 fr; AC 11 (teuch 11, far-footed
L0 ATE: (rogue) +5 meles or ranged (1441 plus poison, tanto),
(shugenja) +2 melee, +3 ranged (1d4 plus poison, tanta);
Honor: 0y AL LE; 8 Fort +1, Ref +3, Will +1; Str 12, Dex 13,
Con 13, Int 11, Wis 10, Che 8,

PRI W e e



Skealls and Feats: Speak Language (Rokugani, High Rokugani)

Posseseions; Macterwork aiguchi, tanto, ashigarn armaor, rao
doses of spider vanom (Injury DC 13, 1d2 Con/d4 Con, ran
doses of dripping poison (Ingested DC 18, 1d4 Str/1d4 Str and
1d4 Con}.

RONIN
BROTH=RHOODS

Cast our by their families and clans or [orsaken by the
circumstances of their birch, few ronin wichin the Empice
have a home to call their own or even comrades who can be
depended upon to guard their backs. It is a lonely, desolate
lifestyle that few can endure for long without succumbing to
the hlealness of their own existence.

1t dees net always have to be s, Rolargan's history is full of
examples of ronin banding together for survival and mutoal
benetie. Although many of these groups have been bandits or
common mercenaties, there have been many counterewam-
ples of ronin who remember what it means to be samurai,
Some of these groups, called otokodate or "manly tellows,”
have been existence for decades or even centuries and have
played subtle, almost invisible roles in many historical events.

The Eyes of Nanashi; One of the oldest ronin brother
hoods, the Eyves of Manashi are the ronin who defend and
protect Nanashi Mura, also known as Anonymous Village.
The village is a haven for waverinew, a place where they can
find acceprance among cheir own kind and respite [om the
seorn of the Empire, The leaders of the village are all wo aware
of their precarious position, however, and will not shelter the
dishonorable from justice. This reputation is all thar protecrs
the village from the Grear Clans, who would descend upen it
with a vengeance if they helieved 1t to be a hiding place for
criminals,

The Eves of Nanashi lent their support to Toturi while he
wag a ronin during the Clan War, With hiz ascension to the
throne and the army of ronin he led becoming his guardsmen,
the status of ronin throughout the Empire improved some-
what during his tenure, Since his coronation, Manashi Muts
has become a more prominent city, one less dependent upon
its anonymity for survival. Although rather seeretive, the Eyes
have no agenda other than the continued advocacy for ronin
in the Empite,

The Sword of Yorsu: The Sword of Yotsu may be the most
respected ronin band in the Empire. Halla century ago, a man
named Yorsu rescued the Emperor’s young heir from
the deadly Bloodspeaker culr thar killed the Empress.
In gratitude, the Emperor granted the ronin his own family
name and a small fief within the mountains, Before his dearth,
Yotsu and his nine childeen expanded their holdings; his
daughters even became the governors af a suh-district in
Crtosan Uchi, the capital city of the Empire.

The ronin who swear fealty to the Yotsu are expected at all
times to defend the helpless, no matter the situation, no
matter the consequence. This i2 in addition to their duties in
defense of the Yatoshin district of Otosan Uchi, over which
the Yotsu maintain control to this day. The Yotsu always seek
ways to expand their power base, preferably by reerniting
suitable individuals. They will never accept a ronin from the
clans, liowever, no one who has borne another name may bear
the name Yotsu.

Tainted through battle with the Shadowlands and had sought

See page 82 in Chapter 1 for the Sword of Yol prestige duss.
The Unbroken: During the earliest days of the Clan War,
the prawerful Mapa sorcerer the Ashlim discovered a proup of
ronin hiding within the Shinomen. These ronin had become

shelter within the forest to escape persecution, Fascinated, the
Ashlim used powerful Naga magic to transform the ronin,
granting them the ability to purge their own Taint by slaying
the Tainted. United by their pact to be pure or die in the
attempr, the Unbroken set out to destroy the Shadowlands.

This bizsree band of bandaged ronin wae quite active
throughout the Clan War, although few realized their agcom-
plishments at the time. They harassed the Shadowlands forces
that moved through the Crab, Scorpien, and Unicorn lands,
using the Shinomen as their base. Many fell in battle, while
others were [reed of dieir Taint, and their ranks grew as other
ronin were corcupted by the Shadowlands. Upon the conclu-
ston of the Clan War, Emperor Tutud recognized thein accoin-
plishmenrs, granting them leave 1o remain with the Naga and
battle the remnants of the Shadowlands horde within the
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Empire. In modern Rokugan, the current Unbroken remain
within the Shinomweu, helping Ghedal (see page 151 in Chapter §)
guard the sleeping race that aided them when no others would.
They vecasionally make forays into the Empire to investigate
acvounts of Shadowlands creatures or sven into the Shadow-
lands themselves. The Unbroken maincain close ties with both
the Kuni Witch Hunters and the Asale Inquisicors,

The Gaze of Sun tao: The origins of this seoteric band of
warriors lie with the renowned ronin general known as Sun
Tan. Une of the most skilled and ingightful strategists the
Empire has ever seen, Sun Tac was also an accomplished
duelist. Within the pages of his Bool of Sun Tao are not only
the secrets of battle, but also the seerets of dueling. While the
styles of the Dragon and Cranc dominate the Great Clans’ per-
ception of the ducl, certain ronin have taken up the study of
Sun Tao’s style and scek to pecfect their air

The ronin who study the Gaze of Sun Tao are not a particu-
larly organized or cohesive group, It might be more appropri-
ate to say that they shate 1 philosophy, They seek only the
perfection of their arl, although many have been known to
take on students in order to pass on the wisdom imparted by
SuuTau’s teachings. The one goal that does unify and drive the
group, however, is 1o see one of their ewn tale the position of
Emerald Champion. This, they feel, will finally gain their sryle
the widespread recognition that it rightly daserves.

TY?ICAL RONN/BROTHERHOOD RM=RMB=:2
Human Ftr4/CR4: Medium size humanoid (human);
HD 4d1048; hp 28; Inic 12; Spd 30 fr; AC 13 (ouch 11, flar
tooted 12); Art: 18 melee (1d10+5, katana); 53 Fighter abilities
{Weapon Specialization {choose onel); Honor: 2; AL LN: 5V
Fort 14, Ref'+1, Will +1; Str 14, Dex 12, Con 14, Int 11, Wis 10,
Cha 10,

Shills and Feats: Speak Language (Rokugani, High Roki-
gani}, Climb +3, Jump +2, Ride +2, Swim +1, Wilderness Lore
+3; Endurance, Improved Initiative, Weapon Focus (chonge
el

Pussessions: Karana, masterwork nghigam ATMOT, t:n-im, any
Une Weapon,

TH=E ROLAT

When the Kami descended from the Celestial Heavens, notall
the human tribes wished to obey (heir rule. Some opposed
them, and died. Others led, planning for a tme when they
might return and wnmake the unnarural sociery the Kami had
created.

The Kolat are the descendants of this larter group. They are
an extremely secretive organization with the goal of slowly
undermining rhe samurai easte and abolishing the idea of a
Celestlal Order. The Kolar helieve that all men are essentially
edqual, and the samurai class system is an abomination.

While from a certain perspective the Kolat's ends may seem
noble, their means are hardly s, The Kolat exist only by
secrecy, and expand their intluence rhmu%fn esplonage, brain-
washing, and assassination, They believe that onee their goals
have been achieved, a new order must be prepared to fill the
void lett by samurai, The Kolat Masters will be che pinnacle of
this erder, a ruling class chosen through persunal achieve:
ment, not eceidents of birth,

There are always Ten Masters. The identities of all ten are
only known to fellow Masters. The utter secrecy required for
the Kolat to operate requires thar even the Masters are not
privy to the operations of the other Masters. This evcessive
SeCTEcy can sometimes be troublesome, but in the long run
the pelicy has helped the Kolat survive.

After the Kami Shinjo nearly wiped them out two decades
ago, the Kolat have sought 2 new focus. The new Kolat are tarmn
between their desire to remake the Celestial Order and the
mote pragmatic desive to ensure the organization’s existence,
For now, the latrer philosophy (championed by Ox Clan
daitayn and Kolat Master Moriro) seems to be winning out,
The modern Kolat are now 2 highly efficient mercenary orga:
nization of killers, spies, and impersonators,

Some day perhaps the Kolat will reinstate their plans w
remake the samurei cless system, but not today. The simple
fact is that the Kolat need to rebuild, and they can make an
awful lot of koku hiring themselves vut to dishonorable
dlt:i:nyn.

TYPICAL KOLAT AGENT
Human Repgd /Klt3: CR 7, Medium-size humanoid (human);
HD 7dé + 7, hp 38 Inir +6; Spd 30 ft.; AC (touch, fa-fuuied 5
At +6 melee (1d4+1 tanto), +7 ranged (no damage but poison,
blowgun); SA Sncak Artack +3ds damape; 50 Evasion,
Uncenny Dodge {Dex bonus to AC) Seceet Brotherhood,
Boizon Use, Tell No Secrets, Hunor 0; AL LE; SV Fort +3, el
+3, Will +4; Str 12, Dex 14, Con 12, Int 14, Wis 10, Cha 11,




Skills and Feafs: Speak Language (Rokugani, High Rokugani,
Ome of choice), Appraise +7, Blulf +¢, Diplomacy +12, Disguise
114, Fargery + 10, Gather Information +5, Hide +12, Innuende 45,
Listen +8, Move Silently 112, Pick Pocket +12, Read Lipe +8,
Sense Motive +6, Spot +8; Improved Initiative, Void Use, (Point
Blank Shet and Rapid Fire) or (Dodge and Mobility),

Fossessions: Masterwork tanto, masterwork ashigaru armor,
masterwork blowgun, 20 dares, 5 doses Night Milk poisen
{DC 18, initial damage 1d2 Con, secondary 1d2 Con).

TH=
BROTH=RHOOD
OF SHINSEI

When the Tao of Shinsei was created by recording the conver-
sation between Shingei and Hantei, a new religion was born,
Since the creation of Shintao, the most devout followers of
that religion have created temples and wandered the Empire
sharing Shinsei’s wisdom and insight with those whe wish to
hear it

Temples of the Brothethood ean be found nearly anywhere
in the Gmpire, since Shintac is the religion of the Emperor
and Rokugan. These holy sites are open to all ravelers, and
sumnurai are expected to at least simulate respect for the major
temples around them. Shrines are typically located in places
thar were impoctant w Shinsei’s life, or locations casily acces-
sible by the populace. Munks live in these temples and
shrines, devoring their lives to the study of Shinseis wisdow,
hoping to reach the enlightened state of mind thar the Little
Teacher was blessed with,

Monles themselves are a diverse group, as different as the
temples they tend, The mast common kind of monk is called
the inlyo, a retired samurai of age 50 or more When members
of the noble caste reach the age of retirement, they are
expected to shave their topknot and contemplate the serene
wisdom of Shingei until their deaths, This is congidered a
Luscuery, as the lifestyle of the samurai generally does not allow
for old age.

Monastic relations with the clans are usually good, as they
are an integral part of the religion of Rokugan. Daimyo who
do not at least appear intercsted in the wisdom of the Brother-
hwod are [rowned upon, The clans of the Dragon and Phoeniz
rend 1o have close relativns w the Buothechood, as they are the
most spiritually adept of the clans, The Scorpivn do ot male
tnuch effore o hide their scorn of the Tae, though they dv nut
take any action to directly confront the monks.

Today, the Brotherhood of Shinsei has withdrawn from the
actve tole in Rokugani history that it took in the past thirry
vears. Many manks have chosen to return to their clans of
birth, hoping that the wisdom of Shinsei's words will help pre-
vent another tragic war from spreading across Kokiigan.
Others remain in the temples, studying the New Tao and
attempting to find some serap of its missing half, Their tem-
ples remain open to all, however, and the recent assassination
of Toturi the First has coused many peasants o seelk out the
Brotherhood's guidance and comfort.

TYFICAL SHINTAC MO
Human Inks/CR4: Medivm-size humanoid (human};
HD 5dg + 5; hp 27; Init +1; Spd 30 ft; AC 12 (touch 14, flar-

TY?ICAL NUNTA

_and 1d4 Con).

footed 100; At +6 melee (1ds+2, hand to hand ot 1de+3, mas-
tepwork bo staff )l SA 1dé nnarmed damapge; 3C; Honor 2; AL
NC: SV Fort +§, Ref +5, Will £6; Str 14, [lex 13, Con 12, Int 10,
Wiz 15, Chai1.

Skills and Ceats: Speak Language (Rokugani), Concentration
+8, Diplomacy +7, Knowledge {Shintao) +7, Perform +7,
Tumble 18; Depths of the Veid (2}, Improved Unarmed Strike,
Self, Mo Self, Soul of the Four Winds, Spirit Strike, Veid Use,
Weapon Focus (unarmed).

Pussessions: Masterwork bo staff.

nINJTA

Many children knowr staries of black-clad demons who creep
in the night and slir the throats of the unwary. Ninja are uni-
versally despised as foul men and women whao are the antithe- {5
sig of the code of Bushido and evervthing else the Empire
holds dear: }

Ninja are more than myth and rumor, and even the defeat %
of the Living Detkniess has not ended the threat of the motre
mundane ninja. Men whe dress in deepest black could be |
hiding in your closet, around the corner; or right behind you, {0
While the Empire publicly denies the existence of ninja;
behingd closed doors nearly everyone agrees they are real.

The clan that has the closest relationship with the ninja is
the Scorpion, Masters of subterfuge and wickery, the Scorpion
created the way of the shadow that would eventually be called
ninjutsu, The Scorplon tend 1o have the most ninjas under
their employ, though every clan has ar least one daimyo who
uges the services of 2 ninja,

Some ninja are nothing more than spies for their lords, not
the merciless assassing and poisoners of ninja legend. Spies
are almost always loyal to their masters, as they give up their
own honot daily for the sake of their daimye.

The Living Darkriess, once a powerful force, was able to
grant terrible and nightmarish powers to ite pawns at one
time. These were also ninjs, molded in appearance atter the
Scorpion that the Darkness had duped. These ninja had ne
names, no faces, and no distinction, as the power of the Living
Darkness was that it itself was unnamed and unformed. The
puwer of the Darkness was broken at the Battle of Oblivion's
Gare, and the ninja of the Darkness lost their power. Iowever,
those wha wimessed the hormors these ninfs were capable of

still awaken suddenly in the middle of the night

Human Niné/CRé: Medium-size humancid (human);
HD ede + 6; by 28; Inic +9; Spd 30 ft; AC 13 (rouch 13, flat-
footed L0% ALl +10/45 melee or ranged (1d4+3 plus poison,
masterwork aiguchil; SA Sneak Attack +3dg; SQ Uncanny
Dodge (Dex bonus o AC, can't be Hanked), Ninja Dudge +2,
Fpison Use; Henor: 0; AL NE; 5V Forr +3, Ref +8, Will +3; Su
16, Dex 17, Con 15, Int 14, Wis 10, Cha 10; Shadow Tainr +1.

ghills and Feats: Speak Language (Rokugani), Bluff +9, Climb
+7, Lisguise 47, Escape Artist +10, Hide +12, Listen +5, Move
Silently +12, Spot +&, Tumble +12, Impreved Tnitiative, Mobil-
ity, Spring Attack, Void Use.

Poscessions: Masterwork aiguchi, calerope, climbing gear,
two doses of spider venom (Injury DC 13, 1d2 Con/d4 Con),
two doses of dripping poison (Ingested DC 18, 14 Str/1d4 Ser



RPPENDIX ONE:
RAGIC ITENS

The Akpdo Dagpers of the Lion Clan

Thege five ornate weapens were forged by the artisans of the
Crane clan over a thousand years ago in an attempt to lieal the
rift between the Lion and Crane clans, One was given w each
of Akodo One-Eye's five sons, and they have been passed
down from father to first-botn ever since that time, Unformu-
nately, several of the daggers were lostwhen the Akodo family
was dissolved [ollowing the Scorpion Clan Coup. Now that
the Akodu have retumned, only two of the daggers have haen
avepunted for,

An Akodo dagger is a +2 keen masterwork tanto. The pres-
tige of bearing such a weapan grants irs rightful wielder +1 to
Diplomacy checks when it is worn visibly. The Akede daggers
possess the lawful enchantment.

Armor of the Emerald Champion

One of the oldest and most recopnizable ardfaces in the
Empire, the armot worn by the Emerald Champlon was
crafted centuries ago by the finest armorers tn all of Rokugan.
Countless enchantments upon the armor presetve both it and
the samurai who wears Ir.

The armor of the Emetald Champion is +3 lamellar armor
that allows a maximum Dex bonus of +6, Because of the pres-
tige and renown the armor carries, its rightful owner gains a
+1 Charisma bonus as well ‘The numerons enchantments that
protect the wearer from harmbul mapgic grant him a +2 on all
saves versus spells.

The Brass Gong of Otaku Masero

Awarded to and named alier a stable boy who saved the pre-
cious Otaku Swbles from a rerrible five, the Brass Gong of
Otaku Masero is a sacred artifact of the Unicorn Clan, The
pung is reserved for use at the most solemn or prestigions
occasions; permission to ring the gong or to keep the gong
untll irs nexe use is a great honor.

When the gong is rung, all who hear it are overcome with 1
feeling of peace as if they had been the target of 4 cabm emotions
spell by a cleric of level equal to theirs. In addition, anyone
who is meditating when the gong is struck automatically
receives all of their Void peints back so long s they meditate
until the sound of the gong fades completcly (approximately
10 minutes). The individual chosen to hold the gong during
the ceremony receives a permanent competence +1 bonus to
their Coneentration skill. This bonus is only granted when the
gong is rung during an efficial ceremony.

Golden Obi of the Sun Goddess

4 relic from the early days of the Centipede Clan, the Colden
Ohi was crafted by the frst generation of the Meshi family.
‘The Moshiwere devout followers of Lady Amaterasu and wor
shiped the Sun every day of their lives with a simple devotion
and piety that wag untivaled anywhere in the Empire, When
the original Isawa Moshi wes an extremely old woman, she
walked to the cliffs overlooking the sea and used her magic w0
soar into the sky. No trace of her was ever found save for her
obd, which fluttered back to the ground o rest vn the
precipice from which she had leapt. The Gulden Obi of the
Sun Goddess remained with the Moshi family for cenmuries:
just recently, the aged Moshi Jukio bestowed it on Toturi
Tsudao, who wears it to this day.

The Golden Obi of the Sun Goddess may heal irs wearer
just as if a heal spell had been cast upon him or her by a cleric
of the 10th level. This may be done up to three times per day,
anid is done whenever the wearer wishes it It takes place
immediately. The wearer of the Golden Obi also gains an addi-
tivnal +1d4 damage bonus against any Shadowlands creature,

Katana of Fire
The tiret of the five Elemental Memuranai to be crafted, the
Katana of Fite iz a patent weapon with figheening destactive
power. During the Clan War, the katana found its way to Shiba
Teukune, a prominent Phoenix samurai-ko. In her hands, the
blade served its purpose well, teturning balance berween
good and evil by claiming the lives of countless Shadowlands
spawn during the second Day of Thunder, The katana disap-
peared fiom her pussession shorrly after the Dray of Thunder
Tis current whereabours are unknown.

The katana of fire is 2 +3 flaming katana with the speed
enchantment. In addition, twiee per day, the wislder may



spend a Void poinr o cast fireball as if he or she were # wizand
of equal level {if the wielder is less than level 3, the wielder
casts the spell as a #rd level wizard).

Meiwalon Fans of the Scorpion Clan

Two conturics ago, young Asshina Meiwaku grew weary of
her position as a political bride to Soshi Toraburu, an illustri

ous shugenia in service to the Scotpion Clan. Determined to
prove her loyalty to her new clan, Meiwaku used all of her
knowledye of Asaling magic to craft a simple but lovely fan
with hidden talenis, Upon presenting it eo her husband, she
simply asked thar he present it to her fnher the next time
Toraburu visited the Crane. He agreed. Much to his surprise,
he learned a short time later thar while Melwaku’s father held
the fan, Toraburn could read his thoughes.

elighted, Tarabury hegped his wife to make more fans.
She agreed only on the condition that she be fully inducted
into the Scorpion Clan. Toraburu readily agraed, and the cere-
mony was attended by many high-ranking members of the
clan. O every anniversary of that ceremony, Meiwalu pre-
sented another fan to her husband. There are now 17 fans in
the Scorpion’s possession.

The Meiwehu Fans appeat to be nothing more than simple
Fans of the type used by courtiers througheut the Empire.
However, when presented to another as a gift, the fans have a
powerful magic effect. The person who gives the fan may, by
spending a Yoid point, read the thoughts of the person to
whom it is given. This effect is exactly like that of the spell
detect thoughts, and has a maximum duration of 2 number of
minutes equal ro the givers maximum number of Void points,

Mempo of the Void

Created with the dying breath of two mortal shugenja, the
Mempo of the Void was the last of the five Elemental Nemu-
ranai crafted at the behest of the Oracles. The purpose of these
powerfal artifacts was to balance the scales between good and
evil after the creation of the Elemental Terrors by the Dark
Oracles of the Shadowlands. After being found in the Unicorn
lands, the Mempo eventually fell into the hands of the
renowned Lion tactician Kitsu Moiso, Althoughunaware of
the item’s true power, the Mempo did allow Motso to see past
his false alleglance to a possessed Emperor and lead hall the
Lion armies against the Shadowlands, perhaps changing the
outeame of the Clan War.

The Mempo af the Vaid isa helmet thatadds a +1 deflection
bonus to the AC of the wearer This honusg is enmulative with
whatever other armor the samurai may be wearing. The
Mempo confers upon its wearsr a +10 Void bonus to all saves
against any epells that attempt to control er influence the
wearers thoughts. If the wearer does not already possess the
feat Void Use, he gains the fearwhile wearing the Mempo, The
wearer's maximum number of Void points iz increased by 2 so
long as the Mempo is worn,

The Merchant Coins of the Crane Clan

Crafted by the legendary shugenja and artisan Isawa Asahing,
the Merchant Cains were 3 gift to the Yasuki upon the found-
ing of the Asahina family of the Crane Clan. At thar time still
among the families of the Crane, the Yasuki made good use of
the coine until their defection to the Crab Clan, when tmany of
the 24 golden coins were lost. Twelve of the coins have
remuined with the Doji family for centuries, only recently
having been passed to Yasuki Hachi; the new daimyo of the
Yasuki family Many believe that his possession of the coine
confers legitimacy upon Hachi’s recent appointment.

Thie Merchant Coins are two sets of 12 golden coins, 24 in
all, each identival in appeaance 1o noomal kelou save for their
brightness and beaury. Each coin bears the symbol of an
animal, one of the twelve for which the hours of the day in
Rokugan are named. The bearer of one of the coins, during the
hour named after the animal fepresented on the coin, receives
a +15 enhancement honus to all Appraise, Bluff, and Diplo-
macy checks involved in the sale or purchase of goods.

Shuriken of Serpents

Belicved by many te be merely a myth, these insidious
weapons have been reported from time to time throughour
Rokugan’s history, Experts on nemuranal who believe these
weapons to exist theoriee that they ave either the result of

some foul maho ritual or crginate from an unknows (oo of

gallin sorcery, Regardless of their origins, these deadly
weapons ate found only in the hands of the most sinister and
dangerous assassins.

A shuriken of serpents is a 43 ranged weapon with a range
increment of 20 feet and a damage rating of 2d4 (crit X2 Any
creature struck by the shuriken is also subjected o the effects
of black adder venom {Injury DC 12, initial damage: 0, sec-
ondary damage: 1ds Strength). The shuriken of serpents pos-
sesses the reluriting enchantment,

Twilight Lanterns of the Dragon Clan
Highly valued by adventurous members of the Dragon Clan,
the secrets of crearing the Twilight Lanterns were nearly lost
when the Agasha family defecred ro the Phoenix Clan. Formu-
nately, a member of the new Tamori family recreated the
process, and now these simple and practical devices are often
found in the possession of prominent Dragon rravelers.
Twilight lanterns conrain a single fire spirit, and therefore
require no fuel to produce light. Upon a verbal command, the
lantern emite light just az if it had been the target of a light
spell. The lantern also recognizes verbal commands to
brighten, dim, and extinguish. Once per week, the lantern
requires a successful Knowledge (Arcana) check versus a DC
of 12 or the spirit will leave the lantern, rendering ir useless,

Yasuki Hohiro's Bag of Necessity
¥asuki Hohira 1s nne of the most famous daimyo in the Crab
Clan's history, The innumershle tales of his life cannot possi-
bly all be true. The Yasuki family of the Crah insists that the
best-known story is indeed true: that Hohiro acquired wealth
so-expansive during his lifetime that he could neither spend it
all nor even store it. Instead, he wandered the land giving it to
the poor among the Crab peasantry The bag that he wore on
his hip is said to have been transformed by his good karma
into an nemuranai of cxtreme practicality It was carried by
every Yasuki daimyo after Hohiro until the appointment of
Daidoji Hachi as the new daimyo of the Family. Thus far, the
Crab Clan has refused to relinquish any of the Yasuki
birthrights to sumeone they consider to be a base usurper,
The Bag of Necessity appears 1o be @ normal bag of the usual
type, and can hold up to 4 pounds of material, Only when it is
empty, however, do its true qualities come to light, Atany time
the owner of the bag may reach inside and find the exact
amount of money he requires for something he needs. Morlce
that the word is “need" rather than "want” Tryving to purchase
an expensive kimono or a weapan wonld notr work, but a
night’s lodging ata pleasant inn or a filling meal would he paid
tor,

A=nn3

X=TqAMUu A

8 )
B
:; 5




R
o §
ng
LS

f
s

Medium-gsized Outsider (Incorporeal)

Hit Nice: 2d8 (5 hp)

Initiative: +1 [Dex)

Speed: fly 30 ft. {perfect)

AC: 13 (41 Dex, +1 deflection)

Attacke: Incorporeal touch 13 melee

Damage: Incorporeal touch 1d6 temporary Wisdom
Face/Reach: 5 fi. by 5 fr./5 fr.

Special Artacks: Will save drain

Saves: Fort +3, Ref +3, Will +4

Abilities: St 8, Dex 12, Cow 10, Int 11, Wis 12, Cha 13
skills: Blull +6, Knowledyge (maho) +5, Listen +5, Spor +5
Feals: Weapon Finesse (incorporeal touch)

Climate/Terrain; Any

Organization: Solitary {outside Shadowlands), hroads (2-5,
Shadowlands)

Challenge Rating: 7

Treasutre: None

Honor/Alignment: 0/Chactic Evil

Advancement; 3-4 HDY

The kansen are the corrupted spirits of the Shadowlands.
Similar to the kami in many ways, the kansen are a serious
threat 1o any shugenja who attempts to cast spells within the
confines of the Shadowlands. Instead of having clemental
spirita respond to their call, many shugenja discover chat they
have instead summoned a brood of kansen.

Incorporeal, the kansen appear as slightly distorted pockers
of filthy air. They are oot tculy composed of air, bu rather the
essence of the Tuint that permeares the Shadowlands. They are
all elements and none,

COMBAT

Kanscn are malicious but cowardly, They artack tle weakest
member of a party, attempting to deain their energies unrl
their victims are nothing but empry husks, vessels for the
Shadowlands w re-animate as undead abominatlons In service
to the dark lord Pu Leng. If they are losing, however, the
kansen quickly flee,

Wisdon Damage (Su): The tonch of a kansen deals 1dé
polnes of temporary Wisdom damage ta a living foe. A cres-
ture reduced ro 0 Wisdnm is reduced to helpless catatonia
until restored.

Datk Whispers (Su): The kansen know many datk secrate
of power; and whisper tempting promises in the sars of all
they meet. A lkansen may spend 4 round whispering ton living
creature, who must succeed at a Will save (DC 10) or suffer
effects exactly as if they had been the target of a charm person
spell cast by the kansen. Living creatures who succumb to
Dark Whispers often become mahe-tiukai initiares unless an
intervention is attempted. This is a supernatural abiliry

Incorporeal; Kansen can only be harmed by other inecor-
poreal creatures, nemuranai of 41 or better, or magic. Even
magical corporeal weaponshave only 2 50% chance of damag-
ing a kansen. The spitits can pass through salid akjects at will,
{gnore all armor with their own incorpareal touch, and always
move silently

Maho: Kansen can teach maho to willing students. Any
person tatght by a kansen whe meets all other requirements
of the maho-tsulal prestige class may immediately enter that
class without fulfilling the requirement of ¢ points of the
Shadewlands Taint,

 FREE OGRS

Large Giant (Shadowlands)

Hit Dice: 8d8+24 (60}

Indriative: +5 (+1 Dex, +4 Improved [nitiative)

Speed: 30 fr.

AC: 21 (-1 size, 1 Dex, +7 natural, +4 partial armor)

Attacks: Huge greatelub +13 melee; or Huge yari +6 ranged

Damage: Huge greatclub 2de +10; or Huge yari 2d6 1.7

Face/Feach: S ft by 5 it /10 b

Special Attacke: —

Special Qualities: Damage reduction 5/jade, Scent, Tribal
Sense, Immortality

Saves: Fort +2, Ref +3, Will +3

Abilitics: Str 24, Dex 42, Con 17, Int 12, Wis 12, Clia 12

gkills: Listen +6, Spot +6, Knowledge (shadowlands) +6

Teats; Power Artack, Cleave, Iinproved Initistive

Climate Terrain; Any land

Organization: Solitary, gang (2-7), tribe {10-200

Challenge Rating: 5

Treasure: Standard

Honor/Alignment: 0/Neutral Evil

Advancement: Ry character clazs

Since the mortal death of Fu Leng, many ogres who dwell in
the Shadowlands have begun to discover a strange phenome-
non: they are slowly growing more intelligent. Ogres who
have escaped the Shadowlands have known of this for years.
As their memory returns, they recall & great empire of ogres
that existed long before the fall of the Kami. For years, these
free ogres have slowly been organizing themselves for a duy
when they can tise up against the humans and win buck the
wotld that was cnce theirs,

Free ogres tend to be quicker, smarter, and far more devious
than their Shadowlands-bound counterparts. Dalgotsu, the
new Lol of the Shadowlands has nor only noticed this rend,
but has embraced it, He has forged an alliance with rhese
ogres, embracing them as allies where Fu Leng onee prinished
them a5 slaves. The free ogres lead armies of hakemono and
lesser oni as well as their cwn loind, and have started to astabs
lish training dajo in rthe Shadowlands and in the deep moun-
taing of the Scorpion. Ogre bushi are among the most feared
warriors in the Shadewlands.

COMBAT

Free ogres are hardly mindless hrutes, and tend to rely upon
cunning as much as strenpth. They do not neglect their raw
physical mighr, however, and use their superior size and
power to quickly crush human foes. Free ogres rarely tight to




the death, preferring o withdraw and plan to defeat their fues
at a later time.

Tribal Sense (Su): Free ogres can unerringly detect the
nearest groun of five or move ogres, regardless of range. It is
this link that allows them to find one another when they
begin to tecover their self-awareness. This is 2 sipernatiral
ability:

Immortality (Ex): Free ogres do not die of old age, and are
immune to all diseases. Their methods of reproduction are
unliown, bur are presumed to be very infrequent. Thiz is an
cxtra.ordinar‘l.? ability

FRE=E OGR= SOC=TY

Oare mentality is warlike, vengeful, and violent. Ogres have
no sense of honor other than lovalty to their own kind. They
have an appetite for Hesh {though they do not eat other ogres)
and prefer to devour their meals alive. Opres consider humans
pathetic creatures useful only os slives or food, Ogres society
is extremcly militant; cach ogre has an exact rank and station,
Premotion comes through a monthly ceremaony of ritual
unarmed combat, or through seniority, Anyrhing that is not
a1 ogre is an enemy of a slave,

Cryres are ondy comfortable in a position of command, Free
ogres work beside other Shadowlands creatures il it s in their
best interest, such as their alliance with Daigose, Chies colr-
sider trolls and goblins worthless cannon fodder. Under no
conditions will an ogre willingly work with Mezumi, and they
slay Ratlings whenever possible. A free ogre will never stoop

to eating & Nezimi, 25 they helieve the rat’s cowardice will
infect their bload.

FR=Z= OGRE CHARACTERS
It is not recommended o make free ogee plaver charciens
(this extremely powerful race would require a level equivalent
of Class Levels + 9 as per the tules in the DUNGEON MasTER'S
Ciride™), Free agre M PCa tend to be fighters or berserkers. The
occasional free ogre sorceter s tare in the extreme, and highly
prized by the ribe.

. RWITINA

Tiny Fey {Spirit)

Hit Dice: 1dé (3 hp)

Infriarive; +9 (+5 Dex, +4 Improved Inidative)

Speed: 20 fr. fly 90 1. (perfect)

AC: 19 (42 size, +5 Dex, +2 deflection)

Attacks: throw item +6 ranged

Damage: by thrown item (maximum 1d4-2 damage)

Face/Reach: 2 4 Fe by 2 41 /0 fr

Special Attacks: Spell-like abilities; throw ftem

Special Qualities: Incorporeal, Damage Hesistance 50/45,
Shadow vulnerabilicy, ward vulnerability, Taint immuniry,
Improved Evasion

Saves: Fort 10, Ref 17, Will +1

Abilitics: Str ¢, Do 20, Con 10, Int 12, Wis 8, Cha 15

skills: Bluff +¢, Disable Deviee® +9, Hide 113, Enowledge
{Salkaku) +5, Knowledge {shadowlands) +5, Listen +3,
Pick Pockets® +13, Spot +3, Tumble +3,

Feats: Iinproved Initiative, Point Blank Shot

Climate Terrain; Any lamd
Organizarion; Solitary, pack (1—4), mob {10-50)

Challenge Rating: 1

Treasure: Mooy

Honor/Alignment: 0/Chaotic Hewtral
Advancemenr; 2-4 HD (Small} 5-8 HD (Large)

Mujina are squat orange humanoids native to Saldaku, the
Realtn of Trcksters. They occasionally wander into the morral
waorld in places where the harrier hetween the worlds is weak-
est, mostly in the Shadowlands. They have a mischievous
senge of humor and are nown ro pull embarrassing pranks on
humans, especially samurai, whom they feel deserve it for
being full of themselves. They have a raw hatred for the inhab-
itanes of the Shadowlands, but are tar too cowardly to do any-
thing ebout it much of the time,

Mujina arc friendly toward Mezumi, and usually spare them
the brunt of their pranks. They are especially respeceful ro
Ratling Conjurers, to whom they owe their invulnerability to

(e Taint, The Crab have little tolerance for Mujina, and have |

develuped a nuisber of magical ways to put the annoying crea
rures to work in their fen mimes.

COMBAT

Mujing are cnwardly cpponcnts, and aveid direct conflict,
They scem to have an aversion to harming living creatures

atud ravely kill an opponent (at least not intentionally), They | o

prefer to hatass and annoy, then wander away once they get
bored, I they encounter a foe who can acmally harm them,
they flee at the first oppurtunity,

Spell-like Abilities: ar will — detect magic, dimension door
(self only), ghost sound, invisibility (self only}, open/close,
prestidigitation. These abilities are as the spells cast by a 5th
level sorceror (save DC 12+spell level).

Throw Item (Su): Though naturally incorporeal, mujing
can lift and carry any object that weighs five pounds or less,
and attack by hurling said item through the iz They tend o
Favor rotten fruit or fragile valuables. This is a supernatural
ability. Items not typically used as thrown weapons have 2
range increment of 10 Feet.

Incorporeal: Can only be harmed by other incorporeal
creatures, +1 or better magic weapons, or magic, with 2 50%
chance to ignore any damage from a corporeal source (also
note Damage Resistance). Can pasa through solid objects at
will. Always moves silently

Shadow Vulnerahility: Any effect which completely
removes a mujingy shadow causes it to return to Sakkaku,
from whence it cannor return for thivey days. Auy effect
which conmols shadows allows contrel of the mujina as well
{as if dominate monster had been cast upon it). The mujina
receives a Will save each hour it {s controlled, If it succeeds,
it regaing contrnl of itself and flees. Mujina whose shadows are
bound within Kuni erystal {a secret ritual known only o the
Crab) are controlled by the hearer of the cryseal, so lang as it
Temainsg intact:

Ward Vulnerability: Any protection spell (evil, good,
chaos, or law) completely hedpes out mujing and keeps them
from attacking the warded aves. In addirion, they must make
Will save when they loolk upon any such warded creature {use
the caster’s appropriate ability modifier and the level of the
spell to determine an appropriatc save DC) or become
frightened, flecing at the first opportuniy,

Taint Immunity (Ex): Mujina are completely immunc to
the Fhaduwlands Taiu This is an extracrdinary abiliey Mujina

o may notcast III.H].IU.

Skills: “Mujing receive 1+4 tacial bonus w Disable Device
and Plck Pockers checks:

mmmﬂﬁﬁdaM
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APPENDIX THREES:
EONVERSION
RULES

Converting characters ro the dZD System™ from the Legerd of the
Tive Rings Rele-Playing Game™ may seem a daunling process,
for the two systems are extemely dilferent. However, with a
bit of fexibility and patience nearly any character can be
easily transferred from one game 1o another,

‘| STE? ONE: NBILITY SCORES AND TRAITS

Each trait in Legend of the Tive Rings RPG can be associated witl
an ability score in the d20 System™ See Table 71,

TABLE 7-1: TRAITS TO ABILITIES

L5R Teait d20 Ability
Agility Diexterity
Awvareness Charisma
Intelligence Intelligence
Perception Wisdem
Retlexes Daxterity
Stamina Constitution
Strength Strength
Willpower Wisdarn

Converting from LSR RPG to d2¢: Compare the character’s
Trait with the comparable ability score on Table 7-1. 1n the
cage of Wisdom and Dexteriry (both of which arc determined
by two different Truits in L5R) usc the lower of the two Traits,
and add +1 to the final ability score for every point of differ-
ence berween the two.

Tor example, Fred wants to convert Hida Tadashiro o The J20
Systeme. In figuring Tadushivo’s nesr Deéaterily, Fred nofes thal the
character has & Agility and 2 Reflexes, The lower trail is Reflexes; his
2 converly to 1dé+7, Fred rolls o 5 on the dé, ond adds 7 to get 12,
Since Tudoshire’s Agility trait was 2 points higher than his Reflexes,
Fred adds another 2 to Tadeshiros Dexterity, for a final Dexterity
af 14,

Converting from d20 to L§R KPG: Find the range into
which the ahility score falls in the right-hand column and
read rhe LIk ‘Trait from the left-hand column. IF a character
has an ability score of 8,13, or 14 (sach of which is duplicated),
randomly determine whether the associated Teait falls into the
higher or lower category.

TarLE 7=2: TraiT ScoORES TO ABILITY SCORES

LSR Trait d20 Ability Score
i-f [241dE}
B—13 [#+1d8)

13-16 (12+1d44

16-19 [15+144)

20-21 (19+1d2)

21

Emm-qmu.hum_-

Void: All characrers rranslating from LR to the d20 System
must take the Vold Use fear at 1st level. All characters with
more than 3 Void should seriously consider learning the

Depths of the Vioid feat, These Feats are not gained for free, but
must be purchased normally. If a plaver does not wish to
spetnd his feats vn Depths of the Yoid, he does not have 1o, bur
he should kevp in mind his character will have far fewer Void
Boints if he chooses not wo buy the fear.

STEF TUO: CHARACTER LEVEL

AND FANK
Converting from LR RPG to d20: The character’s Insight
{in LER) corresponds to the character's level {in d20). Use
Table 7-3 to detcrmine the character’s propertionate level of
cupertise, Tranalated characters do not get to taise an ability
score for every four levels they have already gained,
though after translation they may du so nurmally as they
proceed in level,

Converting from d20 to LSR RPG: Find the dzo characrers

level in the second column and then cross-reference it with

the third column (Experience Points). Use this amount of

experlence poines (along with the standard 30 starting Char

acter Foints) to build your L5R HPG character

TagLE 7-3: L5R INSIGHT TO d20 Level
L5R Insight (Rank) d20 Level Experience Points
0120 (1) 1 1]

121-135 (1) 2 5
136-150+(1) 3 15
151-159 (2) 4 50
160=167 (2) 5 58
168175 (2) & 67
176124 (3) 7 75
185-192 (3) 8 100
193200 (3) n 125
201-209 (4) 10 150 :
218-225 {4) 12 220 |
226-234 {5} 13 240
235-242 {5) 14 260
243-250 (5) 15 280 |
251-2863 {B)* 16 00 1
204275 [B)* 17 350
TTE-ZRE () 18 400
289-300 (7)* 19 465
307+ [B) pi} 525

#Rules for playing characters ahowe Hank 5 can be found in
the Legend of the Five Rings Secand Fdition Game Marter's
Guide™

STE® THRES: CHARNCTER

CLASS/SCHOOL
Converting from ISR RPG to 420: For many characters the
tratsition between an L5 R school and a d20 character class can
be somewhat tricky. LR schools tend to offer far more general
training than a typical d20 character class, while avyuiring
levels in multple classes in the d20 System™ is far easier than
the process of aending multiple schools in LSE. A characrer
with unly one school in LSR may nor be most accurately
represented by a single class character in the d2u System, =
For example, members of the Yasuki family may desive a fow lewels
of Fogue to portray their underhanded Buciness acumen. Cnane busghe
may take a fow levels of courteer to eniphasize therr political shills,
ated most Shosurd will probably want at least onte level of ninja.
Aboue all, ewphasize commton sense and the spirit of the character
whew translating. As lowg as the final vevsion does not receive an
axperieice penalty and the DM approves, recreate the chavacter in the
weanner you feel is most accurate.



Mast bushi schools tranalate divcctly a3 samurai, sometimes
as fizhters or rangers. Assume that students of any major
bushi school ave samurai, ac least in part. Look to the faveored
class of the [amily that sponsors the school as a guideline for
the sort of class that best depives the school, The Shinjo funily,
for example, favors the ranger class, Thus, it can be presuines]
that most of their samural are eicher rangers or {more likely)
multi-class samurai/rangers. Characters who rely upon Full
Attack a great deal (such as Matsu and Hida characrers) may
wish to consider hecoming berserkers.

Shugenja always translate as shugenja. Under almose all cir-
cumstances, chugenja should not be mulri-classed. Some
notable exceptions are the Kuni Witch Hunters, Asako Hen-
ghin, and Kiteu Sodan-Senzo, which translate more accurately
as multi-class shugenja/inkye. These characters should con-
sider taking the Steady Soul fear so that multi-classing will be
easier to bear.

Any character that relics heavily upon social interaction
and intrigue translates as a courtier, This includes Yasuli Mer
chants, Kicsuki Magistrates, Ide Gmissaries, Tkoma Omoidasu,
and (obviously) any school with "courtier” in the title.
Courtier characiers nearly always multi-class, so don't be
afraid to do so when translating the chamcrer

Monks rranslare s either monks or inkyo, depending dn
the stvle of characrer. Those with a more martial slant become
monks. Those more focused upon the more arcane style of
leiha the warious Dragon kiho, Void kiho, etc.) are more likely
to become inkyn

Characters focused on stealth, espinnage, saborage, and
assagsination become ninja. Obwionsly, this includes Shosurn
asgassing, but this category also encompasses & handful of
Hiruma and Daidoji characters ag well. If the character is
merely sneaky, make him a rogue, If the character is special-
ized in ambush and assassination {whether of other people or
Shadewlands monsters) then he should teanslate as ninja.

Converting from d20 to L5 RPG: Characters whe have
evenone level of shugenja must become shugenja. Berserkers,
fighters, and samurai should probably enoll in the bushi
sthool of their clan, or ancther school with a heavy focus on
combat. Monks and inkyo tenslate as monks, using the rules
in Way of Shinsei. Rogues will iransfer as scouts, assassins, oL
possibly magistrates depending on which schools are avail-
able to vour clan and the stvle of character you're playing.
Courtiers will either transfer to the most polideally orlented
schonl of their clan, or must select the Different Schools
advantage to attend the Dafi or Bayishi Courrier schonl.

It may be difficult to transfer a multiclass charactar from
20 into L§R, Common sense and the character’s background
should rule overall here, Pick 2 school that best symbalizes
whichever class the character had the most levels in, and then
select skills that reflect his other abilities.

ST=EY FOU=R:

ADVANTAGES/DISADVANLTAGES AND FEATS
Unfortunarely, a number of Advantages and Disadvantages are
lost in translation from LSR to d20 (though this in no way
means that you cannot continue to role-play them hormally).
Likewige, d20 characters translating o LS K may lose access to
some of their feats. The best rule to use in this case is, once
again, simple common sense,

1t you wish to translate an LER advantage into a honus to a
d20 stat (such as turning Benten’s Blessing into a +1 Charisma
bonus) merely ask the DM's permission before doing so. Note

that o number of advantages now have feats of the same name
(such s Strength of the Earth and Death Trance). If these feate
are available to your character, you should consider leatning
them,

In translating from d20 ta LSR, consider which Advantages
and Disadvancages fit your image of your character, and then
purchase thein sccordingly. Keep in mind that many Advan-
tages can be purchased using Experience Poins as well as
Characrer Points, but at wice the normal cost,

Some Advantages and Disadvantages that
require special congideration:

Ancestors: If you possess an ancestor in LER, you may wish
to consider purchasing an Ancestor Feat in d20. Mot all ances-
tors are available, but choosing one with a similsr ability and
changing the name is allowable.

1f conwerting from 20 to L5R, check through the Way of the
Clans™ books o find the ancestor that matches the one you
chose in d20.

Different School: A character with this advanage begins
the game with a different clan’s scheol than normal. For exam-
ple, 2 Crane who has Different School: Crab may choose Crab
feats normally, but has ne sccess 1o Crane fears. The characrer
need nnt purchase any fears to emulate this advantage, as it s
as much a hindrance as a bonus.

Multiple Schools: The character should purchasze the
Multiple Schools Feat for the appropriate clan,

Shadowlands Taint: Shadowlands Taint tranclares very
smoothly between systems, The character gains 10 Shadow-
lands Points for every Rank of Taint he had in LSR, and keeps
eny extrancous points of Taint as well

Shadow Points: The Lying Datkness will be covered in
more detail in the forthcoming Creatures of Rokugan™ For now,
simply use the mechanics prescnted for the Shadowlands
Taint, bur keep wack of Shadowlands Taint and Shadew Poines
sepacalely, Fadow Points may be used in all of the same ways
45 Shadowlands Taint may be used, and increases in the same
manner, Advanrages gained by the Shadowlands Taint and
Shadow Polnes stack.

Choosing Feats for LiR RPG characters: After you have
chosen all the necessary feats to emulate vour LSR character’s
ahilities, simply chonse the rest of your feats as you deem fir.
So long as they maintain the spirie of the character, thisis fine,

STE? FIVE: COIWERTING SKILLS

Figure our the skill points alloreed 1o a character of your level,
or the experience points due to a characrer of your Insight,
then spend them normally, Make sure thar the skills your
character pnssessed in the original system are represented in
your new character, o come 25 close as possible.

Table 74 licts 4 large number of skills from the TR system,
along with their d20 equivalents,
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TABLE 7—4: SKILLS

Siege Enewledge: Architecture and Engineering

L5R Skills d20 Skills - Sincerity Bluff, Diplomacy
Acting Perform) Disguize Sleight of Hand Pick Packets
Advanced Medicine Heal Spell Research Spellcraft
Animal Hushandry Handle Animal Staalth Hide, Mave Silently
Appraisal Appraise I heology Knowledge (Fortunes)
Artisan Perfarm Traps Cratt {trapmaking}
Astrology Knowledge (astrology) Trapical Fish Knowledge (tropical fish)
Astronomy Knowledge (astranarmy)

Athletics Climb, Jump, Balance, Tumble STE? SIX: FINAL TOUCHES

Autapsy Knowledge (anatomy), Heal Honor: Your characrer’s Honor Rank is the same in either
Bard Perform G Ein

E?lzlnlclgerrdphr ngziggneirs;gm Alignment: If vou choose to use alignment in your 420
Al climb campaign, then review the alignments (ser pages £3—65) and
Commerce Profession {merchant) determine which hest fits your character

iRy Diplomacy Glory: There are no Glory rules included with 430
Falirtiar Diplomacy Kolcugan, though you could use those presented in the Legend
Erats Cisfe of the Five Rings system with no difficulty. If converting to LSE,
Diplomacy Diplomacy ask your CM what your Clory Rank is. Use the table on page
DiviEaten Sery B ok the LR Came Masters Cuide oz 2 guideline.

Engineering Knowtedge {arc}':ittctun_: and engineering) SPE].].S and Kiho: '['mnslat[ng 3}'”:1!3 and kiho Iy present
Escape Escape Artist some challenges. A number of spells and kiha have slightly
Etiquette Knowledge (etiquette) different cffects, or are more or less difficult to access
Evasion Hide depending on the system. Again, common sense should be
Explasives Alchemy the general guideling; select abilities thie muke sense for your
Falconry Handle Animal character ta have. The abilities you gain should make up for
Fasting Cancentratien any you might bave lost,

Flatchery Craft (fletchery) Equipment: Your characeer retains all of the equipment
Fargery Forgeny and possessions he owned. The DM may judge that some

Gambling Bluff, Sense Mative, Profession (gambler)

Goblin Culture

Knowledge (goblin culture)

Lossip Gather Infarmation
Heraldry Knowledge (nobility and royalty)
Herbalism Profession (herbalist)
Hisormu Hide, Move Silently
History Enowledge (history)
Horsemanship Ride
Hunting Wilderness Lore
laijutsu laijutsu Focus (see Oriental Adventures™)
Ichi-Miru Spot, Sense Motive
Intimidation Intimidate
Investigation Search, Spot, Sense Motive
Kagalku Alcheny
Kuenai Knowledge (criminal underworld)
Law Knowledge (law)
Locksmith Craft (locksmith)
Lore Enowledge
Manipulztion Sense Motive, Bluff
Madicine Heal
Meditation Concentration
Mining Profession {miner)
Moksha Knowledge [Moksha)
Mountaineer Clirnibs
Music Perform
Maga Language Speak Lanpuage [Maga)
MNazodo Spot, Search, Sense Mative
Obeiesaseru Intimidate
Ormens Knowledge (omens and folk magic)
Cratory/Rheloric Perform
Crigami Craft (origaml)
Painting Profession {painter)
Puppeteering Perform

Ratling Speech Speak Language (Nezumi)
Rokugani Language Speak Lanpguage (Rokugani)
Seduction Bluff, Diplomacy
Shintao Knowledge (Shintac)

of vour high-quality trems ate now magical in the d20 Systen™
See character wealth by lewel tahle in the Duwceon Mastee's
Guide™ for an estimare of character wealth by level This will
help in determining how powerful your character’s items
should be. &s always, commen sense should rule, 1t your char-
acter didn't have a flaming sword before, he doesn't have one
nowe Try to stick to more subtle items (keen edge weapons, 13
armor, haori of resistance, vings of protection, etc.) that your char
acter could conceivably have owned and used though he
never realized their true value,

If converting from 420 to LER, your character’s wealth prob-
ably drops dramatically. Divide your current gold by 20 to get
keku. Also, 420 magical weapons are likely 1o be high yuality
in the LiRk RPG, and gain aw exiia die w hic or for damage,
or bath.




APP=NDIXFOUR:
SUgG=sT=D
___==RDING

For those who wish o know more about Rokugan, this book is
only the tip of the iceberg. Alderac Entertainment Group's
Legend of the Five Rings Role-Playing Game™ poes Into an even
greater amount of detail on each of the Great Clans. Even for
those players who use the d20vules, each of these supplements
holds 3 wealth of setting, history, character hackgrounds, and
other information that can be easily used in any rules system.

Here is 2 bref summary of what you will Fnd in each bool.

WAY OF TH= CLANS
S=RI=S

Each book in the Way of the Clans™ setles

describes the origins and histery of a major

fartion in Rokugan. They also present a good
deal of other informarion abour the Empire
itself,

Book One: Way of the Dragon —
Diragon philosophy, alehemy, and
swordsmanship,

Eook Two: Way of the Unicorn —
Caijin lore and the Unicorn
exploration of the lands ourtside
Bokugan,

Book Three: Way of the Crab —
The history of Bokugan's war
with the Shadewlands,

Book Four; Way of the Cranc —
Rokugani art and culture.

Book Five: Way of the Scorpion
— Esplonage, subversion, and
generil villainy

Book Six: Way of the Lion —
Mtlitary ranks and organiza-
ton. Famous battles,

Book Seven: Way of the
Phoenix — Relipion, the
Forrunes, and shugenja duels

Boolk Eight: Way of the Naga —
Maga culture and the mysteries
of the Alasha.

Book Mine: Way of the Minor Clans

The history of twelve different Minor Clans.

Bool Ten: Way of the Wolf — Ronin snd Belrugend society
How they fit in, and how they don't.

Book Eleven: Way of Shinsei — Shinscist philosophy and

monastic organizations.

OTH=R L=GEND OF TH=
FIV= RINGS ?RODUCTS
The Book of the Shadowlands — The Writings of Kuni
Mokuna describe 2 number of the Shadowlands’ strange
denizens and their ecology, and hints at their origing.
The Second Book of the Shadowlands: Bearers of Jade
— Another look at the Shadowlands.
The Merchant's Guide to Rokugan — The history, goals,
and organization of the Kolat.

Bug Flap

Unexpected Allics — A wealth of character histories and
backgrounds,

Walking the Way — The history of Rokugan's moest spells.
Adventure hooks,

Way of Shadow — Tales of the Lying Darkness and irs effect
upon the Emplre.

Way of the Ratling — Culture and history of the Nezumi
race:

Wway of the Shadowlands — How to use the Shadowlands
‘Taint as a driving farce of the campaign. Lising the Iaint
within a player character party.

Winter Court: Kyuden Asalko — Folle magic, superstitions,
courtly insults, castle construction, and the Imperial
Legions.

Winter Court: Kyuden Kakita  Apprenticeship, training,
gl‘lmita, and how the Emperor’s law deals with the Taine
Winter Court: Kyuden Seppun — History of the

Diomo and Seppun families, Rokugani etiquette, festi-

vals, and courtly behavior.

City of Lies boxed set — The largest cliy in

Scorpion lands and the people and plots that

thrive there.

Orosan Uchi boxed ser — The imperial capital,
with three books, maps, and the Scorplon Clan
Coup.

Tamb of Tuchiban boxed set — A dungeaon
crawl thromgh the mast dangernns piece of
architecrure in Rokugan

SAMVURAI

RESOURCES

The following is a bibliography of books and
mewvies that have influenced the Legend of the Five
Rings world. For those with the urge w lean iore
abour the real history, myth. and legends of the
samurai world we could not recommend the
works on this list more highly

THE ZSSSENTIALS
Miyamote Musashi; A Book of Five Rings.
SuuTeu, The Arl of War.

BOOKS, STORI=ES5, AND

ARTICLES
Allyn, John. The £7 Rowin Story. Charles E.
Turele Publiching Co., Inc., 1970,
Bacho. On Love and Barley: Haiku of Bashe,
Penpuin Bools, 1985,
Brucato, Phil. Baok of Mirtors, White Wolf Publishing, 1997
Charctte, Bob and Hume, Faul. Bushido. Fantasy Games
Unlimited, Inc., 1981,
Clavell, Tames. Shopun. Dell Books, June 1974
Costikoyan, Gree. “T Huve No Words And T Must Design.”
Lnteractive Faiigasy, Hugsl:tad P‘ub!ishing, Lud. 1994,
{hetps/ fwwwerossovencom/~costik/ nowonds huml)
Doubleday, Tony & Scom, David. The Elemenis of Zen.
Elemenr Books, 1992,
King, Winston L. Zen and the Way of the Sword,
Crefoed TIniversity Press, 1994
Laie, IO (trans) Mencaie Pengiin Press, 1970,
Lag=Lzu. Tan Te Ching.
-Mackenrie, Donald A, Myths of China and Japan (reprint).
Cramercy Books, 1904,
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McAlpine, Helen & William. fapanese Tales and Legends.
Oxford University Press, 1989,

Morris, Tvan; de Anpelis, Paul (editor). The Wodd of the
Shining Prince (reprint), Kodansha Ameres, Inc., 1924,

Mutagaki Shikibu, The Tals of Genji.

Nitobe, Inazo. Bushido: The Soul of Japan. Chatles E. Turtle
Publishing Col, Inc, 1963

Perkins, Dorothy, Dncyclopedia of Japan: Tapanese Histo ry wrl
Culture, from Abacus to Zort. Roundrable Press, 1991,

Polti, Georges. The 36 Dramatic Situations. The Writer, Inc.,
1977,

Ratii, Oscar and Westhrook, Adele. Secrets of the Samurai.
Charles ETurtle Co, Inc., 1991

Roberts, Moss (editor). Chinese Fairy Tales & Fantasies
Pantheon Books, 1960,

Russell, Sean. The Initiate Brather and Gatherer of Clonds.
DAY Books, 1991 and 1092,

Sadler, & L (trans). The Code of the Samurai. Charles E. Tuttle
Publishing Co, Inc., 1088,

Salai, Stan. Usagl Yojimbo {series), Dark Horse Comics and
Fantagraphic Books, 1900-2000,

Bansom, C.B. Japan: A Short Cullural History, Stanford
University Press, 1934,

Sate, Hiroaki, Legends of the Samurai, The Overlock Press,
199z,

Sawyer, Ralph D (trans), The Seven Militury Clussics of Ancient
Ching, Westview Press, 1993,

Shosan, Suzukl, Wirrior of Zer, Kodansha America, 1994,

Tsai Chil Cliung, Zen Speaks. First Anchor Books, 1994,

Tsunetomo, Yamamoto. Hagakure — the Book of the Samurei.

Turnbull, Stephen. The Samurad Sourcebook. Arms and
Armour Fress, 1998,

Tyler, Royall. Japanese Tales, Pantheon Books, 1989,

Yoshikawa, Eiji; Terry, Charles § (trans). Musashi,
HarperTrade, 1986; Kodansha Amerdea, 1995,

mnoviEs
Kaige, Chen, din. Temptress Moon, China/Hong Kong, 1994,
137 min.
Kadokawa, Haruki, dir. Heaven and Earth. Japan, 1290, 119
tnin.
Kurosawa, Akira, dir Kagemusha. Japan, 1980 159 min,
Han, fapan-France, 1985, 161 min,
Rashamion. Japan, 1950, B8 min,
Sanjiivo Japan, 1962, 85 min,
Sever Samurai, Japan, 1954, 141 min.
Throne of Blood. Japan, 1857, 108 min.
Yojimbo. Japan, 1961, 110 min.
Lee, Ang, dir. Crouching Tigen, Hidden Diagon, China/Hong
Kong/Taiwan,/USA, 2000. 120 min,
London, Jerry, die. Shogun, United States, 1980, 125 min.
Mizoguchi, Kenji, dir. 47 Ronin. Japan, 1941—42, 112 min.
Ping, He, dir. Red Firevrucker, Green Firecracker. Hong Kong,
1994, 118 1min,
Siu-Tung, Ching, dic. Chinese Ghost Stery. Hong Kong, 1987,
%3 1min,
Woo Ping; Yuen, dir. Iron Monkey. Hong Kong. Bé min
Timow, Zhang, div. Raise the Bad Lantern, China-laiwen-Hong
Fong, 1991, 125 mih.
Red Sorghum. China, 1987, 91 minures
Shanghar Trind China-Franee, 1895, 100 min,
T Live, China, 1994, 133 min,

Agasha; Termerly of the Dragon Clan, the Agasha defecred
to the Phocnix nearly three decades apo, taking muoch of thelr
unique alchemical wagic with them.

Akodo: & fumily of honorable warriors and racticians; the
Abwilo serve the Lion Clan,

Asahina: A family of pacifistic shugenja that serve the
Crane Clan,

Asako: Perhaps the most mysterious family in Rokugan,
the monk-like Henshin of the Asako family serve the Phoenix
Clan with their strange ways and methods,

Haynshi: Cunning and deceitful, the Bayushi rule the Scor-
pion Clan as wartiors in battle and in the courts,

bushi: A samurai warrior or soldier. Bushiare trained in the
use of weapene and the ways of barele from their childhood.

champion: & position of great authority, Traditionally, the
term champion applies to the victor of a prominent tourns-
ment, such as the Test of the Emerald Champion or the Testof
the Jade Champion. It also applies to the dainiyo of the Great
Clans, who are often referred to as the Clan Champions.

Chuda: This family of shugenia led the Snake Clan, but
were destroved seven centuries ago by the Phoenix for their
practice ul maho,

vhui: 4 military rank similar to 2 lieutenant. A chui com-
mand many gunso and the troops under their command Chu
report directly to the taisa who rommand their divisions

Daidoji: A family of scouts, spies, and bodyguards that
serve as the military arm of the Crane Clan.

daimye: Any lord with samurai sworn to his service. There
are traditionally three levels of the daimyo position. Provin-
cial daimyo govern a single provinee in the name of their clan,
Family daimyo rule over the affairs of a single family within
their clan, Clan daimyo, also known a5 Clan Champions, are
thé ultimate rulers of their clans and arc answerable only to
the authority of the Emperor himself

daisho: The daishe is the name given to the set of swords
that arc the symbol of status as @ samurai. It is teasunuus and
blasphemous for any but samurai o wear the daisho. The
daisho consists of the katana (long sword) and the waldzashl
(short sword),

Duji: A family of powerful courrlers thar rule the Crane
Clan.

doshin: The lowest level of law enforcement in Rokugan
The doshin are the assistants to a yoriki, or a magistrare’s
deputy. Even heimin can serve as doshin if thete ate not suit-
able numbers of samurai in the area.

et The lowest cocial strats within Rokugan's society The
eta are those hinin that must handle dead flesh, which is seen
as a disgraceful and loathsome task in the Bmpire, This
includes torturers, leather -worlcers, and those that handle the
bodies of the dead. The eta are piticd by the other classes
because their work is so disgraceful that they have no chance
of being reincarnated into & higher class. Only gaijin are
beneath the era

Fuzake: A small family of shugenja in service to the

Monkey Clan.




gaijin: Travelers from outside Rokugan. Gaijin are almost
universally distrusted and disliked throughout the Empire.
While a very few have found a niche with one of the Great
Clans, most gaijin are turned away from the Empire or killed.

gempuklow: The coming-of-age ceremony that signifies the
passage from childhood to adultheod. This is a very somber
occasion when a young samurai chooses his adult namc and
talees his place beside his brothers in defense of hisclan. Some
gempukku ceremonies have elaborate competitions to give
the Young men anel wonnen an opporiunity to disp].'d}' the
knowledge they have gained during their training,

gunso: A military rank similar to-thae of sergeant. A gunse
can command up to 200 soldiers. Gunso report directly to
their commanding chui,

Hantei: The descendants of the first Emperor,
the Hantei nuled the Empire for over 4 thousand
vears. Now, they are all bare extinct

hatamoto: The chisf aide and advisor to
a daimyo. Hatamoto is a position of great
respect and intluence, az it means the
daimyo has chosen them as their most
trusted and capable assistant, The hata-
mote is often left to run & dsimye’s estate
while the daimye travels.

Heichi; The ruling family of the Boar
Claw, the Heichi warriors were wiped out
by Agasha Byuden, crearor of the dreaded
Anvil of Despair,

heimin: The peasant class of Rokugan,
also known as "half-people.’ Farmer, arti-
san and merchant are all heimin roles,
although some in the samurai caste
indulge in crafrs or trade.

Hida: A family of warriors who emphasize
strength and endurance: The Hida rule the
Crab Clan.

Hiruma: A tamily of scouts who serve the
Crab Clan.

hinin: The “non-people” of Bokugan. Crimi-
nals; entertainers, charlatans, gamblers, and
geisha are all hinin, The cte arc a subset of the
hinin class.

Hitomi; A recently founded family of dark war-
riors and monks that serve the Dragon Clan,

hohei: A wilitary rank similar to that of private,
The hohei are the mnk and file ol the clan armies.
They reporr to the nikurai who commands
their squadron.

Horiuchi: This tiny family of shugenja
serves the Unicorn Clan.

Ichiro: The samurai of the Badger Clan,
the Iehiro are all burextiner. They wander the
Empite aimlessly, desperately seeking a way to rebuild their
shattered clan,

Ide: A tamily of courtiers and ambassadors that serve as the
diplomats of the Unicorn Clan.

Tkoma: Bards and historians, the Ikoma family gerves the
Lion Clan.

Isawa: Unquestionably the most powerful shugenja in the
Empire, the Tsawa are led by the Council of Elemental Mas
rers. The Isawa serve the Phoenix Clan,

Iuchi: The shugenja of the Unicorn Clan, the Tuchi are
experts un gaijin magic,

Kaeru: A family of ronin merchants, the Kaeru tule dhe

Teanaggaian

City of the Rich Frog, a prosperous city lying between the
Unirorn and Lion lands,

HKain: A family of the Crab Clan who produce the greatest
enpineers in all of Rokupgan.

Kami: The teri children of the Sun and Moon — Hida, Doji;
Togoshi, Akodo, Shiba, Bayushi, Shinjo, Hantei, Fu Leng, and
Byoshun,

kami; The spirits that cxist in everything These are the
spirits that shugenja communicate with and convince to
power their spells, Bach kami is aligned with onc of the four
physical elements: five, carth; air, or water.

kansen; The darlg, evil spivics that exist in the Shadow-
lands. They are the spirits that power maho
{blood magic).

Kasuga; Wor a proper family, the Kasuga e

i conglomerarion of samurai who rule the

tiny and despised Tortoise Clan:

daigho and the primary weapon of every

beth the stats of the samnrai caste and
the soul of the warrior Xatana are
handed down from generation to gener-
ation. Someone whe touches 3 samurai’s
blade without his permission facee dire
conscquences indeed.
Kitsuki: A family of magistrates
wheo perceive justice and investigation
much differently than the rest of Rokugan.
The Kitsuki serve the Dragon Clan,
Kitsune; One of the oldest Minor
Clun families, the Kisune rule the Fox Clan,
They are powerful shugenja with strong ties
to Chikushudo, the Realm of Animal Spirits.
Kitsu: A family of mysterious shugenfa, the
Kitsu serve the Lion Clan with a brand of
spirit magic no ather family in Rokugan
understands.
Kuni: A sinister Family of shugenja who
serve the Crab Clan.

dark powers-of Jigoku, and thus is inherently
cvil. Anyone caught practicing mahe is immedi-
ately sentenced to death.
Matsu; Brash, aggressive warriors, the
Matsu family rules the Lion Clan.
mempo: An armored mask: Mempoare very
common on the battlefield, and many mem-
bers of the Scorpivn Clan choose o use
them ar all times in place of a cloth mask,
Mempo are often decorated with images
designed to frighten or intimidate a foe.
Mirumoto: A family of warriors who emphasize the style
of swatdsmanship that uses hoth blades of the daishe. The
Mirumoto serve the [ragon Clan
Miya: This family of heralds serves the Emperar directly
Mocehi: Formerly the samurai of the Centipede Clan, the
matriarchal Mochi family of chugenja have become a house
within the Mantie Clan,
Moto: This family of dark and determined warriors rules
the Unicorn Clan
nikutai: A military rank very similar to a corporal. A single
nikutai will have a squadron o?ﬁohci undecr his command and
will report directly to a gunse.

katana: The longer sword of the §

samurai warrior, The katana symhbnlizes |
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Ctomw: The Emperor's courtiers, the Otomo sirive to keep
conflict alive in Rokugan so that the Emperor never nesds
tear another coup,

rikugunshokan: & military rank similar to "general ! A
rikugunshokan commands an entire army and reports
directly to his daimyo.

ronin: Literally, a “wave-man " A samurai who has lost or
abandoned his family and clan affiliation, instead relying
exclusively upon himself, Ronin are locked down upon by the
rest of the samurai clase,

seppulow: The act of ritual suicide. Seppulau
i a means for ¢ sumural to atonc for failure
ot dishener. Successful completion of
the ceremony removes the stain from
the samurai's name and returns him o
honorable status, posthumously.

Seppun: This family serves as the
bodyguards and protectors of the
Emperurn

Shiba: The ruling family of the
Phoenix Clan, the Shiba are quiet and
contemplarive warriors and hody-
puards.

Shinjn: Farmerly the ruling family
of the Unicorn, the Shinjo lost their
place as lords for their treachery. Now,
they zeel to find their place within the
clan and the Empire.

shireikan: A military rank similar to
that of commander. A shircikan can
comimand up to an cntire rask force or
number of divisions. Shireikan report
directly to the rikugunshokan, the gen-
eral of the clans armies.

Shosuro: Dack and enigmatic, the
Shosuiy serve the Scorpion Clan as
actors and assassins,

shugenja; A samural priest or spell
caster. Shugenfa ate the priests of the
kami. those rare samurai who have
the ability to summean, communicate
with, and coerce the kami into
doing their will.

Soshi: A mysterdous family of
the Scorpion Clan, the Seshi poe-
sers the sectets of shadow magic.,

Suzume: GQuist and introspec
tive, the warriors of the Suzume =
family rule the Sparrow Clan.

taisa: Military rank; similar to a
captain. A taisa will have many chui
and their units serving beneath him, and
reports directly o g shireikan, who commands the force in
whicls e taisa serves,

Tamori: A family of shugenja formed from the remnants of
the Agasha family. The Tamori serve the Dragon Clan.

Togashi: A mystetious family that is more lilée an arder of
tartoned monks than a proper family The logashi rule the
Dragon Clan.

Plagric dembie

Tonbo: Children of the Dragon and Phoenix, the Tonbo
Family riles the Dragonfly Clan and serves as the emissaries of
the Dragon Clan.

Toritaka: Formerly the samurai of the Falcon Clan, the
ghost-hunting Toritaka were absorbed into the Crab Clan
thirty years ago,

Toturi: The family name founded by the recently deceased
Emperot Toturi I, the handful of Toturi in the Empire are
mastly his children and their sworn followers,

Tsuruchi: Formerly the samurai of the Wasp Clan, the

peerless archers of the Tsuruchi Gunily have become a house
within the Matis Clan.
Ujina: A fumily in service of the Hare Clan, the Ujina
are shilled archers and hunrers.

Usagl: The founding family of the Hare
Clan, the Usagi are swift warriors who hint mahao-

tsukai wherever they are found,
wakizaghi: The short sword of 2 daishg,
which symhbaolizes the honor of the samurai

who wields it. A samurai who does not wield 2

wakizashi is likely to be looked upon with sus-
picion. Many ehugenja whe lacl martial train-
ing wield only a waltizashi as the symbaol of
both their honor and their status,
Yasuki; A wily and cunning family of mer-
- chants, The Yasuki defected from the Crane
Clan to the Crab Clan centuries ago, buta
Crane hasrecently been declared the Yasuli
daimyo by an Imperial decree.
Yogo: A family of shugenja that
serve the Scorpion Clan. The Yogo are
cursed, and many have fallen to maho
over the centuries.
yajimbo: A Bedygnard Yojimbo
are often assigned to valuable members
of coort, shugenja with little combat
training, merchants, or important mem-
bets of the clan who might be the target
of assassination attempts. Cenerally
speaking, yojimbo are trained os bushi
Bushi themselves rarcly have yojimbo
unless they are high-ranking mem-
bers of the clan,
yoriki: The deputies of a magis-
trate. Yorikiare normally samumi,
bt in unususl circumstances i is
st unhesnd of for peasanrs o All
this role.
Yoritomo: The ruling
family of the Mantis Clan. The
Yoritomo family are warriors and
sailots who prefer using peasant weapons to the
daisho of a samurai.

Votsu: Establishad as a reward for saving the Emperors son,
the: Yotsti are a family of ronin who have risen to govern over
the Yatoshin district of the Imperial Capital, Otosan Uchi.
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WHERE HOMOR IS A roacs
RORE POWSRFUL THAN ST=

Welcome to Rokugan, a land of breathtaking beaty, where
eight clans of powerful samurai warriors struggle against one
another in a constant war for supremacy. Rokugan is a land
where powerful shugenja and enlightened monks command’
the forces of the elements. It is a land where andient races of
naga, ratlings, dragons, and other mythical creatures liveand.
wall beside mortal men, Tt is a land where cunning assassins
stallk the shadows, walking the dark path of the ninja, It is a
land where honor is as sharp as steel.

This book contains all the details you need to play Dunceons
8 Dracons® adventures in the Legend of the Five Rings™
setting:

« NMew races, skills, feats, magical-items, and monsters,
¥ f =

New character classes, including the ninja, courtier,
and inkyo (enlightened monk). )

Over 15 new prestige classes, including Emerald
Magistrate, Shadowlands veteran, and Kolat agent.

Over 70 new spells, including new maho (blood magic)
and void magic.

.

Detailed provinces and personalities of the Creat Clans.

Concise timeline detailing the history of Rokugan and
events through Cold Edition of the Legend of the Five
Rings Card Game.

To use thiqcumpanitm, a Nungeon Masrer alsa nr:eds;_ the
Player's Handbook™ the Dunceon Mastex's Guide,™ and Oriental
Adventures.™ A player needs only the Player's Handbook™ and
Orviental-Adventures.™
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