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AMuya Hatort sel fus brush down and rubbed his aching hand, He had
hunched pver s writing desk for hours, and his jomts hrobbed from
inscribing hundreds wpon hundreds of imy characters on an endless
sevies of scvolls, Sl he felt a greal sense of velief and fulfillment,
Nearly six years age, he had begun a strange odyssey that had laken
him and his atiendanls all acvoss the Empure. They had met with
Champions, assassins, mevchants, and madmen. Every deslination
led 1o another, and just when they had hough! their journey
complete, new problems vequired them to press on, In fome he, nlong
with Otenio Taneji and Fuzake Sekkou, had visifed every clan's lands
before they could finally return.

Halori had forgotten who fivst suggesied he write an account of
has travels, but the rdea had stuck with b for nonths afler s home-
carmng unttl he could not deny the urge any further. The past few years
had seen I staying al home to work an Jiis sery fav more often than
his wicreasingly mirequent misstons for hus lord Miya Shom. Truth be
told, it was probably for the best. Halor had not been @ young man m
a long time, and s vassals weve now free to pursue their own ends,

The sevoll before him held the delals of his meeling with Togash:
Satsi, Dragon Champron and the heir of Togashr Flosht. Though il
had been many yewrs, Hator: vemembered the meeting vindly. Onee
he finished commutting the memortes lo paper and summarizing the
long trip back to Kyuden Miva, Hhe tale would finally be done,
1t would be his h‘gﬂrl}‘.

“Hatort-sama," a sevvant sard sofily. "A visitor washes to see vou"

“Whoisit, Benru?”

The servant shifted uncomforfably, *He would nol give his name,
my Jovd, bul he 15 a Miya"

Haton frowned. 1t was quile unusial for @ Miya to behave m such
a manner. “Show hip m."

Benvit veceded into the outer cornidar. A few momentis laler, the
visiter enteved Halort's study 1 a shuffling of robes. “Thank you for
seeing me, Halort-sama. Ut 15 a great honor to finally meet you.”

Hatoyi stood suddenly in surprise. “Miya Gensatken-santa,”
he said. It is T who am honored to meel you. You do all Miya a greal
honor with your service to lord Sezavie-sama.” He looked at the herald
strangely. “Why ever would you wish to remam anonymous? You
will always be welcome 1 my home.”

I did not give my nante because | did not wish to take you from
your wark," Gensatken sard, gesturing loward the wrimg desk,

The old man smiled. “You flaller me. | was not aware that my
work was af mtevest lo any bul a handful in the Empive.

"It 15 of greal interest o me and to Sezaru-sama,” Gensaiken said
wath a somber expression. “He belicves that your book will be o great
sticcess, as many will wish lo read about the clans and families they
may never meel. He also believes thal your work would be o preal
opportunity to educale the people of Rokugan aboul their enemies,”

Hator frowned again. " Whal do you mean?”

“You have discussed the childven of all the Kamy! Gensatken saud,
gesturing towand the desk. "Except for one”

The historian paled. "You cannel be serious”

“But 1am,” Gensatken msisted. *These who forget husiory shall
vevtsit 1. Sezarvw wishes to tmpress upon you his great concern
regarding this matter. You ave, of course, welcome to do as you wish.”

I fenow itile vegardimg the Shadowdands,” Haleri said. “While
1 appreciate your lord's pant of view, T am nol rapable of providing
the mformaton he desires.”

“That is why he sent ime" Gensatken srd quietly, *1 unll lell you
all you wish to know.”

"Forgrve me, Gensatkep-sama," Hatore smd cantwusly, “bul what
would a courtier of your station know aboul the Shadowlands?”

“Miya Gensaiken died m Tus orih” Gensatken sawd plantiively.
“I replaced him. T am not hwman, Halori-sama. | am a Pekkle.
A creature of spiad”

Hatore said nothing for several momenls, regarding Gensaiken
carefully. "s this some sovt of joke?” he finally asked.

"L assure you il 1s nol. [ took Gensatken's place so that I might
walch over the Empive’s court. The Dark Daughtey, Shahai, ordered
e to become close to Toturt Sezavu i hepes of corrupling his troubled
ind. ! fatled muserably, and was left with nowhere fo call hame.
Remarning with Sezavu was dangevous, for T feaved he would
eventually discover me, but 1 could not velurn o the Shadmelands,
fest | be kelled for my farlure” He shrugged. “In the end, I discovered
that Sezavu knew all along. He allowed nie to vemain near him so
that he could watch me. When his brother ascended to the throne,
Sezavie destroyed my conmechon to the Taind. 1 am Pekkle no Onino
longer. | am merely Pekkle, and 1 wish revenge upon the Shadow-
lands for controlling me as they did.”

Agnin, theve was a long silenee from the old histovtan, “ This 1s
madness.”

Gensatken simtled wisifully. "1 thought perhaps you weuld
require. .. convincing.” The youngey man stepped forwand into the
light, the lanterns illusminating hes face. And then, his features
changed. Ths face flowed together as if there weve fish moving beneath
it, as the surface of a pond might.

"Monster!” Hatori spat. "Shoin will hear of this!”

“But unll he belteve 112" Gensaiken was nol concerned. "1 am
Sezavu's vassal, and a promment courtier in the Impertal Courl,
Make such accusations and there will only be @ sad whispey that the
vaunted Miya Hatort’s mind ts finally farling hin."

Realization dawned in Hatori's eyes. "Sezaru veally drd send you,
drdn't he?”

“As I sad” the other man confirmed. He fixed Hatori with an
inquistrve look. “Are you veady lo begin? T will fell you everything
1 know about the Shadowlands, and you will write of it us you wrofe
of the other lands of Rokugan.”

Miya Halor staved at Gensatken in contemplation for quile some
time. "Very well” he finally said, taking up his brush, "Lel us begin.”

HOW TO VUS=
THIS BOOK

Secrets of the Shadowlands™ is a sourceboek for players and GMs
who are ingerested in adding more depth to the inhabitants of
the Shadowlands, especially those unfortunate individuals
who have surrendered their souls to Jigoku's seductive power:
the Lost. Three other buoks have explored the Shadowlands in
the past — The Book of the Shadowlands™ Bearers of Jade and
Way of the Shadowlands™ This book ditfers from them in that it
focuses primarily upon the places and people currently in the
Shadowlands itself. rather than Shadowlands beasts that
wander the Empire or the Taint as an all-pervading evil. Every-
lhing n’.quirud to create memorable Shadowlands villains
{or even player characters) or run an extended campaign
based on the Shadowlands is featured here.

Secrets of the Shadowlands™ is broken down inte chapters as
tollows:




The Introduction deals with the Shadowlands' history,
some general customs practiced by the Lost, and several new
mechanical options appropriate for Shadowlands characrers.

Chapters Two through Six each deal with a powerful group
within the society of the Shadowlands: the Daigotsu, the
Chuda, the Tsuna, cu\.mlu) f the Shadow Dragon, the Blood-

speakers and assorted beasts. Each chapter presents informa-

tion on the group's territovies, im:‘.uding several points of

interest for each area and some adventure hooks for GMs,
major NPCs, and new mechanical options for characters from
that group {or rules for playing such characters if none exist).

Chapter Seven: The Wall of Bones delves into the haunted
wall of living bone that protects the City of the Lost {rom
prying Hiruma scouts and other invaders. All the information

needed for a GM to use the Wall of Bones as the centerpiece of

an adventure is presented.

Chapter Cight: Behind the Veil details the darkest, most
unpleasant truths about the Shadowlands. The true motiva-
tions behind many of the deadliest servants of darkness are
revealed here for the first time.

HONOR AND BUSHIDO
IN THE SHADOWLANDS

The samurai who follow Daigotsu and Iuchiban have
developed a variant of Bushido that blends the samurai
traditions of their ancestors with the inhuman appetites
that well from the Taint, Lost samurai still claim to honor
bushido, though their definitions of the seven virtues are
quite different from those seen in any Rokugani bushi

dojo. The following are how the Lost samurai view each of

the traditional seven virtues.

Gi (Honesty and Justice): For the samurai, honesty is ones
primary concern, and foremost is honesty to oneself. The
!mm‘m spirit has many emotions, many appetites.

Vengeance and anger are among these. To deny these
motivations is to be dishonest with oneself. Further,
justice is defined by strength. What is right depends
upon the strength one possesses o enforce one’s beliefs.
Justice and violence are one in the same. Victory is ample
justification of one’s deeds,

Yu (Heroic Courage): The Lost agree with the Kakita
motto: "For the coward, there is no life; for the hero,

there is no death.” In the Shadowlands this takes a more
macabre meaning. The Lost believe that trueimmortality
can only be seized by those not afraid to draw upon
Jigoku's power, They consider all Rokugani samurai
cowards who fear the power of the Shadowlands.

Jin {Compassion): Compassion is the ability to show
mercy to those below you in the Celestial Order. The Lost
are surprisingly compassionate to their brethren, treat-
ing their peasants with respect (if not kindness) and
restraining their violent impulses toward one another.
For those who betray the Lost, or those who stand against
them, there is no compassion. To fail to acknowledge
Figoku as the pinnacle of the Celestial Order betrays an
ignorant defiance of the truth. Compassion is wasted on
such individuals. As such, a Lost samurai who treats a
Tainted peasant with mercy and patience will display no
such compassion toward a Rokugani samurai, especially
members of the Crab Clan.

CUSTOMS OF TH=
SHADOWLANDS

LIVING I TH=

SHADOWLANDS

For much of the Empire’s history there has been no true civiliza-
tion in the Shadowlands, only a few scattered bakemono tribes
and gangs of Lost samurai united by a mutual hatred of the

Empire. All of this changed a generation ago at the Battle of

Oblivion’s Gate. Thousands of samurai banded together on a
march into the heart of the Shadowlands, bent on defeating the
Lying Darkness before it could spread its corruption across the
Spirit Realms. Though Rokugan’s greatest heroes were success-
ful, many of them also paid the ultimate price. The Shadowlands

Taint spread like fever through the wounded and dying. Many of

the Empire’s defenders found themselves Lost to corruption

before the battle even ended. Hundreds departed the field of

battle, abandoning their comrades as they answered Jigoku's call.

Rei {Polite Courtesy): A samurai’s place is at the pinnacle
of society. It is important that samurai be practiced in
etiquette and the courtly arts. Rudeness and disrespect
are intolerable — marks of poor training that speak ill
not only of the samurai, but also his family and sensei.
Those who view the Lost as vicious animals might be
surprised to see how seriously these corrupted samurai
take their art and culture. Of course a Tainted samurai's
definition of art can vary wildly from his Rokngani
counterparts. While some Lost practice origami or
poetry, others view torture or self-mutilation as serious
art forms, and practice them with all the stately grace of
a Kakita artisan.

Meiyo (Honor): The Lost definition of Honor is
the most twisted of all. Rokugani samurai believe that
external judgment is meaningless — the true measure
of worth comes only from within. That which lies deep-
est within the heart of a Lost samurai is none other but
the Taint. Therefore, all that the dark powers deem nec-
essary is therefore honorable. All honor, all forgiven
is found in the depths of Jigoku.

Makoto (Complete Sincerity): This virtue varies the least
from Rokugani definitions. Deed and action are one,
The Lost take their vows as seriously as any samurai.

Chuge {Duty and Loyalty): The Lost view of duty is also
similar to that of other samurai. The Lost who follow
Daigotsu honor him as they would the Emperor, and
worship the dark powers of Jigoku as the Rokugani do
the Fortunes. The samurai who follow Inchiban owe
their loyalty to no master other than raw power. They
follow Iuchiban because he is the most powerful, and
should he fall they would follow his successor.

This difference in beliefs has created the greatest
schism within the Lost. The Daigotsu samurai now
believe not only that Tuchiban must be destroyed for
having dared to strike down their master, but so must

hose disloyal Lost who follow him. The current civil
war in the Shadowlands, unlike similar conflicts in the
past, is at its heart a matter of honor,
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These scattered refugees banded together out of necessiry.
They wete now willing servants of the Shadowlands, but this
afforded them no protection from the horrible beasts that
prowled the wastelands, These nomadic bands found strength
in numbers and began to buld villages deep in the Shadow-
lands. A new generation was born that had never seen Roku-
gan. They clung to their parents' traditions, a perversion of
Rokugans bushido, as a means of retaining sanity when sur-
rounded by madness. As many of their parents had once been
the Empire’s greatest heroes, the new Lost also inaerited their
pavents' discipline and Hghting rechniques. They were Lost,
but they were also true samurai.

Though the time after the Battle of Oblivion's Gate is
remembered as a time of relative peace with the Shadowlands,
there were more Lost at this time than in any ather in the
Empire's history, These Lost samurai did not trouble the
Empire, for they spent these decades in endless territorial dis-
putes both among themselves and with the powerful beasts
that ruled the Shadowlands. Their true potential as the
Empires greatest enemy was not realized until the Dark Lord,
Daigotsu, arrived to unify the warring Lost factiens. The Ciry
of the Lost tinished construction soon after his appearance,
and the people of the Shadowlands finally stoad s one.

When luchiban appeared and struck down the Dark Lord,
true divisions began to appear among the Lost once more,
While many Lost took their caths to Daigotsu to heart and fol-
lowed their master into exile, most others were awed by
luchibans power and acknowledged him as their new leader.

BIRTH

Birth in the Shadowlands is a rare and treasured event, as this
is a dangerous place for a child, During Daigotsu's reign, he
instituted strict laws outlawing violence against children. The
youth are tomorrow’s warriors, after all, and Fu Leng would be
greatly angered to be robbed of his future servants. Tuchiban
has little regard for Fu Leng, but he sees the wisdom in Daig-
otsu’s laws, and has maintained them.

Though the Lost obey these rules and are protective of the
voung, not all the beasts that dwell in the Shadowlands are so
respectful. Children are generally kept indoors, under the
care of a samurai or several well-trained bakemono, Only once
they have reached gempulkku age are they allowed to venture
owside, and even then they are watched carefully.

GEM?PURRV

Once a year, during the time that marks the Chrysanthemum
Festival in Rokugan, the City of the Lost holds a great celebra-
tion called the Festival of New Blood. All vouths who have
reached gempukku age in the previous year raceive their
daisho and swear their vows to their masters. Afrer the ensu-
ing celebration, the new samurai's carcer begins with a first
glimpse of the blasted wasteland that is their home. Groups of
voung samural are taken out into the Shadowlands in the
company of a large band of older warriors. What follows
amounts to a hunting trip across the bleak Shadowlands.
The samurai track and kill wild bakemono, wandering oni,
or trolls,

From cach hunting band, the three youths who prove them-
selves the most talented and courageous are selected to join an
elite band for more dangerous hunts, These warriors might be
sent to kill Crab scouts, attack a Nezumi pack, or even venture
into Rokugan to pillage a peasant village. This band is named the
Legion of New Blood, and is feared throughout the Shadow-
lands tor ts vouthiul zeal and mad ferocity.

COURTSHI?

Marriage and courtship are strictly regimented. Daigotsu
recognized early on that the dark impulses and inhuman
appetites that sometmes stem from the Shadowlands lain:
could cause problems where questions of marriage and
fidelity are concerned. Feartul thar matters of love, romance,
and emotion could bring abour the downfall of his carefully
balanced city, he instituted strict laws resericting marriage.
Essentially, childbirth or romantic involvement ourside of a
marriage approved by one’s lord is a capital crime. 1tis a harsh
law, but it has also prevented many problems among the
sometimes bloodthitsty and impulsive Lost. As with many o
Caigotsu's laws, luchiban has seen this one’s wisdom and
maintained it during his own rule.

Marriage ceremoenies vary in ostentation and complexity,
DCaigotsu samurai tend to have large, prolonged celebrations,
calling upon the blessings of Fu Leng for a long and happy
marriage. Iuchiban’s followers are tar more pragmatic. Once a
Bloodspeaker acknowledges the marriage is official, the cere-
mony is done and everyone departs to go about their daily
business.

SUP=RSTITION

Some might believe that the Lost would have little in the way
ol superstition, as they already embody that which most of the
Empire dreads, The Lost know the truth: there is always some-
thing more powertul to fear. Deadly oni, vengeful spirits, and
even the Dark Oracles prowl the lands beyond the City of the
Lost, and the wise learn how not to offend their unpredictable
neighbors. Foremost among Lost superstitions is the belie”
that uncorrupted jade is incredibly unlucky. Such material no:
only numbs the power of the Taint, but also causes pain and
discomfort to powerl il Shadowlands creatures. The wise learn
not to carry it, and either destroy jade when it is discovered or
hide it safely until it can be properly corrupted

WAR

Laigotsu samurai have simple beliefs where war is concerned.
Those who defy Jigoku have proven themselves undeserving
of respect. As they have exiled themselves [rom the Celestial
Order, they do not deserve the mercy even an animal would
be shown. luchiban's followers have slightly different beliefs,
though the result is the same. Tuchiban’s samurai believe tha:
power is justitication for any action, and that any crime com-
mitted during war is justified by victory. For these reasons
both Iuchiban’s and Daigotsu’s followers will resort to nearly
any tactic and commit unspeakable acts to cow their enemies
into submission,

RETIREN=NT

Retirement is not an altogether unknown practice among the
Lost. Some older Daigotsu become monks of Fu Leng so thal
they might better honor their dark master. Among Iuchiban’
followers, retiremeni is unheard of. luchiban has ruled the
City of the Lost only briefly, but has already made it quite clear
that he holds a low opinion of those who retire to a life of con-
templation, unless they intend to contemplate the mysteries
of blood magic. The faw monks of Fu Leng who have not flec
to Daigotsu’s camp or died at the hands of Bloodspeakers keep
an extremely low profile.



FUN=RALS/D=ATH

There are no funerals in the Shadowlands, for death is simply
of no consequence. When someone dies in the Shadowlands,
their body is discarded somewhere where it will not be an
annoyance to others, There, it is either devoured by the local
wildlife or, if ligoku is willing, returned to life as undead.
Bodies are never cremated in the Shadowlands as they are in
Rokugan, as this leaves the door open for the deceased to
return in some form.

HISTORY OF¥ TH=
SHADOWLANDS

Fall of Fu Leng: Pre-history

The immortal son of Amaterasu and Onnotangu, Fu Leng,
talls to the earth after a devastating battle with his father in
which he and his siblings are (reed from their father's gullet
by his brother Hantei. Fu Leng falls far away from his brothers
and sisters, landing in a region dominated by non-human civ-
ilizations, including the Nezumi, ogre, and troll empires. The
sudden collision of Ningen-do and a child of Tengoku tears a
deep hole in the earth and epens a portal to Jigoku, the Realm
of Evil. The Nezumi and ogre civilizations are all but wiped
out by the disaster and ensuing chaos as oni pour forth from
the portal to corrupt the mortal world, and Fu Leng 15 trapped
in ligoku for se long that he becomes corrupted as well.

The War with the Shadowlands: Year Unknown

Fu Leng leads a vast army of foul crearures, either bent o his
will or created by his power, in an attack on Rokugan. His
brothers and sisters are woefully unprepared for the assault,
and their clans are pressed farther and farther back. It is not
until the prophet Shinsei offers counsel to Hantei that hope is
given to the Empire. With the Seven Thunders accompanying
him, Shinsei finds and confronts Fu Leng, The Thunders, led
by Isawa, weaken the dark god in combat and then bind his
immortal soul inside twelve powerful spells created by Isawa.
Fu Leng’s power forever corrupts and Taints the spells, pervert-
ing their original function. Only Shinsei and Shosuro survive
the battle, but Fu Leng is defeated and his forces are routed.

The Nature of Taint explored: Year 100

Crab scholar Kuni Nakanu studies the effects of Shadowlands
Taint on corpses, discovering much of how it atfects both the
living and the dead. The research is of great use to the Crab,
and saves many lives. It also establishes many fundamental
ideas later used by maho-tsukai who discover his works.
Nakanu comes to a bad end when his research delves too far
and he is overwhelmed by zombies in his own home.

The Snake Clan corrupted: Year 401

Weakened by years of temptation, the ruling Snake daimyo
Chuda Tamihei accepts the promise of power offered by a
corript spirit, a shuten doji. The Snake Clan, already reetering
on the brink of corruption from years of studying maho,
is overtaken by the spirit and its kin, and is consumed with
corruptien within a matter of weeks, This condition lasts only
a few months. The Phoenix discover the truth and descend
upon the Snake in the early winter months of 402, wiping
them out in a massive assault that historians call the Five
Nights of Shame.

A lone vassal, a servant familiar with maho, escapes the
destruction. He goes into hiding and spends his remaining
years practicing blood magic in secret. He teaches the secrets
to his daughter, who goes on to teach them to her child, and so
on, establishing the secret Snake line for centuries to come.

The Battle of White Stag: Year 442

A massive battle between Imperial forces and a large gaijin
faction in the seas around Orosan Uchi benefits the Shadow-
lands in many ways, When the gaijin sea captain Garen
escapes the bay with a small number of great warships, they
stumble into the Sea of Shadows. Several ships are lost, but
two are corrupted and absorbed by the sea. They return as
undead revenants that haunt the Sea of Shadows for centuries.

The Battle of Stolen Graves: Year 510

The Emperor's young brother Otomo Jama, now known as
Luchiban, is discovered by a Lion and a Scorpion magistrate to
be plotting against the throne. Iuchiban accelerates his plans,
raising a small army of undead frem the Imperial graveyard 1o
send against the Imperial troops. Again, the efforts of Akodo
Minobe and Soshi Takesho foil his efforts, destroying his army
and capturing him before he can escape.

The encrmity of luchiban’s treachery and the mysterious
nature of his powers require a special solution. The Empire
constructs a mystical tomb to contain Luchiban, locking him
away on a distant border and executing his followers.

The Battle of Sleeping River: Year 750

Having learned the secret of moving as a spirit [rom his
apprentice Yajinden, luchiban rerurns to the Empire and
instructs his followers 1o amass a vast quantity of corpses for
his new army. His plans are discovered by an ise zumi, and
again his agenda must run ahead of schedule. His army is
incredibly vast, and only the combined might of all the Grear
Clans is able to destroy it. Tuchiban’s spirit is imprisoned
again, this time with precautions to prevent his escape. Of all
his inner circle, only Yajinden escapes.

The Battle of the Cresting Wave: Year 716

The oni lord known as the Maw, having ravaged the southern
Crab provinces and all but destroved the Hiruma family's
lands, launches the second stage of its attack targeting the
southern edge of Hida lands. Its army is too vast to be over-
come, and the Crab fall back. A lone shugenja, Kuni Osaku,
creates a powerful spell that holds the Shadowlands ar bay by
making a border river impassable. Osaku maintains her spell
for nearly three months while the Crab hastily construct the
Great Carpenter Wall. When the spell ends, the Maw’s forces
cannot take the Wall and suffer terrible losses. A flanking
attack by the Crab virtually destrovs the Maw's army, and the
beast itself is slain by the Crab Champion,

The Bloodspeakers capture the Empress: Year 1111

The Bloodspeakers uncover a prophecy that indicates the last
living Hantei will fall to Jigoku's power. In an audacious strike,
the Bleodspeakers surprise and overwhelm the Imperial
forces protecting the Empress on her journey home from the
Phoenix lands. Her guards are murdered; the Bloodspeakers
plan to sacrifice her and the Imperial heir Sororii so that the
Emperor will become corrupted. A ronin named Yotsu hap-
pens upon the scene and escapes with Sororii, leaving his own
son in the heir's place. Yotsu's son defiantly reveals the Blood-
speakers’ lailure, so the Bloodspeakers keep Hochiahime and
the boy alive as hostages while they flee west
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The Birth of Daigotsu: Year 1112

When the Bloodspeakers realize that the Empress is with
child, they spare her life. Using a foul and unprecedented
ritual, the unborn child’s soul is merged with that of an
unnamed oni. The child is thereafter banished to Jigoku so
that he will grow strong in the powers of darkness beyond the
Empire’s ability to rescue him,

The First Black Scroll is opened: Year 1123

A grieving Yogo Junzo, wishing to avenge the death of his
daimyo Bavushi Shoju, opens the first of the Twelve Black
Scrolls that keep Fu Leng's soul imprisoned. Over the next
four years, as the Scorpion try to rebuild and the Clan War
begins, more of the Black Scrolls are opened as the Clans
attempt to harness their terrible power,

The Elemental Terrors are created: Year 1126

In preparation for the conflict they sense approaching, the
Dark Oracles unite to create the Elemental Terrors, oni infused
with the power of the elements. Each Oracle creates a Terror of
their element, and the group cralts a terrible creature from the
raw energy within the Void. The Terrors' initial rampage razes

THE DARK LORD'S BLADE

The sword Tuchiban carries has a long and complex
history. It was once the sword of the Hantei dynasty,
forged for Hantei Genji by legendary swordsmith
Yasurugi. The fifth Hantei was the first
sword into battle, charging into combat beside the Crab
Champion. His victory awakened the true spirit of
the blade, granting it incredible powers against the
Shadowlands, The sword was returned to Otosan Uchi,
where it remained until Hantei XXXIX, possessed by
the spirit of Fu Leng, drove the blade into Hida Kisadas
stomach. Crab Champion Hida Yakamo fled Otosan
Uchi with his father and the sword, and kept the blade
until the renegade Crab, Kuni Yori, captured Yakamo
deep in the Shadowlands.

When Yori was banished from the mortal realm by the
Naga, the sword lay abandoned in the Shinomen as the
Naga were unaware of its significance. A band of Monkey
magistrates returned it to Lady Shinjo, who set it in the
Celestial Heavens beside the other ancestral swords.
When Fu Leng invaded the Heavens, the Shadow Dragon
followed. For reasons known only to itself, the mysterious
dragon stole the Hantei blade and brought it back to the
Shadowlands. He gave the blade to Omoni, forcing Omoni
to promise to serve only the one who wielded it. Omoni
then gave the sword to Daigotsu.

When the Dark Lord drew the blade in the Temple of
the Ninth Kami, Fu Leng placed his blessings upon it.
The sword’s pure magic was utterly corrupted until it
could be safely wielded only by a Tainted member of the
Hantei line. Daigotsu kept the blade by his side until

Tuchiban invaded the City of the Lost. Badly wounded,
Daigotsu was forced to leave it behind during his escape.
As Tuchiban was also once a Hantei, he found he could
wield the sword safely and has kept it as his personal
weapon.

In the meantime, many of those, like Omoni, who
swore to obey the rightful wielder of the blade are now
forced

the lands vecupied by the Crippled Bone, a tribe of Nezumi
warriors. The Crippled Bone must abanden their home and
move north toward the Crab lands in order to survive.

Fu Leng possesses the Emperor: Year 1127

After eleven of the Black Scrolls are opened, the imprisoned
soul of Fu Leng can once more emerge inte the mortal world.
Emperor Hantei XXXIX, whose body has been weakened by
the poisens of his wife Bayushi Kachiko, is the perfect vessel
When Crab Champion Hida Kisada concludes his strike on
Otosan Uchi with an appearance in the throne room to
demand the Imperial power, Fu Leng reveals himself and
grievously wounds the Crab, whose son Yakamo must haul
him to safety outside the Imperial City.

The Second Day of Thunder: Year 1128

The Great Clans marshal their forces and atrack Otosan Uchi,
home of Fu Leng’s mortal host and the seat of his power, The
fighting is fierce, and during the confusion Shinsei’s descen-
dant leads the reincarnated Seven Thunders to the Imperial
throne room to confront Fu Leng. Two Thunders are killed, as
is Fu Leng. With the dark god's spirit banished from the

into Tuchiban’s service. Among the many other things he
has promised he will do when he takes his vengeance
upon the Bloodspeaker, Daigotsu has sworn that he will

have his sword back.

Aklkuai-uo is an impressive blade, a no-dachi made
of golden metal that shines with a black fire when a

corrupted Hantei wields it. The sword was once a potent
weapon against the Taint, but now serves as a powerful

tool against those who are not yet corrupted.

D20 SYSTEMm:

Akkuai-uo is a +5 unholy no-dachi of wounding
It inflicts an extra 2d10 damage against any target
who does not have any Shadowlands Taint. On any
critical hit, any target without Shadowlands Taint
suffers 1d10 permanent Strength damage, Any target
reduced to zero Strength dies and rises again as
a Tainted undead. The wielder may use his Taint
meodifier in place of any ability score modifier, if it is
higher, so long as the sword is carried. The sword
bestows none of these effects if its wielder is not a
Tainted member of the Hantei line (and though
Yuchiban is not in his original body it seems to func-
tion perfectly for him).

LBR RPG 2E:

Akkuai-uo is 2 netnuranai no-dachi that inflicts ek4
damage. The sword rolls and keeps two extra dice on
damage rolls against any target that does not have any
points of Shadowlands Taint. If the wielder makes
three Raises on an attack, he may reduce the target's
Water Ring by 2 as well as inflicting normal damage.
Any target reduced to a Water of zero dies and rises
again as a Tainted undead. The wielder may use his
S‘hadﬂwlaﬂds"raint in the place of any Ring or Trait so
long as the sword is carried. The sword bestows none of
these effects if its wielder is not a Tainted member of
the Hantei line (and though Iuchiban is not in his
original body it seems to function perfectly for him}.




mortal realm, his armies break and the Shadowlands is
defeated. The former Lion Champion Toturi is chosen as the
new Emperor of Rokugan.

Daigotsu Returns: Year 1132

The Bloodspeakers summen the infant son of Empress Hochi-
ahime back from Jigoku and begin his instruction in the ways
of maho. To the child, no time seems o have pa.km'.d, He is
given the name Daigotsu.

The Battle at Oblivion’s Gate: Year 1133

The forces within the Shadowlands ally with the Lying Dark-
ness’s minions in an attempt to destroy the Great Clan armies
thar are marching on the lost city of Volturnum. The armies
veach the Gate despite heavy losses, and the Gate is opened so
that the Darkness might consume the ancestors of Rokugan.
A vast army of spirits emerges to combat both the Shadow-
lands and the Darkness, and the forces of evil are defeated. The
Shadowlands claims victory anyway, as the ranks of Lost and
undead swell greatly with the dead from the batle. Addition-
ally, the Darkness is destroyed and its remnant power and
minions are absarbed into the Shadowlands' forces.

Daigotsu Escapes the Bloodspeakers: Year 1150

His patience exhausted from enduring his Bloodspeaker
masters, Daigotsu escapes with his comrades, OGmoni and
Kyoden. Though the Bloodspeakers scour the Empire lor their
missing student, the clever and capable Daigotsu eludes them
and seeks out his own d estiny.

Daigotsu finds the Tsuno: Year 1151

Daigotsu uses a powerful maho ritual to reach Toshigolay, the
Realm of Slaughter There, he seeks out the Tsuno, the warped
and twisted Kitsu descendants who were cast out from the City
of Night nearly a thousand years previously, Daigotsu alerts the
Tsuno to how much time has passed in Ningen-do and to what
has come of the descendants of those who slaughtered their
ancestors, The Tsuno agree to work alongside Daigotsu so long
as they have the opportunity for vengeance, a condition to
which he readily agrees.

Emperor Toturi is killed: Year 1158

While traveling to Ryoko Owari to meet with his illegitimate
son Kaneka, Emperor Toturi 18 attacked by a large Shadowlands
force. His Seppun and Scorpion defenders cannot protect him,
and Toturl is slain by Fushin, the Onisu of Betrayal Daigorsu
oceupies Fushins body during the baule, delighting in killing
the man who murdered his elder brother Hanrel XXXIX.

The Great Wall falls: Year 1159

Using surprise tactics and Tsuno magic, the Shadowlands
army besieges the Great Wall from behind and captures four
of its seven watchtowers. The Crab are pushed back from their
defensive line and must abandon much of the Wall. Crab
Champien Hida Kuroda is lost in the fighting. His brother
Kuon assumes command and retakes the Wall within a lew
months, but one tower is forever corrupted. Kuon orders the
Kaiu to tear down the Wall around the Tower of Fear and
rebuild it whole and uncorrupred.

Otosan Uchi is destroyed and Fu Leng returns: Year 1159
Daigotsu moves his armies to the capital aboard the ghost
ships of undead gaijin Garen. The devastation is considerable,
and entire city guarters are reduced to smoldering ruins.
Daigotsu uses the confusion to conceal his true purpose:

he enazcts a powerful ritual ar the site of Fu Leng's death
to return the Fallen Kami to Tengoku, the Celestial Heavens
Fu Leng summons a great army from Jigoku and launches
an assault against the Heavens that lasts for nearly a year,

Daigotsu falls to the Four Winds: Year 1160

The Four Winds reach the City of the Lost, protected by an
army of Tadaka's Children and the artifacts known as Doji's
Tears. Toturi Sezaru and Akodo Kaneka wreak a terrible toll
on the Lost, and Hantei Naseru cunningly defears not only
Daigotsu, but Fu Leng as well, casting the Dark Kami from Ten-
goku by sowing doubt in his most devoted follower, Daigotsu.
Daigotsu's vengeance is thwarted when Toturi Tsudao sacrifices
herself to kill him, ending his threat and uniting the three sur-
viving Winds,

Daigotsu’s death is only temporary, His boyhood friend and
ally Goju Kyeden sacrifices his life to seal a bargain previously
made with the Shadow Dragon. That creature returns a part of
Daigotsu’s soul it had retained for safekeeping. Daigotsu
returns to life, albeit weaker than before.

Iuchiban reborn: Year 1165

Shahai manipulates a group of samurai inte opening
luchiban’s Tomb and reaches the innermost chambers where
the Bloodspeaker is imprisoned. She strikes a bargain with
Tuchiban, seeking his aid in restoring Daigotsu’s power in
exchange for freedom. Tuchiban refuses to negotiate, and with
Yajinden's aid he overcomes Shahai and forces her to release
him from his prison. After he escapes, he deposes Daigotsu
and takes over the Ciry of the Lost. Many of Daigotsu's follow-
ers eagerly accept luchiban’s leadership, although some
remain loyal to Daigotsu.

The Reign of Blood: Year 1165

Enacting a ritual discovered decades ago by Jama Suru,
luchiban and his followers sacrifice the Ki-Rin, and use its life
furce o unleash a terrible storm all actoss the face of Rokugan.
The clouds churn and spill forth a rain of blood thar corrupts
all who feel its touch for too long, The Lion and Mantis are
particularly hard hit by the disaster, as the Lion armies near
the City of the Rich Frog and the Mantis fleet on the sea have
little proteciion from the elements.

SW MECHANICS

The Legend of the Five Rings game setting has been officially
presented in two separate game systems, the Legend of the Fiue
Rings RPG 2nd Edition System (presented in the Players Guude
and Game Master's Guide) and Wizards of the Coast's d20
System™ {presented in Rokugan,™ the official supplement 1o
Orental Adventures™). While these two systems are somewhat
dissimilar, the setting presented in both versions of the game
is the same, and thus it is our intent to present a sourcebook
that is useful no matter which of these systems you choose
to use when running your game.

Generally, when a new rule or mechanic is presenred,
whenever applicable we will present equivalent d20 System™
and LSR RPG 2E System versions in close proximity.

Rules and options for the d20 System™ look like this.

Rules and options for the LsR RPG 2E System look like
this.
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4 Oecasionally, extensive new information mav be exclusive P
ool 0 to a specitic system (such as New Paths for the LSR RPG 2E TH:' CHUDF‘ F’lmll-y
Y S System or new feats for the d20 System™). In such a case, The Chuda are loyal Bloodspeakers and ac knowledge
i the information will follow the same convenrion as above. Tuchiban ;1.5 their }nu&:tcl‘.ll'}w\_-‘ _‘“‘0 ‘1 E‘mi[}’ of maho-tsukai
: The 20 System™ material will appear in black and the LsR who practice their l_aluml magic with all the reverence of
RPG 2E System material in blue. a Rokugani priest, They are cultured, L‘lt‘gitl"]l_, and well
i In the (I'.m.'c ot characters, occasionally, a character's name dressed, doing their best to break the stereotype of a Shadow-

lands madman.

will be followed by a short explanation of his character class in

| liew of [ull statistical information. Such an example might
| look like this: THE CHUDA FARMILY
: Favored Class: Shugenja
: TORITARA TATSUNE Starting Honor: 0
[Samurai 6/Berserker 4/Shadowlands Veteran 10; Hida Class Skill: l'\'r_mwlt'dge {Maho)
Bushi 5/Hida Avenger 3] Starting Outfit: Two 2nd level divine scrolls, rwe 1st
level divine serolls (no Air spells, may select maho spells
The information presented before the semicolon is the with starting ourfit).
I character’s class and Iewl in the d20 System.™ The information Bonus Languages: Oni, Yobanjin.
| presented after the semicolon is the character's rank and
! school in the L3R RPG 2E System. THE CHUDA FARULY
] Sometimes material must be presented for one system Benefit: +1 Willpower:

or the other. In such cases, this text will be mnl.nntd ina

callout box with a gray background, such as the one below, THE= GOJ’U ?AM'Ly
1 . - 5 S R T o f —

i The headers for these boxes will clearly label which information M L of tha Coiti famal fih
j is for the d20 System™ and which information is for the LsR hany IMEmoRTs o5 tas Goju tamily were.onte h"”‘n.m' OLine
RDPG 2nd Edition ("LSR RPG 2E"), Lying Darkness, supernatural creatures who gave rise to the
Rekugani myth of ninja. When Goju Adorai was slain and the

- Lying Darkness given form, the Goju were left without the
SH ADOULRRDS anu" 5 Darkness' protection in the heart of the Shadowlands. With-
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l Onle |n~il1t'mm1 recently introduced during Daigotsu’s tenure out any jade, the Goju were swiftly Tainted. They now obey
. 15:t1e idea of Shadowlands %3‘“113 names. [_]“"’_‘ LAImeswere: the Shadow Dragon, the mysterious creature which harnessed
introduced as an attempt to foster greater unity in the ranks of the power of Nothing after the Darkness was destroyed
| theLost, toinstill a sense of brotherhood similar to that found The Goju are a strange family. They follow the whims of the
among the samurai of Rokugan. -[-h““'_“”'- the tradition has Shadow Dragon, an unpredictable and mysterious creature.
f been remarkably successful. The Lost families may not have The Goju frequenly actas spies and assassins, carrying out the
J IAh“ o, blood |W1ﬂmms and long tradition of other Rokugani will of more powerful creatures. Many of them currently serve
’ { i“mll[“’"' bur they are nonetheless extremely loyal to one Daigotsu in exile, but a handful also obey luchiban. As the
4 § umfi HEL. lands hould. Shadow Dragon has not yet declared its fealty on one side or
2 i b.m.umx- ATy CHArAgLels S0U fj‘ 1"} the most part, the other, both would-be masters of the Shadowlands have
i be limited to NPCs. However, if the GM wishes to allow these attempted to curry this family's favor
. characters in his campaign or wishes to make more detailed ’ '
NPCs, the rules for their creation are as follows, -
1 ¥ ;F THZ GOJV FAMILY
R ' - Favored Class: Ninja
= G :
7 Tl'll_ | |715Uk (?TSU _ F,:thuf!-y Starting Honor: 0
! ; l"w' Daigotsu take their name [runm the IJ:l_r Lord, a t'.n| show Class Skill: Hide
; their lovalty to their namesake first and foremost. They are Starting Outfit: (Choose one)
“ terve ntly 'le e ‘_‘_“d I“-‘ _[ u Leng, and firmly ¢ mbrace -L_’"'g“"’_“s 1. Disguise kit and one vial of cobra venom,
N twisted view of bushido. Members of this samurai despise 2. Masterwork aiguchi and ashigaru armor
il Rokugani samurai, bearing a special malice toward members E

i of the Hida family. That the Crab are now the enemies of their =
- ‘] hated foes, the Bloodspeakers, is a fact that many Daigotsu THZ GOJV FARILY

find ditficult ro accept Benefit: +1 Agility

i TH:"':‘ DAIG(‘)TSU‘ FARILY {Ol{u "'l THE
i }favm.-ed Class: Samurai SHMDO“’LM“DS

Starting Honor: 1 :
Class Skill: Knowledge {Shadowlands) It may seem curious at first that members of

the Daigotsu family are offered kolu' as part of their

¥

Starting Outfit: (Choose one)

L. Masterwork vari, 50 koku.

2, Masterwork lamellar armor, 50 koku.
Bonus Languages: Bakemono, Oni.

B e

starting outfits. However, keep in mind that the
Shadowlands families have begun to an adopt an
organization that closely mirrors their Rokugani
counterparts, It is not unusual to see a thriving shop
or sake house in the City of the Lost, offering its wares
to the Dark Lord’s sexvants.
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TH= DRIGOTSV FARMILY

Benefit: +1 Sn'engt'h.
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divelled there feaved what pght become of them were 1t otherwise,
When the Davk Lovd demands peace in his eity, you do not risk his
wyath be geng lum anything else”

“A aly of fear” Halort said.

Gensaiken podded. "1 made my veport and left swiftly. 1 did not
wish fo lavey, Even when my loyalties were lied Hghi to Lhe Dark
Lovd’s wham, |did not wish to visk any musstep in Jus presence.
Perhaps it 15 stmply that we Pelkles ave somewhal. CAPYICIONs. ..
in nature, but a city butll so firmly upon absolute obedience was nol
place where I felt weleome. Daigetsu’s ehon samura, patrolled the
streets i vacks, and the wise moved quickly aside and pressed thew
forcheads to the earvili when they approached”

"So is o true, them what 1 have heavd? Hator asked. “Thal
Dargotsu’s samurar have fashioned for themselves a veflection of our
own Emprie? That they obey him not merely oul of halred for the
Empire, bat with the loyally a samurar shows has Emyeror?”

‘ery much so" Gensatken replied. "Dargotsu has been quite
cunmng to suceeed where other Shadowlands warlovds rave fuiled.
Yogo Junze and Kuwnt Yort mughl fave turned many lo thew side
durmg the Clan War — but on the Day of Thunder, when so many
of the corvupted saw thew honorable brethren umited against them,
Junzo and Yorr truly farled. Many of the Tamted fell wegret that day,
wishing that they had not succumbed to the Taml. But Daigotsu's
soldiers denot feel separated from the Empire. They have lost nothing,
tie thetr minds they ave the true Empre, serving Uhe mast powerful of
the Kamt. Io them, il ts Rokugan that is corvupled and debased. 11 is
we who have proven owrselves weak by not daving lo call upon the
power that [igekae offers, The samurar who take Dagotsu's name
helieve they are the only true samural”

“Bul haw ean one obey bushide and also follow Ty Leng? Halon
tsked.

"Come now, Halorr, do not be narve" Gensaiken cluckled. “Even
heve in the Empive theve ave many interpretaltons of hushido, Ask a
Crane what honor means, then ask a Seorpion. Ask o Crab how he
would def-nie mevey 1f he mel a goblot chald. Ask seven different Lion
bushi to defime the virtues: you will veceive seven different answers,
Asle a Dragon any question al a'l, and bry fo understand his answer,
In the Shadmolands, i s no different. Therr defondion of bushido is
more twrsied than mrest, bul o s bushade just the same. They consuder
themselves men of honow, though therr honor 15 quite alien to men
such as purselves,”

“You are not a man, creature, Hafor replied.

“This o5 true," Gensatken answered with a chuckle. “Now [isten
closely, and 1wl tell you move of whai [ saw in the City of the Lost"

DRIGOTSV
LANDS

The Dark Lord’s tollowers once ranked more highly than any
other Lost samurai, but since luchiban’s return that time is
gone. Today, the Daigotsu gather in the deep southern Shad-
owlands, in areas where Fu Leng’s influence upon the morral
world is great. There they are relatively safe from Iuchiban’s
power. There they plot to retake what has been stolen from
them.

TH= CTY
OF TH= LOST

Just north of where the Black Finger River meets the River of
the Dark Moon stands a city, the only one of its kind in the
Shadowlands. It is not a torgotten troll ruin or Nezumi
warren, burt a vast and thriving settlement populated by the
Lost. Corrupted samurai, peasants, and era dwell here, ther
civilization a twisted parody of life in Rokugan. Though
Iuchiban and his Bloodspeakers recently conquered the City
of the Lost, the Daigotsu family still considers it home, The
Daigotsu family’s eagerness to defeat the Bloodspeakers and
retake their city is eerily reminiscent of the grim resolve of the
Hiruma during the long centuries when the Shadowlands
Horde occupied their ancestral lands,

TEM?LE OF
TH= NUNTH KARI

In the center of the city an enormous temple towers above the
surrounding structures. This was once the palace of Daigotsu,
though it was primarily a temple to the Dark Kami, Fu Leng,
During the period when Fu Leng ravaged the heavens, this vast
rzmple was the heart of his power, so it was here that the Four
Winds stood against the Dark Lord and broke him. [t was also
here that luchiban first appeared in the City of the Lost and
struck down Daigotsu. This temple, the focal pointof the city, is
also a living reminder of the Daigotsu family's greatest failures.

After conquering the city, luchiban retained the temple as
Lis headquarters. He has gone about destroying all remaining
symbols of Fu Leng transforming the temple into an enor-
rious Bloodspeaker temple. Regardless, many residents of the
city still refer to the temple by its original name. uchiban
encourages this, for he enjoys the irony that Fu Leng’s greatest
temple is now devoid of any reference to him.

RDVENTURE HOOK

Challenge: In the deep Shadowlands, the party encounters
i band of Tainted peasants escorting a large covered wagon. Ar
first sight of the player characters they {lee, leaving their
burden behind. Captared peasants recoil in terror, begging for
mercy. If pressed for details about their burden, the leader
admits the he found something extreriely valuable in the
rubble outside the City of the Lost and is hoping to bring it to
Daigotsu for a great reward.

Focus: The wagon contains an enormous stone head
crafted of obsidian, apparently broken off of a colossal statue
The piece is an extraordinary work of art, though its face
is grim and fearsome. Anyone knowlecgeable in Rokugani
religion realizes that this statue depicts the Ninth Kamy,
Fu Leng. If the party are Tainted characters from the City of
the Lost, they recognize it as the head of the statue that once
stoed in the central worship chamber.

Strike: The party must now decide what to do with this
artifact. They could of course destroy it, but there are other
optiong, Daigotsu’s followers would pay dearly for this broken
relic of their temple, and luchiban would go to great lengths
to see that they do not ebtain it. The head could be a powerful
weapon to bolster or destroy morale on either side of the
Shadowlands conflict, if the characters wish ro become a part
of it. Then again, it may be wiser to simply leave the broken
satue behind,



THE BLACK FINGER RIVER
AND TH=Z RW=ER OF TH=
DARK MOON

(LOCATION LLL IN ROKUGANT LOCATION

OO0 I THE GAMZE MASTER'S GUIDE™)
Deep within the Shadowlands. the Black Finger River splits
off from the River of the Last Stand. Even further into the
wastes, the River of the Dark Moon extends {rom the Black
Finger. The land that falls between these two rivers is the most

powerfully corrupted in all the Shadowlands, {or it is here that

the Dark Kami fell. Anywhere beyond the place where the
rivers split radiates extremely high levels of Taint. Jade decays
twice as fast as normal in this area.

The waters of these rivers are extremely dangerous o the
uncorrupted. Drinking the water of the Black Finger or the
River of the Dark Moon exposes the
drinker to Taint as if he had spent A
an entire day in the Shadow-
lands, and jade offers no
protection against this
effect. The Lost and
other creatures native
to the Shadowlands
suffer no ill effects for
drinking this stagnant
and vile water, though
the wise are still wary
near the river. Oni and
other predatory beasts
are known to make
their home within the
depths. Even Daigotsu's
samurai and Iuchiban's
Bloodspeakers are cau-
tious when crossing the
rivers, as the creatures that
live here owe fealty to no
lord other thar hunger.

TH=E HASHI
BRIDG=

Just an hout’s travel
south of the fork
between the rivers
there once stood a
bridge leading deeper
into the Shadowlands.
Daigotsu samurai con-
structed this bridge so
that they might easily cross
the river on pilgrimages to

the Festering Piz. When Daigotsu and his followers fled the
City of the Lost, they escaped across this bridge and dest-oyed
it behind them to dissuade pursuit. Now only the ruined foun-
dations still stand.

Of course, Deigotsu knew thar he could nor hide in the
Shadowlands indefinitely. Though his magic was sufficient to
bear him across the rivers safely, a new bridge would be
required if he intended to move his troops across the river to
face Iuchiban once more. To this end, he has made a deal with
one of the more intelligent oni thar dwell within the river’s
depths. The beast known as Hashi is a wormlike oni with a

broad, armored back. When Daigotsu or one of his followers
speaks a secret word of summoning, Hashi no Oni rises from
the river and allows the Daigorsu samurai to use its back as a
bridge. However, this service comes at a price. Each time the
Daigotsu summon Hashi, they must offer it a living sacrifice.
Usually this comes in the form of a captured Crab scout or
a peasant kidnapped beyond the Wall.

While Hashi understands the bargain it has made, its
eyesight is poor and it has rouble distinguishing one human
from another in the bright light above the murky river.
1f 2 human visitor knew the word of summoning and offered
a sacrifice, Hashi would gladly serve as a bridge. Serving the
Daigotsu has taken the edge off of the demon’s once-vicious
nature, kowever, and it is no longer willing to fight for meals.
1f a summoner does not immediately offer a sacrifice or dures
to attack, the oni flees beneath the warers as swiftly as it can.

ADVENTURE HOOK
Challenge: If the player
characters have an encounter
with Daigetsu samurai, the
Daigotsu may seck to take one
more of them as a living prisoner,
Any imprisoned player charac-
ter is treated with the urmost
hospitality during his
journey through the
Shadowlands, unless he
attempts lo escape.
The Daigotsu confis-
cate his weapons, of
course, and are even
reasonably polite to
so that the character
does nor become
enraged and attempt
to escape. They even provide
jade to keep the character safe
from Taint, as Hashi prefers the
taste of uncorrupted flesh.
Focus: The Daigotsu
claim that rhey are keeping the
player character alive to present
him to their Dark Lord, for they
know that prisoners are less likely 1o
Allempt W escape il they believe they
have rime to do so. After a while, the player
character may realize his time is running out. Perhaps he over-
hears a Daigotsu samurai :alking about the bridge ahead,
or after a failed escape attempt the Daigotsu might seek to
intimidate their prisoner by telling him the true fate thar lies
ahead.

Strike: Lf the player character escapes, either by his own
wit and skill or due to the rest of the party's aid, he may escape
with knowledge of the Hashi Bridge. It then falls to the char-
acter to decide what to do with this information. Does he tell
the Crab the word of summoning in case they wish ro use
Hashi to scout deeper into the Shadowlands? Does he
summon the beast and attempt to destroy it, thus forcing
Daigotsu’s troops to find a new bridge? Or does he merely put
the situation behind him and flee the Shadowlands as quickly
as possible?
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THE DE=? SHADOWLANDS

Many powerful Bloodspeakers have devised means
of controlling their Taint. Some have incredibly hi
Taint levels, corruption that would normally lead to
their becoming Lost, but continue to dwell deep in the
Shadowlands and maintain self-control. These indi-
viduals have essentially traded enslavement to Jigoku
for enslavement to Tuchiban, so the end result is the
same. However, Jigoku is a jealous master and does not
appreciate how Juchiban has subverted so many of its
would-be servants. The Deep Shadowlands is
a dangerous place for a Bloodspeaker. Iuchiban has
cauntioned his servants not to cross the fork in the
Black Finger River and the River of the Dark Moon,
for in this region Bloodspeaker techniques begin to
falter

D20 SYSTER:

Any Bloodspeaker with sufficient Taint ranks that
he would normally become Lost must make a
Fortitude save (DC 15+1 per hour) every hour he
spends in the Deep Shadowlands. If this save fails,
he immediately becomes Lost. Such Bloodspeakers
either become Shadowlands madmen or true
servants of Fu Leng. Within sight of the Festering
Pit, the DC of this save bt‘comes 25+1 per ten
minutes and must be made every ten minutes.

L5R R?G 2&:

Any Bloodspeaker with sufficient Teint ranks that
he would normally become Lost must make an
Earth roll vs. TN 1542 per hour for every hour he
spends in the Deep Shadowlands. If this save fails,
he immediately becomes Lost. Such Bloodspeakers
either become Shadowlands madmen or true
servants of Fu Leng. Within sight of the Festering
Pit, the TN of this roll becomes 2042 per ten
minutes and must be made every ten minutes,

and claimed them as his home. 1t is here that the goblin-man
built his forge, where he sculpts the flesh of other creatures
into more powertul and appealin g forms.

The bakemono that dwelled here were Omoni's first and
arguably finest creation. He transformed many of the small,
cowardly, comical bakemono inte stronger, more aggressive
creatures. These stronger bakemone quickly multiplied and
devoured their weaker brethren, replacing the entire Shadow-
lands population of bakemono within a generation. Though
this new breed of bakemono can be more willful and difficult
to control than their predecessors, they have also proven
far more deadly.

TH= FORGOTT=N TOMB
OF ¥V L=NG

(LOCATION TTT IN ROKVUGAMN]" LOCATION
XXX I THE GARME MASTER'S GUIDE™

This is the most desolate place in the Shadowlands, It is said
that Fu Leng's body was laid to rest here after Isawa bound his
soul in the Twelve Black Scrolls, and that all varieties of ogres,
goblins, eni, and other beasts rose from the tomb o avenge
their master. The tomb is certainly impressive enough to
house a Kami's remaing, and constructed in a style alien to the
architecture of the Empire. The Forgotten Tomb and its envi-
rons are unique in the Shadowlands in that they are deveid of
life. Not even the usual deformed vegetation and small preda-
tors live close to the Forgotten Tomb

The few Crab scouts who have ventured this far into the
Shadowlands have been mystified by the Forgotten Tomb,
Two centuries ago, a daring band of Crab samurai led by leg-
endary scout Hiruma Kosami ventured into the tomb with the
intent of securing it as a stronghold. Twelve samurai entered
the tomb; none returned. Another scout group was dispatched
later to find the twelve, but there were no remains, nor signs
of combat. The Kuni shugenja with the group felt an over-
whelming sense of evil within the tomb, and advised the
others to teave as swiftly as they could, No ene has since
attempted to use the Forgotren Tomb.

With the aid of his Tsuno allies, Daigotsu has learned the
truth about the Forgotten Tomb. 1t was created long ago by a
renegade member of the Five Races, a troll whose name has
been forgotten. The entire tomb is essentially a passage into

' 4 “‘ VIS OF TH=Z RA?P?RA Gaki-do, Those who linger within for teo long are dispatched

into the Realm of Hungry Ghosts, to be devoured by gaki or to

: (LOCATION »?? IN ROkUGFln:, LOCATION become gaki themselves. The Dark Lord finds the puiunti.}] ol
| SSS I THE GAME MASTER'S GUIDE™) such a structure quite intriguing, and has already locked a few
In the early days of the Empire, this was a Crab fortress. The Bloodspeaker prisoners inside.

slow expansion of the Shadowlands inevitably consumed

1 2 Yy e = y : i F Hate e ~ e s ypar - ] . —
| Hﬂ.nk};\i win;! [\.1|.pp.1, meliormmg it irt[uld w Lt}u.llj.x d rlmlr. ke \: TH= F=ST=RI rlG 2IT
of ttself. It has become a home to countless teuding tribes of O =n G’
i -
ln[cumum' living in the shattered remnants of the once- F FU L=

ghty forrress. Unlike Hiruma Castle, the Crab have litlde  (LOCRATION SSS IN RORVGARNR;” LOCATION
(.ll SITC 10 I.ILP I\‘ILL Hdll\‘\’(! sano [\3["}_‘1:{. It was never ll'l.!il\f [I'!';!i www "'l THE Gnmg mnsur:—_als GUIDEW}

imports v the cl: » Firs ace, and since the S il . X i ; ;
mpertant to the clan in the first place, and since the bake The Festering Pit can rightfully be called the heart of the

E' mone Il‘lft‘i‘il;]IIiLm itis just a heap of disjointed rubhble. To the Shadowlands. The grear seething wound in the earth swirls

f Crab, the Ruins of the Kappa are an unpleasant memory and with black mists and bubbling red sludge. The sky overhead is

i nothing more constantly wracked with horrible storms, and bloed, grease.

‘ and bile rain down upon it. Horrible monsters spawn from

I OMONI'S FORGE the pit, crawling out of the depths into the eerie light of the

i A The goblins that dwell in the ruing have rarely had a true Shadowlands. These creatures feed on or are eaten by the
] | leader, only occasional warlords that bullied the others into other beasts that slouch out of the pit, 50 that only the most
{ obeying their whim. In recent years, this has changed. Daig- fearsume remain. The Festering Pit is the one place that

% I! otsu’s comrade, Omoni, telt a certain fondness for the ruins luchiban dares not go, lest even his legendary control of his




Shadowlands Taint falter. Even Daigotsu 1s cautious here, for
the beasts that rule these lands owe no fealty to the Dark Lord.

It is here that Fu Leng’s power is strongest, tor it is here that
the Dark Kami fell to the earth and pierced a hole into hellish
Jigoku. Anyone mad encugh to dive into the pit and swim
deep enough into the seething mass thar fills it could enter
Jigoku physically.

The Taint within sight of the Festering Pit is stronger than
anywhere else in the Shadowlands, A Rokugani hour of expo-
sure (120 minutes) is equal to a day of normal exposure to a
'nrruptec! environment. In addition the landscape constantly
shifts, confusing travelers. Those who draw near to the Fester-
ing Pit are unlikely to escape before their jade runs thin orone
of the beasts that dwells here makes them into a meal.

IMPORTANT

DRIGOTSV
nrcs

DRIGOTSV,
THE FALLEN LORD

Daigotsu's story is a long and strange one. He is the son of
Hantei XXXVII1L His mother was kidnapped by Bloodspeak-
ers while she carried him, as the cultists had planned o wipe
out the Hantel line and fulfill an ancient prophecy that would
bring about the doom of the Empire (the very prophecy that

culminated in the Second Day of Thunder). When a heroic
ronin named Yotsu rescued Daigotsu's older brother Sotorii,
the Bloodspeaker plot was foiled. The cultists spared Empress
Hochizhime as a bargaining chip should they be caught
When they discovered she was with child, their plans grew
more sinister.

Following the Oracle of Blood's commands, the Blood-
speakers began experiments that would combine a human
child with a Shadowlands spirit. Their first attempt, on a
random peasant child, resulted in the goblin-man now called
Omoni. The second, an experiment on Yotsu's own son
Kyoden, bound the bov to a corrupted spirit of Nothing,
When the Bloodspeakers were confident in the success of
their techniques, they bound Daigotsu's soul to that of an
unnamed eni. The result was a mortal man with powerful con-
trol over his own Taint, and unmatched mastery of the arts of
maho.

The Bloodspeakers were pleased by what they had created,
but the Oracle of Blood cautioned that they could not hide a
child of the Hantei from the Empires eyes for long. Until the
Hantei Dynasty fell, Daigotsu would be removed from Roku-
gan. Powertul magic banished Da 1gotsu, Kyoden, and Omoni
to Jigoku for over two decades,

Though Daigotsu's stay in the Realm of Evil seemed to pass
in the blink ol an eye, Fu Leng sensed the boy's presence as
well as his growing power. The Dark Kami reached out from
his prison in Meido, planting dreams within the child’s head.
granting him the knowledge he would need to unite the Lost
and rescue Fu Leng from the Fortune of Death.

Daigotsu remained with the Bloodspeakers for much of his
vouth, learning whar he could. Though he respected their
magical prowess, he found their disdain for Fu Leng disgust-
ing. Fu Leng was a powertul figure, a divine personage, an
entity worthy of respect and worship. As soon as he was able,
Daigotsu escaped the Bloodspeakers, taking with him Kyoden
and Omoni. For a time they wandered the Empire, avoiding
the Bloodspeakers as well as the Jade Magistrates and Witch
Hunters who would have destroyed them on sight, Along the
way they met the tattooed madman Kokujin, who helped
Daigotsu complete his plans for building a City of the Lost.

Forming an alliance with the mysterious Tsuno, Daigotsu
created the niLhrmm'ia‘h Onisu and ruled the Lost for many
years. Possessing the demon, Fushin, Daigotsu slew Emperor
Toturi and threw Rokugan into chaos. During the time of the
Four Winds, Daigotsu became the most feared and hated man
in Rokugan, earning his title of Dark Lord, With his collabo-
ration Fu Leng escaped Meido and stormed the Celestial
Heavens. Otosan Uchi burned, and many honored heroes of
the Empire perished or were corrupted. The Lost were untail-
ingly loval to Daigotsu, and it was only when the Dark Lords
own faith 1n Fu Leng wavered that the Winds could slay him
and banish Fu Leng back to Jigoku.

But even death was not the end for Daigorsu. Months
before, the Dark Lord had spoken to the Dark Oracle of the
Voud, who had revealed the details of Daigetsu's impending
demise. Daigotsu accordingly vielded a piece of his soul to the
Shadow Dragon for salekeeping. After Daigotsu died, his loyal
yojimbo Kyoden sacrificed himsell so that shard of Daigotsu’s
life essence would be rerurned. The Dark Lord lived once
more. Though still strong, his power was greatly reduced

Until Tuchiban’s return, only Daigotsu’s most trusted lieu-
tenants knew that the Dark Lord was not as powertul as he
once was, burt even they did not know the full truth. When
Daigotsu returned to life, he found himself cleansed of the
Taint, immune to its corruption and no longer able to call
upon maho. Strangely, this has in no way affected his loyalty
to the Lost or his devotion to Fu Leng. Rather, he sees it asa
horrible curse. Daigotsu suspects that the Fortune of Death,
who likely possesses the rest of Daigotsu's perished soul, has
caused this aftliction. Until he can ferrer our the truth rhe
fallen Dark Lord lives a lie, modifying his pure elemental
magic so that it will appear as corrupted maho to those who
follow him. He knows he cannot .Jliurd to lose the faith of his
remaining followers. He must maintain the charade and
appear Tainted until he can somehow restore his corruption.

To make matters worse, Daigotsu has little time o spend
planning to coniront a powerful Fortune. Tuchiban and his
Bloodspeakers now hunt him openly, and on more than one
occasion [uchiban has implied that Daigotsu's rise and fall
were all according to his plans. Whether this is true or not is
immaterial —— all that marters is that luchiban be destroved.
With a guileless madman like him in command of the

bhaduwl.mds. the inevitable result must be the destruction of

the Lost. Even if many of his people no longer follow him,
Daigotsu cannot abandon them o such a fate. He must
destroy the Bloodspeaker. 1f he cannot do so by himselt,
he will seek out allies wherever he can find them
beyond the Kaiu Wall.
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PRIGOTSV'S
IWCH] TRAINNG

Both mechanical versions of Daigotsu presented in
this chapter give him benefits as if he attended the

Iuchi Shugenja School. Daigotsu never attended this
school, but its mechanical advantages most closely
resemble the uncorrupted magic which he learned

from Shahai (who was once a student of that school).

DRIGOTSVY, FALLEN LORD

OF THE SHADOWLANDS

Male outsider Shugenja 20: CR 20; Medium-size humanoid
(human}; HD 20dé + 100; hp 220; Init +8; Spd 30 [t; AC 24
{touch 19, flar-footed 207 Atk +24/+19 melee (Daigotsu's Blade)
td10+17 damage plus wounding and possible decapitation:
SQ Daigotsu qualities {see below); Fonor: 1; AL LE; SV Fort +11,
Ref +10, Will +17; Str 26. Dex 19, Con 20, It 21, Wis 17,
Cha 20; Height 5 fr. 10 in.

Skills and Feats: Speak Language {Rokugani, High Rokugani,
Oni, Nezumi, Ogre, Bakemono), Battle +17, Concentration +28,
Diplomacy +15, Intimidate +15, Knowledge (arcana) +23,
Knowledge (Gaki-do] +15, Knowledge (Jigoku) +15,
Knowledge (maho) +28, Knowledge (Meido) +15, Knowledge
{Nobility and Royalty) +10, Knowledge (Shadowlands) +28,
Knowledge (Shintao) +10, Knowledge (Yume-do} +15,
Knowledge (Toshigoku) +15, Sense Motive +18, Spellcraft +25;
Craft Magic Arms and Armor, Craft Wondrous [tem, Greater
Element Focus (Water), Improved Initiative, Ritual Magic, Skill
Focus {Knowledge: maho), Versatile (Battle, Sense Motive),
Weapon Focus (katana).

Doje: Temple of the Ninth Kami.

Spells Per Day: 6/7/7/7 /6/6/6/6/6/8); base DC 13 + spell level,
Turhr School (see stdebar); Spells Known: 0 — commune with
elements, create water, detect magic, flash of insight, know direction,
mage hand, mending, punfy food and drink, read magic, Sutfengu’s
swrge; 1st—— cure hight wounds, detect tamnt, endure elements, expedi-
tious vetreal, protechion from laint, sense spnl; 2nd — endurance,
lesser vestoration, locate abject, protection from arrows, stlence,
wisdem and clarily; 3vd — create food and water, cure sevtons
wownds, dispel magre, vemove curse, spirtt sight; ath — death ward,
ice storm, importune kami IV, locate creature, vestovation,
Sth — dimension dooy, improved invisibility, righteous might,
serying, wall of iee; 6th — heal, kharma, trie seeing, brue seeing;
7th — impartune arn V1L, spe‘” tuviung, -;pnff fi;r‘}!u]g, SUMMON
nalure’s ally VII; 8th binding, tudes of batile, waves are ever
changing, word of recall; 9th — elemental siwarm, tsunami, walking
Lhe way, wheel of forlune.

Daigotsu Qualities: The Fallen Lord possesses a number of
unique abilities, including the following (these abilities have
changed greatly from his description in Rokugan” denoting
Daigotsu's current relative weakness):

Oni Possession — Daigorsu may possess any oni he can see,
at will, as a standard action. This is the equivalent of a magic jar
spell, except for the following: The oni is allowed no save and
Daigotsu needs no receptacle the may transfer his soul
directly into the oni}. The oni's soul is suppressed, but aware of
all actions performed while Daigotsu commands its body.
Daigotsu may return te his own body at will, regardless of
range, or may shift his soul to another oni within sight of the
possessed oni as a standard action. Daigotsu is aware of all
abilities of his host and may use them. The caster level of any

spell-like abilities of the host becomes Daigotsu’s caster level,
but Daigotsu may not cast his own spells or use his own
natural abilities (with the exception of this one) while within
a host. 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 Daigotsu's host is killed, Daigotsu's soul returns 1o
his body regardless of range. This ability also allows Daigotsu
to possess any bodies recently possessed by Tuchiban or Yajin-
den, leading Daigotsu to believe the origins of this ability are
more closely tied to Tuchiban's khadi magic than his oni
heritage.

Oni Vision — Daigotsu may scry on any oni, at will,
as a standard action. The scry attempt is always automatically
successtul within the boundaries of the Shadowlands.

Qursider — Daigotsu is a native outsider; he may be
bantshed but not dismissed.

Spell Resistance 15,

Taint Resistance - Since his return from the dead, Daig-
otsu no longer bears the Shadowlands Taint and cannot accu-
mulate or draw upon Taint in any way, nor can he cast any
maho spells. Further, he gains a +6 bonus on all saves vs. maho
spells,

Possesstons: wmulet of natural aymor +5, Daigetsu’s Blade (func-
tions as a +5 vorpal katana of woundmg), Daigotsu's Mask (func-
tions as a periapt of wisdom +6 and a ring of protection +5), haort of
veststance +4.

DRIGOTSV, FALLEN LORD
OF THE SHADUOWLANDS

Earth: 5
Willpower: 7

Water: 4

Fire: 4
Intclligcnce: 7

Air: §

Awareness: ¢

Void: 4

School/Rank: Iuchi Shugenija 8 (see sudebar)

Dojo: Temple of the Ninth Kami

Honor: 1.0

Clory: 0.0 (10.0 in the Shadowlands)

Advantages: Allies (Fu Leng), Benten's Blessing, Clear
Thinker, Hantei Blood, Great Destiny, Leadership, Magic
Resistance (6), Strength of the Earth (8]

Disadvantages: Sworn Enemy (luchiban, most of Relkugan,
LEmma-(Y)

Spells: Daigotsu has extensive knowledge of magic, and can
cast any spell available to a shugenja of his rank. He can no
longer use any form of maho, though he has modified most
of his spells so that they resemble maho when he casts
them

Skills: Battle 6, Calligraphy 3, Courtier 5, Defense 5, Diplo
macy 4, Enguette 4, Horsemanship 2, Hunting 3, Intimida
tion 7, Katana 7, Lore {Gaki-do} 4, Lore { Jigoku) 10, Lore
{Maho) 8, Lore {Meido} 4, Lore (Shadowlands) &, Lore
{shugenja) 3, Lore (Toshigoku) 4, Lore (Yume-doj 4, Medi-
tation 7, Shintao 5, Tanto 5.

Daigotsu's Special Abilities: The Fallen Lord possesses a
number of unique abilities:

Oni Pogsession — Daigotsu may possess any oni he can
see, at will. The oni has no chance to tesist; its soul is aute-
matically suppressed and Daigotsu’s original body becomes
inanimate while he controls the oni. Daigotsu may return
to his own body at will, regardless of range, or may shift his



soul to another oni within sight of the possessed oni at will.
Daigotsu is aware of all abilities of his host and may use
them, but Daigotsu may not cast his own spells or use his
own natural abilities (with the exception of this one) while
within a host. I Daigotsu’s host is killed, Daigotsu’s soul
returns to his body regardless of range. This ability also
allows Daigotsu to possess any bodies recently possessed by
Iuchiban or Yajinden, leading Daigotsu to believe the
origins of this ability are more closely tied to Iuchiban’s
khadi magic rhan his oni heritage,

Ont Vision — Daigotsu may view the location of any oni
he has seen betore, at will. Ouside the Shadowlands. Daig-
otsu must make a Perception roll vs. TN 40 or be unable o
view that oni again for one day.

Oni Heritage -— Spells and effects which affect oni also
affect Daigotsu.

Taint Resistance - Since his return from the dead, Daig-
otsu no longer bears the Shadowlands Taint and cannot
accumulate or draw upon Taint in any way, nor can he cast
any maho spells. Further, any maho spell that targets him
has its TN increased by +15 {in addition to the penalty from
Daigotsu’s Magic Resistance Advantage).

PRIGOTSV MANOBY,
TH=Z RATSLAYER

Manobu has never known any home but the Shadowlands,
having been born beyond the Kaiu Wall. Hs father Akodo
Emon was a Lion samurai corrupted during the Battle of
Oblivion's Gate. His mother Hiruma Mayu was a scout who
wandered too far from the Wall and found the Shadowlands to
her liking when her jade ran thin. Though not particularly
notable in their previous lives, they became honored heroes of
the Lost, revered among the founders of Daigotsu’s city.

Thus Manobu has been raised among the traditions of
samurai, instructed in the way of the sword and in bushido, all
carefully filtered through the sinister veil of the Shadowlands
Taint. He is unswervingly loyal to Daigotsu, and merciless to
all enemies. He is particularly hareful toward the Nezumi, as
Crippled Bone warriors slaughtered his parents several years
ago. He has become obsessed with the Nezumi, causing
other Lost to refer to him as ‘the Ratslayer. 1t is an appel-
lation that does not seem to bother him.

Unlike many other Lost, Manobu does not
regard Nezumi as pathetic, laughable, or unwor-
thy. He has captured and interrogated many
Nezumi, eager to learn as much as possible
about these strange creatures that some-
how destroyed his legendary parents.
He knows that the Nezumi have a
rich culture and traditions as deep
and lasting as the Empire’s. He
knows that their warriors are
brave and well trained, their
shugenja powertul. He knows that
the Nezumi Empire that once
ruled the Shadowlands was as strong as Rokugan.

He will see them all destroyed.

Manobu never underestimates Nezumi. He realizes what
powerful enemies they can be when properly organized. His
scouts keep a cautious eye on large tribes such as the Crippled
Bone and Tattered Ear. When new tribes appear, Manobu
summons his armies and rides out to crush them before they
can unite with others. The Nezumi now recognize Manobu's
trademark armor, decorated in the bones of their brethren.

The Ratlings refer to the Lost warrior as M'atch-tek'ch, or
Tomorrow’s Bushi ('tomorrow’ is synonymous with ‘death’ in
the Nezumi language). Even the Stained Paw Ratlings, lellow
servants of Daigotsu, avoid Mancbu. Crippled Bone chieftain
Pep'trchek has promised two seasons of cooked meat and fine
furs to any Ratling who delivers Matrch-telcch’s severed head
to him. Manobu knows his reputation among the Nezumi,
and it pleases him.

For a time, Manobu was forced to set aside his crusade.
When luchiban defeated Daigotsu and the Dark Lord fled the
City of the Lost, Manobu was one of many who followed him.
In the young samurais mind, there was no other true choice.
Daigotsu had founded the city. He had brought the Lost their
greatest victories. His mother and father had served the Dark
Lord with honor. Manobu would serve no other lord, espe-
cially one thar spat upon the god Daigotsu had taught him to
revere. He followed Daigotsu into hiding, and began girding
his remaining forces for an eventual counterattack. It galls
Manobu that Daigotsu has come to rely so heavily upon his
Stained Paw allies, but he knows better than to question his
lord’s plans,
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Recently, Manobu's obsession with the Nezumi has
proven fruitful. When Manobu's agents discovered Nezumi
ruins deep in the Shadowlands, his extensive knowledge
of Nezumi culture allowed him to recognize the ruins as
pre-dating the existence of the Empire. According to
Nezumi legend, such a city would contain powerful magic
and wisdom lost to eternity. Manobu mobilized his forces to
take the city for the Dark Lord, bur was vexed to discover
that the Crippled Bone Tribe had also established a strong
presence in the city.

For the time being, the Nezumi ruins are split equally
between Manobu's [ollowers and the Crippled Bone, with
neither yielding an inch of ground. The ancient Nezumi
relics already discovered have convinced Mancobu that even
greater treasures lie on the other side of the city. He will take
them in the name of the Dark Lord, and with them Daigotsu
shall gain the power he needs to destroy Tuchiban.

And if in so doing Manobu gets to slaughter more
Nezumi, all the better.

DRAIGOTSV RMANOBY

Male human (humancid, Shadowlands), Samurai 9/
Daigotsu's Elite Guard 1: CR 10; Medium-size humanoid
(humany HD 10d10 + 30; hp L10; Init +2; Spd 20 fr; AC 19
(touch 16, flat-footed 1573 Atk +20/415 melee (+3 katana;
1d10+14 damage; SQ Ancestral Daisho, Class Skill (Knowledge
Shadoewlands), Shroud of Death (gains undead subtype and
immuniries. except [or immunity to critical hits; Honor: 1,
AL LE; SV Fort +13, Ref +7, Will +10; Str 20 (22), Dex 15,
Con 17, Int 12, Wis 14, Cha 10, Taint +6; Height 5 (1. 9 in.

Skills and Feats: Speak Language ( Rokugani, High Rokugani,
Nezumij, Battle +15, Horsemanship +14, Intimidate +13,
Knowledge (Nezumi] +14, Knowledge (Shadowlands) +14,
Spot +15; Akedos Technique, Armor Focus (partial armor),
Cleave, Daisho Specialization (katana), Power Attack, Versatile
{Knowledge — Nezumi, Spot}, Way of the Lion, Void Use,
Weapon Focus (katana), (samurai techniques emulate Lion
rraining ).

Shadowlands Powers: Blood Sense, Unearthly Regeneration
(See Creatures of Rokugan™ for details).

Dojo: Temple of the Forsaken.

Possesstons: +2 partial avmmor, +3 kalana (ancestral daisho),
anulet of natural armor +1, haort of vesistance +2, ob1 of grant
sirength.

DAIGOTSV RMANOBY

Earth: 4

Water: 4

Fire: 4

Air: 3

Void: 3

School/Rank: Daigotsu's Legion 3/Daigotsu Elite Guard 1

Dojo: Temple of the Forsaken

Honor: 1.0

Glory: 0.0 (4.0 in the Shadowlands)

Shadowlands Taint: 5.0

Advantages: Heart of Vengeance (Nezumi), Heartless

Disadvantages: Fascination (Nezumi ), Overconfident

Shadowlands Powers: Blood Sense, Unearthly Regeneration

Skills: Battle 5, Horsemanship 4, Hunting 4. Intimidation 4.
Hujutsu 2, Kenjutsu 6, Kyujutsu 4, Lore (Nezumi) 6, Lore
{Shadowlands) 4, Nezumi Language 3.

DRIGOTSV
M=CHANICS

ANCESTORS
(YOKAD

The Daigotsu family have a strange relationship with the
yokai. Since the ascension of the Dark Lord, wandering spirits
of the Tainred dead have flocked to the City of the Lost. Some
were merely curious. Others were fallen Shadowlands war-
lords jealous of this upstart. Some were drawn by Daigotsu's
connection to Fu Leng, eager to serve his disciple. Daigotsu
sensed the arrival of these spirits, and commanded his Lost to
honor them as they would their ancestors. Shrines were built
to their accomplishments. After a time, many of the vengeful
or jealous spirits became protective of Daigotsu and his
servants. When the Daigotsu family was formed, some of
these spirits also ook the Dark Lord’s name and became
proper ancestors of the family,

DRIGOTSV RMIZUSHAI

The spirit Mizushai is a mystery even 1o those it chooses 1w
protect. Mizushai is also called the Mist of the Black Finger
River, for before it came to serve the Daigotsu family this
malevolent ghost haunted that place. Mizushai is neither male
or female, merely an indistiner cloud that occasionally takes
monstrous forms. When it haunted the river it would lead
wandering Crab ro their dooms, confusing them and leading
them deeper into the Shadowlands with its eerie moans.
Since coming to serve Daigotsu, the spitit has become more
lucid, When it chooses to speak, it reveals volumes about the
terrain and history of the Shadowlands. 1t knows of places no
one else has seen, of creatures that no one has survived. Daig-
otsu theorizes that the spirit is a powerful corrupted kami, a
spirit af the land that has been here since the fall of Fu Leng.

MIST OF TH= BACK FINGE=ER
[ANCESTOR FEAT DAIGOTSU MIZUSHAII

You have a supernatural awareness of your surroundings
when in the Shadowlands.

Prerequisite: Taint Rank 1+

Benefit: You gain a +4 to all Search, Spot, Listen, and Wilder-
ness checks while in the Shadowlands. You can unerringly find
any location in the Shadowlands that vou have visited before,
even if the location has changed since the last time you were
there.

DRIGOTSV RIZUSHAI

(3 POINTS)
You have a supernatural awareness of your surroundings in
the Shadowlands. You gain two Free Raises on all Hunong

rolls while in the Shadowlands. You can unerringly find any
location in the Shadowlands that you have visited before,
even if the location has changed since the last ume you were
there.



DRIGOTSVU HYOTARV

In life, Iuchi Hyoraru was reviled as 2 madman. He betrayed
the Unicorn clan and willingly entered Iuchiban’s service
during the Bloodspeaker’s second assault upon the Empire.
His path of murder and betrayal elevated him to the highest
ranks of the Bloodspeakers, and he became Jama Suru'’s per-
sonal advisor. Unfortunately the city of Ryoke Owari fell from
the Bloodspeakers™ grasp in large part because Hyotaru
refused to recognize the ronin, Reichin, as a legitimate threar.
Jama Suru punished Hyotaru before he left, binding the
luchi's tormented spirit in a large stone on the outskirts of
Ryoko Oward.

After learning the legend of Hyotazu from an interrogated
Bloodspeaker prisoner, Daigorsu freed the spirit. He promised
Hyotaru his vengeance upon the Bloodspeakers in return for
his allegiance. The former Bloodspeaker can be deranged and
unpredictable at times, but he has been a powerful ally for
Daigotsu’s forces.

Bloodspeaker characters may not select Hyotaru as an
ancestor, and he immediately abandons any characrer thar
willingly joins the Bloodspeakers.

THIRST FOR BLOOD
IANCESTOR FEAT DAIGOTSU HYOTARVI

You have an insatiable thirst for vengeance against the Blood-
speakers.

Prerequisite: Taint rank 1+

Benefit: You may add vour Taint modifier to all damage
rolls against a Bfnndnpf:aker You gain a +10 bonus to all Spot
checks against a Bloodspeaker’s Hide or Disguise checks.

PRIGOTSU HYOTRARV
(5 POINTS)

You gain free Raises equal to your Taint r.mL on all attack rolls
against a Bloodspeaker and on any Perception rolls against a
Bloodspeaker wha is hiding or in disguise

DRIGOTSU HOCHIAHIME=

None know for certain the fate that befell the Empress Hochi-
ahime and Daigotsu rarely speaks of his mother. All that is
known 1s that she was a prisoner of the Bloodspeakers for
vears, and that she never escaped. During the process that
caused Daigotsu to become what he is, she became corrupted,
and she now lingers in Jigoku as a yvekai. Though consumed
with madness much of the time, Hochiahime watches over
her son and protects those who serve aim.

Bloodspeaker characters may not select Hyotaru as an
ancestor, and he immediately abandons any character that
willingly joins the Bloodspeakers.

MROTH=R OF DARKNZ=SS
[ANCESTOR FIAT DRAIGOTSU HOCHIAHIME]

You watch over those who honor the Dark Lord's name.
Prerequisite: Daigotsu family only Taint rank 1+,
Benefit: You lose no Honor when committing a dishonor-

able act in the name of Daigotsu or his family. You gain a +1

profane bonus to attack rolls when fighting within thirty feet
of another member of the Daigotsu family.

DRIGOTSU HOCHIAHIMZ

(5 POINTS)
You lose no Honor when committing a dishonorable act in
the name of Daigotsu or his family. You gain a Free Raise on all
attack rolls when fighting within thirty feer of another
member of the Daigotsu family.

TRILTZD IT=MS

YAKRAMO'S CLAW

During the Clan War, the Crab Clan was tempred into an
alliance with the Shadowlands by the villainous Kuni Yori. As
part of Hida Kisada's bargain, his son Yakamo accepted a
fiendish metallic claw ro replace the hand that he had lost in s
duel with Mirumote Hitomi. Unbeknownst to Yakame, this
claw was 1 part of the horrendous oni that eventually took the
Crab herds name, becoming the feared Oni Lord Yakamo no
Oni.

Yakamo eventually tore the claw from his arm and
destroyed it with the power of the Jade Hand, but an item as
pewerful as the Claw would not be so easily annihilated.
When Yazamo later ascended to the Celestial Heavens as the
new Lord Sun and commissioned the Fortune of Steel to
create powerful swords for each of the Clan Clampions, so
did Yakamo no Oni reforge its claw to be given tc the mortals.

For a time this claw was worn by Nokatsu, the Dark Oracle
of Earth. When the Oracles retreated from humanity, Nokatsu
left the Claw behind. 1t now resides in the skadowy cave
where Nokatsu once dwelled, awaiting a new master.
luchiban knows of the Claw’s existence, but has ordered his
Bloodspeakers not to use it. He knows that Yakamo no Oni is
an ally of Fu Leng and fears the Claw would make a pawn of its
user. Blocdspeaker sentinels guard the cave at all time, warch-
ful for any servant of Daigotsu who might try to take the Claw
for himself.

This is, of course, exactly what would happen. The Oni Lord
cian see Z{nd ht_’ﬂl' E‘T\’Cr_\"thillg thﬂt thl_‘ (.:l:]\\",.‘i USeT sees EIH[J
lhears, and reports directly to Fu Leng. The demon lord waits
for the day that some Bloodspeaker foolishly dons the claw, or
when some loyal servant of Fu Leng finally recovers the
\V{'ﬂpl}.}ﬂ.

Yakamo's Claw can only be used by an individual missing «
hand, whko presses the claw's empty sockert tc the stump.
(Though :t originally adorned Yakamos left arm, the claw can
be worn cn either arm.] Se long as the Claw's owner wears the
claw, he accumulates Taint as if he were in the Shadowlands.
Jade can protect against this accumulation of Taint normally.

Yakamo's Claw is a melee weapon that inflicts 3d10
damage per hit and has a critical threat range of 18-20. I
cannot be wielded effectively unless it is attached,
though it requires no proficiency if it is attached.
Weapon Focus and Weapon Specialization fects may be
taken {or the Claw normally. It has a +6 vorpal enhance-
ment and ighores all damagc reduction. The weapon also
does an extia 2d10 damape against any member ol a
Thunder’s family (Hida, Doji, Mirumoto, Hitomi, Matsu,
Toturi, Isawa, Shosuro, Bayushi, or Utaku).
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Yakamo's Claw is a melee weapon that can be wielded
only with its own specialized weapon skill (but if the
wielder’s skill is less than 5 it is wielded as if he had a skill
of 5). The Claw inflicts 4k4 Wounds in combar, but
cannot be wielded effectively unless it is attached. The
weapon ignores all carapaces and invulnerabilities, The
weapon rolls and keeps an extra two dice of damage
against any member of a Thunder's family (Hida, Doji,
Mirumoto, Hitomi, Matsu, Toturi, Isawa, Shosuro,
Bayushi, or Uraku).

BLADZS OF TRUTH

AND S=CR=TS
The story of these two blades is now remembered only by a
handful of Crab peasants. Shortly after the Maw conquered
Hiruma Castle, the surrounding Crab villages began to fall to
the Oni Lords advancing armies. One of these villages, Kotaru
Mura, was besieged by the Maw’s lieutenant Chizaro. As the
Shadowlands border extended and engulfed the village, jade
supplies dwindled. Those who lived there knew that they must
soon flee even if it meant certain death at Chizaro's hands.

The governor of the village, a swordsmith named Kaiu Haru,
undertook one final desperate gambit. He threw his body and
soul into the creation of two perfect swords to be used against
Chizaro no Oni. Each blade was tempered with powdered jade
to protect it from the Taint that now filled the village, but even
the old master could not fully protect the swords from evil.
Each sword was born with a curse, a twist to lead a foolish
wielder to destruction. Haru died using the swords to destroy
Chizaro, but his sacrifice let the villagers escape.

Since Haru's death, the Blades of Truth and Secrets have
appeared a number of times both in the Shadowlands and
Rokugan. In addition to the powerful curses which follow
these blades, Chizaro no Oni's spawn are still particularly
Vulnfrﬂblc o thc a'WOrds. ﬂnd hunt thl‘il— OWICTS,

TH= BLAD=Z OF S=CRETS

Of the twin swords, this one is more infamous. It appeared
several decades ago in Ryoko Owari, and a Chizaro no Oni
spawn came hunting it. The resulting bloodbath reinforced
a healthy fear for the Shadowlands in the City of Lies. The
sword disappeared shortly thereafter and its current where-
abouts are unknown.

The Blade of Secrets is a +3 speed katana. The blade over-
comes all erystal and jade damage resistance. The blade
also has a dangerous curse. Whenever the wielder rolls
either a critical failure or a critical hit on an atrack roll,
the blade drains two Void points. If the wielder has no
Void Points remaining {or none to begin with}, it deals 2
points of temporary Wisdom damage instead. 1f the
wielder reaches 0 Wisdom, he blacks out for 8 hours.
Upon awakening, he loses one point of Strength and
Constitution permanently (this is not ability score
damage, but a permanent reduction of the character’s
ability score totals).

Whenever the wielder of this sword declares Raises, the
TN to hit the opponent does not increase. The wielder
gains an additional die, rolled and kept, for damage any
time he makes Raises on an artack roll. However, the
wielder also spends one Void Point every time he makes
a Raise (the GM should keep track of this secretly at first
until the wielder {s aware of this side of the blade’s

power). When the wielder runs out of Void Points, he
begins 1w lose Earth at a rate of one Rank per Raise made.
When the wielder runs out of Earth, he falls inte a coma
for 35 — (Earth x 4) hours. When he awakens, his Earth
and Void are permanently reduced by one, and he will
therealter be plagued with horrible dreams of violence
and torment (which the GM may or may not utilize to
portend dire events in his campaign).

TH=Z BLADZ OF TRUTHS

This sword is more obscure than its twin, for whenever it
appears its wielder seldom survives long enough to gain
much fame. It currently lies abandoned somewhere in the
Shadowlands, near the parched skeleton of the Hida samurai
who found it last.

The Blade of Truths is a +4 keen katana. The blade over-
comes all erystal and jade damage resistance. The blade
also carries a powerful curse. Any time its wielder deliv-
ers a critical hit in combat, the critical threat range of all
attacks directed against him is increased by one (after
any effects which multiply the eritical range . This effect
wears off gradually, with the critical threat range bonus



decreasing by one cach day until it has returned to
normal. If the wielder sets aside the Blade of Truths and
does not use it for one week, all critical threat rangs
bonuses against him caused by the sword’s curse immmed:-
&ltc‘l)’ end.

I'he Blade of Truths allows its wielder ro reroll 95 on
damage rolls as if they were 10s. The blade ignores the
mvulnerability of Shadowlands creatures. The blade also
carries a powerful curse. Any time more than two dice are
rerolled on the sword's damage rells, all damage rolis
against the wielder roll and keep an extra die This effect
wears off gradually, decreasing by one die per day umniil
the bonus is gone, If the wielder sets aside the Blade of
Truths and does not use it for one week, all damage
bonuses against him caused by the sword’s curse immedi-
ately end.

SHADOWLANDS
MAT=ZRIALS

The craftsmen of the Shadowlands are a creative, if gruesome,
lot. Weapons and rools born in the Shadowlands are often
made of peculiar materials, and possess strange abiliries
thanks to their unigue origins.

LIVING BON=

Though bone generally makes a poor choice of materials for
all but the most crude and primitive weapons, some enterpris-
ing maho-tsukai necromancers have made it more effective.
Just as undead are given a semblance of life with magic, so are
bone weapons and armor given a resilience greater than
normal. This resiliency comes at a price, however, as the living
bone has a thirst for bloed.

Living bone wezapons and armor have a +2 natural
enhancement bonus that stacks with any other enhance-
ment bonus originating from mahe. Living bone
weapons must be used on a living target once per day,
and living bone armor must be soaked with fresh blood
once per day, or they become ‘thirsty. A thirsty living
bone weapon forces its holder to make a Will save {(DC
20) once per hour or turn the weapen on himself to feed
it. Thirsty living bone armor forces its wearer to make a
Strength check (DC 20) once per hour or the armor
seizes physical control of its wearer and forces him 1o
draw his own bleod in some manner. Living bone armor
and weapons found randomly in the Shadowlands are
usually thirsty, Living bone radiates the Shadowlands
laint.

Living bone has a hardness of 15 and 25 hit points
per inch of thickness.

Living bone weapons roll an extra die on all artack and
damage rolls, Living bone armer grants a +4 bonus to the
wearer's [N to Be Hit. Living bone weapons must be used
on a living target once per day, and living bone armor
must be soaked with fresh blood once a day, or they
become ‘thirsty' A thirsty living bone weapon forces irs
holder to make a Willpower roll vs, TN 20 once per hour
or turn the weason on himself 1o feed it Thirsty living

bone armor forces its wearer to make a Strength roll vs,
TN 20 ence per hour or the armor seizes physical control
of its wearer and forces him to draw his own bleod in
some manner. Living bone armor and weapens found
randomly in the Shadowlands are usunally thir;(}‘. Living
bone radiates the Shadowlands Taint

BLACKSTE=

Blacksteel is low-grade Rokugani steel, dusted with corrupted
obsidian during the forging process. The blades thus bear just
enough of Jigoku's corruptior for their wounds 1o be slightly
more painful than normal, Though the Taint the blades carry
is minimal, those who carry blacksteel for leng periods
of time succumb more ecasily to poison, sickness, and the
Shadowlands Taint. As blacksteel is cheap, easy to produce,
and poweztul it has become particularly popular with ronin,
bandit gangs, and other unsavory groups.

The Kunt Witch Hunrers loathe blacksteel, for it radiates
no obvious Taint. Any blacksteel weapons they discover are
confiscated and destroyed. Any individuals chey find forging
blacksteel are arrested and executed.

Blacksteel weapons gain 2 +2 damage bonus on all critical
hits. Any individual carrying blacksteel on his person for
].L!ng(.'l‘ "..h{ln an hUllr Suft_t_’r.‘.: a 1 pr(’fﬂn‘_“ p‘_‘l\alfy on ﬂ“.
Fortitude saves. Multiple blacksteel weapons impose a
cumulative effect. If a person uses blacksteel regularly
for a week, this penalty increases by 1. The penalties
imposed by blacksteel fade after one week of not using
blacksteel. Blacksteel armor has no beneficial properties,
though the penalties are the same.

Lost characters suffer no ill effects for using black-
steel weapons. Most samurai of the Daigotsu family wield
blacksteel weapons.

Blecksteel has a hardness of 10 and 30 hit points per
inch of thickness.

Blacksteel weapons do five extra Wounds on any damage
l—l’ll \\']1{'1—(.‘ 105 are rl’—i'('-lll'('. f(‘l‘!]\' ance ]\l‘r d!nlﬂg{_‘ rfi”‘.l.
Any individual carrying blacksteel on his person for
longer than an hour suffers a +5 TN penalty or all Earth,
Willpewer, and Stamina rolls. Multiple blacksteel
weapons impose a cumulative effect. If a person uses
blacksteel regularly for a week. this penalty increases by
another +5. The penalties imposed by blacksteel fade
after one week of not using blacksteel, Blacksteel armor
has no beneficial properties, though the penalties are the
same.

Lost characters suffer no ill effects for using black-
stee] weapons. Most samurai of the Daigotsu family wield
blacksteel weapons,

Onl CHITIN

With the sowerful invulnerabilities many oni pessess, it was
only a mztter of time before some inventive armorsmith
attempted to create resilient armor from their hide. The Crab
experimented with this for a time, but found tke processes
used to cleanse oni chitin of the Taint alse removed all of its
protective ability, Some less ethical smiths have solved this
problem by simply leaving the demonic remains Tainted.
Thus a number of Lost samurai, ronin bandits, and mahe-
fsukar can occasionally be found wearing fearcome armor
carved from the hides of oni.
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Daigotsu and his followers ave cauticus about the use of this
armor, as some on are greatly offended by it The Daigotsu
tamily create this armor only from the flesh of bestial and
predatory oni, never {rom the intelligent oni that are their
allies.

True oni chitin is easily distinguishable from normal Roku-
gani armor. It tends be jagged, uneven, and of unusual color.
In addition, some varieties of oni chitin still rerain a bit of life

pieces of the armor might move of their own accord, hiss
when their wearer is threatened. or exude blood and bile.

Oni chitin armor bestows damage reduction of 5/42
(jade) on its wearer. lts wearer is also exposed to Taint as
if he were in a corrupted environment. A person who
wears oni chitin armor in a corrupted environment
exhausts any jade protection he wears twice as quickly.
A person wearing oni chitin armor is vulnerable o spells
and effects as if he had the Shadowlands subtype.

Chitin has a hardness of 20 and 25 hit points per
inch of thickness,

Oni chitin armor grants its wearer Carapace § which is
ignored by jade weapons. Its wearer is also exposed w
Taint as if he were in a corrupted environment. A person
who wears oni chitin armor in a corrupted environment
exhausts any jade protection he wears twice as quickly.
A person wearing oni chitin armor is vulnerable to spells
and effects as if he had the Shadowlands Taint.

?IT-FORGED OBSIDIAN

This material is the celestial counterbalance to Blessed Jade,
the rare and powerful form of jade created in the Realm of the
Blessed Ancestors. Rarely seen outside the Shadowlands, pit-
forged obsidian is perhaps the closest thing o pure evil that
the Empire has seen, More powerful and steeped with corrup-
tion with ordinary obsidian and corrupted jade, pit-forged
obsidian is found only in the Festering Pit. This jagged black
stone is covered with sharp edges, difficult to handle without
receiving a thousand tiny curs. The stone absorbs all light and
heat, causing it to appear as a matte black mass surrounded by
unearthly cold. Any normal jade that comes into contacr with
pit-forged obsidian is immediately reduced to black sludge. 1f
blessed jade (described in Fortunes and Winds) touches an
equal amount of pit-forged obsidian, both materials are imme-
diately and wholly destroved.

Daring maho-tsukai sometimes forge items of powerful dark
magic from this stone, though it is quite dangerous in its raw
form. The few samples that have escaped past the Wall have
wrought havoc and corruption. The Witch Hunters and
Inquisitors have thus far neutralized and destroyed every item
of pit-forged obsidian known to have crossed the Kaiu wall,
but are ever vigilant for more.

A piece of pit-forged obsidian radiates a corrupted environ-
ment in a thirty-foot radius, 1f the pit-forged obsidian is
already in a corrupted environment, all jade in the area is
exhausted twice as swiftly by the resulting Taint Those who
carry pit-forged obsidian may not be protected from the Taint
by any means {unless they are naturally immune, like a
Nezumi or Nagal.

Any target struck by a weapon made of pit-forged obsid-
ian must make a Fortitude save (DC 20) or sulfer 1d2
Strength damage and gain 1d4 points of Shadowlands
Taint {Lost characters and natural Shadowlands beasts de
not accrue Taint in this manner). Armor made from pit-
forged obsidian protects its wearer trom all effects that
specifically rarget creatures with the Shadowlands sub-
type, except for effects that detect Taint. Pit-forged obsid-
fan always radiates overwhelming levels of Taint 1o any
detect spells, which are effective at double the nermal
range.

Pir-forged obsidian has a hardness of 20 and 15 hit
points per inch of thickness,

Any target struck by a weapon made of pit-forged obsid-
tan must make a an Earth roll vs. TN 20 or suffer a +2 TN
penalty to all rolls for one day and accrue points of Shad-
owlands Tainr equal to half the number of Wounds
inflicted {round down; Lost characters and natural Shad-
owlands beasts do not accrue Taint in this manner)
Armor made from pir-forged obsidian protects its wearer
from all effects thart specifically target creatures with the
Shadowlands subtype, except for etfects thar detect Taint,
which are effective at twice the range and always indicate
overwhelming levels of corruption.
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“Why not?”

“The Snake are accustomed to hiding” Gensatken explamed. “You
would anly expose those who combal them.

Hatori frowned. “Very well. What happened nex?”

"Tenhazu had a son, Asako Mishime. Mishime longed to fully
embrace hus herttage, so much so that he eventually jomed Daigotsu's
forces of his own accord. Before casting aside lus fagade of sevvice to the
Phoentx, he engineered the theft of a sacred blade, the blade used o kill
the Steel Chrysanthemum during hus mortal life, that had been given
to the Phoenuy by the Seppun.”

“1would hardly call such a blade sacved)” Hator muttered.

"Murder, regicide, freachery... 1l was certamly sacred to the
Chuda,” the Pekkle observed dryly. " Mishime veturned the Made lo
Daigotsu and petitioned for the right to use it to offer feally fo others,
rebuilding the Chuda. The Davk Lovd veadily agreed”

“The Chuda," Hatori satd with a disgusled expression, “The
Enpive’s defenders have been hunting down filth Ithe them for over a
thousand years."

“Not like them.” Gensatken’s voice was dark. “They ave ovganized,
infelligent, and have yvesouvees no lone maho-lsukai could hope to
match. They use the Tam! as a weapon, but have not cast aside others.
They are dangevous, unpredictable, cunming and devious.” He shook
his head. " Do not disnuss them, Miya Hatori. If your Empire does that,
they will rise up and crush you before you vealize they exist.”

“Do they still serve Dangotsu? Halor asked.

Gensaiken frowned. "1 do nol know. My. .. connection to the
Shadowlands was broken before Daigotsu was deposed. Mishime was
loyal to him, but he is an apportunist. If the new lovd can offer him
powey and presiige, he may well abandon Daigotsu.”

“You clarm the Shadowlands has changed, that o s some new
and more dangerous threal)” Halovi sard, "but | heav only the same
treachery and betrayal

Gensatken smiled shightly. "What I have sard 15 that the Shadow-
lands has become move and move like the Empire. Do you honestly
believe that Rokugan s not filled with the same things? If so, then
perhaps you ave not the scholay my master believes you to be)'

Hateri frowned, embarrassed to have sard somethmg so naive.
He was accustomed to thinking of the Shadowlands as nothmg move
than a violent realin of slavering beasts. If all of this was true. ..

“Please, let us continue," Hatori said. “Tell me all yau know about
the Chuda. The Empure must be educated.”

THE CHUDR ROADS

The Path of Blood — Not truly aroad, the so-called Path
of Blood is literally a path between Kyuden Chuda and
the entrance to the Temple of the Ninth Kami, the seat
of power for Iuchiban and Daigotsu before him. The
Path merges with other roads within the city, but
retains a deep crimson hue along its entire length to
advertise the connection between the Chuda and
their master,

The Serpent’s Read — This roughly hewn path leaves
the City of the Lost and winds north toward the
mountains that mark the border of those lands con-
trolled by the Tsuno. The Chuda have no history of
cooperation with the Tsuno, and the purpose of this
road is a mystery. The occasional Chuda traveler can
be seen leaving north, although to date none have
been seen returning south.

CHUDR
LANDS

The Chuda are small in number, but great in power. As power
is the ultimate achievement among the Shadowlands, the
Chuda control as much land as they can seize and maintain,
Perhaps because of their meager needs, or perhaps because
conflict is far from their foremost concern, the family controls
very little territory, With their increasing role as Tuchiban’s
advisors and administrators, they may soon expand their
control far beyond their current borders.

MATOR CHUDRA
HOLDINGS

The Chuda value things that enhance the family’s influence
and power. Accordingly, they build their most powerful
strongholds on sites of mystic power or near to their masters.

(YUD=N CHUDRA

The presumprucusly named Kyuden Chuda sits on the out-
skirts of Daigotsu’s City of the Lost, the Shadowlands’ nominal
capital now controlled by Tuchiban and his minions. From
this black palace, Chuda Mishime and his disciples conduct
horrific rituals in the name of their evil master, garnering
power and information to aid in their war against the Empire
and Daigotsu’s loyalists. Even the Lost fear this place, for it isa
bastion of evil, of the foulest powers of the Shadowlands

The rituals conducted at Kyuden Chuda have arrracted the
attention of all manner of evil spirits. Kansen, gaki, pennag-
golan, and all other manner of wicked creatures can be seen
circling the black spires even during the brightest days. These
creatures do not seem to pose any threat to the Chuda, but
others who find themselves alone within the castle or even on
its grounds sometimes lall prey to these beasts’ supernatural
hungers. The Chuda find this quite amusing.

Kyuden Chuda was constructed less than ten years ago,
shortly after Asako Mishime was granted leave by Daigotsu to
reform the Chuda family. Mishime gathered a small handful
of powerful Bloodspeakers whose loyalty he had usurped and
used an undocumented maho ritual to summon the castle
from the warped earth. Those few on hand to witness its
creation claim that the earth vomited [orth the obsidian castle
as if it were some vile thing to be ejected. The castle’s existence
is proof to many that despite his normal appearance and
demeanor, Chuda Mishime is among the City of the Lost’s
most despicable inhabirants,

TH=Z FIZLD OF BLOOD

Nothing in the Shadowlands epitomizes the horrors of the
Chuda like the Field of Blood, a nightmarish place even the
Lost avoid. It is a vast field of blasted, barren, hard-packed
earth lined with metal troughs that connect to the large stone
pedestals scartered across the field. The Chuda bring their
victims here, including caprured Hiruma scouts, kidnap
victims from Rokugan, and even members of the Lost who
have become weak or unsuitable to serve. They are strapped to



the pedestals and given terrible, painfal, non-lethal wourds.
Their blood gathers in the metal troughs and is collected by
the Chuda for use 1n their foul rituals, The Fields exquisitely
skilled caretakers keep victims alive for days, slowly bleeding
themn until they are desiceated husks. Their dried corpses
inevitably rise as grotesque undead beasts that serve the
family for months.

CHUDA TSIMIRO, BLOOD MASTER

[Shugenja 12; Chuda Shugenija 3]

The Chuda shugenija assigned to maintain the Field of Blood
was personally selected for the task by Chuda Mishime.
Tsimike is that most precious treasure, a Kuni who fully
embraced the darkness for personal power. She is extremely
beautiful, even by the most conservative standards, resem-
bling a tiny porcelain doll. She is gentle and seductive with
her victims, taunting them with sweer words and lustful
promises. She delights in their suffering and vain hopes,
claiming that it makes their blood much sweeter. Mishime
tolerates her bizarre excesses so long as she keeps the Chuda
amply supplied with blood, a task at which she excels.

THE TEMPLE OF VENORM

Dominating the largest chamber within Kyuden Chuda is the
Temple of Venom, the primary dojo and training facility for the
Chuda family. “Temple" is a somewhat misleading, as the
Chuda do not revere the spirits or the Fortunes. They beliave
that magic is a mat:er of personal power and strength of will,
and that all shugenja bend the elements to their liking through
the sheer force of their minds, To the Chuda, maho is :he
purest form of magic because it discards all pretense. The
strong can selze power from the kansen, fueling it with the
essence of the weak. To the Chuda, magic is more a philosophy
than a religion, doubtless retlecting their line's cooperation
with the Bloodspeakers over the centuries.

As a result of their unique outleok, the teaching that takes
place at the Temple of Venom is unlike that of any other temple
in the world, even such bizarre and sinister places as the Tsuno
Soultwister temples. Students are berated and chastised, even
beaten, to foster anger, resentment, and frustration. These neg-
ative emotions, the Chuda believe, astract the kansen that
power maho spells, therefore making it easier for the students
to employ blood magic. Although this method seems to be
successful, it engenders hostility as former students turn on
one another and on their teachers.

This arrangement is perfectly in keeping with Chuda
Mishime's plans. He wishes his undezlings to be ambitious
and competitive, insuring that they will be caught up in their
own meager power struggles and atrempts to avenge their
own perty insults. This renders them unable to turn their
attention toward him. Of course, Mishime does not fear any
among his family, but he prefers o be certain,

CHUDA HANOSHI

[Inkyo 12; Temple of Venom 3]

A man of many roles, Hanoshi has been a courtier, magistrate,
and monk in his lifetime. It was not until he fell in battle
against the Shadowlands at Oblivion's Gate that he became
something else: ¢ madman. After becoming corrupted,
Hanoshi became convinced that the Taint was the key to
enlightenment. He went so far as to stitch his eyes shut in
order to tully devote himself to the rew sensations he was
experiencing. Despite his obvious insanity, Hanoshi discov-
ered many new and power{ul secrets to unlocking the Taint.

Hanoshi's particular brand of madness fascinates Chuda
Mishime. Even though Hanoshi is not a shugen‘a, Mishime
offered him fealty, which the mad monk impulsively
accepted. Hanoshi now teaches ar the Temple of Venom, and
while most cannot fathom his rambling, inane dissertations
on the Taint's nature, his remarkable abilities are sufficient for
Mishime to keep him around.

RDVENRTURE HOOK

Challenge: This hook assumes the characters are students
at the Temple of Venom. Perhaps they are rorin seeking
entrance into the Chuda; pcrh aps thuy are [nquisitors
or Witch Hunters gathering information, or something else
altogether, Whatever the reason, the characters are students at
the Temple when a senior sensei is found murdered in a very
brutal, visceral fashion.

Focus: As might be expected, the Chuda are interested in
the sensei’s death, but not for the reasons one would normally
expect. Magical investigation determines that the sensei
was slain by a spirit of exceptional size and power. The Chuda
leaders wish to find and captare this spirit, for i can power
a variety of important dark rituals.

Strike: The spirit that murdered the sensei dic not appear
by happenstance. A number of embittered and abused
students, despising their tyrennical sensei, combined their
power o enact a particularly devious ritual,

TH= BLOODWORKS

Nemuranai are created through extreme circumstances or
experiences. The annals of Rckugan are full of rales wherein
tremendous acts on the part of heroes have awakened the
spirits wirthin items. Building on this, the Chuda have ser our
to create weapons of power in their own sinister way.

The Bloodworks were established years ago folluwing the
tattooed madman Kokujins creation of the Shameswords. This
act fascinated Mishime, and he went to great lengths to learn
all he could about the ritual. Although unable to duplicate the
process, he learned enough to imagine it possible to reproduce
the effect. He commussioned a trio of his assistants to study the
process at length and produce similar results, Unfortunately,
the assistants placed more emphasis on Kokujin's methods
than his rituals. They tortured victims at length, believing that
their suffering and death wou'd awaken the spirits within the
blades used to commit these atrocities.

Mishime was angered by his apprentices’ initial results,
but on taking a deeper look, he tound something interesting,
The crude maho rituals combined with the intense suffering
had begun to awaken the spirit within the items, More accu-
rately, it had begun to replace the kami dwelling within them
wirth kansen who had been attracted by the pain. Although he
had already disciplined his apprentices for their failure,
Mishime ordered them to continue their research.

In the years since its creation, the Bloodworks, which bears
an eerie resemblance to the Kaiu Forge, has steadily produced
a small number of spiritually awakened items fo- use by the
Chuda. These items are invariably sinister, with powers thal
would result in their instent destruction in Rokugan,
Mishime has been greaﬂy pleased with the resul:, as was his
master Daigotsu before his exile. Tuchiban has proven more
difticulr to impress, himself having a tremendous gift for
crafting nemuranai. As a result, the Bloodworks have fallen
slightly out of favor with Mishime and the other ruling
Chuda, but there is little danger of losing their autonomy so
long as they continue to produce results.
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CHUDR AROROV

[Shugenja 10; Chuda Shugenja 3|

Akorou was one of Mishime’s earliest pupils, a ronin shugenja
angry and frustrated at the cold reception he constantly
received in the Empire. Mishime sensed the enormity of his
raw ambition and promised him the power and prestige
he longed for. Akerou sold his soul to darkness without
hesitation or regret, and now he commands power such as
he never imagined.

While not a particularly powerful shugenia, his life as a ronin
has left Akorou with a ruthless sense of sell-preservation.
He has loyally served Mishime longer than most, and his
seniority combines with his tendency to destroy potential
threats to keep him in power. He was among the three appren-
tices that founded the Bloodworks, and is the only one still
living. Akorou 1s comfortable with his position and has little
desire to move upward, as he feels his present situation is the
best he can manage without taking unacceprable risks,

ADVENTURE HOOR

Challenge: A tanto created in the Bloodworks comes into
the possession of a courtier attending the characters' lord's
court. The hapless victim acts erratically for weeks before
succumbing to madness and going on a bloodthirsty rampage.
Many are slain before the courtier escapes into the wilderness,
and the lord stands to lose much honor if he cannot bring the
murderer of his guests 1o justice.

Focus: The characters are ordered to bring the madman
to justice, no matter the cost. It is difficult to follow him,
but the trail of bodies he leaves behind is clear enough.
After a few da}'s‘ it becomes evident that the man is
fleeing toward the Shadowlands at an incredible
speed,

Strike: The courtier is one of many recipients of
a Bloodworks item, carefully placed throughout the
Empire by the Chuda as an experiment in chaos.
The goal is to sow discord among the courts of
Rokugan and, if possible, to lure magistrates
into Chuda lands so that they might
become subjects for the family's
terrible rituals, 1t is, after all,
quite ditficult 10 locate
strong, pure subjects so
deep in the Shadow-
lands.

RMINOR_CHUDA
HOLDINGS

Possessions that the Chuda do not consider directly important
to their agenda are rarely afforded attention, Those that they
do deign to call their own are typically necessary for some
resource or another, and are overseen by one or two shugenja

TH=Z T==TH
OF TH= S=ERP=NT

Near the Tsuno's territory is a great outcropping of crystal that
resembles a serpent’s fangs, The Teeth are in a secluded valley
far from prying eyes, else they would likely have been
destroyed long ago, given that crystal tends 1o have a painful
effect on corrupted creatures. The Chuda discovered the
Teeth a short while ago and have been studying the crystal
discreetly. Mishime is not concerned that his family will be
susceptible to its effects, but he deeply mistrusts the Shadow
Dragon and its devious Goju and Ninube minions. He has
ordered extensive study of the Teeth in case they can be used
as weapons against the Dragon, should that be necessary

The Chuda laboratory at the Teeth of the Serpent is a testa-
ment to Mishime's overwhelming parancia. The few vassals
who serve there are either those he feels he can trust (or at




least anticipate], or those who are being closely supervised by
those he does. Many Chuda at the Teeth of the Serpent
wonder: if they are making it possible to move against the
Shadow Dragon one day, are there other Chuda poised to
attack other Shadowlands minions? And are there those
among the other factions poised to destroy the Chuda when
the time comes?

ADVENTURE HOOK

Challenge: For one reason or another, the characters' lord
suddenly needs a lor of crystal. Perhaps a Goju assassin is
plaguing his court, or the peasants have been overcome with
superstition, or the daimyo has become convinced he is under
surveillance by the minions of Darkness. Regardless, he has
scoured the archives for any rrace of a erystal outcropping and
tound only one: the Hiruma annals make vague reference to
a huge deposit of pure and potent crystal deep within the
Shadowlands,

Focus: The characters are selected to retrieve this exquisite
rreasure, and their lord outfits them with everything they
need, including precious jade. The Hiruma are disgusted by
the expense for what seems like a frivolous mission, but
accompany the characters in hopes of gaining valuable infor-
mation on their enemies among the Shadowlands. The trip to
the Teeth of the Serpent is fraught with peril, and the parry

could easily spend weeks battling their way through a sea of

deadly opponents.

Strike: The primary difficulty of this adventure is in the
journey. Upon arriving at the Teeth of the Serpent, the charac-
ters could discover that the Shadow Dragon and his minions
are in the process of dismantling the Chuda operation in the
most violent means possible. 1f you prefer a more sinister out-
come, the characters' lord is in league with the Chuda, and
sent them not only to provide fresh, strong test subjects, but
also to erase knowledge of the Teeth of the Serpent’ existence
and discourage any from seeking them out in the future.

IMPORTANT
CHUDR N?CS

CHUDA RISHIMZE
CHUDA FARILY DRIRYO

No one in the Phoenix lands ever suspected the quiet and
unassuming Asako Mishime capable of treachery, much less
of the staggering blasphemy that has defined his life. Like
many Chuda unaware of their heritage, Mishime was isolated
from other Phoenix during his childhood, forcing him to be
both extremely loyal and dependant upon his parents. When
his mother died dm‘mg_ his yourh, he came to rely on his
father. Shortly after his gempukku, Mishime's father took him
aside and revealed their family secret: they were the Chuda
family’s spiritual heirs, practitioners of the moest arcane black
arts.

Mishime was shocked, but also fascinated. His loyalty to his
father was overwhelming, and he accepted his [ate cautiously,
eager to see what mysterious new wonders Tenkazu would
introduce. His first lesson was to conceal the corruption that
his magic would inevitably cause. Forrunately for Mishime,

this was the one area in which his father excelled. Mishime
learned to wrap himself in an aura of purity that no Inquisitor
could penetrare,

Years passed as Mishime practiced his dark craft in secret.
Ironically, his reclusive and hermitic lifestyle gained him a
reputation for piety. Mishime practiced his arts in secret,
inwardly cursing the fame he accrued despite his best efforts to
the contrary. He became determined to find a way (o abandon
the fools whose name he shared, and spent vears deceiving all
around him until he was awarded the title of Asako Inquisitor,
a hunter of evil and destroyer of corruption,

Mishime's final assignment as an Asako Inquisitor was
perhaps the deadliest and most difficult task any Inquisitor
ever faced. He attempted to infiltrate the City of the Lost and
discover more information about Daigotsu and his agenda.
Mishime regarded this as 2 unique opportunity, and took to it
with relish. The plan failed, however, as both his attempts at
deceit and the spells that protected him from the Shadowlands
failed. Confronted with cerrain death, Mishime countered
with an offer that intrigued Daigotsu. Mishime would swear
loyalty to Daigotsu if only he could be given leave to openly
study the arts he had practiced in secret his entire life. Curious
and with little to lose, Daigotsu agreed.

For a short time, Mishime lived a double life. In the Shadow-
lands, he was Chuda Mishime, the self-declared heir to the
Snake Clan’s lost legacy. In Rokugan, he remained Asako
Mishime, a quiet Inquisitor scarred by the herrors he witnessed
in the Shadowlands. Mishime's continued presence in Rokugan
had a purpose: when Daigotsu launched his atrack on Orosan
Uchi, Mishime was there to take advantage of it. A contingent
of Seppun were in the city to present a nemuranai to a Phoenix
representative for safe-keeping: the sword that had ended the
mortal life of Hantei XV1, the Steel Chrysanthemum. Mishime
attacked and killed them, bur the sword passed to the Phoenix
in spite of his efforts,

Months later, Mishime succeeded in wresting the blade
from the Phoenix through simple deception - but the theft
brought Mishime into conflict with Reikadoe, the man who
had plagued his father years ago. Victorious, Mishime brought
the blade and presented it to Daigotsu, asking only that he be
allowed to use the blade to swear others to the Chuda, the
recreated family that would serve the Dark Son under
Mishime’s divection. Daigotsu readily agreed.

With the prospect of recreating the Chuda before him,
Mishime finally abandoned the shallow, meaningless life he
had led in Rokugan. He committed himself fully to aiding
Daigotsu in creating a new Empire. He did not allow his zeal
to cloud his judgment, however, and was extremely selecrive
in his choice of who would join the Chuda. Only the finest,
brightest maho-lsukai were worthy to bear the name of his
ancestors, and in the six years since the family was created,
he has only accepted a few dozen members into his powerful
new family.

Mishime’s agenda has changed somewhat with Tuchiban’s
return, Despite his perceived loyalty to Daigotsu, Mishime
censiders luchiban 2 kindred spirit. Like Tuchiban, Mishime
has no faith in Fu Leng. He places his faith only in what power
he can control, and Iuchiban controls more power than
anyone Mishime has ever met.

CHUDR RISHIME, CHUDA FRRILY DRIRYO

Male human Chuda, Shué/Tsu8: CR 14; Medium-size
humanoid (humanh HD 6d6 + 12 and 8d8 + 16 thp 88); Init: 6
{+2 Dex, +4 Improved Initiative’; Spd. 30 ft; AC 14 (42 armor,
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+2 Dex); Atk +13 melee (1d444, +3 tanto of spell-sloring); SQ
Class Skill — Knowledge (Maho} (family bonus), Elemental
Focus, Sense Elements, Taint Suppression, Blood Conversion,
Spell Conversion (has converted all spell levals to Maho),
Maho Metamagic; Honor 0; AL LE; SV Forr +12, Ref +8, Will
+14; Str 12, Dex 15, Con 14, Int 19, Wis 20, Cha 16; Taint +7;
Ht: 5 fi. 6 in.

Skills and Feals: Speak Language {Rokugani, High Rekugani,
Bakemono, Oni), Alchemy +21, Concentration +19, Craft
{tanto) -13, Diplomacy +12. Knowledge {maho} +21, Knowl-
edge (Phoenix Clan) +16, Knowledge {Shadowlands) +21, Sery
+21, Spalleraft +21; Craft Wondrous Item, Hidden Threat
[Ancestor: Chuda Tenkazul, Lmproved Initiative, Maho
Focus, Scribe Scroll, Toughress.

Possessions of Nole: +3 tanto of spell storing, amulel of
natural armor +2, haore of restslance +2.

Spells Known (5/5/4/4/4/3/2); Base DC 17 +
spell level; Elemenlal Focus — Earth,
Chuda School: 1st — bane, cobra’s
breath, doom, inflict bight wounds, ray of
enfeeblement; 2nd — davkness, death knell,
inflict moderate wounds, kiss of the load,
summon swarm; 3rd —— animale dead, conta-
gron, poison, vampiric touch; 4th — cloud of
taint, inflict critical wounds, phantasmal
killer, polymorph self; sth — blood of
fire, clowdkill, nightmare, slay living;
sth — cpele n_f death, cveate undead,
havm; 7th — control undead,
finger of death.

CHUDA RISHIME,
CHUDA FARILY

DRIRMYO W/

Earth: 4

Fire: 3
Intelligence: 5

Water: 3
Perception: 4

Air: §

Void: 3

Taint: 4.2

School/Rank: Chuda
Shugenja 5

Honor: 0.1

Glory: 5.7

Advantages: Ancestor {Chuda
Tenkazu), Great Destiny

Disadvantages: Benten's
Curse, Driven, Obligartion,
Sworn Enemy { Reikado)

Skills: Calligraphy 3, Chisaijursu 3,
Etiquette 3, Heraldry 4, History 5, Inves-
tigation 4, Lore (Maho) &, Lore {Shadowlands) 5, Poison 3,
Shintao 3, Sincerity 5, Spell Research 6, Stealth 4, Tanto-
jutsu 4, Theelogy 3, Torture 3

Spells: As head of 2 maho-wielding family, Mishime has access
to perhaps the largest library of blood magic spells in
existence. Given that he also has a virtually unlimited
supply of blood, Mishime can cast any maho spell, including
many previously unknown spells that simulate elemental
effects. Mishime may also cast elemental spells, particularly
Earth spells, as the GM deems appropriate.

SHAHAI, DARK DAUGHTE=R
Of ¥V L=NG

Youngest child of the Tuchi family daimyo, Tuchi Shahai
wanted for little. She was Iuchi Daiyu's oaly daughter, and bore
such a striking resemblance to her late mother that Daiyu
could refuse her nothing, It was not long after her gempukku
that her thoughts turned to subjects normally forbidden,
as spoiled, bored young people’s minds often do. So at first,
it was nothing more than morbid curiesity that led Shahai to
investigate maho.
It was in a small copse of trees near Shiro luchi known as
the Forest of the Dreamers that
Shahai's life changed forever. The
forest was forbidden, but it
was not difficult for Shahai
to gain entry. Once within,
she marveled at the rwisted
trees that supposedly served as
home to evil dream spirits, and
wondered at the deaths caused by
those spirits centuries before. And
then she discovered a strange white
stone buried in the dirt, with only
asmall portion showing. Overcome with
a strange curiosity, Shahai attempted 0
unea-th the stone.
It was no stone, but a human skull — and
not just any skull, but one that spoke o
Shahai in whispers only she could hear.
A skull that called itself “grandfather,” and
promised to teach her secrets Shahai
began a descent into darkness that would
shame not only her father, but her
entire family. She spent the vears
following the Clan War embroiled .n
plots to destroy her family, gaining
allies among the Bloodspeakers
with "grandfather’s” help. Eventu-
ally, her plots became too grandiose
to conceal, and she was revealed as a
maho-tsukar and a murderess. Her own
father ordered her execution, but she
escaped and hid until the Battle 1t
Oblivion’s Gate.

The years fol.owing the Darknesss
defeat were relatively quiet ones. Shahai
could not return to the Unicorn lands,

but it was an easy matter to disap-
pear into the Empire-wide network

of Bloodspeaker cells. Her consider-
able power made it a simple matter for
her to gain influence and presrige among the

cult, and soon she was given virtually unlimited access 1o
:he spells and rituals maintained by every cell she visited.
Shahai’s power grew by leaps and bourds. Among her most
‘nteresting discoveries was a man called Daigotsy, rumored to
e the product of a bizarre Bloodspeaker experiment and an
extraordinarily powerful maho-tsukai. The two were instanty
attracted to one another, but Daigotsu disappeared before their
relationship develoned. Months after Daitgotsu's disappear-
ance, leaders among the Bloodspeakers requested that Shahai
find him. Curious for her own reasons, she readily complied.



Shahai’s search took her deep into the Shadowlands, ker
powerful spells and the presence of “grandfather” keeping her
safe from marauding beasts. There, she encounrered the arro-
gant creature called the Dark Daughter of Fu Leng, who led
her to a mysterious city. Shahai was shocked ro discover the
city had been constructed by an army of Lost samurai led by
Daigotsu. Daigotsu tnvited Shahai to join him; she accepted
by slaving the Dark Daughter with a powerf{ul rirual and
assuming her place in the Shadowlands hierarchy.

The new Dark Daughter actively aided Daigotsu’s war effort.
She assisted in the sieges of the Great Carpenter Wall and
Otesan Uchi, and she personally fought the Sword, Toturi
Tsudao, in the depths of Shinomen Mori. Shahai and her pawn,
the corrupled ronin Mirumoto Junnosuke, were supposedly
slain in that confrontation, but the Empire soon learned it isall
but impossible to kil the Dark Daughter of Fu Leng,.

Since Daigotsu’s ceath at Tsudao's hands, Shahai has worked
tirelessly to restore ais full power. She was personally respon-
sible for locating the Tomb of Tuchiban and putting into
motion the series of events that led to his release, hoping thar
he would be able o aid in Daigotsu's restoration. luchiban
proved far less grateful than she had imagined, and her lord
and master attacked and dethroned her lover before she
realized what was happening.

Shahai now sits in a precarious posizion. She is ostensibly
one of luchiban's most favared advisors, yet her hearr srill
yearns for her to go to Daigotsu’s side and aid him in recover-
ing what she believes is rightly his. In the depths of her
twisted, corrupted heart, she feels the stirrings of affection
that defy all lust for ambition and power, the precepts she has
revered above all e:se for years. Is it possible, she wonders,
tor the Dark Daugh:er to know love?

SHAHAI'S SCHOOLS

Shahai is listed as a student of the Chuda shugenja
school. Although she has never studied with the

Chuda, her style of magic is very similar to theirs in
that it focuses on maho. This, together with the fact
that she often associates with the Chuda, is the reason
for her inclusion in this chapter.

SHAHAI, DARK DRAUGHT=ER OF FU L=NG
Female human Unicorn Shu7/Tsu11: CR 18; Medium-size
humanoid (humany; HD 7da + 21 plus 8d8 + 24 (hp 123}
Init +2; Spd 30 {1 AC 22 (touch 13, flar-footed 19); Atk +9/+4
melee (1d4+1, +2 tanto of wounding); SQ Class skill — Spell-
craft (family bonus), Sense Elements, Suppress Taint, Blood
Conversion, Spell Conversion (has converted all spell levels
to Maho}, Maho Metamagic; Honor 0, AL CE; SV Fort +2,
Ref +7, Will +11; Str 9, Dex 15, Con 17, [nt 15, Wis 17, Cha 15;
Taint +6; Height § ft. 5 in.

Dark Daughler Qualities: Shahai possesses the following
supernatural abilities.

Akutenshr: Shahai is considered to have all the abilities
conferred by the akutenshi template found in Ortental
Adventures™ with the exception of shapeshift.

Dark Presence: Any creature possessing either the Shadow-
lands subtype or any amount of Shadowlands Taint must
succeed at a Will save (DC30) before thev can attack Shahai.
Those who fail are unable to initiate an artack against her,
although they may defend themselves normally.

Daage Resistance: Shahai possesses DR 25/4+3.

SHAHAI, DARK

Mahio Polency: All maho spells cast by Shahai are considered
to have been Empowered. If she chooses to Empower a spell,
the benefits are doubled.

Skills and Feats: Speak Language (Rokugani, High Rokugani,
Oni), Bluff +10, Concentration +18, Heal +13, Hide +9,
Innuendo +5, Knowledge (Saadowlands) +12, Knowledge
(Maho)} +23, Knowledge (Arcana) +19, Spellcrafr +23,
Torture +13; Bleod Sorcerer (ancestor), Craft Wondrous Irem,
Extend Spell, Innate Ability (speak with dead, dispel magic, slay
living), Maho Focus, Maximize Spell, Meishodo, Ritual Magic.

Spells Known (6/8/13/777/7/7/6/6/%); Base DC 21 + spell level;
Elermental Focus — Waler, Tuchi School; all spells are considered
maho: 0 — commune, create waley, cure minor wounds, daze, detect
mage, purify food and drmk, read magre, summon; 1st — blood rite,
cure light wounds, detect fanl, vemove fear, vise agam!, silenl image;
2nd — cure moderate wounds, detect theughts, protection from
arvows, remove paralysis; 3rd — crveate food and water, dispel magie,
speak with dead, wonderful origann [uroshike; 4th — arcane eye,
cloud of Taint, heart rippey, polymorph other; 5th — magic rar,
nightmare, slay Iving, unhallow; 6th — civcle of death, create
undead, forbiddance, harm; 7th — blasphemy, control undead,
finger of death, insanity; 8th — create greater undead, planar
binding, syrbol; 9th — weird, summon monster IX.

Possessions of Nete: ving of wizavdry I1, bracelets of armor +6,
+2 tanto of wounding, amulet of natural armor +2, ring of protection 12,
metshoda: maximazed cloud of tail, extended protection from arvows,
maxrmized atre modevate wounds, extended daze.

DRUGHT=R OF FV L=NG

Earth: 4
Willpower: 7

Fire: &

Water: 5
Perception: §

Air: 6

Void: 3

Taint: 5.8

School/Rank: Iuchi Shugenia 3, Chuda Shugenj 4

Homor: 0.3

Glory: 6.6

Advantages: Dark Daughter (se¢ properties below), Innate
Ability (numerous)

Disadvantages: Obligation (To luchiban and the Bloodspeak-
ers), Sworn Enemy {Kuni Kiyoshi}, True Love (Daigotsu}

Skills: Calligraphy 4, Defense 5, Herbalism 4, Horsemanship 4,
Hunting 3, Intimidation 6, Lore {(Maho) 8, Lore {Shadow-
lands) 7. Manipulation 4, Meditation 4, Poison 3, Seduction §,
Shintao 3, Sincerity 6, Spell Research 7, Tantojutsu 4

Spells: Shahai has access to all maho spells, plus a large
number of her own devising, She also has access to all Water
spells. She knows other elemental spells as the GM sees fir,

Special: Shahai possesses the following qualities as a result of
being the curvent Dark Daughter of Fu Leng.

Akutenshi: The Dark Daughter of Fu Leng is considered to
be an akutenshi, a fallen ange! of Fu Leng. Shahai may be
considered to possess any six of the akutenshi abilities
found in Bearers of Jade at any one time. She may change
these atilities by performing a rwo-hour ritual.

Carapace: Shahai possesses Carapace 7.

Dark Presence: Mo creature possessing the Shadowlands sub-
type may attack or harm Shahai in any way unless she
specifically commands them to do so.

Maho Potency: All maho spells cast by Shahai automarically
gain three Free Raises,
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MINIONS O¥F
TH= CHUDRA

Like the Bloodspeakers with whom they have often found
sanctucry over the centuries, the Chuda have mastered sey-
eral blasphemous arts that the shugenja of Rokugan barely
unders:and. Their rituals can infuse hideous creations with
vitality, creating strange new monstrosities “hat sacrifice
their short, false lives ro further the Chuda’s sinister iner-
ests. Although many such entities are unique, varying from
ritual to ricual, a small hendful of servitors have proved
useful enough for the family to commit their creation rites
Lo mernory.

TH"' MAHO-BORN

Among the most insidious Snake Clan practices was the kid-

napping of children to perform their experiments. Silent
assassins ranged hundreds of miles from Shiro Chuda to
steal infants in the dead of night, often burning down houses
and killing entire families to conceal their crimes. These
doomed youths were subjected to horrors that cannot be
imagined, and few survived the foul rituals. Whatever goal
the Snake shugenja hoped to achieve is unknown, for their
clan was destroyed before their practices bore fruit,

The centuries since the Five Nights of Shame have seen
dozens of generations of raho-tsukar working in secret to
revise and [urther these experiments, although use of live
subjects has been quire fimited. Progress was limited,
Jh}mug_h occasionally a shugenja of grear skill madf:. major
advances. Chuda Mishime has dramatically improved upon
the work of his predecessors, developing a process through
which ¢ subject can be permanently infused with the power
of mahe. They receive sinister mystical abilities even though
they may never command kami or kansen as a shugenja.

The most potent abilities possessed by the maho-born
require that the rituals be conducted upon infants, allowing
the power to grow and blossom as the individual matures.
Obviously, this takes a great amount of time and devetion,
and the Chudas experiments have not vet yielded a harvest
of adult maho-born raised from infancy. There are a dozen
voung children, all between the ages of five and ten years of
age, whe dwell within the innermost chambers of Kyuden
Shire. These are the most potent maho-born, Mishime's per-
sonal creations. What powers they shall command upon
reaching maturity no one can say, but rumors among the
Lost hold that the children already possess power like that of
the most potent maho-lsuka..

THE RMAHO-BORMN AND
TH= D=SICCAT=D
Obviously, neither the maho-born nor the desic-
cated are a family in any sense. The rituals they
undergo, however, tend to have a uniform effect upon

their physical abilities in addition to whatever
powers they may receive. The following statistics can
be used to represent a maho-born or desiccated char-
acter. These abilities are only gained by characters ini-
tially created as maho-born or desiccated, and are not
gained by those who become so at a later point.

While the true maho-born have not yet reached maturity,
many adults have undergone the Chuda’s rituals and now
serve the family with terrible powers, Mishime conducted his
initial experiments on unwilling subjects, but after an irci-
dent when his subject gained sufficient power to pose
threat, he restricted his attempts to power-hungry Lost vol-
unteers

Other Lost regard the maho-born with a mix of trepidation
and admiration. Their strange abilities and typically clitist
attitude tend to inspire distrust and hostility among many,
but at the same time their mystical powers, unique even
among the Taint-empowered Shadowlands armies, cause
them to be regarded almost as holy warriors.

The exact rituals used to create a maho-born are known
only handiul of Chuda, but they involve heavy ritual scar-
ring and the binding of a kansen into the subject’s living
bloed, uniting the two entities until one dies. Some maho-
born manifest their abilities instantly upon receiving the
ritual, while others take years to fully develop their true
potential.

TH= MAHO-BORN DOJO

The maho-born tend to keep to themselves. The Chuda,

seeing the benefit of sequestering their minions from outside
influences, have 'pnwiﬁm‘] them with a dojo and facilities on
the outskirts of Kyuden Chuda. Here, the maho-born practice
martial arts in private, developing taeir unigue abilities.
Indeed, the maho-30rn are similar to many samurai families
in that their lives consist exclusively of martial exercises aad
service to their lords, the Chuda.

THZ MAHO-BORMN
Current Daimyo: None, The maho-born are universally
sworn to serve the Chuda, and have no leader of their own,
Favored Class: Fighter
Starting Honor: 0
Class Skill: Intimidation
Starting Ourfit: Masterwork tetsube and ashigaru armor

THE MAHO-BORN

Benefit: +1 Srrength.

TH= D=SICCAT=D

The desiccated are a particular rype of undead that came
ahont purely as a by-product of Chuda blood-gathering rituals
in the infamaous Field of Blood. In the Feld, the Chuda slowly
drain victims of all their blood over a period of days, attract-
ing evil spirits with their horrendous suffering. While these
benefits alone would surely have been enough 1o satisfy the
sadistic Chuda, it was discovered shortly afterwards that the
dried, ruined husks of victims often became vessels of excep-
tional quality for the many kansen summoned by pain and
agony.

The Desiccated, es these undead became known, are differ-
ent from many forms of undead in the Shadowlands because
they retain a semblance of intelligence. The spirits that pos-
sess the bodies can access vague memories from the husk's
former life, and can understand those who speak to them,
although they arc unable to communicate in return {all
attempts at speech produce dry, rasping sounds that often
result in clouds of dust and dead flesh bursting forth from the
ruined throat).




Although crude and hostile, the desiccated are not stupid.
They have established a rough pecking order, and while they
all feel some measure of anger toward the Chuda as a result of
their hosts' latent memories, they serve the family of their
own free will, knowing that their service will be rewarded. In
many ways, these warped beings’ very existence allows the
kansen who occupy them the opportunity to experience life
among the physical realm in a way never previously imagined.
They gain the abilities conferred by a physical body, along
with the difficulties associated with uncontrollable emotions
and lrustrating partial memories.

THE HOUS= OF
pUST AND ASH

With twisted Chuda humor, the large facility ereated for the
desiceated was built and named in the manner of a geisha
house. The corpses taken from the Field of Blood are left here,
usually in a small empty room on the second (loor, The Chuda
secure these rooms well, for a newly awakened desiccated typ-
ically experiences disorientation that manifests in rage. This
does not last long, fortunately, and afterwards the new undead
is free to join its brethren. What activities these monstrosities
conduct within their private abode, none can say for cerrain,

BLOOD FARILIARS

The basic precept of maho is that blood can unleash terrible
power if one knows the proper secrets, It is rumored that the
Tribe of Isawa knew these secrets, and the Shadowlands spirits
known as kansen will gleefully whisper them in the ear of any
who petition them, but the true power locked within living
blood can only be touched upon with common maho. The
Chuda do not practice common maha.

Chuda Mishime's absolute devotion to research has led him
to secrets that have enabled him to avoid the corruption =0
many maho-tsukai suffer. He has also rediscovered forgotten
rituals that have aided his fledgling family in consolidating
their power.

One of Mishime's first successes was in developing a ritual
that uses a maho-tsukai’s blood to bind other creatures.
Although this has proven unsuccessful with more powerful or
intelligent creatures, the Chuda have learned to use it to their
advantage by employing smaller creatures as scouts, spies, and
even assassing when possible. The ritual involves the replace-
ment of blood in a minor creature, usually a rat, large insect, or
bird, with the maho-tsukai’s blood. Such a ritual, anathema to
most Rokugani, provides a permanent link between the sor.
cerer and beast, allowing them to channel their dark power
through the creature.
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Creatures that undergo this ritual, referred to as blood
familiars, are invariably transformed by it. Birds appear to
have crimson flecks, like a splattering of blood, across their
feathers. Rats gain eerie red eyes and large, crimson stains on
their fur. Insects are larger, darker, and somehow exude a
preternatural awareness that belies their harmless appearance.
This makes the creatures more conspicuous, but samurai
rarely notice such unimportant things as animals.

The maho-tsukai can focus on his blood contained within
the familiar and use it to perform minor rituals. The most
common is a simple serying ritual that allows the creator to
see through the familiar’s eyes. This seemingly innocuous
ability has allowed the Chuda to wreak havoc in Rokugan, for
even the Kuni and Asako can overlook such a2 minor maho
effect.

Other abilities can be more sinister. The maho-tsukai's blood
imbues the familiar with intelligence far beyond a normal
specimen, and the creator can send simple commands ro his
loyal companion. These commands may not be particularly
complicated, but commands such as “bring me the scroll,"
"knock ever the candle,” and even "put the poison in the
water” are possible to those skilled in the art. As a maho-tsukai
reflines his control, he can command multiple creatures,
which may be larger and more powerful than their mundane
brothers. Rumors persist that true masters of this wretched art
can even dominate the minds of weak-willed humans, over-
riding their thoughts and creating puppet minions that they
can control from great distances. If this is true, then the
Chuda have access to perfect assassins that could penetrate
virtually any defense the Empire mounts,

CHUDR
M=CHANICS

ANCESTORS
(YORAD

The product of a long line of secrecy and loyalty, to one
another if no one else, the Chuda lord Mishime has enormous
reverence for his ancestors, Those who have [locked to his
banner, few of whom have any actual blood relation ro the
Chuda, pay homage to those who have gone before in hopes of
gaining their favor and the power that accompanies it. The
spirits of bygone Chuda are relatively rare, as none have
passed on to Yomi and only a handful are strong enough to
retain their sense of self while drifting in the nothingness of

Jigoku.

CHUDA BRARAKVN

Barakun was a fourth-generation ronin Chuda, a descendant
of the survivor of the Five Nights of Shame. Unlike many of
his line, Barakun was not bitter or vindictive. He was conrent
to contemplate the depth and complexity of blood magic in a
meditative manner befitting a monk. He was a maho-tsukai, to
be sure, but approached it almost as an academic interest.
Ironically, the least dangerous of all the Snake Clan shugenja
to have existed in Rokugan since the great purge was also per-
haps the most actively hunted.

Perhaps because of his unique philosophies, Barakun was
not as cautious as many of his ancestors and descendants
would prove to be. He was hunted by magistrates his whole
life, and although he rarely committed any true crimes aside
from practicing maho, he did kill a great many magistrates
who attacked him. Eventually, he chose and trained an
apprentice purely because he feared that the insights he had
discovered during his lifetime would be extinguished if he
were killed. He was evenrually caprured and executed,
although his chosen student avenged his death.

*OTENT BLOOD
[ANCESTOR FEAT CHUDA BARAKUNI

You share your ancestor’s gift for powerful maho effects.

Benefit: You may add your Intelligence modifier to all spell
damage rolls. This only applies when using your own blood te
tuel a spell.

CHUDR BARARUN
(6 POINTS)

You add your Insight Rank to all damage rolled as the result of
amaho spell This effect only applies if you are using your own
blood to power the spell. The blocd of others does not confer
this bonus,



CHUDR SINTVUKO

Chuda Sinjuko lived during the Snake Clan’s last generation,
and was slain during the Five Nights of Shame a few weeks
after her twentv-seventh birthday. It was clear from an early
age that Sinjuko would be a woman of exceptional beauty, and
she was assiduously courted by dozens of suitors among the
Chuda and the neighboring Dragon and Phoenix clans. Sin-
juko's passion was duty, however, and she never married. After
her induction into the Chuda’s deepest level of secrets, she
became a unique and dangerous assassin of all who threatened
the Snake and their dark ways.

With her already incredible beauty enhanced by her
Tainted powers, Sinjuko would seduce those who threatened
the Snake Clan, killing them in their sleep once their passion
was spent. On other occasions, she would seduce others
throughout the Empire, Tainting them and discreetly expos-
ing them to the law’s justice to draw the attention of magis-
trates away from the Snake's indiscretions.

PARK B=AVUTY

[ANCESTOR FEAT CHUDA SINTVKROI
Your corruption manifests as a sinister, seductive allure that
others find almost impossible to resist.
Prerequisite: Must possess the Shadowlands Taint.
Benefit: You may add your Taint modifier to the result of
any Charisma or Charisma-based skill roll used ro deceive or
seduce others.

CHUDRA SINJURO
(8 POMTS)

Your Taint manifests in a darkly alluring way, drawing others
to you with pure attraction and lust. You may spend one Taint
point to gain a Free Raise on any Awareness roll intended to
deceive or seduce another person. Only one Taint point may
be spent in this manner per roll. Using this ability more than
three times per day results in your gaining a derangement (see
Way of the Shadowlands™),

CHUDRA T=ENRKRAZV

Chuda Tenkazu was, in many ways, the most successful Chuda
heir since the Snake Clan's brutal demise cenruries before his
birth. Tenkazu was the son of a simple merchant, a man who
appeared to be common and unassuming in virtually every
way. It was not until Tenkazu reached gempukku age that he
learned his father was something different. Inducted into the
Chuda in a dark ceremony, Tenkazu was lost to corruption at
age of [ifteen.

Tenkazu spent most of his adult life masquerading as a
Mantis merchant, traveling all across the Empire in the years
prior to the Clan War, He learned many secrets with his dark
arts, and hecame obsessed with reawakening the spirits of his
dead predecessors. Framing his nemesis, the ronin Reikado,
for murder, Tenkazu stole his blade and reunited the Snake
Clan daisho.

The maho-tsukar 1ook the blades to the Falcon lands, where
the border between Ningen-de and the spirit realms was thin.
There he enacted a ritual that opened a portal, allowing the
evil spirits of lost Snake samurai to reenter the world and pos-
sess mortal hosts. Tenkazu's spirit army would surely have
wrought horror upon the Empire had not Reikado and a band
of magistrates disrupted the ritual and closed the portal.
Tenkazu was thought dead after the battle.

TH=

He survived, though his spirit was broken. He no longer
lusted for power, but hid among the Phoenix as an Asako and
bore a son. He taught his son Mishime the Chuda techniques
and plotted for him to succeed where Tenkazu had failed, a
fate that has very nearly come to pass.

HIDD=N THR=EAT
[ANCESTOR FEAT CHUDA TEMKAZVI

You are particularly gifted at concealing your dark talents
from others.
Prerequisite: Must possess the Shadowlands Taint.
Benefit: You gain SR 15, but only against spells thar specif-
ically attempt to detect the Shadowlands Taint.

CHUDR T=ENKAZV
(8 POINTS)

You are particularly adept at concealing your corruption, Any
spell, Technique, Advantage, or effect targeting you that
specifically detects the Taint has its TN increased by 0. Such
effects that would autematically succeed now require a con-
tested Awareness roll before they can take effect.

TH= CHUDA FARILY

The Chuda are not a true Family, but an order sworn to serve
Chuda Mishime and his lord Iuchiban. The family is small but
influential. There are at most three dozen members at the pre-
sent time, although Chuda Mishime longs to expand that
number tenfold.

THE CHVUDA FARILY

Current Daimyo: Chuda Mishime {see Important NPCs for sta-
lisites)
Favored Class: Shugenja
Starting Honor:
Class Skill: Lore {maho) or Lore (Shadowlands)
Starting Outfit: (Choose one)
1. Two 2nd level divine spells (no Air spells)
2. One 2nd level divine spell and six st level divine spells
{no Air spells)

CHUDR FARILY
Benefit: +1 Willpower.

TH= CHUDRA
SHUGENJT R S_CHOOL

The Chuda reachings have survived the centuries only
through deception and paranoia, two traits that have consid-
erably colored the techniques currently practiced by the
Chuda shugenja serving the Shadowlands. As in the past,
there is bur a single master of Chuda magic, the family lord
Chuda Mishime. Unlike the past five centuries, however,
Mishime has taken multiple apprentices, so many that the
family now numbers in the dozens as each of his students
takes students of his own. The ancient writings of Mishime's
ancestors have always predicted that such abandonment will
result in the Chuda line's demise, but Mishime has sworn that
it will not be so.
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The Chuda magical style originally emphasized water
magic, the type practiced by Snake Clan founder Isawa
Chuda. At some point over the centuries, however, the style
has shifted to embrace earth, the element that ironically is
both most similar to maho and most effective against it. Natu-
rally, all Chuda seem to possess an affinity for maho.

TH= CHUDRA
SHUGENTA SCHOOL

(ELEZRNENTAL FOCUS: ZARTH)

0 Call Earth. Creates 2—5 small stones.

1 Protection from Taint. +2 AC and saves, counters mind
control, hedges out oni.

(%]

Tetsubo of Earth. Melee atrack deals 1d10+1 /two levals
damage.

T

Tremor. Causes minor e.arthqu:lkr: in area.

g

Mountain's Teeth (Spike Slones). Creatures in area take 1d8
damage, may be slowed.

£¥ 21

Wall of Stone. 20 hp/tour levels, can be shaped.
6

o

Banishment. Banishes 2 HD/level extraplanar creatures,

o |

Disintegrate. Makes one creature or object vanish.

>

Time's Deadly Hand. Rots nonliving matrer completely.

9 Maw of the Earth. A volcanic surge erupts nearby.

TH= CHUDR
SHUGENIJTA SCHOOL

Benefit: +1 Stamina

Beginning Honor: 0.0

Beginning Skills: Calligraphy, Lore {Maho}, Lore (Shad-
owlands}, Sincerity, Tantojutsu, and any two skills,

Spells: Sense, Commune, Summeon, and one of the two fol-
lowing: 3 Earth, 2 Water, and 1 Fire spell, or 3 maho, 2 Earth,
and 1 Water spell,

Starting Outfit: Kimono, jingasa, scroll satchel, traveling
pack, wakizashi.

THE TEMPLE
OF VENOM
(NEW DOTO)

The Chuda have few holdings that could accurately be
described as temples, predisposed as they are against religion.
The Temple of Venom, the family's primary dojo and training
center for new inductees, is a temple only in name and appear-
ance, During Daigotsu’s tenure as the City of the Lost's leader,
the Chuda paid lip service to Fu Leng. Now that Tuchiban has
assumed control, their sole loyalty is to the raw power they
command.

SOCIAL BENE=FIT

The Chuda are reviled by the Empire and feared among the
Lost, There is no social benefit for attending the Temple of
Venom,

TRAIMUNG BEN=FIT
The methods used to instruct students at the Temple of
Venom are hideous and cruel, yet effective.

Training Benefit: You may choose to ignore any one

feat prerequisite for gaining entry into the maho-tsuka
g g

prestige class (see Oviental Adventures).

Training Benefit: Your Lore (Maho) skill is considered
to be one rank higher for the purposes of determining
what maho spells vou can cast (see Chapter Six for more
mformation on the casting of maho spells).

TEM?LE OF VENOM

In addition to serving as the primary remple and training
center for Chuda shugenja, a small sect of corrupted monks
have begun to study at the Temple of Venom. These eccentric
individuals congregate around Chuda Hanoshi, a sensei at the
Temple. Chuda Mishime has not expressed a desire for the
monks to be removed, and thus most Chuda are afraid to move
against the monks, knowing of Hanoshi's strange abilities.

Starting Honor: ¢

Beginning Skills: Athletics, Tiujutsu, Lore (Maho), Lore
{Shadowlands), Meditation, Shintao, any one skill.

Benefit: Monks from the Temple of Venom may select one
Minor Shadowlands Power at character creation just as if they
were attending the “Shadowlands School” {see Way of the Shad-
owlands™). Any kiho gained as a result of advancing as a monk
may be a dark kiho instead.

NEW SPELLS

The Chuda combine the most potent and vicious elemental
magic with the blasphemous power of maho. The new order
in the Shadowlands provides the family with resources that
no maho-tsitkar has ever had before, and the fruits of their
research has been terrible indeed, ri:sulting in new and insid-
ious spells that they have used to great effect against the
Empire.

FLOCKR OF¥ BLOOD

Transmutation

Level: 5

Components: M, S

Casting Time: 1 full round

Range: Self

Effect: Transforms caster into swarm of lesser creatures
Duration: 1 hour/level

Saving Throw: No

Spell Resistance: Yes (harmless)

You may transtorm your body into a swarm of small creatures,
such as insects, rats, or small birds. You transform into a
number of creatures equal to your total hit points, These crea-
tures are identical to their normal counterparts except that
they each have only a single hit point. These crearures also
have some identifying mark, such as a smattering of crimson
teathers on a bird, a blood-red splotch on the fur of a rat, or a
strange red marking on a bug. When the spell ends, the crea-
tures reform into your body exactly as it was when you cast the
spell, Any creatures destroyed or separated from the group ar
the time of reformation disappear, and you lose one hit point



for each creature lost. Your total hit points at the spell’s erd is
equal to the number of surviving creatures. Lost hit points
may vnly be regeneiated by rest, and oaly ar the normal rate of
recovery, Magic cannot heal this damage.

FLOCK OF¥ BLOOD

Element: Maho {Considered Earth for the purposes of coun-
terspells)

Mastery Level: 4

Duration: 1 hour per Insight Rank of caster

Area of Effect: Personal

Range: Touch

You may transform into a swarm of small creatures, either rats,
insects, or small birds, The total number of creatures is equal
to your maximum number of Wounds Each creature is identi-
cal to others of its kind, but possesses only one Wound. When
the spell expires, you reform at the site of one creature of your
choosing, and all other creatures disappear, Any that are killed
or ¢ ;zpmr{*d do not return, and you reform missing & number
of Wounds equal to the total number of dead or missing ani-
mals, These missing Wounds may only be recovered through
rest, and may not be healed magically

CHUDR
CRERATIONS

The Chuda embody the word sinister. The noton thar they
create some crude mockery of life in their dark rituals, send-
ing twisted constructs out to fulfill their will, would turn the
stomach of even the strongest samurat. Yer this H:u.-‘]:\hemy is 2
cornerstone of their family’s research and experimentation.
Rlood familiars, Maho-Born, and the Desiccated, three
common Chuda creations, were explained earlier in this chap-
ter, Included below are the mechanics necessary to include
these entities in a campaign,

N=W F=AT
BLOOD FARILIAR

You possess a familiar created from your own blood and
attuned to your individual essence.

Family: Chuda

Prerequisites: Must know at least one spell with the maho
or necromancy descriptors.

Benefit: You gain the familiar ability as if you were a sor-
ceter of frst level. Every time you gain a level after taking this
fear, the hilities of your familiar increase as if you had gained
one level of the sorcerer class,
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=W ADVANTAGE:
BLOOD FARMILIAR
(8 POINTS)

You gain a small animal cempanion
something similar

a bird, rat, snake, o
‘.[.-[..‘l- .]’.--1-,”.]..1-
that has been bound to vou by a lengthy
maho ritual that infuses the animal with your bloed. You may,
after one round of concentration, see through the animals
eyes or ssue a short, one-sentence commanid that the animal
will follow to the best of its abilities.

=W F=AT:
MAHO-BORN

You have been subjected to excruciating Chuda rituals thar
have infused you with the power of blood magic.

Prerequisites: Must possess the Shadowlands Taint.

Benefit: You gain the ability 1o cast a single maho spell as if
you were a shugenja equal to your character level, This spell
may not be higher than 3rd level, and is determined by the
maximum spell level that you could cast if you were a
shugenja at the rime you teke the feat, Evample; A character
who selects Maho-Born as ¢ feat at first level may gain only a
first-level spell, as this is the maximum spell level a first level
shugenja could cast. You may case this spell a number of times
per day equal to your Charisma modifier,

N=W ADVANTAGE:
MAHO~-BORN
(12 POINTS, TRUZ ROMIM ONLY)

You may select any one maho spell of Mastery Level 1 or 2.
You mav cast that spell as if you were a shugenja of Insight
Rank equal to your own a number of times per day equal 1o
vour total Insighr Rank.

TH= D=SICCAT=D
Medium-size Undead
Hit Dice: 2d12+3 (16 hp)
Initiative: +0
Speed: 30 [1. (6 squares; can't run)
AC: 12 (+2 natural)
Attacks: Slam +3 melee (1da+2)
Face/Reach: sft. by sft./sft.
Special Attacks: Breath weapon
Special Qualities: Damage Reduction 8/slashing, darkvision
60 ft., undead traits
Saves: Fort +0, Ref +0, Will +3
Abilities: Str 14, Dex 10, Con —, Int 10, Wis 10, Cha 1
Skills: None
Feats: Toughness

Climate/Terrain: Any
Organization: Any

Challenge Rating: 3

Treasure: None

Honor: Nil

Alignment: Chaotic evil
Advancement: By character level

The desiccated appear identical to typical zombies save for their
dried appearance. They are more intelligent than the average
undead found within the Shadowlands, and their crude tactics
and strategies can catch unsuspecting enemies off-guard.

CORBAT

Lone desiccated tend to aveid combar unless it is obvious that
their potential opponent is obviously weaker. Wounded oppo-
nents are a favorite target for wanderirg desiceated. In groups,
they tend to use deception, acting like less-cunning undead to
lure opponents into a false sense of security, then using
ambush and feinting to catch rhem off guard and destroy
them.

Breath Weapon (Su): The desiccared can spew forth a
cloud of mystically charged dust particles that absorb all mois-
ture from everything they touch. This cloud is 15 feet long
and 8 feet wide at its widest point. This may be done once
every d6 rounds, Reflex save DC 18 half. This attack inflicts
3de dehydration damage.

TH= D=SICCAT=D
Earth; 3
Fire: 2
Water: 4
Strength: ¢
Air: 2
Rolls to Attack: 5k3 unarmed, 4k3 dehvdrate artack
Rolls to Damage: 3k3 unarmed, ak4 dehydrate attack
TN to Be Hit: 22
Carapace: 5
Wounds: 20: +5, 40 +10, 60z +15, 75 Lestraved

SYECIAL ABILITIZES
Dehydrate: The Desiccated are capable of a devastating
ranged attack, spewing forth a cloud of mystical dust thar
drains moisture from everything that it touches. This atack
has a range of 15 feet and is cone-shaped, roughly 8 feer wide
at its maximum width. Using this ability is considered a Full
Attack.
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Gensatken nodded slowly.  They ave fascinating creatures, the
Tstine," he s, stepping to the doovway and inspeciing a group of
flowers. "They once were Kitsu, led astray by the ambition of their
leader and banwshed from thew vace and thewr home. No, nol qust
banished but sentenced lo wander the Spirit Realws unanchored.
The Kitsu believed that without a home, they would eventually die
oul wilhaut compromising the movals of theiv vace by executing
them." Delicately, Gensathen veached out and cupped a single tris in
s hands and looked al Hatove meanmmgfully. “But 11 was not ta be,
The Tsuno learned, Haleri. They leavned to survive in the chaos
between the Spivil Realims and master the ways of moving between
them For generations they made the Realm n_f .‘ihmghlm‘ thew home,
wnwilling or unable ta entey thy Reabn of Mortals. .. unii] one day.”

"Ditigotsu,” Hatori sard flatly, having turned back io his writing
as Gensaiken had spoken.

“Har" he other man veplied, brushung the petals of the flower unth
his hand, “The Lord of the Shadowlands brought them here to sevve
him, not as master and vassal bul as equals, i order io achieve therr
goals, they allawed the corruphng touch of the Shadmwlands to Taint
thewn, but it has no more hold on their souls than your sandals have
on vour feel. When the Empire st encountered them, all they knew
was that some new breed of Tainted monster had found s way out of
the Shadvwlands. Instead of asking where they had come from or
why, the Tami settled the matter of thetr ovigin in the eyes of the
Empire”

" Bul why the Tsuno, and why then?”

Gensaiker did not answer for 0 moment. “Why Daigotsu chose fo
contacl the Tsuno at that moment, T do nol knewe Perhaps it was the
seonesl he had learned of their existence, ov pevhaps he was waiting
until the time was nght. When the Tsuno were fivst wen, where did
they appear?”

"Lion lands,” Hatort said quietly, stroking hus temple in thought
and fatigue. "You smid they were once of the Kitsu... du they siill
remember that Iime?”

“The Tsuna are undying, Hatori. They travel betvreen the Spiril
Realms as eastly as we walk from one veom to another. Each fallen
Tsumne’s spivit 15 quickly vecovered and velurned to hits bady, so long as
tt 15 mlact. The Tsuno do not merely recall a trme before when they
weve onee one with the Kilsu vace. They ave the very same Tsuno who
were barshied 1o die alone and forgotten 1n the depths of the Sprtt
Realms.”

“So 1t s for vengeance, then," the older Miya said somberly, “The
Tsuno allied with Daigotsu to further both of thewr ends, and though
Datgotsu as fallen, theve 15 Iittle to mdicate thal wall be the end of the
Tsuno’s tncursions.”

"Yes," Gensatken agreed, closmg s fist avound the delicale flower.
‘T unll tell you what else I krow of the Tsuno, Hatort, Lhey are
strongey, ‘uster, and older than any army in Rokugan and just as
organized. Like any theal, howsver, they are nol unshoppable. .. per-
haps” As Gensatken opened his hand, e crumpled and broken ivis
fell to the ground before 1! was blown away by the night's breeze.

TSUNO
LANDS

While having no “provinces” per se, the Tsuno control a large
area of land deep in the hear: of the Shadowlands, far enough
south that no human has seen them and returned. This Realm-
jumping race of creatures has carved its own niche in rhe cor-
rupted lands under Jigoku’s influence, bringing their temples

from the far reaches of Toshigoku, Jigoku and Yume-do to the
mortal realm. This shift has given the Tsuno a base of opera-
tions and allows them to interact with the other denizens of
the Shadowlands with greater ease.

As the Teuno consider themselves far superior to the other
Tainted races, they rarely seek out the rest of those influenced
by Fu Leng's touch. However, the Tsuno's position as advisars
to Daigotsu and their endless quest for revenge against the
Lion Clan have made forays into the Shadowlands and the rest
of Rokugan necessary. The twisted race views the Bloodspeak-
ers and the Lost as pathetic. Goblins heve long since learned
‘o quietly accompany any Tsuno-led groups if they don't wish
an early death. Only trolls and ogres command any sort of
attention from the Tsuno, as the former were one of the found-
ng races of the Empire was created and the latter are the only
creatures (besides oni) that can consistently cause enough
damage cne-on-one to make it impossible for a Tsuno to be
zesurrected by the Soultwisters,

RATOR_TSUNO
HOLDINGS

Tsuno structures vary between rune-inscribed buildings that
look incredibly ancient and newer locations that have been
constructed with obsidian and stone mined in the Shadow-
lands. The various holdings of the twisted race are placed for
one reason: military advantage. While some structures are
close to the Kaiu Wall and allow the Tsuno to mount attac<s
against the Crab. others are built or moved from other Spirit
tealms because of the strong links between Ningen-do and
some other Realm in a given location.

TOGUCHI SHIND=N

One of the newer additions to the Shadewlands, the temple of
the Tsuno Soultwisters is still one of the oldest structures in
Rokugan. Toguchi Shinden, also known as the Temple of
Doors, was created by the Tsuno hundreds of years before
Volturnum, Oblivion's Gate, or any of the other ancient races’
extant relics. When contacted by Daigotsu to join him in the
Shadowlands, the Tsuno Soultwisters knew that they would
need to bring their stronghold to the mortal realm. Powerful
Tsuno magic shilted their temples through the Spirit Realms
and placed Toguchi Shinden between Jigolu, Ningen-do and
Toshigoku.

The Temple of Doors, while primarily residing in Ningen-
do, has secrions that bleed into the other two Realms ard
allow the Tsuno shugenja (as well as groups of Ravagers) o
move between them with ease. Withouw: such a convenience,
travel between the Spirit Realms can be extremely dangerous,
That the Tsuno haye become masters of Spirit Realm travel
speaks to their hardiness and indemitable will. This goes
double for the Soultwisters, as one of their coming-of-age rites
involves traveling to each of the Spirit Realms and defeatinga
denizen in combat. Many would-be graduates have found
themselves torn limo from limb or stranded in a Spirit Realm
for centuries when they underestimated an unknown foe.
Those who do survive the grueling process are some of the
hardiest of their race.

Covered in runes and carvings that depict the Tsuno defeat-
ing many different races and their cycle of death and resurrec-
tion, Toguchi Shinden is 2 monument to the Tsuno's strengta.



If anything can be viewed by their culture as religious, it's
their devotion to protecting this structure and their reverence
of the Soultwisters that inhabit it. The main temple is over 120
feet tall, and the grounds cover as much area as a small Roku-
gani city. The other buildings on temple grounds are used for
equipment storage, or residences for the Soultwisters and
their students.

The interior of the temple is expansive, well-crafted, and
ancient. Ironically, the temple walls are reminiscent of the
Asahinas grand Temple of the Morning Sun, every last inch
carved with tales of the Tsuno race. Unlike that peaceful Crane
temple, the walls of Toguchi Shinden are covered with stories
of war, domination, and destruction. Tsuno Soultwister neo-
phytes often stop and read the tales as a sonree of inspirarion
The older Tsuno shugenja have long since become accustomed
to the terrible storizs that surround them.

Tsuno Yokoshima, leader of the Tsuno at Toguchi Shinden,
is generally referred to by his title of Supreme Soultwister,
Assisted by Tsuno Nintai, Yokoshima brought the temples of
the Tsuno into the mortal realm. He is not an imposing figure,
but most Tsuno know of his mystical abilities and his reputa
tion for cruelty. Those few who have studied under
Yokoshima are some of the most power{ul Soultwisters
known to the race, and also some of the most sadistic.

TSUNO KRIRA

[Fighter 6/Shugenja (Soultwister) 6; Tsuno Soultwister 4]
Tsuno Kira hides a dark secret under her ordinary exterior: she
is the first Tsuno to believe that the humans might eventually
defeat her brethren. After multiple defeats at the hands of
Shinjo Sheno, Toturi Tsudao, and others, Kira has concluded
that although the Tsuno have strength and cunning,

the humans’ superior numbers and familiarity with Rokugan
might outweigh them. She has begun to study humans closely,
watching the Bloodspeakers and the Lost. Kira plans to expand
her studies to the untainted samurai of Rokugan.

Kira does not know that Supreme Soultwister Tsuno
Yukoshima is aware of her studies, allowing them to continue
out of curiosity. Yukoshima does not believe that the samurai
of Rokugan can ever prevail, bur figures if Kira can {ind a new
weakness o exploit in the humans, so much the berrer.
Yukoshima has informed the sensei of Nikushimi Shinden of
this matter, and Kizuato has agreed to a mutual exchange ot
information on human ractics and {ighting styles should Kira
discover enything useful.

ADVENTURE HOOK

Challenge: The party, while visiting a retired Hida general
in a village a few miles southwest of Kyuden Hida, has been
contacted by a Kuni shugenja who wishes to meet with them,
Local villagers say that the shugenja, Kuni Morihei, is gone for
long periods of time and only shows up in the village to resup-
ply before heading south pas: the Kawu Wall.

Focus: The tall and gruff shugenja tells them a tale of
several Shadowlands creatures he has captured, ane of which
sounds like a Tsuno to anyene familiar with them (anyone
with Knowledge/Lore relazed to the Shadowlands or just
about any Lion). The Kuni savs that he needs a group of hardy
samurai to help him slay some of the beasts who have raided
the cave where he lives. He was wounded in the most recent
attack, he savs, and does not know how much time he has left.
He assures the party that he is Taint-free and submits to any
tests necessary to get the perty to rrust him. Tests come up
negative, though a shugenja with Knowledge/Lore (Spirit
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Realms or Tsuno) might sense something amiss. Only a specif-
ically trained Kitsu or Kuni would consider the anomaly any-
thing but the lingering effects of an ancestor’s presence.

Strike: Morihei is actually a Tsuno named Kaimen, a stu-
dent of Tsuno Kira. The magic with which she has masked
Kaimen'’s Taint and changed his shape cause him constant
pain and soon kill him, though not before the party reaches
his cave. Appearing to be one of the creatures trapped in a
cage, Kira "springs free" and fights to immobilize the party
rather than kill them. Once she has subdued them, the
Soultwister tortures each party member in an attempt to learn
their weaknesses. The party is not doomed; the remains of the
disguised Kaimen are found by a pair of Kuni Witch Hunters,
whao quickly track down the characters. Once found ou, or if
clese to defear in the initial combart with the party, Tsune Kira
attempts o escape through a portal into Toshigoku with her
informarion. The portal, cleverly disguised as ring of stalag-
mites near the back of the cave, remains open for several
hours after Kira leaves. 1t's up to the party whether they follow
Kira into the unknown or simply thank the kami (and the
Witch Hunters) that they survived.

NIKVSHIMI SHIND=N

Training center for the Tsuno Ravagers and location of the
Tsuno Bushi "school”, the Temple of Hatred appeared in the
Shadowlands ar the same time as Toguchi Shinden. As ancient
as the Soultwisters' temple, Nikushimi Shinden’s exterior is
similar, covered with tales in the cuneiform language of the
Tsune, Unlike Toguchi Shinden, the stories of the Temple of
Hatred describe ancient Tsuno heroes and specific historical
events.

The denizens of Nikushimi Shinden often argue as to
whether Bushi or Soultwister training is the more dangerous
of the two regimens. The Tsuno Bushi understand that
Soultwisters are truly powerful, but many of them have seen
far more combat in a week than a Tsuno shugenja might see in
a lifetime. Tsuno trainees are given real weapons the instant
they begin their training and must fight through their entire
schooling without the benefit of the Soultwisters’ flesh-mend-
ing spells. Those who become too injured to fight any longer
commit a form of seppuku and their bodies are incinerated.

Those Tsuno who survive are feared: they usually become
leaders in the packs of Tsuno that are left in the Shadowlands
to fend for themselves. The packs survive through teamwork,
cunning, and stamina, fighting ofl oni, yokai, and other Shad-
owlands creatures. Such trials create a powerful loyalty among
pack members, who often sacrifice their own lives to protect
another in their group. Subtle spells cast by the resident
Soultwisters at Nikushimi Shinden eventually generate a weak
form of telepathy among Tsuno packmares. Their loyalty
extends even beyond death; the pack must recover the body of
any fallen member, no matter the cost. As a practical point, this
means that most of the Tsuno killed on a mission are revived by
Soultwister magic, but the pack members view body recovery
as a matter of honor rather than logistics, Leaders of such
groups are usually Tsuno Ravagers, the Tsuno's elite troops.

Nikushimi Shinden has at its center an enormous building
more than 200 feer tall, bristling with spikes and rowers to
defend the temple complex. The structures around the temple
are mostly barracks for troops and foundries that forge the
powerful Tsuno Blades. Special quarters are set aside for visit-
ing elder Tsuno, for the Master Sensei, and for the Tsuno
House Guard, but all others receive identical barracks, no
matter what their rank or training,

The interior of the Temple of Hatred has some small cham-
bers for the few resident Soultwisters; the rest is carved into
training dojo. Classes meet at all hours, and the clash of
weapons is a constant background din.

TSUNO KIZUATO

[Samurai 16; Tsuno Ravager, Tsuno Bushi 6]

The leader of the Temple of Hatred is an old Tsuno Ravager
named Kizuato. He is a gnarled, battle-scared Tsune who is
deeply respected by all members of his race, as he is one of
only three in the history of his race to have never needed res-
urrection even through all of his travels through the Spirit
Realms. The spry old Tsuno always wears a special set of armor
and his massive Tsuno Blade. Like other sers made ar the
foundries of Nikushimi Shinden, Kizuato's armor is made of
Tsuno steel and took more than two years to craft. During that
time, Kizuato taught classes and directed his troops from the
forge, never moving an inch during the entire process. His
presence and fortitude awakened the armor, making it the
only known Tsuno item to contain several kansen'’s blessings
as well as the energy of the Spirit Realms. The magic makes
the armor indestructible and even heals Kizuato as he wears it.
If the old Ravager was formidable before, he is now unstop-
pable.

Tsuno Kizuato has ordered his rroops to bring human spec-
imens from the Great Clans of Rokugan to study, but has been
relatively unimpressed with what he has seen so far. Matsu
Domotai made an impressive show of stamina, but eventually
he began to be corrupted by the Shadowlands. Kizuato con-
tinues to have humans brought in, but, at this point he holds
little hope of gaining any useful information from them. Spe-
cial jade and crystal-lined chambers near his quarters hold the
prisoners and retard the Taint spreading through their bodies.
Perhaps he will eventually find a human worthy of his time,

ADUVENTURE HOOR

Challenge: This is an adventure for a party made primarily
of Tsuno player characters. Two members of the Tsuno House
Guard are retiring to become sensei at Nikushimi Shinden.
The party may participate in a set of contests and battles to
determine who will fill their positions,

Focus: The player characters have three days to complete
trials of stamina, dexterity, and tactical knowledge. During
that time, they are not allowed to rest and any spell casting
done by members of the group must be approved by one of the
Ravagers who are judging the contest. No magic may be cast
except for the most basic healing spells. Those found using
other spells or equipment other than that provided by the
judges will be removed from the contest and expected o
commit seppuku for dishonoring the traditions of the Tsuno.

Strike: If the party succeeds in getting a member or two
into the Tsuno House Guard, they gain a world of prestige and
responsibility. However, they've also gained enemies among
the Tsuno that failed. One group in particular, made up of one-
horned Tsuno (the other was broken off and intentionally not
healed), clearly intend to avenge their loss. Even if the party
didn't get any members into the House Guard, the one-horned
pack will find a reason to fight (maybe most of its members
are insane, or perhaps it's the influence of outside spellcast-
ers). It’s up to the party to decide how to handle the situation
and may even define the Tsuno code of honor in your cam-

paign.



NIKUSHIM] FOUNDRY

The forges of the Tsuno are active day and night, manned by
Tsuno with both Bushi and Soultwister training as well as an
advanced knowledge of metals and minerals. These Tsuno, col-
lectively known as the Furnace, create blades that meld steel
and obsidian in a mystical process. They channel energy from
the Spirit Realms into the metal, making the steel especially
deadly to those who travel the Realms. Such blades are some
of the strongest materials in Rokugan. Each Tsuno Blade takes
more than three months to forge, and is considered more valu-
able than the Tsuno thar wields it.

The massive curved blades forged by the Furnace are cooled
in special vats with water kept just above [reezing. Such a cool-
ing bath would typically make a metal brittle, but some part of
the process of forging causes the ice water to strengthen the
blade instead. In a prolonged battle with Rokugani samurai,
the resilient Tsuno weapons will eventually break all but the
finest Kakita or Kaiu steel,

The Nikushimi Foundry also crafts Tsuno armor, but has no
quick process to create smaller pieces of their special steel.
While made with the same materials as the Tsuno Blades, the
armor requires a much more complex ritual, binding the
many sections of steel together spiritually. Those Tsune who
wear significant amounts of armor {like the Tsuno House
Guard} must have each member individually fitted, and the
enchantment process requires them to be physically present
at the forge for the year it takes to create each suit. When fin-
ished, the armor turns a rusty brown or orange, usually match-
ing the skin tones of its owner. Because of the duration of this
process, Tsuno armor is far rarer than Tsuno Blades.

MINOR TSVUNO
HOLDINGS

TSUKUROI SHIND=N

One of the most secret locations of the Tsuno, this temple is
dedicated to the healing and resurrection of Tsuno who have
fallen in battle. Many Soultwisters are brought here shortly
after they are deemed fit for combat by the Supreme
Soultwister at Toguchi Shinden. Once they learn to parch up
their brethren, Tsukuroi Shinden’s head Soultwister sends
them into Rokugan to accompany groups of Ravagers during
their campaigns of terror.

The position of head Soultwister at the Temple of Mending
rotates from year to year, allowing the more experienced
Tsuno shugenja to work out in the field with elite Ravager
packs or to teach at one of the other temples. This also ensures
that no one Tsuno gains influence over those who decide who
will be healed or raised. The Tsuno have never actually had a
problem with the Supreme Soultwister of Tsukuroi Shinden
becoming politically corrupt, but tradition mandates the
change, so the Tsuno perpetuate it.

Located deep within the Shadowlands, the Temple of
Mending is connected to Nikushimi Shinden and Toguchi
Shinden by several small portals that can only be opened by
Soultwisters on either end. This allows the transport of bodies
for resurrection and conversely allows revived Tsuno to easily
resume their posts.

The interior of the temple has ne markings on its walls
whatsoever. The Tsuno believe that if an enemy were 1o ever

tind the temple, tales of their continual resurrections and
mystical processes might give the foe an advantage in future
combat. Even the doors to the portals to the other Tsuno tem-
ples are bland and unremarkable, so as to make them useless
to an invader.

The current Supreme Soultwister of Tsukuroi Shinden is a
young Tsuno named Mosagi who has held the post for only
two months. He has grown into his role quickly, but is still
amazed by the number of Tsuno that go in and out of the
temple each day That number has increased markedly as the
‘Tsune attack the Lion and the combined might of the Imper-
ial Legions. Mosagi is sure he and his subordinates are up to
the rask of healing or reviving all the troops coming in, but
wonders at the increase in casualties.

VAULT OF TH= TSVNO

While not exactly in Rokugan, the gateway to the Vaulr of the
Tsuno can be found in the Shadowlands, masquerading as a
pair of statues that revere Daigotsu and Fu Leng, Speaking the
correct command phrase opens a portal to Gaki-do, the Realm
of Hungry Ghosts, which leads directly into the Tsuno struc-
ture there. This is where the Tsuno keep their spoils of war:
nemuranai they have acquired from fallen Rokugani samurai,
materials from other Spirit Realms for Soultwister incanta-
tions, and anything else deemed to be useful for study. The
Tsuno also house here some of the more dangerous spirits
they've found in their travels of the Realms, with the idea that
they may be useful for any number of parts or abilities they
might have,

The vault has several small rooms towards the front of the
structure to house the guards and attendant Soultwisters. The
rest of the building is dominated by a multi-level safe that can
only be opened by the leaders of the three temples of the
Tsuno and the Captain of the Tsuno House Guard. Such pre-
cautions guard against those who might wish to steal or
destroy the Tsund’s treasures.

Most of the items stored in the vault would seem useless to
most Rokugani, being relics from different areas of the Spirit
Realms or cages that hold specimens of different spirits and
races that the Tsuno have come across, One level in particular,
however, is so protected that no one but Daigotsu or luchiban
could bypass its wards, locks, and guards. This is where the
Tsuno keep the magical items that they have taken from their
enemies, including those looted from slain Rokugani samurai.

Some of the items in rhis level include jade and crystal
katanas forged by the Blessed Guard in Yomi, shards of the
carapace from Nikushimi {the Onisu of Hatred), one of the
only cages known to be able to trap mujina {or any creature
from Sakkaku, for that matter} and various sets of armor made
to protect non-Tsuno travelers from the ravages of the Spirit
Realms.

Of particular interest are the weapons of luchiban thar had
been buried in the Ancient Mausoleum in Otosan Uchi A
special detachment of four of the Tsuno House Guard protect
the weapons in a separate section of the vault while several
Soultwisters research the enchantments that created the arse-
nal. While the Tsuno originally believed the weapons to be
forged by luchiban and his minions, they have discovered that
the katanas, yari and yumi liberated from the mausoleum are
actually enchanted to help slay the Bloodspeakers. A group of
Tuchiban’s followers have been negotiating with the Tsuno for
the weapons ever since they learned of their existence, but
have yet to offer anything thar the twisted race deems more
valuable than the potential to dispose of Tuchiban.
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IMPORTANT
TSUNO N?PCS

TSUNO NINTAI

Nintai is the only son of Kishenku, a powerful elementalist
responsible {or breaking the alliance between the Five Races.
The founder of a kitsu sect called the Order of the Tsuno,
Kishenku yearned for power. In an attemprt to harness the
power of the crystal city which the Five Races built, Kishenku
nl_‘:ll'l}-' L{CSII'(J_\'{.'L{ l}‘lt’ \\-’(.‘r[d, Jnd [ht’ t‘Ul—CCS llnlﬂﬂshf_‘d dul‘il‘lg
the coup slew him. Nintai aad the rest of the O:der fled from
retribution.

Soli Lzumo, the last lord of the kitsu, hunted them down.
Many lives were lost, but in the end Tzumo and his followers
triumphed. As they were a peaceful people, the kitsu did not
wish to slaughter the Order of the Tsuno out-ight, instead
deeming ir appropriate to banish them to Teshigokuy, the
Realm of Slaughter. The remaining kitsu magically exiled
Nintai and the rest of the Tsuno order from this Realm, bind-
ing them — nominally forever —— in Toshigoku

They lost hope of ever escaping, but then a youthful Daig-
atsu approached Nintai. Normally they would have killed him
like any other, but they could not deny his aura of power.
Nintai spent a timeless time talking with Diigotsu, who
informed him of the great changes in the mortal realm. Dis-
covering that the kitsu had been slain and all kut swallowed
by the Lion Clan, he thirsted for vengeance. After centuries of
imprisonment, Nintai followed Daigotsu’s instrictions to lead
the Tsune to freedom, although the Tsuno were not accus-
tomed to owing any sort of favor to even powerful members of
a lesser race. The young maho-tsukai left them to their new
freedom, but promised that one day he would return to them.

Their time in Toshigoku had honed them into skilled war-
riors; nothing in the Shadowlands could threaten them.
Nintai did nor believe rhat physical prowess was enough. In
order to conguer Ningen-do, they would need to supplement
their might with magic. Rather than return to the mortal
realm immediately, Nintai aad his brethren began to explore
the Spirit Realms. He learned to harness the powers of each
deminion and incorporate them into his own magic. When he
had finally mastered the mysteries of each Realm, he founded
his own school in the temple of Toguchi Shinden to instruct
others, In addition to magic, Toguchi Shinder also trained
them in -he arts of war.

Daigotsu again visited Nintai, He asked the Tsuno to ally
themselves with the Shadewlands that Daigotsu now con-
trolled, in return for the knowledge that had freed them. As a
partnership would also give Nintai a chance to avenge the
kitsu, he agreed. lle also taught some of Lis wall w Daigotsu,
showing him how to manipulate the essences of the Spirit
Realms and create the Onisu. Realizing that the ensuing chaos
would be the perfect cover, Nintai left Toguchi Shinden in the
care of his best student, Tsuno Yokoshima, so that he could
F‘.nﬂ”y purh‘ue hl"x reve ng(“

With the Emperor’s death at the hands of an Onisu, the
Tsung began to wreak havoc on the Empire. Under Nintar's
direction they tracked down the lairs of the Nagaand tortured
them in their sleep. Nintai’s Soultwister magic transported
Datgotsus troops across the breadth of Rokugan in an instant,

stepping between the nightmares of the sleeping Naga end
those of humans across the Empire. This technique even
breached and captured the Kaiu Wall. Thou gh he was unable
to keep the Wall, Ninrai knew he would always be remem-
bered as the creature that succeeded in raking the Wall after
hundreds of vears of Shadowlands failures.

While causing wanton destruction throughout Rokugan,
the Tsuno sought the City of Night, the same city that had
taken Kishenkus life. Nintai knew thatif he could harness -he
city's power he could simultaneously destroy the Lion Clan
and the rest of the lower races. In the Unicorn Clan’ lands he
discovered the crystal city, bur it had heen enchanted in such
a way that the Tsuno were barred access. Through the manipu-
lation of Moto Vordu, a shugenja excavating the city, Nirtai
had his father’s remains returned to him and resurrected him.
Nintai was finally reunited with his father, but not for long.
Due to Hantei Naseru's interference, Kishenku was slain and
his body immolated. With his father's soul forever lost to
Meido, Nintai vowed vengeance against the son of Toturi,

Nintai could not have foreseen that Daigotsu would be slain
with the help of this same infuriating courrier. With the Dark
Lord’s absence, many of the inhabitants of the Shadowlands
reverted to infighting, Nintai waited to see what new power
would take control of the Shadowlands, and shortly after
Daigotsu’s death and resurrection, Iuchiban appeared in the
City of the Lost to scize the dark empire. Suspecting Daigoisu
was not yet done with the mortal plane, Tsuno Nintai main-
tained cordial relations with the new ruler of the Shadow-
lands, stopping short of declaring his allegiance to Iuchiban
Tsuno Nintai has decided to remain neurral in the war
berween luchiban and Daigotsu. It benefits the Tsuno ‘ar
more to wait until the stronger of the two emerges with vic-
tory. In the end, the two would-be 1ulers of the Shadowlards
are only human and not worthy of true loyaley.

TSUNO NINTAI

Male Tsuno, Shugenja (Soultwister) 18: CR: 18; Large
Monstrous Humanoid (Shadowlands, Spirit); HD 18d6=72;
hp 152; Init +7; Spd 30 fr; AC 22 (touch 12, flar-footed 19
Atk +1 Huge Falchion +14/+9, 2d6+4 damage; SA Fear Aura,
Spell-like Abilities; SQ Damage Reduction 10/+2(jade), Detect
Passage, Elemental Focus (Air}, Scent; Honor: 0; AL CE;
SV Fort +11, Rel +8 Will +8; Str 19, Dex 16, Con 18, Int {8,
Wis 18, Cha 20; Height & ft. 1 in.

Dojo: Toguchi Shinden.

Skills and Feafs: Speak Languages (Chikushudo, Kami,
Mujina, Naga, Ogre, Oni, Rokugani, Tsuno}, Battle +10,
Concentration +21, Diplomacy +20, Heal +15, Intimidate +10,
Knowledge (Arcana) +15, Knowledge (Shadowlands) 14,
Knowledge {Spirit Realms) +21, Move Silently +10, Sery +10,
Spelleraft +21; Great Fortitude, Improved Initiative, lron Will,
Lightning Reflexes, Power Attack, Ritual Magic, Weapon
Focus (Huge falchion).

Spells per Day (6/€/8/7/7/7/7/6/5/3; base DC 15 + spell level;
Elemental Focus — Air, Tsuno Soullwister School): 0-level
Agasha’s touch, call fiwe, daze, ghost sound, gadance, flash of nstgat,
flight of doves, know divection, Sutlengu’s suvge, whispers of the kam
tst— blessed winds, burining hands, essence of asy, feather fall, legacy
of the dark one, quiescence of atr; 2nd — eyes shall nol see, flame
blade, lessons of the liom, locate nf‘fr.‘rf, mists ﬂ_f fear, rcﬂ."t'!mg mirver;
3rd — anmmale dead call lightning, dispel magic, haste, mvisibilv'y;
4th — clowd of tamt, discern lies, hallueinatory terram, lightning
bolt, the fives from wnthm; sth— dimenston door, grft of the kansen,

fmpmued tvistbilily, Osano-wo's embrace, serymng; ath creale



undead, donnate Hie mind, five seeds, wiond wally; 7th — blas-
phemy, endless deluge, guardian of ar, vantsh; 8th — blessngs of
hzo, create greater undead, meendiavy clowd; 9th — rise tamt, fele-
portalion crele.

Possessions: ring of counterspells, wand of vesurrection, + 1 huge fal-
chion, robe of the magr +5.

TSUNRO NIRTAI

Earth: 2
Willpower: 4

Water: 4
Strength: &

Fire: s

Air: &

Taint: 8

School/Rank: Tsuno Soulewister §

Dojo: Toguchi Shinden

Honor: 0

Glory: 9

Rolls When Attacking: 6ks

Rolls For Damage: 9k2

TN to Be Hit: 30

Carapace: 7

Advantages: Clear Thinker, Heart of Vengeance (Lion),
Quick

Disadvantages: Uriven (to kill Nasers), Overconfident

Spells: Agony's Embrace, Biting Steel, Burn the Soul,
Commune, Drink the Soul, Essence of Air, Heart of the
Inferno, Karmic Sundering, Night of Screams, Quiescence
of Air, Sense, Separate the Soul, Summon, The Eye Shall
Not See, The Fires from Within, The Smith's Lament,
Twisted Form

skills: Athletics 6, Hand-to-Hand §, History 8, Lore
{Herbalism ) 3, Lore {Kami) 8, Lore (Shadowlands] 8, Lore
{Spirit Realms) 1, Stealth 5, Theology 5, Tortre 5, Tsuno
Blade 6

RIMUONS OF
THE TSURO

TH= RMIKATA

The Free Ogres awe one of the few races the Tsuno respect.
Most creatures never escape the powerful thrall of Fu Leng's
will, vet the ogres once more walk the Shadowlands ruled by
none. With their supernatural strength, ogres are fearsome
opponents for even skilled samurai. Faced with the prospect
of having 1o rely on goblins to strike terror in the hearts of
Rokugani, Daigotsu sent envoys to the ogres, only to have
them returned in picces. Finally Daigotsu asked the Tsuno
approach them, in the hopes that they would prove more suc-
cessful than the Lost and the goblins. Tsuno Kurushimiand
his small pack of Ravagers approached a strong band of cgres
led by the cunning Kayobun. Realizing that the ogres
respecred strengta more than words, Kurushimi challenged
Kayobun to unarrmed combat. Though Kayobun was a skilled
warrtor, Kurushimi had countless centuries of experience in
the Realm of Slaughter. After subduing their leader,
Kurushimi made 1 pact with the ogres promising them their
freedom in return for their loyaliy to the Tsuno,

The few Ogres following the Tsuno are called the Mikata, an
archaic Tsuno rerm meaning "those who fight beside the race”
Most Free Ogres view the Mikara as Tsuno slaves. The two
groups frequently clash, and thanks to the technigues the
Tsuno have taught them, the Mikata usually win. The Mikara
possess a.l of the strength and cunning ol ther Free Ogre
brethren, but have also learned discipline. Instead of small
groups on their own, they work in deadly concert with one
another. "he Mikata are alsc better armed than most ogres.
They have mastered rudimentary swordplay, end in many
cases wield a forged no-dachi (rare Mikata are honored with a
Tsuno blade) instead of a makeshifr tersubo.

The Mikata follow Kayosai, son of the legendery Kavobun,
As fearsome a warrior as his [ather, he often leads raids ugainst
the Wall. Kayosai intends to see the Crab Clan obliterared, as
he holds them responsible for his father's death. His main
gmd:gt‘ is against the Crab Champion, not only for Kayobun’s
death, but for the utrer disdain Kuon has shown the Ogres.
Kayosai was at the battle when the Crab retook the Wall, and
marked the scorn with whica Kuon rejected his father's pro-
posed alliance between the Great Clans and the ogres. Kayosai
would like ro teach him how foolish a mistake he made, bu
realizes that his people are better served by following the com-
mands of the Tsuno for now.

One of the favorite pastimes of the Mikara is to capture a
samurai and set him free to wander in the Shadowlands. They
surreptitiously follow him until he is within sight of the Wall
or Hiruma Castle. Just as the samurai believes he has escaped,
they subcue and butcher him. Tt delights the Misata to watch
their victims realize their freedom was merely an illusion. The
Mikata have claimed a small area in the City of the Lost to
make them more easily contacted by the Tsuno, but few Free
Ogres wish o live in the shadow of the Temple of the Ninth
Kami. Most inhabitants of the City of the Lost know better
than to wander within their sector, as the ogres enjoy tor-
menting the weaker races.

For the most part, the Mikata are employed as shock troops
in attacks against the Wall and guards for the pathways the
Tsuno use when traveling between the Spirit Realms and
Ningen do. Any task that requires bloodshed or marrial
prowess is entrusted to the ogres. They rarely guard Tsuno
captives, as the Mikata do not agree with the philosophy of
hostages. The Tsuno have to be particularly careful to state
which prisoners they don't wish eaten or slowly rortured to
death, as the ogres are easily bored. Even il g'ven specitic
directives not to harm captives, the Mikata are best not lefi
unsupervised, as they may wunent on those in their care
merely to prove their independence

In many cases their assistance has prover invaluable,
as many Rokugani believed the ogres to be neutral until the
siege against the Wall. Not 4 true vassal family in any sense,
the Mikara help the Tsuno with the clear understanding that
they can quir their service at any time. Proud of their new-
found freedom., they are easily offended by anyore who thinks
that they are servants. This hes led to friction between the arro-
gant Tsuno and their ogre allies. The alliance is tenuous at best,
for the Mikata feel as if Daigotsu deceived them. Most of them
are afraid of Fu Leng’s return, and bear no love for the man who
gave him his freedom, Some vassals of luchiban have
approached Kayosal to woo him to the new Dark Lord’s side.
Many M:kata would willingly join Iuchiban’s cause, if only to
spite Daigotsu, The Tsuno’s neutrality has created unrest
among the Mikata, who languish with no battles to fight and
no blood ro spill. It is only Kurushimi’s reassurances of future
plunder that have kept the Mikata loyal to the Tsano.
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The rare ogre spellcasters are particularly interested in the
magic of the Soultwisters and have endeavored to learn the
spelleraft of the Tsuno. If they could master death as the
Tsuno have done, they would be a force to be reckoned with.

TSUNO
nW=CHANICS

TSUNO
CHARACT=RS

The Tsuno are not recommended for a normal campaign set-
ting. They despise the people of Rokugan and would find
little value in 2llying themselves with samurai even for a
short time. For the most part, the Tsuno respect only the
original Five Races and have little regard for enyone else.

Larger and more powerfu. than humans, a Tsuno averages
around zight feet in height and is all sinew and muscle.
Soultwister characters are smaller in stature but just as
deadly, usually taking up a weapon specialization, just like
their bushi counterparts. Rules for the Tsuno Soultwister
School can be found in Way of the Shugenja™ Rules for the
Tsuno Bushi School can be found in Way of the Samurai™

Tsuno receive a +2 racial modifier to Strength and a 2
modifier to Dexterity. They cannort take any of the
clan-specific technique and ancestor feats, nor any of
the following: Ear of the Emperor, Perceived Honor,
and Void Use.

-‘\-S '[ht‘_\' are illilllli}‘lll ‘|.F\" nature, Tsunw dl‘ JRLE] I]ll'\"t_l i
Void Ring. For purposes of rank advancement, a Tsuno
requires 20 fewer Insight points to advance to the next
School Rank. They may not take the Technigues of any
of the Clans. Tsuno are also barred from taking the fol-
lowing Advaniages and Disadvantages: Adopted Blood,
Deathseeker, Ear of the Emperor, Hero of the People,
Imperial Spouse. and Momoku.

TSURO ST==

The black-tinted steel of Tsuno armor and weapons 1s the
subject of much speculation. Lion samurai, Imperial gener-
als, and Crab researchers have yet to claim equipment from a
Tsuno atack, but all agree there is something otherworldly
abour the material. The Tsuno guard the secrets of their steel
jealously, since it could easily be turned against them to dev-
astating effect. At the end of a conflict when the Tsuno carry
away the bodies of the fallen, a handful of war-iors always
ensure that no piece of Tsuno weapon or armor is left behind
either.

After centuries of wandering the Spirit Realms, the lessons
that the sages of the Tsuno race learned were methodically
applied to rthe arts of warfare. Tsuno steel emerged not asa
result of a secret technique in forging meral, but applying
arcane atts 1o the steel as it is lorged. The resulting metal cru-
elly damages those who draw unusual power from the Spirit
Realms or venture outside their native Realm.,

Weapons and armor can be made from Tsuno steel, though
only cutting (slashing and piercing) weapons such as katana,
naginata, and arrows benefit from it.

ARMOR

Tsuno steel armor gains a +1 enhancement bonus under
most circumstances. When being attacked by a creature
ourside of its native plane or affected by the influence of
another plane {magical or by means of a Spirit Realm's
influence}, this bonus rises to +4.

Caster level; 8th; Prevequisiies: Craft Magic Arms and
Armor, protechion from (any}; Market price: +2 bonus,

W=A?PO0ONS

Tsuno steel weapons gain a +1 enhancement bonus under
most circumstances, When attacking a creature outside
of its native plane or affected by the influence of another
plane {(magical orby means of a $pirit Realm’s influence),
this bonus rises to +4.

Caster level: 8th; Prevequisites: Craft Magic Arms and
Armor, pratection rom (any); Mavkel price: +2 bonus.

ARMOR

Armor made from Tsuno steel raises the wearers TN to
Be Hit by 10 whenever he is being attacked by some-
thing outside its native Spirit Realm or touched by the
influence of a Spirit Realm outside of the one it ts cur-
rently in. For example, a human samurai attacking some-
thing in Tsuno armor while in Ningen-Do would suffer
no ill elfects. However, if the Lion were Tainted, or fight-
ing the Tsuno in ~he Realm of Slaughter, the Tsunos TN
to Be Hit would increase by 10

W=EAPONS

Weapons made from Tsuno steel punish enemies under
similar circumstances. When ;m:t('king a tarpet that is
not within its own Spirit Realm or under the influence
of a Spirit Realm thar i is nor eurrently in, the attacker
gains a Free Raise on both artack and damage rolls.

TSURO MAGIC

TWISTED S?IRIT

Necromancy

Level: Sor 5

Components: V, §

Casting Time: 1 action

Range: Touch

Target: Creature touched
Duration: 1 minute/level (D))
Saving Throw: Fortitude negates
Spell Resistance: Yes
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This insidious spell causes the target's body and chi to become in this maaner, the spell hasa 10% + 5% chance per caster level [ :
altered by any weaknesses they bear. The target is affected as of successfully summoning the named target. Failure means E, P SR
described below: the casting has no effect, though another attempt may be E %
+ If the target is a spellcaster, he gains a Spell Failure chance made. ’
taffecting divine or arcane spellcasting) equal to 20% minus Caster Level Tsuno HD |
the lowest of his Strength, Dexterity, or Constitution. This 1-6 7 ¢
failure stacks with any existing Spell Failure chance, except 7-10 9 !
multiple castings of this spell. 11--14 12 ¢
+ Non-spellcasters recalculate their attack and damage modi- 15-19 16 f c
fiers using their lowest non-physical attribute. 20 21 b H
« Creatures without the Void Use feat are stunned for 1d4 The summoning is imperfect, and you must maintain full con- .)
rounds. centration for the duration of this spell or the summoned i H
+ Creatures with 0 Honor are affected by confusion for Ldé Tsuno returns from whence it was summoned. ¥ ?
rounds {creatures without any honer rank are not affected T
by this}, GUISE OF TH= SPIRIT REALRS = T
B Conjuration (Creation) B = wm
Creatures affected by the Shadowlands Taint are not subject to Level: Sor 4 [ 2
any effects of this spell. Its effects are cumulative. Components: V. § T R
Casting Time: 1 action I S
SPIRIT RENDING Range: Touch o v
Evocation Duration: Special = M
Level: Sor 4 Saving Throw: Fortitude negates (harmless) . O T
Components: V, 8 Spell Resistance: No : H
Casting Time: 1 action ;
Range: Medium (100 {t. +10 [1./]v]) 2 R
Target: One creature 3’ .
Duration: 1 minute/level (D) f;‘ R
Saving Throw: Fortitude negates ! -
Spell Resistance: Yes ij =
:

By calling upon the mysteries learned by the Tsuno
Soultwisters and their journeys in the Spirit Realms,
you sever the connection between one target crea-
ture and a Spirit Realm it is not currently
in. The most obviouts and devastating effect
of this spell is that the target immediately
loses all benefits ol any Ancestor Feats
{unless the target is within the Ances-

wr's Realin of esidence]. This also has

the same effect as if you had cast dispel

&

i
-y

it .
magic at the target, but only spells cast by g -
creatures not native to the plane you are both currently §
in are affected. i . b

CALL THE S?PIRIT g Wil
OF MY BROTHER [

iy

Conjuration (Summoning)
Level: Sor 3

Components: V, &

Casting Time: | action
Range: Self

Effect: Summoned Tsuno spirit
Duration: 1 minute/level (D)
Saving Throw: None

Spell Resistance: No

B

sl

—

&

One of the minor spells that allow the Tsuno to
cross between the Spirit Realms, this spell sum-
mons another Tsuno to fight beside you. The
size of the Tsuno summoned depends on
your caster level, though the spell may be
cast on a specific Tsuno earlier in the same

day with the intent to cast the spell again

that day to summon that same target. If cast

e,

e
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One of the deepest secrets of the Tsuno Soultw.sters, this spell
allows the Tsuno to travel between the planes without suffer-
ing the ill effects of a Spirit Realm’s touch. The target becomes
immune to any of the effects of a Spirit Realm's Conrrol,
though he accumulates points of Control normally. Affected
creatires gain no special abilities or status effects due to these
levels of Control, but may be targeted and affected by effects
that check for such levels of Control. For example, although a
creature under the effect of this spell would accumulate
points of Shadowlands Taint, he would suffer no ill effects
from the Taint and could not draw upon the Taint for powers,
but he would still be wounded by a jade strike. This spell nor-
mally lasts for a number of days equal (¢ your caster level.
Casters of level 12 or higher may choose (at casting) to make
the effects permanent until either dispelled or changed by
another casting of this spell,

RIR SPELLS

TUWISTED SPIRIT

Mastery Level: 4
Duration: 1 minute

Area of Effect: One ta Tget
Range: Touch

This insidious spell causes the targer’s body and chi to become
altered by any weaknesses they bear. The targer is affected as
deseribed below:

» If the character is a spelcaster, all of his spells have their
casting TNs raised by 20, minus 5 x the caster’s lowest phys-
ical Trait,

+ Non-spellcasters use their lowest non-physical Trait instead
of their Strength when rolling for damage,

* Creatures with a Void Ring less than 4 are stunned and
unable to act other than to defend themselves from attack
for a number of rounds their Ring is below 4

Creatures affected by the Shadewlands Taint are not subject to
any effects of this spell. Its effects are cumulative.

SPIRIT RENDING

Mastery Level: 4
Duration: 5 rounds

Area of Effect: One target
Range: 100 ft.

By calling upon the mysteries learned by the Tsuno
Soultwisters and their journeys in the Spirit Realms, you sever
the connection between one target creature and a Spirit
Realm itis not currently in. The most obvious and devastating
effect of this spell is that the target immediately loses all ben-
efits of any Ancestor Advantages (unless the target is currently
within tie Ancestor’s Realm of residence). This also ends all
spells cast on the target by creatures not native to the Spirit
Bealm the target is in.

GVISE OF TH=

CALL THE S?PIRIT OF MY BROTHER
Mastery Level: 3
Duration: 5 rounds
Area of Effect; Self
Range: Selt

Ome of the minorspells that allow the Tsuno ta cross between
the Spirit Realms this spell summons another Tsuno 1o fight
beside the casting Soultwister. The Tsuno is rypical in size and
staristics, though Raises may be made ro increase a Trait on the
summoned Tsuno on a one for one basis. The spell may be cast
on a specific Tsuno earlier in the same day with the intent to
cast the spell again that day to summon that same wrget. 1f
cast in this manner, the spell has its TN ratsed by 15, Failure
means the casting has no effecr, though another attempt may
be made.

The summoning is imperfect, and the caster must maiatain
full concentration for the duration of this spell or the sum-
moned Tsuno returns from whence it was summoned.

SPYIRIT REALMS
Mastery Level: 4

Duration: Specia.

Area of Effect: One larget

Range: Touch

One of the deepest secrets of the Tsuno Soultwisters, this spell
allows the Tsuno to travel between the planes without suffer-
ing the ill effects of a Spirit Realm’s touch, The target becomes
immune to any of the effects of a Spirit Realm'’s Control,
though he accumulates points of Control normally, Affected
creatures gain no special abilities or status effects due to these
levels of Control, but may be targeted and affected by eftects
that check for such levels of Control. For example, although a
creature under the effect of this spell would accumulare
points of Shadowlands Taint, he would suffer no ill effects
from the Taint anc could not draw upon the Taint for powers,
but he would still be wounded by a jade strike. This spell nor-
mally lasts for a number of days equal to your caster level.
Casters ot Insight Rank 4 or higher may choose (at casting) to
make the effects permanent until either dispelied or changed
by another casting of this spell.
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GOJV LANDS

The lands that are home to the Shadow Dragon have become
amorphous, influenced by their inhabitants. Much like the
Shadowlands near the Festering Pit, the ground and sickened
vegetation shifts with alarming regularity. Unlike the rest of
the Shadowlands, however, here it is due to the reality-warp-
ing touch of the Darkness instead of the influence of the Taint.
There are few constant strictures or sites in the Goju lands.
Only that which serves the Shadow Dragon’s purpose remains
untouched by the changes in the landscape.

MAJTOR GOJV
HOLDINGS

Unlike :he twisted mockeries of civilization that the Lost
Samural maintain or the chaotic rubble the goblins and trolls
lay claim to, the holdings kept by the Goju are zerily pristine
and human. The buildings are almost always bone white and
shadow olack, standing out against the supernaural darkness
of the Shadowlands.

HOUS=Z OF GOJV

In the City of the Lost, only two buildings stand out against
the sprawling mass of houses and other structures. The titanic
Temple of the Ninth Kami reaches endlessly into the sky,
easily outstripping the rest of the city in magnificence.
Second enly to this sacred site is the sprawling and sinister
House of Goju, the physical center of the Shadow Dragon'’s
power in Ningen-Do. It is from here that the feared assassins
and stalkers of the Goju serve the whim of the Dragon, and
even the fearsome Lost samurai avoid the structure, The Goju
and their stronghold are free of the Taint, but walk openly
with the blessings of Daigotsu and the Shadow Dragon, instill-
ing both mistrust and awe.

Even cfter the fall of Daigotsu, the Goju have lost none of
their standing within the ranks of the Shadowlands. The sup-
port of the Lord of the Shadowlands may be gone, but few are
willing to move against the demon ninja. Even luchiban does
not know how to deal with the minions of Shadow, as he does
not wish to draw the corrupted Dragon's wrath.

DOJO

The House of Goju, the training grounds for the assassins of
the Shadowlands, does not fergive failure. The great castle has
a large open courtyard for mertial practice, and a deep maze of
twisting tunnels and dead ends underneath for stealthy train-
ing. As a creation of the Shadow Dragon, every piece of the
grounds and the structure is alive and reacts to its environ-
ment. The masters of the Goju academy often direct the
House to strike down students as punishment or destroy
them completely if they have failed. Goju eliminated in this
manner are returned ro the Shadow Dragon, possibly reborn
later deep wirhin the catacombs to haunt unwary students.

Without Daigotsu directing their activities, the Goju have
turned their attention to recruitment. Secretly, they have
begun corrupting those who have abandoned Daigotsu’s
ideals in favor of luchiban’s rule. Though the ninja are careful
not to draw attention to their activities, they are not overly

RDVE=NTURE

concerned with their choice of victims. A Bloodspeaker of no
particular consequence disappears every day or so, and the
ranks of the Goju swell.

GOTV SHINGO

[Samurai 5/Ninja 3/Shadow Walker 10, Darkness Spawn
Template; Shiba Bushi 2/Goju Ninja 5]

The master of the House of Goju has become increasingly
busy within the past few years, As the mortal master of the
Goju family, Shingo has found himself bereft of the Shadow
Dragon’s guidance more frequently than he is accustomed o
Though the senser would never question his immortal master,
he cannot help but wonder what matrer has drawn the
Shadow Dragon away from his agents and his most trusted
minion.

Though things have become uncertain, one thing is clear to
Shingo — Daigotsu must be restored to power. The rule of
Iuchiban is unacceptable, as Shingo knows that the Blood-
speaker master wil crush the Goju at the first opportunity.
Where Daigotsu saw the true potential of the Goju, the
usurper wants only power for himself and will blindly destroy
anything 1n his way. Shingo has quietly begun a campa.gn
against luchiban that he knows will end with one of their
deaths.

HOOK

Challenge: There have been reports of a mysterious spirit
in the lower caracombs culling the weaker assassins, While
such activity is hardly unusual, these incidents have begun ro
draw the attention of the Shadow Dragon (and in turn, the
masters of the Goju school). Whatever spirit this may be, it is
not under the influence or control of the Shadow Dragon.

Focus: Attempts to identify or even purposefully confront
the spirit have failed. It comes and gces as it pleases, never
encountering the groups hunting it, but always returning to
destroy another Goju. Some are beginning to believe the spirit
is a kansen controlled by the Bloodspeakers in retribution ‘or
the acts the Goju have perpetrated against them in secret.

Strike: The spirit is the soul ol a restless Shosuro ninja that
died in the Shadowlands, far from home. Unable to complere
its journey to Meido, it followed an errant Goju assassin bacl
to the City of the Lost. Enraged by the survival of the Goju, it
destroys them when it can and hides when it must. Left
unchecked, the spirit may well spark a war between the Goju
and the Bloodspeakers, consuming the entire City of rhe Lost
avits Jury.

ROVNTAIN OF SHADOWS

Somewhere deep in the recesses of the southern Lost lands is
@ mountain of dark gray stone and pale flora. The Mountain of
Shadows is a testament to the reality-twisting power of t1e
Shadow Dragon, forit does not always appear in the same loca-
tion. From far away, the Mountain appears shrouded in mists,
though as one draws closer to the landmark it becomes clear
that it is not entirely substantial. The Mountain of Shadows
seems to be a sentient thing, animated by the will of the
Shadow Dragon and jealously guarded by an elite cadre of
Goju Stalkers. The unwelcome meet their end swiftly; the
very mountain shifts below their feet and drops them to their
death, or the minions of the Dragon deal with them.

The Mountain of Shadows also harbers a dangerous secret
known only to the Shadow Dragon and a handful of his most
powerful minions. When Daigotsu created the Ashura, the




Shadow Dragon was enthralled by their elegant and purely
destructive nature, In his search to discover how the Lord of
he Shadowlands had creared such magnificent servants, he
stumbled upon the answer in the Realm of Dreams. Daigosu
Fad found the dreams of a sleeping Fu Leng. In these dreams
the Ashura had been created, bur the Shadow Dragon found
something else as well — a mountain of darkest shadow, Geju
Adorai, the human master of the Darkness that perished in
reality at the hands of Isawa Hochiu, was alive and well in this
rightmare mirror. Instead of patiently awaiting the death of
Fu Leng, Adorai had turned Mirumoto Hitomi against the
cther Thunders, laying claim to her soul and her Clan. From
the twisted and formless pvnks of the Dragon Mountains,
Adorai ruled his own kingdom thar opposed even Fu Leng's
dominion in Rokugan. Intrigued, the Shadow Dragon recre-
ated the greatest peak in these dreams out of the formless
Nothing, away trom the eyes of Daigotsu, luchiban, and any
cther power in the Shadowlands.

RYUDENL ADORRAI

The otherworldly bastion of the Togashi family was twisted
iato the center of the Lying Darkness’ power in the strange
dream, and the Shacow Dragon found it to his liking, Crawl-
ing with shadows both alive and mundane, the Dragon has
ramed the castle after the fallen previous master of the Goju
for his own amusement. Though Adorai ruled this castle in Fu
Leng's dreams, the Shadow Dragon did not bother te recreate
tnat detail and instead claims the twisted stronghold for his
own. The castle seems to be constantly bathed in moonlight,
Eright enough to datken and lengthen the shadows that cover
tne halls and rooms of the structure. The layout of Kyuden
Adorai constantly shifts, on the Shadow Dragon’s whim and
because of its unstakle nature.

[t is within these halls the Dragon enacts its most secet
desires and rituals. Far away {rom the prying eyes ol the City
of the Lost, the Goju are free 1o plan whatever they wish —
even the destruction of whichever Lord of the Shadowlands
emerges victorious once the conflict between Daigorsu and
Luchiban is over. None save the Gojuare welcome here, except
t1ose that the Shadow Dragon chooses to corrupt personally,
Those who have the strongest wills or most depraved souls are
brought before the Shadow Dragon here in the bowels of
Kyuden Aderai so it may savor their corruption first hand.

GOJVU SHUNSEN
[Shugenja 6/Monk 6, Darkness Spawn Template; Agasha
Shugenja 4|
Onee of the Togashi ise zumi, Shunsen was corrupted by the
Shadow Dragon two years after Goju Adorai’s death at the
Battle of Oblivien's Gare. Shunsen had been a tortured soul,
searching for the meanings of his constanr nightmares and
attempting to temper his innate lust for destruction by study-
ing the Tae. He never found peace with the 'Il\gn:i]ﬁ order, but
when the Shadow Dragon took him Skunsen found his tue
calling. He has become a cruel and calculating master of
manipulation, and enjoys nothing more than leading hapless
fools to their dooms,

When the Shadow Dragon created the Mountain of Shad-
ows, Shunsen found himself inexplicably drawn to it. Though
he had never discbeyed his master, the corrupted monk was
compelled (0 go to the Mountain and see the castle at its peak,
even though the Shzdow Dragon forbade it, When the unnat-
vral mountain refused to obey the Shadow Dragon’s com-
mands to destroy the monk, and Shunsen slipped by the most

experienced assassins of the Goju to reach his goal, the
Dragon wes befuddled. In the realm of Fu Leng's dreams, the
corrupted Togashi Shunsen had visited another Togashi monk
and encouraged him to displace the Darkness from the
Dragon Mountains. While the Shadow Dragon is unsure if
this Shunsen will be as traitorous as the dream-monk, it is
clear that the corrupted mork belongs on the Mountain of
Shadow for now.

NINUVBE TEM?LE

Located in the far southern reaches of Lost territory, the
stronghold of the Ninube family remains a jealously guarded
secret. Those who survived the death of Goju Adoral and the
madness of the Taint were inexorably drawn to his place in
the early years of the Shadow Dragon’s existence. While the
corrupted Air Dragon was learning of the Taint that had
touched it and the power of :he Darkness that it had stolen
from the dead Adorai, the scattered remnants of the Ninube
slowly regrouped. Unwilling o be a slave to the whims of Tu
Leng’s pet Dragon but unable to deny that many had become
Tainted, the Ninube pathered here in the deepes: shadows of
the Shadowlands and waited. Skilled alter centuries of infil-
trating and disappearing without a trace, their existence was
unknewn o even the Shadow Dragon. For years, the Ninube
gathered without knowing why.

It was the unvyielding essence of Goju Hoseki, the Ninja
Mystic that had given herselfl completely out of love for the
Darkness, that had gathered her new ‘children’ Though she
did nor reveal herself 1o all of these Ninube, she tald their self-
appeinted leaders what they must do — it would be the duty
of the Ninube to bring down the Shadow Dragon and restore
the Darlmess to its rightful state outside the influence of the
Dark Kam. Through the Ninja Mystic, who ironically existed
only at the whim of the Shadow Dragon, the Ninube restored
thetr connection to the primal Nothing and regained much of
the power of the Darkness. In short, the Ninja Mystic took the
place of Goju Adorai as the human face of 2 new Darkness,
though much weaker.

Without knowing their true master, many of the Ninube
used their shadow magic to create a great temple of insubstan-
tial darkness where they could worship Goju Adorai. Many of
them believe they serve the immortal master of the Darkness
still, and they not disabused of their notions. The fewer that
know about the true state of Hoseki, the Shadow Dragon, and
the Darkress, the less likely the Ninube are 1o carch the
Dragon’ attention,

TH= =G6G OF ?'AN RV

Deep within the heart of Ninube Temple lies an artifact thar
holds the terrible power of the Dark Kami. The Egg of Pan Ku
has a dark aistory of its own, though it was most recently used
to create a mad double of the Crane Thunder, Doji Hoturi,
during the Clan War, After the defear of the False Hoturi, a
scavenging Nezumi squirreled it away. It lay in the treasure
hoard of a small tribe for generations until Fu Leng’s assault
on the Celestial Heavens allowed the Dark Kami to once again
reach into the mortal realm and refresh its power. The False
Hoturi rose to terrorize the Crane and swore fealty to Fu
Leng's mortal represenrative, Daigorsu. Dubbed Daigorsu
Hoturi, the child of the Egg was as powerful as he was cun-
ning and became one of Daigotsu's most feared lieutenants.

With Dzigotsu’s defeat at the hands of Tuchiban, the Ninube
found a urique opportunity to strike a blow against the Dark
Lord and situate themselves close to luchiban to beiray him
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later. The Ninube approached luchiban, promising fealty.
Using taeir connection to the power of Nothing, the antithe-
sis of creation, two powerful Ninube confronted Hoturi and
forced his essence back into the Egg of Pan Ku. They then
Ninube offered the Egg to Iuchiban, who in tarn instructed
the Ninube to guard it for him until the day ke called for it.
Because the Egg represents luchiban’s trust in the Ninube,
they keep 1t sale in their hidden Temple, and none may rouch
it until luchiban is prepared to use it. Should the Egg be lost,
luchibans wrath would turn upon the shapeshifting ninja and

their plans would scatter to the wind.

nNINVBE OGORV

[Shugenja 6/Ninube Shugenja 3 ; Ninube Shugenja 3]
She is the most trusted servant of Ninube Eisai, and many
Ninube report to Ogoku instead of their dark mistress. Ogoku
is fiercely loyal to Eisai and believes that only through her
leadership will the Darkness be restored to its previous state.
Though she has been a child of the shadow for longer than her
mistress, Ogoku has been harder hit by the loss of their
immortal master, She is prone to fits of insanity and bloodlust
in rimes of stress, but remains deadly as both s spy and infil-
trator.

RINOR GOJTUV HOLDINGS

Myriad small structures dot the lands of the Goju, telling of
the newly independent minds of the Goju minions, These
landmarks are almost always the ereation of the Shadow
Dragon’s minions and are as real as the stone and earth they
are built from. Without exception, these structures serve a
personal purpose, but eventually fall into disrepair as their cre-
ators are drawn further into the Shadow Dragon's scrvice.

RDORAI'S GRAV=

A small shrine dedicated to the Master of the Darkness lies
just outside the Mountain of Shadows. None recall who
erected the memerial, though it is kept in a state of decent
repair by newly corrupted Goju. Some minions mistake itasa
shrine to the Shadow Dragon and worship accordingly
Others realize shrine's true nature and attempt o use it to
anchor their slowly fading memories. The Shadow Dragon
allows the shrine to stand only due to the amusement he finds
in watching such aspirations crushed.

The physical remains of Adorai lie within rthis shrine,
though few are privy to this secret. Even deep in the Shadow-
lands, the influence of the Shadow Dragon keeps the bones ol
Goju Adorai from rising again in service to Fu Leng. However,
should its location reach the ears of the Bloodspeakers or even
luchiban, that may very well change.

IMPORTANT
GOJV N?PCS

GOJV RYOJTIRO,
H=ZIR OF GOJV KYOD=N

In the Shadowlands, honor is a joke to the Tainted beasts and
alie to the Lost. Honor is a noose that the samurai of Rokugan
place around their own necks, and the armies of the Shadow-
lands are more than willing to tighten :t. Though the Daigotsu
and his guardian, Kyoden, had a somewhat malleable view of
the concept of honer, they never attempted to force their
ethics upon subordinates.
One of the Lost, however, did not need the idea forced upon
him. Hiromori, a son of the Thkoma house and a
samurai who became Tainted during the Battle
of Oblivion’s Gate, fell .nte deep despair when
Daigotsu became the master of the Shadow-
lands. Where the Taint once wiped
away all trace of human regret and emo-
tion, the Lord of the Shadowlands
blessed his followers with the free will
previously denied them. Now fully
aware of what he had been and whar he
had become, Hiromori's soul warred
against itself. Though he hated the
Empire and his clan for abandoning
him to the Shadowlands, he was a man
without honor and purpose. He had
failed his previous masters, 48 UNWor-
thy as they were, and his returned sense
of self despised his shortcomings
In effect, Daigotsu’s change caused
Hiromori to regain his sense of honor
Though the fallen Lion considered sep-
puku 1o ease the strain on his soul, he
realized that twisting such a noble act into a
selfish attempt to end his own pain would only prove
that he was a chg without honor, Instead, Hiromori
looked to the only example he could find in the
service of Daigotsu: Goju Kyoden,




the Obsidian Champion tascinared Hiromori. Kyoden
served two masters, Daigotsu and the Shadow Dragon, with-
our failing in his duty to either, He obeyed without guestion
when given his commands, and served even when it was clear
he disagreed with his orders. Hiromori made it his goal to
become worthy of Kyoden's respect, and entered Daigotsu's
legions. The Tkoma recalled his lessons at the ractical schools
of the Lion and quickly became a valuable asset. Hiromori was
a talented general and a powerful warrior, and in under two
years he became s part of Daigotsu’s personal war council,

It was shortly after this that Hiromori took the final step in
emulating his idol. The Tainted Lion petitioned Kyoden for an
audience with the Shadow Dragon, a rare request even more
rarely granted. Hiromori had studied the workings o the
Darkness and understood that by becoming one witk the
Shadow Dragon, the Lost and the Goju would never truly lose
his aid should he fall in battle. Deciding that the Shadow
Dragon should determine Hiromoris fate, Kyoden agreed,

and the man was left to strike his bargain with the master of

the Darkness in person

Tkoma Hiromori never emerged from the House of Goju,
His soul and mind were laid bare before the Shadow Diragon,
and the Dragon was amused by Hiromori's ambitions and
sense of honor. 1t warned Hiromori that his days as a typical
samurai, Tainted or not, were over. The place of the Goju, even
Kyoden, was in the shadows, serving in the darkness where
even oni feared to tread. Without a touch of fear, Hiromor
accepted the Dragonss offer, quietly relishing the opportunity
to serve in an even more elite capacity,

To honor the man who had served as an idol, Hiromori 100k
the name Kyojire. “hough the Shadow Dragon and Daigotsu
soth thought Kyaden would have taken offense (o the former
Lion naming himself as if he were the Obsidian Champion’s
son, Kyoden said nothing. Silently, Kyoden was satisfied tha
he had created a legacy to pass along, and he knew Kyojiro was
a worthy successor should he fall defending Daigorsu's life.

GOJV RYOTIRO
Human Samé/Nin 4 (Former Lion, Darkness Spawn
Template): CR 12, Medium-size humasoid; HD 6d10+12 plus
wdé+4: hp 86; Init +5; Spd 301, AC 19 (touch 14, {lat-foated
19%; Attack +1 untholy kalana +15/+10 melee; SQ Class Skil!
Knowledge (History) (Family Bonus), Darkness Spawn Quali-
ties, Ancestral Daisho, Sneak Attack +2dé, Ninja Dodge (+1),
Uncanny Dodge {Dex bonus to AC), Poison Use, Speed of
Darkness; Honor 2; AL LE; SV Forr +8, Ref + 10, Will +6: Str 18,
Dex 19, Con 15, Int 13, Wis 10, Cha 14: Height 5 {1, 7 in
Shadow Points: 10

Skills and Teats: Speak Language (Rokugani), Climb +17,
Diplomacy +15. Hide +9, Intimidare +11, Jump +17, Move
silently +9, Ride +13, Sense Motive +9, Use Rope +9; Blackened
Honor (Ancestor: Goju Kyoden), Child of Shadow, Cleave,
Great Cleave, Power Attack, Way of the Lion (taken 1wice),

Dajo: Mone; Kala: None,

Possesstons: « L unholy katana (ancestral daisho), +1 unboly
wakizashs (ancestral daishos, nefsuke of profection 43, kot of
armer +2.

GOTV RYOTIRO

Earth: 4
Willpower: s

Water: 5

Fire: 3

Agi | ity: o

Air: 3
Reflexes: 5

Void: 1

School/Rank: Akodo Bushi 2/Goju Ninja 2

Glory/Honor: 0.0/2.7

Shadow Points: §

Advantages: Child of Shadow, Ancestor. Guju Kyoden

Disadvantages: Contrary

Skills: Athletics 4, Bard 2, Battle 7, Defense 5, History {Lion
Clan; 4, Kenjutsu 7, Kyujutsu 6, Lore: Goju Family 4,
Mediration 3, Ninja-to §, Ninjutsu 6, Shintao 4, Shuriken 4,
Stealth 6.

Weapons & Armor: Katana, wakizashi, yumi and 20 arrows,
light armor.

IUNUBE EISAl,
RMISTRESS OF THE NINVBE

Eisal. The name burns in her memory as the only reminder of

a life that has been consumed with anger, guilt, and violence.
To thase that follow her, Bisai is a fearless and mereiless leader.
To herself, Eisai is a stranger and a distant dream that only
fuels the bitterness which led o her complete corruption a1
the hands of the Lying Darkness.

Like many others, the Niaube mistress was completely dif-
ferent before being consumed by the Darkness. Her name was
onee Gird, "duty,” the name of a man. She was a contemplative
monk ina minor temple te Shingei in the southern Dragon
lands. Tke orphaned daughter of farmers slain in one of the
countless conflicts berween the Crane and Lon Clans, she
was fostered to the Brotherhood before she could stand. Ciri
never knw her father or her mother, nor even the place of her
birth. Her entire life was in the temples, studying the text of
the Tao 1n serene contrast 1o the violence that had taken her
true life away before she could live it. To ease the strain that
her beauty began to cause in the monastery, she took the name
of a man and a vow of silenca,

During the Clan War, Giri watched with horror as the Great
Clans turned upon one another and the twisted blasphemies
of the Shadowlands walked freely within Rokugan, When the
masses of displaced farmers, wounded samurai, and other
hopeless began to pour into the Temples, Giri secame a tire-
less agent of the Brotherhood's mercy. Her vow of silence
began to go unnoticed, as she had neither the time or inclina-
tion to speak to anyone as she moved with the speed of the
wind from one petitioner to the next.

When the armies of Yogo Junzo came to the temples of
Shinsei, looking for the Little Teacher's descendent, Ciri's
order began to prepare for the inevitable. With the clans strug-
gling amongst themselves, what chance did a small temple
have to be spared the wrath of the Shadowlands? On the day
that the Tainted monstrosities came for Giri’s temple, she
knew she would become just another forgotren casualty of the
war. Just as the army began to put the temple to the rorch
another great army appeared seemingly from newhere. Walk-
ing from the mists of the mountains, the Dragon Clan samurai
cut through the undead, waile Agasha shugenja and fire-
breathing rattooed monks barned away the ont and goblins
that stood against them.

It was taen that she saw him. The immortal and divine son
of Togashi, Hoshi. He was mzgnificent and unstoppable — as
it he were the wrath of the very Celestial Heavens come to
rescue her from the unholy beasts. Though she never spoke 1o
him that day, her memory never let go of Togashi’s son, and
she knew she was destined te love him. Years later, when the
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rise of Hitomi as Dragon Champion forced Hoshi and the
Togashi monks from their home, Giri was there when the
Brotherhood welcomed the banished Dragons. When Hoshi
announced to his allies his intentions to reclaim the Dragon
Throne from Hitomi, by force if necessary, Giri was among
the first to swear fealty to the half-god.

At this time another silent monk joined the ranks of
Hoshi's swelling army; Eisai. None knew where she came
from, though she was welcomed with a strange sense of
inevitability, as if she had always been part of Hoshi's order.
Within weeks, it was clear thar Hoshi was smitten, and Giri's
heart shattered. How could this have happened? She was the
same as Eisai —— silent and beautiful, 2 wise monk who had a
pure soul and a pure love for him. Had Eisai suffered or
endured the trials Giri had? It wasn't possible. Giri became
obsessed with the mysrerious woman and her obsession
quickly grew into hatred. She wanted to be Eisai, wanted
whatever it was that set her apart. Her hatred grew so great
that the Darkness came for her swiftly, already watching
Hoshi's army closely due to his plans to destroy Hitomi.

When Giri disappeared one night, never to be seen again,
few noticed.

The Darkness made Giri their pawn, showing her great
power, always promising that soon she would be as remark-
able as Eisai and steal Hoshi's heart away. Eventually, these
goals were replaced by inflicting pain upon Hoshi's order of
monks and destroying the agents of the Dragon Clan once
Hoshi deposed Hitomi. Her love of Togashi’s son was com-
pletely forgotten, and all that burned within her was the need
to be as great as... someone.

By the time the Battle of Oblivion’s Gate saw the destruc-
tion of Goju Adorai, Ninube Giri had almost completely for-
gotten herself. Alone and abandoned by the Darkness, she
found others like herself, leading them deeper into the Shad-
owlands. She didn't know how she knew, but it was clear to
her that the Darkness had not been completely destroyed. Her
connection to it was enough to keep the Taint from consum-
ing her completely, and she taught others how to harness the
power of Shadow within them without attracting the atten-
tion of the new master of the Darkness, the Shadow Dragon.
When one of her minions finally asked her name, all she
could recall was a face of serenity and beauty... and a single
name. “Eisai,” she replied, and the anger that was sparked by
that revelation caused her to destroy the ninja that asked.
Since that time, none have spoken their mistress’ name,
except in whispers to one another.

NNUVB= =IsAl

Human Shu 6/NSh 10 (Darkness Spawn Template): CR
18, Medium-size humanoid; HD 16d6+32; hp 107; Init +6; Spd
60 ft; AC 28 (touch 16, flat-footed 23); Artack +2 tainted ninja-
to of speed +12/+7 melee; SQ Class Skill — Move Silently
(Family Bonus), Darkness Spawn Qualities, Elemental Focus
— Air, Sense Elements, Shinohi Magic (Air x3, Water, Fire};
Honor 0; AL NE; SV Fort +7, Ref +15, Will +11; Str 14, Dex 22,
Con 15, Int 17, Wis 8, Cha 27; Height § ft. 4 in.; Shadow Points:
14.

Skills and Feals; Speak Language {Rokugani), Concentration
+21, Craft { Bonsai) +22, Diplmnacy +27, Knuwlodge {Lying
Darkness) +22, Knowledge (Shadowlands} +22, Move Silently
+25, Sery +22, Spelleraft +22; Child of Shadow, Combat Cast-
ing, Dodge, Expertise, Improved Disarm, Faceless Soul
{Ancestor: Ninja Mystic}, Weapon Focus [Ninjato ).

Dojo: None; Kafa: None.

Spells Known (6/8/8/8/8/7/7/6/4): 0 — flash of insight, gather-
ing swirl, guidance, daze, ghost sound, know direction, detect magi,
Suitengu's surge, creale water, flaring speed; 1st —— blessed winds,
change self, speed of breath, obscuring nust, ebbing strength, sense
spivit; 2nd —— Benten's touch, distvaching sprriks, know the smnd,
wind wall, know the shadows, the ties that bind; 3rd — false longue,
claivaudience/clairvayance, gust of wind, the mner ocean, dispel
magic; 4th — air walk, whispers of lwilight, show!, warning flame,
cure critical wounds; Sth — bad kharma, pevsistent image, dimen-
sion doov, confuston, sevving; 6th — veil, teleport, legend lore, control
weather; 7th — muslead, poison of the Windsprder, the penelrating
drop; 8th — slayer’s knives, phase door

Possesstons: +2 tamted ninja-to of speed (ancestral daisho), kote of
armor +5, netsuke of protection +3, rmg of counterspells, boots of stril-
ing and springing, amulet of natural armor +4, ol of charisma +4.

NINUBE ZISA

Earth: 3
Willpower: 4

Water: 3
Perception: §

Fire: 5
Intelligence: &

Air: 6
Awareness: 7

Void: ¢

School/Rank: Ninube Shugenja s

Glory/Honor: 0.0/0.0

Shadow Points: 9

Skills: Acting 7, Athletics 4, Climbing 4, Craft (Bonsai) 3,
Defense 4, Forgery 6, Lore {Dragon Clan) 6, Lore (Lying
Darkness) 8, Etiquerte 8, Manipulation 7, Ninja-to 7.
Ninjutsu §, Poison 7, Shintao 3, Sincerity 8, Stealth 7, Tanto 6

Advantages: Quick

Disadvantages: [nsensitive

Weapons & Armor: Katana, wakizashi, vumi and 20 arrows.
light armor.

Spells: As one of the most powerful beings touched by the
Lying Darkness, Ninube Eisai has an immense number of
Air and Water spells as innate abilities and can possibly
gather the power to cast other spells if she wished. GMs
should feel {ree to include any spell they feel appropriate
for Eisai's arsenal.

GOJV
M=CHANICS

ANCESTORS
(YOKAD

Like other creatures of the Taint, the servants of the Shadow
Dragon have no ancestors in the same sense as traditional
characters. Souls corrupted by the Shadow Dragon are eventu-
ally absorbed fully by the Lying Darkness. However, some
such victims have either too strong a sense of self to be fully




consumed or are too much use to the Dragon 1o be [orgotten
completely. The "ancestors” of the Goju are visions, dreams,
and hallucinations the Shadow Dragon sends to its minions
for guidance and inspiration in the form of a pawn that served
in an exceptional mannet. These ancestors are not subject to
the penalties imposed by the influence of the Lying Darkness
separating a character [rom his ancestor abilities,

GOJV RDORAI

Goju was one of the first mortals fully subsumed by the Dark-
ness. His fearful and hateful nature infecred it — the Dark-
ness did not so much absorb Goju as become a shared entity
with him. Though the Darkness had always moved towards
the goal of unmaking all of creation, it was Goju's bitterness
that turned the supernatural force into a truly evil entity. Ina
sick mockery of the families of Rokugan, Coju gave his name
to those who fell to the influence of the Shadow for the short
time they bore any name at all. Eventually, shapeshifting ser-
vants of the Lying Darkness came to be known as “the Goju,”
and Goju took another name for himself 1o cast aside the {lecr-
ing memory of the man he once had been.

Goju Adorai was the mortal mind at the core of the Lying
Darkness for over a thousand vears, Left alone, the Darkness
was just a formless and mindless aspect of Nothing, much like
the fundamental elements of the universe. Adorai twisted the
Darkness and nearly drove it victory over the lands of Roku-
gan until he was slain by Isawa Hochiu, When the power of
the Darkness coalesced into the newly-corrupted Air Dragon,
the spirit of Goju Adorai passed into it as well, creating the
Shadow Dragon. Adorai often visits the dreams of those who
share a close connection with the Shadow Dragon. Though
the two are distinctly different beings. Adorai has become
fully anchored by the existence of the Darkness in the Shadow
Dragon and would cease to be if the Shadow Dragon were ever
destroyed.

H=EARXRT OF DARKNESS

[ANCZSTOR FEAT: GOJTV ADORAII

Clan: None.

Prerequisites: May not have the Void Use feat,

Benetit: Once per day, you may gain an enhancement
bonus to one of your attributes equal to your maximum
Shadow Points. This benefir lasts for a number of rounds equal
to half your character level (rounded down)

GOJV RADORAI
(5 POINTS)

Once each day, you may raise one of your Traits by half your

maximum Shadow Paints. This benefit lasts for 2 number of

minutes equal to your Insight Rank

GOJV RYOD=N

Kyoden was the child left to the Bloodspeakers when the
ronin Yotsu replaced the Emperor’s kidnapped child with his
own son. Though Yotsu saved the child of the Emperor, his
own heir was lost to the Bloodspeaker cult and presumed
dead. The abandoned child was not slain, though the maho-
tsukai cult destroyed much of what the vouth would have
become, When he came ol age, it was clear the young man
retained a strong sense of honor despite his life with the
Bloodspeakers. This would have caused the cult to kill him,
but his loyalty to the Bloodspeakers was absolute and his skill
with the blade incredible.

In addition to all this, the son of Yotsu became a close (riend
of another young member of the cult, Daigorsu. Already
a powerful maho-tsukai, Daigotsu's influence was enough to
afford his friend a rare luxury among the Bloodspeakers
a gempukku. In the strange ceremony, Kyoden took the name
of the man who had murdered the Hantei’s wife after she had
given birth to Daigotsu. Kyoden served at Daigotsu’s side for
vears until his imbalanced soul attracted the attention of the
Living Darkness. Fascinated by the man’s sense of honor
despite his allegiances, the Darkness consumed Kyoden
slowly and drew him away from the Bloodspeaker cell. Year
later, when Goju Adorai was defeated and the Shadow Dragon
rose in his place, Kyoden's indomirable will preserved his
sense of selt. His loyalty to Daigotsu earned him a death ar the
hands of the Lion Champion, Matsu Nimuro. He was restored
when Daigotsu took his place as Lord of the Shadowlands,
a goodwill gesture from the Shadow Dragon.

Finally, when Toturi Tsudao destroyed the Lord of the Shad-
owlands, Kyoden rerurned his master and friend’s sacrifice,
Now tully consumed by the Shadow Dragon, the memory of
the legendary Kyoden is sent to those rare Goju who walk the
most difficult path of all — honor and dury.

BLACKENED HONOR

[ANCESTOR F=AT GOTV KRYOD=NI

Clan: Any.

Prerequisites: Any Honor rank above 0, at least 1 Shadow
Point.

Benefit: You do not lose Honor while performing a duty in
service 1o the Shadow Dragon or one of his vassals, You gain a
+5 circumstance bonus to avoid any effects, magical or mun-
dane, to manipulate your will and turn you from your current
mission or foremaost duty, You may ignore the *dishonorable”
requirement of any Prestige Class you would otherwise
qualify for and your honor may not rise above 3,

GOJV RYOD=N
(3 POINTS)

You do not lose Honor while performing a duty in service 1o
the Shadow Dragon or one of his vassals (unless the loss
comes from failing a Test of Honer). You gain a Free Raise to
avoid any effects, magical or mundane, to manipulate your
will and rurn you from your current mission or foremost duty,
Your Honor may not rise above 3, and if it ever drops below 1,
yvou lose the benefits of this ancestor permanently.

THE TUNTA MYSTIC

All those that study the Lying Darkness know the name of
Kuni Hoseki. Infected by the Darkness as a small child and
raised by parents that were not her own, Hoseki was lied 1o
about every aspect of her life, leaving her stumbling through
her existence. In short, Hoseki was the perfect victim of cor-
ruption at the hands of the Darkness, Though she failed to
take her place as a Kuni shugenja. the voung woman felt an
unnatural and unnamable connection to forces beyond the
kami. She could feel the shadows in the same way the
shugenja said she should sense the elements. By the time a
minion of the Darkness came calling to her, she was ready o
claim her true birthright.

What sets the story of Kuni Hoseki apart {from countless
similar tales is her fanatical devotion to the Darkness and the
awesome power she came to control while remaining mortal
and somewhat human. To Hoseki, the Darkness was the
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family and purpose she had always been missing. She gave
every part of her soul to it, and within a year the Ninja
Mystic had Torgotten every trace of her life with the Crab,
Eighteen vears of existence were intentionally and com-
pletely annihilated by the lonely girl who wished only 1o
find a place in the world. Her tierce drive to become one
with the Darkness was rewarded by Goju Adorai, and the
Ninja Mystic became one of the most powerful extensions of
the Dars<ness. She became 1s unstoppable and powerful as
the Darkness, and yet somehow was never completely
absorbed by ir.

Finally, when the Darkness was given a name by Hitomi,
Hoseki found herself being drawn back into reality,.. undil
the Shadow Dragon caught the woman's powerful essence
and drew it into itsell. Thoagh the Ninja Mystic’s power is
now part of the Shadow Dragon, she [ights against the power
of her new master and attempts 1o return the Darkness to its
previous state. Unknown tec even the great Shadow Dragon,
her influence extends without its consent. She guides the
remaining Ninube to this day, working to achieve her goal.

FACSELESS SOUL

[ANCESTOR: NUNTA MYSTICI

Clan: None.

Prerequisites: Must be 3 member of the Ninube family
Benefit: Once per day, you may completely shield yourself
from all attempts to detect your presence while moving with
stealth (such as with the Move Silently or Hide in Shadows
skills). So long as you remain unnoticed by mundane means,
you cannot be detected by any supernatural means {such as
spells or kiho feats) short of the direct intervention of a For-
unc Oor more pL}\VL‘l‘ﬁll b{.‘ll‘l_t!,

NINJTA RMYSTIC

(7 ¥OINTS)

Once per day, you may completely shield yourself from all
attempts to detect your presence while moving with stealth.
So long as you remain unnoticed by mundane means, you
cannot be detected by any supernarural means tsuch as
spells, kiho, or abilities thet rely on something other than
the five natural senses) short of the direct intervention of a
Fortune or more powerful being, This ancestor may be taken
only by members of the Ninube family.

TOUCH _OF
THE DARKNESS

Long ago, the entity called Nothing was created when a
sizall bt of creation hid as Sun and Moon went about the
mortal sealm giving everything a name and form. Because of
its undefined nature, T\lmhing was bound to no .s‘ing|e form,
though it also had ne identity of its own. In a fit of loneli-
ness, it touched the mind of another being that shared its
pain of isolation — Goju, the ninja driven from the clan of
the Scerpion to show the Emperor the loyalty of the clan.
Infected by Goju's madness, the Nothing was rwisred into
the Lying Darkness that eventually tried to claim and
unmake all of existence. That which the Lying Darkness
touched was granted grear power, ne longer bound by the
laws of the Celestial Order. The price for such power was

great, however — ':\r'cryrhing claimed by the Darkness for-
feited its own identity, becoming sole.y an extension of the
undefined Lying Darkness. Each soul it took in this way
unraveled a small bit of reality created by Sun and Moon,
bringing Coju and the Darkness closer to undoing creation

When the hero Isawa Hochiu destreyed Goju at the Baule
of Oblivien’s Gate, what was left of the Lying Darkness was
thought to have been obliterated by Hitomi, the new Moon.
Separated from the madness of Goju, tae tormless entity was
once again Nothing, neither good nor evil. What few under-
stand is that Nothing had become such an ancient and pow-
Crf‘ll] presence in t"h e universe thﬂt o (:()nlp].e'l.’(!].}’ d ('St‘ri)y 1T,
even by giving it form and shape as Hitomi had, would have
cause a great imbalance in the Celestal Order. A sliver of
Nothing exists to this day, unknown by nearly all of the
mortal world and freed of the need to devour creation,

Sadly, the victory of Isawa Hochiu aad come at a terrible
price. Goju stood at the heart of a great corrupt army in the
Shadowlands, and none could reach him before being driven
mad by the Taint. The mighty Air Dragon, heedless of the con-
sequences, took Hochiu upon its back and flew him to fice
Goju. As the two fought, the holy Air Dragon was claimed by
the touch of Fu Leng —— a blasphemy the other Elemental
Dragons and the Celestial Heavens will never forget. Twisted
by the Taint, the Air Dragon became a thing of darkness,
spite... and Shadow. Hochiu slew Goju, rearing the rouch of
the Lying Darkness from thousands of Goju's minions. As
they were so deep within the Shadowlands, the influence of
the Dark Kami'’s realm took them almaost immediately, reduc-
ing some to gibbering madmen, others truly becoming the
demon ninja whispered about to this day.

The dying Goju called out to any that would save him from
his doom, and the Shadow Dragon heeded him, It and he
became one, absorbing the power of the Lying Darkness inte
the corrupted Dragon. Though greatly diminished by the
powers of Lady Moon and the death of his mortal form, Goju
still commanded a scrap of the Lying Darkness’ power and
shared it with the Shadow Dragon. Though the Shadow
Dragon draws its influence by corrupting the primal Noth-
ing, it is not powertul enough to completely devour the Noth-
ing as Goju had done before. The Shadow Dragon eats away at
the natural formlessness a little at a time, growing slowly in
power and influence with each day.

Because of the Shadow Dragon’s nature, the path of the
Lying Darkness and the Taint of the Shadowlands have
become intertwined. Effectively, the relationship between
the Shadow Dragon and the Goju has become like that of an
Oni Lord and its spawn. Those that serve the Shadow Dragon
are much like the Goju ninja of old, though the commands of
Fu Leng's realm guides their master.

SHADOW ?7OINTS

Though the ways to gain the Taint of the Shadowlands are
many, the Shadow Dragon must be at least indirectly involved
with the corruption of a soul by the Lying Darkness. The
touch of the Shadow Dragon is enough to cause someone to
contract the Taint, but it will rarely share its power with those
who have already been corrupted by the Dark Kami. The
Shadow Dragon prefers to keep its servants its own, and the
influence of the Shadow prevents its minions from gaining
the Shadowlands Taint,

Cne of the most direct ways to gain the attention of the
Shadow Dragon is to prepare any ritual in its name. Though
this method seems simple enough, the existence of the



shadow Dragon is known 1o very few. The Dragon under-
stands that Geju was defeated because he revealed himsell to
thie Empire and was struck down. For this reasen, the Shadow
Dragon does not make itself known to those outside the Shad-
owlands, though certain high-ranking members of the Scor-
pion and Dragon Clans have become aware of its existence

since the Bartle of Oblivion's Gate

Extsting minionsof the Goju also car direct the attention of

their master to others, theugh the victim must be somewhar
willing. The Darkness feeds on sin and vice, as it is still
wouched by the anger of Goju. Minions of the Shadow Dragon
often approach those who dream of ambition, death, or glory.

The Goiu lead these men and women down the path of dark

desire until
they become faceless Goju dmwlr'
Oragon’s influence,

I they are corrupted by its niluence. In the end,

CHILD OF SHADOW (M=W ¥=ZAT)

Clan: None

Prerequisites: Must have contact with an agent of the
Shadow Dragon, GM's approval

Benefit: You gain two Shadow Poins if you possess none;
otherwise you gain one, You may spend vour Shadow Points as
il they were Void Po nts in the exact same manner as described
by the Void Use [eat. [n any instance that requires you to spend
1 Void Point, you may instead spend a Saadow Point.

Special: Once veu possess this feat, vou may not gain “he
Depths of the Void or Void Use (eats. You may select this feat
multiple times, each time alter the fivst granting 3 more
Shadow Points. If vou possess the Depths of the Veoid or Void
Use feats prior 1o selecting this fear, vou may not use Void
Points if doing so would lower your current amount of Void

Points below vour maximum number of Shadow Points. (For

example, if you have 2 maximum of 2 Shadow Points, you may
not spend Void Points if you have 2 or tewer Void Points at -he
time.) When vou select this feat, vou may choose to give up
one of vour Depths of the Void or Void Use feats to gain a per-
manent +1
Shadow
also undergoes several ather changes, detailed in Table 4.1,
depending on his maximum Shadow Points,

TaBLE 4.1: EFFECTS OF SHADOW POINTS

Total

Points  Effect

=2 Lose the ability to cast Void spells. All magical
attermnpts to locate you are treated as if you have
SR 15.

3-5 You must spend a Vaid Point to gain the benefits

of any ancestor feat, which lasts only T minute.
You gain DR 1/ (crystal).

68 Lose the ability to cast 8th level or higher divine
spells {excluding maho). Gair change self as an
spell-like ability, cast as a sorcerer of your character
tevel, three times a day.

9+ Your GM determines if your character remains
under you- control,

CHILD OF SHADPOW (T POINT ADVARTAGE)
You gain two poin:s of Shadow corruption if you possess
none, otherwise you gain one. You gair a number of Shadow
Points each day equal to your total Shadow corruption rank
and you may spend your Shadow Points as if they were Void
Points. In any instance that requires you 1o spend a Void Pont,
you may instead spend a Shadow Point.

g athers into the Shadow

bonus to any of vour attributes and a number of
Joints to replace the Void Points lost. Your character

Characters and GMs are encouraged to play up the tact that
as the Lying Darkness gains more control over a character, he
loses more sense of sell. Eventually, the character will be
driven insane by the Shadow Dragon's influence, unable o
recall anv of his childhood memories, the faces of his loved
ones, who his friends and allies are, or even the arevious day.

TH= NNVB=

Those thet bear the name Ninube were severed from the
Lying Darkness when it was ramed at Oblivion's Gate, but fell
to the touch of the Shadow ands Taint before the Shadow
Dragon rose to power. They remain outside the influence of
the Shadow Dragon and the Lord of the Shadowlands, creat
ing an unpredictable influence in the operations of both. The
Ninube despise the Shadow Dragon, believirg it to have
stolen the power of Goju Adorai and chained the Goju to the
will of Fu Leng, They seek a way to undeo what Lady Moon has
wrought, and destroy the Shadow Dragon’s grip on the Dark-
ness.

Though rhe Shadow Dragon is aware of the existence of the
Ninube and know that they operate outside its influence, it
has not osenly moved against them. Instead, the Dragon
attempts o find a way to draw them willingly under its con-
trol. While the Shadow Dragon delays, the Ninuke grow more
powerful each day, and soon they will be able to stand againsi
their lost cousins.

The Ninube scorn the Taint of the Shadowlands and those
that bear it, but understand thar a great many of them were
subjected to Fu Leng's touch for a time after Adorai had been
destroyed. Because of this, Tainted Ninube are not unheard of,
but they never advance far within the power structure of the
“family.”

TH= NMINVBE FAMILY

Favored Class: Shugenja

Starting Honor: ¢

Class Skill: Move Silently

Starting Outfit: Masterwork aiguchi, 2 firs: level Air
spell serolls,

Bonus Languages: Bakemono, Ogre, Oni

Special: All members of this family gain the Lving Dark-
ress subtype or 1 point of the Shadowlands Taint.

TH= NINVB=E FARILY

Benefit: +1 Awareness

Glory: 0.0

Special: Members of th:s family gain one point of
Shadowlands Taint or Shadow corruption.

TH= NINVUBE SHUGENJA
(PRESTIGE CLASS)

The Ninube Shugenja draw the bulk of their ranks from these

who were Tainted after Goju Adorai was destroved and remain

in the Shadowlands. Others are drawn in by the promise of

power and even greater power after the Shadow Dragon is dis

posed of. Most Ninube Shugenia are maho-tsuzar or ninja.
Hit die: de.

T

b T




) REQUIREMENTS
i ?--i:f-f Base Attack Bonus: +2.
a8 Alignment: Any evil.
oy Honor: Dishonorable,
. i Skills: Concentration (8 Ranks), Spellcraft (8 Ranks),
o Feats: Combal Casting or Martial Weapon Proficiency
1 {Any], Faceless Soul (Ancestor: The Ninja Mystic).
? Spells: Ability to cast 2nd level spells.
| Special: May forego the spellcasting requirement if the

character has at least 6 points of Shadowlands Taint. Must
make contact with the existing Ninube.

|
{
| CLASS SKILLS
| The Ninube Shugenja’s class skills {and the key ability for each
} skill) are Balance (Dex), Bluff {(Cha), Climb (Str), Craft (Int],
| Gather Informarion (Cha), Heal (Wis), Hide (Dex), Knowl-
] edge (all skills, raken individually)(Int), Move Silently (Dex},
{  Profession {Wis}, Scry (Int, exclusive skill}, Spellcraft (Int),
and Swim (Str,

Skill Points per Level: 4 + Int modifier.
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CLASS FEATURES

The following are class features of the Ninube Shugenja.

Weapon and Armor Proficiency: Ninube Shugenja are
proficient with all simple weapons, ninja-to, blowguns, and
the shuriken.

Spells per Day: The Ninube Shugenja is trained in the
magic of both the kami and the manipulation of the primal
Nothing. When a new Ninube Shugenja level is attained, the
character gains new spells per day as if he had also gained a
level in any spellcasting class he had before joining the
Ninube Shugenja. He does not, however, gain any other bene-
fits of gaining a level in that class (such as improved sense ele-
ments ability, turn undead, etc.), This essentially means that a
Ninube Shugenja adds his class level in Ninube Shugenja to
his class level in a previous spellcasting class for the purposes
of determining spells known, spells per day, and caster level.
Shugenja may multiclass freely with this class.

o) Characters with the Darkness Spawn template and any
iy levels in this class ignore the Darkness Spawn’s restriction on
spellcasting.

Characters who enter the Ninube Shugenja class with no
previous spellcasting class levels follow these rules, but are
considered to be shugenja with an Elemental Focus of Air
who may cast only Air, Water, and Maho spells. Their total
spellcaster level is equal to their Ninube Shugenja class level,
% 6 Shinobi Magic: At first level and every two levels there-
after, the Ninube Shugenja chooses either one elemental type
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i L of magic (including Mzho) or one school of magic to be cast as
L i Shinebi Magic. A Ninube Shugenja's Shinobi Magic is the
! 1 manipulation of the Darkness and the Nothing, creating false
- images, or arranging the patterns of reality in small ways more
i suired to the Ninube {albeit briefly). This causes effects nearly

_ identical to normal spells, but different in several ways.
+ Shinobi Magic is less “real” and thus less effective at affect-
& ingother things. Damage from Shinobi spells is calculated as
i if you had one less caster level, and any DCs to avoid damage
from such spells are decreased by 2.

Shinobi's otherworldly nature makes Will saves against it
_ more difficult. Spells with such saves have their DCs raised by
s 1 2and lastas if you had one more caster level.
: }_‘ Whenever you are casting spells from an element or school
T
i
y
$

you have chosen to make Shinobi Magic, you may spend one

Shadow Point to increase your effective caster level by one for
that spell's casting. This may be done only once per casting.

You may select the same element/school with this ability
multiple times. Each time you do so, the effects stack (i.e, Save
DCs increased/decreased by an additional 2, being able to
spend an additional Shadow Point on spells to increase your
caster level).

Strike From Light: Though capable assassins, the Ninube
have always served primarily as infiltrators and information
gatherers. The arts of the Ninube make them especially capa-
ble of insinuating themselves into an area to reconnoiter. For
each day the Ninube spends at least thirty minutes of mean-
ingful contact with a person (not simply staying in the same
area unnoticed), he gains a +1 circumstance bonus on
Charisma-based skill checks with that persen. These bonuses
are cumulative, but their total may not exceed the Ninube's
level in this class. These bonuses are lost if the Ninube
"misses” a day with his victim, but the bonuses decrease by a
single point per absent day.

Face of One Thousand: The masters of the Ninube’s art
can infiltrate any group, no matter how secretive or paranoid,
given time. Subtle manipulations of the mind allow the
Ninube Shugenja to pass himself off as a welcome friend from
someone’s past, or perhaps a distant relative. A number of
times per day equal to the Ninube Shugenja's Charisma modi-
fier, he may force someone he has eye contact with to make a
Will save or fall under the effects of a charm spell. The DC of
the save is 10 + the Ninube Shugenja's caster level + his
Charisma modifier. The subject treats the Ninube as if his
story {either friend or relative, whichever is more plausible)
were completely true, and will likely blame himself for any
logical fallacies that arise (“What do you mean my aunt never
had any children? I must have a different aunt in mind."). This
effect lasts for a number of days equal to the Ninube's
Charisma modifier. If the target saves successfully, the
Ninube Shugenja may not use this ability on him for another
two days. This ability may not simultaneously affect more
creatures than the Ninube's Charisma modifier.

At tenth level, the Ninube's art is so perfect that the effects
last for a number of weeks equal to the Ninube's Charisma
modifier instead of days. In addition, the Ninube may use this
ability to dominate any one creature which has fewer rotal hit
dice or character levels than he has. This effect lasts fora
number of hours equal to the Ninubes Charisma modifier and
may not be saved against {though can be prevented by effects
such as spell resistance and protectron spells as if the Ninube
had cast domination).

Face of One Thousand is a supernatural ability.

TH= NINUVB=
SHUGENJT A SCHOOL

Benefit: +1 Awareness

Beginning Honor: 0

Skills: Athletics, Lore {Lying Darkness}, Meditation,
Ninjutsu 2, Poison, Stealth

Beginning Spells: Sense, Commune, and Summon, plus 3
Alr. 2 Water, 1 Fire. Ninube Shugenja have an affinity for Air
spells and a deficiency for Earth spells. Characters with any
amount of Shadowlands Taint at character creation must give
up their initial Fire spell for a Maho spell.
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“Tama Suru was once one of luchiban’s genevals, Today, he is
‘nrevely’ an extremely powerful Bloodspeaker. ! spent some time with
him, as he mimics human form asably as 1 do”

"8 he foo is nol human? 1 thought you were wariing me of the
dangers of human encmies.”

“He w5 all too hupan, but ! coutdn't tell you what he looked ke
before he met Tuchiban, ov even what he looks like today. 1 do know
that he weas one of the few hurmans with no naluval ability to use
maha. He soughl Tuchiban to fix that problem. He was power-hungry
and angry long before he was a Bloodspeakey, and he has never been
alone. Many Bloodspeakers fall prey to the pretty sounds of power,
i “Bloadspeakers are often led by shugenja, but they have never heen
¢ exclustvely shugenia. Anyone who feels powerless and downtrodden 15
. a potential Bloodspeaker”

Hatori sighed. “You could be eanily describing nine men m ten
Ihroughowt the Empive.”

: "More than that. Have you ever contemplated how the peasantry
i feels aboul the Celesttal Ovder? 1t s not pleasant to be coerced mto
servitude. Mosl Bloodspeakers come from villages that have never
4 known the Emperor's grace or the prosperily most samurar know.”
“Ave you defending them, Gensatken?” Hafort asked rhetorically.
) "No, Lwm sumply explavming them. The greatest threat comes from
¢ within, and the Bloodspeakers are always gomg to e within the
Empire. You wish a suvvey of the forces the Shadowlands have
arrayed agnst the Ewipure, Hator? Begin wath the ela —— ela, and
the hermm who can do the most damage unth the least exposure.
. A Bloodspeaker can be Irained n six months and @ smarl one can

ST T

" wreak a greal deal of havoe befove he or she is stopped.

1 “When the temptalion of maho s such that a man well willingly
; be subject to 11 te wield its power, and this temptation dwells in so
i many for so long, you may rest assured that none of us may rest

o assured.”

i Hatort podded. " Now I undevstand whal you are saying. Suspec
’ everyone. This sounds suspiciously like the sovl of plot a Bloodspenker

would engage in”

told you I was nol Tninled, and truly T am nol." He paused, looking
down. When he looked up, 1 was to meet Halorr's gaze. “That is a
common ploy among any ntelligent foe, fo create suspicion. Bul il
would nol work half as well were 1f nol abseluiely true.”

Hatori nodded, taking the new mformalion m. Silence once more
veigned over the two Miya.

- BLOODS?=RAK=
C=LLS

Even after the return of Iuchiban, most Bloodspeakers do not
formally gather in large groups. The vast majority are orga-
nized in small, independent cells unified only by their loyalty
to luchiban. Iuchiban maintains contact with these numerous
far-flung groups through the Oracle of Blood, an aspect of
himself with which he appears in the dreams of his chosen
tollowers. Through the Oracle, he mainrains focus and direc-
tion among what would otherwise be chaotic and disorganized
groups. This section describes a number of these independent
Bloodspeaker cells,
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Gensatken vetrieved a small jade statuette [rom his vobe. " Halori, T

DEMONS BREATH
RCOLYT=S (UNICORN C=LL)

The Unicorn’s great journey through the deserts and gatjin
cities was, without question, the most dramatic single act of
any clan. They were exposed to strange and alien philosophies
which supplanted the Ki-Rin Clan's Rokugani sensibilities.

Though Shinjo and her followers found many alien cul-
tures with a variety of magical arts, they never once ran into a
cult of maho-fsukai. Thus, when the clan returned ro Rokugan,
they were ill-prepared for what they found.

Were the story of the Demon’s Breath Acolytes known, it
would be a cautionary rale to those who would forget the
power of the Shadowlands,

Iuchi Ryutaro, a direct descendant of luchi and cousin of
the daimyo, met a stranger on his clan’s third night in Roku-
gan. The stranger had a Phoenix accent, and spoke of a coverr
alliance with the Unicorn. He offered a trade of information,
and to show that he was being truthful, raught Rywaro the
foundations of his magic in a night.

This new magic was strange, and it called upon mystical
forces that Ryutaro had only vague knowledge of. Ignorant of
the dangers and trusting the stranger’s honeyed words of
welcome, Ryutaro dove into this strange magic.

[t took less than the full night for the Taint to take hold of
Ryutaro's mind. With the counsel of the visitor, Ryutaro
learned to contrel this strange new power . Thus, not even
fully aware of what he was doing, Ryutare became the first
Unicorn Bloodspeaker.

Weeks passed while Ryutaro and the visitor secluded them-
selves in study. Slowly, with the assistance of the Taint and
mind-manipulating maho, the visitor fully indoctrinated Ryu-
taro into the paths of darkness. Satisfied, Ryutaro bid the visi-
tor farewell and set about the task of forming a cell within his
clan. He knew rhe majesty of luchiban, and he knew the
power that awaited him that he could develop with allies.

Today, the Demon’s Breath Acolytes are the tightest-knit cell
of Bloodspeakers. Their members have genuine respect for one
another, seeing one another as allies that stand and fall together.
As an enormous cell (numbering an astonishing thirry-six
members), they often find themselves under investigation by
Witch Hunters, Inquisitors, and of late, Jade Magistrates.
To counter these investigations, the Acolytes will often hastily
train "new recruits” to throw to the samurai. Those who survive
are occasionally slaughtered, but occastonally allowed to join
the cell.

The most notable recent member from the Demon's Breath
Acolytes is Shahai, who has become the Dark Daughter of
Fu Leng.

RYVUTARO

[Tuchi Shugenja 8/Bloodspeaker Cultist 9; Tuchi
Shugenja 2/Bloodspeaker 4]
Ryutaro still leads rthe cell, amazingly. He long since aban-
doned his family name and pretense of humanity, and lives in
an underground complex in the eastern reaches of Utaku ter-
ritory, near the Dragon mountains. He is a being of tremen-
dous power, though he values his freedom from Taint far too
much to ever truly use his talents. After all, Ryutaro says, he
has already been corrupted once. He recognizes that the Taint
has changed his mind, and though he does not regret i, the
thought of it happening again terrifies him.

He maintains his life with judicious use of maho, and cecu-
pies his time with the day-to-day concerns of leading a Blood-



speaker cell, e trains his followers, protects the caverns he
lives in, and finds petry things to amuse him.

Ryttaro’s fear of becoming Lost is a common one, though
very rare among such long-lived maho-tsukai. Though he is
aware of Luchiban's return, he has not [locked to the Blood-
speaker founder’s banner, as he is too close to becoming fully
Lost.

It Ryutaro became Lost, he would truly be a force to reckon
with. Until that day, he is nearly harmless, pavalyzed with fear.

THE TRU= SONS OF ISAWA

Since betore the Empire, the Isawa have been the unparalleled
rasters of the mystic {orces 'i'os;‘]n}' l]w}' are .--'hu_;-:u-nja‘. without
reasure, as all the ruly gifted shugenja are, were, or were
trained by rhe Phoenix.

But at the dawn of the world there were only the Isawa, and
tney had not come w0 know Shinsei's Tso nor the harmony of
the elements. The magic that Isawa used was that of blood:
powerful and dangerous. 1t was the magic of blood that geve
the Tribe of Isawa the power to stand up to Shiba’s divine
might. It was the megic of blood that laid the foundations ‘or
much elemental magic,

It was the magic of blood that brought Fu Leng to his knees.

The True Sons of lsawa have histories that the shugenja of
Gisei Toshi chose to forget long ago: the magic of blood was
once the mightiest force in the mortal realm. It was blood that
shaped the Empire and would surely have ushered in an age of
mortal man, had the Kami never {allen.

Isawa was the mightiest wielder of blood magic. bur his
brother Takeshi was almost as powerful. When Isawa became
aThunder ar Shinseis side, Takeshi stayed behind to guard the
tribe. And then, the Sons' histories read, @ wave of darkness
spread across the land. Blood magic became foul, and the con-
sensus of the elders was that Fu Leng’s spite accomplish what
his will could not, and ensure that the magic thar bound him
could never again do so,

Within davs, all but the weakest incantations became hiz
ardous, as they now attracted the foul kansen that had spread
taroughout the world. In desperation, the Tribe, now the
lsawa family of the Phoenix, adopted er masse the elemental
ism of Shinsei. Takeshi rejected this wholeheartedly. “Why
should we throw off the teachings of my brother, and my
father, and my father's father?” he argued. *“We did not kneel 1o
one god. We shall certainly not grovel to another.”

Takeshi maintained his blood magic practices, and it was
his early experimentation that led to the modern fear of maho,
for it was increasingly seen as unclean even before it was
shown to be dangerous. He gathered apprentices, equaly
unwilling 1o accep: the elements and uncaring about the
kansen,

Once, Takeshi's reachings taught how to harness kansen
safely. without lerting them contaminate the caster’s spirit. As
the years went by, even this safe maho became dangerous,
Years before Kuni Nakanu identified the Taint, Isawa Takeshi
had become an example to the Phoenix Clan about the den-
gers of their old ways. The persecutior that Takeshi and his
students faced drove them into hiding. They knew they were
close — very close —— to breaking the curse.

Then the unthinkable oecurred. Takeshi, in an experiment

sands of kansen to him at once. The brother of 1sawa became
Lost in seconds, and he shared his newfound power and
understanding with his students immediately thereafter,
{Most were unwilling, nort that Takeshi cared.)

Takeshis students killed him within days, hoping that by
ritually slaying him they could expunge the Taint from their
bodies, but their attempt failed and they oo became
consumed by the Taint.

Their blood magic became easter, working with the kansen
rather than against them. Takeshi's students became the first
maho-tsukai o stand independent of the Shadowlands. Even
Otomo Jama, the man who would become Tuchiban, spent
several months practicing their methods after studying the
Nakanu serolls.

When luchiban rose to power, the True Sons saw an alliance
with the Floodspeaker as only natural, as they were two of a
kind. Tuchiban, for his parr, had the Sons infiltrated and
co-opted, so the offer of alliance became an offer of fealty and
subjugation. Thus did the True Sons of Isawa become a Blood-
speaker cell.

The Sons still hold tremendous power, and find it easy
{a Witch Hunter would say disturbingly easy') (o recruit from
the lsawa family, though they accepr any Phoenix who wishes
to find true power, Motable recent members include lsawa
Tanayama, the Necromancer of the Clan Wars, and Asako
Kaushen, a minor Bloodspeaker who fought against his
brethren and the Lying Darkress during the 27 Days of Dark-
ness.

ISAWA MICHIKATA

[Isawa Shugenja 4/Bloodspeaker Cultist 10/Sorcerer 1;
Isawa Shugenja 2/Bloodspeaker 3]
Michikata prefers to think of himself not as a Blocdspeaker
though he certainly works for and beside Iuchibins minions
but as one of the inheritors of Isawa’s true power. In this he
is not dissimilar from most of the other True Sons save that he
has genuine disdain for his allies. He ‘rules’ the True Sons,
if only because he is the eldes: member of the cell,

The Bloodspeakers as a whole are, as far as Michikata is
concerned, a childs cult based on a philesophy of rebellion for
its own sake. They have no true goals, preferring mindless
destruction for its own sake. Hatred, Michikarta says, accom:
plishes nothing. Thus, when Bloodspeakers come to him for
assistance in Phoenix lands, Michikata often requires foolish
errands of them simply 1o inconvenience them.

Michikata’s ultimate goal is not the dissolution of the
Empire, nor anything of the sort, He desires a return to the old
days of the Isawa tribe when >lood magic was not controlled
by Fu Leng, and Isawa magic ruled the northeastern lands
without parallel or question or incident. His efforts are
direcred to this end, not Luchiban’s war.

With Iuchiban returned, and the Bloodspeakers more
active than ever, Michikata's treachery is ill-timed. This has
not stopped him from researching Isawa Takeshis methods.
He has not been as successful as he would like, bur he has
created an incantation to remove Taint from individual spells,

which he calls “burning away the darkness" He knows thar if

luchiban were to find out about his spell, he would be
rewarded, but il luchiban found out why he created it, he
would be ia serious trouble.

Michikata would desperately like a trustworthy ally,
though he has yet met none who could play that role.
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IMPORTANT
BLOODS?=AK=
nrcs

IVCHIBAN,
TH= FIRST BLOODSYP=AKE=ER

The Empire of Rokugan has faced innumerable threars in its
thousand years. Internal wars, invasions, supernatural entities
and even dark gods have all attempted to destroy the Empire,
and all have been defeated by the united samurai who defend
it with their lives. Of them, one stands out as the most horri-
[ying, terrible threat ever faced. It was so exceptionally dread-
tul partly because it came so close to succeeding, and partly

because its origin was in something so familiar as petty

human emotion,

Iuchiban. The Bloodspeaker. A name that causes terror in
child and adult alike, even in modern Rokugan. A single man
who seized so much dark pewer and so much influence
among the disenfranchised that he nearly destroyed Rokugan
not once but twice. The enormity of his power fascinates and
confounds shugenja, and bushi simply stare at the blades and
wonder how they could ever have hoped to face such a man.
Hundreds all across Rokugan offer prayers of thanks every
night taat the Bloodspeaker was defeated and has not
returned.

Until now.

The man who would become Luchiban began life as a con-
tented child named Hantei Jama, the Emperor’s second son
Life was not as idyllic as some would imagine for a young
Hantei, as Jama found himself disregarded by other children
for no reason other than that his brother would be Emperor
and he would be nothing. Even as a child, Jama found his
resentment and anger growing.

After his gempukku, he was fostered to the Otomo family
and became Otomo Jama, a reclustve shugenja and scholar
who worked quietly in Otosan Uchi's shrines, While some
believed Jama’s hermit-like lifestyle to reflect piety, in truth
Jama had simply grown disgusted with the company of his
fellow Imperials. He wisaed nothing to do with them,
although he conld feign kindness and courtesy so well thar
none ever suspected the wellspring of rage and hatred he con-
cealed within

Otomo Jama began his descent into darkness in the year
499, when he discovered an ancient cache of scrolls that
included not only a copy of Kuni Nakanu's research into the
Taint, bur a lost and forgotten series of books laft in the city
after the gaijin invasion at White Stag many years before.
With these works, Jama began to create 2 new form of magic.
As his calt began to grow, Jama mastered a particularly dark
and rterrible secret: he removed his own heart and locked it
away, guaranteeing that he could not be killed unless his heart
was found and destroyed. Jama took a new name to
commemerate his new power: luchiban. The Blood Speaker.

With his cult rapidly growing in power and influence,
Iuchiban began to experiment to increase his power. He
ordered his licutenant Asahina Yajinden, a gifted crafter of
mystical items, to creare swords of power that would curse the

samurai he hated. The Bloodswords embodied the opposite of
tenets of bushido, the code that Tuchiban despised. Th-ee
Bloodswords found their mark, and the Lion, Crane, and Crab
Champions all died within two years of receiving them. Only
the Scorpion Champion survived. Unknown to luchiban, the
Scorpion began a quiet investigation into the origin and
nature of these deadly blades.

luchiban’s cult was poised to begin :ts overthrow of Jamas
elder brother, the Emperor of Rokugin. His plan was both
simple and sinister. He and his minions would conduct 3
ritual that would animate the corpses in the Imperial crypts in
Otosan Uchi. This army, which would be protected from
opposition by the Rokugani’s reverence for their ancestors,
could quickly overwhelm the Emperor and his court, killing
luchiban’s brother and holding the Imperial Court hostage o
ensure the Empire would be loyal to their new ruler, the dread
lord Tuchiban.

The dark plot was halted only by circumstance. The cooper-
ation of a Scorpion magistrate and a Lion legionary exposed
Iuchiban’s plan weeks before it came to fruition. Facing an
assault on his mauasoleum headquarters by the Imperial
Legions, Iuchiban was forced 1o proceed with the ritual
incomplete, animating only a fraction of the corpses that
would have risen under the proper circumstances. luchiban
had planned for emergencies, and had a secret escape route
for him and his followers, Unfortunately, Scorpion magistrate
Soshi Takasho, who had discovered his plan, had also discov-
ered his bolt-hole, and was there to capture him for the
Empire.

luchiban was believed gone forever, his undying bedy
imprisoned within a mystical tomb built specifically to con-
tain him, but his soul lived on as a vengeful spirit thanks to the
teaching of his assistant Yajinden. For years, he moved
through the Empire in secret, manipulating his cult and plan-
ning his revenge upon the Hantei and all whe followed him.
Exposed by an ise zumi, Tuchiban was forced to accelerate his
plans. His followers gathered thousands upon thousands of
corpses and massed them near Sleepiag River. Possessing a
new host, luchibar animated the vast army and prepared ro
march against the Empire. Only the combined might ot all the
Great Clans was able to stop him, and only an ise zumi bearing
a special tattoo was able to imprison luchiban’s immortal
spirit, which was then chained and bound deep inside a vast
tomb that was hidden far from the eyes of men.

Recently, Iuchiban was roused from his centuries-long
stupor when one o his greatest acolytes, the Dark Daughter
Shahai, penetrated his tomb alongside a small band of unwit-
ting samurai. Shahai bargained with the Bloodspeaker: she
would release him if he would return Daigotsu to power.
Iuchiban and his reacherous lieutenant Yajinden, whose
spirit was imprisoned within the Tomb alongside him, chese
to accept Shahai’s offer. As soon as he had the advantage, Yajin-
den and luchiban combined their power to overcome Shahai
and coerce her intc releasing them wihout upholding their
end of the bargain. luchiban has gone on to conquer the City
of the Lost and unleash a rain of blood upon the Empire,
corrupting countless individuals.

If the Heartless is not swiftly returned to his Tomb or
destroyed, his lust for carnage and power will know no
bounds.



WCHIBAN, THE FIRST BLOOUS?EMKE

Male human Sorcerer 10/Bloodspeaker Cultist 10: CR 30;
Medium-size humanoid (Shadowlandsy HD 20da (70 hpj
Init +2 (+2 Dex); Spd 305 AC 12 (12 touch, 10 flar-foored );
Atk +3 woundmg katana +15/410 melee (1d10425 8Q Class
skill: Knowledge (maho) (1Tanrtei family bonus), element
focus {maho), sense elements, bleeding the elements, dark
wisdom, Bloodspeaker's deal, Yajinden's first lesson, luchiben's
‘egacy, Yajinden'’s final lesson, blood path, Tuchiban qualities;
Homor 0; AL CE; SV Forr +12, Ret 8, Will +14; Str 15, Dex 15,
Con I8, Int 20, Wis 18, Cha 26; Taint +10; Maximum Void: 2;
Height §{t. 11 in.

IUVCHIBAM QUALITIZES
luchiban possesses s number of uniqueabilities, including the
‘ollowing:
Advanced  Tamt Suppresston:  luchiban  automartically
suppresses any effect that detects or specitically targets Shadow-
ands creatures within 100 feet of himself. He may suppress this
ability at will, or alter it so chat the effeccapplies only to himself.
Possession: As a standard action, luchiban may attempt a gaze
attack that allows him 1o possess any living humanoid crea-
rure within thirty feet. The target must immediately make a
Will save (DC 34) or become possessed by luchiban.
Iuchiban’s former host body immediately dies, The target’s
body becomes luch ban's new host body and the former ocou-
pant’s spirit immediately dies. Iuchiban's physical ability
scores become those of the host body (unless they are lzss

than 15, 1n which case they increase to 15}, The host body
retains any natural abilities and ongoing magica. effects, but
otherwise all its previous abi ities {except for hit points) are
lost and replaced with Tuch:ban's, There is no limit to the
amount o time that Tuchiban may remain in a2 host body.
Tf the initial Will save is successful, Tnchiban remaing in his
previous body and the rarger is immune to this effect for ten
minutes. This is a mind-affecting supernatural effect. Once
Tuchiban possesses a body, the body is considered his own and
he cannot be removed by protechion from ewil, exorcism, or
similar methods. If the host bedy is killed with luchiban
inside, luchiban’s spirit is immediately expelled and returns 1o
his new phyﬁical bod ) that of the Crab samurat Kaiu Kuma,

Blood Mastery: When using his own blood as a material com-
ponent or focus for a spell, luchiban takes no damage and
need make no Coneentration check. If he wishes o use maho
metamagic he must take damage normally.

Damage Reduction 30/+4 applies to any host bedy luchiban
occupies.

Dark Koowledge: All skills are class skills for luchiban.

Gatpon Magie: luchiban may select spells from the sorcerer
spell list as well as from the spell list of whatever class he hap-
pens to be advancing.
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[mmortalily: Tuchiban cannot be killed by any means unless
the Hidden Heart of luchiban is destroyed.

Improved Saves: 1§ Tuchiban successfully saves against any
effect with a “partial” result, the spell does not affect him.
Manifestation: If not possessing a host bedy, Tuchiban can
force his spirit to take intangible form for one hour per day. In
this form, he has the above listed stats for his “spirit form.”

Regeneratton 6: Tuchiban rakes subdual damage from all
attacks. {Though undead are notmally immune o subdual
damage, regular damage inflicted as subdual damage is
inflicted on luchiban normally,) This regeneration does not
affect his hast hody

Spell Resisiance 25, 35 vs, maho effects.

Skills and Feals: Speak Language { Rokugani, High Rokugani,
Mekhem, Onij, Alchemy +28, Concentration +23, Knowledge
(khadi sorcery} +28, Knowledge (maho} +28, Knowledge
{nemuranai) +28, Knowledge (nobility and rovalty) +28,
Knowledge (Shadowlands) +9, Scry +28, Spellcraft +28; Craft
Arms and Armor, Craft Wondrous Item, Perceived Honor
(%2), Forge Ring, Leadership (26}, Versatile { Knowledge
{khadi sorcery}, Knowledge {nobility and royalty)), Void Use,

Spells Per Day: (6/8/8/8/8/7/7/777/6) base DC 28 + spell level,
all spells ave constdered maho; Spells Known: 0 — arcane mark, call
carth, call five, convmine with clements, detect magic, defecl potson,
ghost sound, prestidigitation, vead magie, summon; 1st — bload rile,
comprehend language, deathwaich, ebseuring must, protection from
good, undetectable anra; 2nd — alter self, darkness, desecrate, locale
objeet, mists of fear, summon swarm; 3rd —— animate dead, davk
wings, mflict sevious wounds, speak with dead, vampiric touch; 4th

wreane cye, heart ripper, pawn, vise again, wall of bones; sth —
cloudhall, contact other plane, gift of the kansen, maguc jar, mght-
sare; 6th — create undead, dark favers, sinful dreams, sunmon
grealer kansen; 7th - acid Jog, blasphenry, blood of the ages, teleport
without evvors 8th — oreate greater undend, greater planar binding,
symbal, ivap the soul; 9th — mmergy dram, *Rase, Tunt!” sou! bind,
wail of the banshee,

Possesstons: None. Tuchiban has occasionally been known to
use the Ruby of luchiban or other powerful maho items that
bear his name, but generally does not rely upon items. His
own natural power is usually sufficient.

IUCHIBAN, THE FIRST BLOODSPEAKER

Earth: 6

Water: 3

Fire: 4
Intelligence: 6

Air: 6

Void: 4

Shadowlands Taint: 8

School/Rank: luchiban’s gaijin magic makes him the
equivalent of a Rank 8 lsawa Shugenja with Earth Affinity.

Honor: 2.9

Glory: 0.0 (9.1 when alive)

Advantages: Cadence, Hantei Blood, Heart of Vengeance
{Dragon Clan, Imperial Families, Scorpion Clan}, Heartless,
Leadership, Perceived Honor {2 ranks)

Disadvantages: Bad Reputation (Iuchiban), Benten’s Curse,
Dark Fate, Jealousy (elder brother!, Overconfident, Spoiled

Spells: luchiban has all known maho spe.ls as Innate
Abilities, plus any number of other non-maho gaijin spells
that resemble the spells in the Player's Guide, The full limit
of his magical knowledge 1s difficult to imagine, and is
ultimately left to the GM's discretion.

Skills: Courtier 1, Etiquette 2, ]'leraidry 5, Lore (gayin
sorcery) 8, Lore (maho) 10, Lore (Shadowlands) 4,
Meditation 7, h‘prilt‘ raft 9, Tanto 6, Torture 7.

Special Abilities; luchiban possesses a number of unigue
abilities.

Advaneed Suppresston:  luchiban automatically
suppresses any etfect that detects or specifically targets
Shadowlands creatures within 100 teet of himsell. He may
suppress this ability at wall, or alter it so that the effect
applies only ro himself,

Passesston: Luchiban may attempt 1o possess any living
humanoid creature within thirry feet by locking gares with
them. The target must make an opposed Willpower roll or
become possessed by Tuchiban. luchibans former host bedy
immediately dies. The target’s body becomes Tuchiban’s
new host body and the former occupant’s spirit immediately
dies. luchiban’s physical Traits temperarily become those of
the host body if they are greater than his own. The host
body retains any natural abilities and ongoing magioal
effects, but otherwise all its previous abilities {including
Wounds) are lost and replaced with luchiban’s. There is no
limit to the amount of time that lucaiban may remain in a
host body. If the target's initial Willpower roll 1s successful,
Luchiban remains in his previous body and the targei is
immune to this effect for ten minures. Once luchiban pos
sesses a body, the body is considered his own and he cannot
be removed by exercism or similar merhods.

Blood Mastery: When casting maho using his own blood,
luchiban takes no Wounds unless he makes Raises (not
including Free Raises), luchiban gains two Free Raises
when casting maho (not counting Raises for Innate Ahilities),

Cavapare! 6.

tmproved Magee Resistance: The TNs of all maho spells tar
geting luchiban are increased by 10 unless he is a willing
target.

Immortality: Tuchiban cannot be killed by any means unless
the Hidden Hearr of Iuchiban 1s destroyed. Should his body
be destroyed, he regenerates in an invisible, 111L't.:rpn.1n‘:a'1
state one to four months later. In this form, he can neither
artack nor use magic. The only ability he may use is his Pos
session ability.

Manifestation: If not possessing a host body, Iuchiban can
force his spirit to take tangible form for one hour per day, In
this form, he has the listed stats,

Regeneration: Tuchiban heals a die of Wounds every round,
even if he is injured beyond the Dead level.

Tant

ASAHINA YATINDER,
BLOODS?PEZAKER MASTER
CRAFTSRAAN

Asahina Yajinden’s beginnings were very simple. He was a
Crane and lived most of his early life with no signs that he was
any different from the dozens of young men and women wao
began schooling in the Asahina arts alongside him. In short
order, however, the elder Asahina noticed Yajinden’s incredible
gift for artifice. The young man mastered the ancient art of
Tsangusuri in mere weeks, and was creating new and impres-
sive fetishes long before his gempukku. Yajinden was heralded
as one of the finest shugenja of his family, and grear things were
expected.

He quickly grew bored. There was no challenge in the arts
his family practiced, and he grew wea-y of their looking to
him for grand new feats of magic. It was only a few vears after



bis gempuldku that he began to vearn for excitement. Finally,
ke used his gilts 1o pain the favor of several important mem-
bers of the Crane leadership and arranged a position in the
courts at Orosan Uchi. Surely the largest city in the Empire
would hold somethiag of interest for an intelligent and engag-
ing young man,

Yajinden was in Otosan Uchi less than a month belore
meeting the charismatic Oromo Jama His [w-rqm*uﬂiry was
cuiet, but magnetic, and Yajinden was drawn to him. Over
time, Jama began ro share some of his theories of magic with
the young shugenja Yajinden, intrigued, became Jama's confi-
cant. Even when their experimenrs turned dark and sinister,
Yajinden did not break away, At last he had found something
that interested him.

It was not until alter Yajinden had forged the Bloodswords
for his master that their machinations were exposed. The
pair’s plans for the capital might have gene undetected if not
tor the interference of a pair of magistrazes. Unfortunarely, the
Scorpion magistrate Soshi Takasho was far more cunning than
Jama, now called Tuchiban, and arranged for both luchiban
and Yajinden to be captured by the Legions.

The Crane, furious, devised a punishment to match the
enormity of Yajinden's crimes, Rather than allow his black
knowledge 1o continue to be a threat the pacifist Asahina
erased his memories, leaving him a simpleton. Satistied. the
Asahina left Yajinden’s shattered husk to tend the gardens in
the Lmperial Ciry.

But Yajinden had iriumphed. He had mastered a new art: he
could transfer his spirit into others' bodies. He switched his
mind with that ef an Imperial guard just seconds before his
rind was erased, leaving the guard a simpleton and him dead
to the Empire. He hid in his new idenity for a while before
leaving the body o explore others. He spent decades wander-
ing the Empire 1n a variety of bodies until, at long last, his
master returned through the same technique. Together, they
shook the foundations of Rokugan at the Batile of Sleeping
kiver. In the end, they were defeated, bur Yajinden escaped
kis master’s imprisonment.

After centuries working for luchiban, Yajinden had come 1o
hate him. luchiban had grand theories, but it was Yajinden
who had forged the Bloodswords, and it was Yajfinden who
mastered the art of spirit travel, He was the true master of the
Bloodspeakers, not Iuchiban. Full of arger, he devised a plot
to drain his master’s imprisoned spirit of its power, making
him the one true master of the dark arts he had always
dreamed of being.

Yajinden's plot nearly suceeeded Possessing a Kuni witch-
hunter, he opened luchiban's tomb and made his way 1o the
ianermost chambers. There, he used an arifact of his own
devising to summon luchibans captive spirit and began to
absorb its power. The timely intervention of a group of samu-

rai halted his plan, and 1t was Yajinden who found himself

absorbed by the ravenous spirit of Tuchiban.

I'or decades he existed as nothing more than a shadew
within the more powerful Bloodspeaker's spinit, He was freed
onky by sheer coincidence: when Shahai, the Dark Daughter
of Fu Leng, came to steal the power of Lichiban, Yajinden saw
an opportunity, He offered his capror a propesition: The (wo
would together overpower her, and escape. Assistance and
fealty for his freedom, Yajinden realized, was a fair trade.

Fealty is only as reliable as the honor of the man who swears
ir.

ASAHIA YATINDEN

Male human Crane Shu1d/Bloodspeaker Cultist 10:
CR 22, Medium-size humznoid (human}; HD 20de+20
thp 90); Lnit +6: Spd 30 fro AC 12 (touch 12, flar-footed 107
Atk +2 wounding wakizashr +13/48 melee (1de+3% SQ Class
skill - Knowledge (Shintao) (family bonus), Sense Elements
Element Focus (Air), Bleeding the Elements, Durk Wisdom,
Bloodspeaker's Deal, Yajinden's First Lesson, Iuchiban's
Legacy, Yajinder's Final Lesson, Blood Path, Yajinden Quali-
ties; Honor 0 (13 AL NE; SV Fort +7, Rel +8, Will +15; Str 12,
Dex 14, Con 12, Int 17, Wis 13, Cha 20, Maximum Void Points
2, Taint +9" Heyght § . 8 in,

Skills and Feals: Speak Langrage { Rokugani, High Rolugani,
Kami), Alchemy +16, Bluff +17, Concentrate +24, Diplomacy
+29, Disguise +15, Heal +23, Intimidate +23, Knowledge (Ele-
ments) +9, Knowledge (Shadowlands) +26, Knowledge (Shin-

taw) +11, Spelleraft +26, Bleeding the Elements Blessing of

Air, Craft Magical Arms and Armor, Improved Initiative,
Maho Focus, Perceived Honor, Taint Repression, Void Use

Spells Known (6/8/7/7/7/7/6/6/6, buse DC 15 + spell level, DC
17 + spell level for atr and wmakio): 0 — call frve, daze, deted] mag,
flave, flash of insight, flight of doves, gathevimg swirl ghost seund,
guidance, yead magie; Lst — cause fear, change self, cbbing strength,
expediltous retreal, stlent mage, sleep; 2nd — cure moderate
woitnds, detect thoughts, gurdance of the wind, inflicl modervate

wounds, summon swarm, winter's fouch; 3rd — davk wings, ciirse of

weakness, false tongue, gaipn flames, mvsinlity; 461 — Jire and
blood, heart vipper, phantasmal killey, vise agam, tant sivike;
sth— gift of the kansen, mghtmare, prevcrng the soul, symbol of am,
unhallow; ath —— blade barvier, create wndead, davk favors, hurny;
7th — acud fog, havvest of death, summon oni, temb of earth;
8th —— antipathy, cveate greater undead, tamted aurva, trap the soul;
oth —— energy drain, implosion, soul i, wend.

YAJINDEN QUALITIES

Yajinden possesses a number of unique abilities.

Advanced Tain! Suppresson: Yajinden automatically
suppresses any effect which detects or specifically targets
Shadowlands creatures within 100 feet of himsell. He may
suppress this ability at will, or alier it so that the effect applies
only to hirself.

Supresme Artimancy: Yajinden needs no feats 1o create any
magical item. All creation costs for him are reduced by 10%
and the benefits [rom the Yaj:ndens First Lesson class ability
are doubled (thus potentially reducing an item'’s cost by 60%.

Possession: Yajinden may attempt to possess any living
humanoid creature within thirty feet by locking gazes with
them. The target must make an opposed Willpower roll or
become possessed by Yajinden. Yajinden's former host body
immediately dies. The target's body becomes Yajinden's new
host body and the former occupant’s spirit immediately dies.
Yajinden's ph ysical Traits temporarily become those of the
host body if they are greater than his own. The host body
retains any natural abilities and ongoing magica' effects, but
otherwise all its previous abilities {including hi: points) are
lost and replaced with Yajinden's. There is no limit to the
amount of time that Yajinden may remain ina host body: 1f the
target’s initial Willpower roll is successful, Yajinden remains
in his previous body and the terget is immune to this effect for
ten minutes. Once Yajinden possesses a body, the body is con-
sidered his own and he cannot be removed by protection from
evtl, exorcism, or similar metaods. Yajinden's cusrent host is
the body of the ascetic cartographer Asako Misao (see Secyefs of
the Phoemx™ pages 36-37),
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ASAHIA YATINDEN

Earth: ¢
Willpower: 7

Water: 4

Fire: 5

Air: 6

Void: 3

Shadowlands Taint: 9.4

School/Rank: Asahina Shugenja §

Honor: 1.9(2.9)

Glory: 0.0 {7.6 when alive)

Advantages: Allies {Bloodspeakers), Cadence,
Perceived Honor (1 rank}, Way of the
Land (Crane, Imperial)

Disadvantages: Bad Reputation
{Yajinden), Dark Fate, Jealousy
{Iuchiban’, Obligation {Iuchiban
and the Bloodspeakers)

Spells: Yajinden knows all maho
spells and possesses many as
Innate Abilities. He also has
access to many elementa. spells,
and while his Affinity is for Air,
he has overcome his Deficien-
cies and can cast Earth spells
with no penalty. The full imit
of his magical knowledge is
left to the GM's discretion.

Skills: Courtier 5, Etiquette 4,
Heraldry 5, Lore (maho) 8,

Lore (nemuranai) 8,
Lore (Shadowlands) 4,
Meditation 6,
Spellcraft 7, Tanto 6,
Tsangusuri 7,
Weaponsmithing 8.

Special Abilities: Yajinden
possesses a number of unique
abilites.

Advanced Taint Suppression: Yajinden
automatically suppresses any
effect which detects or specifically
targets Shadowlands creatures
within 100 feet of himself. He may
suppress this ability at wil| or alter it so
that the effect applies orly 1o himself.

Possession: Yajinden may attempt 1o possess
any living humanoid creature within
thirty feet by locking gazes with them.
The targer must make an oppose
Willpower roll or become possessed by
Yajinden. Ya_jinden's former host hody immediately dies
The target's body becomes Yajinden’s new host body and
the former occupant’s spirit is permanently forced into
Yajinden’s previcus body. Yajinden's physical Traits tem
porarily become those of the host body if they are greater
than his own. The host Fody retains any natural abilities
and ongoing magical effects, but otherwise all its previous
abilities (including Wounds) are lost and replaced with
Yajinden's. There is no limit to the amount of time that
Yajinden may remain in a host body. If the target’s initial
Willpower rell is successful, Yajinden remains in his
previous body and the target is immune to this effecr for
ten minutes. Once Yajinden possesses a body, the body is

considered his own and he cannot be removed by exorcism
or similar methods. Yajinden's current host is the body ot
the ascetic cartographer Asako Misao (see Secrets of the
Pheenix™ pages 3é=37),

TRRA SURY,
WWCHIBANR'S LIZUTENMANT

The man who would be Jama Suru was born into a miror
vassal family of the Shiba as Iga Suru. His parents were
ji-samurai, as were their parents before them. Suru’s father
was the daimyo of the tiny family, and Suru was
destined to be leader too, His life was circumscribed
by subservience to his betters, and — if he was
truly fortunate — a loveless marriage for politizal
ends

Suru was a sullen boy, and made his
feelings known at every possible opportu-

nity. He kicked peasants he passed in the
streets, seeing them as a reminder of
his inferiority to other samurat, and he
insulted anyone who got in his way. His
tender age, his parents, goodwill, and
his rank (low as it felt, he was siill
above the local militia) were
the only things that kept him
alive. Even this depressed

Surw. If he couldn't be of any

importance, and certainly

the daimyo of a very small
vassal family was of no
importance, he didn't want to
live. His parents lamented his
behavior but could not change it.
Suru'’s outbursts became more and
more frequent. When he was six-
teen, he heard that the younger
son of the Emperor was going to
be passing through his village, and
his parents would be waiting on him,
taking care of his every need. Suru for-
mulated a plan: he would speak to the
Emperor's son. This boy, nearly the same
age as Surtl, was the rezson he and his family
lived among the peasants, barely wealthier than
the farmers they ruled. This boy was the cause of all
Suru’s frustrations, and he would speak his mind to
him. That he would probably be cut down for his words
didn't bother him: after all, life was hardly worth living
already.

Otomo Jama came through the village on the way to Shiro
Shiba, and Suru watched him be greeted by his parents. Min-
utes went by, and Suru's rage and frustration built quickly. He
uppluu(_ht'.d ihe ]mpm'iu[ relinue (consisting ol mt'.wly
Otomo Jama and a single yojimbo, as Jama was the second son
and quite out of favor by his father}, waving to and greeting
his parents as if nothing was at all was amiss, He bowed to his
parents, and turnec to the Hantei as if to kneel. Instead, Scru
leaped out at the Hantei boy. Screaming at the rop of his
lungs, Suru tackled him before the yojimbo had a chance
to react.

Coincidentally, 2 group of bandits had planned to kidnap
the Imperial child. When they came through seconds later,
finding a samurai couple, two mud-caked boys wrestling and
a single yojimbo who rurned to face them, they cut the three



samurai down befoze they had any chance to even draw their
weapons. The bandits, blood still dripping from their blades,
asked Suru where the Flanrei boy was, but Jama could say
nothing and Suru sammered that he did not know. The ban-
dits could not identify Jama themselves, as he was covered in
mud and was not readily identifiable as anyone significant.
The bandits rode on, searching tor the boy, leaving the wo
teenage boys alive.

Suru took his hands back {rom around Jama's neck and
looked at his parents. Jama could not help but stare at the dead
bodies. When the two boys found the'r voices, Jama ordered
Suru to take him to nearby Shiro Shiba. Suru, dumbstruck,
complied.

When they arrived, Jama thanked Sury, and offered a boon
for saving his life. Jima granted Suru his name, if Suru would
pledge his loyalty and serve him. Suru, never one 1o back away
from an opportunity, took the name Jema Suru. Even in this,
befriending the son of the Emperor, Suru found the entire
world acting against him, as the Emperor berated Jama and
perpetually threatened to execute Surn over petty
guarrels.

Years passed, and the two became genuine, if not close,
friends. The Emperor died, and Otomo Jama's brother took the
throne. As tradition held, Tama rook the Otomo name and a
lesser position in the courts. No longer was he the Emperor's
son and second in tae line of succession, he was the Emperor's
brother, and long since out of faver.

Jamma, in his birterness, confided in his one friend his anger
that for him there was no ascension. Nothing more could be
gained. Suru grinned and reminded him that once he too had
thought that way.

A solution came in the form of a tmid newcomer to the
Imperial City named Asahina Yajinden. Suru never rrusted
him, but Jama saw potential. Already involved in maho
research after his discovery of the Nakanu scrolls, Qtomo
Jama approached Yajinden, developing first a rapport, and
eventually an alliance. Suru was ever wary, as he did not trust
or like Yajinden. Even after the three men journeyed into
gaijin lands to learn the secrets of khadi magic and were the
only three members of the Imperial retinue to survive, Suru
never fully trusted Yajinden.

When Yajinden and Jama began their maho development
in earnest, Suru attempted to join them. Afrer all, he was loyal
to Jama and wished to assist, aware zll the time that maho
could benefit him zs much as the two samurai.

Suru had no aptitude for it. Much to the dismay of the two
maho-tsukai, Suru could not attract the attention of even a
minor kansen. Unperturbed, Jama and Yajinden hit upon a
solurion, one that would become Bloodspeaker tradition: the
crafting of an ally the same as any other tool. Yajinden found a
way for the kansen to imprint into Suru’s spirit the same mag-
ical aptitude he carried, and thus Suru became in an instant a
mighty shugenja and maho-tsukai. The imprinting was not
complete, as Suru rever grasped the more advanced concepts,
but it was deep enough to change Surt’s character forever; No
more was he the wry loyal servant of Otomo Jama: now Jama
Suru, the general of Iuchiban, was a dark and hate-filled man.

Since Tuchiban’s first appearance, there has always been a
man named Jama Suru. However, it has not always been the
same person. Every time luchiban returns, he calls upon a
Bloodspeaker to become the new Jama Suru. This person is
then granted the powers of the original Suru, and as time goes
on becomes more and more like the original Suru in behavior
and character. The current Jama Suru is an oddity, for he pro-

nounced himself Jama Suru long before luchiban escaped his
Toemb. Suru claims he was grented his powers by the Oracle of
Blood, and as luchiban does not contest his claims no other
has argued with him,

JTRRA SURV

Male human Shuto/Bloedspeaker Cultist 10: CR 20
Medium-size humanoid (human}; HD 20dé+20 (hp 9uj;
Init +2; Spd 30 ft.; AC 12 (rouch 12, flat-footed 10); Atk +4
wrgucht +17/412 melee (1d4+7 crit. 19-20/x2); SQ Sense
Elements, Element Focus (Air}, Bleeding the Elements, Dark
Wisdom Bloodspeaker's Deal, Yajinden's First Lesson,
Iuchiban’s Legacy, Yajinden's Final Lesson, Blood Path, Surn
Qualities; Honor 0; AL NE; SV Fort +9, Ref +8, Will +17
Str 16, Dex 15, Con 16, Int 16, Wis 17, Cha 22, Maximum Void
Points 5; Taint +9% Height § fr. 7 in.

Skills and Feats: Speak Language (Rokugani, High Rokugani,
Kami), Battle +30, Bluff +16, Concentrate +13, Diplomacy +23,
Heal +16, Intimidate +18 Knowledge (Elements) +15,
Knowledge (Shadowlands) +26, Knowledge (Shintaoj +12,
Knowledge {War) +8, Move Silently +12, Sense Motive +26,
Spellcraft +26, Bleeding the Elements, Depths of the Void,
Leadership, Maho Focus, Taint Repression (x2), Versatile
(Battle, Sense Motive), Void Use.

Spells Known {6/8/7/7/7/7/6/6/6; base DC 15 + spell level,
DC 17 + spell level for air and maho}: 0 — call fire, daze, detect
magre, flace, flash of insight, light of doves, gathermg swivl, ghost
sownd, gurdance, read magie; 13t — cause feay, change self. ebbing
strenglh, expeditious vetveat, silenl 1mage, sleep; 2nd — cure moder-
ale wounas, detect thoughts, guidance of the wind, inflict madevaie
wounds, suntman swarn, winter's touch; 3rd — dark wmgs, curse of
weakness, false tongue, garpin flames, msiblity; 4th —— fire and
bload, heart ripper, phantasmal killer, rise agair, lamnt slrike;
sth — gift of the kansen, nightmare, prercing the soul, symbel of aiy,
unhallow; 6th — blade bayrier, create wnilead, dark favors, harm;
7th — acid fog, harvest of death, summon ont, tomb of earth:
8th — antipathy, creale grealer undead, tamlbed aura, trap the soul;
oth — energy drain, implosion, soul brnd, weird,

SURV QUALITIES

Suru possesses a number of unique abilities.

Taint Adaptation: Suru never mastered the ability that both
Yajinden and Iuchiban share: to suppress Taint indefinitely by
sheer force of will. He can, however, spent five minutes medi-
tating to suppress his Taint entirely for two houts.

Spell-like abulities: Suru has the following spell-like abilities.
Their save DC is 17 + spell .evel. 1/day: hate’s heart, obsidian
armor; 3/day: darkness, tainf sirike,

JTAMA SURrY

Earth: 5
Stamina: 7

Water: §

Fire: 5
Agility: 6

Aidr: 5
Reflexes: 6

Void: 4

Shadowlands Taint: 9.1

School/Rank: Cult of the Blood-Red Meon 5 1see Way of the
Shugerja™ page 91) / Bleeding the Elements / Asahina
Shugenja 2

Honor: (L0

Glory: 0.0
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Advantages: Allies (Bloodspeakers), Heartless, Leadership

Disadvantages: Bad Repuration (Suru). Dark Fate, Jealousv
{Tuchiban), Obligation (Iuchiban and the Bloodspeakers)

Spells: Suru knows all maho spells and possesses many as
Innate Abilities. He also has access to many elemental
spells, and while his Affinities are for Maho and Air, he has
overcome his Deficiencies and can cast Water and Earth
spells with no penalty. The full limir of his magical knowl
edge are left to the GM's discretion.

Skills: Astrology 4, Bartle 7, Etiquette 4, Heraldry 5, History &,
Lore {(Maho) & Lore (Shadowlands) 7, Meditation .
Sincenity 6, Spelleralt 7, Stealth 5, Tanto 6, Tormure 4

Special Abilities: Jama Suru possesses the following unique
abiliey.

Taint Adapiation: Suru never mastered the ability that both
Yajinden and Iuchiban share: to suppress Taint indefinitely
by sheer force of will. He can, however, spent five minutes
meditating to suppress his Taint enrirely for two hours.

RINIONS OF THE
BLOODSPEAKERS

TH= B=AVUTY OF D=ATH

The average Crane Clan samurai knows little about the Shad-
owlands Taint. He believes that the Shadowlands and its ser-
vants are far away from his lands, contained by the Crab and
their Wall. This lax attitude has allowed a very dangerous
Bloodspeaker cell to flourish in Shiro sano Kakita.

Asahina Touji was considered a prodigy by his Asahina
sensei; the air kami seemed to follow his will faster than they
would for anyone else. His magic talismans performed better
than all expectations, and many shugenja of the school began
to proclaim Touji as the successor-to-be of the Master of the
Asahina School.

When Touji turned seventeen, however, his supporters
were appalled at the catastrophe that occurred. Touji's talis-
mans no longer functioned, and none of the kami would
respond to his spells. None of the shugenja at the school could
explain the disaster, and the kami near the school refused to
explain. Before experts (including Kuni tsukai-sagasu) could
investigate the matter, news of the deaths of Touji’s parents
reached the school and the young man disappeared. A year
later, Touji entered the Kakita Artisan School as 'Doji Adoka!

The voice of Asahina Yajinden had always called to Adoka,
and a few months before his ‘catastrophe, it led him to a secret
alcove in the Asahina School. There Adoka found hundreds of
maho scrolls, scrolls that Yajinden himself had hidden, Adoka
read through the scrolls, unable to resist the temptation of
vast knowledge and power. The spell Dancing with Demons
caught his eye, and the voice inside of him whispered, “What
biiss it would be to destyoy the Crane Clan with dancing!” Ten years
later, Adoka had become the founder of the Graceful Crane
Dejo and the leader of the Beauty of Death cell.

The Beauty of Death cell currently has ten members. All of
the maho-tsukai have been extensively trained in the art of
dance and music. Most of the cultists work as sensei in the
Graceful Crane Dojo, except for a few whose Taint symptoms
have progressed too far to mingle in public. The dojo handles
a few dozen students per year. The dojo is genuine and all of
the students leave the dojo more skilled than when they had

entered. However, some of the more eager, less skillful stu-
dents leave the dojo with unnatural beauty and an unhealthy
dose of the Shadowlands Taint,

KAKITR RUKAWR

(Shugenja 4/Artisan 1/Bloodspeaker Cultist 6; Kakita
Artisan 1/Bloodspeaker 3)
The current head of the Beauty of Death cell is the handsome
and charismatic Kakita Rukawa. He was once ugly and inept,
and was mocked by the rest of the students, He eagerly took
the powers and beauty Doji Adoka offered him and never
looked back at the life he left behind. Rukawa gladly helped
Doji Adoka in all that he did; he helped Adoka find a suitable
dojo. and he helped recruit the other maho-rsukai for the cell.
When Doji Adoka could not hide his Taint any longer,
Rukawa covered for his cell while Adoka ran. He made sure 1o
erase all connections between the Graceful Crane Dojo and
Doji Adoka, and replaced Adoka as head sensei of the school.
Rukawsa is not and has never been a good shugenja, but he
can cast Dancing with Demons better than evervone else in
the cell. He uses maho rarely, casting it occasionally to keep
respect in the eves of the other Bloodspeakers. He is not as
dedicated to the Bloodspeakers as he should be; all he cares
about is his beauty and power. He has acknowledged
luchiban’s power and plans to follow his route ro glory. ..
someday. For now, Rukawa is much too comfortable in his
position to change anything,

TH= WORKERS OF FL=ESH

The Twilight Mountains are a major feature of the Crab lands,
going through the Hida, Kaiu, and Toritaka provinces. There
are few settlements, and those settlements are small and
sparsely populated. Toritaka phantom hunters patrol the area
at all times, looking for signs of rrouble. The First Oni died
there, but the Crab samurai have found no traces of Taint in
the mountains,



The Workers of Flesh cell has quietly avoided discovery
from those patrols for nearly fifteen years. The cultists of the
Workers of Flesh cell are very parancid of detection (even
more so than normal Bloodspeakers) because of their location
in the middle of the Crab lands. Becaus: they are prudent and
keep cultist acrivity to a minimum, no one suspects any
wrongdoing in the Twilight Mountains,

The Workers of Flesh cult was created by the infamous
maho-tsukai Mohai a few years after the end of the War of
Spirits. Mohai narrowly escaped the Jade Champion Kuni
Utagu and his wife, Kuni Tansho, by cutting his connections
with his Bloodspeaker cell. He reached the Twilight Moun-
tains as quickly as he could and disappeared into them. He was
disappointed at the lack of corruption where the First Oni
spilled its blood, and at losing many maho scrolls to the Jade
Champion in his haste to flee justice.

Eventually, Mohai set out to create a new base of operations
in the mountains. After a month of traveling, he selected Tea
Village and went to work. Mohai seduced the first villager
very quickly and easily. Eta are not treated as badly in the Crab
lands as elsewhere, but they are still treated as eta. Many were
eager for power over those who oppressed them all their lives,
Mohai shared his scrolls with them, and they took the lessons
of power to heart. In a year, the cult grew to twenty eta.

Mohai left soon after following his cwn goals, and the first
villager he recruited — an eta called Tanner — took over as
the head of the cult. He was more ambitious than cauticus,
and decided to go work at Kyuden Hida. At Kyuden Hida, he
sroposed, he would be able ro gain access to maho scrolls and
Tainted items that the Hida confiscate from rthose that
attacked them. The rest of his cult was dubious, so he left the
village with only one other cultist.

It was an error that nearly destroyed the cult. He was caught
:mmediately, and executed along with his follower, Two Kuni
sukat-sagasu scoured Tea Village for more cultists. A quick-
thinking eta named Shovel let their mest disposable and most
Tainted cultists flaunt their Taint in front of them. The Witch
Hunters quickly executed the six in front of the whele village,
and [ligured that the grisly deaths of the maho-tsukai would
discourage any more would-be Bloodspeakers. The Witch
Hunters have never again focused on Tea Village, which suits
the quiet eta of the Workers of Flesh just fine.

SHOVE=EL

{Expert 4/Bloodspeaker Cultist 2; Bloodspeaker 2)
Shovel is an eta who buries the dead animals of Tea Village. He
is old and weary of serving his samurai superiors. His new lite
as the cell leader suits him; the other cultists finally give him
the respect he deserves. Also, the majority of the cell's maho
scrolls lie in the tuanels underneath his hut, and the knowl-
edge of such power nearby emboldens him. As the cell leader,
he leaves Tea Village to find out more spells and information
for his cell; Shovel enjoys those trips out of the austere village
as much as leading the cell itself.

Shovel has learned that the ancient Bloodspeaker leader
named Iuchiban has risen from the dead, but the thought does
not thrill him. He is afraid to show the cell to Iuchiban; after
all, the first Bloodspeaker is yet another samurai who would
see him as just another eta. He fears the day luchiban turns his
eves on Shovel's small eell, and fervently hopes that it will
never come.

BLOODSP=RAK=
M=CHATNICS

ANCESTORS
(YORAD

KITSVU GONGSVN

For the Kitsu, the reign of Kitsu Okura was a shametul time.
No other family has fallen sc far so fast, and yet managed to
persist, Gongsun was tempted to darkness as a young boy, as
he feared he would be unable to match his brother'’s prowess.
Huiyuan, Gongsun's younger brother, was a brilliant military
mind, and highly praised by a'l the generals of the Lion armies
he served in. Gongsun, on the other hand, was never as physi-
cally or mentally gifted, nor was his connection to the ances-
tors, so highl}' p:':iisf.'d among the Kitsu.

Gongsun, unable to remain forever in Huiyuan's shadow,
turned dexper into the darkress. There, he found power and
allies. Kitsu Qkura granted him leadership of part of the
Tainted Kitsu, and Jama Suru included him in the scheme that
eventually slew Ryoshun, the Tenth Kami.

Despite his power, Gongsun was eventually slain by his
little brother, though his hateful spirit lives on.

STAND TALL

IN TH=E SHADOW
ISHADOWLANDS/LION ANCESTOR FEAT
KITSU GONGSUNI

Gongsun shares his powers of darkness with you

Clan: Lion or any Tainted characrer

Benetit: You may apply hzlf your Taint modifier as a pro-
fane bonus to all attack and damage rolls, a number of times
equal to your Taint medifier each day. You begin play with two
points of Taint.

TSV GONGSVN

(4 POINTS)
Gongsun's strengrh has passed on to you. You gain a number
of unkept dice on all Strength rolls {including damage rolls)
equal to hall your Taint Rank, rounded down. You begin play
with rwo points of Taint,

ISARWURA TRAK=SHI

Isawa Takeshi was Isawa's younger brother, though the two
were not close. They fought constantly growing up, and
Takeshi always ended up as the loser in their fraternal dis-
putes,

When Isawa left to join the Seven Thunders, Takeshi
mocked him, saying that the alliance with the Kami Shiba was
not worth Isawak life. When blood magic became corrupted,
as a result of the battle with Fu Leng, Takeshi became infuri-
ated, but focused. He refused o give in to the corruption of Fu
Leng, anc spent the rest of his life researching a way to free
himself and his magical heritage from the Taint.
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An experiment gone wrong on the eve of his success led to
his doom (see above), and Takeshi became Lost, his loyalties
shifting from the Isawa to the Shadowlands. As a yokai, he
watches over his children, ensuring that enusuring that they
are guided toward the same dark magics that consumed him.

?=ACZ WITH THE=
DARKNESS
[SHADOWLANDS/PHOSNIX ANCESTOR
FEAT ISAWA TAKZSHII

You have inherited Takeshi's ability to avoid the Taint

Clan: Phoenix or any Tainted character

Prerequisite: Shugenja level 1

Benefit: You gain a maximum of two points of Taint per
maho spell you cast. These points of Taint cannot be further
reduced, but it can be eliminated later. You may learn maho
spells as if they were not maho, but simply of another (non-
opposed) element. You begin play with two points of Taint.

ISARWR TRAKZ=ESHI
(5 POINTS)

You gain a maximum of two ponts of Taint per maho spell you
cast. These points of Taint cannot be further reduced, but it can
be eliminated later. You begin play with two points of Taint.

DOJ1 HIROFUMI

Hirofumi was a contemporary of Otomo Jama, one of the most
prominent Crane courtiers of his day.

Once, when Jama's brother fell deathly ill, Hirofumi began
to befriend Jama, hoping that Jama would be the new
Emperor and Hirofumi and he and the Crane would benefit
from their friendship. After several days went by, and Jama
had warmed up to Hirofumi, Jama's brother made a full and
miraculous recovery.

Hirofumi left Jama's side instantly to return to the heit’s
presence. Passing it off as “consoling Jama,” Hirofumi did not
even suffer disfavor from his blatant political ploy.

Jama went to Hirofumi and asked him, “Why did you aban-
don me? I thought we were friends."

“I thought you were going to be Emperor,” said the other boy.

This was not forgotten, even years later when both boys had
grown up. When Iuchiban’s armies attacked QOtosan-Uchi,
luchiban himself came ro Hirofumi. Terrified, the courtier
promised anything to luchiban, as long as he premised not to
harm Hirofumi. [uchiban, with a wicked grin, infused the
courtier with a sighificant amount of Taint, then slit his throat.

Hirofumi awoke in Jigoku, and has suffered eternities of
torture in the centuries since. He has been forced to grant his
blessing to Tainted Crane and others as directed, and he sees

TABLE 5-1: MAHO AND THE TAINT

Maho Level Taint Points Gained
1 i
2 1
3 1
4 1
5 i
6 2
7 3
8 3
9 4

Taint Points Risked

what the Bloodspeakers have done to the Empire with his
help. At this, he weeps. He is not allowed to become Lost,
for it would end his suffering if he began to like what was
happening, He is simply a vessel for pain and suffering,

Luchiban, for his part, forgot about Hirofumi three hundred
years ago.

DARK TONGU=
ISHADOWLANDS/CRANE
DOT1 HIROFURUI

You have Hirofumi’s social abilities.

Clan: Crane or any Tainted character

Benefit: You gain a +2 profane bonus to your Charisma. You
begin play with 2 points of Taint,

DOJ1 HIROFVA
(8 POINTS)

You gain +1 Awareness and +1 to your Courtier skill. You
begin with a rank of Taint.

ALT=ERNAT=
MAHO RVLE=ES

Ortental Adventures presents rules that do not strictly represent
Rokugani maho. The alternate rules here more precisely
depict the strain of calling on Fu Leng and Jigoku.

When a character casts a maho spell, he automatically gains
Taint and risks gaining more Taint according to Table s—1:
Maho and the Taint. An unskilled maho-tsukai can easily
become Lost after a few days of maho use. Those who have
prospered with the power of the Dark Lord — even those Lost
to the Shadowlands — have all found methods of protecting
themselves from the Taint's psychological and physical havoc.

The now-defunct Scorpion organization called the Shad-
owed Tower (see Secrets of the Scorpron™ pages 90--94, and the
entivety of Chapler Frve) is a recent example of 2 successful
maho-based organization, They had such a rechnique, borrow-
ing a concept from the Bloodspeaker cult. The various cells of
the Bloodspeakers have all developed defenses against the
Taint.

It is important to stress this point. No successful organiza-
tion of maho-tsukai has existed since the first War against Fu
Leng without a technique to defend against the Taint. Even
those who dwell in the City of the Lost do not dare use maho
unprotected.

ANC=ESTOR F=AT:

Minimum Taint Rank
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To avoid getting the Taint listed in the Taint Points Ris<ed
column, the character must make a Fortitude save, with a DC
of 10 + spell level.

The avoidance of Taint is not inherently good. A minimum
level of Taint 1s required to cast maho spells, as shown on tzble
51 Those who avaid the Taint entively limir themselves in
their eventual power, as the most powerful magic only comes
to those whom Jigcku has a deep control of already.

Once per day, any character who knows ene or more maho
spells can perform a ritual to remove one point of Taint. This
cannot reduce Tain; Rank: i.e. you cannot remove a point if its
removal would lower your Taint modifier. { Sec page 137 of Roku-

gan™ for move infarmation en the Tarmt}

RAHO COMPLICATIONS

Errata to Way of the Shugenjn’s Bloodspeaker Cultist
Prestige Class, found on page 91:

When using these alternate rules for maho, the
Bleeding the Elements class ability is inappropriate.
Each cell has alternative training methods, found
below under “Bloodspeaker Defenses.” Replace with

the following ability:

“Suffer the Darkness: The Bloodspeaker Cultist
gains a bonus to Fortitude saves to resist accumulat-
ing the Taint Points risked equal to his class level of
Bloodspeaker Cultist.”

NPCs in this book are not designed with this ability
in mind, though it is strongly recommended that this
option be used.

ALT=ZXRNMATE MAHO RUL=S

Rules for maho in the Legend of the Five Rings RPG are as
tollows. These rules supersede previous rules.

» Nearly anyone can learn and cast 2 maho spell, though
training is required for all but the simplest spells. The
shugenja’s natural gift to speak to the kami is irrelevant; the
kansen will speak to anyone who is willing (and quite a few
besides). Rare irdividuals cannot cast maho. but less than
one in ten thousand is affected this way

* To learn a maho spell, a character must spend a week 10
learn the first maho spell, but only a few hours for later
spells. The roll to learn a new maho spell is Spell
Rescarch/Earth, with a Target Number of (Mastery Level).
The character can neither roll nor keep more dice than he
has in Lore (Maho}, though even novices find they do not
have difficulty learning the mostadvanced spells. The char-
acter also receives one point of Ta:nt per Mastery Level,
which cannot be reduced.

* To castamaho spell, a character must have the Lore (Maho}
skill at or higher than the Mastery Level of the spell he
wishes to learn. To cast a maho spell, roll Lore
(Maho'/Earth, against a Target Number of {§ x Mastery
Levell. The caster must also shed the blood of an intelligent
being: at least (2 % Mastery Level) Wounds worth.

* The amount of Taint contracted without protection is equal
o the dilference between the TN of the spell (Raises
included) and the total of the roll made Remember that a
caster can always choose not to keep the highest dice
rolled, and increasing a character’s Lore (Maho) skill rank
can be an effective defense in and of itself.

BL=E=DING TH=
[GENERALI

BLOODS?EAKER
= aila=s

These {eats represent the many abilities of the various
Bloodspeaker cells. Most focus on the reduction and pre-
vention of the acquisirion of the Shadowlands Taint,
which many Bloodspeakers go to great lengths to shield
themselves from. After all, many reason, maho is the
means to power, but if you subjugate yourself in rhe
process then you have gaired nothing

Ireat these technigues as ronin band Techniques (sev the
L5 R Serond Edition Player’s Handbook p. 147) with the
following exceptions: each character can have only one;
and all requirements, including experience point expen-
diture, must be met. The Cult of the Blood-Red Moon's
technique from Way of the Wolf ™ 1s reprinted here for
completeness.

ZLEMENTS

You can turn the force of Taint away from you when you cast
maho.

Prerequisites: Clon 13+, one or more maho spells, must be
a Bloodspeaker.

Benefit: When you cast ¢ maho spell, you may Taint the
area arouad you in lieu of taking the Taint upon yourself. If
vou do sc, you gain two fewer points of Taint when casting
vour spell. The immediate area shows symptoms of Taint:
plants wither, statuary takes on a fiendish look, animals look
away, etc.

BLE=DING THE =L=EMENTS
(CULT OF THE BLOOD-RED RMOOMN)

Type: Bloodspeaker Cell

Required Trairs: Earth 4

Required Skills: Calligraphy 1, Cipher 1, Lore (Maho) 3,
Medirtation 2

Other Requirements: Dark Secret (maho-tsukai), Shadow-
lands Tairt (ar least 4 points), Shugenja

Tec‘hniqu-. (8 points): The maho-tsukai has mastered the art
of turning the dark power of his magic away from himself, dis
persing it to the elements. Each tume he casts maho, he may
make a2 Willpower roll vs. the same TN as the spell. If this roll
is successful, then the amounr of Tainr he accumulates is
lowered 1o one-fourth {round down). Unfortunately, the use
of this technique is not subtle. The immediate area shows
symptoms of Taint: plants wither, statuary takes on a fiendish
look, animals look away. erc. The cultist may choose two maho
spells when he learns this technique.

BLOOD-¥FORG=D
[GENERALI

You have developed a barrier between you and the darkness,
inhibiting your accumulation of Taint and your potency with
maho.

Prerequisites: Cha 13+, one or more maho spells, must be
a Bloodspeaker.
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Benefit: All Taint you gain from your maho spells is
reduced by one point. All saving throw DCs of your maho
spells receive a —2 morale penalty.

BLOOD-FORG=D
(TAUGHT BY MANY RMINOR CZLLS)

Type: Bloodspeaker Cell

Required Traits: Water 3

Required Skills: Lore: Maho 2, Meditation 2

Other Requirements: Dark Secret (maho-tsukai),
Technique {4 points): The maho-tsukai has somewhar dis-
tanced himsell from Jigoku and its power. Maho becomes
more difficult, bur the Taint is also eased significantly All of
his maho TNs increase by 5 Whenever the cultist gers Taint
from maho, he reduces the Taint accumulated by two points

SLER=ENTAL
- DISASSOCIATION
[GEMERALI

You have cut yourself off from the kami, and the kansen favor
you for it,

Prerequisites: Int 13+, one or more maho spells, must be a
Bloodspeaker.

Benefit: All Taint you receive from any source, including
your own maho spells, is reduced by one point. You cannot
cast divine spells.

+ SLEMENTAL
| DISRSSOCIATION
(DEMON'S BREATH ACOLYTES)

Type: Bloodspeaker Cell

Required Traits: Awareness 3, Intelligence 3

Required Skills: Lore (Maho 4, Meditation 2

Other Requirements: Dark Secret (maho-tsukai), Shugenia
Technique (7 points): In stark contrast to the Blood-Forged
technique, the Demon's Rreath Acolytes embrace their con-
nection to Jigoku, forsaking the traditional Rokngani ele-
ments in a three-hour ritual. This sacrifice appeases the
kansen, reducing the Taint they inflict. The disassociated
maho-tsukai can drop as many dice as he wishes when casting
maho, making it much easierto receive less Taint from casting
a spell. However, the kami are forever lost to any who
undergo the ritual; those who do so may never again cast an
elemental spell .

GONGSVI's CLOAK

[GENMERALI

You perceive the subtle shifts in the energies of Jigoku, and
can thereby reduce the amount of Taint vou receive from cast-
ing maho,

Prerequisites: Wis 13+, oae or more maho spells, must he
a Bloodspeaker.

Benefit: You may make a Spot check (DC 15) immediately
before casting a maho spell to reduce the Taint gained by one
point. If vour Spot check result is 20 or higher, instead reduce
the Taint gained by two points.

GONGSUN's CLOAK
(TAUGHT PRIRARILY BY THE DEFUNCT

TRAINTED KITSY, NOW AVAILABLE FROM

MANY CULTS)
Type: Bloodspeaker Cell
Required Traits: Water +
Required Skills: Battle 2, Lore (Maho! 4, Meditation 2
Other Requirements: Dark Secret (maho-tsukai), Shadow-
lands Taint (at least 4 points)
Technique (10 points}: The maho-rsukai has learned to serse
the ebb and flow of the dark energies of Jigoku and can take
advantage of its nearly-imperceptible shifts. Atter he rolls 1o
zast a maho spell, he may retroactively declare Raises which
have no effecr other than to decrease the difference betwesn
the TN and the result. (The Taint received from casting a maso
spell is equal to the difference between the roll and the spell’s
TN, so each such Raise is effectively five fewer points of Taint
accumulated.) The cultist may also choose two maho spells
when he learns this technique,

MOHANS L=EGACY

[RETARMAGICT
You can lead ritual maho spellcasting, channeling your energy
with your tellow maho-tsukai, increasing the power of tae
maho and reducing the Taint gained.

Prerequisites: Ability to cast maho spells, must be a Blocd-
speaker.

Benefit: You may cast all your maho spells as rituals (see
page 87 of Rokugan™), Any Taint gained by the casting is evenly
split amongst those participating in the ritual, All participants
gain at least one point,

MOHAN'S L=EGACY

(THE WORKE=ZRS OF FLESH)
Type: Bloodspealker Cell
Required Traits: Agility 3, Awareness 3
Required Skills: Autopsy 2, Lore (Maho) 2
Other Requirements: Dark Secret (maho-tsukai}, Shadow-
lands Taint (at least 4 points)
Technique (8 points): The maho-tsukai casts his spells with
the help of his peers. He may cast all his maho spells as rituals.
Only the highest Rank maho-tsukai rolls to cast the spell He
gains a number of Free Raises equal to the number of maho.
tsukat helping in the ritual. The Taint gained from the mako
spell is evenly distributed to all particivants, with everyone
gaining at least 1 point of Taint,

STRIKE THE ANCESTORS
[RETARAGICT
You corrupt the connections between you and your ancestors
while casting maho to stave off the Taint

Prerequisites: Must possess at least one ancestor feat, abil-
ity to cast maho spel's, must be a Bloodspeaker,

Benefit: You may forfeit the abilities granted vou by one of
your ancestor feats for 24 hours to reduce the Taint gained
from casting a mahe spell by two. You may do this multipe
times per day, bur enly once per maho spell and once per
ancestor feat forfeited (unuil it returns).



STRIRE THE ANCESTORS

(THZ BEAUTY OF D=ATH)
Type: Bloodspeaker Cell
Required Traits: Void +
Required Skills: Lore (Maho! 3, Meditation 2, History 1
Other Requirements: Any Ancestor, Dark Secret (maho-
tsukail, Shadowlands Taint (at least 4 points
Technique (9 points): The maho-tsukai has learned o stave
off the Taint by redirecting it to his connection to his ances-
tors. Once per day, he may choose 1o reduce the Tamt accumu-
lated trom casting 2 maho spell by twe. When he does so. his
ancestors withdraw from him for one day. During this time,
the ancestors give no benefits to him, Every rime the maho-
rsukai uses this technique, the ancestors deny him their bene-
fits for one additional day. 1 the ancestors shun him for one
full week, they leave permanently

TRINT REPRESSION
[GENERALI

Your Taint is well-hidden.
Benefit: For the purposes of physical effects and deformi-
ties, vour Taint Rank is considered to be three ranks lower.
Special: This feat may be taken multiple times. lts effects
stack.

BLOODS?PEAKE
SPELLS

CURSE OF W=AKN=SS
Transmutation
Level: Mah 3
Components: V, 5, M
Casting Time: [ action
Ra.ugr.::'[budl
Target: One creature
Duration: Permanent
Saving Throw: Will negates
Spell Resistance: Yes

This common Bloodspeaker curse inflicts an overall weak-
ness. Maho saps the victim® body, mind, and spirit,

Your target suffers a —2 profane penalty to all of his
ability scores, and 2 —1 profane penalty to all skill
checks, attack rolls, and save DCs for shugenja spells he
casts,

DANCING WITH
DERMONS

Transmutation

Level: Mah 2

Components: V, § M

Casting Time: 1 hour

Range: Medium (100 ft. + 10 fi./level)
Target: One person

Duration: 1 week / level

Saving Throw: Will negates

Spell Resistance: Yes

B e
3t

This spellis unique to the Death of Beauty cell. You (or a will-
ing substitute} dance with kansen summoned by this spell. T
the kansen ave pleased with the dance, they grant you beauty
OF CUISEs YOUT opponent.

If the dancer makes a successful Perform{Dance) check at
DC 18, he may either give the target an enhancement bonus
to Charisma of 1d4+1 points or inflict td4+1 points of tempo-
rary Charisma damage. The dancer only needs to willingly -
dance for the spell to work; he does not need to be aware of ;
this spell. 1.

Material Component: One of the target's possessions. ;'

f

MI-

HARVEST OF D=ATH |
Eevel Mah 7 i

Components: V, 5, M
Casting Time: 1 action
Range: Touch

Target: One creature/round
Duration: | reund/level (I7)
Saving Throw: Will ne gates
Spell Resistance: Yes

i s, S

You call forth the dark powers within the blood of the living to
make it czase to function. This relatively simple incantation
requires a great deal of power.

While this spell is active, you may slay one creature per
round with simply a touch.
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DARKNESS RISING

Enchantment [Compulsion]
Level: Mah 2

Components: V, §, M

Casting lime: | minute

Range: Close (25 ft. + 5 ft. / 2 levels)
Target: One character

Duration: Permanent

Saving Throw: Will negates (see text)
Spell Resistance: Yes

You summon a kansen and bind it to another character. The
kansen's effect is subtle yet profound: at nearly every choice
the character is faced with, the kansen counsels impulsive and
dangerous acts. A courtier afflicted with a kansen may find
that he speaks his mind even when inappropriate, or a bushi
may become more irritable and likely to perceive everything
as a threat to his honor,

Once per day, the GM may have the kansen attempt to
compel a specific reaction. If the character fails a Will save
against a DC of 15, the kansen takes control of the character’s
action.

CURS= OF W=AKNESS

Element: Maho

Mastery Level: 1

Duration: Permanent

Area of Effect: One creature
Range: Touch

This common Hlo.}d\peakgr curse intlices an overall weak-
ness. Maho saps the victim’s body, mind, and spirit.

All I'Ns for that target are increased by +2. Only one Curse
of Weakness can atfect a character at once.

Raises can increase the TN penalty by one. Thus, two Raises
increase the TN penalty to +4, three Raises increase the TN
penalty to +5, etc,

DANCING WITH D=MONS

Mastery Level: 3
Duration: Permanent
Area of Effect: 1 Target
Range: 100 ft.

This spell is unique to the Death of Beauty cell The maho-
tsukai {or a willing substitute) dances with the kansen sum-
moned by this spell. The dance lasts for an hour of [ull con-
centration; at the end of the hour, the dancer makes a
Dance/Awareness toll ar a TN of 5% the CP cost of an Advan-
tage, If the kansen are pleased with the dance, they perma-
nently bestow upon the target any personal physical or mental
Advantage affecting them alone. For example, they could gain
Dangerous Beauty or Magic Resistance, bur not an Ancestor,
Kharmic Tie, or Secial Position, Failure in summoning or
dancing means the maho-tsukat (and the dancer’ burns horti-
bly, taking 1kl Wounds per CP pnmt of Advantage sought.
The willing dancer and the maho-rsukai equally share the
Shadowlands Points that result from this spell. The dancer
only needs to willingly dance for the spell to work; the dancer
does not need ro be aware of this upp”

The maho-tsukai may instead impose a Disadvantage on a
victim that is present and watching the dance, Ir must be a
personal physical or mental Disadvantage affecting the vierim
alone. The maho-tsukai must offer the kansen an object that is
owned by the victim,

DARKN=SS RISIG

Element: Maho

Mastery Level: 2
Duration: Permarent
Area of Effect: | Character
Range: 15 ft

A Bloodspeaker can summon a kansen and bind it 1o another
character. The karsen's effect on a person is subtle yet pro-
found: ar nearly every choice, the kansen counsels im pulsive
and dangerous acts. A courrier afflicted with a kansen may
tind that he speaks his wmind even when inappropriace, or a
bushi may become more irritable and likely to perceive every-
thing as a threat to his honor.

Onee per day, the GM may have the kansen attempr ro
u\mpr‘l a specific reaction. If the character fails a simple

Willpower roll against a TN of 15, the kansen takes contrel of
the character’s action.

Three Rawses allow the caster to increase the TN required
for selt-control by 5

HARVEST OF D=RATH

Element: Maho
Mastery Level: s
Duration: § minues
Area of Effect: Selt
Range: Touch

The Bloodspeaker calls forth the powers of Jigoku inan
unsubtle fashion: pure death. This spell is not heavily favored
by Bloodspeakers, s it tends to kill many and corrupt few, but
it cerrainly has its use for the more battle-ready cultists, For
the durarion of the spell, anyone the Bloodspeaker rouches
must make an Earth roll (TN 25) or be slain instantly. The
caster may maintain the spell, allowing him to continue
touching and killing for an extra time equal to the initial dura-
tion, by repaying the initial Wound cost, This maintenance
does nor incur new Taint.

Two Raises allow the caster to increase the spell's duration
{and any subsequent maintenance) by five minutes.
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B=AST
LANDS

The ogres, oni, goblins, and other Shadowlands beasts lack the
cohesion of the more organized Shadowlands factions, but
their sheer numbers let them claim a number of significant
sites in tae Shadowlands.

FALLEN CHRYSANTHEMUM
LAKE=

In the year 1133, while the other Clans and the rest of the Uni-
corn foughrt the Lying Darkness at Oblivion's Gate, the Moto
family battled to determine its own fate. At the climax of the
battle, Kyoso no Oni betrayed and slew Moro Tsume, leaving
the Dark Moto forces disorganized and demoralized. This
proved to be the undoing of the Dark Moto, as the legendary
Unicorn Khan Gaheris easily routed their remaining Tainted
COUSINS,

Fallen Chrysanthemum Lake is surprisingly serene for a
site in the Shadowlands. Chosen by Tsume for the rrees along
its sides and the blood-red sakura blossoms they grew, Fallen
Chrysanthemum Lake is 1o longer the hub of acrivity it once
was. Scattered about the now quiet lake and decrepit barracks
are a few skelerons, some with broken blades still impaled
where their bellies would be. Items of any value have long
since been looted. All that remains are scattered scrolls detail-
ing events from the reign of the Dark Moto and a tattered half:
banner, bearing a scrap of the original Dark Moto mon and
phrase: “...but can never yield.”

The once awe-inspiring encampments of Fallen Chrysan-
themum Lake have fallen into distepair. A banc of ogres has
settled around the Lake, cresting 2 makeshift camp upon the
ruins of the old. Most other denizens of the Shadowlands give
this band a wide berth, as they are reputed to be the ogres per-
sonally selected by the Realm of Evil to exterminate the rem-
nants of the Dark Moto — e ones who survived after such
tailure.

THE K=Z=2? OF FIMAL REGRETS

With their defeat on the field of battle and the breaking of the
Blood Curse, the Dark Moto found that the Taint that had cor-
rupted ard sustained them was leaving their bodies and souls,
As the Taint receded, many withered, their bodies suddenly
subject tc the ravages of age. Most horrifying was the fact that,
as the Taiat left them, their free will returned — leaving them
to grapple with the enormity of the crimes they had commit-
ted upon their kin and Empire. For some, seppuku was the
answer, a final attempt to atone.

Those whao did not immediately slay themselves took
refuge in the only major fortfication constructed near Fallen
Chrysanthemum Lake, Moto Tsume's former headquarters,
There, the Moto did what they could to fulfill their original
mission — to assist the Crab in containing the Shadowlands
threat. All of the files, maps, :nd military logs accumulated in
centuries of warfare against the Empire were carefully com-
piled in the hope that the Rokugani would someday find them
and use them to strike back at the dark god. Jigoku, however,
had other plans.

Even as the enfeebled Dark Moto were finishing their task,
a force of ogres and trolls were sent to ravage their camp and

slay the stragglers. The two races, who commonly suffered
when the Moto sotght “sport” during quiet times, were eager
for vengeance. The beasts ensured that the Moto lived just
long enough to see their efforts put to the torch. All that
remains within the keep are shattered hones, overturred
tables, and redempition denied.

ADVENTURE HOOK

Challenge: Tkoma Gome, an Imperial Historian, has
requested assistance in "verifying the acce uracy of certain
reports.” The fact that Gome has requested the assistance ol
“individuals experienced at surviving the Shadowlands”
implies that this is far outside the usual realm of Imperial
expertise. Publicly responding to an Imperial summons
represents a golden opportunity to improve family fortunes

something the daimyo of party members are quick to point
out.

Focus: Gome is chronicling the events that cccurred
during the War Aguinst the Shadow ottside of the war itself.
Although Unicorn records indicate that the Dark Moto were
wiped out during the final battle, Creb logs from the Kaiu
Wall recorded several scattered groups of riders flying over
the Wall and retreating into the Shadowlands. Recently,
Hiruma scouts claim to have located what appears o be the
base camp once used by the Dark Moto, and Gome wot d
greatly appreciate i: if the PCs could determine the truth of
the matter.

Strike: In addition to the hazards of the Shadowlands itself,
the PCs have to contend with the political ramifications of
‘heir mission. The Unicorn are certainly interested in the
altimate fates of any of their brethren who survived the con-
ict. Likewise, the Crab are put off by Gome's requisition of a
generous supply of jade for the mission, which they feel could
be put to far better use supplying troops on the Wall.
Although little remains intact at the Lake, one half-torn scroll
seems to indicate that the Dark Moto seized the Ancestral
Sword of the Ki-Rir, the blade Moto Gaheris wielded during
the conflict. The scroll further states that one of the Moto
planned to venture through the Shadowlands in an attempt to
return the blade t¢ his Clan. The possibility thar a sacred
nemuranai of the Unicorn still exists would cause quite a stir
in the courts — if the PCs choose to reveal this informaticn.

{YOSQO'sS RETRIBUTION

(SPAUNING POINT OF N=W
RYOsO NO Oonn

Kyoso no Oni is unique even among Fu Leng's myriad ser-
vants. Most oni are formed when a pact is forged between
Jigoku and a mortals soul, linking the essence of the mortal
with the oni-to-be. Kvoso stands alone, for she is a merging of
human and oni.

The merger berween Agasha Kyoso ard the oni essence cre
ated a creature that retamned Kyoso's basic identity, magnified
and warped by Jigoku. More than most of the Lost, Kyoso
tetains a link to her former human nature. While this has pro-
vided her with the ability to manipulate and work with the
Empire, it has also left her with distinctly human ambiticn
and hatred, which have led her to her current situation.

Her ambition drove her to betray Moto Tsume in vider o
increase her personal power. Daigotsu banished her to Jigoku
lll'ld 510\\’ 3“ ht‘l‘ oni ."‘.Pﬂ\’\-"n, IEQI hf:l' .‘:Chl’n’lt‘.ﬁ' inh’..’rf.t‘t‘c \.\’ith }.]lh'
plans. However, the very humanity that led her to betrey
Tsume has left her a tenuous, but persistent, link to Ningen-



do. After years of struggle, Kyoso has found a way to send her
spawn back into the Empire. Kyoso -epresents a powerful
third party in the struggle between Daigotsu and Iuchiban for
dominance in the Shadowlands.

Kyoso has had many hidden lairs in her years in the Shadow-
lands. Although Daigotsu sought out her most recent lair and
confronted her there, Kyoso prepared multiple hideaways and
bolt-holes in case of emergency. Kyoso's Retribution is the first
lair Kyoso ever rested in, the place where she took sanctuary
immediately after her transformation from human to oni.
Freed from the conventions of etiquette and morality, she let
loose the anguish :nd rage that motivated her to become an
oni. The ferocity of her anger blasted the landscape, drove the
native denizens away, and permanently marked the Shadow-

lands,

KYOS0'sS SANCTUARY
Although oni, being foreign to Ninger-do, could be banished
by sufficiently powerful shugenja, Kyoso still retained a sliver
of humanity — which she used 1o protect herself.

Kyoso's Sanctuary is as luxurious as she could make
it in the barren hills of the Shadowlands. A handful
of knickknacks hint at her former life as a
human, such as a torn kimono with the
Agasha mon, but most are significant only to
her. The runes and wards towards the back of the
Sanctuary combine Jigoku's dark insights with the
Agasha’s knowledge of alchemy, forcing Ningen-do
to identify her as the daughter of mortal parents.
Kyoso has warped the essence of Ningen-do around
her home. Here, Ningen-do recognizes her
not as an oni, but as a
]'.l LEIILELL,

Ningen-do, much like
Jigoku, is a possessive realm.
While it is normally necessary
for a portal such as the Festering
Pit to be in place for travel to
occur berween realms, Kyoso's
Sanctuary treats Kyoso no Oni
and her spawn as natives to the
Realm. Through it, Kyoso has been
able to send her spawn back into the
Shadowlands, in spite of Daigotsu's
edict barring her access to the known
portals. Although Kyoso has not yet
returned to Ningen-do, she is monitor-
ing the struggle between Daigotsu and luchiban, waiting for
an opportunity to avenge herself upon Daigotsu,

RADVENTURE HOOK: AN ONI SCORNED

Challenge: More than anything else, Kyoso is defined by
her all-consuming need to avenge herself on these she feels
have wronged her. Chief on this list is Daigotsu. Even though
she does not want to intervene personally, Tuchiban's seizure
of the City of the Lost has given her an opportunity to st-ike
back at Daigotsu.

Focus: With no structured power base, Daigotsu must rely
on his secret supporters within Rokugan, Kyoso has been
sending her spawn into the Empire to assassinate key individ-
uals in Daigotsu’s network. Although few PCs would have a
problem with the Shadowlands fighting itself, the amourt of
collateral damage some of these assassinations has caused is
staggering. They must be stopped.

Strike: Kyoso is primarily concerned with striking back,
preferably without having her hand in these matters revealed.
She is quite willing to cease the attacks if the PCs were to take
care of the problem individuals for her. 1f the PCs refuse, she
continues to have supporters of Daigotsu brutally slaughtered

along with their associates, innocent or otherwise, 1f the
PCs accept, they must come to terms with the fact that they
are allying with an oni.

BASHER'S L=GACY

The journals of the legendary Kuni Mokuna contain many
countermeasures against the Shadowlands” power. Although
their techniques have been disseminated by the Kuni family,
resulting in the survival of many samurai, Mokuna and his
ideas remain scorned by most of the Empire. This has forced
the Kuni 1o postpone several promising lines of investigation
due to absence of resources or presence of Imperial
scrutiny. One such untraveled avenue of inves tiga-
tion concerns the goblin known as Basher.
Basher was a goblin of unusual wit, capable
of holding ar intelligent conversation with a
human. Basher realized thar his kin needed
to develop intellectually before they
would be able to replace humanity as
Fu Leng mtended. He sought out
experiences and apportunities ro
engage in discourse, often talking at
length with Mokuna.

In their conversations, Mokuna
learned a great deal abou: goblins and
their society. In turn, Basher gleaned
insight into human society,
as well as the underlying logic
behind such concepts as

‘money” and “government.”
Basher imparted these
lessons to the goblins in Big
Stink, hoping that his race could grow beyond
Fu Leng’s iritial vision.

Recognizing that many of the
other goblins simply lacked the capacity to
grasp these concepts, Basher realized thar

there needed to be more goblins like
himself for the race to advance. Basher
addressed this problem ia a distinctly
bakemone manner, by fathering as
many progeny as he possibly could,
and raisirg them himself. Within a few generations, Basher's
descendaats took over an entire wing of Big Stink, and were
even clever enough to hide rom the goblins from the Deep
Shadowlands when they came to destroy the pseudo-city,
Basher’s heirs have returned and carved their own home out
of the tums. For now, they spend their time teaching each
other concepts such as mathematics, waiting for the day their
skills and prowess will lead them to ascension over Rokugan
and the rest of the Shadowlands.

11
il

BASHER'S HUT
One of the lessons Basher passed on to his children was the
importance of breeding. Only the sttongest, siartest, and
most attractive (by goblin standards) goblins have been
accepted into Basher’s line, This has resulted in a steadily
improving stock of goblins, which has given the Crab increas-
ing problems on the battlelield over the last few decades.
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The hut originally occupied by Basher has been converted
into a combination shrine and library. In its capacity as a
shrine, artifacts such as walking sticks Basher used and the
teacup with which he shared tea with Kuni Mokuna are pre-
served, with extremely protective guards at the door. Like-
wise, rough records contain the lineage and accomplishments
of goblins in Basher's line such as Thuk-Kigi, whoese infamous
“War Machine” was used to good effect during the siege of
Ortosan Uchi.

TH= OGRr= BARRACKS

Before Fu Leng’s fall from Tengoku, the Ogre race had a prim-
itive but thriving civilization. After the spread of the Taint, the
Ogres slowly had their minds and wills sapped, turning them
into dull thralls in the service of the dark god. While most of
the Ogres succumbed at the same time, a few of their keenest
minds spotted the degradation in time to act.

The Ogres rapidly realized that countering the effects of the
Taint was beyond their skills, but were determined to leave
some vestige of their culture intact. They rook a villages (rom
their Tainted brethren, and proceeded to labor, Painstakingly,
they dug a shelter beneath the floor of one of their huts and
placed in it items such as carvings of their history, tribal
totems, and personal trinkets. Even as their minds began to
cloud, they buried the evidence of their existence by laying a
giant stone over the floor of the hut, trusting that their now
feebleminded kin would not think to search underneath the
ground.

Ogres still live in the former village, although they are a far
cry from the desperate souls who created the memorial. Soon
after the free Ogres finished their memorial, they were over-
run by their Tainted brethren, who reclaimed the village. The
highly militant inhabitants of the village live, serve, and fight
for Fu Leng, never realizing thar their own past is literally
beneath their footsteps.

THE LAST STARD OF TH= FREE OGRES

In the middle of the Ogre Barracks is a small pyramid of
bones, fossilized by the Taint. The current inhabitants of the
Barracks claim that these bones are those of a rival tribe of
Ogres that they crushed to claim the land for their own, What
they do not realize is that the "rival tribe” - the Free Ogres——
wanted to be slain defending the village.

As they were finishing their work, the Free Ogres faced a
serious dilemma. Many of their number had fallen to the
Taint, and the rest were weakening, In addition, other Ogres
had begun to attack the village, believing that the Free Ogres
had been hoarding food and weapons. This made flight impos-
sible, as the now bestial Ogres would rear up the village and
destroy its contents to find the “secret cache” if they ran away.

The siege of their village gave the Free Ogres a final way to
both escape Fu Leng and ensure that their work would be pre-
served. The Free Ogres concealed all their stores in a “hidden”
location that would be found by a cursory search, and inten-
tionally weakened their defenses. Within days, the rest of the
Ogres broke through the walls. Knowing that their deaths
would preserve a seed of the Ogre heritage, and that each of
their kin who fell before them would also be freed from
bondage to Fu Leng, the Free Ogres fought with conviction
that any samurai would respect. After they fell, the surviving
bound Ogres looted the village, finding the "hidden" food and
weapons, However, the true work of the Free Ogres still lies
beneath the ground, waiting to be rediscovered.

TH=

ONIKAGE RANG=S

While the Taint can be concealed from humans with proper
preparation, animals, particularly horses, shy away from those
who are Tainted. This has proven 1o be a significant hindrance
to the Lost, as the majority of their onikage — undead horses
animated by the power of the Taint — were lost when the
Dark Moto fell. Traveling through the Shadowlands is haz-
ardous even for the Lost, and steeds are greatly valued.

Daigotsu's attempts to civilize the Shadowlands were ham-
pered by the lack of ready mounts for messengers. To alleviate
the problem, he ordered the creation of the Onikage Ranges

-pens dedicated to the breeding of new onikage for the use
of his followers. Periodically, ponies and horses were stolen
from the Empire and taken to the Shadowlands to replenish
depleted stocks.

The Ranges are barrens around the City of the Lost where
onikage roam freely. Artempts to keep the onikage in tradi-
tional pens failed dismally, as their equine instincts combined
with the Taint resulted in several unfortunate incidents with
their handlers. They remain close at hand when needed, and
provide the City with an extra line of defense, as the onikage
roam in very aggressive packs,

THE SLAUGHTERHOUSE

Daigotsu realized thar stealing ponies and horses individually
would be both inefficient and insufficient for the Shadow-
lands' needs. He instructed his agents to select the finest
steeds they could find — mostly Crab war ponies and a hand-
ful of Unicorn horses — and bring them back to the Shadow-
lands, Here, in special pens shielded from the Taint, they
could be bred.

Daigotsu issted strict orders that the fittest and strongest
specimens be used solely as breeding stock, burt the rest of the
foals had another fate in store. After reaching adulthood,
steeds are taken ro the Slaughterhouse. Once the onikage-to-
be has been slain, its corpse is carried to a separate area, well
away from the pens, where it is reanimated by the Taint. The
use of the Slaughterhouse has allowed the Shadowlands, with
careful conservation, to steadily increase the number of onik-
age they have available.

IMPORTANT
B=AST N?PCS

OROMN
SCUL?TOR OF FLZSH

The past is an undecipherable haze to Omoni. When he tries
to remember, his mind burns with pain, and for the most part
he is content with not remembering. His origins, his experi-
ences, how he learned to bring flesh to life, and whether he is
truly 2 man or a bakemono — Omoni prefers to let these ques-
tions lie unanswered.

He cannot stop the nightmares, however, and there he is
torced to face the truth. He remembers. He remembers the
cultists holding him to a crude stone altar. He remembers the
excruciating pain that filled all parts of his body as the soul of
a bakemono invaded his mind and as his body mutated to



something beyond human. He remembers the demons wait-
ing eagerly to deveur his soul as the Bloodspeakers opened a
portal to Jigoku itself. And he remembers Jigoku.

Omoni can remember his childhood in Jigoku better than
anything else in his past, for his experiences there were too
horrid for even Daigorsu’s magic to erase. Jigoku went un [ur-
ever, a never-ending land of formless terrain and countless
oni. It was torture, pain, exhaustion. To survive, Omoni let the
goblin side of his mind free; in time, it became as easy as
thought to submir to the beast in him. By the time he 'eft,
Omoni no longer nad 2 human side and a goblin side; there
was only Omoni.

Finally, Daigotsu led him out of Jigoku and into the Shad-
owlands, After the years spent in Jigoku, little in the Shadow-
lands could disturb Omoni; besides, nothing in the Shadow-
lands seemed to be able to withstand his friend’s power.
Omoni begged his [riend Daigotsu to erase his horrible mem-
ories of Jigoku, and Daigotsu agreed.

Qmoni did not <now if he was truly a goblin or a human,
He telt he was human, for he looked human and he felt like a
human most of the time. However, there were days when an
unstoppable ange- rose in him and cnimal impulses urged
him to kill. He couldnt prevent himself {rom obeying those
urges. I he was human, why couldn't he control those urges?
If he was goblin, why does he feel so much Ithe a human?

Omoni began to experiment with captured goblins to vent
his frustration. If [ find out what makes a goblm a goblin, he rea-
soned, I will find out what ! h'uhf am. To his disappuimmﬁ‘m, he
found there was nothing unique about a goblin, 1f he manipu-
lared the goblin's body a little, he could make it as strong as a
human, if not strorger. On a whim, he forced those changes in
the goblin with his hands; to his surprise, the goblin did not
die. It grew even more vicious, and when Omoni let it loose, it
killed nearly a dozen normal goblins before it was over-
whelmed. Omoni smiled, he could finally help Daigotsu in his
quest to rule the Shadowlands,

The Lost samurzi that followed Daizotsu noticed the times
when Omoni became unpredictable, of course, and began to
avoid his presence. When Omoni attempted to talk to them,
they could barely hide their disgust. They were Tainted, but
they were still samurai. In contrast, Omoni was neither samu-
rai nor human. Omoni felr the disgust, and threw himselfinto
his duty: Daigotsu never judged him, and when Omoni did
good work Daigetsu was pleased. Daigotsu asked him to make
the goblins stronger, to make them obey his bidding. Omoni
now had the perfect excuse to live amongst the captive goblin
tribes, where no one talked to him with veiled abhorrence.

Since Daigotsu’s defeat, Omoni has been torn with regret
and indecision. He serves luchiban, working beside Yajinden
to create new beasts and weapons of incredible power. He
knows that [uchiban does not respect him as Daigotsu did —
when the Bloodspeaker looks upon Cmoni, his expression is
pure disgust

And ver there is nothing Omoni can do. Omoni sworz an
oath to the Shadow Dragen that he would always obey the
hand that held Akkuai-uo, the Tainted Hantei sword, and now
that blade is in Iuchiban's possession. 1f Omoni escepes
Tuchiban ro serve Daigotsu, he will have violated his oath o
the Dragon. What, then, would prevent the Dragon — the
heing that resurrected [aigotsu — from violating his own
oaths and returning Daigotsu's soul whence it came? Omoni
must no longer serve the Dark Lord out of loyalty to the Dark
Lord. It is a contradiction that has made the goblin-man's life
even more conflicted and tormented than before.

SCUL?TOR OF FL=SH

Flesh sculpting is an ability that is unique to
Omoni. He may alter living, Tainted beings to be
stronger, faster, and more powerful. Omoni may

bring to life dead flesh or modify beasts to create new
species. This always requires a great deal of time, but
there are virtually no limits to what Omoni can create
given time to experiment.

Omornu

Male bakemono Ftr 9/Daigotsu’s Elite Guard 1: CR 10,
Medium-sized humanoid; HD 9d10 + 18 plus 1d12 + 2; hp 92;
Init +7; Spd 30 ft; AC 23 (touch 13, flat-foored 20}; Attack +2
keen wihcly katana +13/+8 melee (1d10 + 3 damage + 2dé vs.
good); SQ Flesh Sculpting, Shroud of Death; Honor 0; AL CE;
SV Fort +11, Ref +6, Will +3; Str 17, Dex 16, Con 14, Int 11,
Wis 10, Cha 15; Height 5 ft 6 in.

Skills and Feats: Speak Language {'Rukugani, Bakemono},
Climb +3, Intimidate +8, Knowledge (Shadowlands) +8,
Knowledge (Jigoku) + 8%, Listen + 6, Spot + 6; Armor Focus
(hide), Cleave, Dodge, Hunger of the Maggots, lmproved
Critical, Improved Initiative, Improved Unarmed Strike,
Power Attack, The Shadow Dragon, Weapon Focus {katana).

Possessions: +2 keen unholy katana, hide armor +2, amulet of
natural anmor +3.

Note: The skill Knowledge (Jigoku) has been hidden from
Omonis mind by Daigotsu.

Omoni

Earth: 3
Reflex: 4

Water: 4
Stamina: 5

Fire: 4

Air: 4

Void: 1

Shadowlands Taint: Innate (Goblin}

School/Rank: Daigotsu’s Legion 3/ Daigotsu's Elite Guard 1

Honor:

Glory: 7.4 (0.0 away from the City of the Lost]

Advantages: True Friend (Daigotsu), Quick, Heart of
Vengeance { Bloodspeakers)”

Disadvantages: Benten's Curse. Driven (Nestroy the
Bloodspeakersy®, Momoke,

Shadowlands Powers: Blaczened Claws, Blood Domination,
Child of Darkness, Terror of Fu Leng, Uncanny Speed

Skills: Arhlerics 4, Barrle 3, Climbing 1, Defense 3,
Hand-ro-Hand ¢, Hunting §, Intimidation 3, Kenjutsu 4,
Lote {JTigoku) §%, Lore (Shadowlands) 4, Craft: Flesh
Sculpring &, Stealth 3, Tormre 3

# The Advantages, Disadvantages, and skills marked with an

asterisk have been removed from Omoni's consciousness by
Daigotsu; Omoni remembers them only threugh dreams.
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s ’ z ; -n Face/Reach: 5f1. b\, 10fr./5tt.
i i _ Special Attacks: Trample 1d8 +13
s ) Special Qualities: Ferocity
. A | SH R DOULARDS Saves: Fort +9, Ref +4, Wil] +2
i - Abilities: Str 28, Dex 11, Con 21, Int 2, Wis 13, Cha 10,
S = Taint 5
= —— Skills: Listen +9, Spot +8
) = - —
i’ The Shadowlands has had many lords, from powerful demons Climate/Terrain: Shadowlands
{  suchasthe Maw to ze.alors §uch as Yogo Junzo. F.oul ba_ke- Organization: Singular
£ mono, gigantic ogres, disgusting hags, and frightening oni all Challenge Rating; 5
! roam the lands Fu Leng peiverted. Uniil recently, ne matrer Treasure: Notie
. whar power was ascendant in this land of demons, it seemed Honor: Nil
§  thit the Shadowlands was doomed to fail, susceptible to the Alignment: Always Chaotic Evil
i@ | chaotic rature of its evil, o Advancement: 6-12 HD (Large); 13 17 HD (Huge)
H l] Things changed with the arrival of the Dark Lord Daigotsu.
g | See n‘aingly out of .rmwhere this powerf ul mah(ln—tsukai turned COMBAT
i the Shadowlands into a realm of conrrolled evil. By no means : , s . _—
i : ) ] £ : Hellheasts fight with the ferocity of an oni with only slight'y
B B is the entire landscape a beacon of law and order, bur under ; . el : ; / >
- : e i i iy . more control. A hellbeast will allow itself to be controlled
S8l | Daigotsu’s hand more powerful denizens came to the fore- : ;
" i s . S during combat by a rider, but always waats to attack the near-
s@ _ front Stronger goblins from the Deep Shadowlands join more & i .
e i S . e est creature. Left to itself a hellbeast charges, pores, and tram-
=3 powerful oni and formerly unknown beasts. Constructed ter- 5 .
TE <1 R d even Soiri N ples the nearest combatant. Hellbeasts seem to have a desire
} rors nave gl‘mwn etr()ngcr, ana even Spirll J{ﬂa ms sucnh as l’ I’l ]"“J} ﬂ h
S i Gaki-do, Toshigoku, and Yume-do have spawned servants for HEIOEseang. man L es

Ferocity (Ex}: A hellbeast is a frightening combatant and
will econtinue to fight without penalty even while disabled or
dying (see the Player’s Handbook).

Trample (Ex): A hellbeast can trample Medium-size or
smaller creatures for aturomatic gore damage. Opponents who

H=ZLLB=AST do nor make attacks of opportunity against the hellbeast can
attempt a Reflex save (DC18) to halve the damagz.

the Dark Lord. The Shadowlands is still a place where only the
strongest survive and the weak are trampled, bu! the samurai
of Rokugan have begun to realize that a once-scattered realm
now has its own version of the Celestial Order.
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While some Lost samurai settle for the hideous onikage as
mounts, the more powerful among them seek our stronger
and more reliable steeds. Rare creatures called
Hellbeasts run wild in the dezpest regions of the

RIPING A HELLBEAST

Before riders can mount a hell-

Shadowlands tirelessly seeking out prey. They besst they i Sucu"zdr e
N f are massive, standing between eight and ten i__i;mdh‘ A_r_'_lm_al e LB
© b feetat the shoulder. Hellbeas:s are covered 30). Hellbeasts are rml"ely willing
# in hideously thick hairless skin and are muunls.‘but‘c:m be slightly sui.:-
¢ roughly the shape of gigantic boars. Hell- d;—“"j by fﬂ‘_ﬁd}“!l ‘}_h'm horse o
! beasts’ hooves are jagged and wman Ilu\:,h '.[()\:'L’L'l the I){..‘lw 5.
4 ‘ é‘g their rusks massive, but lioh Tlaﬁl‘y"{g} (?[’;IP‘““W A
Rt - ey their ability to continue ight load tor a hellbeast is up
4 9 running tirelessly is to 400 pounds; a medium load,
A j their most valu- 401-800 pounds; and a heavy
5, ; ‘ i able aspect, These \{,/k load, 801-1,200 pounds,
& 751 % creatures  loathe > -~
Y4 being ridden, but T HELLBEAST
> ‘T 2 can be subdued Earth: §
i with the promise of horse Fire: 2
g !‘ or human flesh. Only the Agility: 4
i most powerful of the # Water: 5
"i Lost seek out a hellbeast b Strength: 7
1_3 for a mount hecause, until / Air: 2
4 #  subdued, the creature will k, Rolls When Attacking: 4k4

Rolls For Damage: 7k2
TN to be Hit: 35
Carapace: 5
Wounds: 25 +5; 50, +10; 75: +15;

attack anything that gets near .

e

HELLBENST
Large Beast {Shadowlands)

100: Dead
Hit Dice: 5d10+25 (53 hp) L
e s - 70p) Shadowlands Powers: Unholy Stamina,
Initiative: +0

Speed: 50 Terrible Armor, Beast of Fu Leng (Quadruped)
AC: 15 (-1 size, +6 natural)

Attacks: Gore +13

Damage: Gore 1d8 +13
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SPYECIAL ABILITIES

Fear: 2

Gore: A hellbeast’s normal atrack is an attempt to gore its
opponent. If successtul, the creature’s massive tusks rip open
skin and destroy armor. For every raise a hellbeast makes on
its attack roll it permanently lowers the benefit of armor by 2
Injured opponents not wearing armor suffer § further
Wounds each round until rended.

Mount: While rare, hellbeasts are the preferred
mount for powerful Lost samurai because of their feroc-
ity and resilience. To be ridden, a hellbeast must tirst be
mounted: an Athletics, Jiujutsy, or Horsemanship roll, TN
20. Even after mounted a rider must subdue the beast and
get it used to being ndden while it attempts to buck and gore:
consecutive Horsemanship rolls, TN 20, 25, and 30. Failure on
any of these rolls means the hellbeast has bucked the rider
and successfully gored him, A subdued hellbeast
allows that rider and no other to mount it unal
death.

Trample: Hellbeasts can declare an atrack
while running at top speed. They are consid-
ered o be Full Attacking and keep two extra
damage dice. A hellbeast may only perform
this attack once every other round.

HOUNDS OF TH=
LOST

The creatures called the Hounds of the Lost
originate at the Festering Pit of Fu Leng. Various
Dark Lords would cultivate some of the minor
oni spirits that crawled around the entrance ro
Jigoku and place them into the bodies of Roku-
gani dogs and wolves. The resulung creatures are
akin to rabid wolves, but can be tamed. The
hounds are fearsome and when in the wild travel
in terrifying packs. While ramed, they typically serve
Obsidian Magistrates in groups using their uncanny ability

to track anything — Tainted or otherwise — through the
corrupted lands.

Hounds are hideous red-eyed mockeries of real wolves.
Their bedies are emaciated and sharp benes protrude from
their bodies at odd angles. Their have massive jaws help them
tear through any kind of food, as do their razor sharp claws.
Even tame hounds refuse to submit to any restraint, like a
collar.

HOUND OF TH=Z LOST

Medium-size Qutsider (Evil, Oni)

Hit Dice: 5d8+8 (30 hp)

Initiative: +2 {Dex)

Speed: 30 ft.

AC: 15 {+2 Dex, +3 natural)

Attacks: 2 claws +7 melee, bite +7 melee

Damage: Claw 1dé+4, bite 1dé+6

Face/Reach: 5 ft. by 5 ft./5 ft.

Special Attacks: Fear

Special Qualities: Scent, oni qualities

Saves: Forr +6, Ref +6, Will +5

Abilities: Str 16, Dex 15, Con 15, Int 2, Wis 12, Cha 10,
Taint 7

Skills: Hide +4, Listen +6, Move Silently +4, Spot +6,
Wilderness Lore +1%

Climate/Terrain: Shadowlands
Organization: Solitary, pack (5-10)
Challenge Rating: 3

Treasure: None

Honor: Nil

Alignment: Always Chaotic Evil
Advancement: 5--16 HD {Medium-size)

CORMBRAT

When Hounds sense prey they become rabid and immedi-
ately attempt to attack. By themselves they always Full Artack
the nearest creature. When in groups they have a pack men-
tality and attempt to work together to bring down stronger
foes. Hounds always try to bite an opponent.

Oni Qualities (Su): Hounds do not posses the alternare
form or telepathy abilities.

Fear (Su): DC 13. Add 1 to the DC for every three Hounds,
up to DC 6. Target is shaken. If the Hound succeeds atits bite
attack the target must check against Fear again.
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Scent (Ex): Scent ranges are tripled when tracking a crea-
rure with warm blood or any Shadowlands Taint. Hounds
can distinguish among types of Shadowlands creatures.

Skills: Hounds receive a +1 racial bonus to Listen, Move
Silently, and Spot checks and a +2 racial bonus to Hide
checks,

* It also receives a +4 racial bonus to Wilderness Lore
checks when tracking by scent.

HOUND OF THE LOST
Earth: 4
Fire: 2
Agility: 3
Water: 3
Air: 3
Reflexes: 4
Rolls When Attacking: 5k3
Rolls For Damage: 6k 3
TN to be Hit: 20
Carapace: 4
Wounds: 16: +5. 24: +10; 36: 48: Dead
Shadowlands Powers: Blood Sense, Fu Leng's Hunger,
Taint Sense

SPECIAL ABILITIZES
Fear: 3, This increases by one for every three hounds in a
pack to ¢ maximum of 6. If the Hound of the Lost damages
an opponent that character must make another Fear check.

KOKU MO SEISHIN,
THZ ZM?PTY SOULS

The Koku no Seishin are one of the Dark Lord’s newest cre-
ations — spirits ripped from Meido and imbued with the
Taint. During his brief stay in the Realm of Waiting Daigotsu

took advantage of Emma-O's weakened state to steal some of

the tortured spirits residing there. Other Realms have previ-
ously been mixed with Jigoku to create such beings as the
Ashura, the Gaki, and the Pekkle, but never before has a crea-
ture of Meido been altered this way. The resulting spawn
were not entirely intended, but have proven very useful.

The Koku no Seishin constantly seek the release that
should have been granted them after the Celestial Pattern
decreed them cleansed. They lack identity and s:rive 1o steal
other’s souls in order to gein a sense of self. Unlike the
Living Darkness, the Koku no Seishin do not steal spiritual
energy to unmake the world. Rather, they strive to harness
enough kharma to finally break free of their hor-id state and
ascend to a different Realm.

Koku 10 Seishin retain enough of their connection with
Meido to share some of that Realm's qualities. Their insub-
stantial bodies are indistinct and covered with misty gray
energy. Under this spiritual fog lies a human body in full
samurai armor carrying a katana. Neither the spirit’'s armor
nor its katana can be removed. They are difficult to derect
and very resistant to magic.

When Koku no Seishin are killed they return to a site des-
ignated by Daigotsu inside the Temple of the Ninth Kami
where they must purify themselves. Every time they use
their fearsome spirit rend avack they become more real
they lose some of their connection with Meido. In order to
come back to “life," 2 Koku ne Seishin must release all of this
stolen energy. This tortuous process removes all stolen abil-
ity points along with the precious kharma it needs to con-

tinue its cycle through the Celestial Pattern. Tt takes a number
of days equal to the amount of traits it has raken for this
process to finish.

KOKV MO SEISHIN

Medium Outsider (Shadowlands, Spirit)

Hit Dice: 12d8 +12 {66 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative)

Speed: 30

AC: 24 (+2 Dex, +7 spirit armor, +5 natural)

Attacks: Spirit blade +15 melee

Damage: Spirit blade1d10+2 and spirit rend

Face/Reach: 5 ft. by 5 ft. / 10 ft.

Special Attacks: Spirit blade, spirit rend

Special Qualities: Damage reduction 25/+3 (jade), SR 25,
natural invisibility, spirit armor, twisted elements

Saves: Fort +9, Ref +10, Will +9

Abilities: Str 14, Dex 14, Con 12, Int 12, Wis 12, Cha 17,
Taint 10

Skills: Bluff +15, Concentration +16 Hide +15, Jump+14,
Listen+15, Move Silently +15, Search-15, Sense Motive +'4,
Spot +15

Feats: Cleave, Combar Reflexes, Improved Initiative,
Weapon Focus (Spirit Blade)

Climate/Terrain: Deep Shadowlands, any land and
underground

Organization: Solitary

Challenge Rating: 15

Treasure: None

Honor: Always 0 Honor

Alignment: Neutral

Advancement: 13+ HD (Medium)




COMBAT

Koku no Seishin seek our shugenja ¢nd those weak against
their spirit rend assault. They use their invisibility and magic
resistances to get close enough to make their attack and avoid
anyone those that can bypass their defenses, They are rarely
seen outside of battle.

Spirit Armor (Ex}: A Koku no Seishin wears heavy armor
that is an extension of itsell and thus cannot be disarmed or
destroyed. Tt protects against both corporeal and incorporeal
artacks.

Spirit Blade (Ex}: A Koku no Seishin wields a katana that
is an extension of {tself and thus cannor be disarmed u
destroyed. These weapons are incorporeal ignoring corporeal
armor and negating damage reduction.

Spirit Qualities (Ex): As spirits, Keku no Seishin gain 1 +4
racial bonus against all enchantment effects except those of
other spirits. Koku no Seishin can sense any passage to Jigoku
within one mile,

Spirit Rend (Su): Living creatures hit by a Koku no
Seishins attack suifer | negative energy level. Every time it
takes two levels of negative energy it may choose o suppress
one of its other special atracks or special qualities and perma-
nently gain one Hit Die, gaining all benefits of advancement,
This suppression lests for one week.

A slain Koku no Seishin with any stolen hit dice is sent
back to the Shadowlands, It must lower itselt back to its start-
ing hir dice at a rate of one die per week before it can become
active again.

Twisted Elements (Su): A Koku no Seishin’s spell resis-
tance affects not only itself, but everything in a 25-foot radius
arotind it. A Koku no Seishin may negate or reinstate this
effect as a free action, as often as it likes.

Nartural Invisibility (Sp): A Koku no Seishin remzins
invisible even when it attacks, It can cancel or resume +his
ability as a free action.

KOKU NO SEISHIN (ZRA?PTY SOUL)
Earth: 2

Fire: 2

Water: 2

Air: 2

Taint: 3

Rolls When Attacking: Xk3 (Special, see below)
Rolls For Damage: Xk3 (Special, see below)

TN to Be Hit: Special

Carapace: 10 (Spedial)

Wounds: 1(: +5; 25 ¢10; 50: Dead (Special)

SPECIAL ABILITIES
Invulnerability: This ability is lost once it has taken more than
three points with its Spirit Rend arrack (see helow)

Magic Immunity: A Koku no Seishin creates a spirirual
void 10 feet around its body that adds +15 to the TNs of all
spells castin the area This ability is lost once 1t has taken more
than five points with its Spirit Rend attack,

Bland: An Awareness roll at a TN of 25 is required to sense
a Koku no Seishins presence. This ability is lost once it rakes
any points with its Spirit Rend attack.

Spirit Rend: A Koku no Seishin artacks the very soul oirs
opponent. It targets a victim’s Trait and makes a contested roll
against that person rolling 7k4. If succassful, the rarget loses a
temporary point lrom that Trait and the Koku no Seishin
gains it For every two Raises it makes on the roll it takes one

extra point. The victim regains points at a rate of one per day.
This attack can never reduce a victim’s Trait below one.

Special: Any time a Koku no Seishin's Earth Ring increases
from its spirit rend atrack, it heals 25 Wounds. Its TN to Be Hit
is equal to its current Reflexes x 5 plus §. It rolls a number of
dice to attack and lor damage equal to its current Agility and
Strength, respectively. A Kou no Seishin’s Carapace is low-
ered by cne each time it successfully uses its Spirit Rend
attack.

B=RAST
RM=CHANICS

ANMC=STORS
(YOKAD

The majurity of the cotrupted spirits that serve as yokai are
human, even though the maority of the Shadowlands is not
human. The main reason that spirits such as Junzo and
Yoshimitsu return instead of the average bakemono is because
they possess more willpower, a stronger sense of sell.
However, not all yokai were formerly human. Occasionally,
a goblin, hag, rrell, or some other horrid beast returns 1o offer
its “gunidance.” While these beings are unusual, there is no
doubting the power they offer,

ORSCHAT

One of the more unusual yokai to crawl back from Jigoku is
the being known as Orschat. This goblin hero was one of the
few bakemono to elevate himself above the raving hordes.
Orschat was a warmonger during Kuni Yori's reign, He was
brave to the point of being suicidal, but always returned from
battle with barely a mark on him. He began to be worshiped as
a demigod among the goblin race and was believed to be nigh
invincible. The secret to Orschat’s power actually came from
another goblin. A wizard calling 1tself the Exalted Ugu made a
L]L’.Z‘l \’Virh t]ﬂ.(‘ \Vﬂrm(’!l'lgl.'r, l{e \.\‘Ul.lld Cast Sp{‘?il} e ]1\01{(’
Orschar impervious to the Crab’s weapons if the goblin leader
would bring him spells and nemuranai from those he killed. A
deal was made and a "hero” was born,

Unfortunately for Orschar, all pacts have an end. Yori was
defeated and his army wiped out. Both Orschat and Ugu were
slain and their spinits drifted into Jigoku, Normally, Orschat’s
brief glimpse of glory would not be enough to sunimon him
back as a yokai, but Daigotsu's arrival changed that. With Daig-
otsu came a motre powerful race of bakemono from the south-
ern Shadowlands. Among these creatures was a goblin wizard
that sougat to empower his brethren with kansen and the
souls of demons. His magic was not powerful enough to actu-
ally bind oni ro other goblins, but he did manage to pull
Orschat’s soul our of Jigoku. Orschat no Yokat currently
“guides” a goblin hero named Gakochun, but would be willing
to offer his aid to any creature.
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RECKLESS ASSAVLT
[ANCESTOR FEAT ORSCHATI

You are granted protection when performing dangerous or
suicidal feats in combat,

Benefit: You gain damage reduction 5/jade while making a
full arrack. You must make a Willpower save (DC 15) during
combat or declare a full attack against the most powerful
enemy in sight.

ORSCHAT
(6 POINTS)

Those guided by Orschat are devastating in combat, but are
constantly pushed towards reckless attacks. While making a
Full Attack, you gain a Carapace of 5 that cannot be lowered by
non-magical methods. During every combat you must make 2
Willpower roll against a TN of 15 or vou are pushed to Full
Attack the most powerful enemy in sight.

RYOTIN

The being known as Kyojin once served as yojimbo to the
dreaded Yogo Junzo. He was renowned for his ability with the
blade and said to have mastered the intricacies of iaijutsu. His
monstrous leonine frame charged into battles, slaying with
both katana and talon. Kyojin defended the dark sorcerer up
until the second Day of Thunder when a monk named Tetsuya
defeated him. No one, including Kyojin, knew his tragic
beginning.

Doji Kyojin once served in Doji Raigu's honor guard. His
massive frame and strength were unusual for a Crane, but his
power was tempered by the study of iafjutsu. It was rumored
that Kyojin would one day join the Kenshinzen and possibly
even become their master - but the man Kyojin served was
corrupt, During his time as Champion, Raigu was revealed to
be one of the leaders of the Gozoku alliance and stripped of
his status. The men who served under him were disgraced;
those not killed were put into positions far beneath them.
Kyojin was sent to the Wall.

The Crab received the large Crane with only slightly more
enthusiasm than his Crane brethren left him with. They
mocked his iaijutsu style, telling him that it would be useless
against the slavering hordes of Jigoku. He was assigned to the
front lines and eventually ended up in a unit of berserkers. On
one of his unit's forays into the corrupted lands they were
ambushed by hundreds of bakemono led by a new type of oni.
Kyvojin fought hard as the men around him fell to the beast’s
fury. The demon left him for last, considering him weak.
Kyojin knew that his single-sword techniques would never
prevail against such a foe and resigned himself to death. In
that instant, all the fury, despair, and hate that had festered
since his lord was dishonored welled up in Kyojin. A red haze
permeated his vision — then nothing.

He remembered little after waking. The bodies of countless
goblins surrounded him and the oni was gone. The haze had
faded, but so had all memory of his former life. The beast that
rose {rom Doji Kyojin's soul stood on four legs and had a body
of a demon. Kyojin picked up his katana and a strip of cloth 1o
use as a mask and began a new life in the dark realm.

F=AR=D DU=LIST
[ANCESTOR FEAT KYOJINI

You have an awesome charisma and a demonic light in your
eye that frightens your enemies.

Benefit: You gain a fear effect that only comes into play
during an jaijursu duel. The DC is 10 + your level + your
Charisma moditier. Opponents who (ail their roll suffer a -5
penalty to their lafjutsu Focus check. Opponents who refusea
duel you offer may not spend any Void Points or any ability
that requires Void against you during the ensuing comba.

(YOJIN
(5 POINTS)

Kyojin grants you a frightening presence when in single
combat. You have a Fear rating of 5 while in an laijutsu Duel,
Anv opponent who refuses a duel you offer immediately loses
a Void Point and may not spend Void Points or use
related abilities against you during the ensuing combat

Toid
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destroy the mortal Empire but to consume it, Daigotsu orga-
nized a great City of the Lost, and caused men and women
overwhelmed by the Shadowlands Taint to embrace the dark-
ness in their souls instead of fighting it and being driven
insane. In a generation, Daigotsu turned a great swath of the
Shadowlands into a dark mirror of Rokugan, He was an
Emperor of an entirely different Empire — the Lost were his
samurai, the goblins and undead his peasants, and the feared
Onisu his Champions.

Perhaps one of the most hornfic changes Daigotsu brought
about was the creation of a great wall separating his new
Empire from Rokugan. Ironically, the Lord of the Shadow-
lands grew weary of incursions by Hiruma scouts and Hida
war parties just as the Crab Clan created their wall to curb the
unending assault of the Shadowlands.

Daigotsu’s wall is formed of the bones of beth his failed ser-
vants and the corpses of his enemies. Some of the jutting
bones are the size of huge trees, while a close inspection
shows the skeletons of nezumi, humans, and what many Crab
have agreed is an unusual amount of crows. The Wall of Bones
carries no withered flesh or muscle, only clean bone torn from
those Daigotsu has found unworthy in some regard. Lven
rthose mortals slain in the Shadowlands cannort be certain 1o
rise again as undead to attack Rokugan, Instead, those the
Lord of the Shadowlands deems untfit join the endless piles of
bones on the wall.

The Wall has only one point of entry -— a single gate at its
center that opens to the only path directly to the City of the
Lost. The Wall of Bones stands taller than even the Kaiu Wall,
making any sort of large-scale assault over the wall impossi-
ble. While the wall’s defense is hardly perfect——a single man
or small scout team could find @ way over or around the Wall
of Bones - the fortification is total insurance against an
assault on the City of the Lost. Any such force would have o
contend with the forces ar the Wall of Bones' gate, and the
unnatural power of the Shadowlands plus the canny detenses
constructed by the Lost samurai (many of them ex-Crab;
would be enough to turn back any force the Empire could rea-
sonably organize.

Due to the current struggle for power in the Shadowlands
between those loyal to Daigotsu and those who follow
luchiban, the gate at the Wall of Bones has been gripped by a
quiet tension. Though the bushi stationed there would rise up
to join their master Daigotsu, they have heard only rumors of
his fate since his death ar the hands of Toturi Tsudao, In addi-
tion, the commanders of the forces here realize they cannot
afford to allow infighting to consume the Lost at the Wall of
Bones. Unfortunately, they do not believe luchiban’s followers
share their sense of duty and silently agree that some day one
of the Bloodspeakers will come to sabotage the Wall just 1o
harm its Lost bushi.

USING THE
WALL OF BONES
I AR ADVERTURE

The Wall of Bones symbolizes the significant change in the
organization of the Shadowlands brought about by Daigotsu,
Though among the Crab it is common knowledge that the
Daigotsu was creating a dark reflection of the Empire in the
deep Shadowlands, the massive fortification is a stark
reminder of the threat,

* The Wall of Bones is of grear importance to the Crab, and
Hiruma scouts regularly study it from afar and up close. An
all-Crab party {or a group under the command of the Crab)
could find themselves on such missions.

* Much like the Kaiu Wall 15 to traditional characters, the
wall of Bones could serve as the backdrop for a group of
Lost characters. Especially with Daigorsu deposed by
luchiban, the wall is seeing an increasing number of
Tainted creatures turning their attention to the City of the
Lost.

* Getting past the Wall of Bones could be the precursor o an
adventure in the City of the Lost. Characters who lind their
way past the wall may find getting back to the Empire an
even mote difficult rask.

HOW TO USE THIS
INFORMATION

Each of the major areas of the wall is presented here with all
the informatien a GM should need ro use 1t. Each section con-
tains a heading entitled "At a Glance,” which summarizes the
components of that area. Certain portions of the wall have
their own descriptions, which may be read aloud o players if
the GM so desires. Individual GMs are encouraged to alter or
expand the information presented here to suit their own
games.

WALL OF BON=S FORCES

The Wall of Bones is almopst exclusively stalled by warriors
drawn [rom the ranks of the Lost. The only exception to this
are the mahe-tsukar under the emplov of the masters of the
gate, who serve as spiritual facilitators and add firepower in
times of crisis,

The forces of the Lost on the Wall of Bones vary wildly in
their abilities and staristics, having been drawn from
every Clan in the Empire. Typical bushi range lrom levels
4 1o & in the samurai class. while officers and comman-
ders range from levels 7 to 10, The maho-tsukai ar the
gate, of which there are {ewer than 50, vary in the same
manner.

The forces of the Lost on the Wall of Bones vary wildly in
their abilities and statistics having been drawn from
every Clan in the Empire. Typical bushi are School Rank
t or 2 in seme clan’s bushi school, while officers and com-
manders of the forces there are School Rank 3 or 4. The
maho-tsukai at the gate, of which there ate fewer than 50,
vary in the same manner.




TH= NORTH TOW=R

AT A GLANCE

The Neorth Tower is also called the Supply Tower after the stor-
age rooms on its ground floor. 1t is the least populated of the
four towers because it has no manned stations other than the
guard post on the ground floor. With vantage points on the
top floor that include both sides of the Wall of Bones, only the
most alert and swiltest servants are posted here. The North
Tower usually spots intruders, as most groups from the
Empire move in from the Kaiu Wall to the northeast.

1. GUARD ?OST
Of all the manned security positions at the gate, the guard
post on the North Tower is believed to be the most important.
There are at least three Lost bushi on guard here at any time,

and two or three more plus a maho-tsukai during times of

alert. There are nc supplies in the guard room itself, and
anyone attempting to enter the Novth Tower without proser
wthority is detained by force.

2. WEAPON STORAGE

The weapon cache in the North Tower is easily accessed by
those inside the Wall of Bones, but inaccessible to invaders.
The room cenrtaing countless katana, wakizashi, yari, and a
handful of other common bushi weapons. There are ne yumi
or other ranged weapons here, as they are generally hoarded
on the upper foors of each tower. There are no guards posted
to this room; no one is expected 1o enter it except the supply
officer on duty. Those caught in the room for any longer than
it takes to pass through it are subdued and punished. Some-
times luckless trespassers are added to the Wall,

3. ARMOR STORAGE

Similar in form and function w the nearby weapon storage
room, the armor storage mustly contains bits of armor
intended to teplace destroyed equipment. There are no single
full suits of armor here, though the myriad pieces of ashigaru,
lamellar, and other armor types could in a pinch, be assem-
bled into several dozen suits. Wall guardians with severely
lamaged or destroyed armor must requisition replacements,
and generally stay off-duty until their equipment is supplied.
Countless armor-repair supplies and tools in this room give
the appropriate skill checks a large bonus.

4. EQVIPMENT STORAGE

General supplies such as rations, bedrolls. and rope are stored
here and watched by at least three armed bushi. Though not as
immediately important as the weapons and armor locared
nearby, these staple items are important to the continued
smooth operation of each tower. Those wishing to use the sup-
nlies here are not questioned much, but attempts to ramper
with the equipment or add unauthoerized items to the srock-
pile are dealt with harshly. This room also conrains the stairs
apwards to the top floor of the North Tower,

11. WESTERM OUTLOOK
This archer post faces the Ciry of the Lost. Deemed g necessity
oy the paranoid Lest Crab who helped construet the Wall,
only the most trusted archers are assigned to this position.
This post is one of the highest honors in the Lost army, and
:hose who hold it command respect and fear. The primary
function of this position is to ensure there are no attempts to

take the towers from the west due to some internal struggle
for power, Though civil war has vet to occur, the rising ren-
sions between luchiban end Daigotsu make it seem
inevitable,

12. GUARD 705T

The entry to the second floor of the North Tower is guarded so
that no one can slip by and surprise the archers. The room is
well lit and usually guarded by bushi who have been blessed
by Fu Leng with enhanced senses and perception. The room is
much larger than any of the other rooms in the tower. At least
three bushi are always on guard here, and the archers on
either side ol the tower tall back to this room il their position
is overrun, In addition, there are numerous bowstrings,
arrows, and tools to aid in the recovery and repair of both
arrows and yumi,

13. EASTERMN OUTLOOK
This archer post overlooks the northeastern watch from the
gate and cften sees action. Between this point on the North
Tower and the post on the East Tower, the archers of the Wall
of Bones usually fend off incursions from overly bold Hiruma
SCOLLS.

TH=Z SOUTH TOWE=R

AT R GLANCE
Of all the towers at the gate, the South Tower is the least likely
to aid in times of an attack Because of this, it is usually
manned by the least experienced or useful of Lost. Bushi who
show promise are often stationed on the South Tower, and
promotions or recognition usually mean reassipnment. The
South Tower also carries two of the least strategically impor-
tant features of the gate — the secondary barracks and a small
shrine to Fu Leng.

6. GUARD ?OST

Despite the comparatively relaxed nature of the South Tower,
its guard post is manned by experienced and serious bushi.
Due 1o the presence of the barracks and rhe shrine, there is no
strict pelicy on who is allowed through 1o the rower, though
only bush: reporting for dury on the upper floors or for duty
in the guard room may carry a full complement of weapons
and armor. Others may have only a small weapon such as a
wakizashi or tanto and no armor, Coupled with the watchful
presence of Fu Leng’s shrine, this measure ensures none cross
the guards

2. BARRACKS

These arc the secondary barracks, and most off-duty bushi
spend their time here if they are not in the shrine. Bedrolls
and minor personal effects litter the floor. Here the Lost
engage in ictivities that make them seem less like the Tainted
abominations stories paint and more like Rokugani samurai,
Thcy swap stories of service on the wall — how many wild
beasts or Rokugani they have killed in the past weeks in the
line of duty — or simply drink strong sake and shochu in
silence. There are always a handful of bushi here, and only one
token guard on duty at any time,

8. SHRIN=

A fair-sized shrine to Fu Leng connects to the secondary bar-
racks through a gaping hole in the inner bone walls. The
jagged and broken bones around the doorway always coze

gt

i

WMACm MO rrIOE PIT-

e e N e
- £

5

T i

-




. el 3

»
7B sl T AT

e 2 ;

il et g et Wi i S L S G i i T T

nWNAGwm M0 rrae

s i

il e

AMNTWN AM=_VYAEZN

-
AT i S e

=
#

> Hiy
o ... SR WP S MR SR

blood, which puddles and slowly drains into the ground. Two
maho-tsukai are permanently posted here to attend to the
spiritual needs of the bushi. The shrine is considered the gate's
most sacred site, and while no guards are posted here, none
are necessary, None of the Lost would be foolish enough to
attempt to defile the Shrine to the Dark Kami, and all of the
Lost on the Wall would die before they allow the shrine to fall
into an invaders hands.

15. NORTH OUTLOOK

The northern outlook of the South Tower waiches over the
inner yerd of dhe gate. When the West Tower is ac cest, this
archer post must quell any problem at the inner gates. The
least experienced soldiers at the Wall of Bones are generally
posted here, as this outlook's archers have never had to fire.

16. GUARD 70OST

The upper floor of the South Tower sees a great deal of tratfic,
as the shifts change more frequently than the other Towers.
e to the South Tower’s unofficial role as a training ground,
the shifts are shorter to afford newcomers more opportunity
to adjust 1w service at the Wall of Bones. Guards here are the
finest ol the most inexperienced bushi at the wall, as they
guard the two archer posts ‘rom possible attack. Guards here
are soon promoted to another position. At least three bushi are
alwavs on guard here, and the archers on either side of the
tower full back ro this room if their position is overrun. In
addition, there are numerous bowstrings, arrows, and tools to
aid in the recovery and repair of both arrows and yumi.

17. EAST OUTLOOK

This archer post watches both the inner yard of the gate and
the southern end of the outside. Archers thar show promise
are often posted here to cortinue their training. This vantage
point sees little combat, as most attacks are from Taint-mad-
dened beasts or Rokugani scouts, from the north and east.
Nonetheless, the post 15 considered a proving gmund and its
bushi taxe their duty very seriously.

TH= =AST TOW=R

AT R GLANC=Z
As it is the tower that heads the outer protrusion of the gate
from the Wall of Bones, the security and staffing of the East
Tower are primary concerns, It bears the brunt of artacks
while defenders frem the North and South Towers assault the
enemy unimpeded Because of this, the East Tower is heavily
fortified and filled with only the most elite bushi. A position
at the East Tower, no matter the role, is a serious distinction,

2. GUARD vOST

De to the nature of the East Tower's role in the defense of -he
City of the Lost, security is utterly paranoid by even the most
hardened Kuni witch-hunter's standards. No less than ten
armed bushi are on post here at any time, and that number
doubles within minutes if necessary. The post serves as hoth a
security checkpoint to the center of the gate’s defenses and a
pool of manpower to draw upon should others fall.

10. EAST OUTLOOK
The only position in any of the towers where archers are
located on the ground floor, this room serves a support role to
confuse attackers. The stairway between this room and the
upper floor is unusually large in order to allow runners to
move quickly back and forth. The archer slits here are con-
cealed by the natural formarion of the Wall of Bones, so an
attacking army would have to be quite close to notice aay-
thing. These archers fire at a ground-level trajectory once an
attacking army has adapted to the constant rain of arrows
from above. Firing arrows at such a low angle requires both
immense concentration and mare than a little assistance from
one (or up to three} maho-tsukai stationed here at all times.

18. OUTLOOK

This large, U-shaped outlock gives archers posted here full
command of both sides of the main gates. Several siege
engines are stationed at each corner of the area to support -he
archers and maho-tsukai constantly an dwy in this roem.
Only the most elite Lost marksmen are assigned to this sta-
rion, and their skills are enhanced by the twisted maho of Fu
Leng’s chosen. The maho-tsukai stationed here add their fire-
power to the archers’, assist them with their magic, and pro-
tect the outlook area with protective spells. As the most obvi-
ous and deadly fortification in the gate area, the East Tower
logically draws most of the attention of any attacker.

19. SUP?PLY STORAGE

The East Tower is the one most easily cut off from the rest of
the Wall of Bones. Because of this, a supply room is main-
rained in case the defenders are unable to reach the other
towers. This small cache of weapons, armor, and misce.la-
neous supplies would last for just over 2 week in a siege, Thare
is always one bushi on guard who is 1o destroy the equipment
if the tower is about to fall into enemy kands. The items in this
room are maintained in perfect orderly groups and the area is
kept immaculate to allow runners and archers to move
between the three doorways in the arez without pause.

20. GUARD YOST
Like the guard post on the lower {loor, this room is watched by
only the most trusted Lost bushi. None may pass except the
ranking officer on watch and those assigned to the large







nWMAGCm HGC rrac mI-A

C
H
R
T
I
2
2
v
R

[
{
£
]
i

o s T, T g 2

T W R

o

E:
§=.

=

s e

S A

archer post thar almost completely circles the upper floot. At
least four bushi are always on guard here, and the archers on
either s.de of the tower fall back to this room il their position
is overrun. In addition, there are numerous bowstrings,
arrows, and tools to aid in the recovery and repair of both
arrows and yumi,

TH= W=ST TOW=R
AT R GLANCE

The hidden secret of the Wall of Bones, the West Tower and
lht’.' Wal..c [hai connect (o lht’ Nt}rth llI'lLl 51‘.‘[.“'1'1 ‘I‘U\.‘.‘i.‘r\'\' are
hidden from view beneath the blackened earth of the Shad-
owlands at most times. Only when the gates are open (by the
command of the gate officers or otherwise! to allow traftic
through the area does this massive structure rise from the
ground destroving any possibility of a rush charge beyond
the Wall of Bones. Those attempting such tactics or who fail
to show proper authority 1o pass are caught in a merciless
killing zone of archers and siege engine lire,

. BARRACKS

The main barracks of the gete area are on the bottom floor of
the hidden West Tower. A barely organized sprawl of bedrolls
and personal etfects covers the floor,with just enough room
to walk between them Asthe area spends maost of irs time
belowground, the main doorway on the west wall is used only
when the tower is up. Otherwise, bushi reporting 1o and from
their posts must exit to the top floor and then to the surface
above. Two bushi are on gaard here at most times, though
there islittle call for security. An assault on the Wall of Bones
would have to be overwhelming to reach this part. Likewise,
any sor of rebellion from within could easily be contained.

4. THE SIZGE =ENGINE

On the top oor of the West Tower rests a sick marvel that
combines Kaiu engineering with the dark designs of Jigoku.
Called only "the Engine," the weapon appears to be a great
catapult that fires not up into the air at an are, but directly for-
ward from where the thing 15 pointed. 1he Engine was
designed by one of the first Lost Crab to be given true mas-
rery of their Taint by Daigotsu, an aspiring engineer by the
name of Yohiro. Kaiu Yohiro went through fve previous
designs, resting them on hapless wandering gobling and
eventually massive trolls until he was satisiied. The result of
his worl is this massive weapon of blackened and melted
stee] that seems to grow out of the piled bones that muke up
the tower.

TH= =NGIN=

The Engine is a barely sentient construct that requires the [ull
concentration of at least one spelleaster capable of casting 3rd
level maho spells o funcrion.

Large Construct (Shadowlands)

Hit Dice: 20d10 (175 hp,

Initiative: +0

Speed: 0

AC: 222 size, +12 natural}

Attacks: Slam +20 melee, catapult fire +20/+ 15 ranged
Damage: Slam 2d10, catapult fire 6ds

Face/Reach: 10ft. by 10ft./5tt.

Special Attacks: Taint Blas:

Special Qualities: Damage Reduction 15/44 jade),
regeneration 10

Saves: As commanding maho-tsukai

Abilities: Str: 25, Dex 10, Con — Int 2, Wis 2, Cha 2

Climate/Terrain: shadowlands
Organization: Solitary
Challenge Rating: 12

Treasure: None

Honor: 0

Alignment: Always lawful evil
Advancement: 21-30 HD) (Large)

CORBAT

The Engine 1s primarily a weapon of ranged destruction,
though is can pivot itsell and slam into any hostile torces that
get near it The slem attack requires no maho-tsukai assis-
tance,

Taint Blast: Once cach round, in addition 1o any other
attacks, the Engine may fire a shot of concentrated fire and
Taint energy by dealing 15 damage o 7ts conwroller. This sho
has a range of 300 fr. The blast deals ade fire damage to every-
thing within a 30-foot radius of the impact ( Reflex save DC 20
for half damage]. Creatures without any Shadowlands Taint
caught in the blas: take an additional tode divine damage
twithy nu save ), This is a supernatural ability.

TH= =NGIN=

Earth: ¢
Air: |
Fire: 2

Agility: 5
Water: 3

Strength: 7
Taint: Innate
Rolls when Attacking: 6k4 (ranged), k4 (melee)
Rolls for Damage: Special (ranged), 7k4 (melee)
TN to be Hit: 10
Carapace: 8
Wounds: 150 +1, 200 +3, 250: +5, 300: Dead
Special: The Engine's ranged attack hasa range of 300 feer and
strikes evervthing within 30 feet of the impact for 4k+ fire
damage. The Tainted nature of the attack deals an additional
6k Wounds to anything caughtin the blast without the Shad-
owlands Taint. This attack requires a maho-rsukai capable of
casting at least 2nd level maho spells to inflict 5 Wounds on
himself,
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the Oracles' subsequent wrath. The Dark Oracles find this
destruction unsatisfying, for the Covenant always disappears
moments after having been used in this manner,

TH= BLESSINGS
OF DARKNE=ESS

Although the Oracles rarely take direct action against mortal
toes, they indirectly aid the allies of Jigokw During the Clan
War, the Dark Oracles came together and created the oni
known as the elemental terrors, beasts of incredible power
thar plagued the Creat Clans. This created an imbalance that
was corrected when the Oracles of Light created the elemen-
tal nemuranai to aid mankind against the terrors,

The elemental terrors were an exception. The Dark Oracles
generally aid others only through their blessings, and that but
ravely. Few are found worthy of an Oracle’s blessing, although
those who do prove worthy find their powers augmented 1o
astonishing and terrible levels.

ing his life and loyalty to Daigotsu. Despite his corruption and
his power, or perhaps because of it, Nokatsu has no choice but
to serve Daigotsu even though he hates him above all others.

Nokatsu dwells within the Twilight Mountains' blackest,
coldesrt recesses, far to the south of Crab lands, He moves
through the earth without difficulty, and rarely stays in any
particular location. Nokatsu respects only raw, unfettered
power, He has been known to offer his patronage to those few
beings that have sought him out and survived his wrath. Hs
will has been thwarted only once in recent memory, when the
corrupled shugenja Katsu used the Dark Covenant of Earth to
force Nokatsu to rebuild Sunser Tower in Ctosan Uchi.

THE DARK BLESSING OF ZARTH

Kuni scholars believe that it was the Dark Blessing ot Earth
that allowed the oni lord the Maw to visit devastation upon
the Hiruma lands. Whether this is true or not, none can say
for certain. Nokatsu is extremely reluctant to bestow his bless-
ing upon petitioners, but any who fulfill his requirements
would surely be unstoppable forces of destruction.
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SOSHI JOMYARO,
DARK ORACLE OF AIR

A shugenia serving in the armies at the Battle of Oblivion's

TAMORI CHOSAI
DARK ORACLE OF FIRE

s
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Gate, Soshi Jomyako fell to the Shadowlands “orces in the
heaviest fighting ar Volturnum. She was taken from the bat-
tlefield by ogres to face a fate too horrible to imagine. Shortly
after she arrived ar her capters’ camp, Jomvako began to hear
whispers that offered her tremendous power if only she
would surrender her soul. Dreading the alternative, Jomyako
accepted the immeasurable power of a Dark Oracle.

A few months after accepting Oracular duties, Jomyako
gave birth to a son she had conceived during the march on
Volturnum. Knowing that her humanity was rapidly draining
away, Jomyako found the boy's father, the Phoenix busht Shiba

Tamori Chosai carries on the legacy of his brother, the infa-
mous Agasha Llamori who betrayed his family, his clan, and his
Empire. Chosai aided in manipulating Tamori, the previous
Dark Oracle of Fire, into causing the Dragon-Phoenix war
during the Four Winds era. When Tameori was killed by the
combined eftorts of leaders in both clans, the mantle fell o
Chosai, who accepted it only to end the endless pain of immo-
lation that his dyirg brother had cursed him with. Isawa
Nakamure immediazely used the power of the Dark Covenant
of Fire to force Chosai to {lee Rokugan, never to return.

| Katsuda, magically restored his mental facilities despite his C};C}“;ai nD:;‘rLd“']rf'l's lu;ft‘eE in the llnm;r*.tmns I.“l“'.lh_mlll{“?u_
) x f corruption, and gave him custody of their son, Jomyako has gan, s Imrll e (]']1 hy i'i ¢ _tl.lz__} [ml., um!'h wirhin “h ¢
o ;‘ only recently discovered that Katsuda still serves Daigotsu. %I"m“‘_" alew .Nn}ﬂa Janas j[l o "f'_“_J"n ‘_‘Im “‘“j“}‘l m as i
4 Her detachment allows only rare moments of affection for her fire god; they are his eyes ans nands 0 Rokugan, The Tvegon
| son Kats't, but in those moments she suffers rerrible pain over have created a defensive series of towers along the Empire’s
" i hislges northern edge to keep a constant vigil for Chosai and his min-
& o Of all the Dark Oracles, Jomyako's reason for loyalty 1o ions, mlnpmhng lha_‘I) 1rk_( racle’s tge}nda [ .'31[g(:&t=.1u h T offered
% " Daigotsu is the simplest: the order that the Dark Lord has “’hi‘lhﬂlld |1[e canh(,}".nsat,_{ea r{iﬂngif e 0113;{- ‘;‘* axa lf\ ?Il a8
| o - iy i - 4 ras 2 o “ye » . gan'’s ders.
o8 i brought to the Shadowlands permits her to feel some sem- much loyalty as he can ofter from beyond Rokugans borders
: 1 blance of her life before she entered the Shadowlands. Before
g his rule, her life was a chaotic whirlwind of madness and  THEZ DARK BLESSING OF FIR=
S despair, and she welcomes the order Daigotsu l)rought. Chosai grants his blessing vather freely, for it is only through
* é his mortal agents that he may seek reverge against his former
| i THE DARK BLESSING OF AR clan, the Dragon. While he may choose only one to bear his
i Soshi Jomyako prefers to remain in solitude, permitting blessing ara Lmnieq as ;—"”“ use his Tagflc [(3Iﬂ'-‘g‘11"““f ma}mi
visitors only in certain circumstances such as when her son or 4EANISIQUSEAgaInst the D"“ill(m- TNI act t 1‘”11 e mystica
i Daigotsu wishes to see her. Although more approachable than ““”g?’l he Wmldli; censumes his mortal agents does not con-
7 other Oracles, Jomyako is unlikely to bestow her blessing cern Chosai at a
i upon mertals. Those who recuest favors ave refused, and those
ﬁ s . . -
% L who persist are destroyed in particularly excruciating ways. RMATSVY TURI,
4 2 — o
0 | iy ) PDARK ORACL= OF WAT=R
: .VHSUI\J ROIgﬂT SU, The fallen Lion Matsu Turi is an abomination of everything
2 = i~ . A ik Dacle Ovaelas Tridi i tha
DARK ORACL= OF =ARTH his former clan hn!]_t]s dear. Of all the I_):llk C racles, Turi is the
The angriest and most violent Dark Oracle, Yasuki Nokarsu is greatest contradiction. He hates the Lion with an unmatched
' also the one most likely to take direct action against the forces passion, yer _Wl“ not allow 0r|_1(31'5 L spf‘.ak ill of them. Turi
| of Rokugan when given an opportunity. He accepted the clearly considers slander against the Lion to be a personal
- Eusielan ok a Tk Oracles power under dipas Beritis Daig- attack, and he demonstrates it by unleashing his full power.

Turi has forged a strange alliance of convenience with the
Tsuno, the corrupted spirit beings created from the original
Kitsu race. The Tsuno despise Tari, but fear and respect his

otsu wished to bind Nokarsu, he tortured the Crab samurai for
nearly thirty years before Nokatsu finally acquiesced, pledg-
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power. Turi considers the Tsuno crude beasts, but finds them
of enormous value in his war agains: their mutual foes, the
Lion, Together, they discovered the remains of Akodo One-
Eve, which Turi used to force his clan ro grant him an appren-
tice while the Tsuno retained Akodos no-dachi, Matsu Domio-
tai thwarted Turi's etforts by committing seppuku alter
swearing his loyalty, an act thar gave the Dark Oracle reason to
retlect on the true meaning of honor.

Daigotsu has earned Turis respect and loyalty through his
ruthless leadership and promotion of wisdom as well as power

among the Shadowlands hierarchy. Moreso than any other
Dark Oracle, Turi has tremendous respect for Rokugan's social
order, even il he lcathes the Empire that spawned it

THE DARK BLESSING OF WATER

Matsu Turi has been actively seeking o mortal agent he con-
siders worthy of bearing his blessing, Turi retains enouga of
his humanity to be frustrated by the restraints that govern his
actions, and wishes to take a more active role in the political
and strategic activities in the Shadowlands. Years ago, he
sought to extort a willing apprentice trom the Lion by an-
soming the remains of Akodo One-Eve, but was thwarted by
Domortai's seppuku. Since that time, he has yet to find a
worthy pupil, although he has not stopped searching,

TONBO TORYVY,
DARK ORACLE OF VOID

Tonbo Toryu is the most tragic Oracle, Light or Dark. He was
once elevated to the position of Oracle of Thunder, Tengoku's
champion of mortal heroes and the Thunder Dragon's avatar
in Ningen-do. When Isawa Kaede, wife of Emperor Toturi and
Oracle of Void, took the throne l_n“‘_m'ing‘ her hushand's death,
she created an elemental imbalance that had to be corrected.
The Oracles were never meant to take a direcrt role in the
affairs of mortals, and by doing so Kaede creared a need tobal-
ance the equation. Toryu accepted the burden and became the
Dark Oracle of Void, leaving the position as Oracle of Thunder
vacant, Toryu struggles to maintain his honor and purity
despite the unbelievable power and Taine dhat courses through
his system.

Toryu makes his home in the ruins of Voliurnum, site of
one of history’s greatest battles, the Battle at Oblivion's Cate.
The gate, now destroyed, can still yield great power to those
who know its secrers. Toryu once gaarded the gate as the
Oracle of Thunder, bur now merely observes as a Dark Orzcle,
unconcerned over who comes and goes through his domain
so long as his privacy remains relatively uninterrupted.

THE DARKR BLESSING OF VOID

As yer, Toryu resists the siren call of corruption. Tainted he
may be, but his soul remains pure. He has once been sought
out and asked the question to which every mortal is entided,
but thus far none has sought his blessing, and none has been
granted that power. What evil could come {rom the Dark
Blessing of Void, few dare conjecture,

DARK BLESSING
OF TH= =ZL=RM=NTS

[NEW F=EATI

You have received the blessing of a Dark Oracle, and all the
power that entails,

Prerequisite: To receive the blessing of a purticular
element, you must have been subjected to a spell of that ele-
ment cast by the Dark Oracle of that element and successtully
saved aga nst its effects. The DC of this save must be ar least 35
to qualify as a prerequisite for the Dark Blessing of the Ele-
ments leat.

Benefit: You may cast spells of this element as it you were a
shugenja of level equal to yeur character level and who pos
sessed the Elemental Focus ability for the given element. You
gain SR 20 versus all spells of this element and SR 10 against
all other elemental spells, You are a viable target for any spell
that spec fically targets Tainced or corrupted targets, even if
you do not possess the Taint.

Special: Only one being may possess the blessing of @ par-
ticular element at any given time. For instance, one persen
may possess the Dark Blessing of Barth and another the Dark
Blessing of Water concurrently, but they may not both possess
the Dark Blessing of Earth at the same time, No one may have
motre than one Dark Blessing feat

DARK BLESSING
OF TH= =ZL=ERME=NTS
(MEW ADVANTAGE: 20X?)

You have gained the blessing of a Dark Oracle and gained a
measure of that Oracle’s power. In order to take this Advan.
tage, you must have met with and gained the favor of a Dark
Oracle. Having done so, vou may choose to take the Dark
Blessing of that Oracle's element. Only one being possesses
the blessing of each elementat a time. You gain the ability to
cast spells of one element as if you were a shugenja of rank
equal to your toral Insight Rank. You are completely immune
to spells of this clement, and gain Magic Resistance at the
maximumn level versus spells of all other elements.

RAIS=S AND DUELING
FOR SHADOUWLANDS
CREATURES

LER RPG 2E:

For human characters, Void reflects how well the
character can use all the elements in harmony. As a
result, it is 1sed as a mechanic for ducling and Raises.
Unfortunately, many creatures native to the Shadow-
lands do not have a Void Ring. How do they deal with
these situations?

In most cases, a Shadowlands creature doesn't need
to duel. However, if such a situation does come up,
these creatures use an average of all their Traits
{round down) to determine the number of times that

they may focus. Raises are likely to be far more impor-
tant. Use an average of all the creature’s Traits (round
down) to determine the maximum number of Raises
it may make,

For a simpler result, the GM could rule that all
Shadowlands creatures may have an effective Void of
2 for the purposes of Raising and focusing only, 3 if
they are within the Shadewlands or another Tainted
area.
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TH=
SHADOWLANDS
TAINT

Pet hiaps no force in Rokugan is more feared and mysterious
than the Shadowlands Taint. The pervasive, seductive
essence of Jigoku wells forth from the Festering Pit and
covers the southwestern section of Rokugan. No mortal can
long withstand the presence of the Taint,

The following section compiles rules for dealing with the
Taint, some drawn from other volumes, others presented
here for the first time. All have been clarified and updated,

CORRVUPT=D
EMWIROMUM=NTS

A character risks becoming Tainted anywhere that the power
of corruption is strong in the environment. Generally this
applies anywhere in the Shadowlands, and in a few other
places throughout Rekugan. The Shadowlands Marshes of
the Shinomen, the Seas of Shadow, and the homes of the
Dark Oracles radiate corruption in the same wayas the Shad-
owlands, and other areas where dark magic {s strong may
carry a similar corruption at the GM's discretion.

M=CHANICS

For every day spent in a cortupted environment, the charac-
ter must make a Fortitude save. This save begins at DC 10,
but increases by 5 per cach additional day. This DC decreases
by 5 for cach full day spent outside the corrupted environ-
ment, te a minimum of 10, (Remaining in the corrupred
environment with the protaction of jade negates the need
for saves and prevents the DC from increasing, bur does not
decrease it.) Characters failing this save gain 1d4 points of
Shadow.ands Taint.

INJURY Il CORRVUPTED =TWIRONMAENTS
Any time a person is injured in a corrupted environment,
there 1 a chance that the wound will become infected with
Taint. If a character's wounds are bound { Heal check vs. DC
157 then there is no danger of corruption. Characters with
untreated wounds must make an Fortitude save vs, DT 20 or
accumulate 1-5 points of Shadowlands Taint. Once a charac-
rer has an infected wound, ke continues to accumulate Taint
as if he were in a corrupted environment, regardless of any
jade he carries, until his wounds are successfully treated.
Omly ore attempt to treat an infected wound may be made
per day, at DC 15 plus 5 for every day it has gone untreated.

MAGIC I CORRUPTED ZTWIRONMENTS
A shugenja who attempts to cast a spell in a corrupted envi-
ronment has a chance of atracting a kansen rather than a
kami, thereby corrupting himselll The first time a shugenja
casts a spell in a corrupted environment he must make a For-
tirude save {[3C 5). If this save fails, the spell either fails or
has some random effect, The character alsa gning 1d4 points
of Shadowlands Taint. At the GM’s diseretion, this random
effect mav be beneficial if the character agrees to accrue 3d+
points of Taint instead. For additional spells cast in the cor-
rupted environment, the DC of this save increases by 1 each

DETECTING CORRUPTED

time the character makes a successtul save, and by § each ume
he tails a save. The character can reduce this DC back to § by
meditating for eight hours and making a Concentration check
(DC 20} or by remaning out of the Shadowlands for one day
fur every puoint ol DC above 5. Retuning w the Shadowlanes
for even one day during this periad restores the DC (o its
highest level, as the kansen tend 1o linger and wait for
shugenja to return,

STWIRONMENTS
Shugenja or those with experience in dealing with the Shad
owlands can otten sense when they have entered a corrupred
environment. A shigenia who attempts to cast any spell or
draw upon any magic in a corrupred area 1s entitled roa
Wisdom check (DC 157 11 this is successful, he immediately
realizes the area is corrupted and can cease spelleasting betore
he risks corruption, Any character with Knowledge { Shadow:
lands) can spend ten minutes studying the area and make a
skill eheck (DC 150 I this is successiul, the character imme-
diately realizes that the area is corrupted.

SHADOWLANDS
RANMCESTORS (YOKAD

D20 SYSTEm:

The yokai described in this book are effectively
Shadowlands ancestors. Ancestor feats can typically
only be taken at first level, meaning that these feats
are generally exclusive to NPCs. However, at the GM's
discretion, a player character who later becomes

Tainted may be allowed to exchange the ancestor feat
he acquired at first level for a yokai.

L5R RYG 2=:

The yokai described in this book are effectively
Shadowlands Ancestors. Any Tainted character may
purchase them as ancestors are normally purchased.
At the GM’s diseretion, a Tainted character may
exchange any ancestor for a yokai with equal or lesser
character point cost.

M=CHANICS

For every day spent in a corrupted environment, the character
must make a simple Earth roll, This roll begins 2t TN §, and
increases by s for each additional day. This TN decreases by s
for each full day spent outside the corrupted environment, 1o
a minimum of 5. {Remaining in the corrupted environment
with the protection of jade negates the need for saves and pre-
vents the TN from increasing, but does not decrease it.) Fail
ing this roll means that the character gains 1-5 points of Shad-
owlands Taint (roll one die and divide by two, rounding up).

INTURY I CORRVUPTED EZMWIRONMENTS

Any time a person is injured in a corrupted environment, there is
a chance that the wound will become infected and cause Taint. If
a characrer's wounds are bound Med:cine/ Intelligence roll vs.
TN 15) then there is no danger of corruption. Characters with
untreated wounds must make an Earth roll vs. TN {5 or accumu-
late 1-5 points of Shadowlands Teint. Once a character has an
infected wound, he continues to accumulate Tamt as if he were in



a corrupted envitonment, regardless of any jade he carries, until
his wounds are successtully reated. Only one attempt to treatan
infected wounid may be made per day, a1 TN 15 plus 5 for every
day it has gone untreated.

MAGIC ITL CORRVUTPT=D =ZMWIROMMENTS

A shugenja who attempts to cast a spell in a corrupted envi-
ronment has a chance of arrracting a kansen rather than a
kami, thereby corrupting himselll The first time a shugenja
casts a spell in a corrupted environment, the DC of the spell is
increased by S L this increase causes the spell to fail, the spell
either does nothing or has some random effect. The character
also gains 1-5 points of Shadowlands Taint (he does not gain
the Taint il he would have failed regardless of the TN
increasel, At the GM's discretion this random effect may be
beneficial if the characrer agrees to acerue 315 points of Taint
instead. For additional spells cast in the corrupted environ-
ment, the TN of this save increases by 2 each time the charac-
ter casts a spell successfully, and by 10 each time he fails (even
it he did not fail due to the TN incresse). The character can
reduce this TN back to 5 by meditating for eight hours end
making s Meditation/Void roll vs. TN 20 or by remaining out
of the Shadowlands for ene day for every point of TN above 5.
Returning to the Shadewlands for even one day during this
period restores the TN to its highest level, as the kansen tend
to linger and wart for shugenja to return.

DETECTING CORRVUPTZD ZMWIROMMENTS
Shugenia or those with experience in dealing with the Shadow-
lands can often sense when they have entered a corrupred envi-
ronment. A shugenja who attempis to cast any spell or draw
upon any magic is entitled to a Perception roll vs. TN 15, If this
is successful, he immediately realizes the area 1s corrupted and
can cease spelleasting belore he risks corruption. Any character
with Lore (Shadowlands) can spend ten minutes studying the
area and make a skill roll vs. TN 10. 1f this is successful, the char-
acter immediately realizes that the area is corrupted.

SFF=CTS OF TH= TRINT

The Taint affects those infected by it both mentally and physi-
cally, and rarely affects two individuals in the same manner.
I'he Lost who follow Daigotsu and luchiban are corrupted
humans who maintain some measure of sanity, and function
more or less normally as a group (though their goals are still
decidedly sinister). Other corrupted individuals are less fortu-
nate, becoming raving Shadowlands madmen or inhuman
monstrosities.

The Taint is measured in ranks, with every ten points of

Taint bestowing one rank, In the d20 system this rank is tep-
resented by a modifier (7 ranks of Taint is expressed as Taint
+7, for example). Each time the character receives three points
of Taint, he develops a Minor Symptom. Every time rhe char-
acter receives a new Rank of Taing, he develops a Major Symp-
tom. This rank is referred to as the character’s Shadowlands
Taint Rank, though it may also be refer-ed to as a Shadowlands
Rank or merely a Taint Rank.

These rules for distributing symptoms are merely a guide-
line. An extremely Tainted character’s symptoms tend to pile
up. Symptoms should add interesting drawbacks to the cam-
paign, not tedious bookkeeping, Feel free to distribute as many
or as few symptoms to Tainted characters as you deem fir.

‘lo determine what sort of symptom is developed, roll one
d10 each time a new symptom is acquired.

Roll Minor Symptoms
1-4 Physical Symptom

5-10 Mental Symptom
Roll Major Symptoms
1-6 Physical Symptom
7-10 Mental Symptom

These symptoms are left to your discretion, though
extensive lists can be found in Rokugan™ and Way of the
Shadowlands™

RM=CHANICS

A character with any physical symptom may drew upon his
Taint to add it as a modifier to any physical skill check
{Strength, Dexterity, or Constitution) or melee attack roll.
Duing so causes the character to gain an additional point of
Taint permanently. A character with physical symptoms also
applies his Taint modifier as a penalty on all social skill checks
except for Intimidate checks.

A character with any mental symptom may draw upon his
Taint to add it as @ modifier to any Will save. Doing so causes
the character to gain an additional point of Taint permanently,
Any individual speaking ro a character with a menzal symptom
may make a Sense Motive check to determine that something
is wrong with him, opposed oy the Tainted character’s Bluff
check. The Sense Motive roll gains a +2 bonus for each addi-
tional symptom beyond the first.

A character whose Taint Rank is higher than his highest
ability score modifier becomes Lost, a corrupted NPC under
control of the DM. Lost characters may no longer spend Void,
may no longer draw upon their Taint as described above, and
no longer accumulate Taint in corrupted environments or by
using maho, though they may now gain advanced Shadew-
lands powers (see Creatures of Rokugan™), In addition, the Lost
character gains a number of Corruption Points equal to his
Taint Rank. These may be spent in the same manner as Void
Points are normally spent (assuming the character has the
Void Use fear).

RM=CHANCS

A character with any physiczl symptom may draw upon his
Taint to roll and drop extra dice equal to his Taint Rank on any
Strength, Agility, Stamina, or Reflexes-related rell. Doing so
causes the character to gain an additional point of Taint.
A character with physical symptoms also applies his Taint
modifier as a penalty on all social skill checks except for
Intimidation checks.

A character with any mental symptom may draw upon his
Taint to increase the TN of any spell being cast upon him by his
Iaint Rank. Doing so causes the character to gain an additional
point of Taint permanently, Any individual speaking to a char-
acter with a mental symprom may make a Perception roll to
determine something is wrong with them, opposed by the
Tainted character’s Awareness roll. The Perception roll gains a
Free Raise for each additional symptom beyond the first.

A character whose Taint Rank is higher than his highest
Ring becomes Lost, a corrupted NPC under control of the
GM. Lost characters may ne longer spend Void, may no longer
draw upon the above abilities, and no lenger accumulate Taint
in corrupred environments or by using maho, though they
may now gain advanced Shadowlands powers (see Way of the
Shadowlands™). In addition, the Lost character gains a number
of Corruption Points equal to his Taint Rank. These may be
spent in the same manner as Void Points are normally spent.
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LIWWING WITH TAINT

There is no reliable cure for the Shadowlands Taint. Even the
Crab have no treatments outside of the seldom-used Purifica-
tion spell. The best thing a Tainted individual can do is stop
drawing upon his Taint and hope that it doesn't get any worse.
Even this is not a guarantee that the character will not become
corrupted further. Once a person has become Tainted, the
infection will slowly worsen until it overwhelms its host.

Tea of Jade Petals will prevent any further corruption if

taken daily. There are other methods of curing the Taint per-
manently, but most are extremely difficult or unknown to the
general populace,

The following table indicates the interval at which one's
Laint will increase.

TaBLE 8—1: TAINT INCREASE CHECK INTERVAL
Constitution Earth Ring Check Interval
7 or less 1 14 days/Rank
8-13 2 30 days/Rank
14-16 3 90 days/Rank
17-19 4 180 days/Rank
20-21 5 360 days/Rank
22 or more 6 & years/Rank

M=ECHANICS

At the end of this interval, the character must make a Forti-
tude save (DC 5. If successtul. the DC increases by 5 with
each additional interval until the roll is failed. The TN is then
reset at 5. Each time the roll is failed, the character gains an
additional Shadowlands Point. If he possesses any Shadow-
lands Powers (sev Creatures of Rokugan™), his corruption grows
even more swiftly. Minor Shadowlands Powers bestow one
extra paint of Taint, each, per interval. Major Shadowlands
Powers bestow two extra points of Taint, each, per interval.
Grearer Shadowlands Powers bestow three exira points of
Taint, each, per interval. A vegimen of acupuncture, medira-
tion, plenty of sun, and a monastic lifestyle lets the character
make another save, and decreases additional Shadowlands
Points by one per power. {This assumes the character has not
been actively using his Shadowlands Powers. Those Powers
which cannot be deactivated do not count against this.)

M=ECHANICS

At the end of this interval, the character must make an Earth
roll vs. TN 5. If successtul, the TN increases by 5 with each
additional interval until the roll is failed, The TN is then reser
at 5. Each time the roll is failed, the character gains an addi-
tional Shadowlands Point. If he possesses any Shadowlands
Powers (see Way of the Shadowlands™), his corruption grows
even more swiftly. Minor Shadowlands Powers bestow one
extra point of Taint, each, per interval. Major Shadowlands
Powers bestow two extra points of Taint, each, per interval
Greater Shadowlands Powers bestow three extra points of
Taint, each, per interval. A regimen of acupuncture, medits-
tion, plenty of sun, and a monastic lifestyle will let the charac-
ter make another Earth roll, and decreases additional Shadow-
lands Points by one per power. (This assumes the character has
not been actively using his Shadowlands Powers. Those Powers
which cannot be deactivated do not count against this, )

 PREVENTING THE TAINT

The best way to deal with the Taint is not to accumulate it in
the first place. The casiest way to do so is through the use of

jade. Carrying jade in a corrupted environment instead trans-
ers all corruption that wou ave infected the carrier into
fers all ption that {d h fected tl t

1is jade. This works only for a limited time, as tollows (z
his jade. Th ks only for a limited time, a5 follows (a
“piece” of jade is counted as one unit the length and width ot a
mans finger}:

TasLe 8-2: |Jape PrROTECTION DURATION
Pieces of Jade Carried Duration of Protection

One 7 days

Two 12 days
Three 16 days
Four 19 days
Five 21 days

These times are approximate, and the GM can always rule
that the corruption in an area is more intense than normal,
causing the jade to deplete its power more swiftly, Near the
Festering Pit, for example, the above volumes of jade would
last only one-tenth the normal time, il that long. Jade does not
protect against corruption accumulated by injury or use of
magic in corrupted environments.

As jade corrupts it slowly becomes soft, greasy, and black,
eventually melting away into dark sludge.

TH= MAW:
FORGOTT=N
Onl LORD

Of the oni lords that have been created during Rokugan's exis-
tence, only Akuma no Oni can truly be said to have wrought
the same destruction as the Maw, and even its claim can be
disputed. The Maw led the single most devastating attack on
Rokugan since the first War with Fu Leng, although Daig-
otsu's reign could rival the beast’s achievements. [t was the
Maw’s power that crushed the Hiruma lands, Tainted the Kuni
provinces, and required the construction of the legendary
Carpenter Wall.

Unknown to all save the Maw itself, the creature was sum-
moned into the world by Kuni Osuki, a young shugenja with
boundless ambition, The Maw fulfilled its bargain, granting
Osuki great power by teaching her the secrets of Jigoku and
maho, but then defeated her and stole the power of her soul,
becoming an Oni Lord. Somehow Osuki survived, and rurned
her new knowledge against the Maw by holding its armies at
bay with the River of the Cresting Wave.

The Maw was banished o Jigoku tollowing its defeat, and
Osuki’s death severed its connection to Ningen-do, prevent-
ing it from returning. Only when Daigotsu assumed power
did the Maw finally return, summoned by the Dark Lord's
incredible power. The beast has kept a low profile, biding its
time until it can make a second play for power. If the Crab
should discover that the Maw has returned, they would spare
no effort rtoward slaying the fell creature.

THE RMAW, LOST ONI LORD

Huge Outsider (Evil, Oni, Shadowlands)

Hit Dice: 20d8 + 200 (290 hp)

Initiative: +3 (+1 Dex, 2 size, +4 Improved Initiative)
Speed: 30 ft.

AC: 24 (+1 Dex, 2 size, +15 natural)

Attack: 2 claws +31 melee or bite +31 melee



Damage: 1d8+11 claws, 2de+11 bite

Face/Reach: 10 ft by 164t /15 ft.

Special Attacks: Improved Grab, Swallow Whole

Special Qualities: Oni qualities, consumprion, regeneration 10,
spell-like abilities, DR 18, SR 24

Saves: Fort +22, Ret +13, Will +14

Abilities: Str 33, Dex 12, Con 30, Int 18, Wis 15, Cha 11

Skills: Battle +25, Intimidate +23, Knowledge (Crab Clan) 27,
Knowledge (Msho) +27, Knowledge (Shadowlands) -27

Feats: Cleave, Great Cleave, Improved Critical {unarmed),
Improved Initiative, Improved Uaarmed Strike, Power
Attack, Weapon Focus {unarmed)

Climate/Terrain: Shadowlands, any land and underground
Organization: Solitary

Challenge Rating; 25

Treasure: None

Honor: Always (0 Honor

Alignment: Chaotic evil

Advancement: 21-45 HD (Huge!

The Maw is a gigantic beast, towering above even the largest
ogres and oni that normally populate the Shadowlands. Iis
veptilian, strangely human features are dominated by its truly
massive mouth, with expands out of all proportion to the
remainder of its form. Its rows upon rows of teeth are visible
from any angle

CORBAT

The Maw is perhaps the deadliest killing machine that
Ningen-do has ever seen, capable of slaughtering entire
legions of samurai in seconds, [t wades into nearly anv combat
\«\-'IHJIULI[ hl‘.."}l‘lulii’“. l’a?‘l’i' L 'ﬁk‘ll] lJIULJ‘.i 3]1‘.-: ]cnli ”L’hl‘l. lis Ullly
hesitation comes when he suspects something unusual is
amiss, a mild paranoia it developed wkile spending centuries
in Jigoku awaiting 1 chance for revenge.

Consumption (Su): Much like the Onisu Hakai, the Maw
gains power from the souls of those it kills. The Maw gains 1d&
temporary hit points tor each opponent it consumes through
use of the Swallow Whole ability descrnibed below. All other
benefits of advancement (such as higher saves, base attack,
and caster level for spells and spell-like ahilities) are also
gained, This benefit lasts for one week, after which time the
Maw loses one borus hit die per weel until it returns to the
above statistics,

Improved Grab (Ex): To use this ability, the Maw must hit
a Large or smaller opponent with a stecessful bite attack. It
may then attempt to start a grapple as a free action without
provoking an attack of opportunity. 1f the Maw is successful
with its grapple caeck, it may attempt to swallow the foe
whole the next round.

Oni Qualities (Su): All oni have certain L|1.1;11i1:es,
described on page § of Creatures of Rokugan,

Regeneration (Ex}: Holy and honorable weapons do
normal damage 1o the Maw,

Spell-like Abilities: The Maw may cast spells as a sorcerer
of t8th level. All spells classified as necromancy or maho
spells are considered o have gained the benefits of the
Empower Spell fear.

Swallow Whale (Ex): The Maw can tTy to swallow a
grabbed opponent of Large or smaller size by making a suc-
cessful grapple check. One inside, the oppenent takes 2d10+5
points of crushing damage and 3d10+10 points of acid damage
each round. It is pessible for a swallowed opponent to cur his

TH=

way out iﬁ_\- |nI]ir|i:1g, 100 po.nts of da mage (o the (!i}:r«ll\'c
tract (AC 507 Any holes caused by such an escape heal the {ol
lowing round.

RAW, LOST ON LORD
Earth: t0
Stamina: 12
Fire: &
Water: 10
Strength: 12
Air: 5
Rolls when Attacking: 10ks
Rolls for Damage: 9k9
TN to be Hit: 30
Carapace: 20

Wounds:; 100 +8; 250+ 10, 375: 4 15; 500 428, 750 Dead

SY=CIAL ABILITIES

Oni Lord Qualities:
ble abilities common to all Cni Lords, although it generally

The Maw pussesses the same incredi-

prefers to use its physical might as its primary weapon. The
Maw may create smaller, weaker versions of itselt to use as its
minions, The power of these creations is dependznt upon the
number that the Maw calls irto being ar one time. The Maw
may instantly summon forth up 1o thirty smaller versions of
itself, each roughly equivalent 1o a zombie. 1f only twenty are
summonei, they are mechanically equivalent to ogres, and i
only ten are summoned, thevare equal to Ugulu no Oni.

Maho: The Maw may use any maho spell as if it were a
maho-tsukai of Insight Rank 8.

Multiple Attacks: The Maw can attack three times per
round, typically two claw and one bite attack per reund.

UNDEAD AND TH= LOST
Many Lost have symproms that cause them to
pear as undead — fleshless bodies, carrion stench,

or the ability to command other undead. Likewise,

some undead seem to retain a shred of their former
humanity and behave much as they did in life.

Among fuchiban’s followers, intelligent undead are
disdained. Undead are seen as tools, and intelligent
undead are merely zombies with delusions of
grandeur. Inchiban would add that these pathetic
wretches have already proven theirselves unworthy
by failing to remain alive.

Daigotsu’s followers disagree with fhis sentiment
If anx intelligent undead is powerful and capable, Daig-
otsu has a place for that individual among his armies.
Tsukuro and Byofu, in fact, are among his most trusted
and powerful agents. Daigotsu's followers believe that
intelligent undead must be blessed by Fa Leng, for
why else would he choose to return them to life?

Of course, this argument just causes Iuchiban to
despise undead all the moze, A wretch who must rely
upon a god's aid to cheat death is beneath contempt.

To the rest of the Empire, most of this is mere
semantics. A Crab samurai generally cares little
whether the shambling abomination before him isan
intelligent undead, a Lost samurai, or an oni in
human form so long as he can determine a way to

swiftly destroy

it. |
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“Turn away, foolish samurai, lest you find whaf‘?
you see in the shadows to your liking.”
— Daigotsu, Dark Lord of the Shadowlands

Secrets of the Shadowlands explores the eternal enemy of

the Empire, the Shadowlands. Shrouded and mysterious, A\
the only thing known for certain to lie beyond the Great Wall

is inevitable corruption. But what happens after a samurai’s

soul is taken by darkness? That is only the first step on a

lonhger journey.

Within, you will find:

* The history, traditions, and territory of the Shadowlands
Horde, including such groups as the Daigotsu, Chuda,
Tsuno Bloodspeakers, and assorted beasts.

* New mechanics for Tainted characters, including
Bloodspeaker magic and Shadowlands ancestors. |

* A view of the Empire through the eyes of its most hated
foes.

*+ A description and walkthrough of the Wall of Bones, the
Dark Lord’s response to samurai who venture too far in
his lands.

+ The darkest secrets of the Shadowlands revealed.

This book is a dual-system supplement for the Legend of
the Five Rings Role-Playing Game, Second Edition," and
Rokugan,” the d20 Companion for Legend of the Five Rings.

Players and DMs may also find it useful as a source of
interesting new feats and abilities for any d20 System™
campaign.

Game Masters running the Second Edition L5R RPG will
need a copy of the Legend of the Five Rings Game Master’'s
Guide” and the Player's Guide. Players need only the
Player's Guide.

Dungeon Masters running d20 System™ games will need a
copy of the Player's Handbook;' the Dungeon Master’s
Guide, Oriental Adventures;” and Rokugan.' Players will need
only a Player's Handbook."
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