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STRANGERS

The swirling mists of the forest had seemed innocent enough.
The spirits that emerged from them, however, were clearly
malevolenl, Had Doji Yasuyo not been suspicious of her guide’s
treachery she suvely would have been taken unawares and killed,
As i was, i was proving difficult to defeat the avamy spivits even
though she clutched Naishi, the mystic katana whase discovery had
started Yasuyo on this fateful jourmey

From the trees ahous her, the Doji maiden could hear the frantic
giggling of Fuhan, the mujing who had led her down this path.
she grimaced, Tt was clearly madwness to follow the craaturs, buet there
wias no other way to find her destination. She could enly pray to hey
ancestors that the tiny pranheter had not lied when it told her it could
find the shyvine che sought,

Yasuye rolled to escape the claws of the fevacious hunchback spivits
that surrounded her. The claws of the nearest grazed her back, sending
chills throughout hey body. Shrugging off the effects, she cut sharply
backwards with her blade, thrusting her left foot forwand to keep her
balance as she had been taught. The spirits wilthfire eyes flashed in
pain, the gases that comprised its physical form dissipating with the
wind affer the strike,

The remuiring spirils surmunded her, forcing her backward inta
the mists, They darted forward, each time forcing her to vetreat a fow
precivus steps lest she drop her guard, which would surely spell her
doom. The creatures stayed a respectful distance from her shimmering
blade. The deaths of a half dozen of thetr brethven had taught them fo
fear its keen edge. _

Suddenly, the ground beneath Yasuyo turned into foul sludge.
She struggled for the brigfest moment o keep her footing, but her leg
had dizappeared to the knee and she could not stand, As she foll,
something struck her shavply across her sword arm, sending Naishi
flying from her grasp. She gasped in shock at the loss of her blade,
reaching blindly to vegatn it,

The samurai-ko fought to stand, but the ooz into which she had
Jallen moved of its own accord, elosing around her waist and legs, drug-
ging her beneath the surface. Blackness engulfed her, severing all her
setises. The mud flowed across her face, dogging her nustrils and mouth,
Choking, she thrashed about wildly, punic beginning io creep inio her
mind. As she began to succumb to the darkness enclosing her, her hand
grazed something solid. Steel and silk. The handle of her katana.

Muishi.

The feel of the mystic blade calmed Yasuyo's mind. The strength of
her ancestors coursed through her, washing away her panic and
reminding her of her destivey. She lunged forward, breaking free of the
pdious mud holding her within the marsh. “Nal™ she cried.
"My destiny is not to dee in this pit of offal™ She plunged her blade
deep ttn the muck at her feet. There was a thick, loathsome bubbling
sound, and the mud flowed away, veleasing its hold on her foet like a
thing alite.

Doji Yasuyo pulled herself free of the quagmire, standing on the
edge of the marsh deep within the Shinomen Forest. Her magnificent
armor was covered with foul mud and the marks of a dozen fierce
encouttters. Yasuyo only vaguely resembled the beautiful, serene
youttg samurai-ko she lied been a few short days upo when she had
enttered this damnable forest.

The laughter of the mujinu rang through the trees again.
“Pretty lady not so pretty! Maybe call you stinky lady insteadr”
The pot-bellied orunge mujina held its sides, spinning gleefully in
miidair s il flopped its tiny wings,

"Hear my words, little prankster” Yasuyo began, pointing at the
ereature, “If you do not fulfill your end of our havgaim, it will be your
spirit seattered to the winds by ney hlade”

"Oh nol” Fuhao shook ifs stubby dawed finger at her. *Bemember
deall You need find shrine by next big moon It pointed to the shy us

- it pivoted upside-down in midair. "Promise take you there if you

promise follow me through big woods™ The flouting spirit rolled
forwand to upright itself and grinned like ¢ fool,

Yasuyo could only sigh. Her ancestors had led her here. Why they
had chosen such a strange messenger. she could riot imagine. Perhaps
this was all u leson in patience. If she could endure but three move

duys of this madness before the new moon, then pevhaps the creature

would lead her where she so desperately needed to go

And if not, then she would have fulfilled her end of the bargain
and could take out her frustration at the trickster's antics with a cleay
conscierce.

Waving her hand, she simply soid "Lead on, Fuhao-san.”

*Fuhan-camal” the mujina covvected as it flapped away

Yasuyn srepred and follawed.

As the two disappeared deeper into the woods, a figure high in the
treetops wakched. The creature shook his feathered arms to warm
itself, This Doji Yasuyo was indeed worthy of the task set before her
1f she could endure the constant peril and remain composed enough
to find the shrine, then he and his kind could give her the tools
she necded to complete her quest. If anyone could test the mettle of
a samurat, it was Fuhao,

The ancient kenku sensed huffed and cdicked #is beak in amusement,

Tisne would fell,

The Emerald Empire of Rokugan is vast and varied,
filled with a dizzying array of creatures of all types and sizes.
Rokugan is & mythical, fantastic land, and the beasts found
there often possess abilities beyond the understanding of
mortal men. Although the Empire’s soclery is rigid, with
clearly defined roles and duries for all men, the land is wild
and untamed, Wicked onl, mischievous spirits, and deadly
ghosts lie around every turn. An unwary samurai can find
himself facing a foe he has little hope of defeating,

Creatures of Rokugan™ 15 intended for use with Rokugan™
the d20 supplement to Onental Adventures™ for role-playing in
the world of Legend of the Five Rings. Contained within is
merely A sampling of the creatures and races that populate
that most enigratic of landz,

NEW RULES

NEW SUBTYPES

Several of the creature subtypes introduced in this book
are unigue to Rokugan, or have expanded rules for use in
a Rokugani campaign. Depending upon the subrype in
question, these creatures may be subject 1o certain types of
attacks, spells, or viher effecs,

INCORPOREAL WARIANT)

In Rolrugan, incorporeal creatures usually exist only partially
within the mortal realm, Ningen-do. As crystal and jade are
"perfect” substances, existing in all realms simulraneously,

they can harm these creatures normally, as if the target were
corporeal, unless otherwise specified.

DARKNESS

Also known as the Lying Darkness, Living Darkness, or
Mameless Darkness, the Darkness is aciually a piece of



nothingness that survived the creation of the world and seeks
to return all realms to absolute nothingness, Creatures with
this subtype have either been corrupted by or are actually
extensions ol the Datkness. The Darkness itself is an entity of
deity-like power (though at the Battle of Oblivion's Gate its
power was thought to be completely desiroyed). Unless
otherwise specified, the damage resistance of such creatures
can always be overcome by crystal weapons.

on
Thougl all oni are evil creatures linked strongly to the realm of
Jigoku, not all of them are technically outsiders. A number of
oni have entered the mortal realm by physically crawling
through the Festering Pir, and have subseyuently adupted wlife
i this realm. Others arrive through other unigue means (such
a5 the creation of the Elemental Terrors by the Dark Oracles).
Creatures with the oni type but withour the oursider 1ype
carmot he hanished ot dismissed, hut can be affected by other
spalls, items, and effects which affect oni. TInless otherwise
specified, oni are always subject to the effects of crystal and jade.
Oni Qnalities (Adapted from Oriental Adventures): The
Oni subtype carries along with it a number of extraordinary
abilities. However, oni who are not directly summoned from
Jigoku have different advantages, and thus the following
abilities apply only to oni whe are also outsiders,

*  Immuniries (Ex): Onl are immune to poison.

*  Resistances (Ex): Oni have cold, fire, and
acid registance 10,

+  Alternate Form (Su): Oni can assume any humaneid
form of Small to Large size a5 a standard action.
This ability is similar to the polymorph self spell but
allowrs only humanoid forms. When using this ahility,
oni gain a +10 circumstance bonus on Disguise checks.

= Telepathy (Su): Oni can communicate telepathically
with any sentient creature within 100 feet that hasa
language.

SHADOWLANDS =
Creatures possessing the Shadewlands subtype are either
individuals who have become corrupted by the Shadowlands
Taint, are native creatures of that evil land, or are spirits from
the realm of Jigoku, The Shadowlands subtype is specifically
targeted by certain spells, nemuranai, feats and other effects.
All sShadowlands creatares have s Taint score included with
their ability scores. This Taint score i3 equal to one-half the
creature’s Charisma score, phus one if it is of the undead type,
plus two if it is of the outsider type.

SPIRIT

Creatures that originate from realms beyond the mortal realm
have certain advantages. Spirits gain o 14 racial bonus against
all enchantment effects except those of other spirits, Spirits
can sense any passages to their home realm (listed under
Climate/Terrain) within one mile. Spirits are also vulnerable
to certain spells and elfects which affect the spirit subtype,

voIip

Very few creaturcs possess the Void subtype, as it denotes
a deep, spiritual connection with the Void, the sum of all
elements, yet the présence of none. The Void phenomenon is
pooily understood by mortal men, yet they realize that it is
the defining element of humaniry; the only other race with a

similar connectivn is the Naga's group-mind, the Akasha

JRD=Z AND CRYSTAL

PAMAGE RESISTANCE (WARIANT)

Creatures of the Void are inherently attuned to the ebb and
flow of the elemente, often wreaking havoc with elemental
magic and possessing crude precognitive instingts,

Many of the creatures contained within this work originate
beyond the mortal realm and are therefore suscaptible to the
magical effects of crystal and jade, two rare resources found
only epatsely throughout the Empire. Neither is fully under-
stood by shugenja, but both possess unique properties thought
to be a result of their purity and state of elemental harmony.

Jade possesses a particular purity that in some unknown way
rejects and destroys the Shadowlands Taint, Scouts of the Crab
Clan carry small "fingers" of jade on their incursions into the
Shadowlands, as even small amounts of jade can prevent samu-
ri from becoming Tainted for a short time. Unfortunately,
even jade cannot resist the Taint forever. The longer it remains

within the Shadowlands, the more corrupted it becomes, |

blackening and softening until it bevomes useless,

1n addirion to lts protective effects, jade also has offensive
uses against those who possess the Shadowlands Taint. Tainted
individuals nr creatures with the Shadowlands subype
find contact with ar even the presence of jade very painful,
Accordingly, weapons made of or containing jade are often
devastatingly effective against creatures of the Shadowlands
and are often used by the Crab Clan.

Corrupted jade — sometimes refarred to as "obsidian,”
although it is different from true obsidian, a black voleanic
glass — can overcome creature damage resictance in the same
manner as jade, but as 2 highly Tainted substance, those
who carry it risk becoming infected themselves. Maturally
occurring obsidian has no special properties when used
against creaturcs with damage resistance.

Crystal, while not as potent as jade, also has a similar

damaging effect on many Shadowlands creatures. Additionally,
it can affect the mortal and even incorporeal forms of many
spirits from other realms. This includes spirits such as the
hengeyokai and even the primordial substance that makes
up evtensions of the Lving Darkness.

For mave information on jade and crystal, see page 105,

Most creatures with damage resistance in Rokugan can be
harmed by crystal, jade, or magic. However, the varying levels of
resistance to these marerials are not constant as they are with, for
example, silver weapons, With this in mind, this book uses a spe-
clal variant of damage resistance. If the descripror *(jade)’ is lisred
after a damags resistance rating, consider that damage resistance
to be decreased by +2 if using a jade weapon, or by +1 if using a
erystal weapon. Conversely, if the descriptar “(erystal)” is listed
after a damage tesistance rating, consider that damage resistance
to be decreased by +2 if using a crystal weapon, or by +1 ifusing 2
jade weapon. If the damage resistance rating becomes lower than
+1, then weapons do not need to be magical in any way to harm
the creature if they ate made from the appropriate material

Tot example, "damage resistance 10,12 (jade)" indicates that
a creature ignores the first 10 points of damage from any +3
weapon, of of any +1 weapon made of crystal, or of any
weapon made of jade.

Damage resistance higher than +5 is not meant to indicate
that such weapons exist, but implies that only a powerful mag-
iral jade or crysral weapom is necessary o pierce the creature’s
damage resistance. “Damage tesistance 10/+7 (crystal),” for
example, could only be plerced by a +5 crysmal weapon,
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_ASHALAN

Meditm-Size Humanoid (Ashalan)

Hit Dice: 1d8 (4 Lp)

Imitiative: +1 {Dex)

Speed: 30 ft.

AC: 13 (+1 Dex, +2 natural)

Artacks: Dagger +1 meles

Damage: Dagger 1d4—1

Face/Reach: 5 ft bysfi/sh

Special Qualities: Immunities, light sensitivity,
shadowr cloak, tattoo of domination

Sawes: Fort +0, Bef 42, Will +4

Abilities: Str 8, Dex 12, Con 8, Int 10, Wis 10,
Cha 14

Sldlle: Craft (tattooing) 14, Move Silently +3

Feats: Iron Will i

Climatc/Terrain: Any deserr,
underground, and temperate

Organization: Usually solitary,
occastonally lu groups of 3-5

Challenge Rating: 1

Treasure: Standard

Hunor: Nil

Alignment: Usually lawful neutral

Advancement: By character
class

The Aghalan are a mysterionus race a e
from heyond Rekugan and across ' %
3

the Burning Sands that greatly resemble
humans, They are tall, gaunt individuals
with no hair and extremely pale, almost
albine skin. Bvery known member of
the race s covered in strange, mystical
tattoos. It is possible that these tattoos

are in some way related to the Ashalan’s immorrality, given

their penchant for tattoving others (see below),

CORMBAT

The Ashalan are not particularly threatening physically They
prefer to deal with foes through subordinates or slaves, using
their sorcery from afar to ensure victory Those few who are
forced to defend themselves, however, aie formidable foes.
The Ashalan have centuries to learn various fighting styles,
even if they are reluctant 1o use them.

Immuniry (Ex): Ashalan are immune to all non-magical
poison and disease,

Light Sensitivity (Ex): Ashalan suffer a —1 penalty to
attack rolls in hright sunlight or in the radius of a daylight
spell. Ashalan sunburn easily, and prolonged exposure to sun
light over long periods of time is very unhealthy for them,
inflicting 1 parmanent point of Constitution damage per
week of such sxposure,

Shadow Cloak (Sp): An Ashalan can draw up the shadows
around him to conceal his presence. Ashalan using this ability
gain a +15 to Hide checks when motionless, and +10 w Hide
checks when moving. This ability is a standard action. If the
Ashalan is spotted, his tattoos appear to be pulsaring sofily,
revealing their magical nature, An Ashalan who makes any
form of attack (melee, ranged, ur magical) loses the benefit of
Shadow Cloak immediately.

Tattoo of Domination (Su): The Ashalan can imbue
others with mystical tattoos which bind the tartoned creature

e a to the Ashalan race,

/ﬁ‘ : making it a slave to the will

4 of any Ashalan that com-
A'}g/ mands it. The tattooing process
! takes 72 hours, during which the
bl Ashalan must succeed ot three consccu-
A7 tive Craft (tattooing) checks (DC 20 +
¥ target creature’s level). The creature being tat-
i tooed may make a single Will save (DC 10 +
Ashalan's Hit Dice + Ashalan’s Charisma
modificr) to cause one of these checks (o fuil,
Creatures that arc tattooed cease aging com-
pletely and are subject to the effects of dominare
person as if the spell bhad been cast by a 12th level
sorcerer. Any Ashalan may issue commands 1o
the creature as if they were the casting
sorcerer. Ashalan themszslvas are
immune o this affect.
Once per week, the tattoced
creature may attempe 3 Will save
(D 20 4 level of the Ashalan
currently in possession of the creature)
to attempt to break free, Those few
who manage to free themselves
from the Ashalan often flee, for
any other Ashalan can renew the
,fr domination by making a success-
ful epposcd Charisma check witk
the slave a5 a standard action,
Saves (Bx): All Ashalan have a +2 racial
bonus to all Will saves,

ASHALAN SOCIETY

The nearly-immortal Ashalan have dwelt
beneath the city of Medinaat al-Salaam for cen-
turies, where they practice their strange magic in secret. It is
said that the Ashalan possessed a great sociery above ground
millennia age, but that their civilization was undone on the
Day of Wrath, when they were driven underground by the
vengeance of the Sun. Bver since that time, the Sun has been
their enemy. It burns their (esh and gradually kills them.
Prior to being driven underground, the Ashalan are known to
have had an extensive conflice with the Naga race. The cause
of this conflict is unknown, although the races daspise rach
other (o this day,




The Ashalan believe that they are in part responsible for the
creation of the world. This has resulted in a certain feeling of
superiority over other races and an arrogant attitnde when
dealing with non-Ashalan, Sadly, this ancient race appears to
be dying. Though there are many Ashalan, they are said to
share only twelve souls, which somehow periodically shift
from individual to individual. This is conjectured to be con-
nected to the rarity of Ashalan children; it has been many cen-
turies since a child was born. Whichever individuals possess
the souls at any given time make up the ruling Couneil of
Twelve, who make all decisions for the Ashalan people.

Although the Ashalan are almost completely unknewn in
Rokugan, the Unicorn Clan have recently discovered two sep-
arate covert intrusions ino the Empire by the enigmatic race,
Matn Chagatai is greatly concerned that the Ashalan could be
preparing to act against their anclent foes, the Naga, whu are
currently under the influence of the Great Sleep. The Scor-
pion also house at least ane Ashalan among their number, a
curious traveler named Hofyn wha acenmpanied themn when
they returned From their axile.

RASHALAN CHARACTERS
The favored class for all Ashalan 1s sorcerer. Other common
classes include rogues and palading — an order of holy
warriors called the Blood-Sworn who defend the
Aghalan raee's interesis,

ASHURA

Large Outsider (Evil, Shadowlands)

Hir Dice: 16d8+80 (152 Lip)

Inirlarive: +3 (Dex)

Speed: 30 ft., fly 60 f1. (average)

AC: 32 (=1 size, +3 Dex, +15 narural,
+5 lamellar armort)

Attacks: trinted weapon (sword) +28/+23/
+18/+13 meles, 2 wings +19 meles; or.
tainted weapon (bow) +28/#23/+18/+13
ranged

Damage: Tainted sword 2dé+17 + 2d& if
honoable + 2dé if good; wings 1d8+8
plus poison; Tainted bow 1d8+18 plus
Taint

Face/Reach: 5 ft. by 5 ft. /10 ft.

Special Attacks: Tainted sword,
poison, Tainted bow, aura of
terror, spell-like abilities, death

Special Qualities: Dunage reduction 40/+5 (jade),

SB. 30, regeneration §, Tesistahces, SUMMon Weapons

Saves: Fort +15, Ref +13, Will +14

Abilities: 51t 27, Dex 16, Con 20, Int 15, Wis 18,

Cha 18, Taint 11

8kills: Rluff +20, Concentration +21, Taijutsu Focus +20,
Intimidate +22, Jump +24, Knowledge (Shadowlands) +12,
Ligten +20, Ride +19, Search 420, Sensze Motive +20,
Spellcraft +20, Spot +20, Tortire +12

Feate: Cleave, Combat Reflexes, Flyby Attack, Tmproved
Critical {Tainted sword), Power Attack

Climate/Terrain: Deep Shadowlands and Yume-do
Organization: Solitary
Challenge Rating: 17

Treasure: Double iteins; standard coins and goods
Honor: Alwayso

alignment: Always lawiful evil

Advancement: 17—48 HD (Large)

The ashura are creatures of pure nightmare, They are shadows
From the dreams of Fu Leng, shadows of a world where the
Day of Thunder ended with Jigoku’s victory, a history in
which the Dark Kami's power rolled unopposed across the
Empite. Daigoteu has managed to harvest only a handful of
these creatures from the darker realme of Yume-do. These
Ashura cannot survive in the mortal world for long hafore
returning to dream, but they are prepared to do everything in
their power to make their nightmare world Rolugan’s reality
Ashura resemble tall, beautiful samurai with eyes devoid of
emotion, They have elegant moth wings marked with deathis
head patterns. The ashura do not use
o their wings to fly; the carth
éj ; fE\ ol itself repels them from its
o S T presence. Ashura do not
o t "J speak, but communicate
i empathically toany creature
within 100 feer.
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Il Ashura are fearsome combat-
i ants, While confident in their
! abilities, they do not take foolish
chances. They are a pecfect combi-
narlon of ruthless intelligence and
sheer power, the uldmare soldiers in
] - an army that was never allowed o
-7 evist.._ and hopefully never will.
© Aura of Terror (Su): All enemies
* within a 20-foot radius of the ashura
must make a Will save (DT 20) or become
panicked. The Ashura may suppress this
ability at will,
Deathwrack (Ex)} When an
ashura dies, it explodes in a ball of
. unholy firc. All creatures within a 10-
foot radius take 1046 damoage (Reflex
save half, DC 17). Half of this damage iz
fire, the other half is unholy damage. If
its Tuinted sword, Tainted bow, or
armor are ol within this radius, they
also explode in balls of flame with
the same effects.

Immunitles (Bx): Ashura are

immune to fire, cold, acid, and elec-

trical damage. They can see in darkness (including
magical darkness) and ean see invisible or ethereal
creatutes.

Poison (Ex): An ashura’s wings have a razor’s edge, and
carry a foul pedsen, Fortitude save (DC 17} initial and sec-
ondary damage 2d¢ Chariema,

Regeneration (Ex): Holy and honorable weapons deal
normal damage to an ashura. Ashura regenerate lost body
parts (including their head) within one round unless their hit
points are depleted.

Spell-like abilities: at will — animate dead, arcane eye,
brd kharma®, circle of death, clond of Taintt, create undead, deoper
darkness, detect magic, detect thoughts, dispel magic, hallucinatory
terrain, heart of the damned®, improved invisibility, magic circle
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against good, polytiorph othey, palymarph self, teleport without ervor
(self and objects carried only), tremor®, unhallows: 1 /weel —
Rise, Taint.” These abilities are as the spells cast by a 15th level
soreerer (gave DG 14+ spall level).

Summon Weapons (Ex): An achura knows the location of
its weapons and armor at all timeg, and can locate thetn uncre
ingly. An ashura can teleport its bow or sword to its hand as a
free action.

Tainted bow (Bx): Each ashura carries a +5 mighty daikyu
{+8 Strength modifier). The ashura (and only the ashura) can
cause the bow to summon forth @ magical arrow a5 2 free
action by pulling back the bowstring, This artow is 2 +5 arow,
and targets struck must make a Fortitude save (DG 24) or gain
1dé points of Shadowlands Taint,

Tainted sword (Ex): Each ashura carries a special Large +5
unholy dishemorable keen katana. (With the keen enhancament
and the Improved Critical fear, this weapon inflicts 4 critical
threaron aroll of 15-20)

BAKENZ=KO

Medium-Size Fey (Spirit)

Hit Dice: 3di (10 hp)

Initiative: +5 (+1 Dex, +4 Improved Initative)

Speed: 30 ft.

AC: 14 (41 Dex, +3 natural)

Artacks: Hatuna +3 melee

Damage: Katana 1d10+1

Face/Reach: 5 fr. by 5 ft./5 ft.

Special Cualiries: Alter self, damage reduction 10/42
{crysral), spirit

Saves: Fort +3, Ref +3, Will +3

Abilities: Str 12, Tex 12, Con 10, Int 10, Wis 12, Cha 12

Skills: Bluff +11, Hide 47, Isijutsu Focus +11, Listen +8,
Move Silently +7, Spot +6

Feats: Improved Initiative, Weapon Focus (katang)

Climate/Terrain: Any forest, Chikushudo, and Sakkaku
Organization: Solitary

Challenge Rating; 1

Treasure: None

Honor: Usually 0

Alignment: Usually chaotic good

Advancement: By chavacter class

These capricious car spirits are natives of an area common to
Sakkaku, the Realm of Tricksters, and Chilkushuds,
the Realm of Animals. They are fascinated by
humans and their sirange ways, particnlarly
that most somber and stern of individuals:
the duelist. The hakeneko, likes their
ancient rivals the kenkwu, enjoy seeking
ot and testing the ckills of duslists, ofren
playing humiliating tricks and pranks to
prove to the human that life is not as serious
as they would believe,

In their natural form, bakeneko appear as latge domestic

. cats, Astute observers would note the cat’s strange intensity,

however, as the bakeneko are congtantly following humans
and watching them with great curiosity. If a human proves
himself to be interesting enough, the bakeneko will begin
playing small pranks on him wit.ﬁ its shape-changing abilities,
In human form, the bakencko are usually small in stature,
very attractive, and athletie,

COMBAT

Bakeneko rarely take anything seriously, and combat is no
exception, They will attempt to use their abilities to distract
and disorient their opponents. If scriously threatened, they
eccape at the first available opportunity.

Alter Self {Su): A bakeneko can assume the form of any
Small or Medium-size creature, This works as an alfer self spell
cast by a 16th level sorcerer. This is a standard action, which
the bakeneko can perform at will

Shapeshift (Ex): A bakeneko can transform into a car at
will, gaining the size, natural arrack modes, special artacks,
special qualities, and extraordinary abilities of that creature
{wse the statistics of a normal dog). It can also take the form of
a large, impressive looking feline with stane skin, a Aowing
mane, and articulate hands. This ferm s identical to its normal
form, except it cannot use its alter self ability and can fly at its
normal speed with perfect maneuverability: It can transform
back into its human form at will

Spirit Onalities (Bx): As spirits, bakeneko gain a 14 racial
bonus against all enchantment effects except those of other
spirits. Bakenelo can sense any passages to Sakkaku or
Chikushude within one mile,

Skills: Bakenelko receive a +4 racial bonus to Bluff and
Taijutsu Focus skill checks.

Bakencke




Large Outsider (Spirit)

Hit Dice: 3d8+6 (19 hp)

Initiative: +0

Speed: 30 ft.

AC: 14 (—1 size, +5 natural}

Attacks: Bite +8 meles, 2 claws +3 melee

Damage: Bite 2d4+5, claw 1d&+2

Face/Reach: 5 ft. by 10 fi./ s [,

Spectal Arracks: Gore 3d6+10

Special Onaliries: Dream earing, dream shift, shapeshifting

Saves: Fort +5, Bef +3, Will +3

Ahilities: Str 20, Dex 10, Con 15, Int & Wis 10, Cha 12

skills: Knowledge (Yume-do) +5, Listen +7, Search +4,
Spot +7

Feats: Alertness

Climate/Terrain: Yumne-do
Organization: Solitary
Challenge Rating: 3

Treasure: Mone

Honor: Nil

Alignment: Always neueral
Advancement: 6-8 HD (TTugs)

A truly bizarre looking creature, the
baku has been described as having
the head of a lion, the body of a horse, |
the feet of 2 tiger, and the rail of 2 cow
An enigmatic native of Yume-do,
the Realm of Draams, the baku is poorly
understoad by the peaple of Rokugan. These
creatures rarely appear in the mortal warld,
but often enter the dreams of mortals.
Though many fear the baku’s strange
appearance and mysterious origins, the
baku are in fact beneficial creatures, ~ e
whose presence can ward away night- —.
mares and promote sleepers’ health, ¥

COMBAT

The benevolent baku avoid combat, preferring to qui-

etly approach sleeping humans and devour their night-
mares. If discovered, a balu Hoeg, often transforming
into one of five animals: lion, horse, tiger, ox, or rhinoc-
ercs. If its ruse is uncovered, it will transform into ite

basic form, at which time it will fight to the death. £fas

Gore (Bx): Baku typically attempt to seare away bel-
ligerent intruders with a charge attack. If they strike success-
[ully with a charge, a balou inflicts 3de+10 damage.

Dream Eating (Su); Baku are attracted to human dreamers
having nightmares. They feast on the negative energy gener
ated during such an experience, ending the dreams and calm-
ing the sleeper. Any honorable person visited thus by a baku
will swalen with the effect of a bless spell as cast by a 16th level
cleric, Thehonarable individuals who are visited by a baku
experience a very different effect. The haku, disapproving of
their dishonorable natures, devours their hopeful dreams
instead and leaves the nightmares hehind. Such persons
receive an effect similar to that of a bane spell cast by a 16th
level cleric (Will save DC 12). In both cases, the effact lasts for
an entire day.

Dream shift (Su): A baku can transfer itself from any other
Spitit Realm (including Ningen-do) to the Realm of Dreams.
Consider this to be a plane shift spell that affects only the balo,
takes 1t ouly to Yume-do, and is usable at will

Shapeshifting (Su): As a standard action, 2 baku can
AYSUME Ay Une of ity six animel fopns: lion, horse, tiger, ox, or
rhinoceros. Reverting to its natural foom is also a standard
action for the baku. When in one of its basic animal fvrms, it
can be detected by spells that detect magic, This effect works
ag if the haku were using a polymorph self spell as castbya 12th
level snrcerar.

Spirit OQnalities (Bx): As spirits, haku gain a +# racial
beonug against all enchantment affeces excet those of other
gpirits. Baku can sense any passages to Yume-do within ane
mile.

Huge Outsider (Evil, Fire, Oni, Shadowlands)
Hir Dice: 15d8+75 (142 hp)
Initiative: +& (+4 Dex, +4 Improved Inidatve)
Speed: 30 fi.
AC: 20 (2 size, +4 Dex,
+8 narural)
Attacks: Claw +15 melee,
bite +13 meles
Damage: Claw 2d445,
bite 2d&a5
Face/Reach: 10 {v. by 10 i, /A5 Fr
Special Attacks: Spelllike abilities
Special Qualities: Fear aurs,
damage reduction 20/12 (jade),
oni qualities
Saves: Fort +14, Ref +13, Will +12
Abilities: Str 20, Diex 19, Con 21, Int 24,
Wis 16, Chu 18, Taint 11
skills: Concentration +23, Intimidate +19,
Knowledge (ancestors) +22, Knowledge
{arcana) +22, Knowledge (elements}+22,
EKnowledge (Gaki-do} +22, Enowledge
{Jigoku) +22, Knowledge (Meldo) +22,
Knowledge (Yomi) +22, Knowledge
(religion) +22, Listen +22, Spelleraft +22,
Spot +22, Speak all languages
Feats: Combat Casting, Empower Spell,
Enlarge Spell, Improved Initiative, Maximize
Spell, Spell Focus (fire), Spell Penetration

Climate,/Terrain: Shadowlands
Otrganization: Solitary
Challenge Bating: 13
Treasure: None
Huonon Always 0
Alignment: Always chaotic evil

Advancement: 1630 (Huge); 31—45 (Gargantuan)

Fortunately for the Emerald Empire, only one Chi ne Oni
swists, hacause its powers ate awesome to behold, Every one of
the many attempts to destroy it has failed, at 2 staggering cost
in the lives of experienced bushi and shugenja.

Thig ereature is a treasure trove af information knowable
only to 2 being from beyond this world. As a result, it is some-




times sought out by shugenja and maho-tsukai courageous,
desperate, or foolish enough to brave its fearsome power.
It is said to hove a lair somewhere near the Festering Pit,
but its exact location and nature are unknown.

Chi no Oni appears a3 a vaguely humanoid figure over 15 [i.
tall, but hunched and misshapen. Its arms and legs are long
and spindly, tipped with black claws the length of a wakizashi.
Its massive head, slung low between its broad shoulders,
is covered in spiny horos and bristles. Its lipless mouth is
filled with gnashing reeth the length of 2 man's forearm,
and is rwisted inro a perpetual grin. Yellow fire burns in its
beady eves. glinting from tiny sockets on sither side of the
long head.

Chi o Oui

COmMBAT

Chi no Oni prefers to-use its formidable magical abilities 1o
blast its enemies into tiny, charred morsels, It casts fire spells
whenever poasible.

Fear Aura (Su): The Chi no Ouni is surrounded at all times
by an aura of fear. Anyone within 10 ft. must make a Will save
{DC 19) or [veeze in place for the duration of the encounrer,
losing any actions for one full round, and suffering a -2
morale penalry to all saving throws. Thete is a s0% chanee the
victim drops anything it is carrying.

Fire subrype (Ex): Immune to fire. Douhle damage from
cold except on a successful save.

Immunities (Su)}: Chi no Oni is immune to charm, paraly-
s18, poison, sleep and stunning: Mot subject to critical hite.

Omi Qualities (Su): Oni oursiders have 2 number of abili-
ties. (See the introduction of this book, page 53 Chi no Oni does
not possess the alternate form ability,

Spell-like abilities; Chi no Oni iz a 15th level shugenja
with elemental focus in Fire. It can cast only fire spells,
If within the Shadowlands, it can spontaneously use
metamagic Feats to enhance a fire spell without extending the
casting time of the spell.

- CHIZARO NO ORI

Large Outsider (Oni, Shadowlands)

Hit Dice: 8d8+34 (50 hp)

Initiative: +4 (Improved Initiative)

Speed: 10 ft.

AC: 14 (1 size; +5 natural)

Attacks: 2 claws +12 melee, bite +10 melee, gore +10 melee

Damage: Claw 1dé+5, bite 1d8+2, gore 1d4+2

Face/Reach: 5 {1, by 5 [1./10 11,

Special Attacks: Acid, fear aura

Special Qualities: Scent, spawn podling, spread Taine,
weapon immunity

Saves; Fort +9, Ref +5, Will +7

Abiliries: Str 20, Dex 11, Con 16, Int 8, Wis 12, Cha &, Ixint 5

Skills: Hide +7, Jump +16, Listen +8, Move Silently +7,
Search +11, Spot +R

Feats: Improved Initiative, Multattack

Climate,/Terrain: Shadowlands
Organization: Solitary
Challenge Rating: 10
Treasure: None

Honor: Always 0

Alignment: Always chaotic evil
Advancement: 9-24 11D (Large)

A ruthless, devious predator, the Chizaro no Oni is a crearion
of maho that somehow escaped into the shadowlands 1o con-
tinue iis foul line,

Chizare no Oni are berween & and 12 feer tall. Their gaunt
bodies belie their considerable strength. They have long,
deadly 1alons, sizable horns for goring, and a disproportionate
maw full of fangs. Chizaro no Cini are most often red in color,
but range from pitch hlack to bone white.

The first Chizaro no Oni was summeoned from Jigoku by an
tinknown Scorpion shugena in the City of Lies several years
before the Scorpion Clan Coup. The beast rapidly escaped the
centrel of its summoner and went on a rampage throughout
the city. Fortunately, the local magistrates not only defeated
the beast, but ended the threat posed by its master as well, pre-
venting the creature from assuming control of his name,

Mow, decades after its initial summoning, the Chizare no
Oni has returned as a breed of similar oni. Kuni shugenta the-
orize that the beast escaped Jigoku somehow, perhaps through
the gate at Volturnum {see Rokugun, page 197), and now has
managed to reproduce isell thrvughout the Shadowlands. It
is one of the most dangerous foes to plague the recapturad
Hiruma lands.

COMBAT

Chizare no Oni are consummate hunters, stalking their prey
for days or even weeks at a time. Once they have cornered
their quarry, the cruel creatures often oy with them for days
before finally killing them, Chizaro no Oni prefer to weaken
their foes' defenses with oni podlings before closing in for the
kill with their mighty mlons,

Acid (Bx); The saliva of this oni is dangerously acidic. 1n
addirion ro normal damage, any creature struck with a suc-
cessful bite arrack takes 1d4 acid damage for 5 combat rounds.

Fear Aura (Su): Chizaro no Uhnd can radiate a 25-foot radius
fear aura a5 & free action. Those creatures within the affected



range must succeed at 2 Will save (DC 15} or be affected as
though by a fear spell cast by a 12th level sorcerer. Those wheo
successbully save against the fear aura may not be affecred for
12 hours.

Oni Qualities (Su): Oni outsiders have a number
of abilities, {Ser the inlroduction of this book, page 5,
Chizaro no Oni do not possess the alternate form
abiliry

Spawn Podling (Ex): Large nodules along the
Chizaro no Oni's spine are actually minlaure oni
growing fram pods. The Chizaro no Oni may teat
these pods from its hody, which immediately hatch
into full-strangth oni podlings that perform whatever
task the Chizaro wishes, The Chizaro may do thiz up o
ten times per hour, The pedlings are identical to the oni
podlings depicted elsewhere in this book {page €1).
The podlings have a life epan of one hour, after which
they shrivel and disappear in a4 matter of moments.

Spread Taint {Su): Chizere no Oni are particularly
virulent servants of the Shadowlands, and are copable
of passing the Taint on to others by touch. This ability
alone makes them among the most feared of all oni.
Anyone who suffers a wound from any attack the
Chizaro no Oni makes must succeed at a Fortitude save
(DC 25) or immediately gain une point of the Taint.

Weapon Immuniry (Bx): This particular strain of vni is
incredibly resistant to physical damage. Any damage taken
from piercing/slashing weapons iz reduced to one quarter of
its tatal walue {rounding up). Damage taken from jade or
jade-covered weapons is reduced to half of its rotal value
{rounding up).

Chizara o Cint

Huge Ooze (Oni, Shadowlands)

Hit Dice: 4d10+35 (57 hp)

Initiative: +3 (Dex)

Speed: 5 £

AC: 12 (—1 Size, +3 Dex)

Attacks: Slam +7 melee

Damage: Slam 1d8++

;i Face,/Beach: 10 fr. by 10 ft./5 [0

Dorono Orri Special Artacks; Fear aurs, improved grab, swallow whole,
drowning

Special Qualiries: Blindsight, damage reduction 10/+1
(jade}, noze

Saves: Fort +5, Ref +3, Will 43

Abilities: 5tr 19, Dex 16, Con 20, Tnt —, Wis 16, Cha 15,
Taint 8

Skills: Mone

Feats: Mone

Climate,/Terrain; Shadowlands and any marsh
Organization: Solitary
Challenge Rating: ¢
e, Treasure: None

e Honor: Always 0
: Alignment: Abways chaotic evil
Advancement: 5-1s6 HD (Huge), 17-32 11D

{Gargantuan), 35+ HD (Colossal)
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These liyuid creatures appear as a shapeless mass of brownigh-
gray voze resembling soft mud. They blend perfectly with
pools of standing warter, and are undetectable hy normal senses
until they areack. They can be found in practically any marshy
area of swamnp in the Shadewlands. The oni's only method of
attack is to wait until an unwary creature steps on it

Very little is known about these creatures except that they
have heen known to grow extremely large. A detachment of
Crab bushi once stumbled into one of these creatures in a
swamp near the River of the Dark Moon. Only eight of twenty
men survived to tell the tale. They claimed that a large portion
of the swamp itself was in fact 1 single Doro no Ond stretching
for several square miles.

COMBAT

Uoro no Oni preys upon any creature unfortunate encugh to
step on it When its aura of fear immobilizes fts victim, it grabs
the victimls feat or ankles, then swarms up the legs, over the
torso, and forces its way into the nose and mouth, Death is by
sulfocation as the victim’s airways are plugged. The vicdm
cannot be cut out with bladed weapons after being grabbed,
due to the liquid nature of the oni's body. Any attempt 1o do 0
may wound the victim, When the victim finally stops strug-
gling, it is drawn into the larger mass of the crearure and
slowly digested over 2 perivd of months,

Blindsight (Ex): The Doro no Oni is very sensitive to
vibriiony in the pround and sounds in the water within &0 fr.
of its locarion.

Drowning (Ex): In the round after the victim has been
swallowed, the victim begins ta drawn from the oni's foul
substance choking off its air passages (see rules for drowning in
the DUNGEON MASTER'S Guide™).

Fear Aura (Su): The oni is surrounded at all times by an aura
of fear. Anyone within § ft. must makoe a Will save (DC 15) or
freeze in place, losing any actions for one full round, and suffer
ing 2 -2 morale penalty to all saving throws. There is a 50%
chance the victim drops anything he is carrying. Characters who
make their saving throws are immune to this effect for 24 hours,

Improved Grab (Ex): To use this ability the creature must
first hit with a slam artack. If it secures a hold, it atterapts to
swallow its prey whale.

Swallow Whele (Ex): If the Doro nuv Oni makes
a successful grapple chieck alter the grab, it swallows its prey.
Victims must be vne size caregory smaller than the oni.
A Doro no Oni may swallow up to three creatures of Medium
size at one time. A successful grapple check allows
a swallowed creamure to escape to the creaturs’s mouth, where
it can make another grapple check to free itself A swallowad
creature may use a Small or Tiny slashing weapon to cut irsalf
out. The Doro ne Oni's stomach lining has AC 12 (42 natural)
and 20 hp. Half of this damage counts against the creaturels
total hit points. Muscular action closes any escape heles made
once 3 creature has exited, so unless multiple vietims hold on
to one another as they escape each must cut their own way
frea.

SLEMENTAL
TERRORS

The Elemental Terrors are the heralds and servanes of the Dark
Oracles. Though the true Terrom are equal in power 1o Oni
Lords, they do nut participate in the politics of the Horde.
They serve vnly the Oracles, and those who find the Oracles
favor. The true terrors dwell with their masters in the heart of
adead volcano near the Festering Pit, where the "six elements”
meet in perfect balance. This place, which has come to be
known as the Womb af Terrar, is where the Terrors create their
spawn and send them to deserving minions,

The Elemental Terrors are unlike Oni Lords in that they
have:taken no mortal names. The Dark Oracles summoned
these creatures directly from the Pit, where the barriers
between Ningen-do and Jigoku are weakest. Unlike most oni
who emerge from the Pit, the terrors are intclligent and extra-
ordinarily powerful, They teke their names from the Elemen-
tal Rings. Through rare collaboration between all four Dark
Oracles even an Oni of the Void has been created, openly defy-
ing Rokugani beliefs that the Void is beyond corruption.

Each element has two different iypes of terrors: Greater Ter-
rors {Akeru, Jimen, Kaze, Mizu, and Taki-bi), and Lesser Ter-
rors (Kukanchi, Moetechi, Ovuchi, Toichi, and Yosuchi). The
Greater Terrors tend to be more powerful, the Lesser Terrors
more subtle. Two rerrors of the same elemental subtype often
work {n pairs, with the Lesser Terror scouting for and report-
ing to the Greater Terror. Lesser Terrors are not true oni, but
elemental kansen on the path to beroming oni When a Lesser
Terrar fulfills certain requirements, it becomes a Greater
Terrot.

Elemental Terrors can be summoned by human maho-
tsukai, but cannot be controlled by them. Most terrors give
summoners at least a chance to bargein with them before
destroying them outright, but even so those who summon a
terror take their lifs into their hands,

Elemental terrora speak the language of oni and kansen,
though all of them know some Rokugani.

CORMBAT

Like most oni, elemental tersors arve ferce and merciless in
combat. They relish their power and take great delight in cor-
rupting the elements with their power. Elemental terrors with
an advantage over their foes usually take the opportunity 1o
torture, terrify, and demean them, Some make offers of power
at the price of corruption (offers upon whicl the terror may or
may not intend to honor). Uncorrupted shugenja are particu-
larly despised by elemental terroms, and are usually rargered
first for corruption ve destruction.

All elemental terrors share cerrain rais, in addition to the
Shadowlands type modifier, an elemental type modifier, and
the specific characteristics of their subsparies.

Elemental: Like all elementals, elemental terrors are
immune ta poison, sleep, paralysis and stunning. Not subject
to critical hits,

Elemental Corruption (Ex): A shugenja whose level iz
less than the terrer's hit dice that uses hiz Sense Elements abil-
ity or casts conymune or summon while within 100 feet of the
tetror is stunned for one round and the spell or ability's effect
ends, This trait only takes effect if the spell or ability targets
the same element as the terror's subtype.



Elemental Tmmuniry (Bx): All elemental terrors are com-
pletely immune to any spells of the same element as their ele-
mental type modifier, unless they choose to allow such spells
to affect them.

Enhanced Taint: As creaturss of taw Tainted alements, Ele-
mental terrors do not always use their Charisma to determine
their Taint score, Their Taint score is instead aqual to half their
elemental attribute, plus 2. The elemental attribute depends
upen their sub-type: Constitution for earth, Intelligence for
fire, Charisma for air, Wisdom for water, and the eresturc'’s
higheat ability score for void,

Immunities (Ex): Elemental terrors are immune to polson
and paralysis. They do not need to ear, drink, breathe, or sleep.

Oracle Byes (Su): The Dack Oracle who matches the
terror's subtype can see through the eyes ola terror a will, a5
can the True Termor of that species.

Resistances (Ex): Elemental rerrors have cold, fire, elec-
tricity, and acid resistance 10,

Sense Elements (Su)k All elemental terrors can sense ele-
ments within 100 feet as a shugenja of level equal to their hit
dice. They may do this as 2 free action, but may only sense the
element that matches their type mndifier

Spelllile Abilities (Sp): Inaddition to any other spalllils
abilities they may possess, elemental terrors can cast sommune
with elements and summon at will, but may only cast the version
that pertaing to their own elemental rype modifier, Thess are
both as spells cast by a 20th level sorcerer.

Onee per week, a tertor may use & special variant of com-
mune, allowing it to seek the wisdom of its Dark Oracle
magter. This spell i3 otherwise as the spell cast by a 12th level
cleric,

Note: Lesser Terrors count as both Kansen and Oni, and are

affected by effects which target both types of creatuires,

THE TRUE TERRORS

The statistics presented here deseribe the spawn of the Ele
antﬂ]. Tcrrors. Thcsc spawn are thc :mcssmgcra ﬂ.ﬂd ¢nfﬂm1'5
of the Dark Oracles, and could be encountered anywhere in
Rokugan. The True Terrors are unique creatures of the highest
advancement and maximum hit points for their species, one
{or each of the Greater Terrors, All of their abilities with a
runge have double the normal range, and they wse theic spell-
like ahilities at twice the normal level. Each True Tetror has
the power 1o create a Lesser Terror of minimum hir dice once
every other day, The True Terrors tend o remaln in a group
niear the equally powerful Dark Oracles, surrounded by spawn

of varicus sizes and power levels.

AKERV MO ON

Greater Terror of the Veoid
Large Outsider (Void, Evil, Oni, Shadowlands)
Hit Dice: 12d8+36 (90 hp)
Loitiative; +7 {+3 Dex, ++ Linproved Initative)
Speed: 40 1,
AC: 24 (-1 size, +3 Dex, +12 narural)
Attacks: Bite +12/4+7 melee, or claw +12/47 melee
Damage: Bite sde-+4, pincer 1d&+2
Face/Reach: s ft by s fr /1ot
Special Attacks: Spell-like ahilities, improved grah,
void strile
Special Onalities: Elemental terror qualities, damage
reduction 25 /+1 {jade), telepathy, void sap, SE. 20
Saves: Fort +7, Ret +7, Will +13
Abilities: Str 18, Dex 16, Con 16, Int 20, Wis 24, Cha 24,
Taint 14
Ekills: Bluff +17, Climb 414, Concentration 415, Listen 115,
Move Silently +13, Spot +15
Feats; Alertniess; Blind-Fight, Cleave, Expettise, Great
Cleave, Improved Initiative, Improved Teip, Power Attack
Climate/Texruin: Shadowlands, any land and
underground
Organization: Solitary
Challenge Rarlng: 12
Treasute: Standard
Honor: Always 0
Alignment: Always neutral evil
Advancement: 13-24 HD {Large): 35-36 HD {Huge)

to be a creature of corrupted Void, it could be more
accurately described as o creature of stolen Void. Tt appeare to
be an enormous insect crackling with dark energies. It stands
nearly nine feet tall, but walks with a constant bunch,
It is often introspective, but extremely moody. It is as likely to
approach a situation with thought, care, and discretion as
outright violence. Akeru cannot speak, and communicates
solely through elepathy.

Akeru is the de facto leader of the Elemental Terrors, as its
wisdom often brings the conflicting Terrors into agreement.
Aleru accepts no payment when it is summoned. Instead,
it simply analyzes the situation and obeys whatever master
it chooses.
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COMBAT

Akeru are subtle, wily creatures. They prefer to stalk their
prey, leeching their Void Points subtly and ungeen, and then
ambuching opponents when they are wealkest. Akeru will
wotk with lesser creatures such as goblins, ogres, and the like,
but it views these minions as nothing more than pawns. Only
other terrors and the Dark Oracles receive its respect.

Improved Crab {Ex): To use this ability, the Akcru must
hit a Medium-size ot smaller opponent with both pincer
attacks. If it gets a hold, it inflicts automatic claw damage
every round.

Spell-like Abilities: at will — cause fear; deeper durkmnes,
detect muagic, detect thoughts, dirmenston door, movisibilily (self only),
mwldim from good, as cast by a 7th level sorcerer (DC 17 + spell
level,

Telepathy (Su): Akeru may communicare wirh any crea-
ture within 100 feet that speaks a language.

Void Sap (Su): Any expenditure of Void Points within 100
feet of Akeru is sutomatically canceled. Akern gains these lost
points. Any apponent with Void points struck in meles
combart by Akeru must male a Will save (DC 17) or lose ona
Void Point to Akeru. Akeru may use stolen Void Points sz if it
has the Void Use feat. Akeru may have any amount of Void
Points but cannot recover stolen Void Points once they are
expended. Akasha points are affected az if they were Void
Points.

Void Strike (Su): Akeru may spend ten Void Points to
release & bolt of shimmering black Void 5 f. wide and 100 &
long, This bolt inflicts 10d8 damage to all creatures in its path
{Reflex save half, DC 17). Aoy creature killed by this bolt is
completely eradicated, and cannot be mised from the dead by
any means short of & wish or mirace.

JIM=N O ONnl

Greater Terror of Earth
Huge Elemental (Earth, Oni, Evil, Shadowlands)
Hit Dice: 14d8+140 (205 hp)
Initintive: -2 {Dex)
Speed: 20 &, burrow 20 ft,
AC: 31 (-2 size, -2 Dex, +25 natural)
Attacks: Slam +22/+17/+12 melee
Damage: Slam 3d10+14
Face/Reach: 10t by 100t / 15 [i,
Speciul Attucks: Spell-like abilities, quake
Special Qualities: Elemental terror qualities,
damage resistance 35/+2 (jade), stone passage, SR 17
Saves: Fort +19, Ref +2, Will +2
Abiliries: Str 39, Dex 6, Con 30, Int &, Wis 6, Cha &,
Taint 17
Skills: Concentration +15, Intinmidate +9, Listen +9, Spot +§
Feats: Cleave, Great Cleave, Power Attack

Climate/Terrain: Shadowlands and any mountain

Organization: Solitary

Challenge Rating: 12

Treasure: Standard

Honor: Always ¢

Alignment: Always chaotic evil

Advancement: 15—26 HD (Huge); 29-42 11D
(Gargantuan)

limen resemble huge mountains sculpred in the shape of
ogres, over 15 feet tall. They are nearly mindless, charging
toward the strongest looking enemy and attacking until noth-
ing remains standing. Jimen ara quite simple in their choice of
payment — hlood-dranched earth amply satisfies their tastas.

COMBAT

Until the time comes for bartle, Jimen are stoic and patlent. A
Jimen is willing 1o defer 1o the commands of its summoner, or
10 other Terrors if they are present. Jimen knows that it is not
the smartest Terror, but it is cartainly the strongest, When the
time comies for wantan destruction, Jimen truly shines.

Damage Resistance (Ex): |imen’s damage resistance can
also be pierced by any masterwork weapon crafted of steel.

Oualkee (Su): Az 2 move-equivalent action, Jimen may cause
the earth in a 100-toot radive around it to shake violently Any
creatures touching the ground must make a Reflex save (DC
15) or fall prone and talee 2dé subdual damage. All structures
in the area take 1dg demage per round, ignoring hardness,

Stone Passage (Ex): Jimen can pass through earth, stone
and metal, both natural or artificial structures, without leav-
ing any tunnel in its wake,

Spell-like Abilities: at will — cause fear, soflen curih and
stonte, store shape; 5/day — spike stones, wall of stone; 1/day —
earthquake, all as cast by a 7th level sorcerer (DC 20 + spell
level). =
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Greater Terror of Air
Medium-Size Elemental (Air, Oni, Evil, Shadowlands)
Hit Dice: 10da+20 (65 hp)

Initiarive: +13 {+9 Dex, +4 Improved Iniriative)
Speed: 20 ft, fly 120 f1. (perfect)

AC: 73 (+9 Dex, +4 natural)

Attacks: Bite +16/+11 meles, 7 claws +11 meles
Damage: Bite 1dé+4, claw 1d4+4

Face/Reach: s fr. by S Fe. /5 fr.

Special Attacks: Spell-like abilities

Special Qualities: Elemental terror

gqualities, magic vulnerability, damage

reduction 25711 (jade), improved suves,

SR 30, twisted elements, spell leech
Saves: Tort +7, Bef +16, Will +10
Abilities: 5tr 18, Dex 29, Con 14,

Int 26, Wis 26, Cha 26, Taint 15
Skills: Bluft +18, Concentration +12,

Hide +19, Listen +20, Move

Silently +19, Spellcraft +18, Spot +20
Fears: Alertness, Combar Casting,

Dodge, Flyby Attack , Great Fortitude,

Improved Initiative, Tron Wrill,

Mohility, Spring Attack, Weapon

Finesse (bite, claw)

Climate,/Terrain: Shadowlands, and any mountain or plain
Organization: Solitary

Challenge Rating: 12

Treasure: Standard

Honor: Always 0

Alignment; Always lawful cvil

Advancement: 11-20 HD (Medium-Size); 21—30 HD (Large)

Kaze no Oni resembles a dead baby bird as tall as a samurai.

Though it {lies perfectly, it tends to hang in the alr at
awlkward angles, never touching the earth unless it
must. It speaks in a strange, high-pitched voice and
often laughs for litle or no reason,

CORMBAT

Kaze is the terrorof shugenja; it always attacks
such individuals last, in order to give them
ample opportunity o waste theie magic:
Kaze knows it is physically weal, so it fights
unfairly, hovering just out of range and
using magic 1o protect ir from missile
artacks. When summoned, it usually requires
a payment in spells, cast specifically so that it
may ahsorh them. While Kaze is the most
intelligent of the Terrors, it 15 extremely
unfocused and prone to distraction.
Improved Saves (Bx): Kaze no Oni &

sutfers no effects on any successtul saving  Kuhawehi mo Kasron

throw againse attacke that allow saves fora

partial effect, On an unsuccessful saving throw, Kaze takes

half damage or suffers only a partial effect,

Magic Vulncrability: Kaze no Oni takes double damage
from all spells (assuming the spell pierces its spell resistance).

Spell-lilee Ahilities: at will — rause fear, detect magr, dispel
magic, levitate, Nystul's wagic aurn, obscuring mist, pratection from
good, vead magic, all as cast by a 15th level sorcerer (DT 18 +
spell level),

Spell Leech (Su): Any spelle cast within the range of Kaze

on Oni’s twisted elements ability that fail due

to Haze's spell resistance are leeched by
the oni. Any focus or material compo-
nent used to cast the spell is instantly
destroved. Kaze gains the ability to cast
the lost spell, once, without focus or
material componernts, as & 10th
level caster. Assume a §
randomly-encountered Kaze @
no Onl has already accumulared
2ds spells of random levels. e
Twisted Elements (Su): 1
Kaze no Uni's spell resistance
not only affects the crea-
ture itself, but everything
ina 100-foot radius around
it. Kaze no Oni may negate
ot reinstate this etfect asa

{URANCHI
no KANRS=n
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Lesser Terror of the Void
Tiny Elemental (Void, Onl, Evil, Incorporeal,
Shadowlands)
Hir Dice: 4ds+4 (22 hp)
Initiative: +9 (4 Tlax, +5 Tmproved Tnitiative)
Spﬂﬁd fly 60 ft. (perfect)
ALt 21 (42 size, 48 Dax, +4 deflection)
Attacks: Incorporeal touch +10 melee
Damage: Incorporeal touch 1d4 Void or
1d4 Wisdom
Face/Reach: 2 1/2ft. by21/2 b fo kbt
Special Attacks: Void and wisdom
damage, create spawn
Special Qualities; Elemental terror quali-
ties; damage reduction 10/+1 (jade), incorpo-
teal, natural invisibility, telepathy
Saves: Fort +2, Ref +6, Will +5
Abilities: Stt —, Dex 20, Con 13, Int 16, Wis
18, Cha 18, Taint 12
Skills: Bluff +11, Concenmation +4, Hide +20,
Listen 13, Search +10, Spot 13
Feats: Alertness, Flyby Attack, Improved Initiative,
Weapon Finesse (incorporeal touch)

Climate/Terrain: Shadowlands, any land and undergronnd
Organization: Solitary

Challenge Rating: 3

Treasure: Standard

Honor: Always ¢

A].l.gnment ﬁlwnjrs neutral evil

Advancement: & 11 HD (Medium-size}

free action;, as often ag it likes, 35
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The crearures known as Kukanchi can best be described as
wisps of nothing. They can seldom be seen, and sven when
they do allow themselves to be perceived they seem to be
nothing more than dark smears on the fabric of existence.

‘They are the smallest of all terrors, and the most mischisvous.

They are the eyes and ears of the Datk Oracles, ranging far
into the Empire to find those vulnerable to corruption. They
eagerly pledge their loyalty to any wicked master who sum-
mons them, happy to pleage and eager for the chaos that will
surely follow:

CORMBAT

Create Spawn (Su): Any creature with more than 4 Intelli-
gence that is reduced to Wisdom 0 by a Kukanchi bacomes a
Kukanchi with minimum hit dice within 1d4 rounds.
A Kukanchi that creates a spawn gains an additional hit die.
A Kulanchi that gaing a total of 12 HD becomes an Akeru no
Oni with minimum hit dice.

Incorporeal (Ex): Can be harmed only by other incorpo-
teal creatures, +1 or better magic weapons, or magic, with a
50% chance to ignore ahy damage from a corporeal source,

Can pass through solid objects at will, and its own attacks pass

through armor, Always moves silently,

Natural Invisibility (Su); A Kukanchi remains invisible
even when it attacks, It can cancel or resume this ability as a
free action,

Telepathy (Su): Kukanchl may communicate with any
creature within 100 feer that speaks a language.

Void and Wisdom Damage (Su): The touch of a Kulanchi
drains 1d4 Void Points from a living foe. Targets with no Void
Foints remaining loge 1d4 Wisdom instead.

__RUZV MO Omy

Greater Terror of Water

Medinm-Size Elemental (Water, Oni, Evil, Shadowlands)

Hit Dive: 12d8458 (112 hp)

Imitiative: +9 (+5 Dex, +¢ Improved Iniviative)

Speed; 70 {1, swim 120 f1.

AC: 18 (+8 Dex)

Atracks: Slam +16/+11/+6 melee

Mamage: Slam 141047

Face/Reach: S ft by S ft /1014t

Special Attacks: Spell-like abilities, improved grab, engulf

Special Qualities: Elemental terror qualities, damage
reduction 20/+3 (jade), fire vulnerability, liquid state,
SRag

Saves: Fort +12, Ref +9, Will +9

Abilities: Str 24, Dex 22, Con 19, Int 15, Wis 20, Cha 19,
Taint 12

Skills: Concentration +14, Disguise +12, Iide +13,
Listen +15, Move Silently +13, Spot +15

Feats: Alertness, Dodge, Improved Inidative, Mobility,
Spring Attack

Climate,/Terrain: Shadowlands, any land and aquatic
Organizaclon: Solirary
Challenge Rating: 12
Treasure: Standard

Honor: Always 0

Alignment: Always chaotic evil
Advancement: 1336 HD (Medium-Size)

Mizu no Oni resembles an amorphous blob of polluted water
roughly giv feet in diameter, It moves with startling cpeed,
and prefers to hide in larger bodies of liquid. Its voice is
garbled and indistinet in its natural Form. When assuming the
form of another creature via its engulf ability it may speak
with itz natural veice if it chooges,

COMBAT

Mizu is cunning and clever. Tt enjoys appearing when it is
least expectad, taking the form of an important individual and
destroying enemy forces from within. Mizu is perhaps the
subtlest of the Terrors, and enjovs creating weakness so that
more powerful Terrors can press their advantape. Mizu usually
demands little more payment from its summoners than
u chanee to produce carnage. Occasionally it demands the
sacrifice of a large, important body of water which it may live
in for a titne and spread its Taint,

Engulf (Su): While in its liquid form, Mizu may engulf the
body of any creature it has slain with a standard action by
entering the square occupied by the body. It immediately
assumes the identity of that individual, gainiog all of thei
memoties (but not skills, spells, vr vther abilities), This is
effectively a polymorph self spell with unlimired durarion,
allowing Mizu 1o take the form of the slain creature.
Mizu loses all memories gained from this abilivy if it resumes
Irs original form. Mizu may not assume the form of a creature
greater than Iarge size. While impersonating anather
creature, Mizu may not use ite improved grab or engulf
ahilities and it loses the advantages of its liquid srate.

Fire Vulnerability: Mizu has no resistance to fire,
and takes double damage from all fire-based ateacks.

Improved Grab (Ex): To use this ability, the Akeru must
hit a Medium-size or emaller opponent with itz slam attack,
Once it hits, it does automatic slam damage every round.

Liquid State (Ex): While in its liquid state, Mizu has all of
the same natural immunities as an ocze as well as an cutsider,
except that Mizu has an Intelligence score and is thus not
immune to mind-influencing effects.

Spell-like Abilities: at will — detect mugic, dimension doer,
freedom of rrovement, nondetection; 3/day — combrol water, all as
cast by a 12th level sorcerer (DG 15 + spell level),

Mz sio Oni
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Small Elemental (Fire, Oni, Evil, Incorporeal, Fj}) ;

Shadowlands)

Initintive: 7 (Dex)

Speed: 40 ft., fly 40 k. (good)

AC: 18 (+1 size, +7 Dex)

Attacks: Incorporeal touch +11 melee

Damage: Incorporeal touch 1dé fire

damage plus burn 'ﬁ {ﬂ‘ s P

Face/Reach: 5 f1. by 5 5./ 5 fi. U@\; )
&
,,.#

Hit Dice: 5d8+5 (27 hp)
#J LI

Special Attacks: Burning touch 3}
Special Qualities: Elemental terror qualities, ?e,_,__ﬁ
damage reduction 10/4+1 (jade), mccrrpl:lrea] .~

possess flame, fire body, fre subtype, creare !‘/
spawn, combine (

Saves: Fort +2, Ref 311, Will +1

Abilities: Str ——, Llex 24, Con 13, Int 8,
Wig 10, Cha 10, Taint &

Skills: Listen +8, Search +8, Spot +7

Feats: Weapon Finesse (incorporeal touch)

Climate/Terrain: Shadowlands, any land

and underground
Organization: Sclitary .
Challenge Rating: 3 Micsechi
Tieasure: Standard wo fentin
Honor: Always 0

Alignment: Always chaotic evil
Advancement: 6—14 HD {Medivm-Siee)

Moetechi are riny spirits of destucton. They are floating wisps
of flaming energy, vaguely humanoid in form. They can pass
through solid material at will, setting materials ablaze and cack-
ling madly at the destruction they wreak The more they destroy,
tha stronger they become. Mostechi are seldom subtla and
never patient, If one is in the area, it rapidly makes its o,
presence known. They will obey a master with f
similar goals, but those who summon a
Moetechi must bargain quickly belore it
becomes bored and tums on the summoner,

COMBAT

Burning Touch (Ex): Moatechi auto-
matically ignite any flammable materials
or combustibles they touch. Any living
creature they touch must make a Reflex
saving threw (DC 15) or catch on
fire (sce Catching on Fire in the
DunicEon Mastes's Guide™),

Combine (Su):
A Moetechi may
voluntarily combine
itself with another
Moetechi 1o create a single,
stronger Moerechi, The resulting ::reamre‘s
Hit Dice are equal to the average hit dice of all
combining Moetechi, plus one for each Moetechi

[ issishi aro Kanien

beyond the first. The resulting Moetechi always has at least
one more It Die than the strongest Moctechi involved in the
combination. If any of the Moetechi were injured prior to the
combination, only the wounds of the creature with the greatest
loss of hit poinis are inflicted upon the resulting creature.
A Moetechi that reaches 14 or more Hit Dice 1o this manner
becomes a Taki-bi no Oni of minimum HD,

Create Spawn (Su); A Moetechi which possesses 100 cubic
feer of fire for over an hour creares a spawn of itself with
minimum hit dice.

Fire hody (Ex): Any metal weapons thar pass through a
Moetechis bady are subjected to a heat metal spell that lasts
for 1d3 rounds after attacking the Moetechi.

Fire Subtype (Ex): Fire immunity, double damage from §

cold except on a successful save.
Incorporeal: Can be harmed only by other incorporeal
creatures, +1 or better magic weapons, or magic, with a

50% chance to ignore any damage from a corporeal source,

Can pass through selid objects at will, and its own attacks |

pass through armor Alveays meves silently.
Possess Flame (Su): A Moetechi may possess an area

of normal flame, directing its movement as if it were

¢ [laine of up to 100 cubic feet in volume. Flame con-

. trolled by the Moetechi is considered to be magical
flame, though extinguishing it does no harm wnless the
area of flame conraining the Moetechi'’s actual body is
also extnguished.

OQYVUCHI NO
RANSEN

Small Elemental (Water;, Oni, Evil, Shadowlands)
Hit Dice: 4d8+18 (36 hp)
Initiative; +2 {Dex)
Speed: 40 ft., swim 80 ft.
AC: 14 (+1 size, +3 Dex)
Attacks: Slam +8 melee
Damage: Slam 1d8+4
Face/Reach: s fr by s fr /1ot
Special Attacks: Sneak Attack, infest corpse,
digest
Si:mia'l Cpualities: Elemental terror qualities,
¢ o damage reduction 1547 (jade), water stealth,
fire vulnerability, liquid state
Saves: Fort 6, Fef +4, Will 52
Abilities: Str 18, Dex 16, Con 15, Int 12,
Wis 14, Cha 15, Taint &
Skills: Bluff +8, Hide +0, Listen +8,
Move Silently +9, Spot 18
Feats: Dodge, Mobility

1

Climate/Terrain: Shadowlands,
any land and aquatic
Organication: Solitary
Challenge Rating; 3

: Treasure: Standard

: Honor: Always 0
Alignment: Always chaotic evil

Advancement: 5-11 HD (Medium-Size)

part of its own body. A Moetechi may possess a single |

21421 199 310 1
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Oyuchi no Kansen are the spies and assassins of the Lesser
Terrors. They are nothing more than puddles of water, but
when the need arises they can quickly animate and slay 4 foe.
By hiding within corpses, the Ovuchi move about unseen and
unnoticed, preparing bor the attacks of their more powerful
brethren,

CORMBAT

Trigest (Ex}: If Oyuchi inhabits the corpee of 2 creature with
4 or more Intelligence for a number of days equal to that cres-
ture’s former hit dice or character level, it digests the body and
adds it to its own mass. The Oyuchi gaing additional hit dice
equal to ona-tourth of the host’s former hit dice or Levels (but
never fewer than one). An Oyuchi that reaches 12 HD becomes
a Mizu no Oni,

Fire Vulnerability: Oyuchi has no
resistance to fire, and takes double
damage from all fire-based attacks.

Infest Corpse: As a standard
action, the Cyuchi may crawl inw a
corpse of Medium size or smaller
through its mouth or nostrils. The
following round, the body animares
ar the Ovuchis command. The body
iz effectively a zombie under the
Oyuchi's contral; if the host's hit
points are depleted the Dyuchi is b
immediately sxpelled and cannot inhabit  © %?\ ™
that body again While infesting a corpse, L
the Oyuchi can see through its eyes, hear 5}1 o
through its ears, and speak using its voice. -?-1 '
The Ovuchi does not gain any of its host's {(
knowledge, It can still attack using its supe- i1
rior reach by extending a tendril of water ¥
from the host's mouth (gaining its sneak | ﬂ'u
attack bonus, and catching flat-footed tar-  £5°
gets that did not expect such an awack), This e
is in addition 1o the zombies normal attacks, e

Ligquid State (Ex}: Oyuchi has all of the !
same natural immunites as an ooze as well as o |
an vutsider, exceprt that Oyuchd has an ()
Intelligence score and iz thus not é
immune to mind-influencing affects. B é}

Sneak Attack: This ability functions

Face/Reach: § ft. by 5 ft. / 5 ft
Special Attacks: Spell-like abilities, burning touch
" Special Qualities: Elemental terror qualities, damage

reduction 25/43 (jade), incorporeal, control fame, fire
body, fire subtype, 5B 25

Baves: Fort +8, Ref +15, Will +7

Abilities: Str —, Dex 29, Coni 16, Lut 18, Wis 14, Cha 14,
Taint 11

Skills: Concentration +14, Intimidare +14, Inulr
Diirection +12, Listen +15, Search +14, Spot +15

Feats: Alertness, Improved Initiative, Weapon Finesse
{touch), Dodge, Mobility, Power Attack, Spring Attack

Climate, Terrain: Shadowlands, any land and underground
Drganization: Solitary
Challenge Rating: 12
4 Tressure: Standard

. *} % Honor: Always 0

A Alignment: Always chaotic evil
! Advancement: 1645 HD (Large)

Taki-bi appears in the form of a beauti-
ful buman woman composed of
bright green wiichfire, It speaks with
a husky, seductive voice and isfond of

pretty men. Though its beauty and
grace are stunning, it 15 nearly as blunt
and siraightforward as fimen. Taki-hi tends

1o take the srraightest course to its anamias,

- burning and destroying anything in its path.

Taki-hi enjoys the destruction hrought about by
fire. When summoned, it often demands the sac-
rifice of a temple, castle, grove, or pisce of art-

waotl by fire.

CORBAT
Burning Touch (Ex): Taki-bi automatically
ignites any flammabla materials or combustibles it
touches. Any living creature it touches must make
a Reflex saving throw (DC 15) ar catch on fire (e
Catching on Fire in the DuNceon Mastes's Guide™).
Control Flame (Su): Taki-bi can mentally
control all Hires within 100 feet. As a standard
action, Taki-bi can quench all fire within her

exactly as the rogue ability of the same ) area of control, or cause all fires to double in
name. The Oyuchi inflicts an swtrazde 4 4 size up to her maximum area of control
damage with 2 sucesssful sneak artacl, e A (inflicting extra damage proportionarely), If

Water Stealth (Ex): The Oyuchi may T e D Taki-bi ceases concentration upon the fames,

become invisible in water as shallow as an inch
deep as a meve-equivalent action,

TAKI-Bl O O

Grearer Terror of Fire

Medium-Size Elemental (Fire, Oni, Evil, Incorporeal,
Shadowlands)

Hit Dice: 15d8+45 (112 hp)

Initiative: +11 (47 Diex, +4 Improved Initiative)

Speed: fly 60 ft. (perfect)

AC: 31 (48 Dex, +3 deflaction)

Attacks: Incorporeal touch +18/+13 /1€ melee

Damage: Burning touch 3d¢ fire damage plus bumn

they will shrink again if there is not adequare fuel
available, Taki-bi cannot control magical e,

Fire body (Ex} Any metal weapons thar pass through
Taki-bi’s body are subjected to a heat metal spell thar lasts for
1dé rounds after attacking her,

Fire Subtype (Ex): Fire immunity, double damage from
cold excepr on a successful save.

Incotporeal: Can be harmed anly by other incorporeal
creatures, +1 or hatter magic weapons, or magic, with a 50%
chanee to ignore any damage from a corporeal source. Can
pass through solid objects at will, and own attacks pase
through armor. Always moves silently.

Spell-like Abilities: at will — fire shield, heat metal, produce
Pame; 3/day — fiveball, wall of fire; all as cast by a 16th level sor-
cerat (DC 14 + spell level),
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Large Elemental (Eacth, Oui, Evil, Shadowlands)

Hit Dice; 7ds+49 (80 hp)

Initiative: —1 (Dex)

Speed: 20 fr., burrew 20 fi,

AL 20 (-1 size, =1 Dex, +12 naural)

Attacks: Slam +17 meles

Damage: Slam 1d10+7

Face/Reach: & fi_ by £ fr. /101t

Special Attacks: Improved grab, bury

Special Qualities: Elemental terror qualities, damage
resistance 15f+2 Ifjada}, stone pagsage

Saves: Fort 112, Bef +1, Will +0

Abilities: Str 24, Dex 8, Con 24, Int 6, Wis &, Cha 6, Taint §

kills: Intimidate +6, Listen +6, Spot 1€

Feats: Power Attack

Climate/Terrain: Shadowlands and any mountaing
Organization: Sulitary

Challenge Rating: 4

Treasure: Standard

Honor: Always 0

Alignment: Always chaoric evil

Advancement: B—10 HD (Large]; 11-13 HD (Huge)

Toichi are the largest of the Lesser Terrors, at nearly ten feet in
height, They are alien in sppearance, resembling a seething
heap of stone arms and other grasping limbs. They are as blunt
and straightforward as their Greater Terror counterparts,
moving directly toward a foe and destroying them through
superior strength. The only creatures Toichi fear are the
Oracles and the Jimen, as the Creater Terrors often uninten-
tionally rumble over their lesser brethren in an attempt to
reach combar more rapidly. -

COMBAT

Pury (Ex): A Toichi standing on soft earth, mud, or sand may
forego inflicting damage to a pinned opponent and instead
move underground with them (up to half its movement per
round). A Toichi may choose to either leave the opponent
underground {to find their way to the surface on their own),
carry them further underground (requires ancther successful
grapple check) or continue grappling normally, inflicting slam
damage each round. Buried creatures will begin to suffocate
unless they can somehow provide a source of aic

Trigest (Ex): A Toichi that slays a buried opponent consumes
it opponent’s body, If the crearure had 4 or more Intelligence,
the Toichi gains additional hir dice equal to one-fourth of
the host's formir hit dice or levels (hur never
fewer than one). A Toichi that reaches
14 HD becomes a Jimen no Cini.

Improved Crab (Ex): To use
thiz ability, the Toichi must hita
Medium-size or smaller opponent
with its slom attack, If it gets a
hold, it dees sutomatic slam
damage every round,

YOSUCHI NO
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Large Elemental (Adr, Oni, Bvil, Incorporeal,
Shadewlands)

Hit Dice: 4d8+4 (22 hp)

Initiative: +5 {Dex)

Speed: ly 90 fi. (perfect)

AC: 19 (1 size, +5 Dex, +5 deflection)

Attacks: Incorporeal touch +7 melee

Dramage: Madness touch

Face/Reach: s fu.bvsh /5t

Special Atracks: Madness, spawn

Special Qualities: Elemental terror qualities, damage
reduction 10,/+1 {jade), incorporeal, natural invisibilicy,
SR 2D

Saves: Fort +2, Bef 48, Will 45

Abilities: Str —, Dex 20, Con 12, Int 20, Wis 20, Cha 20,
Taint 12

Skills: Bluff +12, Concentration +7,
Hide +8, Listen +14, Mimic +11, Search +11, Spot +14

Feats: Alertness, Dodge, Elyby attack, Mobility, Spring
Attack, Weapon Finesse (touch)

Climate/Terrain; Shadowlands and any mountain
vr plain
Organization: Sulitary
Challenge Rating: 4
Treasure: Standard
Honor: Alwayvs o
Alignment: Always lawful evil
Advancement: 5—§ HIJ (Large); 9-12 HD (Medium-Size)

Of all the Loccer Terrors, Yosuchi is perhaps the least like irs
Creater Terror counterpart. Yosuchi appear as billowing
clouds of emoke eight feet in dismeter, or — maore aften —as
nothing at all. They do most of their work unseen, spreading
bloodlust and anger among mortals and then feeding upon
the pain and hatred they sow. These sinister creatures must
force their bloodlust upon others, since their incorporeal state
leaves them incapable of killing on their own.
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COMBAT

Create Spawn (Su); Any creature with more than 4 Intelli-
gence that dies while under the effects of a Yosuchi's madness
becomes a Yosuchi with minimuwm hit dice within 1d4 rounds,
A Yosuchi that ceeates a spawn gains an addidoenal hir die. A
Yosuchi that gains a total of 12 HD becomes an Kaze no Oni
with minimum hir dice. Unlike most Lesser Terrors, a Yosuchi
becomes smaller a5 it advances, slowly congealing into the
size and shape of a2 Kaze no Oni

Incorporeal: Can he harmed only by other incorpareal
creatures, +1 ar hettar magic weapons, or magle, with 1 50%
chance to ignare any damage from a corporeal source, Can
pass through solid objects at will, and its own attacke pass
through armor. Always moves silently.

Madness [Su): Yosuchi can cause the effects of sither a con-
fusion or emotion spell upon any creature it touches that fails a
Will save (DC 17), These spells are otherwise as if cast by a
14th leval sorcerer.

Madness charge (Su): If the Yosuchi makes a charge
attack, it may apply its incorporeal touch attack against all cor-
poreal opponents in the path of the charge (with the normal
+2 attack bonus for a charge), All those the Yosuchi touches
successfully are affected by the creature’s madness abiliy.

Wartural Invisibility (Su): A Yosuchi remains invisible
even when it attacks, It can cancel or resume this ability as a
free action.

=LENENTAL
VORTEX

Colossal Elemental (Incorporeal, Shadowlands)

Hit Dice: 12d8+27 (81 hp)

Initiative: 10

Speed: Nonc

AC: 10

Attacks: —

Damage: —

Face/Reach: 10 {t, by 10 {1./5 fr.

Special Attacks: Warp flesh, spell-like abiliries

Special Qualities: Antl-magic, incorporeal, invisihility,
relocare

Sawves: Fort +13, Ref «4, Will +4

Abilities: Str 20, Diex 10, Con 16, Int §, Wis 10, Cha 10, Taint 5

Skillg: Tntuit Ditection +10, Listen +11, Spot +11

Featg: Dodge, Improved Initiative, Toughness

Climate/Terrain: Shadowlands and any land
Organization: Solitary

Challenge Rating; 15

Treasure: None

Henor: Always ¢

AMlignment: Always chaotic evil
Advancement; None

The elemental vortexes are a twisted creation of the Dark Ora-
cles of the Shadowlands. They are malevolent, sentient portals
into the deepest recess of Jigoku, the Realm of Evil.

To those that can perceive it, an elemental vortex appears as
a swirling mass of dark energy 100 feet acrass, hovering in the
alr. A single vortex actually exists in two places at once: a
portal somewhere in the deep Shadowlands, and a portal
somewhere else, usually in Rolougan,

COMBAT

Elemental vortexes do not enter comhbat in the traditional
sense. They can, however, use their powerful energies on any
who come near their portals,

Warp Flesh (Su): The seething energy of the vortex can
lash out at those in its vicinity The vortex may strike anvone
within 100 feat of it with an energy tendril. Targets must make
asuccessful Reflex save (DC 25) or take 2d8 damage as the cor
rupted energy courzes through their being. Incorporeal
beings may be affected by this attack. It may perform this
action three times per tound as a free action.

Spell-like Abilitics (Sp): Pecause a vortex's portals pass
through the realm of Jigeku, an elemental vortex can sunumnon
creatures from that realm into the physical world. Once per
hour, the vortex may a5 a standard action cast summon monster
VII as if it were an 18th level sorverer, but may only summon
creatures of the Shadowlands subtype.

Anti-magic (Ex): Because of the nature of a vortex,
elemental magic does not funcrion well in its proximity
Ay creqmures artempring to use elemental spells or spell-like
abilirles within 500 feet of the vortex must first succeed at a
Spelleraft check (DC 30) or the spell automatically fails.

Elemental: An alamental vortey is immune to poison,
sleap, paralysis, and stunning effects It cannot be flanked and
is not subject to critical hits,

Incorporeal: The vortex can only be harmed by other
incorporeql creatures, nemuranai of +1 or better, or magic,
Any corporeal weapon, even a magical one, has only a 50%
chance of damaging an elemental vortex. It can pass through
eolid objects at will, ignore all armor with its own incorporeal
touch, and always moves silently;

Invisibility (Su): Only those who are familiar with the
workings of the elements may perceive the vortexes: to all
othets they are invisible. Auy creature with spell-casting abili-
ties or at least five Vuid Points can see the vortex normally

Elemental Fartex




Relocate (Su): Once per hiour, the vortex may relocate
either of its two portals to a new location, This location may be
anywhere within 250 miles of its previous location so long as
it is not within 100 feet of its previous location or within 100
feer of another elemental vortex. This is 2 standard action.

Teleport (5u); The vortex may (if it chouses) immediately
transpott any creature ot object thar passes through its center
to its other location. At the beginning of the vorrex's next
action, that creature or object emerges from the other porral,
wherever it tnay he. Cragtures without the Shadowlands Taine
who pass through the vortex must make a Fortitude save (DC
20) o suffer 141045 damage.

THE FIRST ON

Huge Outsider (Oni, Evil, Shadowlands)

Hit Dice: 50d8+700 (925 hp)

Iniriarive: +5 (+4 Dex, +4 Improved Initiative)

Speed: 30 ft.

AC: 37 (-2 size, +4 Dex, +25 natural)

Attacks: & claws +43 males, 2 hites 461
malee

Damage: Claw 2d4+15 plus disease,
bite 2d4+7 plus poison

Face/Reach: 10 ft. by 1014t /15 k.

Special Attacks: Disease,
poison, aura of terror

Special Qualitics: Damage
reduction 40/+7 (jade),
First Oni qualities,
regenetation 50,
3R 35, shapeshiliing

Saves: Fort +41, Ref +31,

Will +29

Abilities: Str 40, Dex 19,
Con 39, Int 10, Wis 15,
Cha 20, Teine 12

Skills: Climb +85,
Concentration 464, _
Intimidate 55, o
Jump +65, i
Listen +52, FAN
Search 150, Sense
Motive +52, Epot 152

Feats: Cleave, Combat
Reflexes, Dodge, Expertise,
Great Cleave, Improved
Critical (bite), Improved Critical
{claw), Improved Initatlve,
Improved Trip, Mobility, Power
Armack, Spring Arack,
Whitlwind Armack

Climate/Terrain: Shadowlands
Organization: Salitary
Challenge Rating: 25
Treasure: None

Honor: Always 0

Alignment: Always chaotic evil
Advancement: 51+ HD (Huge}

The First Oni was the criginal creation of Fu Leng, the frst
spirit of Jigolu to bow to the Dark Kami's command. It is gaid
that the First Oni was given Fu Leng's own name, and has thus
hidden its name to protect its master. The First Oni is believed
to have been shain by Shiba, the Phoenix Kami, whe died him
self shortly thereafter from the Oni’s foul touch. but as the
spawn of an Oui Lord it is possible that it could return to
Rokugan at any time. Even in death the First Oni is a terrible
foe, for {rs Tainted blood is responsible fur the creation of the
Blood Arrows of Yajinden, the Bloodswords, and the Anvil of
Despait.

The First Oni never appears in the same shape rwice,
but constantly shifts from form to form. It confronts i1s
enemies directly and never hacks down, supremely confident
in its nearly limitlecs power,

The First Oni speaks only the language of Oni

CORMBAT

ar hecome panicked. The First Oni may
suppress this ability at will.
Nigsease (Ex):
The touch of the
Firgt Oni's flesh
Jﬁ.. infects its wictim
[ with a terrible dis-
ease. The incubation
period of this discase is
a tmere 10 minutes
The disease inflicts 1da
Constitution damage
(Fortitude save DO 25),
First Omi Qualities
(Ex): The First Oni is com-
plerely immune to fire, cold,
electricity, acid, and sonic
damage. Tt is immune to poison,
paralysis, petrifaction, polymarphing, sleep,
stunning, energy drain, and disease. It is com-
pletely immune to all mind-influencing
effacte and can see through illusions, includ-
ing invisibility, at will It can strike ethereal
and incorporeal opponents normally.
Oni Qualities (Su): Oni outsiders
have a number of abilities. (Sec the infro-
duction of this bool, page 5).
Poison (Ex): Bite, Fortitude save
(DC 40); initial and secondary damage 2ds
Constitution.,
Regeneration (Ex): All dumage taken by
the First Oni is subdual, except for damage
inflicted by a weapon forged in the Celestial
Heavens.
Shapeshifting (Ex): The First Oni is
constantly shifting form. Though this nsually results in a
hideous, vaguely humanoid form it can take the shape of
specified creatures for a limited amount of time. This may be
done once per day, and is otherwize identical to a shapechange
spel.l cast E? a 20th level sorcerer except that the effect iz
not magieal.

Aura of Terror (Su): All enemiesin a so-foor B0
radins must make a Will save (DC 30} §
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FUDOSHI
(TANGLEVINE)

Small Plant (Shadowlands)

Hit Dice: 3d10+6 (18 hp)

Initiative: +0

Speed: 0 £,

AC: 12 (+2 natural)

Attacks: 2 tendrils +5 melee

Damage; Tenddl 1d4+2

Face/Reach: 5 fr. by 5 ft/ 10 fr. (rendril)

Special Attacks: Improved grab, constrict 1d2+2

Special Onaliries: Plant

Saves: Fort +5, Bef + 1, Will 40

Abilities: Str 15, Tlex —, Con 14, Int 1,
Wis 11, Cha 2, Taint 1

Climate/Terrain: Shadowlands

Organization: Solitary

Challenge Rating; 2

Treasure: Mone

Alignment: Always neutral

Advancement: 46 HD (Medium-
Size), 7-9 HD (Large)

It is only fitting that one of the few
forms of vegetation that will grow in
the Shadowlands is as deadly as the
crewtures that live there, This unobrm-
sive vine grows in rangled mats on the
ground in many areas of the Shadowlands,
1f one steps inta its midst, the tendrils instantly
begin to rustle and tighten, reaching up 1o
coil around arms, legs and necks. If
unable to escape its clutches, the
victim will eventually be smoth-
ered by the plant's constricting
coils.

The plant seems to gain no
sugtenance from its victima,
and mest likely the Fudoshi's
sole purpose is to acquire bodies
to rise as zombies in the service of
Fu Leng,

COMBAT
Fudoshi are carnivorous plants, They sense warm flesh within
their reach, and attaclk.

Constrict (Ex): Fudoshi plants inflict damage (depending
upon their size) with a successful grapple check against
Medium-size or smaller creatures (small plant), or Large or
smaller creatures {medium and large plants),

Improved Grab (Ex): To urilize this ability, the fudoshi
must first hit with its rendril arack. If it gains a hold, it may
use its constrict abiliry

Plant: Immune to poison, sleap, paralysis, stunning, and
polymorphing. Mot subject to eritical hits or mind-influene-
Ing effects (charms, compulsions, phantasms, patterns, and
morale effects). Low-light visinn.

@
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FUSHIKI NO On|

Large Elemental (Fire, Oni, Shadowlands)
Hit Dice: 8da+32 (&8 hp)
Initiative: +11 (+7 Dex, +4 Improved Initiative)
Speed: 40 ft,
AL: 20 (-1 size, +7 Dex, +4 natural)
Attacke: Slam +12/47 meles
Damage: Slam 2dé+5 and 2ds fire
Face/Reach: 5 ft. by 5 fi./5 fr.
Special Attacks: Burn _
Special Qualities: Elemental, damage reduction 10/+1 (jade)
Saves: Fort +6, Ref +13, Will +2
Abilitics: Str 20, Dex 25, Con 18, Int 10, Wis 11, Cha 11,
Taint 7
8kills: Disable Device +5, Baitle +10, Spot +5
Feats: Improved Initiative, Weapon Finesse (slam)

Climate/Terrain: Shadowlands
Organization: Solitary
Challenge Rating: 7
Treasure: None
Homor: Always 0
Alignment: Always chaotic evil
= Advancement: 915 HD (Large), 16-23
1) HD (Huge)

The dangerous Fushiki no Oni appears
15 a roughly humaneid form approxi-
mately 10 ft. tall with a body of pure
Hame. Sprouting from the lower part of
its face are numerous tentacle-like
appendages comprised of semi-solid

) flame. Two brighr vellow pin-
pricks glow within the flames of
{s face where eyes would be,
The Kund family believes
this ig 2 relatively new
type of oni created by
Jigoku to more effec-
tively overcome the
defences of the Kaiu Wall,
It biret appesred during the
War of Spirits and was per-
haps the most feared new oni
during that relatively quiet pedod in the
Shadowlands. Its flaming god}- burns wooden structures aud
weakens stone buttresses, destroving foundations and siege
equipment. It tirelessly and patiently hammers against human
constructs with its Haming fists, using its intuiive barde skill
to find and attack weaknesses in enemy defenses, Sightings of
these creatures outside of mass combat are extremely rare.

CORMBAT

Fushiki are dircet and to the point. They identify the must
threatening enemy or structure, charge divectly at i, and
batter it with their fists unil they stand unupposed.

Burn (Ex): Creatures hit by the oni’ slam artack must suc-
ceed at a Reflex save (DC 15) or catch fire (see Catching on Fire
in the DuncEoN Master's Guide™), The flre burns for 1d4
rounds. A burning creature may take a move-equivalent
action w put out the flame.

Tas|




Creatures who hit a Fushiki no Oni with melee weapons or
unarmed attacks take 2dé fire damage as though hit by
the attack, They must also make a Reflex save as above or
catch fire,

Fire subtype (Ex): Fire immunity, double damage from

cold excepr on a successful save,
RK]
\ '

Gaki are often called the “hungry dead,” the spiries of evil indi-
viduals whose spirits passed into the realm of Gaki-do as pun-
ishment. These spirits are consumed with a mindless hunger,
and must search endlessly to sate this hunger hefore they are
cleansed of their sins and allowed to enter Meido or Yomi. The
type of hunger depends on the sert of person the gaki

was in Kfe. Many difterent types of gaki have
been classified by the phantom hunters of the
Toritaka family, and most of these are
entirely harmless to the living, it
(Some, for example, merely feed o
upen wind, refuse, wood, or other g s
frrelevant things.) A small handful ¢ "

are known o [eed vn blood, Qesh,
or other items thar cause them to
be viewed as a direct threar wo
the living.

Gaki-do lingers close to
Jigokn (the Realm of Evil)
and Chilushudao (the Realm
of Animals). As a result, a
handful of gaki carry the
Shadowlands Taint, and
many gaki possese attrib-
utes reminiscent of insects,

Gald understand the lan-
guages they spoke in life,
though few of them have
the capacity for coherent

.s'peec]:l.

GRARI
QURLITIZS
All gaki have the following
qualities in commeon.

SKVULL TID= GAKI

Ihe skuﬂ ﬂf’le 15 the most terrifying threat of the Seas of
Shadow, areas of Tainted sea that can be found randomly days
ot even weeks away from the Shadowlands. The tide 12 a powe-
erful swarm of Tainted gaki, resembling a swarm of hundreds
of sleulls Hoating on the surface of the sea. The skulls create a
terrible sound by clattering their teeth against the wood of 2
ship, driving sailers to madness and destruction. Though
these spitits are technieally gali, their connection to beth
Jigoku and Gaki-do is so weak that they are not considered

spirits,
CORMBAT

Slull tides tend to travel beneath the surface of the
ocean, rising suddenly in the walke of 2 ship to feed
on the sailors within and increage their
number. They tend to overwhelm any oppo- §
nent who falls in the water, Onee an oppo-
nent has been submerged, up to 54 gaki can
attack a single opponent at a time (with two
paki occupying each square in a three-
dimensional envirenment),
Chatter (Su); Shull tide guki
follow ships in large numbers, chewing
on the hull to ger ar the sailors within,
The hardness of 2 an area of wooden hull
iz permanently reduced by one for every
ten minutes the skull tide gaki charrer,
until the gali pierce the hull.
The chattering of the gaki has an
additional, more dangerous effect.
The sound of gaki chattering pro-
dizces a confusion ettect as cast by
an 8th level sorcerer, except that
it affects a thirty-foot area sur-
rounding the gaki swarm (Will
negates, DC 16}, Multiple chatter-
ing gaki do not impose multiple
saves, but instead increase the DC
ol the save by one per ten gaki
beyond the first, I the gaki can be
forced to stop chattering, the effect
ends.

Immortality (Ex): A gaki that is { r"fg; Constitution Damage (Su): The chilling
glain returns to Gaki-do for a random hite nf a slull tide gaki deals 1 point of tempo-
amount of time (defined in the pgali's Tk o Ot rary Comstittition damage.

description). Only by sating it infernal hunger
for an indefinitc amount of time can a gaki find true peace.

Spell like abilities: All gaki have the following abilities: at
will — invisibility (self only), polymorph self (normal insccts
only);, 3/day — passwall, These abilities are as the spells cast by
a sorcerer with as many levels as the gakd has ITD (DC save 10
+ the gakis Charsma modifier + spell level},

Spirit Qualities (Ex): As a spirit, gaki gain a +4 racial
bonus against all enchanoment effects except those of vther
spirits. Gaki can sense any passages 1o Gaki-do within one
mile,

Undead: Tmmune to mind-influencing effects, poison,
sleep, paralysis, sttinning, and disease. Not subject to critical
hits, subdual damage, ability damage, energy drain, ar death
from massive damage. §

Create Spawn (Sn): Any humanoid victim
who dies to the skull tide gaki's Cencritution drain is com-
pletely consumed by the swarm, except for his skull, which
becomes a gaki and joine the tide.

SHIKKO~GAKI

Shikko-gakd are the spirits of those wht:l deﬁled the graves of
the dead. They are now cursed to feed upon the flesh of the
unliving. Shikko-gaki resemble hunched, ape-like creatures
with gray skin, long claws, bulging segmented eyes, and no |
legs (though they seem to hover above the ground, they

cannot fly). Though Shikko-galki are extremely intelligent,
they have no desire for conversation. They exist only to feed.




GARI

Skull Tide Calei Shikko-Gaki
Tiny Undead {Shadowlands) Medium Outsider (Spirir)
Hit Dice: 1d12 (6 hp) ad12 (39 hp)
Initiative: #3 (Dexc) +7 (+3 Diex, +4 Improved Initistive)
Speed: 60 ft. #0 {1, climb 20 fr.
AC: 17 (+2 size, +3 Dex, +2 nutural) 15 (+% Dex, +2 natural)
Attacks: Bite +5 melee 2 claws +6 melee, hite 41 melee
Damage: Bite 1d4—3 damage plus 1 temporary Constitution  Claw 1d4472, bite 1dg+1
Face/Reach: 2hby2¥% i S0k S by10£t/5 .
Special Attacks: Constitution damage, chatter, create spawn Flesh eater, dizease
Special Qualities: Undead Caki qualities, damage resistance +1 (jade)
Saves: Fort +0, Ref +3, Will +2 Fort +2, Ref +5, Will 1
Abiliries; Str 5, Thax 16, Con —, Stris, Dex 16, Con—,
Int —, Wis 10, Cha 1, Taint 1 Int 12, Wis 12, Cha 10
Skille: Hide +9, Jump +28, Listen +7, Muve Silently +9,
Spot +7, Tumble +10
Feats: Weapon Finesse (Bite} Alertness, Improved Initistive, Weapon Finesse {claws)
Climate/Terrain:  Any aquatic Gakirdo, any land and underground
Organization; Schoal (30-40), Horde (40-50) Solitary
Challenge Rating: 1 3
Treasure: Mone Standard
Honor: Always 0 Always o _
Alignment: Always chaotic evil Always chaotic evil
Advancement; 2-3 HD (Tiny) 7-12 HD {Medium-size}; 12-18 HD (Large)

COMBAT

Shikko-gaki avoid combar, and often use their prodigious
leaping and climbing abilities to escape if caught feeding.
Shikko-gaki are known to spread pestilence and disease, and
are thus hunted mercilessly whenevar they are found. If
killed, a Shikko-gaki iz banished from the mortal world for
three years,

Digease (Ex): Any living creature who touches or is
touched by 2 Shiklko-gaki must make a Fortitude save (DC 15)
or contract 4 terrible hacking cough discasc (incubation
period 1 day, 1d4 Constitution damage).

Flesh eater (Su): As a full round action, a Shikko-gaki may
consume the internal organs of a dead body, Doing so restores
3d12 hit points of damage done to the gaki. Any hit points in
excess of the gaki's maximum are gained as temporary hit
points, which last for twenty-four hours. The gaki can gain
temporary hit points equal w its normal maximum hir points
in this manner,

Skills: Shikko-gaki receive a +20 racial bonus to all fump
checks.

KRWAKV-SHIN-GAKI

Kwaku-shin-gaki, or “cauldron bodies,” are the spirits of
wicked men who allowed others (o dic in the cold rather than
share their warmth, They resemble large porbellied men with
no legs and black lvon cauldrons for stomachs, heated from
within by the flames of Gaki-do. Their faces writhe aternally
in incredible torment,

While very rare, these spirits ara extremely dangerous.
They resemble huge burning cauldrons, continually agonized
by the pain of the fires within them but consumed with a
hunger to always seek out more Fuel,




GRKI

Kyrakar-Shin. Galei Cakimushi
Large Undead (Fire, Spirit) Large Undead (Spirit, Shadowlands)
Hit Dice: 10d12 (65 hp) 13d12 (84 hp)
Initintive: 4 (Dex} +0
Speed: 20 f. 40 .
AC: 18 (1 size, —1 Dex, +10 natural) 19 (—1 size, +10 natural)
Attacks: Slam +9 melee 2 claws +11 melee, bite +2 melee, tail +9 melee
Damage: slam 1d8+5 plus bun claw 1dé+s, bite 14213, 1ail 1d8+2 plus poison
Face/Reach: sfbysh /10f 5 ft. by 10 ft./5 ft.
Special Attacks: Burnitg Muid, busn Poison
Special Qualities:  Gaki qualities, [ire subtype Gaki qualities, damage resistance 10/+1 (jade)
Saves: Fort +5, Bef +4, Will +8 Fort +6, Rel +8, Will +4
Abiliries: Srr 20, Dex 8, Con —, Str 22, Dex 10, Con —,
Int &, Wis 13, Cha 11 Int 4, Wis 10, Cha 4, Taint 3
Skills: Climh +11, Jump +12, Listen +8, Spot +8 Listen +10, $pot +10; Wildermess Lore +8
Feats: Cireat Fortitude, Lightning Reflexes, Power Attack  Alertness, Great Forrrude, Multiarrack, Track
Climate/Tetrain:  Gaki-do, Shadowlands, any land and undergronnd  Galki-da, Shadowlands, any land and underground
ization: Solitary Solitary
Challenge Rating: ¢ 7
Treasure: Mone Mone
Honor: Abways ¢ Alwayz 0
Alignment: Always chaotic evil Alweays chastic evil
Advancement 11-20 HD (Large) 2130 HD (Huge) 13 26 HD (Large); 27-39 HD (Huga)

CORMBAT

These gaki ate jealous of the living, and cause as much pain
and misery as possible whenever they ger the chance. They
attack by biting with the enormous flaming cauldron mouth
on their stomach. Tf killed, a Kwaku-shin-gaki is banished
from the mortal watld for ten years.

Burn (Ex): Those hit by the Kwaku-shin-gakis slam attack
must succeed at 2 Beflev save (DT 15) or catch on fire. IF this
gave Fails, the character suffers 1dé fire damige, plus 1dé more
each round ifhe faile hie save again. Taking an action to douse
the flames grants o +4 bonus to this save. Water douses the
flarnes automatically

Burning Liquid (Su): The Kwalu-shin-gaki can open its
cauldren stomach and expel a cloud of burning lquid, Treat
this as a breath weapon, a 30-foot cone of fire that inflicts 3d10
damage (Reflex save half DC 14) that can be used as often as
every three munds,

Fire Subtype (Ex): Fire immunity, double damage
from cold excepr on a successful save,

GRARIWUSHI

The Gakimushi is one of the most feared of
hungry ghosts. Only those whose lives were
consumed with mindless, vielent cwil
become gakimushi. These creatures are
created close to Jigoku's dark reaches,
and thus can dvaw upon the power of
the Shadowlands. They resemble enor-
mous ant lions with curved scorpion
tails and dark black armor,

COMBAT

Gakimushi feed upon pain; they delight in paralyzing the
living, then slowly torturing them to death. Unlike other
ghosts, they have no use for subtlety, killing and destroying
everything in their path. If killed, a gakimushi is banished
from the mortal world for twenty years,

Poison (Ex): Stinger, Forrirude save (DC 17} inirial and
sepondary damage 2ds temporary Strength,
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GAR=GOSV NO
BARZRMONO

Huge Magical Beast (Shadowlands)

Hit Mice: 8d104+40 (24 hp)

Initiative: (+1 Dex)

Spesad: 30 k.

AC: 17 (-2 size, +1 Dex, 18 natural)

Attacks: 8 tentacles 111 melee

Damage: 1dé15 tentacle

Face/Reach: 10 . x 10 fr./15 ft.

Special Attacks: Fear gaze, improved grab, constricr 2ds+8,
swallow whole 1d4 acid

Specif:l Qualities: Darkvision 60 ft., feed, low-light vision
60

Saves: Fort +11, Ref +7, Will 42

Abilities: Str 20, Dex 12, Con 20, Int 3, Wis 10, Cha 16,
Taint &

Skills: Listen +v, Spot +9

Fears: Alertness

Climate,/Terrain: Shadewlands

Chrganization: Solitary, bunch {35}

Challenge Rating; 7

Treasure: None

Honor: Alwaye0

Alignment: Always chaotic evil

Advancement: 9-16 HD (Huge), 16-32 HD (Gargantuan)

The garegosu ne bakemono appears as « huge ocropus-like
creature with scabrous gray hide. Eighr scaly renracles are
spaced symmetrically around its horrible face. Its two beady
yellow eyes never blink, searching for the nearest squirming
morsel o thrust into its gaping circular maw to he shredded
by rows of tanto-like teeth. Unlike an actopus, it does not
require water to survive. It is quite happy to move around on
land, gobbling up whatever unfortunate creatures happen
across its path. A single specimen of this hideous beaet iz
known to have devoured an entire detachment of Crab
ashigaru.

It moves like 2 snake, undulating scaly plates on its under
side, leaving its arms ree to grab its prey. It can move in any
direction without changing its facing. It uses its arms to move
only when climbing over difficult terrain.

COMBAT

+ A garegosu no bakemono first attempts to freeze its prey with

its horrible fear gaze, grabs its victims with its tentacles —
constricting them until they stop squirming — then crams
them into its gaping maw tw be swallowed whole and
digested.

Constrict (Ex): The unforrunate victim grappled by ane or
moge entacles takes automatic 2d5+8 damage.

Fear Gaze (Su): The garegosu no hakemono may project a
wave of fear a5 a gaze attack. Anyone meeting the creature's
gaze must make a Will save (10T 17) or freeze in place, losing
any actions for ane full round, and suffering a —2 morale
penalty to all saving throws. There is a 50% chance that victims
drop anything they are carrying,

Improved Grab (Ex): To use this ability, the garegosu no
bakemone must hit with a successful tentacle attack against a
creature of Large size or smaller. If it gets a hold, it can con-
SErLCL

Swallow Whole (Ex): The victim is thrust into the crea-
ture’s stomach, taking 1d4 hp of acid damage each round, A
succesaful grapple check allows a swallowed crearure to
escape to the creature’s mouth, where it can make another
grapple check to free iself. A swallowed creature may uge a
Small or Tiny slashing weapon 1o cur itself out. The EATRgOST
no bakemonu's stomach Hning has AC 16 (+6 natural) and 15
Lip. Half of this damage counts against the creatures total hit
points, Muscular action closes any escape holes made once a
crearure has exited, so unless multiple opponents hold on to
one another as they escape each must cut their own way free.
A garegosu no halemonas surprisingly capacious stomach
can hold one Large, two Medium-size, three Small, five Tiny,
seven Liminutive, or ten Fine opponents,

Feed (Ex): Any intelligent creature that dies in the
garegosu no bakemono's stomach causes the garegosu no
bakemono's Congtitution score to increase by 2 for the nex
waek (this bonus stacks). The creature’s Constitution may be
increased to a maximum of 50 by feeding.

GORVUSZI NO ONI

Large Monstrous Humanoid (Fire, Oni, Shadowlands)
Hir Dice: HdR+16 (52 hp)
Initiative: +1 (Dex)
Speed: 30 fr.
AC: 16 (1 size, +1 Dex, +6 natural)
Attacks: Claws 111/46
Damage: Claw 1d6+5 and fire 1ds
Face/Reach: 5 ft. by 5 fi. /10 (o
Special Attacks: Burn, gore 208+5 and
fire 1ds
Special Qualities: Damage reduction
20/ +2 (jude)
Saves: Fort +6, Ref +7, Will +a
Abilities: 519, Dex 12, Con 15, Int
11, Wis 11, Cha 17, Taint 8
Skills: Intimidate +10, Listen +5, Spot +7
Feats: Cleave, Great Fortitude, Power
Artack

Climate/Terrain: Shadowlands
Organization: Solitary or gang (2 4)
- Challenge Rating: §




Treasure: MNone

Honor: Always 0

Alignment: Always lawful evil
Advancement: 9-16 HI (Large)

This intimidating oni appears as a 12 ft. tall humanoid with
the haad of a hull and a hody that appears to be made of living
molten stone. Its skin eracks and shifts as it moves, allowing
small jets of flame to erupt. 1ts eyes burn like flames, and
steam cutls from ite nostrils. Ite fingers ara tipped in great
obeidian claws, jagged and deadly, matching twe hlackened
horns curving from its brow. Its feet are vaguely humanoid,
with long talons much like its fingers. Waves of blistering heat
radiate from its towering bull

Gorusei no oni are most often p
seen leading groups of weaker !
Shadowlands creatures, usually
bakemono but cccasionally lesser , g
oni and ogres ws well, Their leader- S
ship abilities are largely innate,
instilled in them from creation by the
will of Fu Leng himself They serve
well as sub-commandets in the
Shadowlands armies. Their sole
purpose for existence is to
dectroy the Children of the
Sun and Moon, and they
take no greater pleasures
than elaughtering and
driving humans before
them.

These creaturcs are
extremely rare outside the
Shadowlands, unless they
ate part of a Shadowlands
army.

COMBAT

One survivor of a Crab patrol
returned to tell the tale of an
encounter with one of these
creatures. The patrol was to
investigate the recently discov-
ered ruins of an ancient outpost S/
and report back on any habitation -
of the ruins. The Hida chui of the
pattol paid no arrentlon o the
large statue of a man with a bull's
head standing inside the courtyard
of the ruing — until the gtatue sud-
denly attacked. Two ogres blocked the gate

and goblins swarmed out of the ruins. The patrol had no
chance, The lone survivor escaped by killing one of the ogres
and fleeing back toward the Kaiu Wall,

Burn (Ex): Creatures hit by any of the oni’s attacks must
succeed at a Reflex save (DC 15) or catch fire The fite burne
for 1d4 rounds, A burning creature may take @ move-equiva-
lent action to put out the €

Creaturcs who hit Gorusei no Oni with melee weapons or
unarmed attacks take 1d6 fire damage as though hit by the
attack. They must also make a Reflex save as above o catch
fire.

Fire subtype (Ex): Fire immunity, double damage from
cold excepr on a successful save,

THE GREAT
__S=R _S?PIDER

Gargantuan Fey (Evil, Aquatic, Spirit, Shadowlands)
Hit Dice: 28dé+84 (182 hp)
Initiative: +6 (+2 Dex, 44 Improved Initiative}
Speed: 50 ft., climb 50 ft., swim 30 ft.
AC: 18 (- size, +2 Dex, +10 natural)
Attacks: 8 legs 116 melee, bite 114 melee
Damage: leg 2d¢+6, bite 2dé+2 and peison
Face/Reach: 15 ft. by 15 ft /10 f1.
Special Attacks; Poison, web
Special Qualities: Damage reduction
20/+3 {jade), SR 25, freedom of move-
ment, spirit qualities
Saves: Fort +12, Ref +19, Will +20
Abilidles; S 23, Dex 15, Con 17,
Int 14, Wis 16, Cha 20, Talng 10
Skills: Hide +24, Intuit Direction +9,
Listen +19, Move Silently +21,
Search +10, Spot +19
Feats: Cleave, Nodge, Creat Clegve,
Improved Critical (bite), Improved
Critical (leg), Improved Initistive,
Meobility, Multiattack, Power
Attacls, Spring Attack

Climate/Terrnin: Any ocean
and Shadowlands
Organization: Solitary
Challenge Rating 16
Treasure: Triple standard
Hoenor Always 0
A].ignmmt: ﬁlwavjﬁ
chaotic evil
Advancement: 25-56 HD
{Gargantuan); 57—84 (Colossal)

The Great Sea Spider 15 the king of all kume,
a powerful tainted animal spirit. Many years
ago the Spider brokered 2 deal with Fu
Leng, leaving Chikushudo forever so that
he and hie kin could drink the power of
Jigoku, This deal was sealed by the
sudden outbreak of civil war in the
Crane lands, during which time the
great kumo fed upon blood spilled in
hatred, growing lazge and powerful. The Spider rampaged
acruss the lands of the Crane Clan, until the Asshina finally
mastered a great spell that would temper the beast's wrath,
sending it into a deep sleep in the depths of the e,

Truring the war against the Lying Darkness, the minions of
Nothing manipulared the Crane into awakening the Spider
once more. After the beast slipped free of the control of its
masters, it spun a great weh of shadow over Otosan Uchi trself,
blocking the sun and allownng the Tharkness to rampage in the
eity unchecked. Only the brave efforts of Rolugans heroic
samural dispelled the web and freed the city, bur the spider
itsalf escaped into the depths of the sea once more before it
could be destroyed.
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Climate/Terrain: Any and Jigoku
ConpaT ization: Soli tside Shadowlands), brood (25
The Grear Sea Spider is a devastating foe. It prefers to soften D?;:yni m;;} tary (outside Shadowlands), brood (2-5,

frs enemy from afar, uging its wabs to ensnare and slow Challenge Rating: 5
enemies hefore closing to finish them off. Traggriza: Mot
Freedom of Movement (Ex): The Creat Sea Spider is Honor: Alwaye 0
permanently affected as if by a freedom of movement spell, Alignment: Always chaotic evil

but the effect is non-magical Advancement: 812 HD (Large), 1316 HD (Huge)
Poison (Ex): Bite, Fortitude Save {DC 28); initial and ) o

secondary damage 2d¢ temporary Strength.

Spirit Qualities (Ex): As a spirit, the Great Sea Spider is
immune to all charm effects except for those of vther spirits,
The Spider can sense any passages (o Jigoku or Chikushudo to cast spells within the Shadowlands, many unfortunate
within one mile. Y = 1 shugenju find that, instead of kamt, they have summoned a

Web (Ex): The Spider can fire webs from its spinnerets at kansen, Worse, sometimes they attract the attention of one of
will. This attack is like & web spell cast by a 12th-level sorcerer, the dreaded greater kansen,
but the webs are permanent and non-magical. 1t can spin webs Greater kansen appear as greenish-yallow clouds of
as & muve equivalent acdon, If i does this the wahs cannot be swirling gas. In giving themselves over to the power of the
used at range, but are left in its wake as it moves, a five-foot- Trark God, they hecome the very essence of Jigoku's Taine,
high wall covering the area in which the kumo movad. which males them extremely dangerous and
If nothing supports the Mgy, insidious foes. Few shugenja have the
wall after it is spun, strength to resist the essence
it immediately Tk, M\" of Shadewlands cor-
callapses. R L e ruption within
the greater

kansen,

The kansen are elemental kami corrupted by the evil of
Jigoku. Just as there are kami of greater and lesser strength, so
are there kansen of greater and lesser srength. When trying

AMNIDR

G
-
n
2
R

CORBAT

Greater kansen ate malicious spirits, and they revel in their

= — ¥ — power. They lack the cowardice often shown by their smaller

G’R--.RT: R '\-n"-s::hn brethren, secure in thelr strength. Their highest goal is to
D e ———

spread the Taint wherever they can. They attack with their ter-

(Corrupted Elemental Spirit) rible incorporeal touch, sucking the life-foree out of their
Large Outsider (Incorporeal, Shadowlande, Spirit) unforrunate victims. 1f they are losing 1 fight, however, the
Hit D¥ice: 7d8 (31 hp) kangen will quickly flee the area. Since their first goal is not to
Initiative: +5 (+1 Dexterity, +4 Improved Initiative) kill, but to hring others under the Dark Realm's influence,
Speed: 30 fr,, tly 30 11, (good) they do not attack until they have failed to corrupt their
AC: 13 (+1 Daxtarity, +2 deflection) target(s) with knowledge of maho or other forbidden lore.
Attacke: Incorporeal touch +7/42 melee Dark Whispers (Su): The kansen know many dark secrets
Damage: 1dé Wisdom or Constitution drain of power, and whisper tempting promises in the ears of all
Face/Reach: 5 ft. by 5 . /10 k. they meet, A kansen may spend a round whispering to a living
Special Attacks: Dark whispers, Taint's touch creature, which must succeed at 2 Will save (DC 13) or suffer
Special Qualities: Incorpureal, spirit gualiries effects exactly as if it had been the target of a suggestion spell
Saves: Fort +8, Ref +6, Will +5 cast by a 7th level sorcerer.
Abilities: 5tc —, Dex 12, Con 16, Int 11, Wis 10, Cha 15, Taint Incorporeal: Kansen can only be harmed by othet incor-
Skills: Bluff +12, Diplomacy +13, Knowladge (Maha) 412, poreal creatures, nemurunai of +1 or berter, or magic. Any cor-
Sense Motve +10, Spelleraft +10, Spot +4 poreal weapon, even a magical one, has only a 0% chance of
Feats: Improved Initiative, Weapon Finesse (incorporeal damaging a kansen. The spirits can pass through solid objects
touch) at will, ignore all armor with their own incorporeal touch, and

always move silently.




Incorporeal Touch (Su}: Living creatures hit by the
greater kansen’s incorporeal touch suffer 1d& points of tempo- COmB &T . s e s
rary Constitution or Wisdom drain. The kansen chooses what In combat, the guardian statue attacks WALOL EAOBERE ok S
sort of domage it wishes to infliet. Wisdom drain is own safety, 'ml}f f';f'r the safety of that ?"i""'c!:' it has returned to
usually inflicted upon those it wishes to seduce protect. It is important to keel_: in mind, howcve.r,_ that
with its suggestion abilities, while Constitution ““?“':“ most constructs guard.ia.n statues ane qu.{tle intel-
drnin iz reserved for those who have offended the IJ._S{EIII. TI:I.I.':",’ will not fouhﬁhhr risk themselves if to do
spirit and must be destroyed. , so would jeopardize their greater mission.

Maho: Kansen can teach maho to willing students. : Construct; Guardian Statues are
Any taught by 4 Lattion who micts sl othes -': Freater Sanm immune to mind-influencing magic
trequirements of the maheo-tsukai prestige class may 4 and effects, and are immune 1o poison,
iminedistely cnter that class without fulfilling the sleep, paralvsis, stunning, disease, death,
e t of 6 points of the Shadowlands Taint. and necromanric effects. They are not sub-

Spirit Qualities (Ex): As a spitlt, greates ject ta critical hits, ahility damage, ability drain,
'kansen gain @ +4 racial bonus against all enchan- at ehetgy dosin. R.mh o .fhp:g e matuRe
ment effects except those of other spirits. any effect that requires a Fortitude save (unless

Creater kinsen can senze-any passagesto foks the effect also works on objects), Guardian Stat-
ithiln.one mila ues are not at sk of death from maesive damage,

Taint's Touch (Su): Any living creature dam- but when reduced to 0 hit points or less they are
aged by the kanzen's incarpareal touch musr immediately destroyed. These constructe have
make a Fortitude save (DC 15) ot gain 1d& points darkvision with a range of 60 feet,

e e g o o GURARDIAN STATUZ
CHARACTERS

zombie) within 2d20 hours after death unless the |
head is removed from the body. Unlike most construces, guardian statues can learn and
progress in character levels. Their favored characrer class is

GUARDIAN STATUE "
‘Medium-Size Construct Hn“-nual

Hir Trice: 4d10 (22 hp) e
Initiative: D Tiny Abm*ruﬂm {S]:mdowla.uﬂa}
Speed: 70 ft. Hit Dice: 4d8+4 (22 hp)

AC: 20 (+10 natural) Initiative; +3 (D
Attacks: Slam +5 melee; or katana +5 malea spud:r:ﬂ%_.{ﬂ:z; ft. {pour)

Damage: Slam 1dé+1; katana 1d1043 AC: 18 (+1 size, +3 Dex, +4 natural)

Face/Reach: 5 ft. by 5 ft./5 fr. Artacks: Bite +6 melee, 2 claws +1 melee

Special Qualities: Construct Damage: Bire 1d6+4, claws 1d4+4 and
Saves: Fort 1, Bef 1, Will 41 poison

Abilities: Str 14, Dex 10, Con — Int 40, Fsrﬂfﬂﬂﬂt s fr by 10fi/s fi
Wis 11, Cha t Special Attacks: Poison

o

¢

Skills: None Special Qualities: Scent
Feats: None Saves; Fort +7, Ref +4, Will +4

3 WS Abilities: Strenpgth 14, Dex 16, Con 13, Int 6, Wis 10,
Climate/Terrain: Any Cha 9, Taint 4
Organization: Solitary (1) or set (1—3) Skills: Listen +10, Move Silently +&, Spot +10*
Challenge Rating: 2 Feats: Elyby Attack

Treasure: Nong

Honor: Always 2 Climate,/Terrain: Shadowlands
Alignment: Always neutral Organization: Solitary, pair, or flight (3-6)
Advancement; By character class Challenge Rating: 2

Treasure; Standand
Cuardian Statues are a very rare type of con- Honor: Aways o

struct that recemble normal statues of
samurai, They are unusual in that they =t
are not created intentionally, but
become animated by the spiritof a
dead sarnurai when his elan has
need. When not animated,

Alignment; Always chaoric evil
Advancement: 5—16 HD (Tiny)

Hanemuri are small winged reptiles that live
primarily in the Shadowlands. They are a per-
verted crocs hatween bat, lizard, and man. Their torsos
guardian statues appear to be normal are humanoid but gaunt, with a sunken chest and tightly-
sltues in every way, aid ate often placed drawn skin. Instead of arms, they sprout large wings from
among several other "normal® statues of the Guardian Siaine their shoulders, and their lags are reminiscent of a bat's, but

same material and style to take advantage of ’ with wickedly curved claws on the feet.
this camouflage.
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Hanemuri are native to the Shadowlands. They can often be
seen gliding high overhead, gazing down in search of prey.

While they most often feed on lone

gobling or Nezumi, Hanemuri prefer

humanoid fare, but will never attack
except when they feel they can casily
triumph, Some are intelligent enough to
speak rudimentary RBokugand, and these
occasionally taunt their prey while
ﬂgl'lTJ.l.'lg it

COMBAT
Hanemuri prefer to fght from the air,
swooping down on their prey and raking
it with their long claws, poisoning it, then
doubling back to kill and carry it off with 5
its teeth in one muove, Hanemurd will flze '\H/'
tather than face a protracted fight. \
A surprised hanemuri takes to the atr and .
flees to survey the siruarion from a safe
position.

Darkvision (Ex): Hanemuri are adept
at hunring at night, and have dark-
wigion af a range of 300 feat.

Poison [Ex) Claws, Fortitude
save (DC 14}, initial and secondary
damage 2d4 Constitution.

Skills: Hanemuri receive a 14
racial bonus to Spot checks when

flying.

HOUOV

Tiny Magical Beast (Fire, Spirit)

Hit Dice: }4d10.(2 hp)

Thitiative: +9 (+5 Dex, Improved Initative)

Speed: 20 ft., fly 300 ft. (perfect)

AC: 17 {+2 Size, +5 Dex)

Attacks: Claw +7 melee

Damage: Claw 1d2-—4

Face/Reach: 21/2 e by21/2ft /o &

Special Attacks: Burn

Special Qualities: Fire subtype, immolation, spell resistance
15, spirit

Saves: Fort +2, Ref +7, Will +0

Abilities: 5tr 3, Dex 20, Con 10, Int 3, Wis 10, Cha 16

Skills: Intimidate +5, Listen +2, Spot +2

Feats: Weapon Finesse (claw)

Climare/Terratn: Any land and Tengoku
Organization: Solitary or pair

Challenge Rating: 1

Treasura: None

Honor: Always 3

Alignment: Always lawful good
Advancement: 1/2-1 HD (Tiny); 1—2 (Small}

Houou ate aleo known as the phoenix. They are the chosen
symbol of the clan founded by the Kami, Shiba, for the first
houou were sent from heaven by Amaterasu to watch over her
lost son. Roughly the size of a large pigeon, Houou are red and
gold birds with melodic singing voices. They are considered

good omens, and seeing a Houou is thought to bring good for

_ tune, They are peaceful animals, and never attack without

provocation,

Houou are especially vespected by the Phoenix clan. The
highly intelligent birds seem to favor shugenja, and often
deliver messages for them. Houou find
such rasks entertaining, and gladly
perform such chores for their
human friends in exchange for treats
and good handling. The Elemental
Council prefers to send important cor-
respondence by Houou, for their speed
and efficiency as well as for the sym-
bolic value. While incapable of
epeech, Houou understand Bolugani
quite well, making them cxcellent

COUrIETs,
Part of the symbolism in 2 Houou
comes from its unique ecology. Houou
cannot be permanently killed by
normal means. A houou dies at sunser
each day, and any time a houou dies,
it immediately immolates irself,
rising from {15 ashes with the next sun-
rise. The Phoenix clan sees this as a
living example of the cycle of the universe
‘and kharmic whaal. Houou tend to nest in

rocky, isolated areas, where their ashes will be undisturbed
during the night.




COMBAT

It i rare for 2 Houou to see combat, given their generally
peaceful nature. If faced with combat, 2 Houou flees if it can;
if it cannot, it will ignite itself in order to burn ite opponent
enough to get away

Burn {Su): A Houou is capable of igniting itself as o free
action. Anything it touches, or touching it, must succeed at s
Reflex save (DC 12} to avoid catching fire,

Fire Subtype (Ex}; Fire immunity, double damage from
cold except on a successful save.

Immelation (Su): At sundown, or when reduced to 0 hit
polnts, a Houou bursts into Hame, buening to ashes in 1
round, These ashes gather themselves once more at the next
sunrise and restore the houou to life, fully healed. Only being
slain by an unholy or dishonorable weapon permanently slays
a houou.

Spirit Qualities (Ex): As spirits, honou are immune to all
charm effects except for those of ather houon, Hounu can
sense any passages to Tengakn within ane mile.

Medium-Size Undead (Shadowlands)

Hit Dice: 3d12 {19 hip)

Initiative: {+1 Dex, +4 Improved Inidative}

Speed: 30 1.

AC: 18 (+1 Dex, +4 natural, +3 ashigaru
armor)

Artacks: Katana +2 melee, or tetsubn
+2 melee, or yari +2 melee

Damage: Katana 1d10+1, or tetsuba
1d8+1, or varl 1d8+1

Face/Reach: 5 ft. by £ f1./5 ke,

Special Attacks: Fear aura

Special Qualities: Resistances,
undead

Bawes: Fort +1, Ref +3, Will +4

Abilities: Sir 13, Dex 12, Con —,
Int 10, Wis 10, Cha 11, Taint 6

Skills: Climb +6, Hide +2,
Jump +6; Listen +3, Ride +5,
Spot +5, Swim +6

Feats: Improved Initdative

Climare/Terrain: Shadowlands

Organization: Platoon (6~20),
company (21—400), regiment
(41-&0), horde (£14)

Challenge Rating: 2

Treasurs: None

Honor: Always 0

Alignment: Abways lawhul evil

Advancement: 4—& HD (Medium-Size}

The name hyakuhbei means "all evils," a name which these
creatures have earned; they are believed to be animated by a
combination of all the vices known to man. These powerful
zombies were once called the Horde of Fu Leng, for they
served the Dark Kami falthfully for centuries. Even alier his
death, they retained their power and precise military organi-
zation, merely waitng for another leader wo call upon them.,

HYARUHE!

Hyabubei

In the present day, that leader is Daigotsu, and the hyakuhei
elite zombie troops follow him with the same fervor they once
devored 1o Fu Leng himself,

Some Kuni believe thar these undead warriors were
anointed with the blood of the Dark God when they were ini-
tiated into the Horde. Since Daigorsu has taken command, he
has hegun creating new hyakuhed, anointing them with his
own blood: The fact that these newer hyakuhei are no less
powerful than Fu Leng’s original creations says much for the
new Lord of the Shadowlands' powrer.

At a distance the hyaluhei could be mistaken bor any other
kind of undead regiment. They superficially resemble a
grotesque conglomeration of zombie and skeleton, with
bones exposed and bits of hacked and battered armor dan-
gling from their shoulders and hips, But there the similarity
ends Their flesh has a black, rubbery texture, and has ceased
to decay. They move with none of the shambling clumsiness
of zombies and skelewows, Instead with the sure and wained
movements of seasoned soldiers. Hollow eye suckets burn

with green fire and a vicious, brutal glee that weak-
ens the resolve of all but the most hardened

Crah vererans. They speak perfect Rokugani,

as well a5 Oni and Bakemono.

COMBAT

The Hourle of Daigomsu are never enceun-
tered as individuals. They move together,
they fight rogether,
and they are often led
by the shadowlands’
greatest generals. They
fight in highly orga-
nized fashion, forming
ranks when possible;
troops in the first rank use
swords or tetsubo, and the
second rank wielde yari to
attack past the first rank.
Fear Aura (Su): Anyone
within 5 ft. of a hyakuhei is
affected by the aura of fear
that surrounds them. Anyone
within the ares of effect must
make a Will save or freeze in
place. Frozen characters lose
any acrions for one full round
and suffer a —r morale penalry
to-all saving throws, with a so%
chance to dropanything car-
ried. The DI af this save is hasad
an the number of individu-
als in the unit: it iz 15,
plus 1 per § individuals within
50 ft. to a maximum of 25. For example; a unit of
10 individuale has a DC 17, while a unit of 20 has 2 DC of 19
Pesistances (Ex): Hyalouhei have five and cold resistance 10,
Undead (Su): Hyakuhei are immune to poison, slecp,
paraijrais, atunning, diseaze, death effects, and necromantic
etfects, and they ighore mind-influencing effects. They are
also not subject o critical hits, massive damage, subdual
damage, ability damage, ability drain, or energy drain,
They have no Constitulion scores so are thereflvre inmune w
anything requiring a Fortitude save.
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Small Outsider (Evil, Incorporeal, Oni, Shadowlands)

Hit Dice: 5d5 (22 hp)

Initiative: +0

Speed: 30 .

AC: 15 (+1 size, +4 natural)

Attacks: —

Damage: —

Face/Reach: 5fi. by sfr/s fr.

Special Artacks: Fear aura, fear hlast

Special Qualiries: Damage reduction 10/41 (jade), dark
pact, narural invisibility, teleportation

Saves: Fort +4, Ref +5, Will +9

Abiliries: Sir —, Deax 13, Con 11, Int 18, Wis 20, Cha 20,
Taint 13

Skills: Appraise +11, Climb +10, Hide +10, Intimidate +13,
Listen +11

Feats: Dodge, Toughnese

Climate/Terrain: Any

Organization: Solitary

Challenge Rating: 5

Treasure: Standard coins, double
goods, double items

Henor: Always 0

Alignment: Always chaotic
evil

Advancement: 6-15 HD
{Medium-size)

Those unfortunate enough to
see this horrihle creature are
confronted by a nearly
shapeless slug-like mass
shout four feet long and two
feet high at the monestrous
head, tapering to a blunt,
etumpy tail, Tts putrid hide is 8
sickening, jaundiced pink. Its
bulbous head is neatly all
mouth, a circular cavernous
maw surrounded by rows of
jagged teeth. Tt has two
spindly forelimbs and two
piggish vellow eyes rhat
burn with flendish avarice,
and frs dorsal side is adorned
by a narrow, black-hristled
mana.

Fortunately, only one of these creatures exists, and it is quite
slothful. Its greatest pleasure, perhaps even its sustenance,
derives from ceusing pain and terror in helpless mortals,
It searches all acroes the empire for the most vulnerable
victims; then destroys their lives, When it finds a sultable
victim, it waits for him to be alone, then suddenly appears and
threatens to devour him unless a suitable sacrifice is offered.
The sacrifice can be anything the oni desires, [tom such
insignificant items as a comb to sacred ltems such as a tessen
that once belonged to Hantei V1. The oni usually allows the
first tribute to be inconsequendal, but invariably the demands
become increasingly more costly, and thenceforth it plagues
its victim withour mercy.

The creattite is invisible to everyone but its chosen victim;
therefore, many of the oni's victims go mad, babbling about a
demonic, unseen tormentor, They often die destitute and
homeless, or throw themeelves into ridiculous quests to fulfill
the onis demands, But death is always the outcome. Janwa no
Oni never relents or relinquishes its prey

The Kuni believe this foul creature has a lair somewhere
deep in the Shadowlands, filled with loot stolen from its
victims.

COMBAT

The lanwa no Oni is 2 coward and avoids combat whenever
possible. If attacked by a group, it teleports out of harm’s way
at the first opportunity, disappearing in a puff of smoke.
It much prefers to direct its cfforts against lone, helpless vic-
tims, but is by no mcans limited to one victim at a time.
If someonc takes it upon himself to protect one of its victims,
it attempts to subvert the would-be guardian as well.

Dark Pact (Su): Anyone succumbing to the oni's fear

effects may be compelled 1o perform some task of the onis
choosing, The intended vicrim must make a Wil save

{DC 17) to avoid this effect. Once the dark pact is
in place, the victim can only resist the onts com-
mands by spending one Vold poaint per day or
making a Will save (11C 28). If the victim
cannot fulfill one of these requirements,
he must obey the onis commands. If the
attempt to resist the pact fails, the
victim sutfere 1d3 permanent
Wisdom damage,
Fear Aura (Su) Anyone
within 10 ft. is affected
by the auta of fear that
surrounds this leath-

SOIE crealure, Anyone

within the area of

effect must make a

Will save (DC 18) or

freeze In plice, losing

any actions for ona
full round, and suffer-
ing a =2 morale

% penalty to all saving
#*0 throws, with a 50%
chance to drop anything

carried. Thie i considered a
frea action for the oni,

Fear Blast (Su): The lanwa no Oni
may project 2 cone of fear to a range of 30 ft. Anyone within
the area of effect must make a Will save (DC 20) or frecze in
place, losing any actions for one full round, and suffecing a—2
morale penalty to all saving throws, There is 2 50% chance the
victim ;rnps anything it is carrying, Invoking the fear blast is
considered a standard action.

Incorporeal (Ex): Can be harmed only by other incorpo-
real creatures, +1 or better magic weapons, or magic, with a
50% chance to ignore any damage from a corporeal souree.
Can pass through solid objects at will, and its own attacks pass
through armor, Always moves silently.

Marural Invisibiliey (Su): Tanwa no Oni remains invisible
even when it artacks. Tt can cancel or resume this ability 25 2
free action. Tnlegs it chooses to be ceen, the only person whe
can gée the oni is comeone with whom it has enterad a dark

pact.




Oni Qualities (Su): Oni outsiders have a number of abili-
ties. (See the introduction of this book, page 5).

Teleportation (Su): Up to four tmes per day, can cast lele
porl wilkoul ervor as if it were a 16th level sorcerer

IRIRYO

Medium-Size Undead (Incorporeal, Shadowlands,
Spirit)

Hit Dice: 3d12 (19 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative}

Speed: 30 ft., fly 60 fr. (good)

AC: 14 {+2 Dex, +2 deflection)

Attacks: Incorporeal touch stengthy drain +3 melee

Damage: 1d4 perimanent Constitutivn drain

Face/Reach: 5 fe by 5 fu/s fi

Special Artacks: Constirurion drain

Special Omaltcles: Incorporeal, spirir,
undead : __

Saves: Fort =1, Ref +3, Will 45 Al

Ahtlittes: Str —, Tlew 15, Con —, Int 15,
Wis 14, Cha 13, Taint 7

Skills: Hide +8, Intimidate +8, Intuit
Direction +4, Listen +10, Search 48, "
Sense Motive 46, Spot +10 i

Feats: Improved Initiative, Dodge,
Weapon Finesse (incorporeal
touch)

Climate/Terrain: Any land,
underground, and Jigoku

Organiration: Solitary or puck
{2-10)

Challenge Rating: 4

Treasure; None (see below)

Honor: Always 1

Alignment: Always lawful evil

Advancement: 43 HT1 (Medinm-Size)

ITkiryo are the spirits of failad guardians,
deomed to spend eternity making up for
their failure. They now guard their charges
unerringly, destroying anything that comes
cloze to the person or object they protect. While
they have no corporeal presence, they appear as
darkencd spirits within the ghostly tatters of their
prior lives, fading away at the waist.

Ikiryo are often found in tombs, proteciing the
corpse of a person they failed to protect in life,
Anyone who enters is an enemy in thelr eyes, as 2
they must keep the corpse free from desecration,

Ruins are gften haunted by tkirve who failed o
protect thelr homes and families from destruc-
tion. While ikiryo have no need to keep treasure, they are
often found incidentally protecting abjects af value.

1tig rumared that some of the more powerful Shadowlands
creatures attract iliryo, using these poor spirits’ link to hellich
Jigoku to bend them to their will. Unlike many spirits, ikiryo
do not reliably return to the mortal realm when slain, but are
banished to the depths of Jigolu. Perhaps the threat of further

torment drives these tortured spirits to ally themselves with

the forces of darkness.

Skirya

COMBAT

Lkiryo are vengeful spirits which detest neardy all forme of lifa,
bur they particularly hate those whe resemble the ones whe
caused their downtall. If, for example, an iliryo ic the spirit of
a Crane who failed to protect his family from Lion sarnural, it
would have a particular hatred for Lion, and would attaclk a
Lion firat,

Constitution Drain (Su): When ikiryo attack, they use
the dark cnergies of their non-bodies to sap the vitality from
their foes, Living creatures touched by an ikiryo must succeed
at a Tortitude save (DC 13) or suffer 1d4 points of permanent
Constitution drain.

Incorporeal: Can be harmed only by other incorporeal
creatures, +1 or better magic weapons, jade, or magic, with a
50% chance o ignore any damage from a corporeal source,
Can pass through solid objects at will,

and its own attacks pass through
armor. Always moves silently
Spirit Oualities (Bx): As a spirit,
ikiryo gain a +4 racial bonus
againgt all enchantment
effects except those of other

spirits. [kirpe can sense any pas-

mind-influcncing cifeers,
poison, sleep, paralysis,
stunning, and disease.
Het subject to critical
bLits, subdual dawmge, alil-
ity damage, energy drain, or
death from massive damage.

JTRAD=
___DRAGON

Hit Dice: 8d12+24 (76 hp)

Initiative: 10

Speed: 40 ft., fly 90 f. (average)

AC: 24 (-1 size, +15 natural)

Attacks: Bite +11 melee, 2 claws +2 melee, 2
wings +? melee, tail +6 melee

Damage: Bite 2d6+4; claws 1d8+2, wings 1ds+2,

;f»",r'/ : tail slap 1d8+s
L Face/Reach: 5 ft. by 10ft /5 fi.
i

Special Artacks:; Breath weapon, spell-like abilitles
Special Oualities: Purity
Saves: Fort +9, Ref +6, Will +&
Ahilities: Str 19, Thex 11, Con 17, Int 10, Wiz 10, Cha 12
Slkills: Intimidate +9, Jump +17, Knowledge
[Shadowlands) +8, Listen 410, Sence Motive 48, Spot +10
Feats: Alertnass, Flvby Attack, Muldartack

Climate/Tetrain: Tengoku

Organization: Solitary

Challenge Rating: 8

Trcasure: Mone

Homor: Always 2

Alignment: Always lawful good

Advancement: 9-16 HD (Large); 17-24 HD (Huge)

sages to Jigoku within one mile.
Undead: Immune to |
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The Jade Drugons are minor emissaries of the Celestial Drag-
vng, servants of the rrue Jade Dragon. The Jade Dragon is not a
full member of the Celestial dragons (he has no Oracle),
which see him as a lesser creature on the cusp of becoming a
proper dragon, He protects the Celestial Heavens from the
encroaching armies of Jigoku, cleansing all traces of the
Shadowlands Taint with the purity of his breath. These lesser
jade dragons are extensions of their great father, and serve
him by destreying the minions of darkness,

COMBAT

Jade Dragons prefer not to enter combat with those
untouched by the Shadowlinds Taint. Unless sorely pressed,
they prefer ta suhdue such attackers alive and flee rather than
glay them. Against Tainted opponents (or those who stand
with the Tainted) they show no mercy whatsoever, attacking
from long range with their spells and breath weapons, then
closing to finich off their

Breath Weapon (Su): Cone of holy energy, bright green in
color, 30 feet, every 1dé rounds; damage 10d8; Reflex half DG
20, This breath weapon does not harm creatures or objects that
have no Shadowlands Taint, noris it impeded by obstacles (yat
are not in some way corrupted. Creatures slain by this breath
weapon are transformed into jade, which crumbles into dust
in 24 hours,

Purity (Ex) The jade dragon has damage reduction 35/+5
against any attacks from a creature with the Shadowlands
Taint, and has SR 40 against any spells cast by a Shadowlands
Tainted crearure. It gains 2 +4 luck bonus on any saving throw
1o resist an effect generated by a Tainted opponent

Spell-like abilities (Sp): The jade dragon may cast the fol-
lewing spells as if it were 2 18th lavel sorcerer (save DC 11 +
spell level) at will — detect evil, detect good, detect taint; 3/day —
hold petson; 1/day — teleport without error.

R=ENMRKRV

Medium-Size Fey

Hit Dice: 2d8+2 (11 hp)

Inidative: +2 (Dex)}

Speed: 20 ft, fly s0 fi (poor)

AC: 15 (#2 Drex, +1 natural, +2 leather armor)

Artacks: 2 claws +3 melee and bite =2 melse, or katana +3
melee, or quarterstaff +3 meles

Damage: Claw 144, bite 1d4, or katana 1410, or dquarterstaff
1de/1de

Face/Reach: 5 f1. by 5 be./5 .

Special Attacks: Spell-like abilities

Special Qualities: Slkills

Saves: Fort 1, Ref +5, Will +3

Abilitics: 5tr 12, Dex 15, Con 13, Int 10, Wis 10, Cha 10

Skills: Disguise +&, Escape Artist +4, Hide +, Listen 43,
Move Silenthy +6, Open Lock +4, Pick Pocket ++, Spot +3

Feats: Flyby Attack

Climate/Terrain: Deep forest
Organization; Solitary or company (2—4)
Challenge Raring: 2

‘Treasure: Standard




Honor: Usually 3
Alignment: Usually neutral

Advancement: By character class

Enigmatic creatures native to the mortal realm, the kenku are
notoriously reclusive. They rarely interact with humans
except at a time and place of the kenlos cheosing, The kenlu
arc considerably less mischievous than other denizens of
Sakkaku, notably the bakeneko and kitsune. They prefer to
play only those pranks that teach their target a vital lesson of
some sort, prelembly one that the individual will need in the
immediate future.

Kenku are bipedal, humaneid birds standing about & feet tall
A kenlon resembles a humanold raven with both arms and wings.
A kenku's feathers are either brown with white
matkings or hlack with green markings,
and their eyes tend o he yallow Kenlu
speak their own language, butall
seem to understand and speak

Rolugani as wrell
CORMBRAT

Kenlou prafer to attack
with a weapon, either a
katana or bo staff.
Ifunarmed, a kenkn
attacks with its claws
and beak,

Spell-lile Abilities
(Bp): 1/day — Alter
self, invisibility (self
only). These are as the
spells cast by a 16th
level sorcerer {save
DC 10 + spell
level).

Skills: Kenku
receive a +4 racial bonus
to Disguise checks.

K=NKV
SOCIETY

The actual structure of
kenku society is rather ¢lu
sive. The kenku either refuse to o)
comment on the matter or give ¥
vague, contradictory stories
when asked. Those kenku lairs

that the Rokugani have been
encountered tend to be small under-
ground chambers or complex struc-
tures in the canopies of large trees.
Some kenku can be found near monas-
teries, where they are equally likely to offer
their aid to protect the manastery or serve as a constant
source of pranks and irritation.

KENKV CHARACT=ERS

Kenku are renowned as some of the greatest kenjursu masters
in Rokugan, and many great Rokugani heroes are sald w have
trained with the kenku. The favored class of the kenku is
samurai. Kenku leaders are generally rogue/samurai or samu-
raifsorcerets.

Kewks

~ RIRI MO ON

Huge Magical Beast (Oni, Shadowlands)
Hit Dice: 14d10+70 (147 hp)
Initiztive: +6 (+2 Dex, +4 Improved Initative)
Speed: 40 {1, climb 20 fr.
AC: 22 (-2 size, +2 Dex, +12 narural)
Attacks: 8 legs +20 melee, bite +15 melee
Damage: Leps 2d4+4 damage, bite 2de++ damage
Face/Reach: 15 ft. by 15 ft /10t
Special Attacks: Weapon attack
Special Qualities: Damage resistance 25/+2 (jade)
Saves: Fort +14, Ref 11, Will 4+£
Abilities: Str 26, Dex 15, Con 21, Int 14, Wis 14,
Cha 8 Taint 4
o s Skills: Craft (trapmaking) +5, Hide +10,
Listen +9, Move Silently +10, Spot +9
Feats: Cleave, Combat
Reflenes, Great Cleave,
Improved Critical
{leg), Improved Ini-
tiative, Power Attack,
Sunder

Climare/Terrain: Shadowlands
Organizaton: Solltary

Challenge Rating: 10

Treasure: None

Honor: Always 0

Alignment: Always chactic evil
Advancement: 15-28 HD {Huge),
2842 HD (Gargantuan)

Eiri no Oni is 2 native denizen of
the Shadowlands. The original
Kiri emerged from the Festering
Pit so long ago that it has long
since begun to reproduce natu-
rally there. Its spawn resemble
enurmous spiders crafted of

crystal and metal, with sixteen
legs, five great eyes, and a
gaping maw lined with sharp
teeth.

These creatures have
keen intellect, hut no motiva-
tion to usge their knowl-
edge to do anything
but destroy. They
are known to
line their lair
with malicious
traps and dead-
Falls; and take great joy in the

deaths of those who enter their domain,

COMBAT

Kiri no Oni are masters of ambush. They are disturbingly
stealthy for their size, and time their attacks to exploit their
prey's weakness (usually after they have fallen victim to one of
the oni's traps). The creature often stays just out of reach of
melee fighters, necessitating that they close the distance and




provoke attacks of epportunity. It almost always directs such The wardogs are « breed of canine the Unicorn brought
attacks against the weapons wielded by its opponent, . back from their wanderings, exceptionally strong, loyal, and

Weapon attack (Ex): The strange resonance within a Kiri fierce. They are used in Unicorn war effarts, due to thair
no Oni's crystal body causes massive disturbances within exceprional speed and ferarcity, Whila the War-
inanimate objects. A Kir! inflicts double dogs are difficult to breed and maintain,
damage against any inanimate object it the terror they incite in groups of enemy
etrikes, including weapons. Magical ftems ashigaty, routing companies many times their
(including weapons) and living creatures size, makes them worth the effort, In fact, the
are immune to this effect. ‘Unicorn armorers have developed studded leather bard-

> mg specifically for the Wardogs, protecting their hides
20

while leaving them free to maneuver in combat,
Qutside of war, the Ki-Rin kennels still see
much use. The dogs are exceptional trackers, serve
A excellent guard duty, and some are even taught
\“ to carry a child as a rider, to prepare them for
i3 riding the larger Unicorn steeds as they grow
W older The dogs are fiercely loyal ro their
mastets, and have been known to sacrifice

themselves to protect their trainers.

\ comenr
\¢ Usually, the Ki-Rin Wardogs are han-
dled alone, with one being used 1o sup-
plement investigative or magistrate
work, However, they are also trained to
function as a pack, or rather an organized milirary unit, com-
i G plete with marching orders and a unit commander. Tn either
Kl -Rln _un RDO S case, they are guick on the awack, going for the throats of their
unless ch h o d to subd
Medium.Size Aniral targels unless they are given the command to subdue.

: 8kills: Wardogs receive a +4 racial honus to Wilderness
Hit Dice; 3d8+8 (21 by) Lore checks when tracking by scent.

i

Initiative: +3 {Dex)
Speed: 40 ft. ided
AC: 20 (43 Dex, +4 natural, +3 studded leather)
Attacks: Bite +5 meles I(I TSU
Damage: Bite 1d6+3 i e e e e
Special Qualities: Scent Kiton Medium-Size Magical Beast
Saves: Fort +6, Ref +3, Will 42 sy B Hit Dice: 4d10+4 (26 hp)
Abilities: Str 16, Dex 15, Can 16, Int 2, Sl e Initiative; +2 (+2 Dex)
Wis 12, Cha & #i i S Speed: 30 fr.
Skills: Listen +5, Spot +5, Swim +, T AC: 10

Wilderness Lore +5% Arracks: 2 claws +5 meles, bite 10

melee

Climate/Terrain: Any land g, Damage: Claw 1d441, bite 1de
Organization: Solitary, or pack " Face/Reach: 5 ft by 5 ft./s fr.
(2-1&) nY  Special Attacks: Spell-lke abilities
Challenge Rating: 3 Y Special Qualities: Damage reduc-
Tteasure: None %1 tion 10/42 {crystal), spirit voice
Honor; Nil Saves: Fort +5, Ref +6, Will +4

Alignment: Always neurral
Advancement; 49 HD
(Medium-Size)

0 VB Abilities: Str 12, Dex 14, Con 12,
BT Int 10, Wis 12, Cha 10
j %‘, y  Skills: Climb +7, Knowledge
1 cb (Spirits) +5, Wilderness Lore +6
i #¥  Feats: Iron Will

It is generally accepred that
the Unicorn is the Great Clan
closest o nature and its erea- \f

Climate,/Terrain: Any mountains and

tures. While the most famous of the any plaing
Unicorn animals are the great Utaky Organization: Solitary or pack (5-12)
warharses, thoze are far from the only Challenge Rating: 3

heasts that the clan has trained. The Uni- Treasure: MNone

corn have by far the largest cattle herds in Honor: Always 3
Rokugan, use plow horses for their grain Alignment: Always lawful gnod
fields, train hawles and falcons to essist in hunting, and breed Advancement: By character rlass

the powerful Ki-Rin wardogs,



During the dawn of the Emerald Empire, the lord Akede One-
Eve, founder of the Lion Clan, led a campaign against a
strange race of creatures that dwelled in the lands he viewed
o5 his own. The conflict was long and arduous, sz Akodols ene-
mies were the semi spirit lion creatures known as the Kitsu,
In the end, Akodo realized the magnitude of his error: the
Kitsu were benevelent beings, not an enemy. The final sur-
vivors of the greatest Kitsu tribe transformed into humans
-and joined the Lion Clan as the Kitsu family, and the Lion
have rermembered thely sucaifice for 2 (thousand years.

Unknown to Rokugan, a handful of vther Kitsu tobes sur-
vived. Mosrt, upon hearing of whar befell their kin, used their
powerful maglc o flee 1o other realms. The rest perished in
due time. The true Kitsu have hot been seen for nearly a thou-
sand years, though some of the lost trihes wander the Spirit
Realms stll

COMBAT

Although not aggressive, the Kisu are
mote than capable of defending them-
selves if attacked. They use their
claws and powerful jaws ta drive
apponents away, preferrng to lill
only if absolutely nacessary

Spelllile abilities: at will —
polymorph self; 1/day — plane
shift. These ae as the spells cast
by a 16th level sorcerer {save
DC 10 + spell level).

Spirit Voice (Ex): All kitsu
possess an innate ability to
communicate with any spirit
that speaks a language,

RITSU SOCIETY

The Kitsu, when they existed in
numbers, were organized in prides,
Unlike true lions, the Kitsu were a
peaceful and non-confrontational
tace, Conflicts over dominance or ter-
ritory were unheand-of,

KITSV
CHARACTERS

A kitsu's favored class is shugenja, with elemental focus

in Air. Kiteu can cast spelle normally in their leonine forme,
using their expressive faces and tails to emulate somatic com-
ponents.

IJTSUN=

Medium-Size Fey (Spirit)

Hit Dice: 1d6 (3 hp)

Initiative: +1 (Dex)

Speed: 40 ft.

AC: 14 (+1 Dex, +3 ashigaru armor)

Attacks: Shortspear -1 melee, +1 ranged
Damage: Shortepear 1d8—1

Face/Reach: 5 ft. by 5 ft./ 5 1.

Special Attacks: Spell-like abilitics

Special Qualities: Shapeshift, spirit qualities

Saveg: Fort —1, Bef +3, Will +4

Abilities: Str &, Dex 12, Con 8, Int 10, Wis 10, Cha 12

Skills: Blubt +5%, Disguise +4, Hide +8% Intuit Direction +3,
Knowledge (Chikushudo) +3, Enowledge (nature) 12,
Listen +5, Move Silently 18%, Search 12, Spot 15,
Wilderness Lore +5

Feats: Alertness

Climate/Terrain: Any land
Orgunizution: Solitary, Faunily (2-8), Pack (7-25), ot band
{26—40)
Challenge Rating: 1
Treasure: Standard
Honor: Always 2
Alignment: TTsually chaatic good
Advancement: By character class
The kitsune are fox epitits, perhapg the most Fimous dendzens
of Chikushudo, the Realm of Animals. Though they are often
mischievous and overly bold, they are generally good-
natured with an insatiable curiosity about the ways of
mortals, They often visit Rokugan, sometimes joining
honorable samurai in their travels to study their strange
ways. Kitsune are particularly fond of the Fow Clan, with
whom they are believed to share a common bloodline.
In thelr buman form a kitsune seem somehow more
beawiful than ordinary humany, with a slight Qicker of
amusement in their eyes, Their natural form is a fox of
unusual color with nine long tails.
Kitsune speak the language of Chikushudo.

CORMBAT

Kitsune are peaceful creatures, but have
been known to strike vut vivlently at
those who prove themselves to be
withour honor, They are espectally
defensive of their home forests.

They use spell-like abiliries to
“ii confuse and distract foss

1, when possible, leaving them
{l toperishin the woods,
| Saves: Kitsune have 2 42
I racidl modifier on all Will

saves,

Shapeshift (Ex}: & kir-
sune can transform into a fox at will, gaining the size, natural
attack modes, special attacks, special qualities, and extraordi-
nary abilities of that creature (use the statistics of 2 normal
dog). It can also take the form of a fox with nine tails and bril-
liantly-colored fuc (silver, black, white, red, or blue). This form
is identical (o 1 normal fox, except that the kitsune can speak
and cast spells with somatic components by flicking its tails.

Skills; Kirsune have a +4 racial bonus 1o Hide and Move
Silently. Bluff, and Wilderness Lore checks. These bonuses
increase by an additional +2 in a forest setring.

Spell-like ahilities: 1/day — animal friendship, dancing
lights, entangle, ghost sound, pass withaut trace, slent image, and
speak with animals (canines only). These spalls ars cast 2 4 sor-
cerer with equal HD to the kitsune (save DC 12).

Spirit Qualities (Ex): As spirits, kitsune are immune to all
charm effects except for those of other spirits, and are hedged
out by effects which hedge out outsiders. Kitsune can sense
aty passages to Chikushude within one mile.

Kitrane
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KITSUNE SOCIET &Y Kumo are highly intelligent and lightning-fast. They are

. ey ; i most often encountered in secluded forssts and 5, where
Kitsune live in tightly-knir family units, with a dominant they construct gigantic wehs and eat whatever E:;mu“&
inale and female directing the efforts of the rast of the pack. The webs that kuma create range in siza from individual webe
Even those that wander free from their hames still maintain 2 several yards scéss to monserons colonics of 20 or more with
strong connection to their hame pack, and will someday '

. a weh spanning several hundred varde. But kumo have also
rerurn. For every ten Kitsune encountered, there will be at heen known to inhabit cities in the guise of humans, some-

least one 3rd level ranger. For every twenty, there will be one times stealing the identities of those they have devoured, The

ard level druid/1st level ranger. For every forty encountered, human forms they most prefer are spindly peddlers and dusky

there will be at laast one 7th level ranger and one 5th level old widow, In rare cases, they have assumed the identities of

druid/1st level ranger. humans for years at a time, even bearing children with the

== = spouse of their long-dead victim, Why they do this remains a

KITSUNE CHARACT=ERS mystery, as does the true nature of the children produced
A kitsunes favored class is ranger, and unlike normal Roku- from such a union,

gani rangers Kitsune possess the class’ normal spelleasting
abilities. Kitsune can also be druids if they wish (a cassnor- OB AT

mally not allowed in Rokugan). The kumcs favorite means of attack is to first spit webs onto
its prey to hold it in place, then spit poison to paralyze its prey,
and then finally administer 2 fatal bite once the target is help-
Kumo less. It tries to stay out of melee combat whenever pussible,
- preferring E::n use its webs and poison until its targer Is

a immobilized,
g‘:&éﬁ i{]ﬂ;—%ﬂﬁm (Ehadomtands) Alter Self (Su): A kumo can assume the shape of any Small
Initiative: +8 (+4 Dex, +4 Improved Initiative) or Medium-size humanoid. This functions as alter <lf as

cast by a 12th-level sorcerer, but the kumo can
remain in its chosen shape indefinitely. As 2
““standard action, it can revert to its original
form or change to s new one,
Paralyzation (Ex): Any creature
subjected to the kumo's poison

Speed: 50 ft, climb 30 fr.
AC: 18 (+4 Dex, +4 narural)
Arracks: Bite +5 malee
Damage: Bite 146 and 1ds
poigon; spit poison 1dé acid
Face/Reach: 5 fi. by 5 fi.

FaA , leither through a bite or poison
Special Attacks: Spit % gpit attack) must make a Forti-
poicon +4 ranged, : % tude save (DC 10) or become
spit web 14 ranged, ! paralyzed for 3ds rounds.
potalyzation Skills: A kumo receives
Special Qualities: a ++tacial bonus o Bluff
Alter self, spirit and Disguise checks.
qualities When in its spider form,
Saves: Fort +2, Bel +7, it gatins +8 racial bonus o Hide
will +2 checks, changing {15 coloradon to
Abilities: Str 11, Dex 15 A : e gl _ match irs surroundings,
Con &, Inr 18, Wis 8, Cha 11, £ LT TR T Sple potson (Bx): The kumo can
Taint 5 ’ spit poisom ar a target up to 15 fr.
Skills: Bluff +12%, Climh +10, Disguise +12%, Hide +10%, away a5 a standard action.
Sense Motive +4 Spit web (Ex): As a standard action, the kumo may spit its
Feats: Combat Reflexes, Improved Initiative, Weapon web up to 30 ft. Targsts must make a Reflex save (DC 15) or

become entangled. The effects an a target entangled by multi-

Finesse [bite)
ple wehs are cumulative. An entangled creature suffers 2

Climate/Terrain: Any forest, wilderness, and city penalty to attack tolls, a -4 penalty to effective Dexterity, and
Organization: Solitary; brood (2-5), neat (5-20) cannot move. An entangled character who attempts to cast a
Challenge Rating: 2 spell must make a Concentration check (DC 15) or lose the
Tesacior Standind spell. This web has no area of effect. It affeets only a single
Honor: Always 0 Medium-size or smaller creature with each spit. Anyone
Alignment: Usually lawful evil entangled may spend one round and succeed at a Strength

cheek (DC 20) or an Escape Artist check (DC 25) o escape,
The strands of this web are flammable, Any fire can sef the
The kumo are a race of giant, shape-shifting spiders. web alight, inﬂimng 2d4 hp of damage to anyone stuck, but
They range in size from 4 10 6 fi. long and 3 ft high. Because  the webs bumn away in vne round. _ _
they are shapechangers, they have the ability to alter the Spivit f{luahtms (Ex): As spirits, kumo gain a +4 racial
coloration of thelr bodies to whatever they desire, and they bﬁllllus against all enchantment effects except thage of ather
use this ability to blend in with their environment, making 51:!_1111_& Kumo can sense any passages to Jignku or Chikushudo
them exceedingly difficult to spot until they choose to show within one mile,

themselves.

Advancement: By characrer class




KUSRTTE IRV

e

Colossal Oursider (Shadowlands)

Hit Dice: 40d8+180 (360 hp)

Initiative: +1 (-3 Dex, +4 Improved Initdarive)

Speed: 30 ft,

AC: 34 (-8 size, =3 Dex, +45 natiiral)

Attacks: Slam +46/+41/436/+31 melee

Damage: Slam 4dé+14

Face/Beach: 40 fr. by 40 fe. /25 .

Special Attacks; Fear, improved grab, swallow whole

Special Qualities: Damage reduction 75/+7 (jade),
immunitics, regencration 80, SR 35, enhanced Taint

Saves: Fort +33, Ref +23, Will 426

Abilities: Ser 38, Dex 5, Con 29, Int 4, Wis 10, Cha 2, Taint 16

Skills: Listen +24, Spot +24 _

Feats: Blind-Fighting, Cleave, Great Fortitude, Improved
Critical (slam}, Improved Initative, Iron Will, Lightming
Reflexes, Power Attack

Climate,/Terrain: Shadowlands
Organization: Solitary
Challenge Rating: 20

Treasure: Mone

Honor: Always 0

Alignment: Always chaotic evil
Advancement: 50+ HD {Colossal)

In the mortal realm of Mingen-do, there exists no greater
horror than the Kusatte Iru, It is the largest living being
known to exist, a mountainous oni spawned by the realm of
Jigoku to bring about the end of the world. Its true origing are
unknown, although it is known to have existed for nearly a
thousand years. Some believe that it is the spawn of the First
Omi, while uthers believe it existed long before that creature
was ever created by Fu Leng,

The Eusane Iru defies description. It is easily as large as a
mountain, with a virrually impenetrable, rock-like hide and a
maw that dwatfs the largest vallays of the Seikitsu Mountains.
Refote the heast was placed in 2 magical slumber nearly skx
hundred years agn, it ravaged the lands of the Crab Clan like a
mindless, merciless force of nature, Entire armies were
crushed beneath its massive feet. Not defeated — for that
would imply that a battle took place —
but merely crushed as it no more
than insects.

The magical wards that keep
the Kusatte Tru
sleeping are
maintained

scrupulously

by the Kuni family of the Crab Clan. If the creature were ever
tn escape its prison of slumber, it is possible that Rokugan
would be dastroved utterly by its wrath.

COMBAT

The Kusare Iru has nothing in the way of tactics or comll
methodology It simply advances, destroving everything inits
path. If something manhages to cause it enough damage o
cause it pain, it will frenzy and attack that person or object.

Damage Reduction (Su): The Kusatte Tru's gigantic size
prevents most conventional weapans from aven seratching the
surface of its tock-like skin, 1t posseszes damage reduction 50,

Enhanced Taint: The Kusatte Iru determines its Taint
score using Constitution instead of Charisma.

Fear Aura {Su): Due to its incredible size and mass, the
Kusatte [ru inspires fear in all those ateund it. Anyone within
500 feet of the beast must make a successful Will save (DC 25) or
become frightened. Those who fail must saeve again if they come

s within 20 feet of the creature (DC 40) or become panicked.

Immunities (Ex): The Kusatte Iru iz immune to poison,
disease, energy drain, and ability score damage. Not subject to
critical hits,

Improved Grab (Ex); The Kusatte Iru may attempt to grab
any crearure thar it hits with a successful slam attack,

Oni Cualities (8u): Oni outsiders have a number of abili- .

ties. (ee the introduction of this book, page 5). Kusatte Tru does
not possess the alternate form ahility

Regeneration (Ex): The Kusatte Tru treats all damage as
subdual damage. If redured to—10 hit points, certain powerful
spells (which have since been Iost to history) can put the great
beaet to sleep. Luckily, whenever the beast returns,
the Elemental Dragons usually make certain that knowledge
of a way to put it back to sleep returne in its wake,

Swallow Whole (Ex): This massive creature will attempt to
swallow any opponent of Huge size or smaller that it has success-
fully grabbed. Swallowed creatures suffer 2d8+5 crushing
damage the first round after being swallowed and 3d8 acid
damage every round theresafter due to the Kusatte Irus digestive
acids, A successful grapple check allows a swallowed creature to
escape to the creature’s mouth, where it can make another grap-
ple check 1o free iself. A swallowed creanure may use a slashing
weapan to cut ieself our. The Kusare Iru’s stomach lining has AC
30 {6 naturaly and 90 hp. Half of this damage counrs against the
creature’s total hit points. Muscular action closes any escape holes

made once a creature has

evited, g0 unless multiple
opponents hold on ta one
another as they escape
each must cut their
own way free.

P ancr

i
4
U




_TH= LOST

Meditim-Size Undead (Shadowlands)
Hit Dice: 2d12 (52 hp)
Initiative: 41 (Dex)
Speed: 30 ft.
AC: 16 (+1 Dex, +1 natural,
+4partial armor)
Artacks: Katana +7 melee
Damage: Katana 1d10+3 melee
Face/Reach: 5 ft by 5 i/ 5 (1.
Special Abilities: Damage reduction
10/+1 (jade), fear aura
Saves: Fort +2, Ref +3, Will 47
Abilities: Str 14, Dex 12, Con —,
Int 10, Wis 12, Cha 8, Taint 5
Skills: Intimidate +10, Intuit Direction +11,
Enowledge (Shadowlands) +11, Ride +12
Feats: Power Attack, Weapon Focus 2
(Katana)

Climate/Terrain: Shadewlands

Organization: Patrols (5-10),
squadrons (11--25), battalions  »
(50-100) often with one large
zembie (horse) or onikage
per Dark Moto

Challenge Rating; 4

Treasure: None

Honor: Always 0

Alignmest; Always lawful evil

Advancement: By character class

Although far from the most farmidable

denizens of the Shadowlands, the Lost are nonetheless some
of the mast feared It is not so much what they are
capahle of as what they are: samurai born beyond Rokugan
wha willingly serve the Shadowlands, Theirs is & fate that all
samurai fear, and that the warriors of the Crab Clan see in
their nightmares every night.

The Lost appear either as living dead or as extremely beau-
titul samurai with a strange ethereal glow. Their powerful
frames are rotting and seem to be on the verge of collapse, yer
have inhuman strength and endurance, Battered and filth-
encrusted armor protects them fiom their enemies, a remnant
of their days among the samuri of Rokugan, All Lost carry a
katana and wakizashi. It is a reminder w thelr foes that they
were once sunural, The largest group of Lost in Rokugan cur-
rently focm the armies of Dalgorsu, Lord of the Shadowlands,
Iia past times, the Dark Moto family, led by Moto Tsume, con-
tained a significant number of Losr,

COMBAT

Warriors of the Lost ace ruthless and cunning foes. Once they
have targeted their prey, they test and weaken their defenses
with a series of lightning raids. They may harry snemies for
days on end before a massive frontal assanlt sharters their
ranks and scarrers them throughour the Shadowlands, to be
picked off at leisure.

Fear Aura (Ex): The Lost can radiate 2 10-foot radius fear
aura as a free action. Those creatures within the affected range
must succeed at 3 Will save (DC 12) or become frightencd for

the rest of the encounter. Those who successfully save against

the fear aura may not be affected by it for 24 houre,

Undead: Tmmune ta mind-influencing effects, poison,
sleep, paralysis, stunning, and disease. Mot subject to

critical hite, subdual damage, ability drainage,
energy drain, or death from massive damage.

LOST SOCIZETY

Prior to the Battle at Oblivion's
Gate, the Dark Moto rode across
the Shadowlands in large
armies, answerable to no single
authority other than their dark
eneral Moto Tsume. Shortly
gcfore that battle, however, all
Dark Moto were wiped vut by
Moto Gaheris and the unired
Moto family of the Unicorn Clan.
Since that time, 3 new breed of Lost
have been born of those who did nor
return from the bartles at Valturnum
and Oblivion’s Gata. These individ-
uals form an elite strike force in
service to Daigotsu, the Lord of

the Shadowlands,

LOST
CHARACTERS

wahu-tsukai than acrual shugenja).

MAN=S=RV
no Oni

Large Dutsider (Shadowlands)

Hit Dice: 12d8+35 {90 hp)

Initiative: +5 (+1 Dex, 14 Improved Initative)

Speed: 30 fi.

AC: 18 (1 size, +1 Dex, +8 natural)

Attacke: 3 slams +17 melee

Damage: Slam 2ds+¢

Face/Reach: 10 ft. by 10 ft./15 k.

Special Attacks: Energy drin; fear aura

Special Qualities: Damage reducrion 25/+4 {jada), &pawm
duplicate

Saves: Fort +11, Ref +9, Will +0

Abiliies: Sir 23, Dex 13, Con 17, Int 7, Wiz 13, Cha 8, Taint £

Skills: Hide +14, Listen +16, Move Silently 416, Spot +1¢

Feats: Cleave, Improved Initiative, Power Attaclk

The favored character class of
the Lost is beercker (barbarian),
There are also numerous samural, fight-

crs, and even a very few shugenja among thair
number (although the latter tend more toward

Clmate/Terrain: Shadowlande only
Organization: Solitary

Challenge Rating: 10

Treasure: Mone

Hoenor; Always 0

Alignment: Always neutral evil
Advancement: 13-36 11D (Huge)



v  Manerernmo O

This particular species of ond appears s a large, amorphots blab
of a toul, black substance. These latge creatures lie in hiding
within the Shadowlands, waiting for unwary samurai to come
close, It then spowns duplicates of its foes and kills as many as
possible, absorbing the dead and slowly adding to its own mags,

COMBAT

The Maneceru no Oni immediately attemprs to spawm a dupli-
cate of any foe it faces, using those extensions of itself to combat
the enemy. If surprised or faced with numbers it cannot dupli.
cate, the oni will attempt to flee. If cornered, it attacks in its
natural amorphous form with surprising effectivenass,

Encrgy Drain (Su): When one of the oni’s duplicates strikes
4 target, it causes an encrgy deain effect thet causes the oppe-
nent to suffer 2 negative levels. Temporary hit points gained by
| this energy drain are applied to the oni’s original body.

Fear Aura (Su): Maneseru ne Ond exudes an air of despair,
Creatures within 15 [i. must make a Will save (DC 25) or
become frightened.

Spawn Duplicate (Ex): As a standard action, the vni may
spawn an exact duplicate of any one creature of Large size ot
smaller. These duplicares are creared partially from the oni’s
own mass and partially through some spiritual process not
fully understond. These duplicates possess all the qualities of
the original: ahilities, skills, saves, equipment, spells, feats, erc.
The only traits that may not be duplicated are those that are
specitically denied to outsiders or Shadowlands creatures
{guch e the Void Use feat). These duplicates must attack the
original; if that is not possible they return to the nothingness
whence they came, A Maneseru no Oni may not have more
kit dice of duplicates in existence then it has hit dice at any
time. Only one duplicate of a given individual may be created
per twenty-four hour period. Duplicates wither into nmhm,g—
ness after twenty-four hours.

RMARSH TROLL

Large Giant (Aquatic, Shadowlands)

Hit Dice: 4d8+20 {38 hp)

Initiative: +1 (Dex)

Speed: 30 ft., swim 30 fr.

AC:15 (1 size, +1 Dex, +5 natural}

Attacks: Claw +8 melee, bite +3 melee, or greatclub +8 melee
Damage: Claw 1d6+5, bitc 1d6+5, greatclub 141015
Face/Reach: 5 ft. by 5 ft./5 i1,

Special Attacks: Screech

Special Qualities: Amphibious

Saves: Fort +9, Ref +2, Will +4

Abiliries: St 21, Dex 13, Con 20, Im 13, Wis 10, Cha &, Talu 3
Skills: Hide +7*

Feats: Power Attack, Improved Bull Rush

Climate/Terrain: Shadowlands swamps and marshes
Drganization: Salitary or family (7-5)

Challenge Rating: 2

Treasure: standard

Honor: Always 0

Alignment: Always neutral evil

Advancement: 5 8 HD (large), 8-12 HD (huge)

These reclusive creatures are six- to cight foot tall humaneids
with bloated, corpulent bellies, slimy green skin, and bristling
shocks of mud-caked hair. Their faces are broad and blunt,
with beady, glowing yellow eyes, massive jowls, and great
yellow tusks. Their arms and fingers are abnormally long,
their stumpy legs abnormally short. The Kuni believe them to
have much in common with ogres, perhaps created by Fu
Leng at around the same time, They are incredibly strong, and
deceptively quick for their size. They also exhibit a dangerous
cunnitg that is unusual in most Shadowlands creatures.
Marsh =

tralls rarely,
if ever, leave
their lairs, found in the
marshes and geramps of the
Shadowlands, They tend
to be found in family |
groups, with males
and  females
forming shifting

telationships,
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COMBAT

Since no one has ever seen one of their young, it is unknown
how often marsh trolls reproduce; the Kuni speculate that
they spawn once every few years, Any young presumably
mature very quickly. Their social habits are also largely
unknown, How long a particular individual stays with a group
or what would cause him to leave remains a mystery.
Marsh trolls prefer to lurk just below the surface of
their favorite mives, lazily waiting for passersby that look
tasty. When food is scarce, groups of trolls venture out of
the swamp for short periods 1w forage
for food. They are extremely rare out-
side of their swampy territories, and
practically unheard of ourside the
Shadowlands. They are known for
their voracious appetites, and for the
complere lack of discretion ahour
what they eat, devouring with relish
the most putrid bits of carrion
seooped out of the marsh muck.

When marsh trolls spot humans
venruring into their territory, they scatrer
and lie in ambush. Marsh trolls use no complicated
tactics when they attack; they simply rush forward,
swinging and chomping. However, they are quite
cunning in choosing their moments to attack. If they
face a superior force, they disappear into the swamp and
remain out of sight uniil the threat is gone.

Screech (Ex): When en%aged in combat, marsh trolls
jump and flop about while emitting an ear—splitting
screech, Anyone other than a marsh troll within 20 ft. of 1
screeching marsh troll must make @ Will save (DC 15) or
receive a -2 penalty to all attack rolls. Shugenja within this
area of effect must make Concentration checks when casting
spells (DC 12 + spell level). This is a sonic amack.

Skills: Marsh Trolls receive a +8 racial bonus to Hide
checks made while in a swamp or marsh.

RMATSV WARCATS

b

Large Animal

Hit Dice: 848124 (60 hp)

Initiative: +4 (Dex)

Speed: 40 fr.

AC: 21 (1 sive, +3 Dex, +5 naturl, +4 pardal atmor)

Attacks: 2 claws +7 ineles, bite +2 meles

Damage: Claw 1d8+5, bite 1d10+3

Face/Reach: 5 ft. by tofr./s f1.

Special Attacks: Pounce, improved grab, rake

Special Oualitdes: Scent

Saves: Fort +6, Ref +7, Will 42

Abilities: Str 21, Dex 18, Con 16, Int §, Wis 12, Cha ¢

skills: Balance +8, Hide 44, Jump +&, Listen 46, Move
Silently +8, Spot +6, Wilderness Lore +4

Climate/Terrain: Plaing
Otganization: Solitary, pair, pride {610}
Rating: 4

Treasure: None
Honor: Mil

Alignment: Always neutral
Advancement: 9-24 11D {Large)

Matsu Warcats are specially tained lions, used exclusively by
a small unit within the Matsu family army. They are specially
bred to be larger, fiercer, more intelligent and tougher than an
average livn, and some believe thar the Kami Akodo himself
granted these beasts some portion of his spirit as 2 gift to the
brave Lady Matsu. When the warcats enter battle, they are
girded with special barding which protects them, and makes
their countenance even fiercer Matsu Warcats average 7 to 12
feet long, and can weigh 450 to 200 pounds.

Matsu Warcats are highly intelligent, and can understand a
fair amount of Rokugani if
i iw, trained properly.

COMBAT

Warcats are utterly
ruthless in combat,
" They attack whomever
their handler indicates
a5 | target, and con-

tinue to attack

until either their

opponent is dead
or they are, They
= . prefer to knock a foe to the
i ieo% ground, holding them with
their claws and using thair

teeth 1o shred the enemy.
Pounce (Ex): If a warcat leaps

&Qdﬁ upon a foe, it can make a full atrack, even if it has already

&1 & meve action,
Improved Grab (Ex): To use this shility, the warcat
must hir with its bite attack. 1f it gets hold, it can rake.

Rake (Ex) A warcat that gete hold can make two rake
attacks (+7 melee) with its hind legs for 1d¢+2 damage each. If
the warcat pounces on its opponent, it can also rake.

Skills: Wareats receive 2 +4 racial bonus to Balance, Hide
and Meve Silently checks. In areas of tall grass or heavy
undergrowth, the Hide bonus improves to +12.




R=GADA MO ON

MINOR ON

Large Monstrous Huomanoid (Oni, Shadowlands)

Hit Dice: 3d8+9 (23 hp)

Initiative: —1 (Dax)

Speed: 30 k.

AC: 16 (-1 gize, —1 Dex, 45 natural, +3 hide)

Attacks: No-dachi +2 melee

Damage: Mo-dachi 2dé+7

Face/Reach: 5 fr. by 5 ft. / 10 ft.

Spe:idnl Qualities: All-around vision, damage resistance 5/+2
(jade)

Saves: Fort +3, Ref +2, Will +3

Abilities: i 21, Dex 2, Con 16, Int 10, Wis 11, Cha &, Taint 3

8kills: Climb +11, Jutnp +11, Listen +6, Search +11, Spot +11

Feats: Weapon Focus {No-dachi)

Climare/Terrain: Shadowlands
Organization: Solitary, pait, or gang (3-5)
Challenge Rating: 2

Treasure: Standard

Honor: Alwaye 0

Alignment: Always chaotic evil
Advancement: 49 HD (Large)

Megade no Oni are among the lowest
ranking oni of the Shadewlands.
Compared to most oni, they are slow
and stupid, useful only to be thrown at
samurai in great waves, Over the past
thousand years, more Megada ne Oni
have died upun Rokugani swords than
all other oni combined. However,
for every one thart is killed, two more
crawl out of the Festering Pt of Fu Leng,
ready to fight and die. They usually serve as
henchmen for more powerful and capable
creatures, such as agres and preater oni. .

Physically, Megada no Oni are frightening. % " %}5’\'
Usually ten feet tall at the shoulder and very 07 5%
muscular, Megada no Ond are covered with
eyes, making them exceptionally alert and
difficult to surprise. Their most striking features, however, are
the two heads (and virtually no neck) that sprout from their
shoulders. The two heads share one mind, and are usetul
mainly as an extra set of sensory organs, When s Megada no
Oini speaks, both mouths talk at the same time (pccasionally
saying the same thing, but usually discussing two separate
matters simultanecusly), They are capable of speaking Roku-
gani, Oni, and Bakemuonu,

COMBAT

Megada no Ond are some of the most frequently encountered
oni in the Shadowlands, and are quite capable of setting traps
and using the twisted terrain of the Shadowlands to their
advaniuge, However, they are also relatively lazy, and when it
is clear they have an advanuage, will forego claborate
ambushes in favor of a melee.

Many eves (Ex); The skin of a Megaida no Oni is covered
with functional eyes. Because of this, they cannot be flanked
and receive a +8 racial bonus ro Spor and Search checks,

Ainor O

Small Oursider (Bvil Shadowlands, Oni)

Hit Dice: 3ds (13 hp)

Iniriative: +3 (Dex)

Speed: 70 fi.

AL 16 (41 give, 43 Dexw, +2 natral)

Attacks: 2 claws +4 melee

Damage: Claw 1d3

Face/Reach: 5 fi by 5 ft. /5 ft.

Special Attacke: Spell-like abilities, spelle

Special Qualities: Damage reduction 5/+2 jade

Saves: Fort +3, Bef 14, Will +3

Abilities: Str 10, Dex 16, Cor 11, Int 14, Wis 11, Cha 10, Taint 7

Skills: Hide +11, Knowledge (maho) 110, Knowledge
{Shadowlands) +5, Listen +4, Move Silently +11,
Spellcraft +7, Spot ++

Feats: 5kill Focus (Knowledge: mahe)

Climate/Terrain: Any land and underground
Organization: Solitary
Challenge Raring: 2
Treasure: None
Honor: Always 0
e Alignment: Always lawful evil
7 Advancement: &9 HD (Small)

Often, maho-tsukai make bargains
with Jigolou in order to gain the service
of an oni teacher, The powerful Oni
7% Lordsof Jigoku are always willing to aesist
such students, and will often grant one of
their offspring to 2 promising maho-tsulai
in exchange for favors or services, Usually,
these oni wield little power, but can be
useful nonetheless, Because of the price
paid for such a servant, and the conse-
guences should the maho-tsukai report
the death of the servant to his oni master,
the blood sorcerers are often very protec-
tive of these crearures,

Physically, minor oni servanrs are quire
varied, resembling their “parent” oni in some fashion. For
example, offspring of Kyoso no Oni are generally small,
demonic females with red skin However, as they adapt to
their masters, minor oni often begin to take on an appearance
of their own, or even resemble the maho-tsukai they serve.

The ultimate gool of o minor oni gervant is, of course, to
acquire a name, Several times over the course of history,
minor oni have tricked or overpowered their masters into
bonding with ther, resulting in 2 major shift in the power bal-
ance between master and servant. The Oni Lord Shikibu
gained his power in such a manner.

COMBAT

Most maho-tsukal prefer not to rigk their oni servante in
combat, fearing the consequences of having to report to their
patron oni that their offspring was killed. However, as oni, the
servants are not entirely without power or cunni

Onl Qualities (Su); Oni outsiders have a nu:ﬁ‘ar of abili-
ties. {See the introduction of this book, page 53 Minor oni do net
possess the alternate form ability.
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Spell-like abilities (Sp): 3/day: detect good, detect magic, and
invisibility (self only). These spells are cact as a 3rd-level
sorceter (save DC 10 + spell level),

Spells: When a minor oni eervant is created, its “parent”
grants it certain abilities, Upon creation, a minor oni has the
spellcasting abilities of a 4th level shugenja (with the same
elemental focus as the maho-tsukai), A minor oni servant may
substitute maho spells of the same level for any ur all of its
selected spells, ang need provide blood as 1 matedal compo-
nent when using maho,

Medinm-Size Undead {(Incorporeal)

Hit I¥ice: 10412 (65 hp)

Initiative: +8 (+4 Dex, +4 Improved Initiative)

Speed: 30 fr,, tly 30 fr. (perfect)

AC: 19 (+4 Day, +5 deflection)

Attacks: Incorporeal touch +5 meles

Damage: Incorporeal touch 1d4 and
energy drain

Face/Reach: 5 ft. by 5 fi./s fi.

Special Attacks: Energy drain, terrible gaze

Special Qualities: Incorporeal, narural
invisibility, immortality, undead

Saves: Fort +3, Ref +7, Will +13

Abilities: Sr—, Dex 18, Con —, Int 18,
Wis 23, Cha 21

Skills: Hide +8 Intimidate +10, Infuit
Direction +5, Knowledge (spelleraft) +5,
Listen +7, Search +10, Sense
Mative +8, Spot +20

Feats: Alertness, Blind Fight,
Combat Reflexes, Improved
Initiative

Climate/Terrain: Special
Orgoanization: Solitary
Challenge Rating; 11 f
Treasure: MNone [i1
Honon: Always 5 :
Alignment: Always lawful neurral
Advancement: 11-30 HD
(Medium-Size)

This ghost 15 special hecanse only one

exists, and no one who hag ever seen it has

lived to tell the tale, though some Hantei
Emperars have claimed to sense its presence pro-
tecting their sleep. It manifests as a vaguely 8
humanoid shape comprised of a thousand small, mul-
ticolored globes of scintillating light. Anyone unfortu-
nate encugh to see these floating orbs up close can see that
each is 4 tiny glowing eye floating in midair, free to turn and
swivel in any direction. When the creature attacks, these eyes
turn blood red and swarm toward its intended victims,

The story of Mokumokuren (“the ghost of a thousand
hungry eyes”) and the tablet of Hagakure, which the ghosr
protects, is shrouded in mystery. Over a hundred and fifey
years ago, Hagakure was a minor diplomar and shugenja of the
Isawa vn a diplomatic mission in the Imperial Palace.
One night he was murdered as he slept, his throat slit from ear

Maksmakisren

to ear, The killer was never (ound, nor was any motive uncov-
ered. News of an assassination within the Imperial Palace was
kept secret to preserve the honor of the Hantai. No one was
allowed i speak of it, except the Asako and Tkoma families,
who could only argue about how it was to be recorded in the
histories. The emperaor finally commanded them to cease
arguing, and to record only this: *Hagakure has passed in his
sleep. The Empire shall miss his watchful eye”

Two months after the murder, two aseassing stole into the
empernr’s chambers — and were never seen again, The next
maorning, the emperor discovered a black stone funeral tablet
with the name "Hagakure” engraved on one side and the word

“Guardian” on the other. Every Emperor since then has

Lkept the tablet heside his be&f and has been protecied by

Mokumekuren, It is currently in the possession of
Toturi Sezaru, son of Toturi the First,

COMBAT

Mokumeokuren only appears to protect honor

able samurai who slecp within thirty feet of the

tablet of Hagakure.

Energy Drain (Su); Living creatures hit
by Mokumokuren's devastating incorporeal

touch suffer three negative levels,
The Fortitude save 1o restore these
negative levels is 20,

Incorporeal (Su): Can he harmad
only by other incorporeal creatures,
+1 ot better magic weapons, or magic.,
Any corporeal weapon, even magical
ones, has only a 80% chance of damag-

ing this ghest. It can pass through
any solid object at will, ignorea
armot, and always moves
silently
Matural Invisibility (Su):
Mokumokuren remains invis-
ible even when it attacks.
It can cancel or resume this
ability as a ftee action.
Immortalivy (Su);

Mokumokuren cannot be

permanently destroved so

long as its tablat remaing

TG : Intact. (The tablet itself seems

1o be indestructible.) If destroyed,
lvreturns at full strength in 1d4 days,
Skills: Mokumoluren receives g
+8 racial bonus to Hide, Listen, and Search
checks, and 2 +15 raecial bonus to Spot checks.
Terrible Gaze (Su): When the ghost
hecomes visible, it may turn ite thousand eyes upon
a living creature within 30 ft. a5 a potent gaze attack,
Those affected must make a Fortitude save (DC 18} each
round or die ag the power of the eyes blasts the very flesh {rom
their bones. Those that survive suffer 2d10+10 points of
datage and 1d4 points of permanent Charisma drain.
Undead (Su}: Since this creature is undead, it is immune 1o
poison, sleep, paralysis, stunning, disease, death effects, necro-
mantic effects, and ignores mind-influencing effects. It is also
not subject to critical hits, massive damage, subdusl damage,
ability damage, ubility drain, or energy drain. Tt has no Consti-
tution scores su is therefore immune to anything requiring a
Fortitude save,



ROVNLTAIN
H GOBLIN

Small Hiumanoid (Goblin, Shadowlands)
Hit Dice: 3di+6 (19 hp)
InitHative: +1 (Dex)
Speed: 30 £,
AC: 14 (+1 size, +1 Dex, +2 hatural)
Attacks: Clawr +2 melee, bite +0 meles;
or wakizachi 42 melas
Damage; Claw 1d4, bite 1d4,
walizashi 1ds
Fuce/Reach: 5 i by 5 fe./5 £,
Special Qualitics: Regeneration 5
Saves: Fort +3, Ref +4, Will +0
Abilities: Str 10, Dex 12, Con 14, Wis 8,
Int 8, Cha &, Taint 4
Skills: Hide +5*, Listen +3, Move
Silently +3, Spot +3
Fearts: Alermess

Climate/Terrain: Shadowlands
and any mountaing
Urganization: Solitary or
band (2-5) 3
Challenge Rating; 1 :
Treasure: Standard
Honor: Usually 0
Alignment: Usually
neutral evil
Advancement: By character class

These squat, lumpy creatures closely |
resemble normal gobling, and easily
can be mistaken lor them at ficst
glince. However, mountain goblins
have a much thicker girth and =
smaller ears, and their skin tends to

be more grayish than green. Their =7
hreeding hahits, zocistal functions, and

ather traitz lead the Knni to helieve they
are an entirely different species. Their
spindly limbs are dispropertionately long, with clawed Angers
to match, making their bulbous bellies appear almost comical.
Their flat, knobby heads sprout with tufte of filthy hair, small
pointed ears, and beady red eyes,

They can most often be found in the meuntiineus regions
of the northern Shadewlands, but there have been tales of
sightings as far north as the Spine of the World Mountains.
They are not particulatly aggressive and their numbers are
small, unlike true goblins or bakemono, which leads the Kuni
to classily them as more or less benign, They keep (o
themselves, hiding in rocks and scavenging whatever foud
they can find.

There are rumors that the Kunl have been experimenting
with mountain gobling in artempts to discover the narure of
their incredible regenerative abilities. Samurai who have met
these craatures tall tales af slicing off the gnhlin'k arm, anly to
watch it pick up the severed limb, hold it up to the stimp, and
few seconds later, rasume the melee with the arm reattached.

COMBAT

In combar, mountzin goblins artack with reeth and claws,
unless they have managed 1o scrounge a sword from a dead
samurai. Sometimes they even throw stones. They have lirtle
regard for their own safery, because their powerful regenera-
Hue ahilities pratect them from most types of harm,

Regeneration (Ex): Fire and acid do normal damage toa
mountain goblin, It may reattach 4 severed limb by holding it
up to the stump for 2 rounds. Severed limbs do not regrew
it the original iz lost.

Slkille: Mountain gobling receive a +4 racial bonus to Hide
checks made in mountainous terrain.

RMOVUNTAINL GOBLITL
CHARACTERS

Mounrain goblins tend 1o be simple creatures,
usually finding themselves in the warror

or adept character classes
Their favored character class is
berserker (barbarian).

The ancient Maga race far predates the arrival of
mankind in Rokugan, They carved a vast civiliza
tion upon the land that would become the

Empire, waging an ancient blood feud with the

Ashalan race and enslaving the then non-sapient

Mezumi as pets and cattle. Despite their history of
conflict with themgelves and others, the Maga were
a largely peaceful folk given to study of philosophy

and religion. When their race began 1o die our,
they chose 1o enrter a deep, mystical slumber
until such time as they were needed to combat

a menace they knew only as the Foul, later
known to mankind as the Lying Darkness.

The Naga slept for thousands of years, reemerging into
Rokugan only during the conflict known as the Clan War. The
activity of the Shadowlands during this period caused them to
awaken prematurely, before the threat of the Foul had been
realized. Many misunderstandings later, the Maga made peace
with the humans. When the Foul finally appeared some years
later, the two races stood side b}r side and defeated it at the
Battle of Oblivions Gate,

Prior to the War of Spirits, the priests among the Naga
discovered that the group mind their race shares had become
warped thyough their premaiure awakening, In order w allow
the Akasha to heal, the Maga have returned o their great
slumber, There are a few who remain awake, but for the most
part the race sleeps until their time to walk Rokugan arrives
once more,




NAGR

Chameleon

Asp Cobra
Large Monstrous Humanoid ~ Large Monstrous Humanoid Large Monstrous Humanoid
Hit Thice: 2dgs2 1del 1da+1
Initiative: +0 +4 (Improved Initiative} +0
Spead: 40 ft, 40 ft. 40 fi.
AC: 11 {+1 armor) in 10
Attacks: Maga blade +2 melee Short sword +1 melee Dagger +0 ranged or melee
or composite longbow +2 ranged  or compuosite shorthow +1 ranged
Damage: Maga blade 1d10, longbow 1ds Short sword 1ds, shortbow 1ds Dagger 1d4-1
Face/Reach: Shby1ofr/sf sft.bytofi/sfu st by 10 ft./5 .
Special Attacks:  Spit venom Mone None
Special Qualities: None Skills Immunities, Shapechanging
Saves: Fort +0, Ref +2, Will +2 Fort +0, Ref +2, Wrill 42 Fort 40, Baf +32 Will +5
Abilities: Sir 11, Dex 10, Con 12, Str 10, Dex 10, Con 12, Str 8, Dex B, Con 12,
Inr 10, Wis12,Cha s Tnt 10, Wis 12, Cha & Int13, Wis 12, Cha 8
Skills: Climb +5, Jump +5, Digguise +4, Hide +4, Concentration +5, Heal 14,
Intimidate +4, Listen +4, Mowve Silently +8 Spellcraf 16,
Knowledge (war) +5 Use Magic Device +6
Feats: Power Attack Improved Initiative Iron Will
Climate/Terrain:  Any forest Any forest Any forest
Organization: Solitary, patrols (6-12) Solitary, parties (3-6) Solitary, bands (3-5)
Challenge Rating: 1 7 - be:
Treasure: Standard Standard Standard
Honor: Mil Hil Mil
Alignment: Often lawful neutral Often lawful neutral Often lawful neutral
Advancement: By character class By character class By character class
Constrictor Greensnake
Large Monstrous Humanoid Large Monstrous Humanoid
Hit Dice: 3d8+e 1dB+1
Initiative: 1 +0
Speed: 40k 40 fr.
AC: 10 io
Attacks: HNaga blade +4 melee, or Shore sword +1 melee
mighty compusite longbow (+1) +3 ranged
Damage: Magz blade 1d10+1, longbow 1ds+1 short sword 1dé
Face/Reach; 5fi.by 10ft/5 fu. 5 ft, by 10 fr./5 fr.
Special Attacks: Consirict, Improved Grab Nons
Special Qualities: Immunities, Shapechanging Immunities, Shapechanging, Skills
Saves: Fortt +1, Ref +3, Will +3 Fort 40, Ref +2, Will +2
Abiliries: Str12, Dex 10, Con 12, Str 10, Dex 10, Con 12,
Int 10, Wis 12, Cha 8 Int 10, Wis 12, Cha
Skills: Concentration +8, Bluff 14, Diplomacy +4,
Diplomacy +6, Jump +5, Gather Information +4,
Enowledge (Akasha) +& KEnowledge (Rokugan) +2
Feats: Toughness Skill Focus (diplomacy)
Climate/Terrain:  Any forest Any forest
Organization: Solitary Sulitary, delegation (#-12)
Challenge Rating: 2 b
Treasure; MNone Standard
Honor: Nil il
Alignment: Often lawlul neutral Often lawful neuttal
Advancement: By character class By character class
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Maga ate serpentine in appearance, with a humaneid uppet

torso sitting atop a long, sinuons tail recembling that of 2 great
stialce. Fernale Maga posgess the ability to change their form
from 2 tail to twro human legs, but this can prove dangerous
it overused and thus few Naga utilize it for very long.

Maga have a wide variety of coloration. The most common
color is green, but there are many veriations including hrowns
and cven blacks. Their skin is scaled, with serpentine cyes and
fangs, giving them a foreign, somewhat exotic look when
compared to traditional Rokugand features,

Some Naga, particulacly those in the Cobra bloodline,
possess mutations that exacerbate thelr snake-like
appearance. Malformed mouths, hoods, and even 4 total loss
of human fearures are notr unheard of.

Occasionally children are born that
are 5o disfigured that they ate 14
abandoned. These pitiful ;
creatures are known i
only as abaminations, fg[ .
A
COMBAT | ™.
Maga have an advanced £
military, with effective @
group tactics as well as
an emphasis on the
training of the individ-
ual warrior. Each Naga
develops his own fighting
preferences,

Bloodline Ability
(Bx): Certain Maga f
bloedlines  possess #;
unique abilitics not
shared by other Naga, .
These abilitics are as
follows:

Constrict (Ex); Nuga of
the Constrictor bloodline can
encircle and constrict their
opponents for 2d8+1 damage.
This is contingent upon suc-
cessful use of their Improved
Girah ahility

Improved Grab (Ex): Con-
strictors may use this ability fal-
lowing any successful melee attack,
1f they pain a hold, they may automatically
inflict their constrict damage the following round.

Ekills: Members of the Creensnake bloodline receive
an additional 4 skill points to be used during ereation
only. They do not receive additional skill points per level,
In addition, Chameleons gain a +4 racial modifier to Mowve
Silently checks.

Spit Venom (Ex): Asps can spit a potent venom at very
short rnge, inflicting 2d4 damage 1w one target within 10
feet. This can only be done once every hour,

Immunities; Maga ate immune to the influence of the
Taint. They cannot acquire Taint under any circumsiances, nor
can they practice any activities that inflict the Taint upon
thoge who use them (such as the blood sorcery maha).

Shapechanging (Ex): Female Naga of all hlondlines
possess the ability to transform their serpentine tail into twao

legs at will as a standard action. This transformation can be .

reversed at will.

Skills: Maga have a +2 racial bonus to all Wilderness Lore
checks and to Charisma or Diplomacy checks made with
other MNaga All Naga have a —4 racial modifier to all Animal
Empathy, Handle Animal, and Ride checks.

NMAGA SOCIETY

The MNaga are on the whole a peaceful people, preferring tran-
quillity and serenity to conflict. Notahle sxceptions to this
rule exist amaong the Asp bloodline, hut for the maosr part the
Maga are not warlike The race iz largely organized by blood-
line, with sach of the five contralling 2 single large city
The heads of the bloodlines are very powerful individuals
within the race, their authority superseded only by the most
powerful priests and military commanders. The race aga
whole is ruled by the Qatol, the high lord of the Maga.
Beneath the Qatol are the Qpmer, comman
der of the Naga army, and the Dashmar,
the leading diplomat. Both have equal
footing with the Gatol, Unfortunately,
there has not been a
Qatol since the
reawzkening, a
facr thar has led w
some conflict arising
from  disagreement
hetwresn the Tashmar and
the (amar as to the most
appropriate course of
1 action,

s

& The Mapga are
3 i on friendly terme with
the Empire of Roku-
gen. One of their
highest-ranking scouts,
the Mara, married Miru-
Vo fieoees  moto Daini of the Dragon
PR ey n Clan. The two represent
E—ieed the Naga's interests in
i | Otosan Uchi, and their
o child is seen as a per-
manent link berween
the wo races,
When the Maga returned
tcr sleep, they left their legacy,
a parting gift of a great golden
pear]l, with the Unirorn Clan.
The pearl hatched many
years later, giving birth to
Alkasha, 2 human with the
memories of the Maga. The
Unicorn Clan now considers the protection of the sleeping
Maga race one of their most sacred duties,

NAGRA CHARACTZERS

A Mapy’s favored class depends upon their bloodline. For the
Agp it is Hghter, for the Chameleon it ie rogue, for the Cobra
shugenija, for the Constrictor shugenja or monlk, and for the
Greensnake courticr, Naga rarely multiclass, as they place
great value on an individual’s station and position within the

 elan. Changing that position is considered aberrant behavior
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Crippled Bone Tribe Grasping Paw Tribe
Medium-Size Monstrous Humanoid  Medium-Size Monstrous Humanoid

Hit Dice: 2d#+5 (14 hp) 1d8 {4 hp)

Initiative: +0 +1 {Dhex)

Speed: 40 fi. #0fT.

AC: 11 {1 matural) 10

Attacks; 2 claw +2 melee, bite +0 melee 2 claw +1 melee, bite 10 meloa

Damage: Claw 1d4-+1, bire 1d4+ Claw 1d4, hite 14

Face/Reach: sftbysfr/s fr sfthysfr/sfr

Special Oualitles: Immunities, pheromones, Immunitias, pheromones,
resistance, saves, seant, shills saves, seent, skills

Saves: Fort +0, Ref +3, Will +3 Fort +0, Ref 2, Will +2

Abilities: Str12, Dex 10, Con 12, Str 10, Dex 12, Con 10,
Int 8, Wis 8, Cha 10 Int'10, Wiz 10, Cha 8

Sleills: Climb +5, Jump +4, Bluff +3, Hide 15, Listen +4,
Knowledge {(Shadowlands) +3 Move Silently +5, Search ++
Wilderness Lore 13

Feats: Power Attack, Toughness: Skill Focus {move silendly)

Climate/Terrain:  Shadowlands Mountaing

ization: Packs (3-6) Scavenging parties (3—6)

Challenge Rating: 1 5

Treasure: Standard Double goods, double items

Honor: il mil

Alignment; Often chaoric neurral Often chaotic neutral

Advancement By character class By character class

-
nR=ZUmi

Tattered Ear Tribe Third Whisker Tribe
Medium-Size Monstrous Humanoid ~ Medium-Size Monstrous Humanoid

Hit Dice; 1da (4 hp) 1da (4 hp)

Initiative: +0 11 {+1 zize)

Speed: 40 fT. a4 fr.

AC; 10 10

Artacks: 2 claws +1 melee, hite +0 males 2 claws™+1 melee, bite +0 meles

Damage: Claw 1d4+1, hite 1d4 Claw 1d4, bite 1d4

Face/Reach: Sfebysf/cft St by 5/

Special Qualities: Immunities, pheromones, Immunities, pheromones,
saves, scent, skills saves, scent, shills

Saves: Fort +0, Bef +3, Will +2 Fort 10, Ref 42, Will +4

Abilities: Str 10, Dax 10, Con 10, Str 8, Dex 10, Con 10,
Int 10, Wiz 8, Cha 12 Int 12, %Wis 10, Cha 8

Skilles: Climb 14, Diplemacy +5, Climb +3, Gather
Hide +4, Intuit Direction +3, Information +3, Hide +4, Knowledge (prophecy) +5,
Wilderness Lore +3 Move Silently +4, Search +4

Feats: Track Trun Will

Climate/Terrain:  Any furest and plains Underground

Organization: Puacks {510 Packs (3-5)

Challenge Rating: 1,2 1/2

Treasure: Double irems Standard

Honor; il il

Alignment: Often chaotic good Often chaotic good

Advancement: Ry character class By character class



N=ZUm

Nearly as anctent as the Naga, the Nezumi race has survived
within the Shadowlands for over a thousand years, somehow
never succumbing to the Taint They are an adaprable and
industrious people, loyal allies to the Crab Clan and staunch
toes of the forces of darkness that have invaded their homeland,

The Nezurmi insist that they once possessed a vast civilization
that was destroyed when Fu Leng fell from the heavens and
devastated their lands. Although many of their people were
killed on that dark day end those that followed, the Nezumi sur-
vived by fragmenting into small tribes and scartering across
what is now known as the Shadowlands, If these tales are to be
believed, then the Nezumi _
bave ouly fallen far in 8
their struggle againstan {7
erernal foe, o

Nezuml appear very |
similar to large, bipedal
rats. They are roughly
five feet in hedght with a
somewhat stooped pos-
ture, Although their other
senses are easily equal to
that of 2 human, the Mezumi
choose to rely most heavily
on their ineredible sense of
smell. They use scents and
bady language to communi-
cate, although they are capa-
e of learning o speak a frac-
tured form of Rokugani, 1t is
not uncommon for Nezumi
to go without clothing or
armor of any sort, but many
have learned the benefit of
eoverings fram their human
allies and make clothing or
crude armor from the hide of
beasts they Lill in the
Shadowlands.

CORMBAT

Mezumi will not fight
an enemy they know
they cannot defear. It
simply is not practical
When facing a superior
foe, they flee If
cornered or if their
young arc threatened,
however, they are ferce
and relentless foes,
Nezumi attack with a
flurry of lightning-
[ast weapon and
claw strikes, using pack tactics whenever possible.
Immunities; Nezumi are completely immune to the
Shadowlands Talnt. They may nor become Tainted by any
means nor may they engage in activities thar would normally
cause them to acquire the Taint (such as casting maha).
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Pheromones (Bx): Nezumi may leave chemical messages
using glande near their tail. Nezumi can only leave simple
messages: "danger' "food," "ond” ete. Those who wish to focus
on this ability may learn Improved Pheromeones as a fear, and
leave more complex messages (up to twelve words) that can be
detected and understood by any Nezumi within scent range,

Save Bonus (Ex): All Hezumi gain a +2 save bonus versus
poison and disease,

Scent (Ex); Mesumi have o much keener sense of smell
than most races, Any Nezumi with 8 Wisdom score of 11
or higher may rake the Scenrt ability a5 a fear,

Skills: Mezumi possess a +2 racial bonus to all Climb, Hide,
Listen, and Move Silently checks.

Tribal Bonuses: Certain Mezumi tribes have unique traits
and bannses,

Immunities: In addirion ta ather racial immunities,
Crippled Bone MNezumi are immune to all fear effects,
repardless of their source.

Recictance: All Crippled Bone Nezumi possess DR S
versus cold and fire effects,

Saves: Crippled Bone Nezumi receive a +4 racial bonus to

seves yersus poison and disesse
rather than the atandard +2,
Size: Third Whisker Nezumi are
Small rather than Medium-size,
with all the relevant bovuses and
penalties,

N=ZVnl
SOCIZTY

Present day Nezumi society is
organized around large groups
called tribes. Within a single
tribe, there is 2 chieftain whe
is counseled by the tribal
elders. Great respect is given
to the tribe's shamans and
Rememberers, the keepers
of the Mezumi oral history,
Young MNezumi mature
quickly and are considered
adults ar roughly & vears
of age.

There are many niches to
be filled in a particular tribe.
Depending upon their
natural gifts, young Nezumi
can find themselves serving

ag warrlors, scroungers,
scouts, or even leaders within
the tribe. Heredity is unim-
portant to the Mezumi for lead
ership; only ability matters,

n=Zvnl
CHARACT=RS

The default favated class of all Nezumi 15 rogue. Most tribes
have favored classes unigue to them, however, and are as
follows: Crippled Bone: berserker/barbarian; Tattered Ear:
choose any one class; Third Whisker, sorcerer.
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_ MUKRVRIZY

Fine Vermin (Shadowlands)

Hit Dice: 1/4d8 (1 hp)

Initiative; +0

Speed; 5 i,

AC: 1B (+8 size)

Arcacks: +8 Bire

Damage: 1d2-4 plus
burrow (see text)

Face/Reach: 1 ft by 16/ 0fr

Special Attacks: Burrow

Special Qualities: Vermin

Saves: Fort +2, Ref +0, Will +0

Abilities: Str 2, Dex 10, Con 10, Int —, Wiz —, Cha 5, Taint 2

Climate/Terrain; Any land and Shadowlands
Organization: Solitary, swarm (2-50)
Challenge Rating: 1

Treasure: MHone

Honor: Nil

Alignment: Always neuiral

Advancement: —

Nikumizu are grub-like creatures that originate in the
Shadowlands. They lurk in dark, moist crevasses — amang
rocks, in swamps, dead trees, nnder fallen Ings or burrowed
into the earth. They are about the size of a man's forefinger,
roughly worm-like, with a thin, brittle shell that can he
eagily crushed within a fist

Their mouth parts are designed to pierce and burrow
into flesh. If a nikumizu succeeds in getting under
the skin, it begine to feed on muscle tissue,
starting wherever it entered (usually
somewhere on the limbs or extremi-
ties) and moving toward the heart.
Once they have killed a creature,
nikumizu lay several dozen cggs
in it, and then die. The eREs
hatch within 24 hours and eal
theit way vut of their host
corpse. Nikumizo victims are easy
o identify, because of the mulriple
bores in the body.

COMBAT

Nikumizu tend to lurk wheee a
creature will accidentally stum-
ble vver them, then quickly
burtow into the flesh o feed,
Burrow (Ex): On a success-
ful bite attack, the nikumizu
begins to burrow its way into the
victim. Each round it does 4 points
of damage as it digs its way through
tissue. The lump as the nikumizu
moves through a body is easily vicible, and the
creature can be cut out of a2 victim on a succesziul Heal
{DC 15} check. The procedure, howeves, does 6 points of
damage per nikumizu to be removed, A heal or cure disease spell
harmlessly removes and destroys all nikumiza within a living
body. After three rounds, the nikumizu is buried too deeply in

the flesh to be removed physically (though magic still works),
After six rounds, the nikumizu reachee the victim® heart; the
host must make a Fortituda save (DC 15) or die. This save must
be made every round the nikumizu remains within the heart,
and ite DC increases by one each minute thercafter, and for
every additional niloumizu thar reaches the hearr,

Vermin (Ex}: Immune to mind-influencing effects.

INGYO

Medium-Size Humanoid (Aquatic Ningyo)

Hit I¥ice: 1d8 (4 hp)

Imitiative: +1 (Do)

Speed: 5 ft, swim 40 f1.

AC: 13 (+1 Dex, +2 natural)

Attacks: Claws +0 melee; or bite 1 0 melee

Damage: Claws 1dé or bite 1d4 and poisen
Face/Reach: 5 ft. by s . / 5 £,

Special Attacks: Poison

Special Qualities: Scent, darkvision, water breathing
Saves: Fort +0, Ref +4, Wis -1

Abilities: Str 10, Dex 12, Con 10, Int 8, Wis 8, Cha 12
Skills: Move Silently +5% Hide +4°, Listen +1, Spor +1
Feats: Alertness

Climate/Terrain: Temperate aquatic
Organization: Covey (2-5), Pack {10-20 members
~ . Pplusthree 4th level leaders), school (3040 mem-
; ! hersplus one 4th level cergeant per ten members
and one 7th level leader)
Challenge Rating: 14
Treasure: Standard
Honor: Usually nil
=~ Alignment: Usually chaotic neutral
o— MAdvancement: By character class

The nitigyo are a simple race of aquatic
humanoids living in the deep seas of
Rokugan. They are close allics of the Naga,
and protect Candas, the sleeping underwater
cily of the Chameleons. They are fickle, curlous

creatures, prone 1o playing tricks on passing
sallors. They are fond of shiny ohjects, espe-
cially pearls, and those wha hrike ar flatter
them can win their Friendship. They are
strietly earnivorons, though they refuse to
fead upon the flesh of intelligent crea-
tures. It is ironis that ningyo are so peace-
. Eul, as human sailers have gone to great
# lengths to pillage their underwater villages for
ningye jewelry, beautiful creation composed of
pearls, coral, and brilliant gems.

Becent revelations by the Unicorn Clan have
ointed to a possibility that the Mingyo were once
ar more intelligent and organized than they are
today, and built a great empire alongside the kitsuy,
zokujin, kenku, and trolls {prior w the wolls' corruption
by Fu Leng). The Unicorn have been unable 1o find any
ulngyw (o consult regarding this marrer,

Mingyo speak their own language, and the language of the
trolls and Naga. Very few speak Rokugani




COMBAT

MNingyo are shy and skirtich creatures who tend ta flee from
combat rather than face organized, powerful opponents. If
cornered or attacked in their own territory, ningyo fight
fiercely Even under these circumstances, a ningyo’s primary
goal is to delay opponents while itz comrades can escape.
These ereatures ravely fight to the death,

Poison (Ex): A ningyos bite carrics o mild poison, which
they use to disable fish and other sea creatures when huntin
The poison does 1d2 temporary Intelligence damage, wit
secondary damage of 1d2 temporary Intelligence, Fortitude
save IIC 11 negates,

Warer Breathing (Ex) Ningyo are not adaped fur 3 non-
pquaric environment. If removed from a source of clean,
breathable water they immediarely begin to suffocare,

skills: Ningyo gain 4 +4 racial bonus 1o all Hide and Move
Silently checks in an aquatic environment.

NNGYO SOCIETY

Ningyo live in loosely organized
wribes beneath the waves, They often 53
live near Waga communiries, bur rend
to avoid placing their homes near
human cities out of fear of human
hunters. Mingya society forhids interaction
with humans, who have heen known to hune
thaeir kind, though recldess yvouths often rest
their luck by playing tricks upon human sailors.
Mingyo do not revere the Fortunes, but do seem
to acknowledge the kami (particularly water
leami). Creat ningyo shrines to water kami exiat
deep beneath the oceans, known to the
Maga but unscen by human cyes e

e et

NINGYO 5y
CHARACTERS

A ningyo's faveored class is rogue. Most tribal leaders are
shugenija with Elemeantal Focus for Water. =~

NINJA
SHAP=SHIFT=R

Medium-Size I-Iu.mnnm:l {Shapeshifter, Lying Darlmess)

Hit Dice; 4d8+4

Initiative: +9 (+5 Dex, + 4 Improved Initiative)

Speed: 40 [L

AC: 15 (+5 Dex)

Attacks: 2 claws +8 melee, or by weapon +8 melee

Damage: Claw 1d6+2 or by weapon

Face/Reach: s fr. by 5 ft./5 i

Special Artackes: Shadow Bolt, fear, spell-like abiliries

Special Qualities: Alter self, immunities, damage reduction
30/+2 (crystal)

Saves: Fort +0, Fof +8 Will 4

Abilities: Str 20, Diex 20, Con 9, Int 13, Wis 7, Cha 14

Skills: Bluff +13, Climb +5, Jump +5, Hide +20,
Intimidate +17, Move Silently 420

Feats: Alertness; Blind-Fight, Improved Initiative, Improved
Unarmed Strike, Mobility

Ninga Shaperbifter

M

Climate/Terrain; Any

Organization: Solitary or group (3-10)
Challenge Rating: 4

Treasure; None

Homor: Usually 0

Alignment: Usually chaotic evil
Advancement: By characeer class

Ninja Shapeshifters are the most common minions of the
Lying Darlomess. They use their connection ta the Nothing tn
change their appearance and ingere themselves among mor-
tals. Their most common ploy is to sow chaos and confusien in
a general area without drawing attention to themselves, cen-
tering on a handful of individuals, or eometimes even a single
person, Eventually, the situation causes the targets so much §
mental anguish that they are tipe, and often willing, victims of
the Darkness.
Those  that
eventually become
Shapeshifters have
no true form. Even-
tually the Dackness
erases s0 much of a
victim's identity that
even the body that was
once theirs iz alien to
them. Those who are
heavily nnder the Dark-
ness' influence have g
"naturally” featureless
face and body, lacking in
any distinctive fea-
tures. This form is
only seen, however,
when 2 Shape
shifter is not mim-
icking anything
cther than an
average human,

CORMBART

shapeshifters attempt to conceal their true nature even when
attacked. They prefer to send samurai to the afterlife in the
guise of their victims loved anes or lard, leaving them confused
even in death, A ninja shapeshifter (like any of the minions of
the Darkness) only kills if it absolutely must — the Lying Dark-
ness prefers to bring victims into its power ingtead of destroy-
ing them, They use their spell-like abilities even when dis-
guised, usually in ways that will confuse their opponents but
not make them think the ninja is responsible for the effects,

If caught unawares, & shapeshifter will drop its disguise
mote often than not, relying on its horrifying cmpty features
to stun the foe and its spells to kill any who recognize the
ninja’s true nature, They generally employ weapons when in
combat, but may extend their fngers into claws as a free
action to attack with instead,

Alter Self (Su): A ninja shapeshifter can assume the shape
of any Small or Medium-size humanoid. This works like the
alter self spell as cast by an 10th level sorcerer, bur the Ninja
Shapeshifter can remain in the chosen form indefinirely.
Tt can asstime a new form a5 a standard action.




Fear (Su): The ninja shapeshifier may choose to reveal its
true mature (v its opponents, allowing its fearures to shide away
to a smooth and disturbing visage. This effect causes fear in all
who behold it as If it were cast by a 15th Jevel sorcerer. Char-
acters who have Knowledge (Lying Ilarkness) are immune to
this effect.

Immunities: The shapeshifter is immune to poisen, mind-
altering efferts, and illusions, Ninja shapechifters require no
fond or sleep,

Of One Mind: Minions of the Lying Darkness may com-
municate with one ansther via telepathy at will, over any
range.

Shadow Bolt {Su): Once per day, a ninja shapeshifter may
Hre the essence of the Darkness in a concentrared bolt, caus-
ing 5d¢ points of damage, the loss of Void Use and Ancestor
feats, and a 10% spell failure chance {in addition o any exist-
ing spell failure chance) to all divine spells for an hour, A suc-
cessful Reflex save (DC 18) indicates the targer takes only half
damage and suffers no further effects. A character killed hy
the shadow bolt is unmade complerely, and may nat he raised
from the dead by any means save a vesurvectinn, wnish, or miracle
spell, or divine intervention,

Spell Deficiency: Ninja shapeshifters may not cast divine

spells,
Spell-like Abilities: at will — blur, hypnotic pattern, invisi-
bility (self only), silent image, ventriloquism; 3/day — mirror
image, misdivection, displacement, major image, rainbow pattern;
1/day — illusory wall, hallucinatory teveain, improved invisibility
phantasmal killey, shadow conjuration, All of these are as the
spells cast by a 12th level sorcerer (DC 12 + spell level).

Sun Sensitivity: If exposed to full sunlight, the ninja
shapeshifter has a -2 sun penalty to all rolls, checks, and saves,

Large Magical Beast

Hit Dice: 9d10+27 (120 hp)

Initiative: +2 {Dex)

Speed: 30 ft, fly 50 £t (Poor)

AC: 16 (-1 size, +2 Dex, +5 natural)

Attacks: Bite +12 melee, 2 claws +10 melee

Damage: Bite 1d8+4, claws 1dé+2

Foce/Reach: 5 ft. by 10 it/ 5 £

Special Attacks: Breath weapon

Special Qualities: Scent

Saves: Forr +9, Rel +7, Will +¢

Abilities: Sur 19, Dex 15, Con 17,
Int4, Wis 13, Cha 10

Skilly: Hide +4, Listen +9, Spot +10

Feats: Alermess, Flyby Artack,
Muldarrack

Climate,Terrain: Chilushuds and
ANy mountain

Urrganization: Solitary, pride (3—£),
or flight (6-13)

Challenge Rating: ¢

Treasure: Standard

Honor: Mil

Alignment: Usually chaotic neutral

Advaneement: By character class

o
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Originally from Chikushudo, nue occasionally cross to
Ningen-do when the barriers between the Realm of Animals
and the physical world are weakened by excess use of magic in
a particular area. Aecordingly, most nue are found within the
Dragon and Phoenix lands.

Nue can take the form of virtually any animal, but for
unknown reasons they most often manifest as large birds.
They are usually vibranly colored, easily distinguished from
moete mundane avimn species,

COMBAT

A gneaky oppenent, a nue attacks by swooping out of the sun
and incapacitating opponents with its breath weapon. It then
lands to If'.ill and devour its stunned prey. Multiple nue take
turns dive-bombing opponents until none remain conscious.

Breath Weapon (Su): Once every hour, a nue can project o
line of noxious gas (rom its mourh, This gas causes 3d8 acid
damage and stuns those who inhale it for thres raunds.
A successful Fortitude save (DG 20) allows 4 creature to take
half damage and lgnore the stunning affect,

NUE CHARACTERS

The nue’s favored class is fighter. They are typically too impa-
tient for any other career.

TWRARVA

Medium-Size Ooze (Shadowlands)
Hit Dice: 3d10+10 (26 hp}
Initiative: 10
Speed: 20 f1,
AC:10
Attacks: Slam +3 meles
Damage: Slam 1ds+1
Face/Reach: 5 {i, by 5 fo./s fr.
Special Attacks: Improved grab, engulf
Special Qualiries: Blindsight, coze
Saves: Fore +1, Ref+1, will +1
Abilities: Str 13, Dex 11, Con 11,
Int —, Wis 10, Cha &

Climate/Ter-
rain: Marshes
Organization:
Bands (3-5}
Challenge
. W Rating: 2
(" Somd  Treasure: None
Honor: Always 0
Alignment: Always
chaotic evil
Advancement:
44 HT (Large)

Deep within the Shinomen
Mori, the Great Hidden
Forest, there lies an expanse
of swamp so foul that even
the valiant Maga avoid irat

all eosts. Tt was here, centuries

ago, that the Naga defeated 2 massive force of Shadowlands

creatures. The Naga's powerful peat] magic destroyed the



Shadowlands beasts uttecly, rendering them no mote than a Some men reach ripe old age having grovwn wiser and more
foul studge that permeated the earils and created the Shadow- generous and leving, helped through their winter years by the
lands Marsh of the Shinomen, support of their familics and friends, Some, though, get

The nukarum! are disembodied spirits of the Shadowlands thivugh old age by manipulating everyone they meet, claw-
creatures destroyed (n that battle, They are bound 1o the ing their way thiough life by the most avaricious,
marsh by powerful Maga wards, forever trapped within {5 spiteful, and despicable acis. They seem o live
ronfines. However, they have learned 1o occupy the vis- on simply 1o spite everyone who wishes them
cous shudge that makes up the marsh, manipulating it ill. The most vile and hareful of these men some-
and assuming a crude and malleable physical how manage to cheat death and continue well
form of sorts. beyond & normal life span, These rwisted old

men slowly hegin to change. Their flesh some-
COMBAT

howr attracts the most vicious wasps, which
When they sense prey, the nukarumi immedi- 1 burrow into their backs and form great bul-
ately attampt to trap the creature within its

bous hives. These are the obale,
body and smother it Foes killed in thiz manner

The obake appears as a spindly old man with
are slowly broken down and cansimed by the foul ragged clothes covering a grotesque hump on
creatures, adding to their mass.

his back. He walks with a painful hunch, weighed
Blindeight (Ex): The nularumi are sensitive to down by the massive hump, and he usually carries
the mevement of creatures through their domain,

a cane to help him along. Clese observation
and can sense prey by vibration within 50 feet, reveals that the hump on his back writhes and
Drowning (Ex}): In the round after the &

pulsates. When the hives are revealed, they
victim has been engulfed, the victim look like bulbous, infected nodules, red
begins to drown from the sludge chok

and swollen, with dozens of
ing off its air passages. Rules for drown- “zze ymall red-timmed holes
ing can be found in the Duwceon

.
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crawling with buzzing wasps.

MasTER's Guide™, e The ohake ofu:rg demands food I;}I
Engulf (Ex): If an vpponent bas been hi wuh a Nukarume money from passersby. Anyone who

stam arrack and grabbed, the nukarumi atempts w rehuffs him becc;mes ﬂ1le talrgEth:.:-fhls Wﬁlh He

engulf tr, rrapping it beneath the surface of the marsh, This first screams and CUTSES At them, SWIngIng nig m’i}ﬁr mimg at

may be prevented with a Reflex save (DC 15), tham about r&fusm:g aid 10 a h;e'lpI_e.Rf nl.rl man. 1f this has no
Improved Grab (Ex): This ability {s conringent upon a suc effect, he attacks with swarms of his “children.

cessful slam attack by the nukarumi,

Oogze: Immiuine to mind-influencing effects, poison, sleep, COMBH.T
paralysis, stunning, and polymorphing. Not subject to In spite of all the obake’s foul bluster, they are acrually quire
critical hits. cowardly And while they appear to be frail and weak, their

unnatural vitality makes
__ OBRKE

them quite deft at
avoiding injury, Just ag
in the days when
= they were truly
Medium-Size Monstrous Humanoid (Shadowlands} 71 #  human, their
Hir Dice: 4d8 (18 hp_'} /A 7% greatest pleasure
Initiative: +2 (Dex) i ta cause pain and
Speed: 30 ft. suffering wherever
AC: 14 (32 Tlax, 42 natural} they travel. Their
Attacks: Slam +4 meles chief tactic in combat
Damage: Slam 1d3 is to flec while releas-
Face/Reach: 5 ft. by 5 ft./5 ft. ing their swarms to
Special Attacks: F_.glease AT cover lielr escape.
Saves: Fort +1, Ref +5, Will +7 Belease Swarm (Su): Asa
Abilities: Str 11, Dex 15, Con 10, Int 13, siandard acrion, the obake
Wis 16, Cha 11, Taint §
Skills: Bluff +6, Disguise +6, Listen 17,
Spot +7, Sense Motive +9

can release & swarm of angry
Feats: Dodge, Mobility, Fun

wasps from the massive hives
Climate/Terrain: Any

on its hack The swarm can fly 60
ft {good), and attacks the target
Organization: Solitary plus swarm of 204 1100
bees or wasps

! of the obale's choice. A crea-
£RT% ture which does nothing in a
Pt
Treasure: Standard e -

A round except try to fend off
Honor: Always 0

" the swarm takes one point of
damage. A creature which tries

Alignment: Usually neutral avil

Advancement: 58 HD (Medium-Size) Cibake

to flec the swarm or takes any
other action receives 1d4+2 points of
damage. Spellcasting or concentrating on
spells within the swarm is impossible.
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The swarm deals no damage to creatures that are immune to
poison, incorporeal, or have damage reduction abilities, Howr-

ever the swarm still prevents spellcasting and concentration.

Fighting the swarm with weapone is uselags, but fire and datm-
aging area effects can combat it When a swarm receives 2 hp
of damage from these sourcss, it disparsee, Certain area effect
spells, like gust of wind, will force the swarm to disperse. The
swarm follows its target for 10 rounds. The obake can use this
ability up to six times per day.

_OGON NO Oni

Medium-Size Outsider (Evil, Shadowlands)

Hit Dice; 5da+12 (40 hp)

Iniriarive: +3 (Dex)

Speed: soft.

AC: 19 (43 Dew, 43 natural +3 hide)

Attacks: Slam +7 meles

Damage: Slam 1dg+1

Face/Reach: s fr by s ft. /5 ft,

Special Attacks: Fear, treasure satchel

Special Qualities: Damage reduction 20/
special (see below), oni qualities,
shapeshifting, treasure sense

Saves: Fort +7, Ref +10, Will +10

Abilities: Str 12, Dex 16, Con 14, Int 15,
Wis 16, Cha 15, Tuini 9

Skills: Appuaise +12, Bluff +11,
Diplomacy +15, Hide +12, Listen +14,
Muve Silently +12, Sense Motive +132,
Spor +14

Fears: Alertness, Run

Climate/Terrain: Any land and
undetgromnd

Organization: Solitary

Challenge Rating: 5

Treasure: Double coing; double
items; etandard goods

Honor: Always 0

Alignment: Always lawful evil

Advancement: 718 11D (Medium-Size)

Ogon no oni live mostly outside of the Shadowlands, and are
usually found wandering free near areas of great wealth. Tt is
said that the first Ogon was summoned by a foolish Yasuli
merchant secking limitless wealth. The oni did indeed make
its master wealthy, but later stole the Yasukis wealth and fled
to the Shadowlands. The original Ogon stale the secret of cre-
ating spawn from Oni Lord Tsuburm and new sends these
creatures far and wide in search of more treasure.

Ogon resemble small, wiry humancids with nut-brown
shein, narrow eyes, and sharp fangs. In their human form, they
look like hunchbacked old men. In either form, they wear
filthy rags so thick and matted that they serve as armor.

COMBAT

Ogon are sly, treacherous, and extremely cowardly. They actively
avoid combat with those whom they know can harm them, The
only time an Ogon fights for its life is when ite hoard s threat-
enad. Those who dare to steal from this oni are in for a great deal
af trouble, as it will go to any lengths to gain vengeance.

Unlike many oni, Ogon take no pleasure in wanion
viclence. Only the acquisition of wealth interests them,
An Ogon only attacks if all other avenues of manipulation or
escape have been exploited. Bven theu, it will only fighr untl
it can safely flec unless its enemies pussess something worth
sreali.ng.

Damage Reduction (Ex}: Unlike most oni, Ogon cannot
be harmed by jade or crystal. They can, however, be harmed
notually by weapons of at least +1 enchantment, or by any
weapon made of gold or silver,

Fear (Su): In its true form, st Ogon inspires fear in all those
who view it. This is considered a gaze attack. All those who fail
their Will save (TN B} become panicked, or meraly frightensd
if they have equal or higher Hit Dice than the Ogon, The DC
toy resist thie effect increases by 4 for each 1000 koku of trea
sure the creature carries,

Omni Qualities (Su}: Oni outsiders have a number of abili-
ties. {See the infroduction of this book, page 5). Ogon no Oni do not
possess the alternate form ability,

Shapeshifting (Su): Ogon no Oni use aller self at will,
but may only take the form of 4 haggard, ugly old
human, In this form, the oni may not use its
s fear ability, but its Shadowlands Taint is com-
P o pletely underecrable by any means ather
pe than dispelling this effect or slaying it
outright (which causes it to revert to ite
true form).
Treasure Satchel (Ex):
Ulgnn gain power from wealth
they have accumulated, carried in
2 stiff woolen sack or chest
thrown over one shoulder. Due to
the lingering effeets of the spell
which summoned the eriginal
Ogon no Oni, these creatures
cannot touch treasure that does
not belong to them, even if
said treasure has no
vwner., Instead,
these onl must
lure mortal pawns
inte giving treasurs to
them. Ustally, this amounts 1o a
deal mude between an Ogon (in disguise) and a human If the
human gives the Ogon treasure, the creature will provide
some service, These oni hold always uphold their end of the
bargain, but twist the latter of the agreement to bring as much
paln and misery as possible. Ogon never put their treasure
satchel down, for if they did, they could not pick it up again;
neither do they ever sleep, lest someone eteal their precious
satchel.

An Ogon's sack can carry any amount of treasure regardless
of weight, and does not encumber the oni in any way, In fact,
the more treasure contained within the sack, the stronger the
oni becomes. For every 1000 koku of treasure in the sutchel,
Cgon geins +1 Hit THe, +1 to all saving theows, suack rolls, and
ability checks, and a +1 enhancement bonus to all ability
scores. Ogon gains no beneflits for treasure in excess of 5000
koku. A satchel stolen fiom a dead Ogon becomes a bag of hold-
ing of random size and capacity

Treasure Sense (Su): Ogon no Oni can sense gold, silver,
and precious gems within 100 feet, regardless of the magical
wr imundane protections used to conceal such treasures,




THE GRERAT OGON

Somewhere desp in the Shadowlands rests the original Ogon
no Onid, an Ogon of the highest level of advancement with
maximum hit points and a +15 bonus to all ability scoves.
It is of Huge size, but its enormous treasure satchel is even
larger — the size of a colossal kyuden, leaving the relatively
tiny oni barely visible beneath. This greater Ogon is the father
of all other Ogon no Oni, and can create 4 lesser spawn of
itself as often as once a month by feeding on the treasure its
minions deliver.

ORVURA NO ONI

Huge Dutsider ({ni)

Hit Dice: 12d8+48 (102 hp)

Initiative: +3 {Dex)

Speed: 50 i1,

AC: 24 {2 gizme, 43 Dex, +£ natural,
15 lamellar armort)

Attacks: Gargantuan No-Dachi ¢14/+9
melee

Damage: Gargantuan No-Dachi
4da+10

Face/Reach; 10 v by 10 fi. /15 ft,

Special Attacks: Smite evil; spell-like
abilities

Special Onalirles: Damage Resistance
20/ +4 jade, oni qualitles, Tengoku sense

Saves: Fort +12, Ref +11, Will +5

Abilities: Str 24, Dex 17, Con 18, Int 10,

Wis 15, Cha 16

Slille: Battle +14, Bluff +15, laijutsu
Focug +15, Intimidate +15, Knowledge
(shadowlands) +12, Listen +14, Sense
Motive +14, Spot +14

Eeats: Cleave, Improved Critical
{no-dachi), Power Attack, Weapon
Focus (no-dachi)

Climate/Tercain: Any land,
underground, and Tengoku

Organization: Solitary

Challenge Rating: 9

Treasure: Mone

Honor: Always 3

Alignment: Always lawful good

Advancement: By character class

Olura no Oni is an anamaly She is an oni that has forsaken
her dark brethren and chosen ta fallow the warrior’s path:
bushido. She was originally summoned by Jade Champion
Kitsu Okura under the coercion of Oni Lord Akuma. Though
the more sinister traits of Jipoku usually define an oni's
personality, Okura no Oni somehow adapted her summoner’s
more noble, positive personality traits. There is no easy answer
to how, or why, Ckura no Oni became the way she is.
In a thousand years, ne other Oni has ever broken free of
Jigoku's grip.

At the Battle of Oblivion’s Gate, the original Okura no Oni
made a fatelul decision. As a group of Akuma’s offspring was
about to overwhelm a small unit of Lions, Okura no Oni
began 1o slay her own kind, While vastly outnumbered, Okura

no Oni fought bravely and honorably, adhering to the
principles of bushide. At the end of the fight, none of Alumds
progeny were to be found, including Churs herself.

While Okuras body was destroyed during the battle,
her spirit did not return to Jigoku (where it surely would have
been destwoyed by other oni). Instead, her fledgling soul was
rescued during its journey to the Realm of Evil by the Dragen
of the Void. As a reward fur her redemprion, Olkura has been
cleansed of the Shadowlands Taint and has been allowed 1o
eternally guard the gates of Tengoku, standing between the
horns of the Celestlal Dragon as the final defender of the
Kami and Fortunes. From there, she sends her own spawn
forth into the mortal world when their assistance is needed.

Okura no Oni are generally humanoid, with pale white
skin, long black hair, and two sets of horns: one growing from
the forehead and the other from the chin They wear great

armor and carry giant no-dachi, more than twice as long
ag 3 tan ig tall

COMBAT

Okurs ne Oni are anomalies among ond,
fighting with honar and eompassion.
They typically offer fallen foes the
chanee to surrender, and even occa-
eionally agree to formal duels.
Against minions of the Shadow-
lands, they show no mercy what-
HoCver
Oni Qualities: Olurs no Oni
possess all oni qualitics listed
in the introduction of thiz
book,

Smite BEvil (Su): Once
per day, Okua no Oni may
artempt to smite evil withz

melee arrack. She adds her
Charisma modifier (+3 normally)
tny the attack roll and her hir dice
(+12 normally) to the damage. If
Okura no Uni accidentally smites a
creature that is not evil, the smite has
no effect, but is still used up for that day
Spell-like abilities: at will —
detect evil, detect good, detect magic, protection from evil; 3 /day —
cure serious wounds {sell only), greater magic weapon, haste (gelf
only). All are as cast by a 10th level sorcerer (DC 17 +spell
level},
Tengoku Sense (Ex): Okura no Oni can sense all passages
to Tengoku within one mile,

ORVURA CHARACTERS

The original Okura no Oni (who rarely leaves her post in
Tengoku) is a 20th level samurai. In her tradition; nearly all
Okura no Oni are alse samural, and tever multiclass,

TH= ONl LORDS

Jigoku is not simply a place, It is the manifestation of what the
Celestial Order abhors, a state of pure evil that exists for no
othet reason than o undeo Ningen-do. As suchy, it has created
selfaware entitles to carry our {ts desires and plans, sumewhat
in the same way the Heavens gave birth to the Elemental
[ragons. These Uni Lords waited in the depths of Jigoku as
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the children of Sun and Moon fell to the sarth. Time passed
slowly for the mortals who quietly erawled across the face of

Rokugan, and the nameless Oni Lords still waited, years pass-

ing like moments to their gad-like minds.

And then, one was called,

In a ritual of blood and dackest evil, the Minth Son of Sun
and Moon drew ona of the primal forces of Jigoku from its
home realm and bound it to a name. A name of unparalleled
power. A name that is forbidden in the Empirc to this day. Fu
Leng granted his First Oni his own name, and the very depths
of Jigoku trembled with the power it had been granted. Othet
mortals made the same bargain with the powers Fu Leng com-
manded for a time. Some were foolish, others simply craven,
and a rare few were powerful enough to bear the burden of
Jigoku's desites, The dark realm thirsted for hate, fear, and
arnbition, Eventually, six tmore powerful names were
stolen by the first essences of Jigoku. Agasha
Kyoso, Isawa Akuma. Hiruma Shikibu,
Kuni Tsuburu. Hida Yakamo.
One name that has been lost to
antiquity, the one who summoned
the great oni remembered only as
The hMaw

These (ini Lords are sternal as
long as a Jigoku remains to grant
them power. They may gain a
foothold in the realm of mortals, but
that link is vulnerable, 0s powerful as it
fz. In order to step into Mingen-
do, they must be sum- >
mened by mortals willing to i
grant their names to oni, and
Jigoku itself must deem it neces-
sary for them to take physical pres-
ence in the world, Though it is rare
tor an Onj Lurd's physical manifesea-
tion o be destroyed, it 15 not
unprecedented, and such a waste of
resources is nor taken lightly by
the powers of darkness. After
such an event, an Unid Lord
would have to remain in
Tgoku to lick ite wounds and
gather strength once again,

Unlike the Elemental Drag-
ons, the Oni Lorde have no con
nection to Oracles, instead Furthering their own {usually
divergent) goals through their spawn, The spawn of |l Oni
Lords are described in this book and in Oriental Adventures,
with the exception of Yakamo no Oui and the Maw, which do
not currently have the ability w0 create spawn. The Oni Lords
themselves are creatures of grear power, more comparable o
deities than monsters,

THE FIRST ON

The sinister Oni Lord that bears the secret name of Fu Leng
rages in itz fery prison within Jigoku, chained there since its
defeat by Shiba a thousand years ago, The beast’s spawn vera-
sionally slip free of their bonds and roam the imuetal realm, for
nothing can suppress the First Onl's power for long, Withour
having been summoned, these creatures cannor rematn long,
and are always forced w return to their imprisonment.

Knra oo Oni

On its rare escapades into the mortal world, the First Oniis
heralded by disaster: carthquakes, voleanoes, and plagues have
all accompanied it on previous tampages. There is nw force of
man that can oppose it, and even the most ambitious maho-
tsuleai lacks the courage to summon the beast.

RYOSO NO Onl

Enigmatic and reclusive, the dreaded Kyoso no Oni is perhaps
the least understoed of all the Oni Lords. Although the oni
consumed the soul of ite summoner, the vestiges of the
womat's soul are the true power within Kyoso, dominating its
thoughts and actions, Thus even despite its horrifying abilities
and appearance, the beast known as Kyoso no Oni under-
etands the human mind all too well,

Kyoso no Oni has always remained
P apart, never participating in any of the
1@; Shadowlands' assaults on Rokugan
except when the acrions specifically ben-
L efited the creature and its complex schemes.
Other servants of Jigoku and even the other
oMl  ©Onl Lords do not claim to understand the
3 ) creature, but they carefully avoid

raising its ire,
Daigotey, the current Lord of the
Shadewlands, recently grew tired of
Kyosos eternal scheming and
# " destroyed the last of its spawn, sending them

back to Jigoku,

/ YAKARO NO O

. Yakamo is the newest Oni Lord to find 2 name, and is
' often regarded as 2 threat by the others, It has existed
with definition for 2 fraction of their lifetimes,
yet it congiders itself their equal. Tt shares
b L with Lord Sun, the very symbol of
4T an incorruptible spirit. Finally, in
iy e, bizarre mockery of the Crab Thunder
Lo whaose name it shares, Vakamo has
' refused to take part in the world of
mortals and stands watch with its
spawn at the gate to Jigoku,

Despite all of this, none of the other Oni Lords dare cross
Yokamo no Oni. Mone of them know what it is truly capable
of, and it carries the name of a man who slew countless pow-
crful denizens of the Shadowlands in his moral life. Were the
other Oni Lords capable of trusting one another, they would
confront Yakamw, but they are nort, Perhaps the First Oni
could stand before Yakamo without reservation, hut it fe
unCring.

Yakamo was banished from the martal realm at the end of
the Clan War, when Mirumata Hitomi ceushed its skull in her
Obsidian Hand. Only then, for some reason, did Jigoku see fit
to make tha ontan Oni Lord, to the confusion and disdain of
the nthers, What Yaltamo understood was that Jigolu wished
to-defend itself from the one thing that would dare attack the
borders of hell — the Lying Darkness. When the War Against
the Shadow came, only Yakamo no Oni saw the Darkness'
attempt to invade the realm of Jigoku, and Nothing was
unprepared for the wrath of the Crab Oni and its spawn.

L




Neat the end of that grear war, one lone spirit evaded Yakamu’s
massive tetsubo, and it was no spawn of the Darkness, Olura
na Oni, the ani of the corrupted Jade Champlon, stood ar the
gates of Jigokn, and refused to enter. As Yakamo warched
incredulously, Ukura strode away, slowly fading into the
realm of Tengoku, guided by the Celestial Dragon. Each time
Yakamo no Oni has attempted to send its spawn across the
mortal realm to invade Tengolou and capture Okura, Lord Sun
has instantly destroyed them with his fire. Yakamo seems
contained in Jigokw for nows; to the Oni Lord’s tury.

To this day, ¥akame has kept the damned and tortured soul
of Kitsu Okura chained to the gates as o reminder of ite only
failure, and swears to absolve itself of the shame. To this end,
it was the first Oni Lord to swear fealty to Daigotsu, offering
its claw o the Lord of the Shadowlands as a symbol of its pact
to aid its new ally in any way it can,

AKRVRA MO O

Seething with hatred and rage, the Aluma no Oni is generally
regarded as the most dangetous of the Oni Loxds, While net as
tful as the First Oni or the Maws Aluma no Oni hasa
boundless hatred for humanity that knows no mercy,
no hesitation. The creaturc regularly sends its
spawn to Jead assaults on the Kaiu Wall of the
Crab Clan. Watching its own offspring regu-
larly fail to achieve their goal only enrages it
further, increasing its hatred for mankind,
For all irs harred, the Alusna no Cni is
very close 1o humaniry, for no other Oni
Lord feels the sting of emotions so sharply
a5 Altuma. Perhaps in some way it envles the
Hokugani's ahility to contral their feelings,
unghle as it iz to contain its own seething rage
and hatred. Since its defeat by its "danghter”
Oni ne Okura {whom it had hoped could
replace ite rival Kyoso no Oni as an Oni
Lord), Akuma hae remained in Jigoku and”
sent Forth no spawn whatsoever, It is
unknown whether it is being punished by
Yigoku, or if it simply broods over its mistakes,

THE MAW

Second only to the First Oni in sheer power is the oni known
forevermore simply as The Maw, The forces of the Shadowlands
stood united for the first time in generarions under the keen
leadership of the Maw, who attacked and took Hiruma Castle in
the eighth century The Maw's attack ended at the Battle of
Cresting Wave, where the Hida and Kuni rallied while the Kaiu
built what would become their great Carpentar Wall. In the
end, the Maw's shull was made 2 trophy to hang over the great
gates of Kyuden Hida, a testament to the Crab's might,

The Maw does not care that it was defeated. It wished only to
spread the corrupting influence of the Shadowlands, which it
did. It knew its place in Jigoku was assured when it collapsed
the last Crab flag flying from the towers of Shiro Hiruma, Death
was not supposed o marter, for it would unly be a maer of
time before a foolish shugenia made a pact with its name and it
would step into the realm of morrals once again,

Something did not go according to the Maws plan,
however, The sorcerer that summoned it was destroyed, and the
Maw never attempted 1o create spawn while it was in the
mortal realm. It was so terrifying and fopmidable thae the Crab
simply called It “The Maw" instead of attempting (v discern lts
name. So, when it was sent to Tigoku, its name was erased [rum
Fokugan as well. 1t was a foolish mistake thar has bound the
Maw forevar in Jigoku, and one for which its fellow Oni Lords
have never missed the opportunity to chastise and insule ir.

For over eight hundred years, it has slept frequently,
only awakening to unleash its fury and frustration uselessly
upon tortured souls and even other oni in Jigoku. Though
both Kyoso and Akuma have considered attempting to-free
the Maw in exchange for its servitude, they are both wary that
it could not e easily controlled and contained,

TSUBURV NO ONU

Although most Oni Lords cover the freedom of the mortal
realm, the lnathsome, bloated monstrosity called Tsuburu no
O rarely choases to make use of its freedom. Almest since
its creation and escape into the deep Shadowlands, the
creature has remained rooted in a single spot, spawn-
ing its own hermaphroditic offspring and using
them only to pather food For itself
Teuburu is devious and manipula-
tive, Its relatively fixed location allows
others to find it easily and zeel its
advice or petition its aid. The wretched
creature exults in spouting nonsensical
prophecy and maniacal giggling to those
who seek it out. It even allows some of
them to leave with its “wisdom," although
most are simply consumed by o
It is known that Tsuburu no Oni has not
decreed irs alllance with Daigotsu, and in [uct
continues to make irs own plans regardless of
the new Lord's existence. It remains o be seen
how Daigotsu will react ta this defiance, especially
in the wake of Kyoso's exile

SHIKIBU NO ONI

Fhikifee ae Qi

e e
The shikibu no Oni longs to free its spirit from the confine-

ment of Jigoku. Unlike its fellow Lords, the Shikibu is nota
creature of physical menace, bur rather a spiritual threae.
When free, the beast sends forth irs spirit from its body aml
accupies the hodies of others, leaping from one 1o another
every few days and leaving a path of empty, consumed husks
behind it. Its spawn ate not as physically impressive as the
othet Oni Lords, but they are no Jags fearsome for the carnage
and sacrilege they leave in their wale.

At heart, the Shikibu is 2 coward. It prefers its silent form of
destruction to the risk posed by physical combat. Despite its
considerable powers, it would sooner remain sately hidden
from danger while scaring away the souls of Rokugan, one ata
time. It has sworn its allegiance firmly with Daigotsu follow-
ing Kyoso's exile, more out of fear that its spawn will be
destroyed and its link to Ningen-do shattered than out of any
true sense of loyalty.
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ORACLE
OF BLOOD

Medium-Size Outsider (Shadowlands)

Hit Dice: da+8 (44 hp)

Initiative: +0

Speed: 20 ft., swim 30 ft.

AC:10

Attacles: Slam +9 melee

Damage: Slam 1dé+1

Face/Reach: & fr. by 5 ft./5 ft,

Special Attacks: Improved grab, drown

Special Qualities: Damage resistance 20/+3 (jade),
divination, dream visions, telepathy

Saves: Fort +6, Rel +o, Will +8

Abilities: Str 13, Dex 11, Con 12, Int 12, Wis 12, Cha 10, Tuint 7

Skills: Bluff +11, Diplomacy +11, Knowledge
(bloodspeakers) +12, Scrv +14

Feats: Iron Will, Skill Focus {sery)

Climate/Terrain: Underground
Organization: Solitary
Challenge Rating: 8

Treasure: None

Honor: Always 0

Alignment: Always lavwful evil
Advancement: 3 HD The Orache o/ Biovd

Oneof the greatest threats
ever faced by the Gmerald
Empire was that of the
dreaded sorcerer Iuchiban,
the Blood Speaker, Iuchiban
neatly claimed contol of the
Empire not once, bur twice,
cach time using his blasphemous
conirol of the dead to overwhelm
the samurai who saught to protect
Rokugan.

Following his first defeat, Tuchiban’s Blood-  «
speaker cult lay in ruins, Well aware that his ]
time would come apain, the dark sorcerer
needed a meane to galvanize his followers and [
initiate the process that would allow him to
strike again, Using a form of magic never before
geen in Rokugan, Tuchiban summoned forth an
entity from the spirit realms, bending it o his
will and allowing it to draw upon his power,
forcing it to obey his wishes.

Fot centuries now, the so-called
Oracle of Blood hus appeared in the
minds i Jreamns of Tuchibans follow-
ers, guiding them to the path their
master has  ser
before them. None
of them realize
that the creature
is a ereation of
Tuchiban, but
instead belisve .4
that it is an

independent entity that chooses to follaw the sorcerer path
because it foresees their victory over the Empire of Rokugan,

The Oracle of Blood appears in the dreams of prominent
Bloodspeakers. It appears first ag a pool of blood semewhere
in an underground cavern, The blood then coalesces and takes
the form of a person, serpent, or occasionslly that of a raging
fire and imparts Tuchiban’s guidance to the dreamer.
It iz possible for the Oracle to manifest itself in the dreams of
non-Bloodspeakers; although it rarely finds reason dv 1o so.

COMBAT

The Oracle of Blood does not engage in combat, Indeed,
it i not capable of doing so, imprisoned in its underground
lair in parts unknown,

Improved Crab (Ex): This ability is contingent upon »
succeestul slam attack by the Oracle of Blood.

Drown (Ex): A target that is grappled by (he Oracle of
Blood must make a Fortitude save or the Oracle immediately
forces its semi-liquid bloody form into their nostrils and
mouth. These targets begin w suffocare as long as the Oracle
maintains the grapple,

Divination (Sp): The Oracle has the power of divination,

although it often chooses to mislead nthers as to the sxtant
and accuracy of this power. Creatures communicating
with the Oracle (presumably via dream visions, balow)
wha succeed at 2 Will save (DC 15), may ask up to
three fquestions of the Oracle as if they had success-
fully cast the divination spell,

Dream Visions (Sp): The Oracle of Blood iz
capable of sending messages into the mind of a
dreamin g
creatute
L ] F usperthe
spell dream.
Unlike the
spell, however,
the Oracle is able
0 communicate with

the dreamer, allowing
them to ask questions of the
Oracle and viee versa,
bl Telepathy (Su): Created to serve as
the monthpiece of Iuchiban himselt, the
Creacle's most powerful ability is that of
communication, While not as explicit or
evocative 45 communicating vis dream
vigions, the Oracle may
telepathically speak toany
creature it chooses.
The range of this effect is
unknown, but has been
demonstrated (v ¢ncom-

pass all of Rokugan.

1.2



_OROCHI

Cargantuan Dragon (Reptilian, Aquatic)

Hit Dice: 20d12+120 (250 hp)

Initiative: -1 {Dex)

Speed: gwim 90 bt

AC: 29 (-2 size, +1 Dex, +20 natural)

Attacks: Bite or slam +26/+21/+16/+11

Damage: Bite 4d6110 or slam 2d8110

Face/Reach: 10 ft, by 20 ft. / 10 ft.

Special Attacks: Improved grab, constrict 2d8+10,
swallow whole

Special Qualities: Cold resistance 20, scent

Saves: For +18, Ref +13, Will +12

Abilities: Str 31, Dex 12, Con 23, Int 6, Wis 10, Cha 5

Skills: Hide +13, Listen +18, Move Silently +21, Spot +18,
Wilderness Lore +10

Feats: Cleave, Combar Reflexes, Expertise, Great Cleave,
Improved Critical (bite), Improved Crirical (slam),
Improved lnitiative, Improved Trip, Power Attack

Climate/Terrain: Any ea or ocean

Orpanization: Solitary or mated paic

Challenge Rating: 15

Treasure: Quadruple etandard

Honor: Mil

Alignment: Usually neutral evil

Advancement: 21-40 HD {Gargantuan), 41-60 HD
{Colossal)

Orochi are gLeal sea serpents, sixty feet from nose to tail, Thc‘f
are the terror of the seas, known for sinking entire fleets.
Orochi serve Ryujin, king of the ningyv, invoking his
vengeance upon any who harm his people. Those who hunt
the riches of the ningvo tempr the wrath of the orochi. Byujin
has declared that any ships the orochi sink they may keep,
along with the souls of those aboard themn, The orochi preen
owver their massive ship graveyards, haunted by the spirits of
wicked sailors.
Crochi speal the language of ningyo and molls.

COMBAT

Omwechi aie swill aud severe, Their first intent is always to sink
an offending vessel, grappling the ship i i1 is small enough
and relying on their weight to sink it. Omchi seem o be able
1o sense those who have offended the ningyo; if such individ-
uals are swiftly thrown overboard, the orochi will show mercy
and depart. If any dare attack the sea serpent, tes fury knows
nn hounds:

Unce all enemies are helpless in the water, an orochi swal-
lovwrs a many as it can, retreats to digest its prey, then returng

‘to finish off any survivors.

Constrict (Ex): An orochi deals 2d8+10 damage with a suc-
cessful grapple check against Gargantuan or smaller creatures.

Improved Crab (Ex): To use this ability, the erochi must
kit with itz bite or slam attack. If it gets a hold with a bite, it
automatically deals bite damage and may attempt to swallow
the prey whole, If it gets a huﬁl with a slam, it may constrict.

gkills; Orochi gain a +8 racial bonus to Hide checks at
night when swimming in water deeper than 100 feet.

Swallow Whele (Ex): An orochi can try to swallow 2 Large
ot smaller sized opponent grappled in its mouth by making 3
successful grapple check. Once swallowed, the vpponent
takes 2ds+10 points of crushing damage and 2ds points of
acid damage per round. In additlon, an orochi'’s stomach is
filled with water, presenting the added danger of drowning. A
succassful grapple check allows a swallowed creature to
escape to the orochi’s manth, whare it can make another grap-
ple check to free itself. A swallowed creature may use a Small
or Tiny slashing weapon to cut itcelf out. The orochi's stomach
lining hag AC 30 (+20 natural) and 40 hp. Half of this damage
counts against the orochi's total hit points, Muscular action
closes any escape holes made once a ereature hae exited, so
unless multiple opponents hold on to one another as they
escape each must cut their own way free. An orochi’s stomach
can hold one Huge, three Large, five Medium-size, cight
Small, fifteen Tiny, twenty-five Diminutive, or forty Fine
opponents.
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PERKLE MO ONI

Medium-Size Outsider (Evil, Oni, Shadowlands)

Hit Dice: 9d8+9 (45 hp)

Initiative: +7 (+3 Dex, ++ Improved Initiative)

Speed: 30 ft.

AC: 13{+3 Dex)

Artacks: 2 claws +12 meles

Damage: Claw 2ds-1

Face/Reach: sfr.by s /s fc

Special Artacks: Blood domination, book of
souls, claws

Special Qualities: Hidden darkness,
oni qualities, shapeshifting, retribution

Saves: Forr+7, Bef+9, WAll +11

Abilities: Str 8, Dex 17, Con 12, Int 20,
Wis 20, Cha 25, Taint 14

Skills: Blut +1¢, Diplomacy 120,
Digguise +18, Hide 112, Enowledge
(etiquette) 114, Enowledge (nobility
and royalty) +14, Listen +16, Move
Silently +12, Pick Pockets +14,
Search +14, Search +14, Sense
Motive +14, Spot +16

Feats: Alertness, Improved
Initiative, Weapon Finesse (claws)

Climare/Terrain: Shadowlands, any
land and underground

Organizarion: Solitary

Challenge Rating: 8

Treagure: Standard

Honor: Always 0, effectively 3

Alignment: Always chaotic avil,
effectively neutral good IR
Advancement: 10-27 HD (Medium- Size) Pokkle o Oni

Pekkle are spirits of Sakkaku, the Realm of Tricksters,
corrupted by the oni of Jigoku. They serve as the spies of the
Shadowlands. Pekkle may move freely within ihe Empire,
appearing almost human, Pekkle are androgynous in
appearance and have a strange, ethereal beaury.
Only their thin black blood is a clue 1o their rrue
nature. These oni are familiar with Rokugan's
socizl mores, and take o the court like flies o
honey. They usually pose as geisha, concuhines,
OF SETVAnts.

Pekkles are innately familiar with the
languages of all creatures.

COMBAT

Pekkles avoid combat. These creatures are rare
and are seldom wasted on such coarse mis-
sions as assassinations. When forced to
fight, their primary ahjective is escape.

RBload Tomination (Su): Any
humanecid who drinles the Pakkle's blood
(even if diluted in another Huid) is immediately
atfected as it by a dominate person spell cast by a 10th
level sorcerer (Will negates, DC 22). The Pelkle is considered
the caster,

Book of Souls (Su}: All who meet a Peklle's gaze must
make a Will save (DC 19). Those who fail are affected a5 if by a
detect thoughis spell The Pakldle also becomes aware of one ter-
rible secret of that character (DM choice).

Claws {Ex}: A Pckkle can withdraw or extend its
obsidian claws as 4 free action,
Hidden Darkness (Ex): A Pekkle seems v have 3
honor, neutral good alignment, and absolutely no Shadow-
lands Taint when spells or effects are used thar would
detect such things. Any spell with a durarion other than
instantaneuus that harms or hedges our outsiders or

Shadowlands crearures does nor affect a Pekkle.

Oni CQualitles (Su): Oni outsiders hava a number of
abilitles. See the introduction of this book, Peklde no
Onl do not possess the alternate form ability

Retribution (Su): When a Paklle dies, it
explodes in a thirey oot radius cloud of inloy darle
ness, All creatures in the area must make a Fortitude
save (DC 16} or gain 1d10 points of Shadowlands

Taint,

Shapechifting (Ex): A Pekkle can be male
or female, any age between one and eighteen, It
cannot shapeshift to resemble a specific person, but

it can change details of its appearance to maintain
several different disguises that are the same age and
sex. Shapeshifting is a move equivalent action.

PLAGU=
ZOMBI=S

——— aarms
Medium-Size Undead (Shadowlands)
Hit Dice: 2d1243 (18 hp)
Initiative: 1 (Dex)
Speed: 30 ft.
AC: 11 (-1 Dex, +2 natural)
Attacks: Slam +2 melee
Damage: Slam 1dé 1
Face/Reach: & ft. by 5 fi./5 ft.
Special Attacks: Plague
-Bpecial Qualities; Partial actions only, undead
Saves: Fort +0, Rel =1, Will +3
Abilities: Str 13, Dex 8, Con —, Int —, Wis 10,
Cha 1, Taint 1
Feats: Toughness

Climate/Terrain: Shadowlands
Organization: Solitary or mob {2-40)
Challenge Rating: 1

Treasure: Mone

Advancement: 3£ HD {(Medium Sizc)

Plague zombies arc the corpses of those whe
died from exposure to disease, particularly
magical diseases spread by foul maho.
During the Clan War, Yogo Junee created 4 large
number of these creatures by unleashing the
‘Wasting Disease upun Rokugan, A deadly, purrid
sickness, the Wasting Disease killed much of the population
of the Empire during the early days of the Clan War. Some of
its victims wander the land still. Some enterprising maho-




tsukai have found ways to duplicate the effects to create more
digeage-ridden undead. Thaugh none of these are ag virulent
or as powerful as those created by the Wasring Disease itself,

they are no less terrifying.

COMBAT

Flague zombies are mindless, and unthinkingly attack any
living things they encounter, While they are not par-
ticularly effective in combat, their true
threat lies in the ability to spread disease
to those they fight

Partial Actions Only (Ex): Like
normal zombies, plague 2ombies have
poor retlexes and can pertorm only
partial actions. Thus they can move
or attack, but can only do both if
they charge (partial ch

Plaguc: Anyone m:rfmg or attacked by a
plague zombie is exposed to the disease it carries,

This discase typically inflicts 1d8 permanent Consti- Podling

tutlon damage, with an inculmtion period of one day.

The Fortitude DC to resist the ellects is 20, Anyone who dies
from this disease rises a5 a plague zombie within minutes. The
DM can substioure other diseases if he wishes.

Undead: Immune to mind-influencing effects, polson,
sleep, paralysis, stunning, and disease. Mot subject to critical
hits, sithdual damage, ahility damage, energy drain, or death
from massive damage.

Simall Abercation (Shadowlands)
Hit Dice: 2d8+2 (11 hp)
Initiative: +1 {Dex)
Speed: 30 f1.
AC: 15 (41 size, +1 Dex, +3 natiral)
Attacks: 2 claws +3 melee
Damage: Claw 1d3+1
Face/Reach: S fi. by S fr. /5 fr.
Special Qualities: Damage Resistance §/4+1 (jade)
Saves: +2 Fort, +2 Raf, +4 Will
Abilities: Str 10, Dex 12, Con 13, Int &,
Wis 10, Cha 10, Taint &
Skills: Hide 18, Listen 12, Move Silently +4,
Spot +3
Feats: Alertness

Climate/Terrain: Shadowlands
Organization: Swarm (5-50)
Challenge Rating: 1

Treasure: None

Honor: Always o

Alignment: Always chaoric evil

1
Advancement: See text &y

Podlings are the larval form of certain more powerful oni,
A fow breads of oni (such as Chizars, Kiri, and Sodatsu) spend
weeks, months, or years as podlings before gaining the final
form they will carry for the rest of their days. Oni podlings
tend to congregate in swarms, roaming the Shadowlands con-
suming anything wounded, dead, or weaker than they are

(including each other). There are literally thousands of =

podlings around the Festering Pit of Fu Leng, preying upon
{and heing preyed upon by) the hundreds that are spawned
daily The grast majority of ant die as podlings, never reaching
full marurity
When an oni first claws its way out of the Festering Pit, up
the backs of its brethren serambling to do the same, it has ne
mind, no individuality, nothing to identify it except
hunger. During the decades that tollow, podlings
blindly consume anything they can, using what
little intelligence they possess to form hunting
packs, Finally, once a podling has reached a cer
tain strength, it develops into its final form.,
Physically, oni podlings are quite
varied, though they are always repulsive,
Skin and eye color range the entire spec-
trum, and the presence or absence of
horns, tentacles, and other appendages
seems 10 be an entirely random thing. They
are usually abour three feer rall, but some are as
wide 2z they are tall. Others seem to be all skin and
hones, and are all the more vicious far it

COMBAT

Podlings follow a two-step system of amacking: kill it, then eat
{t. Thev attack en masse, slashing feroclously with their claws.
When their prey stops moving, they begin feasting, even to
the point of ignoring ather obvious threats,

PORTHUNGLVIN

Small Fey (Incorporeal)
Hir Dice: 4dé (14 hp)
A Initiative +6 (+2 Dex, Inproved Initiative)
Speed: 30 fi, fly 40 ft. (goud)
AC: 15 (+2 Dex, +3 narural}
Arracks: Throw lrem +7 ranged
Damage: By thrown item
{maximum 1d6-1 damage}
Eace/Reach: 5 ft. by 5 ft. /5 fr.
Special Attacks: Spell-like
ahilities, throw item
Special Qualities: Damage
Resictance 50/+5, improved
& evasion, incorporeal, ehadow
~ vulnerability, taint immunity,
ward vulnerability
SBaves: Fort +1, Ref +8, Will +3
Abilities: Sir 8, Dex 18, Con 10, Int 14, Wis 8, Cha 15
Skills: Bluff +#, Disable Device +10%, Hide +15, Knowledge
(Sakkaku) +6, Knowledge (Shadowlands) +5, Listen +8,
Pick Puckets +12%, Sput +8, Tumble +11
Feats: Alermness, Improved Initative, Point Blank Shot,

Climate/Terrain: Any land and underground {primarily
Shadawlands), Saklealon

Organization: Solitary

Challenge Rating: 4

Treasure: Standard

Honor: Always 0

Alignmeni: Alwaye chaotic neutral

Advancement: By character class
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Among mujina snciety (if one can truly call the scattered
tribas of trickstets a society) there is occasionally an individ-
ual born that is stronger, braver, and more powerful than the
others. These creatures are known among their kind as
porthungluin, or greater mujina. Theee creatures sometimes
become leaders of their race, or just a5 often wander off on
some adventure of their own, Like all mujina, they are capri-
cious, mischievous, and untrustworthy. They are prone t::]l:z-
gerous pranks and have a bizarre sense of humor, Bven those
Crab who possess the secrets of enslaving mujina usually
avoid doing so where porthungluin are concerned, preferring
to-avoid the creatures aliogeiher,

Porthungluin resemble normal mujina, excepr thar they are
somewhat larger, more muscular, and have brighr glowing
eyes, Like their lesser kin, porthungluin flurrer abour at all
times on disproportonately tiny wings, and always hear the
falnt grin of someone up to no good.

COMBAT

Like all mujina, porthungluin seem to have an aversion to
direct combat, They are quite cowardly, and have no interest in
harming other creatures (intentionally, at any rate). They
prefer 1o irritate thelr targets with pranks untl boredom sets
in, usually organizing a large group of their lesser cousing
using complex plans and teamwaork to provide maximum
hilarity (and disaster) ta the final outcome. If porthungluin
encounter a foe who can actually harm them, they Aee at the
first apportunity.

Incorporeal (Ex): Can only be harmed by other incorpo-
real creatures, +1 or better magic weapons, or magic, with a
50% chance to ignore any damage from a corporeal source
(aleo note Damage Resistance). Can pass through solid objects
at will. Always meves silently

Shadow Vulnerability (Bx): Any effect which completely
removes a porthungluin's shadew causes it to return to
Sakkaku, from whence it cannot return for thirty days.
Any effect which controls shadows allows cuntrol of the
porthungluin as well (us if dominate menster had been cast
upen it), The porthungluin receives 2 Will save each hour it is
controlled. If it succeeds, he regains control of himself and
flees. Porthungluin whose shadows are bound within Kuni
crystal (a secrer ritual known only to the Crak) are
controlled by the hearer of the crystal, so long as it
remaing intact.

Skills: *Mujina receive a +6 racial bonus to Disable
Device and Pick Packets checks.

Spell like Abilities: at will — alarm, detect magic,
dimension door (selt only), ghost sound, invisibility (self
only), Nystul's magical aura, open/close, prestidigitation,
ventriloguism. These abilities are os the spells cast by a
10th level sorcerer (save DC 12 + spell level)

Taint Immunity (Ex): Porthungluin are completely
immune to the Shadowlands Taint.

Throw Item (Su): Though naturally incorporeal,
porthungluin can ife and carey any object that weighs ten
pounds or less, and attack by hurling such items through the
air. They tend to favor rotten fruit or fragile valuables.

Ward Vulnerability (Ex): Any protection spell (evil, good,
chaos, or law) complerely hedges out porthungluin and keeps
them from attacking the warded area. In addition, they must
make a Will save when they look upan any such warded crea-
ture (use the caster's save 11C) or hecome frightened, feeing at
the first opportunity

PORTHUNGLVIN

- CHARACT=RS

Though their spell like abilitics arc impressive, the primary
advantage of porthungluin over their lesser cousins is their
ability to learn new things and advance in character classes,
Their favored character class is sorcerer, though a handful
have become ninfa and berserkers, seemingly for no other
reason than that it seemed so unlikely that they would do so.

SANSHVU D=NKI

Huge Beast (Aquatic, Shadowlands)

Hit Dice: 841040 {84 hp)

Initiative: +1 (Dex)

Speed: 30 ft., swim 30 £,

AC: 13 (2 size, +1 Dex, +4 natural)

Attacks: Bite +14 melee

Damage: Bite 4d6+12

Face/Reach: 10 fi. by 10 {i/10 [,

Special Attacks: Improved grab, swallow whole
Special Oualities: Blindsight 60 fr., shocking wuch
Saves: Fort +11, Ref +7, Will +1

Abiliries: Str 26, Dex 13, Con 20, Int 8, Wis 5, Cha 8, Taint 4
Sledlls: Hide +10, Move Silently +4

Climate/Terrain: Shadowlands marshes and swamps
Organization: Solitary, bunch {2-5)

Challenge Rating: 7

Treasure: None

Honor: Nil =L
Alignment: Always neutral -
Advancement: 9 1¢ HD (Huge) -

Santha Dherks

Many
Hiruma scours
have disappeared
dewn the gullet of

tI'I.E MONSTTONE §a I‘ishtl
denki. This bizarre swamp

beast, also known ac “the mueck
monster,” is shaped vaguely like a
salamander, with a head like a gigantic
clamghell. Tes cavernous maw is flled with
leng crocodile-like teeth. Its skin is slinvy and
green, usually covered with several inches of oozing
muck, which enables it to hide effectively in swamps or marshy
mud pools, It moves on four stubby legs with broad, webbed
Eeet and propels itself through the muck with a tail like an eels,
Sanshu denki lie patiently in pools of stagnant muck in the
Shadowlands, waiting for prey to happen by. They prefer
human flesh, but they will eat praciically anything, and have
been knowt o swallow a hurse and rider in a single bire,

COMBAT

Sanshu denki are quite adept at hiding in the muck waiting
for unwary passersby. The beast surges up out of the muck to
bite and grab prey in its cavernous maw, swallowing it whole,
and then disappears below the surface once ayain o guiedy
dipest its meal,




Blindsight (Ex): Sanshu denki have no eyes. They sense
their prey through their acute hearing and by sensing vibra-
tlons in the ground. Therefore, invisibilley and darkness are
irrelevant. This ability has a range of 60 ft, and the creature
need not make Spot or Listen rolls within this area.

Improved Grab (Ex): To nse thig ahility, the muck monster
mst hit with a successful bite against a creature of Large size
or smaller Tfir gets a2 hold, it can swallow whole in the follow-
ing round. The victim takes damage from the creature’s shock-
ing touch as normal,

Swrallow Whole {Exc): In the round after a victim 15 puccess-
fully grabbed in its mouth, the victim is swallowed whole. The
victim takes 1d8 hp of acid damage each round. A successful
grapple check allows a swallowed creature to escape to the crea-
ture's mouth, where it can make another grapple check to free
itself. A swallowed creature may use 2 Small or Tiny slashing
weapon to cut ieself eut. The sanshu denkis stomach lining has
AC 14 (4 natueal) and 12 hp, Hall of this dumage counts
against the creature’s total hit peints, Muscular action
closes any escape holes made once a creature has exited,
so unless multiple opponents hold on to one another
as they escape each must cut their own way free.
A sanshu denki's stomach can hold one Targe, two
meditm-size, thres Small, fve Tiny, seven [Hminutve,
or ten Fine opponents,

Shocking Touch (Bx): Any creature that dam-
ages the sanshu denki either with unarmed strikes
or with a metal meles weapon is subjected to a
shocking bolt of electricity from the creature’s skin
which does 1d818 electricity damage,

Skills: This creature gains a +8 racial bonus to Hide
checks while in a marsh or awamp.

SZIRYORKV NO ONl

Large Outsider (Evil, Oni, Shadowlands)
Hit Dice: 15d8+30 (97 hp)
Initiative: +0

Speed: 40 fr.

AC: 14 (—1 size, +5 natural)

Attacks: Slam +18/413/48 melee

Damage: Slam 1d8+4

Facc/Reach: 5 ft. by 5 ft. /10 £,

Special Attacks: Spell leech

Special Qualities: Damage Resistance 10/42 jade,
oni-qualities, soulbind, SR 28

Saves: Fort +11, Rel +2, Will +12

Abilities: Str 18, Dex 10, Con 14, Int 19, Wis 17, Cha 12,
Tainr &

Skills: Bartle +21, Bluff +19, Diplomacy +23, Knowledge
(maho) +22, Knowledge (Shadowlands) +22, Listen +21,
Search +27, Sense Motive +21 , Spellcraft +22, Spot +21

Feats: Uleave, Improved Critical (slam), Power Attack,
Weapon Focus (slam)

Climate/Terrain: Shadowlands
Organization: Sclitary
Challenge Rating;: 15

Treasure: Standard

Honor: Always 0

Alignment: Always lawful evil
Advancement: 16—45 HD (Huge)

Seiryuku no Oni are the strategists and thinkers of the
Shadowlands. While capable of handling themselves in direct
combat, they prefer to manipulare and conrrol thelr minlons
from the shadows. Furthermore, they can manipulate the
power of the kami to serve their own ends, siphoning the
magical energy inaspall to gain power.
Fhysically, Seiryoku no Uni are hideowus, even by the twisted
standards of the Shadewlands. They are chitinous masses with
four hoofed legs, and a long neck from which protrudes a
human head that writhes and twiste in constant pain.
Seiryoku ne Oni are among the moest intelligent of Fu Lengh
spawn, and spealk a wide variety of languages. Most often, they
serve the oni overlords in a strategic role, organizing the logis- |
tical aspects of their wars, They prefer
.. to aveid direct combat if arall
possible, but are not remotely

helpless.
COMBAT

Beityoku no Oni
despise hand-to-hand
fighting and often
have other oni, ogres,
or bakemono as body-
guards, I forced into a
fight, however, Seiryoku
no Oni will use its magic
absorprion ability o even
the odds.
Spell leech
(Su): Setryoku no Oni
are highly skilled at manipu-
lating magical energy Any time a
spell of any type is cast within 100
teet of a Seirpoku no Oni, the
Seiryoku can choose to gain one
of the following: +2 enhance-
ment bonus to any ability score,
+2 enhancement bonus to
attack rolls, +1d10 temporary hit
points, or +2 enhancement
bonus to armor class AC. These
benefis last for 2dé rounds.
Oni gualities: Oni out-
siders have a number of abilities.
( See the introduction of this book, page 5).
Soulbind (Ex): A Seiryoku no Oni
can enforee its will upon one willing subject at a time. Viaa
process that requires one hour and physical contact with the
Seiryalo, the oni implants a bit of itself in the subjecr. There-
after, the Sairyoloy can control and monitor the subject asif a
dominate person spell had been cast upon them by a 20th level
sorcerer, The subject iz not allowed Will saves to resist the
onis control, and the ettect cannot be diepelled by any means
other than killing the oni, The Seiryolu usually achieves this
bond by torturing the subject, then ceasing the torture when
they agree to allow the cffect. The Seiryoku no Oni's human
face always resembles that of their soulbound subject, and the
subject also grows a small deformity that resembles the oni
{usually a boil or scaron their tongue, hand, or other easily
concealed are).
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SHADOW B=AST

Large Aberration (Shadowlands, Lying Darkness)

Hit Dice: 4d8+11 (29 hp)

Initiative: 13 (1 size, +4 Dex)

Specd: 40 fr.

AC: 13 (1 size, +4 Dex)

Artacks: 2 claws +6 melee, bite +1 melee

Damage: Claws 1dé+4, bite 2dg+2

Face/Reach: 5 [i, by 10t/ 5 1.

Special Attacks: Energy drain

Special Qualities: Damage reduction 10/+2 (crystal),
shadow walk

Saves: Forr +5, Bef +3, Will +1

Abhilities: Str 19, Tlex 17, Con 14, Int 3, Wiz 10, Cha 3, Taint 1

Skills: Hide +9, Mowve Silently 49

Feats: Multiattack

Climate/Terzain: Any
Organization: Solitary, pack (2d12)
Challenge Rating: 7

Treasure: Mone

Henor: Always 0

Alignment: Usually neutral evil

Advancement; 5-8 HD (Huge)

Although both wish o destroy
the Empire, the forces of the
Shadowlands and the minions of
the Lying Darkness often find
themselves at odds with ane
anather. Arguably the less power-
ful af the two, the Lying Dark-
ness must take itz victories
where it can. Whenever pos-
sible, it consumes and corrupts
the creatures of the Shadowlands,
converting them inte its minions
and subverting their wills to its
own. Such creatures are known
a3 shadow beasts.

Although shadow beasts vary
considerably in appearance, the
most common type is @ quadruped,
roughly similar in size and shape 1o
that of 2 large hunting animal. Many of the
lesser Shadowlands beasts that fall to the Lying Darkniess are
reshaped into this image for reasons known only to Nothing,

CORMBAT

A shadow beast leaps into combat, striking with claws, and
then biting. They typically use their energy drain attack to
suften up foes before artacking, although sometimes they wait
and use It on wounded or dying foes instead.

Energy Drain (Su): A shadow beast can spray the sub-
stance of the Iying Darkness from its mouth, Three times par
day, 2 shadow heast can hreathe a cone of shadew, which
reaches out 30 feet to a width of 10 feet. Creatures struck by
this shadow blast suffer 2 negative levels, Creatures reduced to
0 levels by this attack immediately gain the datkness—spawn
template, The Fortitude save to restore the lost levels iz 13,

Shadow Walk (Su): A shadow beast has the ahility ta meld
with the shadows themselves, hecoming sighificantly harder
to find and damage. When standing within any deep shadew
or darkness, the shadow heast gaing +4 to all Hide and Move
Silently checks, plus ite damage resistance increases to 25/43
[erystal).

Vengeful Howl (Su): Shadow beasts derive their strength
from the Lying Darkness, and though they bear the Dark
Lord’s taint, they oppose him, Twice per day as a standard
action, the shadow beast may howl a war cry that does 2dé
damage to all Shadowlands creatures within 100 yards
(re 55 of DR). For each creature so affected, the shadow
beast gains a +1 profane bonus to all artack and damage rolls
for one hour,

~ SHIYORRAI

Medium-Size Undead (Incorporeal,
Shadowlands, Spirit)

Hit Dice: 2d8+3 (12 hp)
Initiative: 10

Spced: Fly 60 fr. (pecfect)
AC: 13 (+3 deflection)
Attacks;

Damage: —

Face/Reach: 5 fi. by 5 f./5 fr.
Special Artacks: Spell-ltke abilires
Special Qualirles: Undead, incor-
poreal, dream feeding, create spawm,

telepathy

Saves: Fort +0, Hef +3, Will +8
Abilities: Str—, Dex 16, Con —, Int §,

Wigis Chai7 Taint 0

Sldlle: Bluft +10, Diplomacy 49, Hide 47,
Intimidate +8, Listen +8, Sense Motive 47,
Spot +8
Feats: Alertness, Skill Focus (bluff),
Weapon Finesse (incorporeal touch)

Climate/Terrain: Any land and
underground
Organiration: Solitary
Challenge Rating: 3
Treasure: None
Honor: Always o
Alignmenst: Always neutral evil
Advancement: 3—6 HT)
{(Medinm-Size)

Shiyokai are the stealers of dreams. They are spirits who
entered Yume-do, the Realm of Dreams, through the dark
realm of Jigeku, Before their deaths, shivokal were humans
who died bitterly, their dreame unfulfilled, Now they feed
upon the dreams of others. Shiyolkai roam the werld, caught
between Jigoku, Yume-do, and Ningen-do, voraciously
feeding upon mortal drcams. They are the mortal enemies of
baky, and the two creatures attack one another on sight.

When visible, shiyokai appear human, with elongated and
gaunt bodies, From the waist down, they trail off inte
nothingness, Their eyes are solid, glowing vrbs, with no pupils
or other features,




Shiyolrsi only enter the Bealm of Mortals during the night,
They come to the mortal world to feed on human dreams,
sapping their victims of willpower and vitality. When they
have finally stolen all the decams that 8 men or woman is
capable of having, the victim joins the shivoksi in undeath,
cotipelled by the same hungen

At dawn, shiyokai return to Yume-de, there to
await the next night so that they may feed again,
Shiyokai conununicate telepathically, innately
understanding the languages of all ceeatures,

COMBAT

Getting a shiyokai into direct combat is a diffi-
cult proposition. They are loath to be seen by
mortals; and go to great lengihs to aveid direct
contact. They prefer o lull their victims to
sleep and then feed.

Create Spawn (Su): Crealures reduced w
zero of fewer experience levels as a result of
having their dreams stolen die, and thelir
souls return the next evening as shiyolad,
Shiyokai have no inherant control over
their "progeny” as some other
spawned undesd do.

Dream Feeding (Su): Shivolai
are compelled by an unnatural
hungor to feed upon the dreams of
mortal men and women. Bach
hour that a shiyokai feeds upon a

Shiykai

slecping targct, that victim gains one negative experience

level as his dreams, aspirations, and memorics are sucked
away. The Fortitude save to remeve the negative level hasa DC
of 15,

Incorpureal: Can be harmed only by other incorporeal
creatures, +1 or better magic weapons, jade, or magic, with »
50% chance to ignore any damage from a corpoereal source
{except Jade). Can pass through selid objecis
at will, and its own attacks pass through
armar. Always moves silently ;

Spell-like abilities: at will — detect
thoughts, improved smusibelity (self anly), lesser
geas, sleep, suggestion. These abilities are as the
spells cast by a 10th level sorcerer (save DC
13 + spell level). All of these spells are
considered maho, though the shiyokai
does not need blood to cast them. 7
The only command that & shiyekal can’ |
give with its lesser geas ability is for the '
target to immediately go to sleep, :

Telepathy {Ex); Shiyokai can
vommunicate mentally with
any creature within 100 feet
thar speaks a language,

Undead: Immune o
mind-influencing
effects, poison, sleep,
paralysis, stuinning,
and disease. Mot sub-
ject to critical hits,
subdual damage, ability
damage, energy drain, or
death from massive

d i
orege Shuten dugi

SHUTZN DOJ}

Medium-Size Undead (Incorporeal, Shadowlands, Spirit)
Hit Dice: 5d12 (32 hp)
Initiative: +)

Speed: 30 fi

ALC: 14 (44 natural)
Attacks: —
Damage: —
Face/Reach: 5 fr. by 5 ft./5 ft.
Special Attacks: Possession, spell-like
abilities
Special Qualities: Incorporeal, spirit
qualitics, undead
Saves: Fort +1, Ref +1, Will +4
Abilities: Str 12, Dex 10, Con —, Int 10,
Wis 10, Cha 16, Taint 5
Skills; Bluff +14, Diplomacy +11, Knowledge
{mahe) +8, Listen +5, Sense Motive +9
Feats: Combat Casting, Tron Will

Climate/Terrain: Any land and underground
Organization: Solitary

Challenge Rating: 12

Treasure: None

Honor: Always

Alignment: Always chaotic avil

Advancement: 6-15 HD (Large)

The shuten doji are the most seductive and corrupting of the
evil apirits spavwned by the Shadowlands, They are gleeful and
malicious, delighting in the corruption and destruction of
innocent lives, and feeding on the misery of others,
Shuten doji first came into being during the first war with
Fu Leng during the dawn of the Empire. Three immensely
powerful spirits; the Gest shuten dofi, were sent (rom Jigoku
to aid Fu Leng in his war. These spirits, known as Fear,
Desire, and Regrer, wrought havoc through the Bmpire
until the conclusion of the war, ar which time they
returned to Jigoku. Their spawn, however, remalned
in the mortal realm and have spread corruption
thranghout mankind ever since. Fortunately for
Rokugan, shuten doji remain relatively rare.
Shuten doji are invisible and incorporeal
: It perceived via magical means, they appear as 2
o cloud of thick, roiling black smole with 4 pair of

glowing red eyes.
CORMBAT

Shuten doji do nat enter combat tnless
possessing another creature. If attacked in
their natural form, they flee immediately.

Incorporeal (Ex): Shuten doji can

only be harmed by other incorporeal
etestures, nemuranai of +1 or batter, or
magic. Any ::ﬂrpowal wWeapon, even e
magical one, has only a 50% chance of
damaging a shuten doji. The spirits
can pass through solid cbjects at will,
ignore all apmor with their own incor-
poreal touch, and always move

silently




Bpssession (Sp) Shuten duji possess the ability to enter the
budies of other creatures and assume conrrol of thetr physical

form. Thiz ability functions as the spell magic jar, except that *

the shuten dofi requires no receptacle and the host's mind 1z
simply suppressed (Wil save DC 18). This spell talces effert as
if cast by a 12th level sorcerer. If at any point the host body of
the shuten doji is slain, the shuten doji is expelled unharmed.

Spell-like Abilities: The shuten doji may cast any maho
spell up to level 7 as many as three times per day per spell as if
it were a sorcerer of 14th level.

Spirit Qualities (Ex}: A o spirit, shuten doji gaina +4
racial bonus against all enchantment effects except those of
other spirits. Shuten Dofi can sensc any passages to Jigoku
within one mile.

Undead: Immune to mind-influcncing effects, poison,
sleep, paralysis, stunning, and discase. Mot subject to critical
hits, subdual damage, ability drainage, eterzy dwin, or death
from massive dumage.

SODATSV NO OrIu

Huge Aberration (Evil, Oni, Shadowlands)

Hit Dice: 8d2+40 (76 hp)

Initiative: +1 {Dex)

Speed: 30 .

AC: 14 (-2 size, +1 Dex, +5 natural)

Attacks: 3 tentacles +12 meles

Damage: Tentacle 2d4+8

Face/Reach: 15 fi. by 15 f1./10 fi.

Special Attacks: Frighuul presence

Special Qualities: Damage resistance 10/4+2 (jade), magle
absorption, shield

Saves: Fort +11, Ref+3, Will +

Abilities: Str 26, Dex 12, Con 20, Int 10, Wis 17, Cha 11,
Taint &

Skills: Craft (trapmaking] +5, Listen +8, Spot +8, Search 45,
Knowledge (Shadowlands) +4

Feats: Alertness, Power Attacl

Climate/Terrain: Any land and underground (primarily
Shadewlande)

Organization: Solitary

Challenge Rating: o

Treasure: None

Honor: Always ¢

Alignment: Always chaotic evil

Advancement: 916 HD (Huge), 17-24 HD
{Gargantuan)

Sudatsu no Oni is a bulbous mass of evil
slime without a constant shape or size.
It cozes as it moves, reshaping itself as it

sees fit. While awkward, the oni can
reach a good clip as it extends
and retracts pseudopods to
maove along It ic an amor-
phous black mass with few
distinguishing features, gave
the evee and tentacles
congtantly  shifting

across its slick surface,

Trespite ifs size and appearance, Sodatsu no Ond are 3 intel-
ligent as any other, aften setting devious traps for its enemies
and luring intruders into the reach of their more powerful
cougins. However, when they sense an advantage, they are as
eager to kill as any ather oni, and take the same delight in it.
Mot having any kind of vocal organe, Sodateu no Oni are
incapable of speech, though they understand Rokugani and
Omi languages.

Asg part of the upper echelon of the twisted ceology of the
Shadowlands, Sedatsu no Oni have no real life cycle.
Like other oni, they do not die of natural causes, and need no
sustenance save pain and terror, While they are capable of
devouring living beings to grow, they do not need o doso in
order to survive, They are created by the first Sodatsu no Oni,
who emerged (rom the pit in ages long forgoren, As fearsome
as the lesser Sodarsu no Oni are, thelr progenitor must be

earthshakingly powerful

COMBAT

Sedatsu no Oni attack by creating tentacle-like pseudopods,
which they flail at opponents mercilessly, Once an opponent
is immobilized, the oni engulfs it, processing and adding the
eOemy's mass to its own, Because of thelr size and immunity
to magic, Sodarsu no Oni rarely have reservations about
ENEAZINE AN oppPonent.

Frightful Presence (Ex): The appearance of 2 Sadatsu no
Ui is so unsettling that anything within a 60-foot radius that
sees it must succeed at 2 Will save (DC 16) or become Fright
anad.

Magic Absorption (Su): Sodatsu no Oni are completely
impervious to magic attack. In fact, any magic (divine or
arcana) cast on them fails, and the oni benefits from the
energy uged. A epell cast on a Sodatsu no Oni has one of the
following effects (DM choice): add the spells level to its AC
for 3 rounds, regain hp equal to rwice the spell's level, or add
the spell's level to its damage bonus for its next artack.

Shield (Ex}: A Sodatsu no Oni is capable of creating «
shield on one side, using stolen magical energy, As @ partial
action, a Sodatsu no Ond cay prevent attacks vn one side of its
body for the nexe 2 counds. During this time, all attacks on
that side automatically fail. Only one shield can exist ar a time,
and the oni must wait a round after a shield lowers before
raising ir agaln.




Spirit Hownd

S7IRIT HOVILD

Medium Magical Beast

Hit Dice: 5d10+5 (32 hp)

Initiative: +4 {Dex)

Speed: 40 fi,

AC; 22 {+4 Dex, +4 natural, +4 partial aomeor)

Artacks: Bite +5 melee

Damage: Bite 2dé+2

Face/Reach: 5 fr. by 5 fr./s fu.

Special Artacks: Fear, feed on fear

Special Qualities; Scent

Saves: Fort +5, Raf +8 Wil +2

Abilities: 5tr 15, Dex 18, Con 13, Int B, Wis 12, Cha g

Skills: Hide +13, Listen +5, Move Silently +8, Spot +3,
Wildetness Lore +1%

Feats: Track

Climate/Terrain: Toshigolou, any land and underground
Organization: Solitary, pair, or pack (416}
Challenge Rating: &

Treasure: Mone

Homnor: Usually 1

Alignment: Usually neutral evil
Advancement: +8 HD, Large

When soldiers die on the battlefield, it is oot
uncommen for their horses, falcons, watdogs,
or other creatures to be slain alongside them,
1Inlike most creatures, however, the intense
bond of the wardog occasionally means that these
creatures follow their masters into the afterlife.
The fierce and savage warriors who find them-
selves in Toshigoku sometimes take their loyal
hounds along with them on the journey, These
faithful animale are changed by the hellizh
Realm of Slaughter, transformed into celd
and calculating beasts who hunt and kill
for all eternity.

Spirit hounds appear to be huge
dogs of dull silver color. Their eyes
glow a pale blue and gleam with
terrible intelligence, Spirit
hounds cannot speak, but under-
srand Rokugani, Like Toshigoku
spirits, most spirlt hounds
exist partially in both
realms, and do not undet- :
stand cammands given by
anyone not also dwelling in the

Realm of Slaughter.

COMBAT

Spirit hounds attack in packs, surrounding an enemy when-
ever possible and using hirand rmun strikes to wear down theic
defenses. When the opponent 1s exhausted from the pack
artacles, the hounds all attack simultaneously, feasting on the
flash of their defeated enemy.

Fear Aura (Su): Spirit hounds make a ghastly haying which
can he heard for 2 mile or more. Creatures wha hear this
sound must make a Will save (DC 10} or become panicked
This is a sonic attack,

Fead on Fear (Ex}: Spirit hounds can sense Fear, and it
drives them into a frenzy Spirit hounds receive a +1 morale

bonus to all attack and damage roll: made againet a creature
that is frightened or panicleed.

SWAR? GOBLIN

Small Humanoid (Aquatic, Goblin, Shadowlands)

Hit Dice: 1d&+1 (5 hp)

Initiative: 45 (+1 Dexw, +1 Improved Initiative)

Spead: 30k, swim 30 ft.

AC: 11 (41 size)

Attacks: Club —1 melee, or wakizazhi —1 melee, or katana —1
melee

Damage: Club 1de 1, wakizashi 1d8—1, or katana 1d10-1

Face/Meach: 5 fr, IJ}’ sffsfr

Special Qualities: Darkvision 50 fr., moisture scnsitivity

Saves: Fort +5; Ref +1, Will +0

Abilities: Str 9, Dex 13, Con 12, Int 10, Wis 9, Cha 5, Taine 2

Skills: Hide +4*, Spot +2

Feats: Improved Initistive

Climare/Terrain: Shadowlands swamps and marshes
Organization: Pack (3-10), family (11-50), rribe
([ 50}
© Challenge Rating: 4

Treasure: None

Honor: Usually 0
Alignment: Often chaotic neutral

Advancement: By character clacy

Like the misnamed mountain goblin, this
iz another race that bears superficial
resemblance to gobling or bakemono, but
is probably an cntirely different species.
The average swamp ga‘ﬁlin stands three to
four feet tall, with long spindly arms and
legs, webbed fingers and toes, and short,
bulbous wsos. Sitvated on eithier side
of their broad, flat heads are pink-frilled
protuberances that are often mistaken for
4 goblin’s ears, probably contriburing to
@ their misnomer. These are, in fact, gills.
: Their glowing yellow eves are set wide
and pratrude almost to the sides of the
head, much like fish eyes Swamp goh-
line have twa sets of ayelids, the inner
set of which is clear, and no discernible
noee, meraly two slits that they can open or
close at will, Their skin, which ranges in color
from mottled yellow to bluish green, is scaly like a lizards and
usually covered in moist swamp-slime.
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These crearuzes are considered by the Kuni to be ralatively
benign, While they can be dangerous in numbers if provaked
orif food supplies are scarce, they are not aggressive by nature.
They prefer to avoid eombat if passible, but they are driven by
an almaost insatiable curiosity. Anything shiny or sparkling
immediately attracts their attention, and they have been
known to steal trinkets or bottles. Swamp goblins are more
intelligent than normal gobling, and some have learned bits of
Rokugani language simply by listening to conversations.
While they are cautious, they are not necessarily timid. They
have been known to boldly approach Crab patrols and attempe
to take shiny objeets. However, while they may be considered
benign with respect to other Shadowlands creatures, they
have voracious appetites. If food becomes scarce, they will
not hesitate to eat their dead. They will most certainly
feed upon human flesh if given the opportunity.

COMBAT

If attacked without provocation, swamp goblins
attempt to flee into the swamp bogs and hide
below the surface. However, if they are angered |
they will fight back with makeshift clubs or stolen
weapons,

Amphibious (Ex): Swamg poblins have gills as
well as lungs that allow them to survive just as
well in the water 4s in the open air.

Moisiure sensitiviry (Ex): A swamp goblin
must wet 15 gills and flesh once per hour. Every
hour it does not do so, it suffers 2 points of temporary Consti-
tution damage.

Skills: Swamp gobling receive a +4 racial Hide bonus in 2
swamp or marsh.

SWARY GOBLIN SOCIZTY

Swamp goblins lve in loose-knit family or tribal groups,
They have little or no organization, and live s mainly nomadic
existence, moving through Shadowlands swamps in search of
food.

P R

SWAM?Y GOBLIN
CHARACTERS

Swamp goblins rarely have the drive or motivation to study
a proper character class, Those few who do so become fighters,
the tavored clags of their race,

SWAM? S?PIRITS

Small Fey (Shadowlands, Spirir)
Hir Irice: 2de+2 (9 hp)
Initiative: +8 (+4 ey, +4 Improved Initiative)
Spead: 30 ft Ay &0 ft. (perfect)
AC: 18 [ +1 size, +4 Doy, +3 natural)
Attacks: Slam +1 malea
Damage: Slam 1d241
Face/Reach: 5 fr. by 5 fi/s fi.
Special Attacks: Burn, spell-like abilitics
Special Caalities: Darkyvision 60 ft., skills
| Saves: Forr +2, Bef +6, Will +3
' Abilities: Str 12, Dex 19, Con 12, Int 9, Wis 10,
Cha 12, Taint's
Skills: Hide +8* Listen +8, Seairch +3, Spot +5
Feats: Improved Initiative

Climate/Terrain: Shadowlands, any corrupred land
and underground

Organization: Sclitary or swarm (5-30)

Challenge Rating: ¥

Treasure: Standard

Homor: Always 0

Alignment: Usually chaotic evil

Advancement: 3-4 HD (Small)

Commonly referred to as swamp spirits, these entitics are
actually malevolent nature kami that have succumbed to
corruption, While individually weak, they make up for it in
their numbers and malevolence. Swamp spirits have an
intense hatred and jealousy of the pure and natural, and glee-
fully atrack anything they can overpower.
Swang spirits are spiteful, cunning foes,
and vecasionally use pack ractics o over-
whelm more powerful enemies,

Physically, swamp spirits appasr as
glowing orbs of fire with ayes or as tiny
. green humanaid figures. They are

o k1l roughly 3 feet tall in either case,
o A /M and appear primarily at night orin

%@"‘J B darkness. SEramp spirits can spealk,
and often use language to lure
anamies into traps. They speak the
language of the kami, Their voices are gravely and hoarse,
reflecting their fall from grace.

CORMBAT

Swamp spirits, having lost their spiritual and pure nature,
have no reason left to exist. They despise all other living
beings, and attack them with little regard for anything
but destruction. While they will act to preserve their own
exigtence, it is only for the opportunity to kill others. Danger-
ous foes in large groups, swamp spirits are sometimes
commanded by oni or maho-tsukai, who use them as cannon

il




fodder, They consent 1o this vnly because It gives them the
eppormunlty to hurt more pure souls,

In 2 fight, they use their spell-like abilivies to confuse oppo-
nents. Recause of their appearance, swamp spirirs like o use
dancing lights to make opponents think there are more of them
than there actually are, or to hide their true location.

Burn (Su): Swamp spirits, though corrupted, arve still
spirits, and theit primary form of attack is a type of buttn to the
soul. On contact with a living being, the kami does 1d4 fire
damage. The target must make a Reflex save (DC 15) or catch
on fire. Swamp spirits ate incapable of igniting dead or
inorganic mattér,

Skills: Swamp spirits receive a +4 racial bonus to all Hide
checks in forested or swampy environment.

Spell-like abilities: At will — dancing lights, hyprotism;
3/day — invisibility (self only). These are as the spells cast by
a 5th level sorcerer (save DC 11 + spell level).

TADARA RO ONl

Gargantuan Qutsider {Oni, Evil, Shadawlanﬂs}
Hir Dice: 16d8+112 (184 hp)
Initiative: -2 (Dex)
Speed: Fly 20 k.
AC: 14 (—# size,—2 Dex, +10 natural)
Aitacks: 2 claws +21 melee, bite +19 melee, teil +19 melee
Damage: Claws 2d6+11, bite 2d8+5, tail 2d8+16
Face/Reach: 20 [t by 20 ft. / 20 f.
Special Qualities: Dumage
Resistance 15/+2 (jade),
oni qualities, SR 20, spell enhancement
Saves: Fort +17, Ref +8, Will +10
Ahilities: Str 32, Dex &, Con 24, Int 10, Wis 10, Cha 10, Taint 7
skills: Knowledge (arcana) +16, Knowledge (Hgoku) 415,
Knowledge (mahn) +16, Knowledge (Shadowlands) +1e,
Listen +16, Search +14, Spelleraft +14, Spot +16
Feats: Alertness, Dodge, Flyby Attack, Mobility, Multiattack

Climate/Terrain: Shadowlands, ligoku
Organization: Solitary, plus 3-12 spellcasters of 1st—6th level
Challenge Rating: 10
Treasure: Mone o
Honor: Always 0 #
Alignment: Always lawful evil
Advancement: 1748
(Gargantuan}

Tadaka no Oni resemble large
green slugs with rentacles and
sharp fangs, floating lazily through
the air. Though it looks rather
harmless, itz sheer size makes it
quite intimidating The first
Tadaka no Oni was summoned
during the Clan War by Phoenix
Thunder Isawa Tadaka with the
assistance of other Elemental
Council members. After the Elemental
Masters began to open the Black Serolls,
they wished for a source of more =%
information about the forces of Tigoku, T
Oni given physical form are always

a product of their creator’s desires, and to this end the Tadaka
o Ond was a fountain of information on the armics of the
Shadowlands and boosted the magical power of the
Blemental Masters. Of course, this power came at a price,
and the oni’s existence only hastened the downfall of the
Elemental Council,

The original Tadaka no Oni was eventually destroyed,
but it iz uncertain whether it was slain in rime to prevent it
gaining power over Tadaka’s name. More of these crearures
could exist in the depths of Jigoku, waiting for another foolish
teuirai to summon them forth,

COMBAT

Tadaks no Onl prefer 1o rely upon their minions, wmplifying
their magic while they linger in the background. Those who
cloge to artack the oni itself will find that they are capable
combatants, for their sheer size gives them incredible physical
power,

Oni Qualities (8u): Oni cutsiders have a number of
abilities, [ See the imtroduction of this book, page 53 Tadalea no Oni
do not possess the alternate form abiliry:

Spell Enhancement {Su): The oni can increase the power
of any spellcaster (arcane or divine) whio touches it physically
and willingly draws upen its power (the oni may deny this
effect if it wishes). For twenty four hours afterward, the gaine
3d10 temporary hit points, casts all spells as if he was five
levels higher, and gains an additional spell slot on each level.
This effect also gives the spellcaster 3d4 points of Shadow-
lands Taint, A spellcaster may only receive this effect once
every 24 hours,

If the onl is slain, all spellcastens still alfecied by this power
suffer 3ds temporary Charisma damage and are stunned {or
1d4 rounds. This ability has no effect on non-spellcasters,

{ESASV

TR

Small Plant (Shadowlands)
Hit Dice: 1d6+1 (5 hp)
Initiative: +1 (+1 Dex)

Speed: 0 [1,

AC; 12 {+1 size, +1 Dex)
Attacks: Slam +0 nielee
Damage: Slam 1d4
Face/Reach: sft by s fr./5 .
Special Arracks: Paralysis, acid

i Special Qualiries: Plant
% 0 Saves: Fart +2, Will +0, Ref +0
A< Abilities: Str 11, Dy —, Con 12, Int —,
Wis 10, Cha 10, Taint 5
Slkills: Mone
Feats: MNone

Climate/Terrain: Shadowlande
Organization: Solitary, patch (5-15)
Challenge Rating: 2
Treasure: Moth coing
Honor: Nil
Alignment; Always neutral

Advancement: None

Tlespite its innocuous appearance, this simple plant
has claimed the lives of many samurai in the Shadow-
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lands. Like most thriving plants within those corrupted lands,
the takesasu has developed 2 particularly offensive means of
gaining nutrients: consuming the flash of other creatures,

The takesasu bag a barbed tip that containg a powerful para-
lytic toxin. Whenever it senses movement within five feet, it
laghes out and attempts to inject the toxin into its prey. Crea
tures who succumb to the toxin find themselves completely
poralyzed while the plant pumps digestive acids into thelr

stem, eventually breaking down their body into sludge to be
absorbed by the takesasu,

The takesasu appears to be a wll, dead salk. A single vine
hangs from the tigid stalk, with a bulb amached 1o the end.
This tendril lishes out ar anything thar approaches. The
bulb extends irs spike whenever the plant detects
Moo,

COMBAT

The takesasu is mindless, reacting only to
the presence of Life, It will attack any foe;
regardless of stee or numbers,

Acid (Ex); If the rakesasu’s barh
temaing in a paralyzed creature’s flesh,
the plant injects an acid into its
victim. This acid eauses 1d&s damage
per round unril the bark is
removed or the creature diss.

Blindsight (Ex): Takesasu have
no visual organs but can detect all
Foes within 10 feet using sound and
vibration.

Paralysis (Ex): This ability
requires o successful slam attack by the
talcesasu. After a successful attack, the
takczasu uses its next action to inject a
powerful paralysis toxin. The victim must
make a successful Fortitude save (DG 35)
or become completely paralyzed. This
elfect lusts us long a5 the bark remains In
the creature. If the barb {5 removed, the
victim will overcome the effects of the
paralysis in ren minutes, although they
will suffer extreme nauses and vamiting
for four hours thereafter,

Plant: Plants are immune to paison,
sleep, paralysis, stunning, and polymorph-
ing effects. They are not subject to critical
hits or mind-influencing effects (charms,
compulsions, phantasms, potterns, and morale effects),

TANUKI

—— e
Medium-Size Fey (Spirit)
Hir Dice: 1de+4 (7 hp}
Initiative: =1 {Tlex)
Speed: 20 ft., climb 20 ft,
AC: 14 (=1 Iex, +2 natural, 43 ashigaru armor)
Attacks: Club +1 malea

Damage: Club 1dé+t

Face/Reach: 5 fr. by 5 fr. / S |,

Special Attacks: Spell-like abilities, rage
Special Qualities: Shapeshift, spirit qualities
Saves: Fort 15, Ref -1, Wis —1

Temchi — Baddger Spivit

Abilities: Stt 12, Dex 8, Con 12, Int 8, Wis 8, Cha 10
Ekills: Climb +9, Jump +5, Disguise +3, Hide +7,

Intimidate +7, Listen -1, Move Silendy +7, Spot ~1
Feats: Toughness

Climate/Terrain: Any land
Organization: Sulitary, or gang (2-5)
Challenge Rating: 1

Treasure: Standard

Honor: Always 2

Alignment: Always chantic good

Advancement: Hy character class

Tanuki are badger spirits from the Realm of
Chikushude. They are not a2 commeon in Rokugan as
their kitsune and bakenelko cousing, but tend to be
more gregarious than their rustic brethren, While kit-
sune are curious about the nature of human honor
and bakencko crave combat, Tanuki are more
hedonistic. They are outgoing, with a tremen-
dous appetite for food and drink, They are
also known for their tempers, and have a
reputation for reacting o greed, cruelry,
ur disrespect with Incredible savagery.
Like the kitsune, they can rake
human form bur are more closely
related to fey than shapechangers. Their
natural form is that of a small humanoid
hadger with an extremely round stomach.
Tanuki speak the languapge of
Chileushude,

CORBAT

Tanuki are fierce opponents, confronting
their opponents directly and attempting
to overwhelm them with raw physi-
cal power. If clearly outmatched,
they are not above annoying their
opponent with inane pranks and
escaping into the wilderness
until they can return with help.
Saves: Tanuki have a +2
tucial modifier to all Fortdtude saves.
Shapeshift (Ex): A tanuki can transform
into a badger at will, gaining the size, natural
attack modes, special attacks, special yualides,
and extraordinary abilities of thar crearure,
It can also take the form of @ portly medium-sized humanotd
badger. This form is identical to its normal form, save that the
tanuki can still use the badger's scent and rage abilities.
All mnuki also have a third form, that of a tiny ohject such as a
teapot, basker, or statue. In this form, the tanuki gains the size,
natural attack modes, special attacks, special qualities, and
extraordinary abilities of a tiny animated object. Its type
becomes "ronstruct” while in this form.

Skills: 1anuki have a +4 racial bonus to Climb, Hide, Intim-
idate, and Move Silently checks,

Spell-lilee abilities: 1/day — animal friendship, ghost sound,
silent image, and speak with animal: (canines only). Thesc spells
are cast as 4 sorcerer with equal HD to the tanuki (save DC 11),

Spirit Qualities (Ex): As spirits, tanuki are immune to all
charm effects except for those of other spirits, and are hedged
out by effects which hedge out outsiders, Tanuki can sense
any passages to Chikushudo within one mile,



TANUK] SOCI=ETY

Tanuki are not as social or close-knit as kitsune families. They
tend to wander off on their own, connecting very closely to
one or two deserving friends. In any given group of five or
more tanubi, there is at least one sorcerer or fighter of sth

level, and two sorcerers or fighters of 3rd level,

TANVK] CHARACTERS

A tanukis favored class is fighter, though most take at least 2
fow lavels of sorcerer, Tanulki are fond of spells that increase
their shapeshifting capabilities. Some tanuki have been
known to use their magic to masquerade as teapots, sake bot-
tles, and other inanimate objects,

TOSHIGOKV
SPIRIT

Medium-Size Undead (Incorporeal, Spirir)

Hit DHee: #1243 (55 hp)

Initiative: 45 (+1 Dex, +4 Improved Tnitiative)

Speed: 30 k.

AC: 18 (21 Dex, +7 spirit armot)

Attacks: Spirit blade +6 meles

Damage: Spirit Blade 141043 negative energy damage

Face/Reach: 5 ft. by 5 ft /5 ft.

Special Attacks: Spirit blade

Special Qualitics: Undead, incorporesl, spirit qualities,
spirit armor

Saves: Fort +2, Ref +3, Will +5

Abilities: Sir 15, Dex 13, Con — Int —, Wis 8, Cha 10

Feats: Improved Initiative, Power Attack, Toughness

Climate/Terrain: Toshigoku

Organizarion: Barallon (40-607 or army (60-1000)
Challenge Rating: 5

Treasure: None -
Honor: Ahwsys 1

Alignment: Always lawful svil

Advancement: Nons

The faceless spirits of Toshigolu are the final remnants of
those who died thirsting for blood, revenge, and death.
Even when they return to hount the mortal world, they only
partially exist here, comprehending only a fraction of what
they perceive. These maddencd spirits continually relive
the battles in which they died, marching forth in spirit
armies and perceiving any who stand in their path as a
long-dead eneny,

Hantei XV and many of those who followed him
hailed from the Bealm of Slaughter, but as a result of
their passage through Oblivion's Gate they were
restored to true life, once again able ro perceive the
world around them. They were no less bloodthirsty,
however, as the Realm of Slaughter seems to leave 1tz
mark on all those unfartunate enough to enter it

Toshigoku spirits speak Rokugani, as
they can often be heard shouting com-
mands to one another. They do not compre-
hend any words spoken to them by a crea-
ture not of their own realm.

COMBAT

‘These spirits tend to march forth in huge, ordered armies re-
fighting the hattles in which they died. They rely upon group
tactics and superior numbers to destroy their foes. When
slain, Toshigoku spirits simply fade to a deeper region of the
Realm of Slaughter to continue their Aght.

Incorporeal (Ex): Can be harmed only by other incorpo-
real creatures, 11 or better magic weapons, or magic, with
£0% chance to ighore any demoge from a corporeal source.
Can pass through solid objects at will, and its own attacks pass
through armor, Always moves silently.

Spirit Azmor (Ex): A Toshigeku spirit wears full samurai
aemor that is an extension of itself and thus cannot be dis-
armed or destroyed. Tt protects against both corporeal and
incorporeal attacks.

spirit Blade (Ex): A Toshigoku spirit wields a weapon (usu-
ally a katana) thar is an extension of itself and thus cannot be
disarmed or destroved. These weapons are incorporeal, ignor-
ing corporeal armor, negating damage reductlon, and inflicr-
ing negative energy damage on their target.

Spirit Qualities (Ex): Toshigoku spitits are hedged out by
effects which hedge out outsiders Toshigoku spirits can sanse
any passapes to Toshigolu within one mile.

Undead: Immune to mind-influencing effects, poison,
sleep, paralysis, stunning, and disease. Mot subject to critical
hits, subdual damage, anergy drain, or death from massive
damage.




TROLL, ROKVGANI

Large Giant (Aquatic, Shadowlands)

IFit Dice: 9d8+45 (85 hp)

Initiative: +0 (Dex)

Speed: 30 [, swim 3001,

AC: 17 (-1 size, +8 natural)

Artacks: 2 claws +10 melee, bite +& melee

Damage: 1d8+6 claw, 1d4+3 bire

Face/Reach: s ft. by s fr. /104t

Special Qualities: Tlamage Reduction 5/— underwater
movement

Saves: fort +11, Hef +3, Will +5

Ahilities: Str 22, Diax 10, Con 20, Int §, Wis 14, Cha 5, Taint 2

Skills: Hide +07, Listen +3, Move Silently +4% Spot 43

Feats: Cleave, Multiattack, Power Attack

Climate/Terrain: Shadowlands

Organization: Solitery, brood (2-7), or pack
(8—20)

Challenge Rating: 7

Treasure: Mone

Honor: Usually 1

Alignment: Always neutral

Advancement: 10-16 HD (Large),
1527 (Huge)

Trolls are large, flabby, green-
skinned humanoids that live deep
in the swamps and seas of the
Shadowlands. Though thair size
and strength is impressive, they
are remarkably reclusive. They
avoid other denizene of the
Shadowlands, behaving submis-
sively toward agres, oni, and other
powetful beasts. Unicorn scholars
believe that the trolls were not
always aquatic, and once pos-
sessed intelligence far greater
than dhey display woday. They
believe that the fantastic
archirecture and magic
found in borh Volturnum

and the Ciry of Might were the
resule of a fallen troll civilization.
The Nezumi and free ogres agree
that the trolls were once very intelligent, but fell inte barbarism
many centuries ago after their conquest by the ogres,

CORBAT

Trolls are retarkably timid, preferring to avoid conflicr unless
their forces are clearly superiar, or unless their territory is
invaded (trolls are Aercely territorial), When hunting, they
travel in packs and wait until the right moment to strike,
Once combat is joined, they fight furiously, but not foolishly.
Trolls seldom fight to the death, and attempt to rescue
wounded brethren betore retreating,

Damage Reduction (Ex): Similar to the barbarian elass
ability, the flabby flesh of a troll is highly resistant to damage.
These ereatures ignore the frse five points of damage from
any source.

Rodwganm Troll

Skills: Trolls gain a +8 racial bonus to Hide checks and a +4
racial honus to Maove Silently checks when in swampy or
Aquatic tercain.

Underwater Movement (Ex): Though they do not possess
gills and cannot breathe water; a troll can hold its breath for
nearly an hour and is quite comtbortable even in foul or pol-
luted water. Trolls fight with no penalties when underwater.

TSUCHIMON

Large Aberrarion
Hir Trce: 9d&+18 (54 hp)
Initiative: +5 (+1 Dex, +4 ITmproved Tnitiative)
Spesd: 50 ft., burmow 20 ft
ALC: 16 [~1 size, +1 Dex, +£ narural)
Attacles: 4 lags +9 melee, bite 47 meles
Damage: 1d8+4 leg, 3d4+2 bite
Face/Reach; 10 ft. by 20 f. /10 &,
Special Attacks: Cold rush, improved
grab, molten spittle
Special Qualitics: Light sensitivity,
tremorsense
Saves: Fort +5, Ref +4, Will +6
Abilities: Str 18, Dex 12, Con 15, It 4,
Wis 10, Chu 8
Skills: Hide +1% Listen +8, Spoc +8
Fears: Improved Initiarive, Muldatrack

Climate/Terrain: Any subterransan

Organization: Saolitary, family
(3—4), or colony (7-15)

Challenge Rating: ¢
Treasure: Mone

Honor: Mil
Alipgnment: Abways

: neutral

Uil Advancement: 10-1¢

t HD (Large) 1927

: {Huge)

The tsuchimon is a bizare
creature vecasionally found
deep in mountain caves. It is a
large, blue skinned creature
with pulsating red eves and
dozens of long, spindly legs upon
which it scurries like a centipede.
The front four legs are arranged in a starlike pattern and are
tipped with diamond-sharp claws, with which it bureows
through the earth,

Teuchimon are particularly fond of the taste of pold, which
has an almost narcotic effect upon their system. More than
one geld mine in the mountaine of the Dragon has been aban-
domned after viclent run-ins with 4 eolony of these creatures,
These creatures never attack zokujin, and are occasionally
domesticated by frec zokujin teibes.

CORBAT

Tsuchimon are normally docile, feeding only upon rocks and
minerals which they digest in their furnace-like stomachs,
They have a pathological hatred for light, and a taste for gold.
They will attack eny creaturcs whe pass through their



territory carrying lght sources or over
twenry pounds of gold. They usually
burrow through the sarth around an
intruder, attempting to collapse a
tunnel upon them. I this is
impossible they confront the
intruders directly, attacking those
nearest the light Brer, Aghring with
insane fury until their opponents are
dead or until all light sources are doused
and all gold has been surrendered.

Gold Rush (Ex): After consuming _
at least twenty pounds of gold, a / '
Tsuchimaon gains a +4 alchemical i
bonus o Steength, Dexterity, and
Constitution fur one hour, At the
end of this time, the Tsuchimon
falls into a deep sleep for six
hours. A Tsuchimon can sense
twenty pounds of gold or more
up tn 100 feet away, and immedi-
ately charges and attempts ta con-
sumne the metal even at the cost of
injury to itself Tsuchimon under the
effects of the gold rush never use their molten ;p:[ttle ability

Improved Grab (Ex}: To use this ability, the Truchimen
must hit a Large or smaller opponent with two leg attacks, Ifit
gets a hold, it inflicts sutomatic bite damage svery round.

Light Sensitivity: Tsuchimon despise bright lizht. In
bright light (such as the radius of a daylight spcll) the Tsuchi-
men has a —1 1o all attacks and tay only take partial actions.

Molten Spittle (Ex): A Tsuchimon can vomit the molten
contents of its stomach once per day, This is effectively a
breath weapon, a 20-fvot cone inflicting 5d4 damage (Reflex
save half, DC 14),

skills: The Tsuchimon gains a +15 racial bonus to Hide
checks in Tocky terrain.

Tremorsense (Bx): Tsuchimon can automarically sense the
location of anything within &0 feet that is in contace with the

ground.

TSURMVUNAGI,
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Tiny Aberration (Shadowlands)

Hit Dice: /ids+3 (5 hp)

Initative: +1 {+1 Dex)

Speed: 2 Y fr., swim 10 ft,

AC: 15 (42 slze, +2 natural, +1 Dex)

Arracks: Grapple +5 melee

Namage: Bite 1d4+4 melee and
attach

Face/Reach: 2 J4ft. by 2 'aft./0ft.

Special Attacks: Attach, blood drain

Special Qualities: Blindsight 30 £

Sawves: Fort +0, Ref +2, Will +1

Abilities: Str 18, Dex 14, Con 10, Int 1,
Wis 8, Cha 8 Taint 4

Skills: Hide +10, Jump +6

Teats: Toughness

‘I Climate/Terrain: Shadowlands

\ Organization: Solitary, cluster
(253, volony (5-20)
Challenge Ratinyg:
Treasure: None

Honor: Mil

Alignment: Always neurral

Advancement: —

The tsumuthagi, or blood eel, isa
repeilent creature found only in
areas of heavy Shadowlands
Taint. Their black, rubbery bodies
stretch to approximately three
feet long, resembling a groteeque
hybrid of eel and leech. On the
underside of their flat bodies
are two sucking mouths, one
¢/ oncach end. The mouths lock
il 1 like lengthwise gashes
¢ =" approximately six inches long,
filled with tiny serrated teeth, The
sides and ends of the creature are
lined with tiny hooks and claws with which
it digs into the flesh of its victims,

Blood eels are often found in the rrunks of rotten trees,
but they have been encountered in bogs and marshlands.
They most often appear in colonies of a dozen or mare, While
a single blood eel poses only a small threat, a dozen of them
raining out of the tree branches above or swarming out of 2
pond are quite dangerous. While they move clumsily across
the ground, inching along like a worm, they can swim quite
well.

COMBAT

Blood eels attack most often by dropping out of trees onto
their prey, or hiding in shallow pools until a potential victim
passes by, Hret attempting to grapple eo that it can attach itself
Onee it is attached, it can begin to suck the vital Huids from its
victim, They are astonishingly strong, and their hooks make it
exceedingly difficult to remove a blood eel ence it has
attached itself. The only known method of making them relin-
quish their grip is with fire,

Attach (Ex): The blood eel first attempts to grapple its
victim. Once it has successfully grappled, it attaches itself
using the hooks along the sides and on each end of its body.
Its AC while attached is 14. In the round it attaches itsell] its
terrible mouths tear into the victim's flesh, causing 1d4+4
points of damage.

Blindsight (Ex): The
bland eal has no discernible
eves; instead it senses vibra-
tions nearby to locate any
potential prey It is unaffectad
by blindness or darkness, and
needs not make Spot or Listen

checks within 30 ft.
Blood Drain {Ex); Beginning the round
afrer the blocd eelis attached to its victim, it drains
1dé temperary Constitution per round. It will not
willingly relinguish a grip on its meal, After draining
& points of Constitutivn, it swps draining but remains
attached. It thereafter drains 1 puint of Constitution per hour
uniil it or the vierim 15 dead.




TSUNO RAVAGER .

Large Monstrous Humanoid (Shadowlands, Spirit)

Hit Dice: 12d6+60 (114 hp)

Initiative: +4 (Improved Initiative)

Speed: 40 ft.

AC: 20 (—1 size, +5 putural, +6 grear armor|)

Attacks: Huge falchion +18/+13/+5;
vr 2 claws +18 melee, bite 416
melee, gore +16 meles

Damage: Huge falchion
2ds+10, claws 1dH+7,
bite 1ds+2, gore 2d4+10

Face/Reach: 5 ft. b? Sft.
Jinft.

Special Attacks: Fear cone,
spell-like abiliries, leadership

Special Qualities; Damage Reduction :
20/+2 (jade), morale, seent, spirir qualities

Saves: Fort 11, Ref +10, Will 513

Abilities: Sir 25, Dex 10, Con 20, Int 18,
Wis 17, Cha 18, Taint 9

Bkills: Dluff +14, Climb +18, Hide +11,
Jump +18, Listen +14, Search +15,
Sense Motive +14, Spot +14

Feats: Cleave, Grear Forrimude,
Improved Initarive, Iron
Will, Lighming Reflexes,
Multiattack, Power Attack,
Weapon Focus (huge falchion)

Clmate/Terrain: Shadowlands
Organization: Solitary (leading
a paclk of £&=20 Teuno and

one Soultwister)

Challenge Rating: ¢

Treasure: Standard

Alignment: Always lawful evil
Honor: Often 2

Advancement: By character class

Perhaps the most terrilying aspect of the mysterious tsuno is
their outstanding martial organization and training. Unlike
the vast majority of the Shadowlands beasts, tsuno are keenly
intelligent, cunning, and work in lathal coordination with
one another. A ravager, the physical and mental superior of his
subordinates, leads each tsuno pack, Ravagers direct their
packs from the front ranks, barking out orders and cutting
dewn opposing fotces with precision and discipline, and see
to it that no wounded or dving tsuno is absndoned on the
field of battle.

Lesser tsuno are fiercely loyal to their commanders, and
never defy their commands or seek to usurp their power,
Indeed, such an act would probably result in the execution of
the offending tsune — provided it survived the attack on its
superior. Each Ravager is aided by a tsuno soultwister, making
a fully prepared tsuno pack a fearsome force,

COMBAT

Teuno ravagers tend to stand at the front of their group,
lending their superior strength and prowess to the fight,
Though they recognize the traditional roles and tactics of

Bokugani warfare, they almost never accept a challenge to
duel a rival commander, Tsuno view themselves as far above
hurans; and Feel such challenges are an insult to their station.
They would no more agree to.an honorable duel with a human
than they would with an animal.

Fear Cone (Sp): With an car-splitting rvar, a tsuno can
sirike fear into its opponents' hearts. The roar creates a cone-
shaped effect 50 feet long, Creatures within the cone must
succeed at @ Will save (DC 17) or become panicked.

This is # sonic prack,
Leadership(Ex): A Ravager may, a5 a partial
action, command the movemeants of his pack. For
the rest of the round, all other tsuno within 5o
feet of the Ravager gain a +2 morale bonus to
all attack and damage rolls and may not be
flanked,

Spirit Qualities (Ex): As spirits,
tsuno gain a +4 racial bonus against all
enchantment effects except those of other
spirits. Ravagers can secnse any passages to
Jigoku within one mile,

Morale(Su): As long as the Rav-
ager continues to fight, all allied tsuno

within 100 feet are lounune to fear,
Spell-like Abilities: at will — ancestral
vengeancet, rebuket, speak with dead; 3/day —
= cwstigatet, divination, dream sight?. Thess
are all as cast by a 10th level sorcarer (DC
14 4+ spell level).

TSUNO RAVAGER

CHARACTERS
The favored character class of a tsuno

——— ravager is samurai, though a tsunos
code of honor may be very dilferen:
from a Rokugani human samurai’s.

TSUNO

__SOULTWISTER

Large Monstrous Huomanoid (Shadowlands, Spirit)
Hit Drice: 10d8+40 (85 hp)

Initiative: +5 (41 Dex, +4 Improved Initiative)

Spead: a0 fi,

AL 15 (—1 size +1 Dex, 45 natu.tal}

Attacks: Huge falchion +14/+10 melee; or 2 claws +13 melee,
bite +8 melee, gore +8 melee

Damage: Huge falchion 2dé1¢, claw 1ds+2, bite 1ds+2,
gore 1dé+s

Face/Reach: 5 ft, by 5 ft./10 ft.

Special Attacks: Fear aurs, spell-like abilities

Special Qualities: Damage reduction 10/+2 (jade), scent
Saves: Fort +9, Ref +10, Will +13

Abilities: Str 19, Dex 12, Con 18, Int 18, Wis 18, Cha 14,
Taint &

Skills: Concentration +13, Hide +13, Move Silently +13,
Spellcraft +16

Feats: Cleave, Great Fortitude, Tmproved Initiative,

Iron Will, Lightning Refleves, Power Attack, Weapon Focus
{falchion)




Climate/Terrain: Shadowlands
Organization: Solitary, pair, brace (58]
Challenge Rating: &

Treasure: Standard

Honor: Olten 0

Alignment: Usually chaotic evil
Advancement: By charcter clazge

The Soultwisters are the spellcasters of the tsuno race. They
appear to be relatively rare, with only a handful supporting
any major engagement. They serve in a largely advisory capac-
ity 1o the suno leaders, the majority of whom are warriors ot
ravagers. Soultwisters do not seem to share the ravagers’
STIOTE SENGeE of honwr these creatuces are almost universally
sadistic and cruel.

Alrhough shightly smaller in stature than other suno, the
soultwisters nonetheless share their physical might. They also
share the jagged plates, extended snour, and large horns that

typify their race.
CORMBAT

Tsuno soultwisters prefer to remain removed from combat
and use their spell-like abiliries against their fues, Svmg inter-
pret this as an aversion 1o melee combar and arrempt to close
with the soultwisters. Much to thelr dismay, opponents find
that they are equally skilled in melee combat.

Fear Aura (Sp): Soultwisters exude an otherworldly auta
that elicits fear in humans, Opponents within 20 feet must
succeed at a Will save {DIC 20} or become frightenad. Those
who save successfully are immune to that soultwister’s fear
aura for 24 hours.

Spell-like abilities: at will — ancestral vengeance™, rebuke®,
speak with dead; 3/day - castigate®, divination, dream sight®, invis-
ibility; 1/day — cloudkill, contact other plane, teleport without evvor.
All are as cast by a 10th level sorcerer (DC 13 1 spell level).

TSUNO SOULTUWIST=ER
CHRARACTERS

The favored character class of a soultwister is shugenja, with
elemental focus for Air,

VBUR=
(MOVRIUNG GHOST)

Medium-Size Undead (Incorporeal)

Hit Dice: 4d12 (26 hp)

Initiative; +2 (Dex)

Speed: Fly 30 ft.

AC: 15 (+2 Dex, +3 deflection)

Attacks: Incorporeal touch +# melee

Damage: Incorporeal touch 1ds temporary Wisdom

Face/Reach: sfr.bysft /s f

Special Attacks: Fear, Wisdom drain

Special Qualities: Undead, incorporeal, immorraliny

Saves: Fort +1, Hef +3, Will +2

Abilities: Str—, Dex 15, Con —, Int 10, Wis 10, Cha 16

Skills: Hide +8, Intimidate +9, Listen +8, Search +6, Sense
Motive +6, Spot +8

Feats: Alartnass, Woapon Finesse {incorporeal touch)

Climate/Terrain: Any land and underground
Organization; Solitary

Challenge Rating: 4

Treasure: Hone

Honor: Usually 2

Alignment: Always neutral

Advancement: 5-12 HD (Medium-Size)

Ubume are the spirits of women who have become lost on
their journey 1o Meido and rerurned to mourn the tragedies of
their life. Sometimes they are widows, sometimes mothers of
gnns lost in war, sometimes the mothers of unborn or kid-
napped children, They usually resemble pale, beautiful
women in long white garments When angered, their features
become insectoid, with dark segmented eyes and great moth-
like wings. Like most ghosts, Ubume can be recagnized dus to
their lack of legs, though their mourning garments often con-
ceal this feature.

Ubume speak the languages they spoke in life, usually
Polugani, e are always human,

COMBAT

Ubume do not attack unless distracted fram their self-
absorbed mourning. If anything interrupts them or somehow
teminds them of their former life, they strike out madly, ran-
domly, at anything neatby and then retreat to mourn once
more, Only finding the source of an ubume pain and remov-
ing it cures their madness, at which time their spirit becomes
peaceful and they vanish into the gray realms of Meido.

Fear (Su) When angered, the ubume inflicts fear upon all
those who gaze upon it. Those who view the ubume must
make a Will save (DO 18) or cower for 1d4 rounds (cowering
characters are [tozen 1o fear, unable to take actions, lose all
Dexerity bonus, and attackers gain a +2 bonus), Those who
make their saves are immune to this effect for 24 hours.




VRAGIRI

Uragiri IIragirimono
Huge Undead (Shadowlands) Fine Undead (Shadowlands)
Hit Dice; 19d12 1dg +3 (7 hp)
Initiarive: +9 (+5 Dex, +4 Improved Initiative) +8 (45 Dex, +4 Improved Initiative)
Speed: 40 fi. 20,
AC: I8 (=2 size, 420 natural) 21 (+4 size, +5 Dex, 12 natural)
Artacks: 2 clawe +17 malee Bite + 9 meles
Damage: Clavr 2d449 Bite 1d4—4
Face/Reach: 10 fr. by 10fr. /15 ft. L byif /0
Special Attacks:  Release uragirimono Leap
Special Qualities: Damage reduction 35/14 {ade), Possess corpse, link with master
tentacle sight, undead
Saves: Fort +8, Ref +8, Will +18 Fout +0, Rel +5, Will +3
Abilities: Str 28, Dex 10, Con—, Int 20, Str 2, Dex 20, Con 10, Int 14,
Wis 20, Cha 20, Taint 11 Wis 13, Cha 6, Tatnr 4
Skills: Knowledge {ancestors) +18, Climb +10%, Hide +22, Jump +10¥,
Knowledge (arcana) +18, Listen +6, Move Silently +10,
Knoewledge (history) +16, Search +6, Spot +6
Knowledge (maho) 414,
Knowledge (Shadowlands) #1a,
Listen +17, Search +15, Spellerafi +15,
Spot+417
Fears: Alertness, Blind Fight, Claave, Improved Initative, Toughness,
Great Cleave, Great Fortitude, Weapon Finesse (burrow)
Improved Initiative, Iron Will,
Lightning Reflexes, Power Attack,
Weapon Focue (Claw)
Climate/Terrain;:  Shodowlands Shadowlands
ization: Solitary Solitary, cluster {2-5), or nest (6-20)
Challenge Rating: 15 2
Treasure: Standard Standard
Honor: Always 0 Always o
Alignment: Always chaotic evil Always chaotic evil
Advancement None None

Immeortality (Bx): A slain ubume iz restored to existence
1d¢é weeks after being destroyed unless the reason for its
mourning is resolved. (A mother may wish to sec evidence of
her samurai son’ death, a wife may wish to be buried beside
her hushand, ete.)

Incorporcal (Ex): Can be harmed only by other incorpo-
real creatures, +1 or better magic weapons, or magic, with a
50% chance to ignore any damage from a corporeal source.
Can pass through solid objects at will, and its own amacks pass
through armor Always moves silendy,

Undead: Immune 1o mind-influencing effects, poison,
sleep, paralysis, stunning, and disease. Not subject to critical
hits, subdual damage, energy drain, or death from massive
damage.

Wisdom Damage (Su): The touch of an ubume deals 1dé
temporary Wisdom damage to a living foe. A cresturs raduced
ta 0 Wisdom becomes incapacitated by nightmares, which
will continue to haunt that character’s dreame even after he
recovers. A character that takes more than ¢ Wisdom damage
in 2 single encounter is left with a bright white streak in his
hair,

: URAGIR

Omnce, Kitsu Uragirl was an honorable shugenja serving the
great general Akodo Godaigo as hatamats. Sadly, Uragiri had
the misforrune of sambling over Kenshin's Helmn, 2 cursed arti-
fact that rwisted the shugenjas mind. Uragiri led Codaigo to
ruin and becatne a raving madman, After Codaige’s downfall,
Uragiri ran into the Shadowlands where the power of Fu Leng
transformed him into a hideous abomination, an enormous
undead creature covered with twisting, writhing tentacles,

At Fu Leng's malicious whim, Uragiri was bound to
Codaigo's epirit by a powerful curse, Uragiri could never
become a true skutenshi until Godaigo bowed 1o Fu Leng's
power; Godaigo could not die until Uragiri was destroyed.
Uragiri hides deep in the Shadowlands where Godaigo cannor
reach him, sending his spawn inw Rokugan to find the rese
less Akodo and bring him w ruin. Their struggle has contin-
ued for centuties, and it continues still.

Uragiri is & unique crearure, the demented undead remains
vf Kitsu Uragiri himself. He is over twelve feet tall, and resem-
bles a giant rouing corpse covered with vein-like writhing
tentacles.



COMBAT

Uragiri is quite cowardly, and never emerges from the
Shadowlands lest Alodo Godaigo find and destroy him, He
hides in A cave deep in the Shadewlands, surrounded by pow-
erful Uragirimono zombies, If encountered in his lair, he
Hghts ferociouely, releasing tentacles to possess any who die
in battle and retreating if things look grim.

Release Tentacle {Ex): Up to nine times a day, Uragicd can
release one of the vein like tentacles from its body as a stan-
dard action. These immediatcly become uragivimone under
its contral.

Tentacle sight (Ex): Uragiti simultancously sees, hears,
and experiences everything chat his uraginimonoe see. He is
oot alfecied by any eflects that Larn the uragitimono that rely
upon the senses (such as gee or sunic attacks),

URAGIRIIMONO

The Uragirimono are the tentacle extensions of Uragiri. They
are his eyes and ears outside the Shadowlands Though their
primary goal is the corruption of Akedo Godaige, they will
satisfy tﬁemselves with any other pain and ;
misery they can inflice upon the people
of Rokugan.,

CORMBAT

Uragirimone do not enter
combat unless they have an ade-
quate host body. They flec if dis-
covered, moving to the nearest
collection of dead and possess-
ing the suongest body possi-
ble, Unlike normal sombies, uragiti-
mono are capable of abstract thought
and complex tactics.

Leap (Ex): A uragirlmono pro-
vokes no attacks of opportunity while
taking a charge action.

Possess Corpse (Hx): A uragir-
imono can burrowr into 2 corpse
az a standard action, animating
it a5 a zombie while it inhabits the
body This zombie ig identical to
the standard sort, except that it is
much quicker, and is not limited
to a single partial action per round.

For cach size category greater than
Medium-size, five extra uragitimono
musi simultaneously inhabit the
corpse (o animute i1, A uragiri-
moNo possessing a corpse is pro-
tected from arracks. It can quickly
scurry elsewhere in the body and avold
any attempts to cut it loose. Effects which
deal damage to an area are mostly ahsorbed by
the zombie shell, protecting the uraginmono from 5 damage
pet hit dice of the zombie per round. 1f a uragirimono's corpse
is destroyed, the vragirimono must take a move equivalent
action to crawl free of the body.

Skills: An uragirimono uses its Dexterity modifier for

Climb and Jump checks.

WAKERV MO ON

Medinm-Size Outsider (Oni, Shadowlands)

Hit Dice: 10d8+20 (55 hp)

Initiative: +4 (+4 Improved Initiative)

Speed: 30 fr.

AC: 14 (44 natural)

Attacks: 2 claw +11 melee, slam +6 melee

Damage: Claw 1d4+1, slam 1d¢

Face/Reach: 5 ft by 5 ft./s fr.

Special Attacks: —

Special Qualities: Miosis

Saves: Fort +8, Rel +7, Will +7

Abilities: Str 13, Dex 11, Con 14, Int 10, Wis 10, Clia 8,
Tainr 6

Skills: Hide +13, Listen +13, Move Silently +13, Spot +13

Feats: Tmproved Initiative

Climate/Terratn: Shadewlands
Organization: Solitary

Challenge Rating: 9
Treasure: None

Honor: Always 0
Alignment: Usually neutral evil
Advancement: 3—5 HD (Large)

Mot particularly threatening in
appearance, the Wakeru no Oni
is one of the most bizarre and
surprising foes & samurai can
encounter. All too often, that
surprise is a fatal vne,
Wakeru no Omi are unas-
suming in appearance. They often
blue or even black, and have an ema-
ciated, almoste skeletal appearance
with long, gaunt arms and sunken
features. They are hunched and
ape-like in their motions.

COMBAT

Wakeru no Onl are largely
defensive: fighters unless
S T facing an nhviously weaker
; : g/ opponent. When attacked,
i the Wakeru no Oni offers
little threat. However, onice
i it has been wounded, it can
separate itself inta two smaller,
identical creatures. These two can
in turn scparate inte four smaller
creatures, and so on until the oni's
opponent fnds himself overrun with
up to 16 tiny creaturcs that swarm over
their opponent, slashing and biting until the

foe sucrumbs to their sheer numbers.

They seem 1o depend on their numerical advantage once
they split inro thelr multiple bodies, preferring not 1o artack
extensively until they can swarm thelr opponent. In facr,
their preference for swarm tactics has led many Kuni
shugenja to theorize that they may he ahle to recombine into
their larger form afterwards,
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Miosis (Ex): When a Wakeru no Oni suffers 11 or more
slashing or piercing damage, it immediately splits into two
identical but smaller beings (each with full hit points). These
new beasts are Small in size, with all the henefits and penalties
thereof, and suffer —2 to Strength and Constitution, Other-
wise, they are identical to the original creature. When these
Small versions take 11 or more clashing or piercing damage,
they can each split into twe Tiny versions, which sutfer an
additional =2 to Strength and Constitution. Thie continues
until thera iz a possible total of 16 Fine creatures, These do not
split further upon taking damage.

WONDROUS
NETSURE

Fine Construct

Hirt Dice: }4dio iz hp)

Indriarive: +6 (Dex)

Speed: 10 ft.

AC: 24 (+8 size, +6 Dexterity)

Attacks: —

Damage: —

Face/Reach: (AR by Wk /0 f

Special Attacks: Spell-like abilities

Special Qualities: Construct, freeze,
hardness, hidden enchantment

Saves: Fort 10, Bef g, Will 41

Abilities: Str 4, Dex 22, Con —, Int —,
Wis 12, Cha 12

Climate/Terrain: Any land and underground
Organivation: Sulitary

Challenge Rating: 4

Treasure: None

Honor: Always 3

Alignment: Always lavful good b

Advancement: None e

Normally, netsuke are mere clothing fasteners which attach
small bowes or other items to one's obi. Wondrous netsuke are
the creations of powerful shugenja, tiny statues of ramarlable
power intended to protect their wearer from harm. Most
resemble tiny statues of the clan’s representative animal: crabs,
cranes, dragons, lions, phoeniy, seorpions, and unicorns,

Usually, they ate given to the children or wives of a daimyo,
Occasionally; these netsuke are lost when their owner dies far
from home, and the netsuke is left without a master, Such
netsuke retumn to their family and clan if they can, but some-
times wander on their own, seeking another honorable
samural worthy of protection,

Netsuke speak Rokugani, though their vaices sre so quiet
that anly their wearer can hear them, They are simple crea-
tures, whose anly wish is for the well-being of their wearer.

COMBAT

Nersuke cling to their owners in combar, using their magic to
protect thelr wearer. If rs wearer is slain, the netsuke will
remain still until its enemies leave, then flee to inform its
deceased wearer's allies of what has oectrred,

Wondrous netsuke obey the com-
mands of their owner to the
T best of their ability, though

- they can be somewhat simple-

4/  minded and interpret com-

/ mands literally Metsulee can be
- given freely to another, and obey
their new owners without question,
Most netsuke have orders to return
home and deliver themselves to a friend or
loved one should their current owner die,

Construct: Immune to mind-
influencing effects, poison, disease, and

similar effects. Mot subject 1o critleal
hirs, subdual damage, ability damage,
energy drain, or death from massive
damage.

Freazs (Ex): A wondrous netsuke
can haold still, resembling ordinary jew-
elry. Only by examining the netsuke
elosely (Spot check DC 25) can an
observer detect that it eeems to be alive.
Hardness (Ex): Wondrous net-
suke have hardness as per 2
normal item, either wood (hard-
ness 5), crystal (treat as stone,

hardness 8), or metal (hard-
ness 100

Hidden Enchaniment
{Ex): Netsuke doe not
radiate magic, and do
not seem magical
any sort of divination
power. A netsuke that
chonses not to reveal itsalf

resembles an ordinary piece of jewelry
Spelllike abilities: All wondrous netsuke have one spell-
like: ahility, which it can use at will Pick from the following
list: bless; change self, comprehend languages, endure elements, expe-
ditious retreal, mage armoy, protection from Taintt, sanctuary, shield
of faith, spider climb, These are as the spells cast by a 10th level

gorcerer {DC 11 + spell level),

CONSTRUCTION

A shogenja who wishes ta create 2 wondrous netsule must
prepare an appropriste body, requiting a Craft check (of the
appropriate matetial) ve. DC 20. The shugenja must craft the
netsuke personally. In addition, the shugenja must have the
Craft Talismant and Craft Wondrous Item feats. Crafting the
netsulke requires sight hours of work per day for a full weck,
costs 7000 koku, and drains 600 XP from the character as per
the normal rules for creating & magic item,




Large Dragon (Spirit)
Hit Dice: 6d12+18 (57 hp)
Initiative: +3 [Dex)
Speed: Fly 100 ft. {perfect)
AC: 18 {—1 size, +3 Dax, +¢ natural}
Artacks: Bite +11 melee,
tail slap 16 melee
Damage: Bite 2d8+6, tail slap 1ds+2
Face/Reach: 10 ft. by 20 ft. /10 £
Special Artacks: —
Special Qualities: Awnulet
attunement, elemental
anguish
Saves; Fort +8, Ref +8,
Will +5
Abilities: 5tr 22, Dex 17, Con 16,
Int 3, Wis i, Cha 7
Skills: Listen +8, Spot <&
Feats: Alertness, Flyby Attack

Climate/Terrain: Any moun
taing and underground

Organization: Solitary, company
{2 £), dde (5 20), flight (20 40},
or host {40-60) (always includes an
equal number of human warriors aa
riders)

Challenge Rating: 4

Treasure: Nole

Honor: Always 2

Alignment: Always neutral

Advancement: 7-12 HD (Large); 13~18
HD (Huge)

Wyrms are heautiful serpentine creatures that
resemble certain artists’ depictions of the elemental dragons.
They are long, colorful, limbless serpents that constantly
swim through the air. These creatures are always the steeds of
Yobanjin wyrm riders. The wyrms are creations of ¥obanjin
magic, whereby the barbarian sorcerers summon a bit of the
elements and shackle it to their will. Rokugani shugenja who
attempt to commune with wyrms receive no reply other than
pain and anguish. Most shugenja are offended by this abuse of
the elements, and go out of their way to destroy the amulets
that bind these poor creatures,

Wryrms speak no language, and understand nothing but
their masteds comiands,

COMBAT
Wyrms will not fight, even to defend themselves, unless
directed to do so by the wiclder of their amulet; The Yobanjin
wyrm riders attack from the air in large groups, using hit-and-
[un maneuvers to wear down their opponents,

Amulet Attunement (Ex): Each wyrm is attuned to a spe-
cific wyrm amulet, If that wyrm amulet is destoyed, the
wyrm ceases to exist. If the amulet is successfully affecied by a
targered dispel magic, the wyrm vanishes for the duradon of
the dispelling, returning to the exact place it vanished once
the effects wear off. If a wyrm stravs further than 100 feer
from its amulet, it vanishes,

Elemental Anguish (Ex): Shugenja who use the Sense
Elements ability or cast commune with elements within 100
fect of a wyrm must make a Will save (DC 17) or be stunned
for 2d4 rounds as they are overwhelmed by the wyrm's
anguish,

Spirit Qualities {Ex): As a spirit,
wyrms are immune to all charm
effects except for thoese of olher
wyrms, and are hedged out by effects
which hedge our outsiders. Wyrms

€an sense any passages to the Celestial
Heavens within one mile.

Wyrm Amulets: These amulets
are crafted by Yobanjin sorcerers, and are
used to summaon the wyrms. Hach amuler
ig made for a specific user, and cannot be

used by another. The amulet allows its user to
gutnmon, distmics, and control the wyrm attuned
to it at will. The designated owner of the amulet
goinsa 110 enhancement bonus to all Ride checks
when mounted on his wyrm.

WYRM RIDERS

Yobanjin wyrm riders are typically chaotic neutral
human warriors of 3rd level. For every ten
. encountered, there will be one sergeant
= {sth level fighter). For every fifty
encountered, there will be at least one
commander (8th lovel fighter) and
possibly a 10th level sorcerer present
to monitor the actions of his cre-
ations,

YAMASO
no onl

Huge Outcider (Evil, Incorporeal, Oni, Shadowlands)

Hit Dice: 16d8480 (152 hp)

Initiative: +3 (-1 Dex, +4 Improved Initiative}

Speed: 15 f

AC: 7 (—2 size, —1 Dex)

Attacks: Death touch 116/111/1 /41 melee

Damage: Death touch 8de plus 1dé permancnt Constitution
drain and 1d6 negative levels

Face/Reach: 40 ft, by sffiof

Special Qualities: Fear aurs; immunities

Suves: Fort +17, el +9, Will +9

Abilities: Sir—, Dex 9, Con 20, Tt 10, Wis 9, Cha 18, Taim 11

Skills: Battle +14, Intimidate +19, Intuit Direction +15,
Enowledge {ancestors) +15, Enowledge (Tigoku) +19,
Listen +15, Spellcraft +15, Spor +15

Feats: Alertness, Combat Refleves, Great Fortitude, Improved
Initiative

Climate/Terrain: Shadowlands
Organization: Solitary

Challenge Rating: 17

Treasure: Mone

Honor: Always 0

Alignment: Always lawful evil
Advancement: 17-32 HD (Gargantuan)




This foul and extremely dangerous being first appeared
during the great War of Spirits. It appears as a huge wall of

glowing vapor, a swirling morass of sickly vellow and orange -

forty feet across and fifteen feet high. The suggestion of faces
can be seen tmomentarily appearing on the surface of the mist
with expressions of tortured anguish before sinking back into
the churning mass. Monstrous limbs appear randomly from
the mass, dacting vut o wipe away the lives of brave wartiors
like so much spilled water. This oni 15 2 conglomeration of
tortured souls, perhaps wrenched from the depths of Jigoku
itself, somehow bound together by Jigoku's will, corrupted
into one of the most fearsome oni aver enconntered. The zoul
of every intelligent heing killed by this horror is trapped
within its ahharrent mass, never to be raleased or reincar-
nated, a fate unthinkable to Rolcugani. Those who know of
this type of creature pray to the Fortunes that those souls are
released if the creatures are somehow destroyed, but no one
knows for certain.

CORMBAT

In combat the oni has only one purpose: to use its death touch
attack to kill as many living creatures as it can. Every living
being it kills makes it stronger.

Death Touch (Su): The ond’s incorpureal touch artack sucks
the life out of living creatures, leaving them desiccared husks.
Living creatures hit by the oni's melee arrack suffer ade
damage, 1dé negative levels and 1d6 permanent Constitution
drain. The spirits of creatures killed by the oni are ahsorhed
into its mass, making any sort of revival from death impossi-
ble, The Fortitude save to ramave negative levels inflicted by
the oni is DC 18 Thase who attempt to pass theough the space
nccupied by the oni suffer the affacts of its death touch.

Fear Auta [Su} The Yamaso no Oni is surrounded at all times
by an aurs of fear. Anyone within 20 feet must make a Will save
(DC 19) or freeze in place, losing any actions for one full round,
and sutfering a -2 morale penalty to all saving throws, There isa
50%% chance victims drop anything they are carrying,

Immunities {Su): The Yamaso no Oni is immune to fire,
cold, and acid,

Incorporeal (Su): Can be harmed only by other invorpo-
real creatures, jade and crystal weapons, +1 or better magic
weapons, or magic. Any cotporeal weapon, even magical ones,
has only a 50% chance of damaging this crearure. It can pass
through any solid object ar will, ignore armer, and it always
moves silently.

Oni Qualities (Su): Oni cursiders have a number of
abilities. (See the intreduction of this book, page 5), Yamaso no Oni
do not possess the alternate form ability.

JOKRAI

Medium-Size Undead (Incorporcal)

Hit Dice: 7d12 (4¢ hp)

Initiative: + (+4 Dex, +4 Improved Initiative)

Speed: Fly 30 ¢,

AC: 17 (+4 Dex, +3 deflection)

Attacks: Incorporeal touch +7 melee

Damage: Incorporeal touch possession

Face/Reach: 5 {t. by sft. /5 ft.

Special Artacks: Possession

Special Qualities: Undead, incorporeal, naturally invisthle,
mortal link

Saves: Fort +2, Ref +6, Will +7

Abilities: Str —, Tex 18, Con —, Int &, Wis 14, Cha 16

Skills: Hide +14, Listen 412, Spot +12

Feats: Improved Initiative, Weapon Finesse (incorporeal
touch)

| Climate /Terrain: Any land and underground

Organization: Solitary
Challenge Rating: 5

Treasure: Mone

Henor: Usually 0

Alignment: Always chaotic evil

Advancement: 8-21 HD (Medium-Size)

Yokai are among the strangest ghosts in Rokugan, They are
spirits of anger and fury, Ungering traces of unfulfilled amo-
tion. The most peculiar thing about yolkai is that they are not
the ghosts of the dead, but the ghosts of the living A person
who is overly frustrated or occupied with hatred might
unconsciously create a yokai. This wandering spirit rises
while its host sleeps, inflicting pain and misery as it seeks
vengeance in the waling world.

Yokai are naturally invisible. When they choose to become
wisible, they appear as a pale, maddencd spirit with bleod-
stained clothing, They often resemble their host, a significant
clue to their origin if their host yet lives, Yokai understand
the languages spoken by their host, but seldom have anything
o 5ay.

COMBAT

Yokai are neatly mindless, seeking nothing but pain and
destruction. They attack with no regard for the safety of their
srolen bodies, causing ss much destruetion as possible before
they are forced to seek other vessels. Their destructive urges
are usually somehow related to the anger that consumes their
host, but sometimes they are entirely random,

Incorporeal (Ex): Can be harmed only by other incorpo-
real creatures, +1 ot better magic weapons, or magic, with a
50% chance to ignore any damage from a corporeal source.
Can pass through solid objects ar will, and its own attacks pass
through armor. Always moves silently, (Possessed creatures do
not become incorporeal.)

Mortal Link (Bx): The yokai exists only when its moreal
link iz asleep and dreaming (not when merely knocked
uneanscious by magic or subdual damage). If the yokai is




shain, it is restored 1o life the next time i moral link sleeps,
The only way ta permanently destroy the yokai is remove the
source of the link's anger, kill the link, or perform a successful
exorcism (exorcism rules are avallable in the forthcoming
Magic of Rokugan; in the absence of thar product a heal spell iz
an acceptahle substitute).

Natural Tnvisibility (Su): A yolkai remaing invisible aven
when it attacks. It can cancel or resume this ability as a free
actiom.

Possession (Su): Any humanoid target suceess-
fully struck by the yolai must make a Will save
(DT 18). It thie gave tails, the yoluai enters the
target's body and suppresses the target'’s
consciousness. While possessed, this crea-
ture retaing its hit points and physical
ability scores (with a +4 enhancement
bonus to Strength, Dexterity and Con-
stitution}, but its Wisdom, Intelli-
gence, and Charisma are supplanted
by that of the yokai, The yokai
controls the body uncdl it
chooses 1o leave, the body dies, §5
or the yokal's moreal link awak- -/
ene. Protection from evil cast upon
the possessed creature expels the
yokai, as does a successful rorn
attempt against the yolai The yoleai
cannot be harmed while possessing
a creature.

Undead: Immune to mind-intlu-
encing effects, poison, sleep, paraly-
sis, stunning, and disease. Not sub-
ject to critical hits, subdual damage,
energy drain, or death from massive
damage. Possessed creatures gain these
immunities as well,

Vo

Small Undead {Incorporeal)

Hit Dvice: 2d13 (13 hp)

Initintive: +1 (Dex)

Speed: fly 30 k.

AC: 13 (+1 size, +1 Dex, +1 deflection)

Attacks: Incorporeal touch +3 melee

Datnage: Incorporeal touch fear

Face/Reach: 5 ft. by 5ft. / 5 ft.

Special Attacks: Fear touch

Sp:l;ial Qualities: Immorwlity, incorpureal, natural
invisibiliry, undead

Saves: Fort +0, Ref +1, Will +3

Abilides: Sir—, Dex 12, Con —, Int —, Wis 10, Cha 12

Feats: Weapon Finesse {incorporeal touch)

Climate/Terrain: Any land and undergraund
Organization: Solitary

Challenge Rating: 1

Treasure: None

Honot: Usually 2

Alignment: Alvways neutral

Advancement: 3 & HD (Medium-Size)

Yorei are the simplest of all ghosts o Bokugan, They are
guardian spirits, who typically linger near a family shrine,
tomb, or other consecrated site, Unlike other ghosts in
Bokugan, who wander the mortal world in a confused or hun-
gered state, vorei are mostly harmless, They protect thelr
chosen homes from intruders, using their
powers tn drive sway the unwelcome.
They usually remain invisible,
even to those whao vigit the
shrine and leave offerings
to the peaceful spirits.
When they do appear,
they resemble hovering
human figures with
bland expressions, formal
clothing, and no legs, They
occasionally have somewhat
insectoid features, especially
when angered,

COMBAT

Vorei care for nothing except
the sanctity of their homes,
They are nearly mindless, remem-

bering little of their former lives
and acting selely on instinct
People dressed ln the colors of
enemies of the yorei's fovmer clan
are as vulnerable to attack as those
whe have actually come 1o desecrare
the area. The yorel artacks relentdessly
until its opponent leaves the area.
As yorei are normally invisible and inflice no
real damage, many individuals are unaware of
i their presence, attributing the sudden rush of
%‘ fear to simple nerves. )
£ Fear Touch (Su): Targets of a
yorel's touch must make a Will gave (DC
12} or become frightened, fleeing the area
if they can and suffering a -2 morle penalty to attaclk rolls,
weapon damage rolls, and saving throws if unable to flee. If
the victim saves successfully, there is no effect but the DC of
the Will save increases by 1 each time the yorei successfully
touches that creature during that encounter.

Immortality (Ex): A yorel that is desiroyed returns o life
again at the oext sundse so long as the holy site it guards bas
not been desmoyed or desecrated. A yorel may not leave the
slte It guards.

Incorporeal (Ex): Can be harmed only by other incorpo-
real creatures, +1 or hetter magic weapons, or magic, with a
5% chance to ignate any damage from a corporeal source.
Can pass through solid objects at will, and its own attacks pass
through armeor. Alwaye moves silently

Matural Invigibility (Su): A vorel remains invisible even
when it attacks. It can cancel or resume this ability as a free
action.

Undead: Immune to mind-influencing effects, poison,
sleep, paralysis, stunning, and discase. Not subject to eritical
hits, subdual damage, energy drain, or death from massive
damage.
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ZASHIKI WARASHI

Small Undead (Incorporeal)

Hit Dice: 3d12 (19 hp)

Initiative: +2 (Dex)

Speed: Fly 30 k.

AC: 16 (11 size, +3 Dex, +2 deflection)

Attacks: Incorporeal touch +4 melee

Damage: Incorporeal touch 1dé Intelligence plus confusion
Face/Reach: 5ft. by 5[ /5 (L

Special Attacks: Wisdom drin, confusion

Special Qualities: Undead, incorporeal, immorrality
Saves: Fort +1, Ref +4, Will +3

Abilities: Sir—, Dex 16, Con —, Int 8, Wis 10, Cha 14
Feats: Weapon Finesse (incorporeal tonch)

Climate/Terrain: Any land and underground
Organization: Solitary, gang (2-5), of swarm (§=15)
Challenge Rating: 4
Treasure: MNone
Hoenor: Always 2

Alignment; Always chaotic neutral
Advancement: 4- % HD (Small)

Zashiki warashi, or "parlor children,” are per-
haps the most tragic sort of Rokugani ghosts,
They are the spirits of dead children, wander-
ing the mortal realm because they do not know
where else to go. Usually, this is due to
improper burial vr desecration of their
grave, The zashiki warashi linger near
their corporeal remains, firing about,
causing mischief, and looking to draw
others into the shadows to serve ag
"playmates.” These Httle spirits have a
clouded wiew of reality, and truly do not
realize that they are dead or that their

actions bring harm to others.

Zashild worashi resemble small children dressed in chad
owy black clothing, They wear white masks of painted wood
or porcelain. Like all Rolugani ghosts, they have no legs but
eimply hover in midair

COMBRAT

#ashili warashi typically linger in the shadows, attempting to
surprise opponents with 3 sudden attack, Zaghiki warashi con-
sider combat a game, and £l the air with an unnerving phan
tom giggle while whittling down intruders in theit territory.

Confusion (Su): Zashild warashi ere confused little crearures,
and anyone touched by one is in danger of temporarily shar-
ing in the cheos that fills its mind, Any creature touched by a
zashiki warashi must make a Will save (DC 16) or suffer the
effects of a confusion spell for 1d6 rounds, This is in addition w
the Wisdom drain,

Immortality (Ex): A slain cashiki warashi is restored 1o
existence 1dé weeks after it is destroved. These creatures can
unly be permanently be pur 1o Test if thelr remains are found
and given a proper funeral. A zashiki warashi always lingers
within 300 feet of lts remains,

Incorporeal (Ex): Can be harmead anly by ather incorpo-
real creatures, +1 or hetter magic weapons, or magic, with 3
50% chance to ignore any damage from a corporeal source.

P Eashibi Wavarhi

Can pass through solid objects at will, and its own attacks pass
through armor. Always moves silently:

Undead: Immune to mind-influencing effects, poison, slaep,
paralysis, stunning, and disease. Not subject to critical hits, sub-
dual damage, energy drain, or death from massive damage.

Wisdom Dirain (Su): A zashiki warashi’s touch siphons
away enemies’ sccumulated Wisdom, causing them to become
increasingly irrational and childlike, This touch deals 1dé
temporary Wiedom damage. Any opponent reduced to 0
Wiedom by these attacks immediately becomes a zashiki
warashi under its creator’s control. (If the original zashiki
warashi is put to rest permanently, all of its spawn also die)

Z=TUR=NSONSsOV

On occasion, the forces of the Shadowlands overwhelm the
fortifications of the Crab Clan, even if only lemporarily. On
muwst of these occasions, everything of value to the Crab is
destroyed. There are times, however, when the more cun-
ning denizens of the Shadowlands rec-
ognize that mote damage can be done by
remaking them in their own image,
Thus are born the Zenmensonsou, the
unholy engines of destruction that live
only to slaughter the forces of Rokugan.

CORBAT

The Zenmensonsou are designed for war and
war only They each have ingidious functions on
the hattlefield, although there ave particular abilities
that they all share.

Fear Aura (Su): All enemies within 50 feet of 2 Zenmen-
sonsou must succeed at a Will save (DC 18) or become fright-
ened for the duration of the encounter. Any opponent whe
malkes this save is immune to that Zenmensonsou’s fear aura
for twenty-four hours,

Improved Crab (Ex): For the kuruma date, this attack is
contingent upon a successiul slam attack. For tosekiki and
kuruma seird, however, this may be attempted on any creatue
within their threatened area,

TOSZKIK)
_____ (CATAPULTS)

These large catapults hear 2 striking resemblance to their non-
corrupted counterparts except for two major details. They are
constricted of bone, down to the many tiny legs that have
teplaced the wheels used to move them arcund. Furthermore,
the arm of the catapult is literally an arm. The tosekiki grabs
anyone or anything handy and hurls it across the battlefield at
ite enemies. Its preferred ammunition is cither flaming goblins
or armored samurai, whichever happens to be within reach.

COMBAT

Throw (Ex): Any Small or Medium-sized creature grabbed
by the tosekiki may be thrown in the same manner that a stan
dard catapult hurls rocks. This attack has a range increment of
200 teet, and inflicts 1dé damage per 25 lb. of weight of the
object thrown, plus the tosckikis Strength modifier
The creature thrown takes equal damage.




Z=IUM=NSONSOV

Tosekiki Kuruma Seird
Huge Construct {Shadowlands) Huge Construct {Shadowlands)
it Dice: 10d10 (55 hp} 12d10 (¢ hp)
Initiative; +0 +0
Speed: 20 . 0f
AC; 16 (—2 slze, +6 natural} 18 (=2 size, +8 natural)
Attacks: Slam +12/47 melee, Slam +16/+11 melee
or thrown boulder +5 rmnged
Damage: Slam 2de+7, Slam 2ds+9
thrown boulder 3ds+7
Face/Reach: 10 ft. by 10 Fe. /s fr. 10 fe by 10 f1./5 fi.
Specizl Attacks:  Fear sura, improved grab, throw Animate dead, fear aurs,
spell-like ahilities improved grab, swallow whole
Special Qualities: Damage reduction 15/+2 (jade) Damage reduction 15,42 (jade)
Saves: Mane Mone
Abilities: Str 25, Dex 10, Con —, Str 28, Dy 11, Con —,
Int —, Wis 10, Cha 2, Taint 1 Int —, Wis 10, Cha 2, Taint 1
Climate/Tereaine  Any . Any
Organization: Sulitar}q units (5-12) L Solitary, units (3-£)
Challenge Rating: & a
Treasure; Hone Mone
Honor: 0 1]
Alignment: Always chaotic evil Always chaotic evil
Advancement 11-30 HD (Huge} 13—36 HD {Huge)
=== —
Z=ZMUM=NSONSOV
Hurwma Date Monstrous War Machine
Huge Construct (Shadowlands) Huge Construct (Shadowlands)
Hir Dice: 1od1o (55 hp) 15d10 (82)
Inirtarive: +0 +0
Speed: 20ft 4o it
AC: 14 {— sive, +6 namural) 35 (=2 size, +27 natural)
Attacks: Slam +12/+7 meles Slam +23/+18/+13 melee
Damage: Slam 2d6+7, hite 1d6+3 Slam 2de+14, trample sde+s
Face/Beach: 10ft by 10t /5 ft. 10 ft by 10 fi /15 fi.
Special Attacks:  Fearaura improved grab, Energy drain, fear aura
animate dead Trample 10d10+14
Special Qualities: Armor, damage reduction 25/+4 (jade) Duasnage reduction 35/45 (jade)
Saves: Mone Mone
Abilities: Str 25, Dex 10, Con —, Str 38, Dex 10, Con —;
Int —, Wis 10, Cha 2, Tainr 1 Int =, Wis 10, Cha 3, Taint 1
Slills: —
Feats: — —=
Climate,/Terrain:  Any Any
Organization: Solitary, units (6-16) Solitary
Challenge Rating: 7 i8
Treasure: Hone None
Honor: 0 1]
Alignment: Always chaotic evil Always chaoric evil
Advancement: 11-30 HD (Huge) 16—45 HD (Huge)
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RURURA szIRd

(SIZGE TOWERS)

This is a gigantic tower of hone, perhaps three stories tall.
It moves an shatt, bestial, bone legs rather than wheels.
Tnside, rotted intestines dangle, waiting to latch onto an
enemy fortification and hold fast, Upon reaching such o forti
fication, all manner of undead spill forth from it, cager to
attack, One of its most ingidious abilities 15 that of corruption,
for the recently dead can be placed inside it where they arc
transformed into more foot soldiers for the Shadowlands.

CORBAT

Animate Dead (Su): Any corpses which are brought
within the kuruma seirs, whether recently dead or still living
prisoners who die within the tower, may be animated as zom-
hies or skeletons ac a free action and disgorged the following
round.

Swallow Whole (Ex): If the kuruma seiré makes a success
ful grapple check after the grab, it swallows its prey through
one of the many spiked flaps on the sides of (he wwer. Victims
must be one size category smaller than the tower. A single
kuruma seird can swallow up 10 12 Medium-size creatures ara
time. A successful grapple check allows a swallowed creature
to escape (o the wwers doorway, where It can make anather
grapple check w free iself, A swallowed creature may use &
3mall or Tiny slashing weapon to cut itself out. The siege
tower's internal surfaces have AC 20 (+10 narural) and 40 hp.
Half of this damage counts against the creature’s total hit
points. Muscular action closss any escape holes mada once a
creature has exited, so unless multiple opponents hold on to
ane another as they ascape each must cut their own way free.

n

RURVMA DATE
"TORTOISE

SHELI® ARMOR)

This large, skeletal creature resembles the carcass of a large
tortoise, It has a thick catapace and four legs that move it
across the battleficld, Zombies and other minions of the
Shadowlands walk beneath the creature for protection against
misaile fire (it provides 20% cover 1o such creatures), Living
samurai can be dragged beneath these beasts so thar (s
decomposing organs can plug into their backs and rransform
them into roting madmen

CORMBAT

Animate Dead (Su): Any corpses which are brought
beneath the kuruma date, whether recently dead ur still-living
prisonets who dic beneath the torioise shell, may be animared
a3 zombies or skeletons as u [ree action and disgorged the fol-

lowing round,

MONSTROVS
WAR RMACHINE=
OF ¥V LENG

Horrifying to behold, this juggernaut of destruction is, fortu-
nately, unique. The war machine is several stories tall and
easily as wide as an entire mounted Crab patrol standing
shoulder to shoulder, Its massive wheels arc large enough to
crush entire patrols beneath them, The entire machine is cov-
ered in steel spikes ranging from a foot to three feerin length,
The origins of this juggernaut are unknown. Fortunately for
the Empire, whoever constructed it does not appear 1o have
the resources or inclination to build more,
The most insidious ability of the war machine is {rs ltfe
deain. For every creature slain by the construct, its power
g po— grows, The drawback is
e that many lives must he
sacrificad to the war
machine before it ever
enters battle, Usually,

o

o' i

gobling can be found
hurling prisoners or
their own weaker
members upon the
thing’s spikes to begin
its tcrrif}'ing part in
the battle.

T Momstvens iWar Machine



COMBAT

Dependent: The war machine cannot move or attack of ite
own volition unless at least 35 levels have been drained from
other creatures first (see Enevgy Dain below).

Energy Drain (Sp): Creatures touched by the war machine or
struck by its slam attack suffer five negative levels, Each crea-
ture killed in this manner adds a +1 to the damage modifier of
the machines slam and wwunple atack for a period of 1 hour
The Forritude save to restore these negative levels is DC 20,

Trample (Ex); Once per encounter, the munstrous wal
machine can perform a bull rush amack against all creatures of
Large size or smaller within the path of Its charge. (Larger
creatures cause the war machine to simply collide with that
opponent and cease its charge.) This attack inflicts 10d10+14
damage (and normal energy drain) to all creatures subject to
the bull rush and knocks them prone in the square where they
were standing.

_ ZOKVJIn

Medium-5ize Monstrous Humanvid {Earth, Repjilian}
Hir Dice: 4ds+12 (27 hp) -
Initiative: =1 (Deax)
Speed: 20 ft., burrow 10 ft.
A 20 (=1 ey, +11 natural)
Attacks: 2 claws +6 melee
e Clavr 1dds 4

Face/Reach: 5 ft by 5 ft. /S ft.
Special Attacks: —
Special Qualities: Darkvision, earth brotherhood,

resistances, remMorsense
Saves: Fort +4, Ref 12 Will 43
Abilities: Str 18, Dex 8, Con 16, Int 10, Wis 10, Cha 8
Skills: Intuit Direction +6, Listen +6, Search +6, Spot +6
Feats: Power Attack, Sunder

Climate/Terruin: Any mountains and underground

Organization: Solitary, Family (2-5), or pack (11-20)

Challenge Rating: 3

Treasure: No colns; standard goods (gems only),
no items

Honor: sually Nil

Alignment: Usually lawful neutral

Advancement: By character class

Zokujin are a race of strange humanoids that dwell
deep in the Spine of the World Mountains. They are
hunched, green-skinned reptilians with luminous yellow
eyes; sharp claws, and bony spikes protruding from their
' elbows and shoulders. They have wide, fanged mouths, but
| cannot digest meat, Zokujin subsist entirely off of a diet of
minerals and plant life,

Zokujin speak their own language, a gravely, guttural
tongue neatly indecipherable to other races,

COMBAT

Zokujin are peaceful creatures, more likely to flee than tace an
opponent in direct combat, When given no other option,
they attack ficrcely using their natural abilitics to their best
advantage.

Darkvisivn (Ex); Zokujin have darkvision to a range of
120 feer.

Earth Brotherhood (Su): Zokujin can sculpt metal and
stone in their bare hands as if {r were soft clay. Any unarmed
attacks against a metal or stone objecr inflict wiple damage.
Metal or stone armor offers no protection against a zokujin’
unarmed attacks. Zokujin cannot sculpt jade or crystal, or
metal laced with these minerils.

Resistances (Ex): Zokujin have fire, cold, and electricity
rocictance 10,

Tremorsense (Bx): Zokujin can automatically sense the
Iocation of anything within 30 feet that is in contact with the
ground.

ZORUTIN SOC=TY

Zokujin live in large extended family groups. Their leaders are
always blessed with divine magic, which follows distinct
bloodlines. Zokujin are a peaceful, reclu-
sive race; and since they can sub-
giet on a diet of minerals and
vegetation, they rarely come
into conflict with other

gpecies.
For many centuries,
zokujin have been uscd

Ikoma, who force
zokujin to work in
the Lion Clan's
COPPEr mMines,
Though the
Lion refer 1o
these creatures
as “copper gob-
ling,” the 2okujin
are unrelated to
bakemono. They
are an ancient race predat-
ing the fall of the Kami, whose
strange religion revolves about the
worship of & powerful artifact they
eall the Bloodwhite Stone. The
zokujin believe the Bloodwhite
Stone created the Sun and
Moon, and is the heart of the
earth’s magic. The Bloodwhite Stone
was lost ages ago during a conflice the zokujin call Shokajio

Rekna or “the Day of Broken Thunder”

Zokijin accounts of Shokajin Rekna describe an invading
race of powerful evil ereatures, similar in description 1o oni
but predating the fall of Fu Leng. Though most Rokugant
scholars laugh at the notion, a few note the similarities to the
Empire’s Day of Thunder. Unlike Rokugan's Seven Thunders,
the zokujin apparently failed to defeat Jigoku. On that day,
they lost their civilization and their purpose, Now they search
tirelessly for the Bloodwhite Stone, never giving up hope that
it may someday be found.

ZORVIJIN CHARACT=ERS

Maost Zokujin tend to focus on life as warriors, but the eall of
the earth is strong within the entire race. The favored charac-
ter clues of their race ie druid, and many zokujin have at least
one or two levels of this class.

Evkngin

as slave labor by the |
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T=M?LAT=S

Certain creatures have no type but are instead created by
adding & “template” to an existing crearure, Simply apply the
modificrs under the selecred remplate to create 2 naw tem-
plated creature,

GORYO
VENGEFUL GHOSTS

Goryo are the spiritual remnants of humans who have been
murdered. They are invisible, cxcept in the light of the moon,
when they appear in the shape most favored by the murdered
person. For example, a renowned bushi might appear in full
battle dress, or a courtierin her finest robes. Goryo are always
tinged with a blood-red or a sickly-green aura, Furthermore,
they hiave no feet, the legs disappearing just below the knees
into wisps of vapur, A goryos facial fearures take on a sharper,
almost insectoid appearance.

The rage or fear or despatr that some murdar victims feelat €., i

= -

the moment of death somehow shackles them to the mater-
ial world, preventing them from joining their ancestors in
Yomi (the Realm of Blessed Ancestors) ar being reborn to
continue on their path to kharmic desting They are forced
toy remain in Ningen-de, the Realm of Mortals, a5 incor-
poreal spirits until they are released. As a result, they usu
ally haunt the murderer or their families. Corye who do
not know who is responsible haunt their own families,
demanding that they bring the murderer to justice.

Their goals vary. Some goryo seek to bring their
murderets to justice, Sometimes they merely wish
to cause terror, and actively try to keep thelr vic-
tims alive to prolong the tormure. The oaly
known way these tortured spirits can
know peace is for the killer or a member of
his family 1o conless his crime in writng
and place the scroll in a specially built
shrine, or for the goryo to take vengeance
upon the killer directly (though this anly
succeeds in transforming the killer into a
goryo himself). An appeased goryo is free to
travel to the next stage of existence,

CREATING A GORYO

The guryo is a template that can be added to any human indi-
vidual who has been murdered, hereafter raferred to as the
"base creature.” The base creature’s type is changed to
‘undead,” and it gains the incorporeal and spirit subtypes. The
goryo otherwise uses all of the hase creature’s statistice and
special ahilities. Goryo are always strongly linked to a person
whaom they believe to have unjustly slain them in their previ-
omig life, refarred to hereatter as their *killar

Hit Dice: Increase to d12

Speed: Coryo have a fly speed of 30 fect, with perfect
maneuverability

AC: Matural armor is the same as the base creature, hut
applies only to ethereal encounters. The ghost retains any
armor with which it died, though this armor bunus applies
only to ethereal encounters. The goryo also gains a deflection
bonus to AC equal to its Charisma mudifier (if positive).

Attacles: As base creature, bur attacks requiring touch have
no effect on physical beings.

Damage: Against ethereal creatures, the goryo uses the
base creature’s damage ralings, Against non-ethereal crearures,
the goryo usually cannot deal physical damage ar all

Special Actacks: The goryo rerains all the special attacks of
the base creature, though those telying on physical contact
cannor affect non-ethereal creatures.

Eyes of Vengeance (Ex): The goryo can always recognize
s murderer, regardless of any disguise he may wear (even
magical disguises). The goryo gains 3 +10 bonus to all Wilder-
niess Lore checks when tracking its killer,

Hand of Vengeance (Ex): The goryo iz not considered
incorporeal when attacking its killer. The killer may also
attack the goryo as if it were corporeal. Once per day, the
goryo automatically scores a critical hit on a successful attack
roll againet its killer if there are no other intelligent creatures
present to witness the attack. The gorvo may declare use of

this ability after determining whether its attack was

successful

Create Spawn (Su): If the goryo slays is

# killer, and its killer is truly guilty of murder,

the killer then becomes a goryo and the

original goryo is destroyed, itz soul get free

once mote. {With no specific killer,
this goryo is doomed ta wander aimlesely)

Special Qualities: A gorye has all the

spacial qualities of the base creature and those
% listed below, and gaing the undead type and
incorporeal and spirit subtypes. It also gains

the following abilities.
Darkvision with o range of 60 f.
Immortalify (Su): Vengeful ghosts eannot be
permanently destroyed through combar,
If "destroyed” it returns in 2d4 days,
fully restored and even more intent on
tevenge. The only way for it 10 be perma-
nently destroved is by exorcism, if it gains
its vengeance upon its killer, if the killer is
punished [ur his crimes, or If It 15 proven that
the goryos quest for vengeance is misguided.
: Incovporeal (Ex): Can be harmed anly by other
" incorporeal creatures, +1 or hetter magic
{ weapons, of magic, with a 508 chance to ighote any
damage from a corporeal source. Can pass through
solid ohjects at will, and its own attacks pase
through armaor. Always moves silently The goryo is not con-
sidered incorporeal when attacking its killer, It can physically
attack its killer (and vice versa).

Invisibility (Ex): The goryo remains invisible, even when it
attacks; unless it chooses to be visible. A goryo is always visi-
ble to its killer.

Spirit Qualities (Ex): As spirits, goryo gain a +4 racial bonus
againgt all enchantment etfects except those of other spirits,
Coryo can sense any passages to Gaki-do within une mile,

Baves; Same as base creature.

Abilities: Same as base creature, except that the goryo has
ne Constitution score, and ils Charisma score increases by +4.

Skills: Goryo receive a +8 racial bonus to Intimidate,
Search, and Sput checks, Otherwise, same as hase creature,

Feats: Same as base creature, but Void 1Jse and Ancestor
fears are lost,




Climare/Terrain: Any land and underground, Gaki-de
Organization: Solitary

Challenge Rating: Same as base creature +2

Treasure: Nong

Alignment: Any

Advancement: Same as base creature

SAMYLE GORYO

This example uses a 2nd level human shugenia as the base
Creatire,

Loryo

Medium-Size Undead [Incorporeal, Spirit]

Hit Dice: 2412 {12 hp)

Initiative: +1 (Dex)

Speed: Fly 30 ft. {perfect)

AC: 15 (+1 Dex, +4 deflection)

Attacks: 10 wakizashi, by spell

Damage: 1dé 1 wakizashi, by spell

Special Artacks: Eyes of Vengeance, Hand of Vengeance,
Create Spawn

Special Qualities: Darkvision 60 fr., Incorporeal,

Tmumoetalicy, Invisibility )

Saves: Fort +0, Rel +1, Will +4 i

Abilities: St 8, Dex 13, Con —, Int 10, Wis 12, Cha 13

skills: Diplomacy +9, Intimidate +17, Spellcraft +5, Spot +14

Feats: Versarlle(Intimidare, Spot)

Climate/Terrain: Any land and underground, Gaki-do
Organization: Solitary

Challenge Rating: 4

Treasure; None

Honor: 1

Alignment: Lawtul Mautral

Advancement: By character class

CORBAT

Spells lenown (may cast & inori and 4 first level spells per
day): anger of earth (magtc ston e}, Biting steel (magic
weapon), burn the mind (hypnotism), hands of clay®, kami's
hand (mage hand), kami's protection (resistance), light,
moment of peace (cure minor wounds), virtue

Sense elements as o 2nd level shugenja

Eyes of Vengeance (Ex): The goryo can always recognize
its murderer, regardless of any disguise he may wear (even
magical disguises). The goryo gainsa 110 bonus to all Wilder-
ness Lore checks when tracking its killer.

Hand of Vengeance (Ex): The goryo is not considered
incorpureal when attacking its killer. The killer may also
artack the goryo as if it were corporeal. Once per day, the
goryo automatically soores a critical hit on & successful atrack
roll agatnst {5 killer if there are no other intellipent creatures
present to witniess the artack. The goryo may declare use of
this ahility after determining whether its ateack wis success-
ful.

Create Spawn (Su): Tf the goryo slays s killer, and its
killer is truly guilty of murder, the killer then becomes a
goryo and the original goryo is destroyad, its soul set free once
more. (With no specific killer, this goryo is doomed to wander
aimlessly}

Special Qualities: A goryo has all the special qualities of
the base ereature and those listed below, and gains the undead
type and incorporeal and spirit subtypes. It also gains the fol-
lowing abilities,

Drackvision 60 [L.

Immortality (5u): Vengeful ghosts cannot be permanently
destroved through combat. If "destroyed” it returns in 2d4
days, fully restored and even more intent un revenge. The only
way for it to be permanently destroyed is by exvrcism, if it
pains its vengeance upon is Killer, if the killer is punished [
his crimes, or if it is proven that the goryo’s quest for
vengeance is misgindad.

Incorporeal (Ex): Can be harmed only by other incorporeal
cragtures, +1 or better magic weapons, o tmagic, with 2 s0%
chance to ignore any damage from a corporeal sonnce. Can
pass through eolid objects at will, and its own artacks pass
through armor. Always moves silently. The goryo is not con-
sidercd incorporeal when attacking its killer, It can physically
attack its killer (and vice versa),

Invisibility (Ex): The goryoe remains invisible; even when it .

attacks, unless it chooses to be visible. A goryo is always visi-
ble toits killer,

Spirit Cualibies (Ex): As spirits, goryo gain a ++ racial bonus
against all enchanoment eflects except those of other spirits.
Goryo can sense any passages to Gaki-do within one mile.

NAAR TSBAN

Wictched, stbominable beasts, the naar teban are the most
hated enemies of the Maga race, Thie ie 4 tragic contlict,
if for no other reason than that the naar teban were once
Maga themselves, now twisted and warped by a power beyond
their control.

Wuga who travel to the Burning Sands, most often
abominations who have been cast out of their homes,
fall into 2 deep slumber il they remain in the desert long
enough. During this slumber, their bodies are wracked with
powerful rransformations as their minds are torn asunder,
sending screams throughout the Akasha (the Naga group
mind). When the Naga emerges from beneath the dunes,
he iz 2 naar tehan,

Physically, the naar tehan bear only a passing resemblance
to their former kinsmen among the Naga. Their scales are
thick and armored with a decidedly galdan hue No trace of
the Maga tail remains, replaced by long, powerful legs that
enable the creature to leap short distances and cover gronnd
very quickly, The most horrific difference, though, is the
ability of the near teban to spew a noxious substance called
“the consuming fame" which etickes to the Hesh of their
opponents and guma it to nothingness,

The hatred the Naga feel for the naar teban stems from
the effect the latter have on the Akasha, The anguish and
puin their ttansformation wreaks upon the Naga soul is
continuous, and the mere presence of one of these creaturcs
in Rokugan causes the Naga great agony. Very fow survive for
lonig in the Empire before encountering squads of frenzied
Asp warriors bent on the naar teban’s destruction,
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CREATING A MAAR TEBAN

“Naar teban’ is a template that can be added to any Rokugani
Naga (hereafter referred 1o as the base crearure). It uses oll the
base creature’s statistics and special abilities except a5 noted
here,

Speed: The base creature’s speed is reduced to 30 fr. With
the loss of their ralls during their transformation, naar teban
simply cannor move as rapidly as an ordinary Naga.

AC: The base creature gains +2 natural armor.

Attacks: Naar teban have claw and clam attacks. These
attacks have damage values of 1d6 and 1d4 respectively.

Special Attacks: The naar teban loses any special attacks
possessed by the base creature, They gain those listed below.

Breath Weapon (Su): The naar teban has a single breath
weapon, a 20-foot cone of fire, every 5 rounds. 6d8 damage,
Betlex save half (DC 18).

Special Qualitics: The naar teban loses all special qualities
possessed by the base creature, gaining those beluw,

Damage Reduction (Su) The naar teban's thick scales protect
it from a great deal of minor physical damage. They passess
damage reduction 5/+1,

Immunity (Ex); The naar reban are immune to mind-influ-
encing ellects and poison.

Fire sublype (Ex): Immune to fire. Douhle dsmage from cold
extept on a successful save

Saves: Add +4 1o the hase cresture’s Fortitude save.

Abiliries: Change the hase creature’s abilities as follows: Str
+4, Dex +2, Con +4;, Int —4, Wis 40, Cha —4,

Skills: The base creature loses all skills and gains a +4 tacial
madifier ro Jump checlks.

Climate/Terrain: Any desert
Organization: Solitary

Challenge Rating: &

Treasure: Mone

Honor: Mil

Alignment: Usually chaotic neutral
Advancement; By character class

SAMPLE NAAR TEBAN
" This example uses a 3rd level Aep as the base creature.

Naar Teban

Large Monstrous Humanoid (Naga)

Hit Dice: 3d8+49 (22 hp)

Initiative: 11 (11 Dex)

Speed: 30 £,

AC: 12 (1 size, +1 Dex, +2 natural)

Attacks: 2 claw +5 melee, slum +3 melee

Damage: Claw 1ds+2, slam tdé+1

Face/Reach: 5 (1, by 5 fr./10fr

Special Attucks: Breath weapon

Special Qualities; Damage reduction, immunities
Sauves: Fort +5, Ref +3, Will +3

Abilivies: Str 15, Dex 12, Con 16, Int §, Wis 12, Cha 4
skills: Jump +5

Fears: Nona

Climate/Terrain: Any desert
Organization: Solitary

Challenge Rating: £

Treasure: Mone

Honor: Mil

Alignment: Usually chaotic neutral
Advancement; By character class

COMBAT

Breath Weapon {Su): The naar teban has a single breath
weapen, a 20-foot cone of fire, every 5 rounds. 6d8 damage,
Ratlex save half (DC 18),

__THE ORACLES

Though the heavenly dragons are creatures of great power and
wisdom, they often have difficulty understanding the mortal
world. In an attempt ta better comprehend the ways of mor-
tals, each of the dragons has created an Oracle, 2 human
hlessed with the power of the Celestial Heavens, While the

Uracles have great power, they must obey strict rules in its
use or lose the blessing of the Celestial
Heavens forever,
As a counterbalance for the aid
. Tengoku offers the moreal
“7 realm, the dack powers of
Jigoku have created beings
known as the Dark Oracles
The Dack Oracles are a march for the Light
= Oracles in both wisdom and power, though they,
tow, have cermain rules w follow to maintain their
power.
Any intelligent living ereature can become an
Oracle, so long as it does not possess the Shadowlands
Tainr. Dark Oracles must possess the Shadowlands Taint prior
10 gaining their power. Thers is only one of each Oracle at afy
time, usually chosen by the previous Oracle upon his death,
hut snmetimes chosen at the whim of the dragons (in the case
of Light Oracles) or Jigoku (in the case of Dark Oracles).

The Light Oraclee are creatures of incredible power,

but they may not use their powcrs to intetfere in the affairs
of the mortal world, except as advisors. They can use their




enormous magical might only to preserve their own lives.
They arc not allowed to seek out others to give their advice,
but must wait until they arc asked. Should they viclate these
rules, the dragons can retract their blessing at any time,
ending invariably in the former Oracle’s destruction.

Dark Oracles also must obey strict rules. They may not
interfere ina situation unless bavited to do so. While they may
go where they please, they may vot use their power, even in
self-defense, unless it is against sumeone who has sought their
aid or a vassal of thar person, Those who get in the way while a
Dtk Oracle is hunring someone not protecied from their
power are fair game. The Light Oracles are also falr targers for
the Dark Oracles. However, the Dark Oracles seldom attack
thein, for the Light Oracles can easily match their power,

Thete is only one Oracle for each deagon at any time.

There is one Dark Oracle for each Light Oracle. I'here does
not seem to be a Dark Oracle of the Void nor a Dark Oracle of
Thunder, as these two Oracles seem generally neutral.
{Though they obey Celestial Dragons, their actions do not
favor Tengoku or Jigoku). If an Oracle of Thunder or an Oracle
of the Void were to become unduly absorbed in the activities
of mankind, it is possible & Dark Oracle would be created to
balance them.

e

CREATING AN ORACL=

“Oracle” i5 a template that can be applied to any creature with-
out the Shadowlands subtype with an Intelligence score of 3
or more (referred to hereafter as the "base creature”). The crea-
ture's type changes to “dragon.” It uscs all the base creature’
statistics and special abilities except as noted here,

Cracles are generally human, though there iz no reason
why a Nezumi, zokujin, or other intelligent creature could not
be chosen,

Hit Dice; Change to 20d12.

AC: Oracles gain a huck bonus to AC equal to their highest
ahility score modifier. This represents the dragon’s protection
over its mortal vassal
Special Attacks: The oracle retains all special artacks of the
base creature, and also gains the ahility 1o cast spells as a 20th
level shugenja. All of these spells have anly a vocal compo-
nent, despite what their normal components may he. The ele-
mental focus of the creature’s shugenjs magic depends upan
its dragon eponsor. (Note: if the creature was already a
shugenja, he gains a new, separate spell list and spell slots
from this ability)

Oracles do not draw attacks of opportunity by casting spells
gained from this template.

Special Qualities:

All Oracles have damage resistance 35/+5 and SR 30. They
also gain cerlain immunities depending upon their dragen

SpOns0L

Sponsor Elemantal Facus  Immunities
Fire Dragon Fira Fire
Earth [Jrsgnn

Air Dragen. A

Thunder Dragon

Water Dragon Watef R et 'CE :
#[Gains Ishiken-do feat)
Datke Oracles gain the same abilities as their Light Oracle

counterparts. They alsa gain a Shadowlands Taint modifier
equal to double their highest ability score modifiar. :

Divine the Fature (Ex): All Oracles (Light and Dark) have
a natural ability to divine the fueure; this ability is in fact not
tnagical, but part of their very nature. Any mortal being may
ask the Oracle one question, It the Oracle wills it, he immedi-
ately knows the answer to this question — the knowledge
simply appears in the Oracle’s mind — and must tell the ques-
tioner the answer The answer may be cryptic, but it is alwaye
truthful A particular Oracle cannot use this sbility more than
once for any given mortal, even if he wishes to do so.

Note that Oracles have some control over when this power
is used. They need not use it on the first question posed to
them [“Are you really the Oraclet™), though they may do 5o if
they wish, Dark Oracles often answer the first question posed
to them before even revealing their Oracle status. Light Ora-
cles usually give the questioner a chance to confirm his ques-
tion hefore answering,

Saves: As the hase creature, adjusted for their new Hit Dice,
In addition, Oracles recaiva a +10 luck bonus to all saving
threws.

Abilities: As base creature, but increase all ahility scores by
twe. In addition, the Oracle gains a bonus depending on its
EpODECL

Bonus

HAINt 4 Dex

Earth Dra-gun

P =
Thunder ‘Dragon +3 Str'_'__ S
e e —
Water Dragon +8 Wis

Climate/Terrain: Light Oracle: Any land and under-
ground; Dark Oracle: Shadowlands

Organization: Salitary

Challenge Rating: 70

Treasure: Standard

Advancement: Same a5 base creature

SAM?PLE ORACLE OF AR

This example uses Doji Hanae, 10th level female human
Crana courtier, as the bage creature.

Oracle

Medium-Size Humanoid

Hit Dice: 20412420 (140 hp)

Initiative: +3 (Dex)

Speed: 30 .

AC: 14 (14 Dex)

Attacks: By spell

Damage: By spell

Face/Reach: 5 i by 5 1./5 £,

Special Attacks: Oracle spells

Special Qualities: Divine the future, damage resistance
35/+5, immune w elecericiy, SR 30

Saves: Forr +17, Ref +18, Will +27

Abtlirtes: Str 10, Dex 16, Con 12, Int 18,Wis 14, Cha 24

skille: Bluff +23, Diplomacy +29, Games (sadane) +27,
Gather Information +23, Innuendo +12, Intimidarte +23,
Knowledge (etiquette) +16, Knowledge (nobility and
royaley) +16, Mimic +14, Move Silently +14, Perform +19,
Sense Motive 414, Tea Ceremony +6

Feats: Appraise, Leadership, Quicken Spell, Skill Foeas
{Games (sadane}), Smooth Talk {Ancestor), Versatile {(Move
Silently; Bide, Mimic), Void Use
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Climate/Terrain: Any land and underground
Organization: Solitary

Challenge Rating: 20

Treasure: Standard

Honor: 3

Alignment: Lawful Neutral

Advancement: By character class

COMBAT

Divine the Future (Ex): All Oracles {Light and Darls) have
a natural ability to divine the futurs; this ability iz in fact not
magical, but part of their very nature. Any mortal being may
ask Hanae one question. If the Oracle wills it, she immedi-
ately knows the answer to this question — the knowledge
eimply appears in her mind — and must tell the questioner
the answer, The answer may be cryptic, but it is always truth-
ful. Hanae cannot use this ability more than once for any
given mortal, aven if she wishes 1o du 5o,

Gossipas a tenth fevel courtier

Hanae may cast spellsas 20th level shugenfa attuned 1o Air
Spells cast in this manner do not draw attacks of oppartunity
and reguire only 2 vocal component. :

Hanae'’s cohort Is Isawa Koyano (Femala Phoenix, Shu 8), a
shugenja rained in the Isawa schnal and attuned to Air

The Better Part of Valor: While executing the total
defense maneuver, Hanae gains an additional +4 AC,

The Eyes See the Heart (Ex): Detect lies automatically
unless the liar makes 2 Will save{DC 17).

Whisper From the Soul{Ex) Once per day, affect a target
45 per an emotion spell. Duration is ten rounds unless
extended by use of the Diplomacy or Bluff skills.

DARKNESS SPAWN
(LYING DARKNESS)

Darkness spawn are living things that have been corrupted by
the Lylng Darkness. The Darkness slowly steals away the cres-
ture’s identity and mind, eventually turning it into a pieca of
the formlass Nothing that composes the Lying Darkness.
Darkness spawn usually look like whatever the creature was
originally, albeit with less clearly defined features. More often
than not, they are halk-mindless extensions of the Lying Dark-
ness with no true will of their own,

CREATING A
DARKNESS SPAWN

“Shadow” isa template thar can be added to any corporeal crea-
ture (referred to hereafter as the "base creature™). Though the
Darkness generally prefers to corrupt humans and
humanoids, it is not rare for it to spread its influence to ani-
mals and even plants. Creatures with the darkness spawn tem-
plate gain the Lying Darkness subtype,
A darkness spaven uses all the base ereaturek statistics snd
special abilities evcept as noted here.
Special Attacks: A darkness spawn retains all non-magical
special attacks of the base cresture and also gains the following,
Shadow Belt (Su): Onee per day, a darkness spawn may fire
the eszence of the Darkness in a concentrated bolt, dealing
5dé points of damage, the loss of Void Use and Ancestor feats,
and a 10% spell failure chance {in addition 0 any existing spell
failure chance) to all divine spells for an hour. With a success-
ful Reflex save {IMC 18} (he target takes only half damage and
suffers no further effects. A character killed by the shadow
bolt is uninade completely, and may not be raised from the
dead by any means save resurrection, wish, miracle, or divine
intervention.
Severed Tie: The darkness spawn may cause the corruption of
the Lying Darkness ta break the bond between a living
human and his ancestor spirit for a short time.
As a normal action, the creature may cause all characters
within 20 fest to lose the benefits of any Ancestor Feats
they possess for a number of rounds equal to the
creature’s hit dice, This may be done once per day.

Spell-like Abilities: The darkness spawn may cast any of

the following spells once per day as a 10th level sorcerer
{DC 10 + spell level + Charisma modifier): blur, change
self, displacement, hypnotic pattern, imvisibility (self only),
minor image, mirver image, misdirection, silend image,
ventrilogudsm,

Special Qualities: A durkness spawn retains all the
special qualities of the buase creature and also gains the fol-
lowing qualities:

Thirkvision with a range of 60 feer.

Damage reductlon 20/+2 (crystal)

SE equal o the creature’s FTI [Max 50)

Loses all Ancestor and Void Use feats,

May not cast spells except those gained by this template,

Saves: Same as the base creature

Abilities: Same as the base creature, with +2 Str and
+2 Dex
Skills: Same as the bage creature, with +4 to Hide and Move
silently checks.




Climate/Terrain: Any

Organization: Same as the base creature
Challenge Rating: As bare creature +3
Treasure: Same ag bage creaturs

Honor; Usually 0

Alignment: Usually chootic evil

Advancement: Same as base creature

SAMN?PLE DARKNZESS S7PAUN

This example uses a 5th level human ninja as the base creature.

Darkness Spawn

Medium-Size Humanoid (Lying Darknece)

Hit Dice: 5deid0 (25 hp)

Initiative: +2 {+3 Do, 12 Ing, 14 Improved
Initiative)

Speed: 30 £t

AC: +5(Dex}

Artacks: +7 hatana

Damage: 1d10+1 katana

Face/Reach: s fu by s fr/s fr.

Special Artacks: Shadow bolr, smeak
attack

Spectal Qualities: Spell-like abilities,
damage resistance 20,42 (crystal), SR 5

Sawes: Fort +3, Ref +7, Wwill +3

Abilities: Str 12, Dex 17, Con 14, Int 14,
Wis 14, Cha 8

8kille: Balance +11, Climb 48, Escape
Artist +11, Hide +15, Move Silontly +15,
Search 110, Spot +10, Tumble +11

Feats: Improved Initiative, Mobility

Climatc/Tertain: Any

Organization: Solitary

Challenge Rating: 7

Treasure: Standand

Honor: ¢

Altgnment: Chaotic evil 3
Advancement: By character class

SHRADOW s som

SARMURAI

Occasionally, when 2 samurai dies in the Shadowlands, his
soul does not pass peacefully to Meido, Some spirits become
trapped in Jigoku and arc foreed to fight their way out of the
hellish darkness. Unfortunately, this leads many of these loet
souls through Gaki-do, the Realm of Hungry Ghosts.
The journey transforms these poor spirits into a unique
creature with many powers in commeon with shirye, gaki,
and oni. Most are driven mad and return to Ningen-do
seeking vengeance against the living. These creatures are
called kagemusha, or shadow samurai,

These unfortinarte spirits are among the most dangerous of
Jigokus minions, for they retain the skills and knowledge that
they acquired in life. They also retain a certain sense of honor,
but even this has heen twisted by the corroption of Tigoku and
the hunger of Caki-do. For ingtance, a shadow samurai
typically will not slay an unarmed foe, but instead tosses his

opponent a stick, spear, or other substandard weapon that
cannot harm him befote attacking, Shadow samurai traveling
throngh Rokugan tend to stop and pay thelr respecrs at
shrines and temples, and become enraged when the spells
used to protect such places forbid them entrance,

CREATING A SHADOW
SAMVRAI

"Shadow samurai” is a template that can be added to any

linmanoid creatures (referred to hereafter as the "base crea-

ture®), provided it has at least one level of the samurai

characrer class, The creature’s type changes to "undead"
and it gains the “Shadowlands” subtype, Tt uses all the

base crearure’s staristics and special abilities except as

noted here.

Hit Dice; Increases to di2

Speed: Same as the base creature

AC: As the bage creature, but see special abilities,

Datnage: As the base creature, hut see special

abilities.

Special Attacks; Shadow samurai radiate
fear in a 20-foot radius. Anv enemies in this area
must make a Will save (DC 14} ot be trightened,

Special Qualities: A shadow samurai
retaing all the base crcature’s special qualities
and gains those listed below, The base creature

alsc gains the undead type,

Bound by Honor (Ex): A shadow samurai
cannot speak a word that is untrue, and must
answer any guestions posed by someone
who knows its true name, (It is, how-
ever, free to attack the questioner.)
Immortality (Ex): A shadow
samurai which s destroved simply
raturns to Jigoku, whereupon it can
find its way hack to the mortal
world agsin in 1d10 weeks. Bach
shadow samursi must be destroyed in
a unique and personal manner (such as
beheading him with the sword he wielded in life,
retrieving his corpse from the Shadowlands, destroy-
ing the oni who stole his name, avenging his
master’s death, ete.) before it will rémain dead,
The DM should determine in sdvance what is

required to destroy a shadow samurai.

Intangibilicy: A shadow samurai may become incorporeal
as 3 move equivalent action. In this form, it can be barmed
only by other incurpuresl creatures, +1 or better magic
Weapons, or magic, with a 50% chance tw ignore any damage
from 4 corporeal source. It can pass through solid vbjects at
will, and moves silently. It gains a fly speed of 30 (perfect).
1t cannot attack corpoteal creatures in this form (unless the
hase creature possessed the means to do so when incorporeal).
Incorporeal creatires Inse normal armor bonuses to AC
against corporeal opponents, but gain a deflection bonus
equal to their Charisma. The shadow samurai can hecome
corpoteal as a move equivalent action.

Spectral Equipment: The shadow samurai carries all
weapons and armor that it carried when alive, This equipment
can be returned and restored with a single thought {a free
action) if dropped or destroyed. If the shadow samursi dies,
these items vanish along with it.
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Saves: Same as the base creature

Ahilities: Same as the base creature, except that the shadow
samurai has no Constitution score and ite Strength and
Charisma increase by +4,

Skillg: Shadew samurai receive a 48 circumstance bonus to
Hide checks when incorporeal,

Feats: Same as base creaturs, Losea the Void Use Feat,

Climate,/Terrain: Any land and enderground
Qrganization: Solitary

Challenge Rating: Same as base creature +2
Treasure: None

Honor: Any

Alignment: Any evil

Advancement: Same as the base creature

PURE SHADOW SARURAI
In rare cases, 2 Shadow samurai iz able to return to the
mortal world unscathed by its joueney through the
darkness. Most of these individuals condnue on thelr
journey, enter Yomi, and become powerful shiryo. A
handful remain for some purpose, to protect their fam-
ilies or right wrongs they allowed in life. These
shadow Samural have all of the shove ahili-
ties, but do not gain the Shadowlands
subtype. They always have 2+ honor
and good alighment. Pure shadow
samural do not lose access to the Void
Uise feat.

SARPLE
SHADOW
SARMURAI

Thiz example uses Hids
Koromusha (Male Crab
4th level Samurai) as the
base creature.

Shadow Samurai
Medium-Size Undead (Shadow-
Lands)

Hit Drice: 4d12 (24 hp)
Iniciarve; +2 (Dex)

Speed: 30 fi. (While incorporeal, fly 30 fi.

(perfect))

AC: 16 (+2 Thex, +4 partial armor), 15 {42 Dex, +3 detlaction)
while incorporesl

Attacks: +10 katana; cannot attack while incorporeal

Damage: 1d1045 katana

Special Attacks: Faar aura

Special Qualities: Bound by honor, immortality,
intangibility, specttal equipment

Saves: Fort +4, Ref +3, Will +4

Abilitics: Str 20 (5), Dex 14, Con —, Int 13, Wis 10, Cha 15,

Taint 9
Skills: Climb +12, Jump +12, Taijutsu Focus +10,

Intimidate +10, Swim +12 (While incorporeal, Hide +10)
Feats: Endurance, Cleave, Power Amack, Improved Bull Rush
Climate/Terrain: Any land and underground
Organization: Solitary

Challenge Rating: &
Treasure: Nong

Khadogfands
Madman.

Honor: 1
Alignment; Neutral evil
" Advancement: By character class

COMBAT

Shadow samurai receive a +8 circumstance bonus to Hide
checks when incorporsal.

Fear Aura(Su): Shadew semurai radiate fear in a 20 foot
radius, Any enemies in this area must make a Will save (DG
14) or be frightened.

Bound by Honor (Ex); A shadow samurai cannot speak a
word that is untiue, and musi answer any questions posed by
someone who knows lts true name. (It is, however, free to
attack the questioner}

Linmortality (Ex): A shadow samurai which is destroyed
simply returns to Tigoku, whereupon it can find its way hack

to the morral world again in 1d10 weeks, Each shadow
samurai must be destroyed in a unique and personal
manner (such 2z heheading him with the sword he
wielded in life, retrieving his corpse from the Shadow-
lands, destroying the oni whe stole his name, avenging

The DM should determine in advance what is
required to destroy a shadow samurai,
Intangibility: A shadow samurai may
become incorporeal as a move cquivalent
sction, In this form, it can be harmed only by
other incorporeal creatures, +1 or better magic
weapons, or magic, with a 50% chance to ignore any
damage from a corporeal source, It can pass through
solid objects at will, and moves silently. It gains a fly
speed of 30 (perfect). It cannot amack corporeal crearures
in this form (unless the base creature possessed the means to
du so when incorporeal). Incorporeal creatures lnse normal
armor bonusges 10 AC against corpareal apponents, but gain 2
deflection bonus equal to their Charisma. The shadow samu-
rai can become corporeal as a move equivalent action.
Spectral Equipment: The shadow samurai carties all
weapons and armor that it carried when alive, This equip-
ment can be returned and rertored with a single thought (a
free action) if dropped or destroyed. If the shadow samurai
dies, thesa itemns vanish along with it.

SHADOWLANDS
MADRAR

Shadowlands madmen are humans who have succumbad to
the ravaging effects of the Taint while srill living. Their
humanity is completely gone, reducing them to mindlass,
blocdrhirsty animals. They are looked upon as wretched
beasts that should be destroyed as an act of mercy, especially
by ather Lost who have retained their higher mental func-
Homs. It is not known why the Shadowlands chooses such 4
fate for some of the Tainted, seemingly at random. Some poor
souls seem to be of little use to the Realm of Evil except at the
front line of the Shadowlands armies. In addition te their
combat abilities, they serve to demoralize the enemy, showing
them what fate awaits them should they fall in bartle.




CR=ATING A SHADOWLANDS
RADRARNR

“Shadowlands Madman™ is a template that can be added to any
huinan whose Teint Modifier exceeds their highest abilicy
bunus (referred w bereafter as che "base creature™, The base
creatures type changes to "monsmous humanoid.” It uses all
the base crearure’s statdstics and special abilitles excepr as
noted here.

Hit Diie: 1d8& or the base creature's current hir die,
whichever iz larger.

AC: The madman gaing a natural +7 armor bonus,

Special Qualities: The base creature rerains all special
qualities in addition to gaining those listed below:

Taint Powers (Su): A Shadowlands madman gains two
miner and one major Taint powers at the time of ite conver-
sion (see Chapter 3 for more information on Taint powers).

Damage Reduction (8u): The madman gaing damapge
teduction 5/ 1 (jade).

Saves: The madman gains a +4 profane bonus on all Forti-
tude saves and a—+ profane penalty on all Will saves,

Abilities: Madmen gain +6 Strength and Constitution and
—§ Intellipence, Wisdom, and Charisme (to 2 minimuom of 5%

Feats: Madmen lose all Technigue, Ancestor, and Tuii] Use
feats,

Climare/Terrain: Shadowlands

Organization: Solitary, mob (2-50), horde {31-250)
Challenge Rating: §ame as the hase creaturs +1
Treastire: Standard

Honor: O

Alignment: Chaotic evil

Advancement: 3 HD

SAM?PLE SHADOWLANDS '
MADRMAN \

This example uses a 3rd level human samuri as the -
base creature.

Shadowlands Madman 22

Medinm-Size Monstrous Humanaid ik
(Shadowlands) £

Hit [¥ice: 3d10+6 (22 hp)

Speed: 300t
AC: 11 (+1 Dex) £
Attacks: Katana +8 melee i
Damage: Eatana 2d10:+7 g !
Face/Reach: £ ft. by 5 /5 &, S g
Special Attacks: — -\_f ;
Special Qualities: Damage reduction e
10/+1 (jade}, Taint powers el
Saves: Fort +9, Bef +2, Will +0 :
Abilities: Str 21, Dex 13, Con 20,
Int &6, Wis 2, Cha 4, Taint 2
Skills: Bartle +2, Climb +11, 3
Tatjursu Focus +3, Intimidare +3, |
Jump +11 3
Feats: Improved Initiative,
Weapon Focus (Katana)

Climate /Terrain: Shadowlands

Organization: Solitary, mob (2-50), horde (51-250)
Challenge Ttating: 4

Treasure: Standard

Homor: O

Alignment: Chauolic evil

Advancement: 3 HD

CORMBAT

Taint Powers (Su): Unholy Speed (+15 to base speed),
Unhely Vision (Datloision, 60 feet),

SHIRYO (BLESSZD
ANCESTOR)

Mot all visitors from the Spirit Realms sre capricions ar malaw-
olent. Many, in fact, are extremely heneficial Primary amaong
these are the chiryn, the spirits of blesced ancastors who have
earned the right to eternal bliss in Yomi, the Realm of the
Bleszed Ancestors. Despite having earned these rewards, or,
perhape, because they are the eort of people who deserve
them, many shiryo return to the mortal realm oceasionally to
guide, inspire, and protect their descendants,

CREATING A SHIRYO

“Ehiryo" is a template that can be added to any non-dishonor-
able humsan character {referred to hereafter as the "base crea-
ture"). The creature's type changes to “undead
s It otherwize uses all the creature'’s statistics and
special abilities except as noted here.
Hit Dice: Increase to d12
i Speed: Shiryo have a fly speed of 30 feet,
. with perfect manewverability
AC: Nanural armor is the same as the base creature,
e L butapplies only w ethersd encounters, The ghost
S meteins any anmor with which it wes buried, though
" ! this armor bonus applies only to ethereal
" encounters. The shiryo also gains a deflection bonus
o AC equal to irs Charisma modifier (if positive).
Artacke: The shiryo retains all the attacks of
the base craaturs, thaugh those ralying on
physical contact do not affect non-ethereal
creatures.
. ' Damage: Against ethereal creatures, the
. "' shiryo uses the base creature’s damage rat-
i/~ - ings Against non-ethereal creatures, the
25" % shiryo usually cannot deal physical
damage at zll. Even spells cast by the
- | shiryo can only affect those of the
) shirye's family or clan,
# Special Attacks: The shiryo retains
| all the special attacks of the base
. creature, though those relying
. on physical contact cannot
«..  affect non-ethereal crearures.
| Even those effects which do
affect non-ethereal crea-
tures can only affert those of
_# the shiryds family or clan, It
also gaine the following
attaek:
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Chastise (Su): The shiryo can curse a member of its own
family or clan who is guilty of dishonorable behavior, so lung
as the target is within 30 feet and can see the shiryo, The target
must make o Will save (DC 10 + 1/2 the shiryo’s hir dice + the
shiryo's Charisma medifier) or suffer a ~4 penalty w all artack
rolls, skill checks, and saving throws for twenry-four hours.
Special Qualities: A shiryo has all the special qualities of the
base ereature and those listed below, and gains the undead
type and incorporeal and spirit subtypes. 1t also gains the
following ubilities.

Ancestral Link (Ex): If the shiryo meves more than 100 feet
{rom a member of its family or clan, or from a grave ot shrine
dedicated to its clan ancestors, it returns to Yomi

Incorporeal (Ex): Can be harmed only by other incorpotcal
creatures, +1 or better magic weapons, or magic, with a 50%
chance ta ignore any damage from a corporeal source. Can
pass thraugh solid objects at will, and its own attacks pass
through armor, Always moves silently.

Heavien (Su): Once per day, a shiryo can choose to encour
age a member of its family or clan within 30 feet. This provides
the following bonuses, lasting for one hour:

* +2 on all attack and damage rolls.

= 12 Void Points (if the target has the Void Use fear)

*+3 Hit Dice (d10s that gain temporary hir points).

* +4 morale bonus on saving throws against fear.

* target's weapons allected by a bless weapon spell

Immortality (Ex): A shiryo thar is slain returns to Yomi for
OTE Year,

Selective invisibility (Ex): The shiryo is naturally invisi-
ble. It can choose to make itself visible at will, but only to
those of irs family or clan.

Spirit Qualities (Ex): As spirits, shiryo gain a 14 racial
bonus against all enchantment effects except those of other
spirits. Shiryo can sense any passages to Yomi within one mile.

Turn Hesistance (Ex): A shiryo has +4 turn resistance
against turn and rebuke attempts. It has an additional +6 turn
resistance against turn attempts,

Saves: Same as base creature,

Abilities: Same as base creature, except that the shiryo has
no Constitution scorc, and its Charisma score increases by +4.

Skills: Shiryo gain a +8 racial bonus (o all Sense Morive and
Diplomacy checks.

Feats: Same as base creature. If the base creature had the
Void Use feat, the shiryo gains +2 to its maximum Vaid Points,

Climate Terrain: Any Jand, Yomi
Ouganization: Solitary or family (7—20)
Challenge Raring: Same as the hase creatuze +2
Treasure: Standard
Honor: Any non-dishonerable

: Any
Advancement: Same se base crearure

SAM?PLE SHIRYO

This example uses a 14th level human samurai as the base
Creature,

Shiba Toriiko, Phoenix Clan Shiryo (Samurai 14)
Medium-Size Uindead (Incorporeal, Spirit)

Hir Dice: 14412 (84 hp)

Initiative: +5 (+1 Dex, +4 Improved Initiative)
Speed: Fly 30 ft. (perfect)

AC:15 (+1 Dex, +4 attnor)

Atrtacke: +19/414,/40 katane

Damage: 1d1043, plus an extra 2d6 against an evil creature,

katana
* Special Attacks: Chest touch katana

Special Qualities: Ancestral link, chastise, hearten,
immortality, incorporeal, selective invisibility, spirit
qualities, turn resistance

Saves: Fort +9, Raf 4.5, Will 413

Abilities: Str 13, Dex 12, Con —, Int 15, Wis 14, Cha 18

Slkills: Bartle 117, Climb +3, Diplomacy +29, Taijursu
Focus +20, Intimidate +20, Jump +3, Ride +3, Sense
Motive +29, Tea Ceremony +17

Feats: Depths of the Void®, Improved Iniiative, Tran Wi,
We Hlusions®; No-Mind®, Shibas Technique®, Shisld of
Hoenor®, Void Use®, Way of the Phoenix* (Maximum Void
Poines: 6) Weapon Focus (katana)

Climate/Terrain: Any land, Yomi
Organizarion: Solitary or family({2-20)
Challenge Rating: 14

Treasure: Standand

Honor 3

Alignment: Lawful good
Advancement: By character class

comBnAT
Shiba Toriiko's sword is 2 +3 ghost touch holy katana,
Chastise (Su): The shiryo can curse 2 member of its own
family or clan whao is guilty of dishonorable behavior, 5o long
as the target is within 30 feet and can see the shiryo. The target
must make a Will save (DC 10 + 1/2 the shiryols hit dice + the

shiryos Charisma medifier) or suffer s —+ penalty to all attack

rolls, skill checks, and saving throws for twenty-four hours.

Special Qualities: A shiryo has all the special yualites of

the base creature and those listed below, and gains the undead
type and incorporeal and spirit subtypes. It also galns the
following abilities,

Ancestral Link (Ex): If he shiryo moves more than 100
feet from a member of its family or clan, or from a grave or
shrine dedicated to its clan ancestors, it rerurns to Yom.

Incorporeal (Ex): Can be harmed only by sther incorpo-
real creatures, +1 or berter magic Weapons, ot magic,
with a 50% chance 10 ignore any damage from 1 corporeal
suurce, Can pass through salid objects at will, and its own
artacks pass through armor. Always moves silently.

Hearten (Su): Once per day, a shiryo can choose to
encourage a member of its Family or clan within 30 feet,
This provides the follewing bonuses, lasting for one hour

*+2 an all attack and damage rolls,

*+2 Void Points {if the target has the Void Use feat)

*+3 Hit Dice (d10s that gain temporary hit points),

* +4 morale bonus on saving throws against fear.

* target's weapons affected f}r a bless weapon spell

Immortality (Ex): A shiryo that is slain returns to Yomi for

one year,

8elective invisibility (Ex): The shiryo is naturally
invisible. It can choose 1o make irself visible ar will, hut nnly
to those of its family or clan,

Spirit Qualities (Ex): As spirits, shiryo gain 3 44 racial
bonus against all enchantment effects except those of other
spitits. Shiryo can sense any passages to Yomi within one mile.

Turn Resistance (Ex): A shiryo has +4 turn resistance
against tarn and rebuke attempts. It has an additional +6 turn
Tes{STANCE against turn attempts,
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NMAGA SLAYER

The Maga warriors called slayers are rare indeed, for most
Naga warriors are too composed to achieve the degree of rage
and hatred necessary to master the fighting style for which
the slayers are known. There i3 nol%ormali:.:d system of
training for slayers, A willing applicant must find or be found

a suitable teacher, who then trains them in the ways of the
slayers.

Slayers are Naga who, for whatever reason, bear a singular,
undying hatred for  particular race or type of crearure. Such
hatred is usually ingrained from birch for reasons known only
1o the Akasha, but it is somerimes due ro a terrible experience
later in life. Wharever the reason, slayers are whally and
unwaveringly committed to the absolute destruction of an
ENEmy race.

The slayers are regarded as pitiable but necessary by other
Maga. Tn the past, when conflict has engulfed their peopla,
thete have always been slayers to lead the charge against the
foe. Shadowlands slayers were at the vanguard of the Naga
armies who alded the Crab Clan in their recapture of Hiruma
Castle, and Shadow elayers were the first to lay siege to the
holdings of the Dragon Clan when Mirumoto Hitomi became
infatuated with the power of the Lying Darkness,

Hit Die: ds.

I} REOUIREMENTS

To qualify to become a slayer, a character must fulfill the
following criteris,

Race: Maga,

Base Attack Bonus: 14

Elkille: Knowledge (Enemy type chosen): 2 ranks.

Feats: Akasha Use, Combat Reflexes, Iron Will

Special: Must have a favored enemy that is of the slayer’
hated encmy type or subtype,

CLASS SKILLS
The slayer's class skills (and key ability for each skill) are
Climb (Str}), Heal (Wis), Hide (Dex), Intirnidate (Cha), Intuit
Direction (Wis), Jump (Str), Move Silently (Dex), Seacch (Tng),
Spot (Wis), and Wilderness Lore (Wis),
Skill Points per Level: 4 + Int modifier

CLASS FEATURES
All of the following are class features of the naga slayer
prestige class,
Weapon and Armor Proficiencys Slayers are proficient
with all Simple and Martial weapons as well as with Light and
Medium armor,

TABLE 3—2: THE MAGA SLAYER

Base Fort
Lavel Attack Bonus ~ Save _
s

2nd +

e e s
+6

I S

o T T Nl L Jamage bonus +1d4

e hJf”‘é’*ﬁ“ﬁ?ﬁ@mﬁﬁﬁﬁﬁ@@fﬁﬂﬁlﬂﬂ“waﬁmﬁﬂmﬁm%
4t +4 +4 i

Chosen Enemy: Slayers are trained to fight a single
specific type of enamy, which they choose at the time their
training commences. The slayer may choose any of the
following possible types or subtypes: Shadowlands, undead,
outsiders, Mezumi, zokujin, Ashalan, Lying Darkness or any
other types or su 5 the Dungeon Master chooses to allow,

Wrath of the Akasha: The Naga Akasha lends strength o
the slayer in his hunt for his prey. Whenever spending an
Akasha {(Void) point on Wilderness Love shill checks o mack
his chosen enemy or atiack rolls against his chosen enemy the
Slayer gains an additional 43 void bonus to the roll or check.

Damage Bonus: Slayers are wained in a variety of lethal
strikes and deadly techniques specific to their chosen
nemeses. If a melee strike against the slayers chosen enemy is
successful, the slayer gains a damage honus equal to +1d4 at
the 2nd level This increases by ane die type svery two levels
thereafter (4th, ath, 8th, and 10th).

Tears of the Pale Eye: The slayer is perfectly attunad to the
presence of his selected enemy. By spending an Alkasha (Void)
point; the slayer may determine if any such enemy is within
50 feet of him. Thiz does not reveal the encmies' exact
location, only that they are near and their general direction
from the slayer’ current location.

Anger of the Bright Eye: The memories and passions of
the collective Naga race lend the slayer srrength in his baule,
The slayer may spend any number of Akasha (Void) puints on
an attack toll against his chosen enemy.

Retributive Strike: Whenever z slayer is armacked by his
chosen enemy and the attacker misses, the slayer may make
an linmediate attack of opportunity against his foe.

Fury of the Serpent: As a full areack action, the slayer may
make g single arrack against his chosen enemy at his highest
base amack bonus. If this attack is successful, it is automatically
a critical hit, This ability may be used once per encounter,

SHAHADET'S LEGIONNAIRE
Among the warriors of the Naga, there are none so respected
and admired as the Legion of Shahadet. Although the Qamar
leads the Waga armies, it is the Shahader who stands an the
front lines with the troops, urging them info battle. The legion
are those troops hand-picked by the Shahadet and his
lieutenants o serve as the officers of the Naga armies.

Legintinaires are trained in a fighting style that develops
both lightning-fast melee sirikes and development of the
Maga penchant for archery. A common tactic for the legion is
to exact heavy casualties on their enemies with pinpoint
archery, then discard their bows in fivor of blades when their
weakened opponents finally teach them. Pew forces survive
such encounters,

Hit Die: d10.
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FEQUIRERENTS
To jein Shahadet's legion, a character must fulfill the
following criteria,
Race: MNaga,
Base Attack Bonus: +6
8kills: Battle: 4 ranks.
Feats: Akasha Use, Endurance, Power Attack,

CLASS5 SKILLS
The legionnaire’s class skills {and key ability for each akill) arc
Balance (Dex), Battle (Wish, Climb (Str), Intimidate (Cha},
Jurnp (Str), Knowledge (War) {Int), Search {Int), and Tumble
{Dex),
skill Foints per Level: 4 + Int modifier

CLASS FEATURES
All of the following are class Featurcs of the Shahadet's
legionnaire prestige class,
Weapon and Armor Proficiency: Members of Shahadet's
legive are proficient with all simple and martial weapons as
well as with light, medivm, snd heavy anmor,
This Blood Shall Guide Me: Shahader’s legion are masters
of the rapid strike, darting in to hit their opponent and then
moving back out of range before their foe has an oppormntty
to counterattack. When making a single attack with the full
gttack action, the legionnaire can extend tha normal reach of a
melee weapon by five feet.
Bonus Feat: At the 2nd level and every second level there-
dfter, the legionnaire gains 2 bonus feat. This feat must be
chosgen from the list piven under the Fighter basic class {see the
Player's Handbook™). He may also choose Akasha Use,
Depths of the Akasha, or Multiattack. He may not choose
Weapon Specialization unless he is already o 4th level fighter.
Sure Strike: Trained in the use of the bow from an carly
age, Naga saldiers who join Shahadet's legion are given even
greater training with ranged weapons, When successful at a
vanged attack, the legionnaire may add an additional 1d4
dumage to the sirike beginuing at the 3od level This bonus
increases o +4dé at the 7th level. B
Coiled and Ready; At the 5th level, the legionnaire has
learned to make full use of his race's unique physiology.
The legionnaire may make an additional stelke per round ar
any opponent within his threatened area. This attack uses the
legionnairek tail and has 2 banus equal to his highest attack,
with a —§ modifier. Any featz that normally grant banuses to
| unarmed combat affect thic steilre, althongh the strilee iteelf is
, considered an armed strike (and thus does not provelze attacks
| of opportunity). If the legionnaire has the Multiattack feat,

the penalty applied to this additional attack is decreased to -3.

TasLe 3-3; SHAHADET'S LEGIONNAIRE
Fort R:F
Save
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NEZVMI CHUK'TEK
"CHIZEFTAIN GEN=RAL

In Megumi society, it is not uncommon for a tribek chisftain tn
have a council of elder warriors to sdvise and assist him in
governing the tribe. Thess elders are often given charge of bands
of Mezumi wattiors, scouts, or scroungers to look after the
well-being of the tribe, & member of the chulttek frequently
becornes the nev chief upon the death of the previous chiefeain,

Chuk'ek are regarded as the leaders and heroes of the tribe.
Ary Nezumi can join their ranks regardless of their previeus
experience provided they meet the neceasary requirements,
which tend tovary from tribe to tribe, The Grasping Paw tribe,
for example, places grest emphasis on stealth and thievery
Accordingly, many of the wibes chuldiek are rogues or ninga,
The Crippled Bone tribe, on the uther hand, emphasizes
sirengeh and battle prowess, thus having more fighters and
berserkers/barbarlans (called "Chirprchildkan” by the Nezumi)
among their elders,

Hit The: ds.

REQUIRERENTS

To gualify to become a chuk'tek, a characier must fulfill the
following criveria.

Race: Nezumi,

Base Attack Bonus: +5

Skills: Knowledge (hattle): 2 ranks, Knowledge (Shadow-
lands): 4 ranks

Feats: Leadership,

CLASS SKikLLS

The chuk'ek's class skills (and key ability for each skill) are
Climb (Str), Hide (Dex), Intulx Direcrion (Wis), Jump (St),
Knowledge (Shadowlands) (Int), Move Stlently (Dex), Search
(Int), Tumble (Dex), and Wilderness Lore (i)

skill Points per Level: 4 + Int modifier.

CLASS FERATURES

All of the following are class features of the Nesumi chuk'ick
prestige class.

‘Weapon and Armor Proficiency: Chuk'ek are proficient
in all simple and martial weapons as well as light armor.

Speed of the Rat: With their keen knowledge of battle and
their quick reflexes, chulctek are capahle of amaring speed in
combat. As 2 move squivalent action, the chuk'tek may alter
his initiative so that it matches that of any other ally within
thirty feat on future rounds.

Master of the Pack: The chuli'tel: is pifted at encouraging
packmates under his command. By forgoing any action and
instead focusing en encouraging o companion or group of

Wwill
Save

ial
"..-ﬁ:?ﬁ““i‘}&%?‘ﬁ{ e Mo SN G

Bonus Fe§l.t

; ':-x_“‘“%*%%? B T e e e
) Benus Fn:t
S s eollediand Rea
Bnnus Feat

BunusFea't

nmAyS43mAN

S

r

C

4
n
|I.E
B




R
?
X
n
D
1
X
o
n

nMN3d A< na LAC=taMAIN

companions, the chuk'tel may grant them an additional 11
competence bonus to any roll, save, or check made during
that round. This bonus increases by an additional +1 every
three levels thereafter.

Bonus Feat: At the 2nd, 5th, and 7th Ievels, the chuk'tek
may choose a bonus feat from the following list; Combat
Reflexes, Dodge, Improved Critical, Improved Initiative,
Power Attack, Two-Weapon Fighting, and Weapon Focus,

Sneak Attack: Combing netursl speed with the cunning of
a seasoned warrior, the chuk'tek is capable of a devastaring
sneak attack on unwitting opponents beginning at the 3rd
level, This funcrions exacily like the Rogue ability of the same
name, but confers only a +1d4 damage bonus. This increases to
+2d4 at the sth level and to +3d4 at the vth level. This damage
bonus is cumulative with any other sneak attack honuses
acquired in previous classes,

Pack Defenge: Always protective of their tribe, natural or
adopred, chuk'tak respond immediately to threats on their
companiens. Beginning at the éth level, the chulttel: may
make an immediate attack of opportunity againgt any foe that
attempts an attack, successful or otherwise, at one of the
chul'tek’s companions within his threatened arca,

NEZUMI REMEZMBERER

The MNezumi race has no written language, at least not as
humans understand it, and have a fragmented memory of
events It is therefore difficult for them to record their long
history, For a race so focused on the present, this is not
normally a problem. There are times, however, when the
Nezumi require the legends of Yesterday in order to face
the trials of Tomorrow This function is served by the
Bememberers of the Nezumi tribes,

Rememberers are Nezumi who are born with the gift of an
incredible memory:. This talent usually comes to the fore very
carly, and these rare individuals ate apprenticed to the tribe’s
Rememberer mediztely upon their discovery,

Rememberers are the only Nezumi capable of crafring Tehr,
or Memory Sticks, the only form of Nezumi records. Using 2
combinarion of gnawed markings and advanced pheromones,
the Rememberers are able to imbue an ordinary srick with a
racial memory that any Nezumi holding it ean experience,
The memory of a great hattle, for instance, can stimulate a pow-
erful adrenal surge within a Nezumi warrior A memory of 2
treatry between two tribes, on the other hand, could instill in the
chieftain who holds it 2 deep sense of calm and clarity of mind.

Bememberers are considered one of the most valuable
commodities of a tribe. They are considered revered elders,
regardless of their age, Chieftains who must ponder weighty
matters always go to the teibe’s Rememberer fEr wise counsel,

Hit Die: ds.

REQUIRERMENTS

To qualify to become a Rememberer, a character must fulfll
* the following criteria.
Race: Mezumi.
Skills: Craft (memory sticks): 8 ranks, Knowledge (Nezumi
history): & ranles, Parform: 4 ranks.
Feats: Skill Focus (Enowledge (Mezumi history)).

CLASS SKILLS
The Rememberer's class skills (and key ability for each skill)
are Concentration (Con), Craft (Memaory Stick) (Int), Deci-
pher Seripit (Int), Diplomacy {Cha), Hide (Dex), Knowledge
[Mezumi History) (Int), Perform (Cha), Search (Int), and
Wilderness Lore (Wis),
Skill Points per Level: ¢ 4+ Int Moditior

CLASS FEATURES
All of the following are class features of the Nezumi
rememberer prestige class.

Weapon and Armor Proficiency: Bemembaerers are profi-
cient with all simple weapons as well as with light armor,

Improved Pheromones (Ex): At et level, the Remem-
berer gains this special NMezumi feat for free, allowing him to
leave a chemical message up to twelve words long for other
Mezumi Thie is an extraordinary ability

Pheromones: At 2nd, 4th, 6th, and 8th level the Remem-
beter gains the ability to leave two additional words with a
chemical message.

Memeory Sticks (Tchr) These strange creations serve as
reminders to the Nezumi both of their Listory and that great
deeds are possible for all, The Rememberer gains the ability o
cralt Level 1 Memory Sticks at the 1st level, Level 2 Memory
Sticks at the 3rd level, and s0 on. Unless otherwise specified,
Rememberers may craft (with Craft: Memory Stick) as many
of a single trpe of stick as they wish so long as they meet the
necessary requiremerits for each type. Aty individual can nge
have a maximum of three sticks activated at any time: one in
each hand and one in the mouth, Crafting s Memory Stick
eosts 75 ewperience for a level 1 stick, 150 For a level 2 stick,
300 for a level 2 stick, 600 for a level 4 stick, and 1200 for a
level 5 stick. The amount of time needed to create a particular
stick icalso listed. The Rememberer needs no materials to
ctadt the stick other than a good solid pieee of wood and his
own teeth and pheromones,

Alichtr'foo-tchr (Mother's Stick, Level 1): This stick tells
a stoty of s mother’s undying love for het pups, The holder can
draw upon that comforting memory to assuage his aches and
paing Once per six hours, the stick can heal 1d4 dumage from
any target it touches. Only the holder may activate it DC 15,
Time: 4 hours,
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Chetchr (Warrior's Stick, Level 1) Telling the tale of a
great wartior, this stick inspires valor and determination in all
who wield It Once per day, the bearer may activate the stick o
confer a +1 luck bonus to attack rolls for a duration of 5
rounds. THG 20, Time: § hours:

Tek-tch (Scout's Stick, Level 1): A tale of a resourceful
scout, the Scont’s Stick grants its wielder a +7 compatence
bonus to skill checks with a particular skill, chosen when the
stick is made. This shility may be used once per day. T 15,
Time: 3 hours.

Tl'tchr (Wanderer Sticl, Level 1): Thiz memory is that of
a brave outcast Meaumi who lived on his own for many years
before returning to his tribe as a hero, Three times per day,
the stick allows the uscr to uncn'ingl}' detect north, or to
determine the way back to one's home (choose one cffect
when the stick is created). DC 25, Time: ¢ hours,

Chida-tchr (Food Stick, Level 2): This is & memory of
an abundant season when the tribe wented for nething.
By holding the stick for a [ull hous, the wielder will be
refreshed as if he had eaten enough food and deink w sustain
him for a full day. This may be done once every four days.
DC 25, Time: & hours.

Tthith-tchr (Scrounger’s Stick, Level 2): This stick rells a
tale of a cunning serounger who always staved one step ahead
of his enemies. Unce per day, the wielder may activate the
stick, which confers a +10 Iuck bonus to all Hide and Maove
Silenthy checks for a period of one hour. DC 25, Time: 6 hours,

Knnoo'knnoo-ichr (Lovers' Stick, Level 2): This inspiring
tale of true love beings calm and serenity to all who experi-
ence it. Once per day, the wielder may heal 41043 damage
From eny one target (including himself} by touch. DC 30,
Time: 10 hours,

Rik'rilc-tchr (Friend Stick, Level 2): This stick tells the
tale of a great Mezumi wartior with many friends and family
whom he loved dearly, Once per day, the wielder may activate
the stick and receive a +10 huck bonus to Diplomacy checks
for a period of two hours. DC 30, Time: 8 hours.

Chitarchikkan-tchr (Bersedker Stick, Level 3% The chi-
ratchikkan are deadly Wezumi berserkers, and this tale is of
one of the deadliest of all ime, Warriors who acrivare this
stick receive a +5 bonus on all damage rolls for the next ten
rotinds This may be done once per day DC 35, Time: 12 hours.

Katch'ratch-tchr (Trader’s Stick, Level 3): This stick tells
of 2 Crasping Paw trader, the finest of the entire Nezumi race.
When activated, the stick confers a +10 luck bonus to all
Appraisal checks az well as all Bluff and Diplomacy checks
which invelve commarce tor a period of 3 hours. This may be
done once every two days. DC 30, Time: 8 hours.

Mat'tch'tr-tchr (Demon Stick, Level 3): This iz 2 tale of
valor in the face of a great enemy, when the tribe managed to
glay a powerful oni. Onece per day, this stick may be activated

for a period of 15 minutes, during which time any weapon
used by the holder ignores damage resistance. DC 35, Time: 12
hours.

Set'tch-tchr (Wisdom Stick, Level 3): This story is thiet of
a Transcendent, a powerful spirit thar guides the Mezumd and
offers them wisdom. The holder of this stick may once per
week activate the stick to cast the spell divination as If he were
a cleric of 8th level (See the PLAYER'S HANDBOOK for infor-
wiation an this spell). THZ 30, Time: 10 hours

Actch (Sunlit Stick, Level 4): This stick ralls of the love the
Wezumi have of the sun and their peerless skill ar finding
their way. So long as the stick remains on the person of its
wielder, the Ratling effectively has darkvision with a range of
120 feet. DC 40, Time: 10 houre,

Kir-tchr {(Shaman's Stick; Level 4): The tale of a great
shaman in the tribe's past, this stick allows o sorcerer user to
cast a spell once per day that docs not count against his masxi-
mum number of spells for that day. DC 45, Time: 12 hours,

Tich'chik-tchr {Crab Stick, Level 4): A brave tale of the
wibe’s cooperation with the Crab Clam, this stick instills the
wielder with the fortitude of the Crab. Once per day, the stick
may be activited to provide & +10 patugsl anmor bonus to AC
for ten rounds, DC 45, Time: 12 hours,

Tr-foo-rchr (Life Srick, Level 4); This stick rells of victory
in the face of cettain defear. Once per weel, this stick may be
activated 1o heal all damage to one individual ir touches, This
is an ingtantanenus effect. THS 50, Time: 16 hours.

Chulk'tek-tchr (Chieftains Stick, Level 5): Telling the
tale of a great chieftain, this stick allows its wielder to extend
knowledge to others, Once per week, the wielder may allow
up to ten followers to use one skill he possesses at up to 2 max-
imum of § ranke {not just a bonus, bur actual ranks of the
skill’, This effect lasts for 15 minutes. DC 50, Time: 18 hours.

M'atch-tek-tchr (Tomorrow Stick, Level 5): Telling the
tale of a warrior who deficd death, this rare stick allows its
wiclder to do the same. While held, any successful strike that,
after rolling damage, would kill the character is instantly
pegated. Tt is as if it never happened. The stick breaks when
this happens. A Rememberer may only have one Tomorrow
Stick in exdstence ul any time. DC 55, Time; 24 hours.

N-ki-tchr (Evil Sticlk, Level 5): This stick tells of a hero of
such purity that his foes could not rouch him, When acii-
wvated, the stick prevents all creatures or entiries of opposite
alignment from attacking the wielder unless they make a suc-
easshul Will save versus a DC of 25. If the wielder artacks an
creature, the effect 13 negated toward that creature. This effect
lasts for 1 hour and can be used ance per weal, THT 50, Time:
28 hours.

Tppu-tchr (Treasure Stick, Level 5} This ic a tale of tres-
gure atd wealth beyond imagining, When activatad, the stick
indicates the direction of the largest hoard of wealth within 10
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REQUIRERMENTS

miles. The treasure in question is whatever the wielder would
consider valuable. This effect may be used once per day. DG
40, Time: 14 houts.

Master of the Memories: The Rememberer has muly mas-
tered the full depth of Nezumi history. All Craft checks o
create a Memory Stick have their DC lowered by 10, and the
experience cost to craft a stick is determined as if the stick’s
level were two lower (1o a mintmum of 13

SHADOW-WALKER

Those who give themselves to the Nothing are the things of
whispered stories and nightmares best left forgomen. Broken
from the Celestial Order, these nameless abominations walk
Rokugan in her darkest places and her brighrest fields. Unlike
the hotturs of the Shadowlands, the ninja of the Tying Dark-
ness could carry the face of a quiet monk, a powerful
deimyo.., or vour own mother. The power tha
Darkness Infuses into its pawns is a spectacular
one — by removing them from the ordered
world, they hecome formlese and ahle to
take an any shape they wish. They
also slowly become disconnected to
the spiritual planes of reality,
making true magic both beyond
their grasp and something that
can no longer affect them,
Shadow-walkers are usually
NPCs, or & PC who is slowly being
cortupted by the Dackness unril be is
a willing and evil pawn. Like ninja,
shadow-walkers hardly ever let their
true nature be known uniil it {5 far oo
late, and are generally best suited to
assassination and subterfuge tasks.
Hit Die; ds,

To qualify to become a shadow-walker, a char-
acter must fulfill 4l the following crirerta,
Alignment: Any nonlawful,
Base Attack Bonus; +5
Skills: Hide: 4 ranks, Move Silently: 4 ranks.
Special: The character must make contact with the Living
Darkness. Also, every level, the character's alignment makee
one adjustment toward Chaotic Evil, if it is not already so.

CLASS SKILLS

A shadow-walker’s class skills (and the key ability for each
skill) are Balance (Dex), Bluff (Cha), Climb (Str), Craft (Int),

TaABLE 3-6: SHADOW-WALKER
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Decipher Script (Int, Exclusive Skill), Disable Device {Int),
Disguise (Cha}, Escape Artist (Dex), Forgery (Int), Gather
* Information (Cha), Hide (Dex), Innuendo (Wis), Intuit Direc-
tion (Wis}, Jump (Str), Listen (Wis), Move Silently (Dex),
Open Lock (Dex), Perform (Cha), Pick Pocket (Dex), Profes
sion (Wis), Read Lips (Int, exclusive shill), Search (Int), Spot
{(Wis), Tumble (Dex), and Use Rope (Dex). See the Player's
Handboolk™ for skill descriptions.
Slkill Pointe at Each Level: 4+ Int modifier,

CLASS FEATURES

All of the following are class features of the shadow-walker

prestige class,

Weapon and Armor Proficiency: Shadow-walkers are
proficient with all simple and martis] weapons and are not
proficient with any armor.

Magic Deficiency: Bvery time a character gains a level in
the shadow-walker class, he loses some of his ability
to cast spells. At fiest level, the shadow-walker
loses the ability to cast 9th level magic,
at second level loses the ability ro cast sth
level magic, and so on. At 10th level, the
shadow-walker cannor cast 0 level magic or
use any spell-like abilities.
Unnarural Speed: The shadow-walleer's
speed is increased by 10,

: Supernatural Stealth: At 2nd
level and beyond, the shadow-walker
gains a circumstance bonue to his Hide
and Move Silently skill equal to twice
his shadow-walker level. This ability
‘is negated if there arc no shadows
present,

Shinobi: At third level,
o the shadew-walker begins to use the

power of the Nameless Datkness to per-

form actions and elfects thar mimic

illusionary magic. To cast a spell, the
shadow-walker must have an Intelligence of
al least 10 + the spell's level. A shadow-
walker with an Intelligence of 10 or lower cannot cast any
spells. shadow-walker bonus spells are based an Intelligence,
and saving throws against these spells have a 1IC of 10 + spell
level + the shadow-walker's Intelligence modifier (if any).
When the shadow-walker gets 0 spells of a given level, such as
0 15t level spells at 1st level, the shadow-walker gets only
bonus spells. The shadow-walker's spell list appears below.
A shadow-walker prepates and caste spells just as = sorcerer
does, and these spells are not affected by the shadow-walker's
magic deficiency,

Will
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SHADOW-WALKER SpELL LisT

Tst — Change Self, Nystul's Megiz Aura, Nystul's Undeteciable
Aura, Silent Imags, Ventriloquizm

and — Blur, Hyprotic Pattern, Inuvisibility, Minor Image, Mirror
Image, Misdirection

3rd — Displacement, Musary Seript, Invisihility Sphere, Major
Image

dth — Hallucinatary Terrain, Musory Wall, Improved Invisibility,
Rainbow Patiern, Shadow Corfuration

Shadow Walk: When the shadow-walker reaches sth level,
he may as a partial action meld into a shadow within arm’s
reach, then reappear from a shadow up to 200 feet away. Both
chadews must be fully or partially visihle to the shadow-
walker, and must be at least half the size of the character.

Severed Tie: At 5th level, the shadow-walker may employ
the corruption of the Lying Darkness to break the band
between a living human and his ancestor spirit for a short
time. As o normal action, the chadow-walker may cause all
characters within 20 feet to lose the benefits of any of their
Ancestor Feats for onc round per shadew-walker level he
possesses, This may be done once per day, The shadoye walker
permanently loses any Ancestor Feats he may have once he
reaches this level.

At 7th level, the shadow-walker’s presence disturbs the very
parrern of the Void envugh (o hinder other characters.
Any time a characrer would spend Vuid Points within 30 feet
of the shadow-walker, the Void Point cost is doubled. If the
character uses an ability thar would suddenly cause him
to spend more Void Points than he currently had, all of the
character’s Votd Points are spent and the ability {5 not used.
The shadow-walker permanently lnses the Void Use feat and
any feat that requires it once he reaches this level.

Mameless Body: Upon reaching éth level, the shadow-
walker no longer suffers ability penalties or bonuses for aging,
and connot be magically aged (losing all penalties already

ined from aging). The shadow-waller will live until killed
f;lunnaml forces or Fully absorbed into the Darkness.

Face of Darkness; Upon reaching 7th level, the shadow-
walker's face becomes smooth and featureless, making him

‘completely unrecognizable, He may restore his former

appearance for up to ten rounds by making a Concentration
check (DC 20).

Shadow Bolt (Su): Once per day, after reaching 9th level,
a shadow-walker may fire the essence of the Darkness in a
concentrated boly, dealing 5d6 points of damage, The user also
suffers the loss of Void Use and Ancestor feats, and suffers a
1% spell failure chance (in addition 1o any existing spell fail-
ure chance) to all divine spells for an hour. A successful Reflex
save (DT 18) indicates the target takes only half damage and
suffers no further effacts. A character killed hy the shadow

bult is unmade completely, and may not be raised from the
dead by any means save rowrreidion, wish, mimcle, or divine
intervention. This is a supernatural ability.

shadowed Soul (Su): A 101th level shadow-walker gains
spell resistance equal to 30+ his Int modifier. In order to affect
the shadow-walker with a spell, a spellcaster must overcome
the shadow-walker’s spell resistance by rolling d20 + the spell-
caster's level Thisis a supernatural ahility.

TRINT=D
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Many of the creatites detatled in this work are denizens of the
Shadowlands, a realm of evil and corription that lies south of
Rokugan. Despite the considerable physical threat posed by
such creatures, by far the greatast threat poced by the Shadow-
lands is a gpiritual one. Humans who are exposed to the
corruption of the Shadowlands, either by traveling through
that darl realm or by encountering its denizens elsewhere in
the Empire, can succumb to a foul mystical condition known
as the Shadowlands Taint. (Rules on acquiring the Taint can be
found in Chapter 3 of Rokugan™)

The Taint is identified by the gradual and inexorable
cotruption of a victim'’s body and seul, As their physical
cumditivn deteriomtes into one of decay and inhumanity, so too
do their mental and emotional states change. Kind, loving
Individuals might become spiteful, paranoid, hate-filled
psychopaths, where distant or disciplined ssmurai may become
clinging, obsessive madmen. The Taint inevitably emphasizes
what is worst in an individual while simulraneously eroding
their goad qualities. When discovered, victims of the Taint are
either killed or hanished, which almost always leads to their
becoming an unwilling servant of the Shadowlands.

As terrible a cost as the Taint exacts, there are many who
give themselves to it willingly The ressnn is simple: with cor-
ruption comes power. Those who choose to surrender to the
Taint become the pawne of the Shadowlands. To surrender to
Jigoku's embrace is no different than selling one’s soul for
power, and a terrible power it is. The abilities conferred by the
Taint are perversions of the body and soul, foul mutatione and
unnatural powers that only cxacerbate the corruption the
victim is already experiencing. Those who seek such power
seldom care.

The (ollowing powers are all considered supernatural
abilities, and confer the bonuses and penalties of such.
These abilities may be manifested by anyone who possesses a
“Taint modifier of the appropriace level (see befow Jor power mejuing-
ments). These powers are not considered feats or spells, and do nut
take the place of such abilities in any way during character
advancement. Shadowlands powers do not exact a cost to obtain;
the victim hag already paid the price in full. Any Shadowlands
power that emulates a spell finctions as if the possessor was a
sorcerer of 2 level equal to the possessar's Hit Dice.

DEFORMITY

Some powers cause considerable deformities o those who
possess them. Such powers are listed with a Deformiry DC.
if the Taintad individual is artempting to hide his sinister
features, this is the Spot check DT necessary to detect them.
A Disguise check (DC 30—deformity) can temporarily conceal
a deformity from notice,
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MmO SHADOWLANDS POWERS

These are the first taste of power that the Tainted receive. They
ate often useful, but not exceptionally powerful. The primary
purpose of these abilitiee {5 to spark a lust for more power in
those who possess them. Any individual who possesses a Taint
modifier of +1 to +3 may manifest these abilities (see Chapter 3
of Rokugan™ for morc inforrmation on Taint modifiers),

Blackened Claws
You can extend claws of obsidian from your fingertips, acquir-
ing an additional peintof Taint each time you do so. These
claws ara very fast weapans, giving you 2 41 circumstance
honus to fnitative checks while they are extended, Unarmed
strikes while fighting with the claws intlict 1d6 slashing
damage, or increase the die typs of unarmed damage by one if
it is greater than deé already (from d8 to d10 for example, to a
maximum of d12}. Your Taint modifier is added to all damage
rolls with the claws, and you are considered armed. Individu-
als using Blackened Claws have 1 —+ circumstance penalty to
all skill checks requiring finesse and cannot hold tools or
weapons in their hands while the claws are extended. Black-
ened Claws have an 18-20/%2 critical threat range and may
benefit from the Weapon Focus, Specialization, and Improved
Critical feats as il they were a weapon,

Dreformity: DC 10 o notice extended claws. No deformity
while retracted.

Blood Sense

You can cence the presence of warm, fresh blood all around you,
This allows you to sense any and all living creatures within 50
feet of you ot all Hmes, making it impossible for warm-blooded
creatures to surprise or sheak attack you. This ability cannot
detect other creatures if obscured by 2 inches of wouden mare
rial or 1 inch of metal, Creatures thar do not possess blood
(vozes, slimes, etc.) can not be detected by Blood Sense,

Deformity: None,

Child of Darkness

You emanate an aura that causes all Shadowlands beasts to per-
ceive you as an ally or packmate. Mo Shadowlands creature
will attack you so long as you de not initiate hostilities, and
you receive a +4 profane bonus to all Charisma-related skill
checks when dealing with Tainted beings or Shadowlands
beasts. Exactly what constitutes “initiating hostilities® varies
considerably depending upon the creature in yuestion, and

could be as simple as invading the creature’s rerritory.
Deformity: Hone,

Claws of the Kumo
Thick black hairs have grown from your forearms and shins,
Much like those found on a spider, these hairs allow you to
scale sheer walls. You can use spider cdimb ot will a5 a spell-like
ability

Deformity: DC 15; cannot use ability if forearms and shins

are covered.

Taint Sense

This abiliry is similar to Blood Sense above, but instead allows
You o sense the presence of ather reservoire of Taint within
50 feet Tainted creatures cannot surprise or sneak attack indi.
viduals with this ability. Additionally, Taint Sense allows you
to determine what category of Taint you are sensing — a
native Shadowlands beast, a Tainted hutman, a Tainted artifact,
Tainted land, atc,

Deformity: Mone.

Unholy Speed

. Moving like a shadow, you have speed beyond that of any

mottal heing, This power adds 10 to your base speed. In addi-
tion, you may choose to gain one point of Taint in order to gain
& +é citeumstance bonus to Initiative for a single combat
round,

Deformity: None. When this power is in use, your skin
datkene as if a shadow were cast upon it. Mo roll is necessary
to notice this

Unholy Vislon
On occasion, corruption can bring clarity You can never have
vour vision obscured by any means. Darkness, smoke, and
magic cannot blind you You gain blindsight with a range of
30 faet. You gain darkvision with a range of 60 feet. If you pos-
sess darkvision already, the range is doubled.

Deformity: In low-light conditions, your eyes glow a
sickly, diseased green colot. Anyone who can see you auto-
matically notices the glow

MATFOR SHAUOWLANDS 7FOWERS

Significantly more powerful than the Minor Powers, these are
the mark of an individual well on his way to damnation. Those
who possess these dark powers are rarely if ever redeemed,
and few would wish to forsake their newfound power to
regain their humanity even if they could. Any individual with
a Tuint modifier between 14 and +6 can manifest these abili-
ties, One Minor Shadowlands Power must be possessed for
every Major Shadowlands Power selected,

Billowing Datkness

You can summon forth your inner corruption, which mani-
fests as a thick, noxions cloud of black smoke that completely
obscures all vision within it This cloud is centered upon you
and hag a radius of 10 feet per level of Taint modifier you pos-
sess. Darkvision cannot penetrate this cloud, though a dayl;fl-n
spell will dispel it. The cloud does not move with you, but
remains in place,

Deformity: Mone.

Blood Knows Blood
This loathsome ability allows you o sense parts of your own
body, rio marter how far away thay may be. The body part used
most often is blond. By emearing a small amennt of blood on
ather people ar an their trappings, you can sense where they
are at all times, allowing you to sense their direction from you
with a standard action. If you can sery, you can scry upon a
creature that is carrying a part of you with no chance of fail-
ure. If you can teleport, you may teleport to the location of any
pieces of your body as if you were familiar with the destina-
tion. Blood used to mark something lasts for one week before
wearing off. Permanent body parts can be severed and used 1o
track someone, but if you do not possess regenerative capabil-
itics this is a rather high price to pay

Deformity: DC 15 for those who have cut off fingers, wes,
ete. to use this power,

Father of Lies
The ultimate manifestation of subtle corruption, this power
allows you te use your Taint Modifier on any Charisma, Intel-
ligence, or Wisdom ability checks or skill checks using the
same rules az using Taint on physical checks. You gains a point
of Taint any time this ability is used,

Detormity: NMone.



Terrible Armor

The dack powers coursing through your body occasionally
manifests in useful but horribly disfiguring ways. This power
adds your Taint modifier to your AC at all times a5 a natural
armor bonus. This is accompanied by thick, scabrous armer
that eovers your catire form.

Deformity; Even with great paine taleen to disguise it, this
power is noticeable at DC 10, If even a single bady part is
uncovered, the condition is immediately and automatically
nuticed.

Unearthly Begeneration
The thick black ichor that churns through your

veine can often knit your broken bones and G;:.._
torn flesh at ineredible speeds. This power N
confers regeneration 10, All damage e
inflicted upon you is subdual
damage unless inflicted by fire, jade,
or crystal. Lost body parts regenet
ate in 24 hours,

Deformity: This ability is sick-
eningly vbvivus when in use. The
torn flesh turns black and lashes
our like tiny tentacles, seeking o
close the wound, and then returns
to its original color over several
minues.

Unholy Strength

Even among the ranks of the
Tainted, those who possess this
power stand out as devastating
warriors. This power allows you to
add your Taint wodifier to any
damage roll. You gain a point of Taint
every time you use this power.
Deformity: Your body is
grotesquely disproportionare, with
hulging museles that are cleatly
unnatural. No toll is necessary. *}

GREATER SHADOWLANDS

TOWRRS
These are the most powerful and
deforming of the Shadowlands powers.
Only the most despicable and unhely individu-
als possess these abilities, much less the dark
urges to cast them, Any individual with a Taint mod-
ifler of 47 or greater may manilest these abilities, One
Major Shadowlands Power must be possessed for every
Greater Shadowlands Power selecred.

Bloodstrilee Plague
Covered with sores and lesions, the individuals who possess
this ability are bearers of a virulent plague known as the
bloodstrike, Those who come into direct contact with the vis-
cous substance oozing from your pores must make an imme-
dinte Foutitude save {DC 10 + halfyour level + your Taint mod-
ifier’ or cumiract the bloodstrike plague. You may purposchully
spread this substance on 2 weapon, or apply it to an opponent
as 2 melee touch attack. You may also attempt to "flick” your
diseased ooze ar an opponent as a ranged touch attack with a
s-font range increment.

The hloodstrike plague inflicts 1dé permanent Constitu-
tion damage and has an incubation period of 24 hours,

Deformity: This power is obviously disfiguring,
and cannot be concealed without extreme measures such as
magic ot swaddling the entire body in bandages,

Teeding on Flesh

Some whe suecumb to the Taint become parasitic creatures
that lurk in the datkness, preying on their own kind. You may,
as a {ree action, cast death knell (sce the Praven's Havoooor™) as
a spell-like ability on any creature you take below 0 hp withan
unarmed attack, This ability wouks upon a target that you have
just killed as well as a dying creature as normally is the case
with death knell, This free action may be aken only once per
creatute pet round.

Tieformiry: This power {5 accompanied by 2 brilliant red §

light emanating from the target thar churns intg your eyes
and mouth, 1t obwions when it is used,

Protection of the Dark
By drawing upon the corruption within, you may
become temporarily invulnersble to
damage from outside sources. Using
this power gives you 5 points of
Taint, but bestows DR 10/+3 for a
]:rerim] of 2 howss,
Deformity; While this

power {5 gcrive, you radiate an

ominous black aura thar is unmis-
takable to onlookers.

Thy Master's Will
The ultimate gift of the Shadow-
lands, this power renders you virtu-
ally immortal. If you are killed, you
will return from the dead exactly one
month later (losing one experience
level as if you had been raised from
the dead). Even il your body has
been completely destroyed,
you regenerate a new body
identical to your old one,
though this one has either
radiantly glowing skin or gray,
decaying flesh (your choice),
You gain 25 points of Taint
~ when this power is used and your
seni  type modifier changes to undead.
Deformity: Now a member of the
undead, you will never be mistalean for a

living creature again.

R?P7?=NDIX
TWO

The people of Rokugan know that they arc not alone in the
universe. They believe that countless spiritual realms overlay
the world that they can wuch and feel. Some of these realms
are so different from the moctal would that they hardly resem-
ble Rokugan at all

The Toritaka ghosthunters, the foremost experts on the
Spirit Realms, have documented over eight millivn dilferent
types of spirits. They have also documented the ren most
significant Spirit Realms, though each of these realms acrually
sncompasses countless smaller shades of reality similar
enough in narure that they may he grouped together.
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SPIRIT REALMS

Many realms exist beyond the worial realm of Ningen-do,
cach with its own inhabitants and hierarchies. While Rolku-
gani scholars have idenified several of these realms, even the
mest studicus shugenja understand little about them,
The foremost authorities on the various spirit realms can he
found in the Toritaka family of the Crab and the Kitsu family
of the Lion,

It is important 1o keep in mind that these Realms are not
alternare planes in the conventional sense. Many of them
occupy the same space and have nearly the same appearance
a5 the mortal realm, but simply cannot be affected by denizens
of that realm and vice versa (for example, Chikushudo). Other
realms are more an abstract state of mind than a
physical place. The surroundings and environment of Jigoku,
for example, are highly mutable. Though Jigoku is always as
terrible and nightmarish as possible, the actual physical
appearance of that realm is dependent on its visitor,

CHIKUSHUDO,
THE RIALM OF ANUMALS

This realm is very near Ningen-do. Animals can perceive it,
although humans and other sapient beings cannot, The spirits
of animals make their homa in this realm, 15 do the greater
animal spirits such as tanuki, bakeneko, nue, and kitsune.

GAKI-DO, THE REALM OF
THE HURGRY D=AD

Individuals who live greedy and dishonurble lives some-
times find themselves banished to Gaki-do after their deaths.
There, they become restless spirits that live ro consume until
their eternal hunger is somehow sared. There ate many vari-
eties of gaki, most of which were documented by the great
phantom hunter Toritaka Temasa in his writings, Gakiken
{"Spixit Sword"). Gaki-do 15 close to Jigoku, and great portions
of the Realm of Hungry Dead have in fact heen consumed by
the corruption of the Shadowlands Taint.

TIGOKY,
THE REALM OF =L

A realm of unmitigared darkness and corruption, Jigoku is the
home of oni and the source of the dark power that permeares
the Shadowlands. Only the most depraved and corrupred
souls find their way to this dark place, and those thar do rarely
leave. Tts only natural inhabitais are the powerful unnamed
spirits who become oui. Jigoku is intent on making every
other realm a reflection of its foulness, and is balanced by the
divine power of Tengoku.

REIDO,

TH=Z R=ALM OF THE D=EAD
Alsn called the Realm of Whiting, this realm is a pivetal part of
the great kharmic cycle, where the souls of mortals await reiu-
carnation. Meido is a quiet, screne place filled with spirits
reflecting upon the events of theit lives and pondering their
true destiny. Meido is ruled by the great Fortune Emma-o,
who weighs the worth of mortal souls and determines when
they are prepated to return to life. There is no conflict in
Meido. It is a tealm of refleciivn, nothing more,

NINGEN-DO

THE RMORTAL REALM

This is the physical world. Many races are indigenous to this
realm, including the nezumi, kirsu, zokujin, ningyn, and
kenku, among others, Humans, formed from the blood of
Lord Moon and the rears of Lady Sun, are not truly children of
Ningen-do, bur of both this realm and the Celestial Heavens,
The naga race has similar origing.

SAKRAKY, THE RSALR OF
THZ TRICKSTERS

Home of euch mischicvous creatures as the ka ppe and mujina,
this is perhaps the least understood of the spirit realms. No
human mind has ever deciphered the bizarre enigmas of
Salckalu, Tt lingers close to Jigoku and Gaki-do, bur has yet
withstood the corruption of the Realm of Evil. The Phoenix
who study Sakkalku have found thar this realm seems to sarve
no purpose in the Celestial Order; perhaps its very evistence is
the mujing’s greatest joke of all.

TENGOKUY
THE CZLESTINL HEAVENRS

This realm is the home of higher beings such as the Fortunes,
the Celestial Dragone, Lord Sun and Lady Moon, The only
humans capable of understanding the heavens are the
Oracles, those mortals who share the soul of a dragon, Tradi-
tion holds that the true Emperor of Rokugan can see into the
Celestial Heavens, and that a worthy Emperor is taken there
upon his death. It should be noted that other worthy mortals
do not go to the Celestial Heavens upon thefr death — that is
the purpose of Yomi,

TOSHIGOKY
THE REALM OF SLAUGHTER

This sinister realm is home to those souls whe lived their lives
ennsumed with thoughts of battle and death. Tt is an endless
plain of war, where the souls of the deceased do constant
battle with one another, "dying" only to rise again and con-
tinue the fight, These spirits cannot comprehend anything
but bléod and battle; when they cross over intw the morral
tealm, all who stand in theic pach sk their own lives,

YOMI, THE REALM OF
BLESSED ANCESTORS

Honorzble souls who have achieved their true destinies are
permitted entry into Yomi, the sacred home of the shiryo.
This realm horders closely an the physical world, and many
ancestral sparits leave Yomi from time to time to offer aid and
guidance to their descendants.

YURE-DO,
THE REALM OF DREAMS

Known as I'thich to the Nezumi, this is the realm that the
minds of mortals visit while sleeping, Like Salckaleu, it is poorly
understood by mankind. Baku, shiyokai, and the Nezumi spir-
its kuown us the Transcendent resida in this realm. It is also
home to powerful nightmares, many of which have been
unleashed into the living world through magic recently mas-
tered by the villainous Lord of the Shadowlands, Daigotsu.




___NSUY ITERS

Many of the creatures in this volume have vulnerabilitics to
crystal and jade. For reasons as yet unknown to shugenja,
these rwo substances possess @ particular balance of elements
which creare a natural harmony distuptive to spirit forims.
Crysral and jade therefore couse extreme pain 1o Talnted crea-
tures. This is 2 great boon to the samurai of Rokugan, who
have nsed bath substances against Tainred enemies over the
rentiiries. Tinfortunately, both are quite rare and exrremely
difficult to eraft into nsable weapons. When a weapon of such
a type is created, however, it is not nnusual for the blades
spirit to be awakened, given the incredible skill of the smith
required for such a feat.

CRYSTAL TALISIUANS

Although difficult to craft inte weapons, crystal can serve as
a nseful deterrent against certain crearures, A simple crystal
talisman, which can take the form of a netsuke or an adom-
ment to a weapon or armar, can he sufficient to impede the
abilities of many creatures.

Individuals with crystal talismans gain a +1 resistance honus
on all saving throws against effects generated by creatures with
the spirit, Shadowlands, or Lying Darkness subtype.

Market Cost: 500 kol

CRYSTAL W=AYONS

Crystal is extremely difficult to craft because of its briule
nature, A weapon forged with the greatest care from the stur-
diest of crystals can still shatter upon the armorad hide of an
oni, ruining days or weeks of wotk and squandering a rare and
valuable resource in the process, The most common types of
weapons created with crystal inelude daggers, yari heads,
arrowheads, and tetsubo studded with crystal epikes.

Crystal weapons can strike incotporeal subjects 75% of the
time rather than 50% {certain other creatures are not consid-
ered incorporeal against crystal weapons, as defined in Chapter
One). Crystal weapons inflict +1 damage to any creature that
possesses the spiri, Shadowlands, or Lying Darkness subtype,
Unless the weapon is magically enhanced, a crystal weapon
sharrers on an areack roll that results in a natural 1 or 2.

Market Cost: +2500 koku to base cost of weapon.

JADE W=EAPONS

Slightly easier to craft into usable weapons than erystal, jode
weapons are nonetheless even rarer due to the scarcity of jade
in the Empire. When the decision is made to craft a weapon
from jade, it is usually for « specific purpose, and cach weapon
is carefully enchanred by the Kuni w ensure that it does not
degrade due to exposure to the Shadowlands Taint. Rituals
similar to those used to preserve the badges of the Kuni Witch
Huinters and the Jade Magistrates are used for this purpuse,
Jade is most often crafted into daggers, wakizashi, tetsubo
studs, or kratana, There ate only six known jade katana, each
belonging to the daimyo of a Crab Clan family

Jade weapons crafted by the Kuni protect their haarer from
the Taint normally (as if the bearer were carrying jade) hut
never degrade when exposed to the Taint. In addition, these
weapons inflict 12 damage againet creatures with the Shadow-

lands subtype.

Muarket Cost: +2000 kol to base cost of weapon.

SARMPLE
CHARACTEIRS

NPC COVRTIER

Starting Ability Scores: St 8, Dex 12, Con 10, Int 14,
Wis 13, Cha 15.

Increased Ability Scores: 4th, Cha 16; 8th, Wis 14,
12th, Can 11; 16th, Con 12; 20th, Wis 15,

Feats: 11, Void Use; 3rd, Tmproved Initiative; 6th, Tchi-
Miru: ath, Political Maneuvering; 12th, Im:l.efaﬁgable Herp;
t5th, Kitsukis Method; 18th, Depths of the Void.

Clase Features: 4th, The Eyas See the Heart; Fth, Vnice;
10th, Weakness is my Strength; 13th, Taunt and Rally;
16th, The Eyes Betray the Heart; 19th, Your Life is My Life

Wakizashi (melee): Mormal {fst—12th), +2 (13th—20th)

Tanto (melee): Mormal {1st—sth), masterwerk (7th—-14th),
+2 lawful (15th—20th)

Yami (ranged): Mormal (156 15th), masterwork
{1ath—zoth)

Ammo: Normal (1st-14th), +1 (15th—20th)

neC INKYO
Starting Ability Scores: Str 12, Dex 15, Con 13, Int 10,
Wis 14, Cha 8,

Increased Ability Scores: 4th, Dex 16; 8th, Con 14;
t2th, Wis 15; 16th, Wis 16; 20th, Dex 17,

Feats: 1st, Toughness; 3rd, Improved Initiative;
sth, Dodge,; 9th, Mobility; 12th, Deflect Arrows;
15th, Stunning Fist; 18th, Spring Attack.

Class Features (Kiho): 151, Cleansing Spirit; 4th, Self
No Self: sth, Soul of the Four Winds, 12th, Spirit Strike;
16th, Ryoko; 20th, Zanji, _

Bo (melee): Normal (1st-8th), masterwork (9th—16th),
+7 smiting (17th-20th)

Kama (melee)y Normal (1st—sth), masterwork (7ih—t4th),
kreen (15th=20th)

Sling (ranged): Normal (1st—20th)

Ammeo: Normal (1st—-20th), jade (16th—20rh])

nyC ITA

Starting Abiliry Scores: S 12, Dex 15, Con 13, Int 14,
Wis 10, Cha 8

Increased Ahility Scores: 4th, Dex 16; sth Con 14;
12th, Wis 11; 16th, Wis 12; 20th, Dex 17.

Feats: 1st, Improved Imitiative; 3rd, Exotic Weapon Profi-
ciency {Shuriken); th: Mobility, 9th: Spring Attack,
12th: Weapon Focus, 15th: Peint Blank Shor, 18th: Improved
Critical

Minjato {melee): Mormal {15t-10th)}, masterwork
{11th—1sth), 12 speed (17th—20th)

Shuriken (ranged): Mormal (1st—12th), +1 (13th-17¢h),
+1 flaming burst (18th-20th)

Other Gear: 2 vials of night milk, one vial of large spider
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NYC SAMVRAI NP?C SHUGENTA

Starting Ability Scores: Str 15, Dex 13, Con 14, Int 12, " Starting Ability Scores: Str 8, Dex 14, Con 13, Int 12,
Wis 8, Cla 10. Wis 10, Cha 15,
Increased Ability Scores: #th, Str 16; 5th, Tlex 14 Increased Ability Scores: 4th, Cha 16; 8th Con 14;
i12th Con 15, 16th, Con 16; 20th, Str17. 12th, Cha 17; 16th, Cha 18; 20th, Dex 15,
Feats: 1st, Void Use; 2nd, Weapon Foeus (Katana); Feate: 15t, Void Use; 30d, Toughness; oth, Improved
3rd, Improved Initiative; 4th, Toughness: sth, Power Attacls; Initiative; 9th, Combat Casting; 12th, Dodge; 1511, Mubility;
7th, Armor Profictency (Heavy); 9th, Dodge: 10th, Mobility; 18th, Maximize Spell.
uth Paint Blank Shot; 13th, Far Shot; 15th, Ambidexterity; Wakizashi {(melee): Hormal (+1) {1st-12¢h),
16th, Cleave; 18th, Improved Disarm; 19th, Improved +2 {13th=20¢h)
Unarmed Strile, Scrolls: 2 burning hands, 1 path fo inner peace IT (sth level),
Armor: Lamellar {1st—14th), great (15th—20th) 2 wisdom of lhe kumi, 1 fires from within (10th).

Katana (melee}; Mormal (1) (15t-7th), +2 (8th—15th),
+3 lawful (16th-20th)

Yumi (ranged): Mormal (1st-12th), masterwork
(13th-20th)

Ammo: Normal (1st=-20th)
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Monszters are perhaps the most fantastic element of the
fantasy genre, Unique and magical creatures spark the imagi-
nation and enrich the role-playing experience, providing
intriguing challenges or perhaps unique allies. Unfortunately,
mensters all (oo often become lirtde more than wandering
sources of experience points for mare combat-nriented
players,

There are few mindless, rampaging heastz in the Emerald
Empire irself; such creatures are confined largely to the
Shadowlands. The many fantastic crestures within Rokugan
all serve specifie purposes, which can makea it seem
challenging to find appropriate ways to use them. For the
most part, howsver, these entities generally Rall into one of
three categories.

L ==
RDVERSARIES
o = e

Creatures in role-playing games appear most often as adver-
sarles. Whether your party is hunting deep in the forest or
facing slavering oni in the depths of the Shadowlands, the
creatures detailed in this volume presant 2 wide variety of foes
for any group of adventurers. There are 2 number of different
types of adversarial creatures

Enemies of Intent: This type of adversary can range from
2 bear protecting her cubs to the mindless undead hordes of
the Shadowlands who hunger only for the flesh of the living,
These foes will either kill or be killed. There is no middle
ground or room for compromise. This is the simplest type of
foe for a party of adventurers, but it is also the likeliest ro
prova lathal,

Enemies of Convenience: Convenient adversaries chouse
@ party as an ¢nemy not from pure murderous intent, but
because the PCs are handy targets. Large predators looking for
a meal, 2 Hezumi tribe that makes 1 certain characrer the
scapegoat for their bad fortune, or even a Tsuno thar wishes to
interrogate prisoners (o learn more abour the Empire all fall
within (his range. Enemies of convenience usually have 1 spe-
cific purpose for their hostiliry, bue will rarely chosse to risk
their own lives ro achieve ir. Discovering this purpose is some-
times more Important than defeating the enemy itsalf

Enemies of Opportunity: Some adversaries choose to
antagonize a character simply because they can, This can be
the most frustrating and challenging type of enemy for many
adventurers, even though such foes are often not particularly
malicious. The mujina are notorious for plaguing samurai
with their “pranks," as are the bakeneko and occasionally the
kitsune. A zokujin who steals all of a character’s coins for a
smack, or a deranged Nezumi who believes the character is a
lost mate, are even more intereating possibilities.

Enemies of Coincidence: A goryo that is convineed 3
character’s daimyo is its murderer is an enemy of coincidence
— a monster that bears no ill intent wward the characrer bur
whose ebjectives are clearly inimical to the characrer, Dealing
with these sorts of enemies with brure violence is not only
unproductive, but often causes more problems than it solves,

RLLIZS

Creaturas are often overlooked as potential allies for character
parties. Ins the Empire’s recent past, two major sentient races
— the Naga and Nezumi (Ratlings) — have been allied with
the Creat Clane, and although they are not often found wan-
dering the roads of the Empire, they can stlll serve as unique
and usebul companions. Mischievous animal spirits such as
the bakeneko, kitsune, and tanuki have been known to aid
humans in exchange for a favor to be named later. In additon
to providing exceptional allies o your party, these beings
could provide a great deal of material for later adventures as
well.

Even if you are not interested in developing a netwark of
allies for your players, crearures can spice up your game in
other ways. Supply a party with multipla summon animal
spells and pit them against a srronghold of bandits deep in the
forest. The outcome may be predictable, but it is also an enjoy-
able and memorahle axperience for the players involved,

WINDOW DRESSING

The simplest way to use a creature in a game is to include it in
a description to mvake the party’s surroundings seem more
engaging and interesting, A trip through the lands of the Lion
Clan can be an exciting journey, perhaps so exciting as to
make the mine in which you had set the evening's adventure
seem uninteresting by comparison. Howaver, when you
describe the zokufin slaves that labor in the mine, that may
pique someones interest. (" Zokujin? What are they?”) Simi-
larly, a party traveling thraugh the mountains that witnesses a
ttibe of Nezumi fleeing a valley may become interested in
seeing what axactly is going on, {"I've never tnet a six-foot-tall
rat hefore.”) The acrual adventure need not have anything to
do with the Nezumi, but using them as a deseriptive device
allows the players to choose their own involvement in their
surroundings.

While this uee of creatures enriches the setting, it can also
distract the party, diverting them from planned events. If you
have something prepared in case they follow up un your
description, this can lead to a fulfilling adventure for you and
a senise of control for your playess. Il you are not, and if you do
not feel comfortable inprovising, then take care when includ-
ing creatures in your descriptions, since you sk dersiling tha
campaigh while the PCs chase after your background crea-
tures,

USING OTHER
MONSTZRS
___IN_ROKRVGAR

One of the benefits of the d20 system is the wealth of products
that already exist using those mechanies, each one offering
something new to be imported into a new game. Although
Rokugan has only a few habitats for mystical and fantastic
beaets, each is diverse enough to account for a staggering vari-
ety of creatures, Any one of the different spirit realms, for
example, could preduce a huge nuiber of different spirirs,




elementals, or outsiders.

When preparing to adapt a creature for inclusion in Roku-
gaty, the toost elling chamcedstic of the coeature will be s
type and subtypes, if any. Most of these have specific origins in
Rokugan and can easily be adapred.

Aberration: Most aberrations would be suirable inhabi-
rants of the Shadowlands. Etrher narive crearures or mundane
beasts would gain the Shadowlands subtype, Examples: grick,
otyugh.

Animal: Animalg fit info Rolugan with virtually no madi-
fication. Only climate and habitat need to be considered. Polar
bears, for example, would be inappropriate.

Beagt: Fantastic beasts without supernatural abilities are
less common in Rokugan than other creature types, but they
exigt. Species in particularly izclated regions can make believ-
able additions to the setting, For example, a roc might dwell
within the highest mountain ranges, or 4 girallon might live
on the tropical islands of the Mantis.

Construct: Although uncommon, constructs do exist in
Rokugan, as evidenced by the guardian statue and wondrous net-
suke. Any construct adapted to Rokugan would be magical in
origin and bave a limited lile span, ur brief pedods of activity
punctuated with long bouts of inactivity,

Dragon: Dragons exist in Rokugan, but they are very dif-
ferent from metallic or chromatic dragons. The large reptilian
dragons found elsewhere would be best used as spawn of the
Shadowlands (granting them the Shadowlands subtype) or
perhaps avatars of the Blements] Dragons (geanting them the
spirit subtype).

Elemental: Almost any elemental creature can be con-
verted to Rokugan simply by classifying it ag a manitestation
of the kami spirits.

Fey: Fey creatures tend to be mischievous spirits from
Saklalu, the trickster realm, Such entities are usually playful
and curious. Dryads or nymphs would be suitable examples.
Give these creatures the spirit subtype.

Giant: Tew beasts in Rokugan have the size to be consid-
ered giants. Ogres and trolls are considered glants, however,
and ettins and the like could be used as pardculardy mutated
ogres. These creatures may have the Shadowlands subtype, at
the DM’ discredon.

Humanoid: Most humaneids could concelvably be intro-
duced as gatjin species from beyond Rokugan's borders if such
a thing were desired in a particular campaign. Elves might
emerge from tha westarn forests, or dwarves fram the north-
ern mountaing, Be cautious in introducing alien races to
Rokugan, as to do so may greatly alter the flavor of your cam-

aign.
4 finngicd Beast: A wide range of magical beasts live in the
depths of the Shinomen Moti, so worgs, glant owls, hocker
lizards and the like could easily dwell within its depths. More
exotic species like the blink dog or displacer beast could be
manifcstations from the realm of Chikushudo (possibly gain-
ing the spirit subtype).

Monstrons Humanoid: Races of this sort already exist in
Rokugan in the Naga and Nezumi, Introducing other such
ruces either us ancient contemperades of mankind oe as inter-
lopers from beyond the Empire would be appropriate for cer
tain campaigns. The grimlock could be a subterranean rival of
the zokujln; the yuan-tl could be a civilizaton of curcast Maga,

Ooze: An ooze might be a creature of the Shadowlands, or
simply a beast from the marshes of the Shinomen. Cozes from
the Shadowlands gain the Shadowlands subtype,

Outsider: Cutsiders, by their very mature, tend 1w slhow up
in unexpected places. There are an infinite number of possi-
bilities for oursiders. Oni and native denizens of the many
spirte realms would all be considered oursiders, Familiar ou-
siders from the Monster Manual™ may hail from Spirit Realtns
yet unknown to Rokugan,

Flanr: In the Shadowlands, it is not uncomman for plants
to pain affensive abilittes up to and inchuding sentience for
hunting. Give such plants the Shadowlands subtype. In the
Empire proper, this is much less commen, except in the deep
forests of the Shinomen,

Shapechanpger: Shapechanpers are very rare in Rokugan,
and typically limited to spirits from the realms of Sakkaku and
Chiltushudo, Creatures from the Shadowlands have been
knewn to posseas similar abilitics, hovever, and could casily
hail from that region instead. A doppleganger would be a
malevolent spirit, while an aranea would be more suitable for
a Shadowlands beast. Give these creatures the spirit or
Shadowlands subtype as appropriate. Creatures of the Lying
Drckoess are notorious for theic sbility w change their shape
(such creatures should have the Lying Darkness subtype).

Undead: Erhereal undead would most likely be dentzens of
Gaki-do or Toshigoku. Undead with 2 physical form would
exist only as crestions of maho or the Taint, and would thus
have the Shadowlands subtype.

Varmin: Vermin exist in Hokugan just as in any other
realm: Most can be assumed to exist there, espacially in the
wilderness of the Shinamen and other uninhabited areas.
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CREATURES
OF ROKUGAR

tArranged by Challenge Rating)
CREATURE R
Maga (Chameleon Bloodline) . ............oc0el 0 I
Maga (Cobra Bloodline)............... R e T 1/2
Maga (Greensnake Bloodlne)................0 e
Wezumi (Grasping Paw Tribe). ... ... oo 1/2
Nezumi (Tattered Bar Tribe) ... ...._..........., 17
Wezumi (Third Whisker Trbe) ... .00, 102
NInEWo. i Y 4 e i/2
Swanmp Goblin 300G R R T 142
Sweamn SpArie: 0 v sl e e s e S R 1f2
Teumunagi, the Blood Bel . ........0.o.00 0 ey
Wondrous Netsuke . .........00 T L e ifa
Ay e e St
Bakeneko ..o vinees L B e P T S I T T 1
12410 o et i e e et
s el e L T T e Tl 1
Moeuntain Goblin. & ooin o i s e e A
Naga (Asp Bloodline) ... ..o 1
Nezumi (Crippled Bone Iribe)...........oooviiiviiiins 1
DRy e e e W o - 1
0 T e el IR M8 el e, & 1
Plagiie Forhie 2o St e S A i
Podbing:.ooo v A e A L A 1
BRI e Gl o e e e S S e i
£ P ST o0 A B G e e 2 1
T A R et ot ) e e |
Fudoshi (Tanglavine) . c.oovoiiim i ihn oo posngass 2
GEAENSRME . . i L 3
HERETRIT s R s e 2
Hyakuhei..... ... i e e e e R g 2
BTN o v e B S L R S R P T T 2
BINID. e e e R e T R T 2
Ml Tl o N e e b i A 2
LT T e OO o 2
M I R e e e T Ll
Naga {(Constrictor Bloodline) .. ..o i 2
Multarumi, . ... O o R e S T 2
Takmu,theangerPlant ........ e R T 2
Uragirimone ... .. Y o S N e s
553 TSR 2. . ofen S SO 1 - = Y. i
KRN WAIAOES o \v i evveveseseasneseninsesnniness 3
BRI e o ke R 3
Kukanchino Eangett. . ... ... ioiiiiainnsininaiainiis 3
Moetachi no Kansen. ,..ooociviviiiiai o L
Ovyuchi no Kansen. .. ... A R R R 3
Shiblrogald . onn iy v b A 3
Shivokai ......c00vvunns i e — 3
Zolujin......... T A E T e A e 3
5% -1 TR~ = ST 4 4
B e e B e e e 1 4
Madsw Warrals ..o e e T L 4
Minja Shapeshafler. ... oo b v v iseivia v 4
Porthungluin {Greater Mujing) .. ......oo0. 0., 4
Toichi 1o BaRSen .. .t iee e 4

Ubume (Mourning Ghost) . ..ooo.oi0iia0. e 4

Yosuchi no Kansen ..., e T R R 4+

............................................... 4
Zashiki Warashl .............. e i el Mo, 4
(0w [ B T el b e T e N P ey e A o 5
L o L TR e e el e e s g
Tanwano Oni., . ...... e R e e e L O 5
[T b T T MR e A et S e o e A e 5
Spirit Hound ...... e e R e R 5
Toshigoku Spirit. ...ooviieiiiiina, R A ST -5
Yokai ....... gl A s e e A, L . 5
LROTCETROECIAL e oot e e e e 6 A
Eornbehiiipalii: oo | e Sl L e &
i 1 1 o e S e S =t Ll &
ESFTel 4 b oy oo b ot M M o o S A &
ARG EHI S o i T s e i T 7
tEaleitvmabilss o e R el
GRrCEOsU Do Bakemouc- ........... R T
Sanshu Denki, the Muck Ml:mhh:r ..................... #
e [T L Tt ot el 7
T e S R O S IS 7
Zenmensonsow (Buruma THee) .o oooeeoveenon oo oo, 7
D BE B O et e s e e e e 8
Qiacle obBload. .. il in i il R e R a
Peklde no Oni..... e AN e e D R A 8
Teuno Soultwiater .. .vvivereiiarirenrs G R ]
Zenmensonzou {Tosekikd), . ,...... e e N 8
OlkuranoOni ... TSSO TR S e 9
G T L e o ey L b i s B a
R Ll L S e i 9
BT T s o B D S M RN I ]
Zenmensonsou (Kuruma Seird) . oo s o
Chizaro no Oni, .. ., B SR R R TN 10
TRl TG L v e T e e 10
Manseruno Oni. .......... R S 10
THARME O I, 1w s mtsrms s s s ot e s s s & i i)

Mokumolouren, the Chost of a Thousand Hungry Eyes. 11

ATrmrr ey VI 5 i s e e T T R 12
TR D0 UM 2 ot s e S g e e T R 12
BORZR R TIN T o oot e o A g 12
MIZORO 0T b cesrne v n v T T 12
Shuten Dol i v hiuiieiie vie e e e i ix
Tl B e s e R R L 12
T oD A g 13
Elemental Wortes .o i veiv ot e i ine it enrons 1g
Cirochi. s v e e S e 15
Sedryoltt no Ond, oo ceive e v e R 15
Mpapinti. v e A R TR 15
Grear Sed Spldar: .. oovmn i s R 14
Ashura. ., .. R S R 17
Yomasono Oni coveveiiiinies T S L R i7
Zenmensonsou (Monsteous War Machine). ... ... 18
1T C 1) T b e e e R L B R L e e e vao 20
TheFlmst Ond i ovinine it SR 25
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The following text is the property of Wizards of the
Coast, Inc. and is Copyright 2000 Wizards of the Coast,
Inc (“Wizards®). All Rights Reserved.

L. Definirions: (a) "Contributors” means the eopyright and/or
trademark owners who have contributed Open Game Con-
tent; (b) "Derivative Material" means copyrighted matertal
including derivative warks and ttanslations {including into
other computer langnages), potation, modification, corrac.
tiom, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be
recast, transtormed or adapted; (¢) "Dietribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d) "Open Gume Content”
means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over
the priot art and any additional content clearly identified as
Open Game Content by the Conteibutor, and means any work
covered by this Livense, including imnslaions and derivative
works under copyright law, but specifically excludes Product
Identity. {e) “Produce Identity” means product and product
line names, logos and identifying marks including trade dress;
artifaces; creatures characters; stories, storylines, plots, the-
matic elements, dialogue, incidents, language, artwork, sym-
hols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and
special abilities; places; locations, environmaente, creatures,
equipment, magical or supernatural abilities or effects, logos,
eymbols, or graphic designs; and any other trademarle ot regis-
tered trademark clearly identified a5 Product identity by the
owner of the Product Identity, and which specifically
excludes the Open Game Content; (F) "Trademark” means the
logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the assoclated
products contributed w the Open Game License by the Con-
ibutor () "Use”, “Used” o "Using” means to use, Distibute,
cupy, edit, format, modify, translate and otherwise create
Derivative Marerial of Open Game Conrent, (h) *You" or
“Your™ means the licensee in terms of this agresment.

2. The License: This License applies to any Open Game Con-
tent that containg a notice indicating that the Open Game
Content may only be Used under and in terms of this License.
You must affiv such a notice to any Open Came Content that
you Use. Mo terms may be added to or subtracted trom this
License except as described by the License itself, Mo other
terms or conditions may be applied to any Open Game Con-
tent distributed using thiz License.

3. Offer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.

+ Grant and Ceonsideration: In consideration for apreeing (o
use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact
terms of this License 1o Use, the Open Game Conrent,

5. Represenration of Authority to Contribute: If You are con-
tributing original material as Open Game Cantent, You reprs-"

sent thae Your Contributions are Your original creation and /or
You have sufficient rights to grant the rights conveyed by this
Licenss,

6. Notice of License Copyright: ¥You must update the COPY-
RICHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Con-
tent You are copying, modifying or distributing, and You must
add the ritle, the copyright date, and the copyright holder's
name to the COPYRICGHT NOTICE of any original Open
Game Content you Distribute,

7 Use of Product Identity; You agree not to Use any Product
Identity, including as an indication as 1o compatibility, except
as expressly licensed in another, independent Agreement
with the owner of vach element of that Product Idendity. You
agree niot 1o indicate comparibility or co-adaprability with any
Trademark in conjunction with a work contsining Open
Game Content except a5 expressly licensed in another, inde-
pendent Agreement with the owmer of such Trademark. The
use of any Product Identity in Upen Game Content does not
constitute 3 challenge to the cwmership of thar Product Iden-
tity ‘The owner of any Product Identity used in Open Game
Content shall retain all dghts, title and interest in and to that
Product Identity

8. Identification: If you distribute Open Came Content You
must clently indicate which portions of the wark that you are
distributing are Open Game Content.

9, Updating the License: Wizards or its designated Agents
Ay pfui:llish updated versions of this License. You may use
any authorized version of this License to copy, modifyand dis- §
wibute any Open Game Content originally distdbuted under
any version of this License, 1 i
10.Copy of this License; You MUST include a copy of this
License with every copy of the Open Game Content You Dhs-
tribure.

11:Use of Contributar Credits: You may not market or adver-
tige the Open Game Content using the name of any Contribu-
tor unless You have wiitten parmission from the Contributor
tado so,

12.Inability to Comply: If it i impoesible for You to comply
with any of the terms of this License with respect to some or
all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open
Game Material so affected.

13 Termination: This License will terminate automaticafly il
You fail o comply witl all teons heein aml Gl w cure such
breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the terminarion of this License.

1+ Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to tha

extent necessary to make it enforeeahle,

15 COPYRIGHT NOTICE: Open Game License v1.0 Copy-
right 2000, Wirards of the Coast, Inc.
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This printing of Creatures of Rokugan™ is done under version

1.0 0f the Open Game License and the deaft version of the 420

System Trademark License, d20 System Tradematrk Logo

Cuide and System Reference Document by permission of

Wizards of the Coast. Subsequent printings of this book will

incorporate final versions of the license, guide and document.

ABGS intention is to open up a5 much of the book Creafures of

Rokugan as possible to be used as Open Game Content (OGC),
while maintaining Product Identity (PI) to all aspects of the
Legend of the Five Rings intellectual property. Publishers who
wish o use the OGC materials from this book are encoumped

to contact AEGTohnZ®@aol.com if they have any questions or
cuncerns about reproducing material from Rokugan in other
OGL works. ARG would appreciate anyone using OGC marer-
ial from Creatures of Rokugan in other ©OGL works o kindly

refetence Creatures of Rokugan as the source of that material

within the text of their work Open Game Content may only

he nged underand in accordance with the terms of the (OGL as
fully set forth on the previeus page.

DESICNATION OF PRODUCT IDENTITY: The following
items are hareby desipnated as Product Identity in accordance
with section 1(e) of the Open Came License, version 1.0:
Any and all Legend of the Five Rings logos and identifying marks
and trade dress, including all Legend of the Five Rings prod-
uct and product line names including but not limited to Roku-
gan, Creatures of Rokugan, and Kami of Rokugan, and the Legend
of the Five Rings and Rokugan logos; any elements of the
Legend of the Five Rings settiig, including but not Limited 1o

capitalized names, Clan names, names of artfaces, names of
spells, names of magic and magician types (including bur not

limited 10 pure blood magic, kage vakiin, ise zuml,
sodan-senzo, melshode, tsangusuri, and ishiken), characters,
countries and empires, creatures, races, spirits, geographic
locations, cultural information, gods, Kami, Fortunes, historic

events, magic ftems, the Honor systemn, and organizations; any

and all material adapted from Oriental Adventures, except
material noted in that work as Open Came Content; any and

all stories, storylines, plots, thematic elements, documents

within the game world {e.g. but not limited to Akode's

Leadership, the Tao of Shinsei, and Subtlety of the Cowrt), quotes
from characters or documents, and dialogue; and all artwork,
symbols, designs, depictions, illustrations, maps and
cartography, likenesses, poses, Clan or factional mons, loges,
symbols, or graphic designs, except such elements that
already appear in the d20 System Reference Document {eg.

Melf or Motdenkainen) and are already OGC by virtue of

appraring there, The above Product Identity 5 not open Game
Content,

DESIGNATION OF OPEN CONTENT: Subject to the Prod-

uct Identity designation above, the following portions of

Rekugan are designated as Open Game Content, All informs-
tion on pages 4 and § under the “New Hules" header, except
for information previously designated as PL_All creature sta-
tisties blocks from the Size/Type line (e.g. Large Outsider)
down to the Advancement line. All text under the "Combat”
header of each creature, except for creature names or other
information previously designated as PI The Level Equiva-
lents in the “Crestutes as PCs” table (page 95}, although not
the ereature names. All prestige classcs, except for the names

and other world-specific PI contained therein. All informa-
tion on pages 101-103 under the header “Tainted Characters,”
except for information previously designated as PL All sample
characrer statistics and charts, except for names and other pre-
viously designared PL

TISE OF MATERIAL AS OPEN CAME CONTENT Tt is the
clear and expressed intent of Alderac Entertainment Group 1o
add all classes, skills, feats, equipment, practige clasces, spell
affacts, magic item affects, and monster and NPC statistics
{henceforth "goodies") contained in this volume to the canon
of Open Game Content for Free use pursuant to the Open
Came License by future Open Came publishers. Some of the
aforementioned items, however, contain Product Identity, as
designated above, and that designation remains. A limited
license is provided below which allows use of content
designated as Product Identity for these items only

LIMITED LICENSE FOR USE OF GOODIES AND
FRODUCT IDENTITY (PI) IN GOODIES: Alderac Enter-
tainment Group hereby grants other OGL publishers a
non-exclusive, irrevocable, royalty-free limired license o use
the goodies and the PI elements which appear in the spell
names contained in this book in OGL publications. Tlse of PT
elements iz limited solely to using these PI elements in the
goodies themselves and for no other use. For example, the feat
narne "Hidas Techniqua” may bie used to refor to the Feat of the
same name, even though "Hida" is PI of Alderac Entertain-
ment Group. The name "Hida", howaver, may not be used in
any other way except where it appears as part of the feat name.
Any publication malking use of such goodies and PI elements
in goodies must bear a legal notice that both 1) any such PI
used is reserved Product Identity; and 2) goodies are copyright
2001, Alderac Entertainment Group, all rights reserved.

Some of the portions of this book which are delineated OGC
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1999, 2000 Wizards of the Coast, Inc, The remainder of these
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NOTICE: “Creatures of Rokugan Copyright 2001, Alderac
Entertainment Group”

The ention of or refarence to any company or praduct in
these pages is not a challenge to the trademarle or copyright
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the d20 System License version 1.0. A copy of this License can
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ttademarks of Wizards of the Coast, and are used with permis-
siom, Oriental Adventures Is a tademark of Wizards of the
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abere.
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The rule of the Imperor extends over the entire Empire,

but there are many places in the Emperor’s domain that man
has never seen. These realms are the homes of the creatures
of Rokugan.

The deprhs of the Shinomen Forest seethe with countless

strange beasts, The Sea of the Sun Goddess boils with

serpents, ningyo, and drowned ghosts. The spirits of

animals and tricksters freely roam the roads of the Great

Clans, bringing mischief in rheir wake. The Shadowlands

squat beyond the Carpenter Wall, a home to strange 1
abominations of every variety.

This book describes many of the strange.entitics that
dwell within the Empire. The fearsome Oni Lords,

the shapeshifting spirits of Chikushuda, Rokagani ghosts,
and a host of oni are all detailed using the d20 sysient
mechanies, Some of these ercatures are alrcady familiar

to Legend of the Five Rings players. Some appear here for the
first rime.

This book is designed to work either as a supplement for
Rokugan, the 420 Coriparion for Legend of the Five Rings, or as a
sourcchook ot exciting new monsters for any d20 campaign.
Are you ready to face the creatures of Rokugan? -

They're ready for you.

To use this cmnﬁaninn a Dungeon Master also needs the

Player's Handbook,” the Duvceon Master's Guide,™ and Oriental _ &
Adventures.™ A player needs only the Player's Handhonk™ and '

Oriental Adventires™
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