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Say not that honor is the child of boldness,

Nor believe that death alone can pay its price:

It is not to a single action that honor is due,

But to the life that enfolds iL

- Lady Doji
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The palanquin swayed gently, its golden
etchings gleaming in the bright morning sun
above Ihe lands of the Doji. The men who carried
it were hardly burdened by the slight weight of
their passenger, their shoulders bearing the long
mahogany poles which held the JiUer aloft They
had lraveled long through the lands of the
Scorpion and Ihe Crab. escorted by a small booor
guard of Crane samurai. L' cbt of so
many monlhs ...iIS nrariy at an end. and the
pa1~ of the Crane awaited their return.

As they approached the great gates of the Doji
Palace, a wizened beggar sitting by the road lifted
his wooden bowl in supplication. With a single
word from within the curtains of the palanquin,
the procession slowed, and the carriers lowered
the litter. The beggar bowed very low, his face
nearly touching the ground and his worn and
travel-lorn kimono creasing beneath him as the
door 10 the palanquin slid gently open. The
guards bowed slightly as a young girl stepped
forth from the covered carriage. Her dress was
rich. her face young and unlined. yet her bearing
was exquisite and her voice sounded cultured and
oonfidenl With a bright smile, she bowed slightly
to the beggar in return, and knelt by the side of
the road. Her step was smooth, bui rocked in an
unusual rhythm - the rhythm of one who had
learned to compensate for a marred birth, and a
twisted fOOL

For nearly an hour the girl sat by the road
with the old man, sharing stories and exchanging
tales of the world. When Ihey were done. Ihe girl
placed several shining golden coins in the
wooden bowl, stood, and bowed politely 10 the
old man. One of the samurai approached her as
she stepped back to the palanquin. "Forgive me,
Shizue-sama, but the man is hininr' His voice
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was filled with concern and confusion. She
paused by his side and smiled a gentle smile, her
pale grey eyes dancing wilh amusement

"When the world was young and Ihe First
~Iantei sat upon the Emerald Throne o[ Rokugan,
our own Lady Doji paused by the side of the road
to speak and give aid to a beggar. Should I, her
descendant do any lessr' The samurai's eyes
were narrow and uncomprehending. bUI he
bowed respectfully. Shizue stepped to the door of
the palanquin, her hand delicately resting on its
crested roof. Just before she sel fool within the
litter, she turned back to the armored man beside
the road.

"Have you not heard the taler' she said softly,
her cultured voice amused. The samurai paused
for a momenl, then shook his head.

"No, my Lady. I was only schooled in war. I am
but a humble soldier .....

'1'hen let me tell it to you~ Shizue's white hair
blew softly in the gentle sea-breeze that
surrounded them, and she reached up to brush a
pale wisp behind ant small ear. -It was long ago,
..ben the ftrSl komi of the clans had fallen from
Ihe heavens, and the world was still
new-forged ..."

...The seven stood upon the hilltop, their
kimonos barely touched by the fierce winds
which blew from an angry sea They looked upon
Ihe world with new eyes, without knowledge of
the path ahead.

'1'he land is at war with ilself,~ one of them
said 10 the others, her voice as soft as silks. "It
must be taught civilization. We musl find a way
10 live with the people of this land, and with each
other.~

"It is not at all whal I had expected." A gruff
voice from a large man to one side. "It is an
untamed world, one which needs dominance and
force to guide it"

"No, brother - it is but a child, in need of
leaching and wisdom 10 flourish." This from a
slender man with gentle hands, stroking the
beard upon his chin thoughtfully.

"It is in need of a leader." The rinal voice, from
a man with waving golden hair and firelit eyes.
"Vle must give it a reason to grow~



"that you will not come inside. Will you not at
least take this warm blanket?"

"Why would I want to do iliat?" The beggar's
voice was rough, uncultured. but not disrespectful.

"So that you can live. The day grows darker,
and the night will bring fierce storms, and snow.
Do you wish to freeze and die?"

The wizened beggar looked up at the lady, her
face as white as the snow which lightly crusted
the ground. "Die?" he chuckled. "You say that
word with dread, my Lady:' His thin eyes pinched
shut as he calmly took a bite of fish from the
warmed bowl.

"Are you not afraid of death?"
"Rather, my Lady, 1am not afraid to live." Doji

stared at the man, a faintly puzzled look on her
perfect features. 'took around you, lady. Whal do
you see?"

urrd at the land around her. from the
_ .. alIt5llUCIioa in Otosan... _....
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[ront of )OOr fatt.- 1br all:
Doji flushed with mild anger. -Gentle Lad): [}oj
J do not mean 10 insult you. Tell me ..... he
reached down and scooped up a handful of the
snow at her feet ~Do you not see the snow?"

ihe snow?" she said. ~Of course I see the
snow. There is snow everywhere."

"All, but do you sa the snow?" As Doji looked
at him perplexedly, he pointed at a large flake
which fell near her face. "That one. What do you
see there?"

She looked at the tiny flake of snow as it fell
lazily pasl her face. through her fingers. and
landed on the ground al her feet After a moment,
she said. 11 bas 5e\-en spires, from a single point"

~And that one?"
ihree spires - it looks like a dove in flight"

She paused, "I had never nOliced .....
"In all the thousands of snowflakes of all ilie

thousands of snowfalls, there are no two which
are alike." The little man chuckled gleefully. "No
two in all eternity. If I were to go inside wilh you
now. I would never see thai snowflake. Its pattern
would never occur again." He pointed a wizened
finger al a slowly falling splinter of ice.

"It is only a piece of water." Doji watched in
fascination as the beggar peered at anolher
snowflake.

"And life is only a single day, one upon the
other, until years have passed and you have

nly two remained on that hilltop
aIDe 1bose two were Hantei

dIj bad bttn

Upon that hillside by the tossing waves, the
se\'en engaged in contests of skill and strength,
with only one man standing aside, apart from the
rest A silent watcher, who already knew the
ultimate outcome of the trials. It was there that
the first Emperor was dlOsen, and the First Hantei
claimed his right to rule. The others slowly
scattered to the winds, building their domain
upon the land and gathering the people of the
realm to serve them and form the Empire.

or_
when the
lnd his s·

m:.cd upon ~:;::;:~;~:~~::;boilt - a paIaao
Otosan lJdJi
blew hs bmh brralh ~

with white frost and thick snow. One day. Lad)'
Doji stood at her window in the high towers of
Otosan Uchi and looked down upon the budding
city below.

On the road outside of the palace she saw a
thin beggar-man, sitting outside the warm houses
of the city. His cloak was ragged, and his
weathered staff lay by his side with his begging
bowl. There were no travelers on that road. only
the company of bitter wind and freeZing snow.

Lady Doji called to her samurai guards,
instructing them to tell the beggar to come inside
the palace. that a small room would be found for
him. But when the guards returned, they said that
the beggar refused their request, and would not
listen to what they said.

So. Lady DOji called to her maidservants, and
gave them a bowl of steaming rice and fish, and
told them to go to the beggar. They went out into
the cold winter wind, but although the beggar
gratefully accepted the food, he again refused the
shelter they offered. Puzzled by his strange
bt:ba\ior. Doji went to her window again. but the
littlt' mao had not moved. He simply sat by the
road. calmly accepting the cold winter day around
him.

Atlasl, despite the pleas of her maids, the Lady
Doji left the palace and walked down the road
away from Otosan Uchi. Bearing only a blanket
woven of thick wool. she stood in lhe lhick snow
near the little man. "They tell me," she said softly,



grown old, and lhen you say, 'Where have all the
days gone?'" He chuckled again. "Ah! Six spires 
like the wheel of a wagon." He paused, and the
snow fell silently between them. After a moment,
the beggar continued, "How did you spend this
morning, Lady?"

"This morning?" The curious Question
surprised her, and she murmured. "I was weaving
- a new kimono for my brolher. Hantei."

"Four blocks and a single spire! ..."The beggar
chortled, pounding his feet upon lhe ground as he
pointed at another flake of snow. After a momen~
he continued, "00 you remember each silken
string thai you wove into the paltern of your
brother's kimono?"

"Why, no. of course nol!"
"Why not?"
!here are hundreds of fibers in the pattern 

thousands of strands in all. How can I remember
each one?"

"Yet, I suppose you remember every mislake
you made, and the hours it took to correct lhem."

Ooji flushed. "Of course."
"Perhaps if you had takeo a 0l(NDf'III 10 ser

every SlJand. to UDdtrsuod each fiber. you .-oukI
De\'tr ba~ made: lbose IftisIakts orb? Lih you
did DOl 1ft the 5DOYIilake. )W igDorf: what is
around you - you ignore lhe days of life, (0 see
only the years." He snorted. "You cannot change
the passing of years. But you can change the
passing of hours - and what you choose 10 do as
that time passes. Will il he something you will
remember, or will your days pass you by as if they
were nothing but a fog of snow?"

The lady stared al the little man, her vision
blurring as the snow began to fall faster, the wind
rippling lhrough her hair. "You are more than a
beggar, little man." A tear slid down her pale
cheek and vanished into the snow - another losl
piece of ice, among the millions.

"But are you more lhan just one life among
many?" His voice was soft, bUI il cui Ihrough the
wind and rising storm Uke a scythe. "And when
you die. will you be remembered, or will you be
another strand in the tapestry - uncounted, and
irretrievable? The snow will melt, Lady Doj~ and
tn a few days it wilt be gone and forgotten forever.
Who will remember it?" He paused, and turned
from her face 10 look al the swiftly falling snow.
"Who will remember you?"

After a moment, Lady Doji knelt beSide the
thin monk, and together they sat by Ihe side of

the road as Ihe silent snow fell, piece by piece,
onto the plains around them.

Shizue. daughter of the Doji house, stood for a
moment by her palanquin, staring past the guard
to whom she had been speaking. her eyes distant
and her voice fading into the wind. After a
moment, she stepped down from the IiUer and
turned again to the samurai.

'Tell me, my friend," she said to him, "if you
were to die tomorrow, would your regrets
outweigh your memories?" The samurai did not
answer as she walked past him.

After a moment, he found his voice. "My lady
- your litter ... "

Shizue did not turn, walking gracefully toward
Ihe huge oaken gates of the Crane. their golden
etchings shining before her like the sun itself. MI

no longer I't'qUire my Iiue[, nikuwi-san. I will
fiIli5I:l my )OUtney home step by step." Her twisted
foot brushed the ground in long strokes, leaving
W3\'CS upon the ground like the passing of the
tide. The samurai watched the storyteller lift a
pale hand to the tall golden gales of the palisades.
As they swung wide before her, a flight of ivory
cranes leapt up from Ihe gardens on the other
side. filling the sky like delicate flakes of snow.

Welcome to this addition 10 the L5R
role-playing game! The book you hold in your
hands is designed 10 assist players and Game
Masters alike in understanding and bringing to
life Rokugan's most honorable clan - the Crane.
The Crane, in ailiheir aspects, are shown here for
your information, so that as a player and a Game
Master you can add to your vision of Rokugan.
We hope this text will provide ideas and
background to help shape and expand your
campaign, making the game even richer and
more enjoyable to play. You will find many
resources included here, including the Kakita
Artisans, Doji Courtiers, and Ihe heart of
civilization in Rokugan - the Imperial Court.
Remember, this book is nOlthe final word on the
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Crane in your campaign; it is a guidebook and
foundation for your OWD. ideA

How To US[ TIGS Book
\\1IDe ,. lad book, it is important to

rerognizr .... ,... c.nr Master may have a
di&nng . CmJe Clan. It is the Game
~ ..u the last decision on all

-:::::'.~ treatise. We hope that anyone
.. run lhe L5R game system will take

presented in this book and use them in
Ibar own way. If the GM's concept of the Crane
Oan differs from what you find here, you may
expect to find some changes when you travel to
the lands of the OojL

The first chapter will relate anecdotes about
the Crane clan from the point of view of the other
clans in Rokugan. This is designed to give you an
idea of how the Crane relate to. and are seen by,
the other clans in the land. SiDer time510ag pIS1.
the Cran< h.m hem lht kftpns III Iogmd ...
myth, guardians of me stones wbicb formed Ibm
civilization. And who better to safeguard the
hallmarks of culture, since it was Lady Doji who
~haped the feudal system of Rokugan
ill the time of the First Hantei?

The nexl chapter discusses the
various houses within the Crane clan,
giving background, history, and legend.
This will include the history of the
Asahina family, once a member of the
Phoenix house, and the Yasuki family,
who have since joined the ranks of the
Crab. Their lales and those of the Doj~

Kakita, and Daidoj~ are recorded in
this text to give you a better
understanding of the Crane's
philosophy of excellence.

In the third chapter, you will find
information on building your own
Crane clan character, including rules
for the new archetypes found in this
book, such as the Kakita Artisans and
the Doji Courtier. Also, you will find
~ggestions for crealing a detailed
htrilage for your Crane character and
for LOtegrating these new ideas into
your existing campaign.

l ""on't find any ~family tree" for
the in this book - we've left
much oIlbat up 10 the imagination of
your c... Master. Because of the
beau!) of Ibe Crane maidens, this

would be a hopeless task - rest assured that more
than half of the noble famiJies of the Empire have
Crane blood somewhere in their lineage! Crane
history contains a glorious and prestigious array
of heroes and heroines, from bold samurai to
clever tricksters. In the sidelines of thiS book you
will find many of the ancient ancestors of the clan
and descriptions of the herilage and advantages
which they have passed down. You'll also find
new skills, advantages and disadvantages to help
you create your own unique character.

Since the beginning of the Empire. (he Crane
have shaped the dvilization, arts, and language of
Rokugan This book highlights their constant
search ror perfection and their quest to live life to
the fullest, wasting nothing, and living with no
regrets. The Crane way of life demands
excellence. Perfection in all things is the heart of
the Crane. and purity is the fire that guides them.
I.i\""t life 10 its peak. because you have only one
et-tt. .-e~ 10 ..u this world bear )WJ'--

One life can make the difference.

•
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The sky and the eoTth will enduTt
Streams and mountains never change their

palhs
The world observes the rhythm of the seasons
Wi,hem! by snow, resJortd by the sun
But man in this is not their equal
In a /lash of time he is bom,
Lives and passes into the void.
There is no way UJ trtl1J5a1UJ hk
It must be, QJU/ SO it is.
So fioe)'OUT tlme IIJIUk you am
And whm wine is of/md, don', re/u5e.

- Kakitll Toshimoko

The Crane Clan has shaped the civilization of
Rokugan throughout history. Since the time of the
First Hante~ a Crane has been the Imperial
Advisor. and a Doji has been the mother of the
Heir. Other clans have their O""ll legends of the
Crane, describing how they are seen by the rest of
the Emerald Empire. Some of these stories have
been galhered here. But be warned. ror nol all
tales are the truth, and nol all lles should be
disbelieved ...

Deep the waters of the black poo~ colored like
the richest inks

They say a Holy Dragon rests by the lake at
night

Beside the pool they Iuwe built a shrine. to
slay the suckling-pig

A dragon by it5e/f remains a dragon
Only men can trtaJu a god.

- Doji Shizue

FROM TH£ SCROLLS OF TOGASHI

CASTl£, A TAl£ TOLD BY TOGA$HI

U£$HIBA

Deep in the heart of the Dragon Mountains.
where the wind whispers secrets that no man can
know. a single samurai-ko climbed. Her hands
bloody from the crag. and her hair loose about
her shoulders. she fought her way up the
mountain. I was but a )'Oung man then, a stripling
among the ise tumi guarding the walls. "'~

watdled her struggle through the rocky terrain,
past brambles and cliffs edge, to the fOOl of our
ancient home. In those limes. no women were
allowed within the waUs of Togashi castle. No
woman had yet taken the vow which bound US to
Lord Togaslti Sakanoe. our O1ampion. II"", the
samurai·ko reached the walls of our keep,
stared at the dosed and silent gateway. \\~ did
not know then what we know now. and by our
traditions. we could not open our gates 10 her. As
the day passed, she sat on the ground bef~ lbr
taU parapetS. ber .,... fixed .. \be .........

r.r ohm: mI mgbJs she watd>ed us. No
Dod or ter ,,-as brought to her, no rest did she
take. At last Tsuneyo.lhe Master Tattoo Artistlef!
his meditation and stood upon the high walls of
Togashi castle, looking down at her. Her beauty
touched his heart and I heard him murmur. "Such
a glorious creature must not be left to die alone.~

We warned him against his folly. but he would
not Iislen. He went outside the ",-ails to speak 10
the woman.

She told him she was a Crane, from the rar
shores of the sea, and lba! she had seen a vision
which led her here. She spoke of a magnmcent
tattoo, one which enflamed her mind. No man in
Rokugan had the skill to create it, and most could
not even conceive of its beauty. Despite the
simplicity of the design. the flawless pattern was
greater than men had skill to create. So she had
searched the Empire, and her seardl had led her
to the halls of the tattooed DragolL The WOmaD

spoke 10 him of her dream. brightly colored and
lit as though by a thousand frres. She ""ouid
rather die here with her ~ision, she said, than m
another day ""i!hout il Tsuneyo sat with her lOr.
time., and her dream burned its way iBID
thoughts. He offered her gruel and water. tht_
of the monks within the walls, and ftDI

with her words ringing in his miDd.
On the fourth day. TsuorJO 'ftDl .....

""oman again ·We caDDOl hap you~.



obsessed him. Through the nighl he labored. and
she lay al his feel with the stillness of death. Her
delicately arched back was no more than a canvas
for their creation. \\-'hen the dawn came, he set
aside his brush and bowl and looked down al her
body. All I could set from the walls were the
miraculous colors of her skin, rich with
vermillion, sapphire and cinnabar_ There was no
mo\-emenl, no sound and the ~ tum; opened

the greal gales so thai I could cross me bluff and
go to them.

The woman was dying. her pain too much for
an)1)ne to bear. But as I approached, I heard a
faint gasp of breath from Togashi lSuneyo, and he
rested his hand upon her back within the tattoo's



Under the leadership of Kurojin-sama, we
crossed the border and prepared for battle with
the Daidoji forces. Our swords were oul and
ready. and OUf hearts were glad to test steel
against the soft belly of our enemies - but there
were none. The opposing forces of the Daidoji
which we had been told 10 fear had vanished, and
there was no sign of resist.ance.. Five hundred men
mardled across the plain, facing no opposition, no
struggle, and no battles. It was as if the Cnlne had
llCVer been there.

Our commander said the Crane had fled. that
they feared the fury of our blades! Some
whispered that without their politicians, the
Crane had nothing to hide behind. Certainly,
when we chose to strike, il smntd they had
OlImbled like so much soft day. Our legion
Slopped upon the plain when we sa'" me spires of
Daidoji pala<%, and made camp. The fields around
us were vacan~ the waving hills of grain swaying
in the wind. No words could keep us from
besieging Kosaten Shiro. and once it \\-as ours.
.OUId bepn ... _ allIIe ClaM one-- before the sun set on the plains, my
commander called to me. I was given a leiter to
take back to Shiro Matsu, telling Kurojin-sama of
our imminent victory. His armor shone in the
fading sunlight which gleamed off the palace thai
I knew .....ould soon be ours. The victory was in
Tsetsu-sama's eyes. and I was proud 10 bear the
message to our kinsmen.

I left Immediately, running across the plains
toward our homeland with the scroll in my hand,
and as the dawn rose I saw smoke from the east
Certain of our victory, I stood for a moment and
watched the dark smoke curl about in the
cloudless sky. "It must be the burning of Kosaten
Shiro!" I thought, '"The fires must be leaping
toward the heavefl5. warning all the lands or the
Crane thai the Lion have arrived!" How I wished
that I could have stayed to see the battle! Their
polltitians could not stop us this time! Nothing
could stop us! Our strategy had been perfect!

I ran on toward the Matsu palace with joy in
my heart, the victory leiter clutched in my hand.
My steps were long and swift, bUI soon I heard
the thunder or hooves from behind. Asingle man
on horseback galloped toward me, Us rider
dressed in the pale silver of the Crane. Adeserter!
I drew my katana and braced for his charge, but
it never came. He pulled his horse 10 a stop a..

dark coils. A trembling moment passed, a
shuddering sigh from the samurai-ko, and she
began 10 lifl herseJr (rom the ground, lSuneyo sal
back. a soft smile on his lips, and closed his eyes.
As I reached them, the woman draped her rich
kimono o\-er her body. I knelt on the cold stone
beside Tsuneyo. He smiled, unable to see me
through h;, pain, and "" gasped. "She was
righl... it is... a small price..... Then he was
silent, his eyes far away, as if he was looking al
the glory of the hea\·ens.

Her voice was as soft and fine as the silk
covering her skin "He knew the price of my
vision, and he diose to pay it for me. He chose
death, so that his creation would live." As she
picked up her daisho, I looked up al her perfect
face, and I saw her pale beauty. Her deep grey
eyes were soft and sad.

-Please,'" said, and my \'Gice was husky with
tears. -1.. ... Words failed me, and there was no
way 10 express the need, the desire, the ache in
my heart She knew what I asked, and she smiled
the gentlest smile that has e\'Cr toudted this
earth. Turning. bet daisho in her bIDd.. she id her
kimono fall to her ..t tht SIJD

ao'A'lItd hu b--rin in

Summer grass:
0/ stalwart warriors' splendid dretlms
The aftermath.

- Basho

A SOLD/ER'S REPORT ON THE

BATTLE OF OSARI PLAINS, FROM

THE FINAL LETTERS OF 'KOMA

YURI

It was in the second year of the boar, in the
reign of the Seventh Hantei. I was sworn to serve
in the legion of Akodo Tsetsu-sama, under the
Lion daimyo Akodo Kurojin-sama. Our duty was
to invade the western lands of the Crane, to
capture the plains between Shiro Matsu and the
Daidoji stronghold of Kosalen Shiro. If succ:essfu~
the invasion forces from the Mal5U lands would
follow our advance, surrounding the castle and
freeing the lands from Crane domination. The
courtiers and politidans argued in the oourts,
struggling to prevent our advance, but our
commander led us against the petty complaints of
the diplomats and the fIlthy money with which
the Crane protected themselves.

During Kakila's tenutt
as the EmtraId Champion,

he was called to d~
agai the son of

Mirumoto. The two were
acquaintantts, and their

differences of opinion are
Il'Rendary. On the Emperor's

40th birthday, they were
asked 10 duel by the

Emperor himself in order to
prove which man's style was

the greatest The day
passed as the two men
remained perfectly still
upon the neld, neither

drawing his kalana. As the

I
sun sellhey parted with

nored bows. knowing that
to Slrike would have meant
ctftain death for them both.



careful distance from me and raised his voice in
peace.

"What have you come for, Crane? Your people
are crushed! Can', you see the fires of your palace
to the east?" I cried valiantly.

His answer was curt M1'ou are the messenger
that Akodo Tsetsu-san has sent back to the people
of the Lion?"

~I am!" I shouted proudly, sure now that his
intent was to delay or destroy the message I bore.

"'Then carry this back to them as well, with the
greetings of the Daidoji~ He raised his hand from
his side and threw a burlap bag at my feel "And
tell them they would be wise to [earn not to camp
on a plain that is not empty:" With that cryptic
remark, he turned his horse and galloped back
toward the burning palace. I stepped forward,
wary of some trick. and opened the package.

lnside the bag was Tsetsu's head.

I ... ., PlaiDs ID SCIe for
...MIl ........alll rrt nr ifts I

had seen weft: lht~ I:M:Des of DJ}' Ii: "'SDW'L

Huge pieces of earth had been ripped from the
ground by an unknown force, and cavernous
tunnels - capable of housing dozens of men - lay
beneath them. Arrows were strewn upon the
ground, apparently shol by archers from the
highest branches of the trees on the far edges of
the plain - masterful shots, by men who must
have been placed in those trees days before our
arrival, with only enough food and water to
survive. I smelled the acrid scent of "gaijin
pepper,~ that foulest of substances, and saw the
seared marks along the ground where buried
casks m haw laiD. pRpBRd for detooalioo. A
fon% of 110 IIIl:n 1ha &fly men could hr."'!:
hidd<n here, r..... ""-II .... banl~
ground and stani"l in dumps of high brandies.
waiting for the moment when Our guard fell.

We had walked into their lands, ready for
battle, and had been destroyed by our own
confidence. If we had only searched the ground,
cut down the dumps of trees, but who knew the
treachery of the Crane? Though our force was ten
limes their size, their preparation had been our
undoing. Beware, my brothers, of certain victory,
for the only thing whidJ is certain about the
Crane is their gold, and what men will do for il

H+itten on the fifth day of the month of the
Dragon, 473. by his own hand Witnessed, Matsu
Chromo, sword-suond at lkoma Yuris scppuku.

THE DEATH OF

KAkITA
(CONT/..,ED)

On Kakita's 39th
birthday they met again,
this lime on the field of
battle. Hojatsu stood before
the Lion hanner, serving as
their aide and military
advisor, and Kakita led the
armies of the Crane. The
skirmish was minor, hut
both men knev. the)' would
DnW him: the daDct 10....-..........." ...
....tIrr apia n..
""""" em -..J .,.;"'!!!i:.'!.mm ... strikr .....
Hotatsu feU dead before
Kakita's blade, and Kakita
was mortally wounded, He
refused 10 allow himsel'f to
be trealed. and his son.
Kakita Shimizu, brought
Hojatsu's sword to his
father. Kakita's final words
were to the sword of h'
opponent: "Do )'Qur duty 10
your master." With that. he
fell upon the Dragoo's blade
and died on the field !>aide
HojatslL

lb. .... _

...... ....,. loll. ""'"
~ OD • siode pm. li
~ da)' a IDDlJIIIDf'Ill 10
their honor stands on the
field northwest of the Va! t1
of the 1\\.'0 Generals.. and j"

a popular pilgrimage spot
for those who wish to ask
for the assistance of the
greatest duelist that ever
lived.



Cold blows the northern wind
Thick falls the snow
Be- kind to me, love me
Take my hand and go with me.
Yet she lingers, yet she ponders 
There is no time to lose
In the wood there stands a grove of 004
And in the wilds a doe
With white rushes dressed from head to heel;
A Lady fair as jade...

- Song of Lady Doji

FROM TH£ COLL£CTED UTTERS

OF IUCHI XI£N. kARO TO ID£

TADAII AND IINICORN CUN

D,PLOMAT TO TH£ IMPERIAL

COURT

...and myoId companion lold me, 'i'hal is lhe
way of gift-giving here in Rokugan. You must
refuse the gift, so that the giver can show his
sincerity." His broken voice cackled quietly as he
chewed a thin mint leaf between toothless gums.
It is an odd land we ha\"t~ to liw in. suanger
than any we have \isited in our trI\"tls, yet I am
assured that this is the land of our ancestors.
Though I was born here, I was raised by the luchi
family. steeped in the traditions and cultures of
our ancient travels.

I have served as our ambassador in the
Emperor's halls ror nearly two years. and yet I
have come LO no real conclusion about the society
of RokugalL I was lucky to nnd a mend in
Muyoku. His blindness and my ineplilude
balance each other well as we can help each
other understand what might not otherwise be
clear. Perhaps the Crane who asked me to care for
him knew all too well what he was doing, for
Muyoku has colored my vision of this land and ils
people. Especially those who inhabit the court of
the Emperor.

u .. .1 see that, Muyoku-sama, as you have told
me before. But it is strange. In the lands of my...
I mean, in the lands from which my clan has
come, it is a deadly offense 10 refuse a gift Men
are killed for such an offense."

Muyoku smiled, and his toothless grin shook
his entire face. 'illose are old ways. You are in a
new land, and you must learn how to be one with
its people. You have been here for nearly two
hundred years, Unicorn, and it is time you gave
up your gaijin culture."

UYes, Muyoku-sama," I said resignedly. For
nearly forty years, Seppun Muyoku had served as
a translator to the gaijin merchants who had
come to this land, and his knowledge of lands
outside Rokugan was impressive. allhough
nothing compared to what the Unicorn brought
with them. Still, he was the ideal translator and
guide, and asking me to care for him seemed a
polite way of making certain that the Unicorn
clan could be heard in court without insult or
misunderstanding. Although most of the Ide were
trained to understand the Rokugani courts and
their sLrange ways, the luchi were not taught the
twists and turns of politics as were other Unicorn
diplomats.

"Who is that approaching?" He whispered into
my ear, his ancient hand tightening on my sleeve.
I turned to look, and caught my breath in wonder.

"A woman, Muyoku-sama, a very beautiful
woman - such as I have never seen before.~

"'s she a Crane? What colors does she wear?'"
"No. Muyoku - she does not wear the blue me!

si!\"er. Her kimono is scariel aDd sM is escorted
by. Wlllnn man with • long grey bean!."

"This man," hissed my companion, "is one of
his eyes a strange blue? Swiftly! Tell me!"

I peered at the man, trying to hide my
rudeness beneath a soft cough. "Yes, it is,
Muyoku-sama." The pair walked down the thin
aisle of shining wood toward the high dais. the
young woman's movements sleek and ""......
beneath her silken kimono. Her eyes, dark and
thickly lashed, pierced my heart, and her ebon
hair swept the floor in a maiden's foxtail. The
man at her side was aged, his hair a distinguished
grey and twisted into Ihe high samurai-style. His
blue eye seemed lo gleam with a withering light.
and I noticed the Imperial Guard growing
strangely tense and watchful. How strange, I
thought, since the old man's hands shook with
age and his face was lined and worn. Certainly, he
was not the sort of man to inspire fear?

"Ahhh... ~ Muyoku shifted at my side. 1'he
woman is Shosuro Kachiko, said to be the most
beautiful maiden in the Empire today. She is onl)
16, just past her gempukku. Her father, the man
with the strange eye, is Shosuro Koshurin.
daimyo of the Shosuro. A powerful house withia
the Scorpion, and a dangerous enemy. What a
happening now?"

1'hey are approaching the dais... 1bt
Emperor is greeting them..." I quietly nam
the proceedings, watching closely as the maidtll



In Rokugan, birthdays
are a very important e~~
celebrating a person's
position in sodety, their
connection to their
ancestors, and their status
as a samurai. Rather than
remembering the exact tlay
on which a person has beeD
born. all of Rokugan
celebrates turning one year
older al lhe Festival of lIle""
Year's Day, the beginning of
each yeaL ThIs is also the
celebration of lbe day the
Kami fell from the sky and
founded the Great Clans.

Also. the people of
Rokugan consider a
newborn child to be one
year old. Thus, all ages in
Rokugan are actually one
year greater than the actual
number of years a person
has lived, thus counting the
current year into the
person's life tolaL

Because the Asahina,
and other shugenja, find the
exact date of a person's
birth to be important for
astrological purposes. a
peTSOll'S precise date and
time of birth is often
rerorded, if not celebrated.
For major noble births. an
entire astrological chart may
be made at the time of
birth, detailing any omens.
good or bad signs in the
heavens. or other unusual
aspects of that pmon's
birth.

ROk1IGAN
BIRTHDAYS

Crab heritage. Any man who accepts ihe
challenge will surely die."

"Never marry?" I said, aghast "But - even with
a tarnished honor, what man could resist. .... I let
my words trail looking at the gently curving
shoulders and rich black hair of the silent maiden
on her cushion.

"No. Her honor will be destroyed, it will shame
her family, and she will be forced to commit
seppuku." Muyoku folded his hands resignedly In
his lap.

"Sep...puku...." I breathed. The ritual of death
by suicide, an honorable death which would
prevent the anger of the ancestors. "The Shosuro
is standing now," I whispered, and the aged
daimyo began to speak. "It seems he is going to
accept the duel:'

"Then he is a fool," Muyoku hissed. "And a
dead one."

Suddenly, a rich voire £rom the back. of the
audieocr chamber interrupted Kosburin's speech.
A tall )OOth. barely a man whose white hair
framed a solemn fare stepped forward. He strode
toward the daimyo and knelt on one knee as a
supplicant With measured, perfect speech, he
beseeched the Scorpion to allow him to fighi for
the honor of the maiden.

"Who is it?" Muyoku's thin, bony finger
punched into my ribcage. "Who?" I described the
handsome warrior, from the sky-blue kimono io
the man's dark, sparkling eyes, and Muyoku's
toothless mouth spread in a froglike grin.
"Hoiuri ... r

"Hoturi?" I peered forward to catch another
glimpse of the silent maiden who sat unmoving
on her scarlet cushion "Hoturi who? Is he a
Cnme?'"

"He is the son of the Crane dtJlmyo. the
Emerald Champion himself, Doji Satsume," I saw
no relief, no gratiiude in the mismatched eyes of
the Scorpion. He merely nodded asseni io the
samura~ who stood and pointed an accusing
finger at the blanching Crab.

"Hoturi's speaking so fast - Muyoku?" I turned
to my instructor, hoping he could hear more
clearly what the Crane had said in response to ihe
Crab's challenge.

"He says ... Beauty is its own virtue, and ..."
Muyoku strained to hear over the court's
whispering, "thai the Crab's dishonorable slander
should not be allowed to siain an object of such
perfection as the Scorpion's beauty." The young
Hiruma samurai turned red, and with a bow io

-:~:~~ to the Emperor and his small son.
S . mere was a commotion behind us, and
... broke the softness of the air. A man

ill the mon of the Crab marched into the
""....... asking the Emperor's permission to

\\ben allowed, he launched into a diatribe
~ claiming insult from the Shosuro house.

young Hiruma is aggravated because he
be married to Kachiko ..." Muyoku
me. "The arrangement was made when

ftre children, but her beauty caused the
- of their clan, Bayushi Shaju, to ask for her

instead. The Crab has no real complaint
the house, but since Shosuro Koshurin

the engagement, the young Hiruma has
"II!III seeking a reason for a duel." I shook my
... uncomprehendingly. The twisted politics of

.ugan again. In the other land, if a man
-.-d a woman, he simply bought her from her

or made an agreement directly \\oith her.
in Rokugan, life is much more romplic:ated.

·What will happen now?" Iasked. as the heady
of the court mumed our whispers. "WiII

urin challenge the Hiruma to a duel? Will
be a battle?"

'1f the Shosuro challenges the Hiruma
~nally, he will no doubt lose - Koshurin is not
.GOWn for his swordsmanship..... He trailed off
~ thought for a momen~ and I wondered what

b1ue-eyed man was known for. "Ahr Muyoku
DIOdaimed, as the Hiruma coniinued with his

enge, "The Crab is insulting the honor of the
n now - a bold move, for any who defends

may be accused as well." I watdlCd the
peror calmly listening to the Crab's tirade as
Scorpion and his daughter knelt solemnly
~ their cushions. A Unicorn would have leapt
.. lhe arrogant Hiruma and forced him to

his words as he said them.
ilte Shosuro have brought only an honor

r Muyoku asked, and looking around, I
that iI was true. "If Koshurin allows any of his
to accept the duel, they will surely fail and

daughter's honor will be forever tarnished. An.
Crab. this is a masterful stroke. The timing
~ His faint chuckle echoed, and a nearby

j
~~~ shot us an annoyed look. "'Either

gives her in marriage to the Hiruma,"
continued, undaunted, "allowing his
10 keep her honor but distancing

... his daimyo, or he accepts the duel,
...will never marry. Hiruma Maruku is

~ II ar iRst duelists in Rokugan, despite his



-early three hundrtd
) ar.; . an Asahina

It'tl.... 'nja lVImed \tifune fell
desperately in Im't ...ith •

Dra800 samurai-ko.
!..Urnl1'tOlO Tanoshiko did
not ~ruse the shugenja.'s

adv . in f8ct. she
v.i'ibed to many him.

....ever. she oouJd not bear
thought 01 leaving the

nlains of htt bomt:land.
E\en wben he ooilt a
palacr. surrounded by

riding streams and caned
mahogany and jade. she
9Io0ukt not go. To further

shtM low. he had the
of the palace ('O\·ertd

in ~lid gold. so that they
Id shine like the sun.

At on every wmoow.
the fines! artisans In the
world had etched lifelike

mOUDlains upon the glass
panes. The glass. a rarity in
Rokugan, was a manel in

itselr, but to Tanoshiko,
seeing her mountains each

time he looked out the
.,..ind\)w was the answer to
her prayer. At last the two

were married.
The legend of the palace

made of gold grew and
pilgrims came to see the

I
marvel~ Among them was a

group of bandits who
wished to take a share of
the bounty. Disguised as
merdlanlS, thret or them

~ed 10 spend a night in
the palace amid the

senanls.

the Emperor and a curt dismissal stormed out the
front doors of the audience chamber with his
men. The Crane turned onet more. and bowed
low before Koshurin and his daughter. then
followed the Crab.

The audience sat, frozen in an eerie silence.
Ustening with strained ears, everyone was poised
to hear the strike of steel outside as we \\'3tched
the aged Emperor's emotionless face. The
Scorpion maiden. although barely a woman. sat
with regal grace and poise. Her fUlgers were
deUcate:ly folded in ber lap and her stunning eyes
downcast, waiting for the outcome which would
dedde her life. AI last, there was a shout outside,
and the ringing sound of blade agaiMt blade.
Within seamds, it was over, and all was silent
again

When Hoturi entered the chamber. his sword
was sheathed and a long. thin line of blood trailed
dO\\-"Tl bis left arm, the sleeve of his kimono
hanging. torn. by his side. He walked to the dais,
bowed to the Emperor, and then turned to the
Scorpion daimyo and his daughter. "Is it HOluri?"
Muyoku wbispered, agitated.

"What? Oh - ob. yes. - yes it is. .He's talking to
the Scorpions now," When be was done, the Crane
samurai stood and turned to leave, but the
whisper-soft voice of the Shosuro maiden made
bim pause. With a barely perceptable nod from
ber father, she stood and bowed to Horuri.

"What's she doing? \\!hats that? A fan, she
said'!'

"Yes, Muyoku-sama. she seems to be gi\ing
him her fan." I said, puzzled. Why would a
woman give a man a mere riee-paper fan? What
use could sudt a trivial object possibly be to a
samurai warrior? Surely, I would never
understand Rokugani ways of showing grat.ilude.



• .\t~ku said, his breath whistling
11Ir Scorpion maiden's life has been saved,

_1Iooor has been returned." He paused, and
....Iy namned the bowing. the polite talk,

... Scorpion family's leave-taking. As the
IIId her father passed by. I could smell

~ess of her perfume, and the gentle
_ ......,15 of her silk kimono made my face fill

l "But her heart - her heart has been
liIuyoku's words were mere echoes of her

and I turned toward him.
1itr heart?" I asked. What a foolish thing 10

or whal use is a woman's heart? A swift
or an enemy's secret - these are powerful
But there is nothing a Crane could

..mIy gain from the favor of a little girl.
'"Some will say that what you have seen today

'og more lhan another chapter in the book
~ Crane's honor. Others will say lhat it was a

-.;"'" tactic, that Satsume himself planned this
..-der to gain favor with the Scorpion bouse."

u leaned heavily upon my arm as I helped
to his feeL the audience chamber slowly

..earing of its elegant courtiers and well-dressed
_IS.

bat would you say, Muyoku-sama?" I asked
we slowly walked out to the gardens of Otosan.....
He snorted loudly, and chewed a piece of mint

al between toolhless gums. "rd say you still
SIft much to learn, Tetsu-san. About Rokugan,

t women, and about lhe unspoken power of
tY-' His wrinkled chuckle broke through my

.wemen~ and I smiled fondly at lhe wise old
"But especially," he said, "about the Crane."

!,lle Famlbes Of the
'Cine

The dan of the Crane consists of four powerful
...01......· .. each with an equal voice in the operation

dIr dan. Such egalitarianism is caused by the
_ .... symbiosis of lhe noble houses of the
e:.r - no two families overlap in their duties,
_ .. are needed 10 keep the clan's power intacl

nr Doji are Ihe voice of the clan and lhe heart
fib IIm:Iglh. They control most of the political

,..r n Rokugan. Through their efforts. the
u.r lead society, help build the arts and
014,•• and create political alliances with the
.-Ia c:t.s 01" Rokugan. The Kakita, famed for

their laijutsu duelists, also are the creators of
beautiful things - their artisans are the most
respected in the Empire. The Daidoji are the
Crane's military power, keeping the Crane
borders safe. They also perform the secondary
service of being the Crane's underhand - dealing
with things too dishonorable or too dangerous for
the other families. The Asahina, the only shugenja
in the clan, spend their time in peaceful
meditation and lhe creation of items arcane and
wonderful.

The Kakila are derived from the first follower
of Lady Doj~ when she and her brothers fell from
the sky and created the nation of Rokugan. Kakita
was the first Emerald Champion, Ihe first
Champion of the Crane, and husband to Lady
Doji. Their children chose to follow either their
father or mother's path, and thus were the two
houses born. The Daidoji were lhe children of the
fifth SOD of Doji and Kakita. who followed a
diff....' path ODd a.aIfd Ins .... """" in lh<
smite or the Crane.

The Yasuki. once a noble house of the Crane.
have their own SIOry. Their path led them away
from the Doji and to the Crab lands, and they
have been seen as traitors by the Crane ever since.
However, they were an important force in the
initial formation of the Crane finanaal empire,
and in the first three hundred years of the clan.
The story of the Yasuki is included here, up to the
point of their defection to the clan of the Crab.

Before the Yasuki left, however, another house
joined the ranks of the Crane. The Asahina, an
offshoot of the Phoenix lsawa whose leader had
fallen in love with a Crane samurai-ko, added
their \'OilE to the halls of tilt: Crane. They brought
with them the koowledgr or mating magic items,
and when they joined their gifts with the
remarkable works of art formed by the Kakita
artisans. the Asahina house quickly became
known as the greatest artificers in Rokugan.

The history of the Crane is an illustrious and
glorious one, and its stories are still part of the
myths of Rokugan. Their past - and lheir future 
is inextricably linked to the Emerald Empire.

KYUD£N NO kJN

(CONTI_D)

Magics strange and wild.
leapt from the walls of the
palace, and servants ned ill
fear. Screams - Tanoshiko'&
and Mlfune's - echoed. and
it is said that the streal
ran with blood. The three
bandits, so legend tells.
killed the paJace pard:; and
opened thr ptes for their
bandit borde. When 'brum!
1QS Dllt rapid mougb UI
_ thW "'man<!!,
lbty killed the Dragon
samurai-ko.

Mifune's retribution was
swifl He was suC'Ctssrul. but
too late - Tanoshiko was
dead. Carrying his wife's
body to the roof, he
summoned a dark magic,
carrying the palace, and
everything within il, into I
void.

The ground where the
palace once stood is .
considered haunted. and no
villager will travel the
overgrown path into the
hills near Ka't\'a sano btu
Sbudoshi (['be Rh'er of the
Blind Monk\. II is said that
on cenaiD nights the
tortured screams of the
bandits can still De heard.
and strange lights flicker
about the open plain where.
the palace once stood.
Whether these lighis are
moonlight shining from I.be
golden walls of Kyuden no
Kin, or foxfire on the banks
of the river. no one knows:
superstitions fly like flocks
of doves about the empty
lands of the Palace of Gqld.
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q-he Mal'l'mge Of noJ!
and l'\aklta

After the nrst Hantei won the right to bt
Emperor over the tnen and women of Rokugan.
he set about making the land a place fit to rule.
To help him with his endeavor, he turned to rus
sister, Lady Doji, for her patience and wisdom in
the trials had proven her merit.

Doji stood beside her brother and togethtr
they created the system of hinin, heimin and
samurai. The land was divided among their
brothers and sisters. Hantei dlOse only the plaiD
on which they had raUen, Otosan Uchi. As the,
constructed the Imperial Palace, a city began

artisans, or arcane creations of the Asahina
shugenja, they are most highly prized even by the
Clans who dislike the Crane. After all, would you
refuse a katana whose blade could cut as no
other? Or a figurine that could heal wounds?
Gifts from the Crane Clan are often expensive
and exquisitely made, and the Crane have an
uncanny knack for knowing exactly what is
needed at any given time, so that they always
have just the item you were looking for. Such a
friend is valuable, and such prizes help to forge
solid alliances.

There is a myth about a crane in Rokugani
lore, in which a man freed one of these graceful
birds from a fisherman's net. In gratitude, the
crane changed into a woman. She visited the man
the next day, offering friendship and
companionship. The two were married, and the
woman painted pictures of great beauty for him
to sell. Soon the couple became rich, and lived
well for the rest of his days. When the man died,
legend says that the woman wept at the side of
his funeral pyre for three days. At the end of that
time. she raised her hands to the heavenly sun,
and became a crane once more, never to be seen
again. Such dedication, loyalty, and beauty are
attributed to the crane, and to the clan which
bears its name.

This chapter focuses on families of the Crane,
their ways of life, and how their houses interact
both with each other and with the rest of
Rokugan. It is important to note the difference
between what the Crane are, and what they want
you to think that they are - underestimation is a
powerful tool.

\ \

Clla~tel' ~)O:
)4

1. h~ Famlb~s Of
th~ Cl'an~

The Crane house is comprised of four unique
families. all distinct and yet intertwined. The Doji,
the Kakita, the Daidoji and the Asahina are the
strength of the Crane in Rokugan. Unlike many of
the other Clans, the Crane are governed by a
Council, formed of the four dnimyos and led by a
fifth member: the Crane Champion. H the
Champion is also the daimyo (which is often the
case), the Doji are separately represented by
another prominent member of tht Clan. This
process of go\ocming has led to an equal share of
the lands and treasures of the Clan. However, in
times of war or emergency. all decisions arc made
by the Crane Champion, and it is the Champion
whose words carry the most weight in council,
even in times of peace.

Dd'espite their apparently weak military, the
Crane are extremely experienced in war.
Defending themselves against both Lion and
Crab aggressors have made the Crane
battle-ready, and the Daidoji are always on the
alert for an attack.

The Crane live in ornate palaces, and are
renowned for their political acumen. Indeed, the
Crane are said to have allies in every house in
Rokugan, on whom they can call to enlarge their
army in times of need. Cranes are cultured,
sophisticated and eleganl To speak with a Crane
is to become immersed in civilization and grace.
A Phoenix samurai, defending a Crane artisan
against a Crab's brutish verbal assaults, once said,
"You fight the war against the Shadowlands so
that Rokugan can live. The Crane give Rokugan
something to live for."

Stories are told in every clan about the Crane,
their beauty, and their gifts. To receive a gift from
a Crane is an extremely prestigious event. As
those gifts are often items made by the Kakita

NMvNG PRACTIC£S
AHJ) St!Ff,x USAG£

IN ROkIlGAN

Children's names before
gempukku are simple.

reflecting their position in
the family and their birth

order rather than a personal
altempl to separate the child

from his or her peers. Until
a child reaches their

mpukku and chooses a
new name to reflect their

adulthood, they are simply
called "first son", "second
daughte( or something

similar.
Ichiro Is a name for a

(irst son. Jim is one for a
second son. Sahuro is for a

third son. Shiro for a fourth
son, and Gam for a fifth

son. Some male names end
with the -ichi or -kazu

suffix, both of which mean
"first son." The -ji suffix
means "second son: -zo

means "third son," - Kaljl,
Osuji. Ryozo. Sanzo.

lJpically, these endings
were used by noble houses
in ()Cdcr 10 provide a visitor

with !lime Idea of a person's
standing in the household. If
you met the son of the Doji
dIlimyo, and his name was

Halchira. it would be an
indication thai this is the

first son, and therefore the
heir.

Name endings are
equally complex. For

5Qmeone of lesser station,
there is no need to add any

ending, but if the perwn
you are talking to (or about)

Is of equal station, it is
important to add the suffix

-san. Kakita-san,
Hilomi-san. and

Ginawa-san. are all
examples of using the -san

suffix.
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_ the plain, and people from all parts of
...... tliweled !here to see the palace of their
.. E.peror.

they were done, a great dty lay on the
~ply plain, rilled with the artistic
..""...of Rokugani society and !he elegance of

. n. The Emperor held a great celebration
til)'. decorating it with paper lanterns and

Irials of skill and strength. One of these
"as to determine the

bo""""s personal Champion.
follower of Akodo,

~ the contest, and many
!UI that she would win

.. However, a man from
itt northern provinces also

ed, and his sword was
than a striking serpent

spoke little, and bowed
--xdfully 10 his opponents

each duel. No man could
his skill, and at last,

the great Matsu fell to the
d. disarmed and

led. Unlike before, the
did not bow to his fallen
ent, and instead simply

away to allow her to

---The Emperor was pleased
'itt such skill, and had the

broughlto his side. Matsu
a challenge and

ed insult that the man
not treated her with
~ after the duel The

r asked the man if Ihis
so. and he replied, ~I did
treal you with respect,

SQn. because you did
b'eI.I me nOr any of your

t6n opponents that way. You believe that the

:
::~or the Lion have no reason to respect the

man. But I tell you this: we may be the
of the Earth. but we are not less than you.

~ and die as you will, and our place is on
. mrth beSide you. Not crushed beneath your

lat.. "ith respect, the man bowed to the Emperor
.-d tulunteered to commit seppuku for his rash

But, to Matsu's dismay, Hantei smiled.
~ Dl"W Champion ;s right. of course," he
1be people of Rokugan may need us, but

_",.N them. Be at peace, sister of the Lions.

This is a day of celebration. not of war. Let it be
known that from this day forward, the Champion
of the Emperor is also the Champion of lhe
people, and is entrusted with their care."

Matsu lifted her shealhed katana and pointed
at the new Champion. ~And from this day
forward, there will be enmity between us, little
man. Remember that"

"My name," said lhe man quietly, "is Kakita."

The Emperor and his new Champion spent
many hours in conversation as lhe sun set, and
soon (he (wo men were friends. As a sign of his
trust in Kakita and his desire to strengthen the
ties between them, the Emperor offered his own
sister, Doji, in marriage. Lady Doji overheard the
offer, and Kakila's acceptance. At first, she
planned to refuse the command to marry a
mortal, and instead commit seppuku.. However,
she soon had another idea. Lady Doji came 10 the
Emperor's side, bowing low before him. As a

NAMING PJlACTIC£S
ANI> SuFFIX USAGE

IN ROkUGAH

(CONTIIII£I»

In Rokugan, there Is no
difference between
addressing a more powerful
female and addressing a
more powerful male; in
both cases one would use
the suffix -lllIJfIa, sud! ~
Kacftiko-sarn.I. Do

"'-......ou...
asrd iII..-e
6Imple, the - .me
means -Prince5\.P so,
woman named Koi c:ould be
called Koirume if she "'as
noble and not married yet
Some female names end
with the -mi suffIX, wnidt
means "beauty; or the more
traditional ~ko" suffIX, \\iddt
means ~liltle" or "small." The
suffix -gozen is used for the
wife of a bush~ such as
Shizuka-gozell If you were
referring to the wife of the
Doji daimyo, you might use
Ameiko-gozen, or, because
she's more powerful (of
greater prestige) than you.
)'00 mighl 'i\o11n1 [0 use

Amriko-sama



HE PROP£R Us£
OFMOH

Amon is not only the
symbol of lhe people

nlly In the Oan, II Is a
ntaUon of the souls

(If all the ancestors who
have foughl beneath the
nero Therefore, a Clan or

.!ii~(5 mon should never
Iretlted ~;th disrespect or

dishonor. To do so Is to
It all the ancestors of
that bouse or family.

symbol of their marriage, Dojl asked to make a
request of her husband·to-be.

, wish only thrte small things." Doji smiled a
charming smile and fanned herself slightly. "Fust,
I know mat you are a wise man. and I wish the
world to share that wisdom. I am certain dial you
can bring the dead to life on our wedding day."
Kakitas smile began to fade at her words. but she
continued. "Second, I know you are a
knowledgeable man. To further the education of
all the people of Rokugan, I wish for you to tell
the court how large the world is, and how many
days il lakes to walk the length of It And lastly,
as a final gif~ you bring me something of perfect
beauty. A wedding day is a time of beauty and
celebration, so I wish you 10 bring me something
whose beauty cannot be challenged."

In this way. Lady Dojl thought to rid herself of
an unwanted suitor. But Kakita had fallen in love
with her. and was determined not 10 be brushed
aside so easily. He begged Hanlefs permission to
seek oul die answers to these puzzles. With
reluctance, the Emperor allo...-ed Kakita to leave
Otosan Udti.. Before ~ lfit. Kakila 'ROt to lbr
dlamben 01 the Lad)' Doji and ooId Ins bride ..
be that he "wJd be ft\-mg hiS SI5ltr behind to
be her lady-in-waiting. The screen did not move.
but he heard the faint laughter of the maids.

Kakita tra\'eled across Rokugan for weeks,
seeking answers to his quest. But it seemed there
were none. No man had ever traveled the length
of the world. and to bring the dead 10 life was
deemed impossible by the shugenja of the
Phoenix. However, Kakila would not give up, and
still he wandered the land. When he reached the
lands of the Lion, he was turned away with rough
words and threats, for they had not forgotten this
man's treatment of their daimyo. Kakita walked
on across the land, to the ocean. When he reached
it, he saw a small fishing village nestled beneath
a tall clill o\'erlooking the sea

Kakita went to the village and met with its
people. When he lold them of his quest. they
pointed him 10 a small hut which salon the
cliffside, and told him to ask the village elder and
her son. The son, Torikago, called Kakita by name,
bowing politely. With a smile, the fISherman said
that his mother had spoken of Kakita and knew
that he would come here. Surprised, Kakita
stepped into the small house to see an elderly
woman sitting on a soft pillow, smoking a
hookah. The interior of the hut was lavish, with
soft pillows and beautifully carved wooden

furniture. The woman smiled at Kakita and
offered him a place to sit and a bowl of fine rice..
She chuckled at his amazement, and spoke to
him at length.

The woman's name was Yasuk~ and she had a
tal'l! girt of foreknowledge. Under her instruction,
the village had beoome the most prosperous in
Rokugan. Unfortunalely, it had no samurai to rule
it and defend its riches from the envy of its
neighbors. Yasukl was willing 10 help Kakita
achieve his heart's goal - for a price. Her son, she
said. was a fine man, skilled with a sword as well
as finance. He needed a fine wife, and sons who
would become samurai. Surely Kakila knew of
some way this could be accomplished? Perhaps
Kakita and his new bride could come live on the
cliffside above this lown, and many fine maidens
would vlsil In time, one of Ute noble daughters
might consent to many the son of Yasuki.,.

With amazement, Kakila laughed al the
woman's outrageous proposals. "Many a samurai
maiden to a fisherman?" But Yasuki only blew a
delicate ring of smoke.

~As preposterous as a common samurai
IIWT)ing the daughter of a Goddess?"

Kakita laughed again, and agreed to the old
woman's terms. For two days, he lived in the hut
with Yasuk.i and her son, learning how he could
succeed in his quest. When he was done, he left
for Otosan Uchi.

In Rokugan there is an andent belief that
twins are born 'sharing a soul' and that some
rn-ins are mirror replicas because lIle soul did nOl
fully separate al birth. Kakita and his twin sister.
Kiyamor~ were two such souls.' AI the palace.
KakUa's sister Kiyamori remained beside Lad)
Doj~ serving her as she had been instructed.
Kiyamori spent many days speaking 10 Dot
about the heroic deeds which Kakita
performed on his way to the Emperor's challe.
Each day, Doji would walk in the gardens of
Imperial Palace with Kiyamorl beside her. lad
each day Doji grew less and less opposed to dar
wedding. Soon she began to hope for Kakita
relurn

When Kakita arrived at the palace of dar
Emperor. Lady Doji was summoned, and dw
court watched expectantly to see lIle outcome
Kakita's famous quest. Although Doji tried 10
as arrogant and confident as before, her eyes
10 lIle ground when Kakita bowed politely to btt
Kiyamori smiled slightly from lhe audie
chamber.



Held carefully beN,een Kakita's fingers was a
small golden mirTol, poistd so that Lady Doj!
could see her O'o"lJ rdJ«tion. Lady Doji's heart
was fully \1ion. Tbt 1l-eddiDg of Kakita and Doji
was held jmrnedialrly. and tbr festiviLies lasted
(or se\'eD da)

As for \Zsuti ... ... 'iJlaCe. it is now
!he w of • KeiJ:n • massi"t:
l>"alIiD& port _. -1IJw'" ;Oot- \asukJ"

SOD 'OS 'ftd SISler

Ki)'aDIOri. ... diIt • &It the
a:ncson. ." Ibr .... 011 the ·le

of the ..... t "ed years later,
wbm the YmIkl bdr."d .... aIIqiancos to the
ClaDe Coo. the llojia- ardemI the shrine to
be tom -..~ hr SIODe. and cast inLO the
sea. 1br lad • Ibe house stood has never
bml I....... d. ... is DOW nothing but weeds
and dust.

my bride," Kaklla began, "you asked me
the dead 10 life for our wedding day.'

I small bag. Kakita pulled a piece of
,~,__<l driftwood. '" found this on the shore of
.. fishing village. miles {rom the foresls. Its

was long ago. in a winler thai tore it from
.~ ·_her tree and cast it to the oreaR. It drifted

ns since, withered and lifeless on the:0::: rains. Certainly, this qualifies.~ As an
:II Haotei raised an eyebrow in

Iy as Kakita drew a strange stringed ,-,"T"7;n"""'-r....
_~,em from his bag.

"from a piece of the wood I ha\'c shown
I have carved this gilt.. With gentle

Kakita evoked a love melody from
biwa, the first sud! Instrument ever

::aIfd in Rokugan. The hiwa sang pure
.. tdloing nOleS dnoughout the palace.

'Where thai the music could be heard,
populace stopped to listen in wonder at
beauty of the piece. When he was done,

... wuld argue that the biwa had indeed
to life. Lady Dojl could only nod.

'"Smlndly, gentle daughter of
terasu, you asked that I tell you how

.. lhe world is, and how long it would
to walk from one side to !.he other. The
'cr 10 your question is nol in the

y. bUI in one's companion. If a man
10 awaken when the sun rises from

sea, and Iravel the land by your
er's side, surely he would find himself

the other side of tile world when she
t her rest in the western lands."

'Ia's smile was pleasanl and broad.
1bus, as Amalerasu herself is my guide. it

bUI one day to travel the world" The
CDIlIt smiled, and Hantei had 10 struggle 10

tain his laughter at this eloquent
-er. Lady Doji blushed slightly in
nse, and hid her smile beneath a
y upraised fan.

Kakita smiled at Dojl and conLinued.
Lastly, my lady, you asked me to bring you an
CI3JTlple of perfect beauty - a beauty whim could
.. be amtested, even by YOlL" Kakita reached

to his bag again, and there was subtle
ring in the court "11 was difficult, my lady,

find the most beautiful thing in Rokugan, but I
;,eIieve I can show il 10 you: With dosed hands,
De drew the final object hom the bag and held it
od"ore her. Lady Doji leaned toward it

. iLively, and Kakila opened his hands.



TH£ Doll MON

Mon: Acrane, holding
an eight-pointed snowflake
in its beak.

Saying: ~Be more
concerned with good actions
than with great ones."

The words which are the
motto of the Doji Oan were

e last spoken by the Lady
Doji on the night of her
death It is said that she
came to the bedside of Doji
Odti,ba, Dojl Nio's wife, and
revealed to her several
secrets of the Doji
hOll hold which have been

d down from eadl
Crane dalmyo's wife 10 her
successor.

\ \

ert1~ nOJl
rnmlly,..

"History is merely the recording of time
between wars - it is written 'by the victor, studied
by the defetlted, and forgotten by the rebellious."

- Doji Shizue

The most well-known family of the Crane is
the Doji. Their courtiers are seen in lhe Imperial
Court, and a Dojl has ~--ays been the mother of
lhe Emperor. Their contributions throughout the
course of history have shaped civilization in
Rokugan. building the essential ceremonies and
protocol that allows the delicate political system

•

to be successful. The Doji rely more on the power
of the mind than the power of lhe body.

Since the Empire began, there has always
been a member of the Crane Clan at the
Emperor's left hand, serving as advisor and
Emerald Champion. From Lady Doji's gentle
guidance of the First Hantei to Kakila Yoshi's
current position as the Emperor's personal aide,
the Crane have always stood beside the Emperor.
or all the houses of the Crane, it is the Doji who
most exemplify the path of their kami - do one
thing well, and you will do everything well. They
are perfectionists. They have to be. The court of
the Emperor is a deadly place to make a mistake.
Some say that the Kakita are the sole artisans of
the Crane, but they are incorrect To the Doji, life
itself is an art, to be lived with finesse and
without regrets. Their work in the Imperial Court
helps the people of Rokugan remember the
purpose of living - 10 savor the fineness of eadl.
momen~ and 10 live in the presen~ because you
never know when the future will end. The Doji
have no fear of death, and perhaps this is their
greates! strength. When you have lived life to tht
fulles~ with no waste and no regre~ what caD

death take from you?
Lady Doji's second son, Nio, was the foundtt

of the Doji household. Nio took his mother
name and followed in her footsteps, endeav~
to create a better civilization for all of Rokuga
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Hf served the Emperor as his mother did, and
often traveled to the daimyos of other Clans in
order to fadlitate communication and free trade
between them. Doji Nio is depicted in story and
paintings as a tall man, elegant and refined,
possessed of the best of his mother's culture and
his father's stoidsm. Nio also had a talent above
and beyond his diplomatic skills - he was a

er of economics and commerce, and he
smglehandedly organized the Crane shipping

and trade routes. Because of Nio's guidance,
both in the Imperial Court and in the market
places, the Crane fortune has grown from a
modest stipend to thousands of koku a year.

Some say that Doji Nio wrote an in-depth
monograph on economics, but such a text has
De\-'Cr been published, nor does it grace the
shelves of libraries in Rokugan Perhaps it was

long ago, or never written. or perhaps the
Crane ha\'C no interest in sharing its wisdom.. It is
ctrtain that Nio did write SC\'enlI books on CXlUrt
life and the manipulation of the system which his
mother created, In order to achieve more political
power and prominence for the house of the Doji.
These treatises are still in the Doji libraries, and
are often studied by the courtiers and diplomats
of the lJoji smool.

Cfhe nl'sf Cl'ane
Cfhundel'

Many years arter the house of the Crane had
been established. the family of Lady Doji and
Lord Kakita lived in a beautiful castle O\'Crlooking
the sea. One day, Lady Doji gave birth w lDeir
first children - twins. much as the first Kakita and
his sister had been. Their arrival 'WilS heralded
through the lands and the people rejoiced at the
happiness of their benevolent rulers. O\-er the
years. Lady Doji presented to her husband three
more beautiful sons. These five children, on the
day of their gempukku. chose the names
Yasurug~ Konishiko, Nio, Shimizu and Hayaku.

Each of the children of Lady Doji and Lord
Kakita were given the freedom to choose lheir
surname - either Doj~ after their mother, or
KakUl, from their father's line. Thus. the Hrst two
households of the Crane were bom, and their
bonds have remained as dose as family. On their
gempukku day, the twins chose the names Doji
Yasurugi and Doji Konishiko.

Yasurugi, took after his bold father, with a
keen sparkle in his eye and a ready sense of
humor. His skill at iaijutsu was unmatched, and
there were those who whispered that even Kakita
himself could not defeat his eldest son. Unlike his
father. however, Yasurugi delighted in creating
things, and refused to wield a sword he had not
.seen forged. 1be blade." he would say, "holds
part of the soul of its creator. I would not go into
battle with a cowardly man. nor would J strike
with a coward's sword." In time. Doji Yasurugi
took his own wife from the nobles of the court,
and was named heir to the Doji line.

The Hrst war wilh the Shadowlands found the
Crane defending the Imperial palace and the
Hantei line. The Kakita and [)oji houses rose to
the chaUenge, and the efforts of the Yasuki made
certain that critical supplies were abundant

Yasurugi. son of Kakita. followed in his father's
foolSteps and became a great favorite of the
fmperor. Yaswugfs honor \\'3:5 unquestioned. and
the SVtiftness of his blade '0\115 legendary.
Although the '911lC '9Iith Fu Leng's abominations
went badly, it is certain that the bravery and skill
of the Kakita family kept Hantei alive throughout
the violent conflict

During the months of war. Yasurugi's son was
born, and a great celebration was given by his
parents and grandparents. The festival was lavish.
filled with entertainers and artisans in an attempt
to uplift the people's spirits. Al the feas~ Yasurugi
knelt beside his son's cradle Ilnd laid a shining
sword on the wooden noor. Agift to his newborn
son, the sword had been made by Yasurugi's own
hands. "One day.~ he said proudly 10 the
assemblage. "'my son "iU wield this bla~ in
boule. Abor him """" his And aho~l
• port of .. .... b< Ihem. .. guanI
__ borm. ODd .. drimd tht life 01 tht
Emj>enl< .... people 01 Rokugan. ond the hooo. of
cbe~.. Hb 9Io"Ofds were met with approving
DUds ad 9Ioiuspers from the court.

-ob?"' • small, curious voice came from the
bam of thr room. "\\ould you defend that honor
eo.-en to death?"'

The court hushed, and all turned to the small
man in the bade. of the room, his woven straw hat
shielding his eyes. but a slight smile peeking from
its depths.. Beside him stood a tall bold Uon
samurai-ko and a darkly scowling man whom
the assemblage recognized as the famous
MirumolO of the Dragon.

THE fIVE BUDl£5

OF Don YASURIIGI

In myth. it is iliat ..
S'A'ord forged by a peacrrur
man. wben placrd in
stream, turns a iloattD«
aside. sliding it dow.."_~
blade \lith grace and
Hown-er, a sword forged
a man \lime soul ybml!Id
ror bank Qlb the same I
in lvt'O. So. 100. dots tht
temper of a blade hold pari
of the sool of its matoc

The 6ft gn:al blades
which Doli hurugi ere
in his lifetime \l-e~ strong
and true, and shone .
InJ1f'r peaet! and honor. HIS
strength and courage ~
from the steel of e\'er)'
blade he crtaled, and hi.,
students were the origin of
the famed Kakila
Mastersmiths.

The first of tbe great
blades which Yasurugi
forged was wielded by tht
Emperor's son in battlc
against Fu Leog during the
Dark Times. The second fs
SJuJwjo. the Crane
Aoc:estraI Sword. Of the last
three. one has been lost
some\l'here in the deE'p
ocean, and the remaininJ!
two are among the moo
prized treasures of the D! II
bo",,-



stepped through the darkness. Visible, it towered
above the small monk with a fiendish grin and a
bloody tanto. But before the Oni could move
again. Kakita's swift katana sliced its brutish head
from its shoulders. Even as the beast fell lifeless
to the floor, its laughter remained, and darkened
into something blacker and more foul than
before. The assembled courtiers, Shinse~ Doji and
Kakita, stared in shock at the body of Yasurug~

lying in a pool of dark blood by the cradle of his
newborn son.

On the wooden floor of the
Crane pavilion, Lady Doji

knelt beside the body of
her son as the courtiers
were dismissed by a
ruthless gesture of
Kakita's hand. She
looked up at the monk

and the two men
beside him as the
blood of her
firstborn wept into
the pale silk of
her kimono.
Kakita's face was
while, and

'~'. Yasurugi's young
•_~ wife held her
!. i shrieking babe to
~~
~ • her breast tightly.

. \ Shinsei looked
r ! ~ ~ down at the body

~ ( of the man he had
, :; ~

~-" chosen to bring
Ii' ~ the spirit of tht
- t Crane into battle

against the
Shadowlands, and
placed his hand

over Yasurugfs
hearl "His

soul is
gone," the monk

said sadly, "and we are lost without iC
Then came a tearful gasp, and a shuddering.

"No." From behind them, DoJi Konishiko stepped
forward and knelt beside her brother. Her eyes
were dark and shattered, and tears fell from them
like salt sea foam. Shinsei's eyes widened at tht
sight of her. and he watched as she lifted her dead
brother's new-forged sword. Tears streamed

At that poin~ Lady Doji arose from her
cushions on the platform al the far end of the
room, and her voice whispered in the silence.
"Shinsei-sama." She bowed to the small monk.
and as she did, a whispered gasp rose from the
assembled Crane courl. Almost as one, the
glittering Clan showed their respects 10 the little
man in simple robes. After a momentary
hesitation, Doji Yasurugi bowed as well.

10 fight Ihe evil which has grown in the
Shadowlands. I must find the finest mortal souls
in Rokugan." As he spoke, the monk
approached the dais, pausing to
stand before the son of Kakita. He
placed a hand over Yasurugi's
heart, paused in meditation for a
moment, and smiled. "You have
the soul of Thunder:' Shinsei
smiled up at the strong
warrior. "Will you,
Doji Yasurugi-san,
join me in freeing
the Empire of this
evil which has
plagued it?"

A shadow
moved in the
darkness behind the
dais. Before Yasurugi
could answer the
monk's challenge, a
blade slid from the
shadow and sheathed
itself between the
Crane's shoulder
blades. Kakita's
sword leapt into
his hand as the
court erupted into
screams, and the
haunting laughter of an
Oni echoed
throughout the
room. "Foolish
mortal," it howled, its
voice filled with
blood and haIred. "My Master knows of your little
plan, and has sent me to destroy it before it is
born. We shall see what you can do with only six
of your Thunders!'"

The Oni screamed in glee and its voice tore
through the peace of the terrified court Courtiers
scrambled back, fleeing the apparition which

TyPICAL Doll

COURTIER

Rank 2 Doji school courtier
1Wml2
WATER 3

Perception 4

A'" 3
Intelligence 4

FIRE J
Awareness 4

VOID 2
Notable Skills: Any

Artisan Skill 2, Calligraphy
Courtier 3. Etiquelle 3,

lkraldry 3, Investigation 2,
2. Manipulation 2,

Medidne 1. Oratory 2,
Sill(etily J

Honor. 3.5
Glory: 4
Advantages: dear

Thinker. Benlen's Blessing.
Miles (variable)

Disadvantages:
bllgation, Meddler,

Soft-hearted



11 her face as she looked into her mother's
eyes. ~His soul is here," she whispered.

"'And here:' Shinsei bent down and his hand
cupped the girl's chin. 'The monk stared into her
tytS for a moment, as if recognizing some essence
.-hich was within her. ~You are his twin," he said
softly, ~the twin of Yasurugi?" The girl nodded,
and Shinsei burst into laughter, shocking in the
wid silence of the once bright pavilion. '1ben we
are not defeated yet! You share the soul of
Thunder. All is not lost while you still live!"
Shinsei clapped his hands and pulled the girl to
her feet, her brother's sword still dangling loosely
in her untrained grasp.

~Send my daughter ... into the Shadowlands?"
Lady Doji whispered.

"'Her!?!" Lady Matsu roared at the same
moment, pointing her sheathed sword at the
petite girL "She's no warrior. She will die as soon
as we enter combat! The youngest child of my
clan could kill her with ease - and you would
have her fight a god?" The Lion daimyo's scorn
echoed through the pavilion, her mocking tone
bitingly clear.

With a ringing as loud as a thunderclap, the
Lion's pointing katana was knocked from her grip
as easily as one would rid a child of a toy. With
her brother's sword in her hands, Konishiko faced
Lady Matsu grimly. '" hold the sword of my
family and my brother's soul. What 1lack, he will
give me. Our souls are one:' Her frame shook with
wrath and her eyes matched the strange glow of
the sword in her hands. In a strangely resonant
voice, she whispered, "Yasurugi is still with me."

"You will die in the first moments of fighting.
little girl," the Lion 'Thunder snarled scornfully,
her voice rumbling.

Doji Konishiko reached down and loudted her
delicate fingers to the dark pool of ber brotMr'
blood. With deliberate slowness she drew tht
blood across her eyes, marking her face &om
temple to temple with a mask of crimSOIL 1ba.1
may be my kharma. But I know this,
Matsu-sama. I do not need to fight long." Her
voice echoed strangely from the steel blade in her
hands. "I only need to hit him... once." The sword
shone with the purity of a soul dedicated to honor,
and her eyes matched its burning flame behind
their scarlet veil.

The laughter of the monk echoed through the
room, bringing light where there had been
darkness and hope where all had been 10Sl

\ \

erl1g l'\aklta
Pamlly,..

"Those who are skilled in dueling do not
become angered,

Those who are skilled at winning do not
become afraid

Thus the wi5e win before the ligh~ while the
ignorant fight to win."

- KakiLa Shimizu

The history of the Kakita family begins with its
enigmatic progenitor, Lady Doji's husband. Kakita
was the first true iaijutsu duelist, and his style
became the famed Kakita laijutsu school many
years later. He was Doji's personal Champion as
well as the military leader of the Crane Clan. He
is remembered as a samurai devoted both 10 his
Clan and his Emperor, and as one of the most
honorable men who ever lived. His dislike of the
Mirumoto two....sword S1}ie 'A'aS well known. and
his """"'" .. _ duding, 11re s...mJ. ~
sliII_ by ..-..y busbi _ in Rokug>JL

ICabta paSRd OIl his kJMn\.-1edge of iaijutsu to
aD v.iIo bad the discipline and ability 10 learn. He
mated the first dojo, and taught his students the
nys of honorable combat Each of his four sons
excrlled in dueling, defeating all opponents in
defeme of the Emperor during the first war with
Fu Leng. His son Shimizu became the first
laijutsu master of the Academy, and taught his
father's lessons to their students.

E\'t~n though Lady Doji married Kakita at the
Emperor's rommand, their marriage was a loving
one. Kakita Shimizu, their third son, became the
founder of the Kakita house and the second
Emerald Champion in Rokugan. He trained

Rank 3 Daidoj j school
bodyguard

"""" J
WATER 3

AI'J
FIRE 3

VOID 3

Altacking: 6kl

Damage: 6k2

TN to be Hit: 15 (20
when in armorl

Wounds: 6: -0; 12: -1,
18: -2. etc.

Notable SkilIJ: ArdJery
2; Defense 4; laijutsu 3;
Kenjutsu 3

Special Abililiee: If 1M
bushi chooses full defense.
they automatically gain tht
highest (fastest) initiative in
the next combat round; TN
to be hit is Increased by~
value of his opponent's
armor; 2 attacks per turn.

Items: Approximately
one in three of the Doji
House gyard have been
given a fetish - typically
one of healing or which
improves their orrensi~ or
defensive capabilities.
items can only be used
once, and the bushi will
only activate tbern in
defense of their duty.





THE SHRINE TO

JUROAH

In tbe gardens near Umi
Amaterasu there stands a
great shrine 10 jurojin, the
Fortune of Ulngevity. The
Crane have built these
gardens nol for their own
pleasure. nor to amaze
visiting delegations and
ambassadors with Ihe
wealth and power of the
Clan. Instead. these gardens
were built at the command
of Kakita Yasuhime. a
powerful daimyo of the
Kakita ramily, and an
Artisan in her own right
The shrine was built in
celebration of the 97th
birthday of the 20th Hanle!
Emperor. and has lon~ stood
as a symbol of luck and
long life.

The gardens are Opell to
all visitors. and the waters
of the spring at the base of
the great statue to the
Fortune are said to be the
purest and cleanest in the
world. Their healing p;»I-'
are also renowned. and
ID)OOC "''be drirJIU, !rom th
SlI't'mI during a ritual to
JUfOjin is said to MH' all
their wounds instantly
healed.

A treatise on the discipline of steel and the
philosophy of its use by Kakita, Champion of the
Crane.

(The following is a series of excerpts from the
original iaijutsu treatise written by the first
Kakita. It was the /irst document on swordplay in
Rokugan history. This text became the
foundation for modern dueling in Rokugan, and
includes Kakita's famous philosophy, theory and
technique. The paragraphs below attempt to
capture the essence of the entire treatise and
relate the prindples of the work)

\ \

Kakita's famous text, The Sword, is a
compilation of his dueling knowledge and the
lraining of a master duelist It is one of the two
most famous books on technique in Rokugan.
aJong with Mirumoto's treatise, Niten. Of the two.
Kakila's school of philosophy and his style of
fighting are the mosl respected, and the most
commonly laughl by sensei.

AJthough the Crane are not well known for
their mililary prowess, it is certain that every
bushi who pidts up a sword has heard of Kakila,
his sons, and their famous dueling academy. The
Kakita techniques and philosophy have shaped
the art of warfare, as his search for the perfect
blend of soul and steel invented the iaijutsu duel.

Thc Kakita have always followed the ultimate
philosophy of the Crane: you only live once, so
make every moment worth living. These tcnets,
and the last recorded words of Doji Konishiko,
have led to the famous Cranc dueling philosophy.
As Kakita Shimizu elaborated, "Perfection
requires only one auemptlf you are perfect, your
strike will be perfect Achieve Ihis discipline,
master Lhe technique of the sword, and you will
never have a reason to regret"

l>\aklfa's
It is honorable to be accused by those who

deseroe to be accused.

q-t1e l'\aklta IalJutsu
Mastel's

- Tao of Shinsei

about society and the laws that govern the
munlry.

Because of Lhis, the heimin in the Crane lands
..-e extremely well educated. Each year, artisans
travel Ihe Crane provinces and leach the
principles of respect and duty, as well as the
words of the Tao. Daimyos of other clans
occasionally ask Crane artisans to tour through
their villages and educate the people. Such a
journey is. of course, paid for by the governing
lord. At times. artisan tutors will remain in Lhe
palace of the clan, instructing young samurai 
often the sons and daughters of the major feudaJ
lords - in the noble arts as well as the Tao.

But Kakita artisans are more Lhan mere
teachers. They are the soul of Rokugan. gloriously
depicting every major baUle, singing Lhe songs of
heroes past and presen~ and remembering the
ancient myths and legends. They inspire samurai
10 glorious deeds which arc recorded by the
storyteller's words or Ihe painter's brush.
Perfection, utter devotion, and complete mastery
of imagination are the heart of a true artisan.

The most well-known artisans in Rokugan by
far are the laijutsu Masters. who perfect Lheir
skills through years or diligent study al the Kakila
Academy. To the Crane, dueling is an art laijulSU
demands patience, practice and dedication. and is
treated as one of the greatest artistic talents that
can be achieved. Bu~ in the end. dueling is only
one of many arts Iaught by the Kakita, and its
beauty - the form and function of the sword - is
practiced, studied and refined as any other art
would be.

The artisans or the blade spend years of their
lives meditating on the katana before they are
ever allowed 10 unsheath it A teaching passed
down from Kakita himself is "A hundred days of
band, a thousand days of spear, and ten thousand
days of sword:' This is not merely because the
""'ort! is the hardest weapon to master, but
l)u:ause it demands a slate of mental and physical

'pline which is difficult to achieve.



TH£ D£ATH OF

LADY »011

After the death of her
husband Kakita. Lady Doji
liVed for many years. She

continued 10 dedicate herself
lit the Emperor, and served
as the pen;onaI advisor to

his IOns after his death
Every five years. she would

(OUrney to the palaces of the
other cJans. visi!ing each of
her brothers. In time, these

eys grew short. as each
of the original founders

mio the void. Finally,
turned away from the

Dragon gates with news of
the new daimyo of the

TogaMti, Lady Doli tra\'eled
no more. She was the last of

ncr brothers and sisters.
One sunset long after the
/rami had fallen [rom the

sky, Lady Doli walked the
......'" of Kyuden Dojl. and

.Mood upon the tall rocks
while the tide rolled ill As

the thundering waves
crashed on the rocks around
her, the sun sank below the
horizon. \\'11en its last rays

touched the lady. she raised
her arms toward the sky.

Another rushing burst of sea
foam crashed on the

lowering rocks around her,
and she was gone.

The Lady Dojl's body
as never rerovered from

....::"". and there are lhose
"bo say she did not die.

ends whisper she instead
e a part of lhe ocean

ilSeH. and thaI she still
among the waves

L-~",1lr moon shines upon
the sea

Some men williI'll you o( their duels as if they
were counting stones on the shore. I cannot do so.
I do not know how many duels I have fough~ and
I cannot tell you how many breaths I have taken.
To number them dishonors the brave men who
have fallen before the sword, and transforms the
instinctual into something contrived. Dueling is a
natural art, one whim must be practiced before
all other things, and one whose reward for
perfection is nothing more than life itself.
Wielding a sword should be as natural as being
alive. The sword must live within you. The
stances are its walk, and the rhythm of the swing
is the speech of a warrior. Honor is the heart of
the duel - the breath and the blood of the sword.

Understanding the way of the sword is within
the understanding of one's own body. To
accomplish this, there must be a time of
meditation and contemplation of the self. The
wielder must be forged. as the sword is forged.
The body must be made ready. There has never
been a sword whim was 001 forged until its S1eel
was true, and there should never be a warrior
who would wield a sword unless Ihey, 100 have
undergone the fires of the forge. Discipline and
practice, these are the fires which harden the
student of the blade, and humility is the snow
inlo which he should be thrust The stance. the
hands, and the eye must all be trained, allowing
for the quick and correct response to any
situation. \Vhenever striking the opponent, the
sword and the body must be as one. Strengthen
the spirit as well as the body, and the depths of
the soul will become the steel of the blade. To
become one with the sword, the practitioner must
learn patience, perseverance and humility. To
achieve this, there must be a hundred days of
hand, a thousand days of spear, and ten thousand
days of sword ...

To observe without moving the eyes, to
sharpen the mind as well as the body - the
enhancement of the sixth sense should be
practiced and refined in order to gain full control
of one's mental attitude. In both peaceful times
and in war, one's attitude should be the same -

refined, noble, and disciplined. Ascertain the truth
rrom the outside in - take in the broad viewpoint,
and sharpen the mind until you find the truth
within all things. Even when the body is at rest,
the mind should be controlled and in a state of
concentration. Walk the path of various arts and
skills, broaden your knowledge of the world and
do not be deceived. If your mind is strong then
your spirit will never be hampered by your
physical condition, even when you are exhausted
or in pain. When one speaks or "crossing the
expanse," it can be in the context of a small lake
or a large sea - it can be a short distance or a long
one. In the course of a lifetime, one must cross
many waters - bolh the mind and the body must
be prepared for lhe journey. In order to pass
through life, one must have a keen mind and a
decisive spirit, so that the weaknesses of the body
can be overcome. The body is little more than the
vessel for the journey. It must be forged, but the
mind must be its guide, or the voyage is railed
before it begins.

The body is also a weapon. Those who insisl
on wielding two swords against a single opponent
have forgotten that the greatest weapon is the
self. The Kenshifl2o, or Swordsmaster. must han
mastered his own body before ever touching the
sword - and the body is the greatest weapon one
has. To disregard it in favor of a second sword ~

foolish. It dishonors you as certainly as if two melt
struck the same opponen~ and it does not aU.,.
the use of the full body - only lhe arms. It .
certain that the greatest of techniques is called the
secret sword - the sword of the body. Positioa
force and the generated power of the chi is
fundamental strength against which no opponm.
can stand. When attacking a strong force,
would be wise to use strategy and strike ....-heft
the opponent is weakest If the opponenl W'

two swords, they appear strong. but they
forgotten the meaning of true strength. They
lheir cowardice behind steel, and are no IDIM'

than a rice paper cottage behind a stone wail
strongest weapon a warrior has is not the S1ee1
the blade; it is the true strength of courage.
true sword of bushido. Among other ""'_
there are some which are partial to using
swords. In my schoo~ this is a sign of CO'4'Vlicz..

Attempts to achieve victory by a few extra iIdD



This means 00 strike an opponent with the
strike 0(. single _ .. perform .... adioII

so rbat DO SUDDd is needed, to strive for
perfection in exh kala. each duel and each
momenL This is the sharpest weapon of the
warrior. Complete objectivity, the "eye outside of
the body," allows us to choose our moment The
entire body must be unified with the sword. A
single man, a single weapon. They are one. But
this is not simply to say that the duelist wields
one sword - rather that the duelist is one sword.
Thus, perfection of the strike is achieved as
naturally as the outward breath. The strike of the
body, spirit and sword - this is the strike which
lhe student must master if they arc to become a
true Kenshinzo, a Swordmaster. If this is
mastered, no other strike is needed. The single
strike, the One Strike of the attuned weapon, this
alone will defeat your opponent There are those

of steel is a sign of weakness of spirit Although
Ihose who study such a school have
rationalizations for such a path, such
rationalizations have no ground when Ihey are
seen from the true path of bushido. I ha\'t no
dislike for the technique of the t'A.·o swords:. only
for the spirit which leads to the preference of "\'0

swords. It is a lrue weakness, a weakness of the
soul. Is it impossible for one man to win against
two opponents? There are many examples where
one man has defeated two - or more. In my
school of iaijutsu there is a dislike for such a
narrow spiril This should be carefully studied...

Cfh\? Cf{11'\?\? Irntml
7tttacks

The three initial attacks are to confuse an
enemy. to strike at the mind; to engage wilh Ihe
steel of the sword, to strike at the body; and to
intimidate an enemy with your chi. to strike at the

'~.,"
•

spiril To succeed in anyone of
Lhese is to defeat your opponenl
The source of power in
swordplay is the swift defea~

... m. prolonged strike and
bIod<~ Applying the
power of the mind as well as the

- pl)\\""CI' of the muscle, the sword
",ill become effectively a part of
the body. This is the "secret
sword" of the warrior. Mastering
the sword requires learning to
project power into the weapon.
The sword must be respected.
Moral and spiritual qualities are
required in order to perfect the
lhree initial attacks. It requires a
strategy of calmness in thoughL
patience in action, and a
meditative spirit If onc has
mastered the body, mind and
spirit, the three initial attacks
rome naturally to the sword of
the warrior. Once you have
overcome the spirit of the
opponenL their weaknesses
come to light and one is placed
in a position of power. Thus can
victory be achieved even before
the first strike is made.

TH£ P£ATH OF

LADY Doll
(CQNT'Nl}£D)

Whatever the truth the
rocks on which she last
stood have become a sacn:d
spot to the Crane Clan. Ead1
Champion spends a night-in
Vigil upon the rocky
outcropping before taking
the responsibility of lead
the clan, seeking the
knowledge and wisdom of
Lady Doji to guide him on
the path. The greatest slone
is called the Lady Rest. or
the Champion's Stone. and
it is visited each year at the
time of the Imperial
Chrysanthemum Ffstlval,
when it is wreathed in
flowers by the maidens of
all the dans. Local
superstition says that
anyone who does SO Will
have much success in love.
and find a husband within
the next year.
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A young boy came to the Asahina temple to
.-m the craft 01 the shugenja. He askM 1M

yo there, "How long must I $Iud)' to lit •
,,1"

'"Ten years at least," the shugenja IUtSIDtIeIl
"MIhal if J sJudii!tJ twice as Iulrd lIS IIIl .,.,

Wr students?"
-r"",,1)' }",,,.' replied ,.. MQ5/LT.
'1lDen1)' yea,,) What il I pnutia day QN/

vglrt witlt all ""l effr>n1"
'77rirty yean," um the daimyo's reply.
"How is it that eAch time J say I will work

tII1'C!Lr. you leU ~ it wi// Jilke longer?" the boy
J<rIied, amazed.

Ihe answer is dear. When one eye is fIXed
.pon YOUT destination, there is only one eye left

th which 10 find the "'I1y."
- CIlrved upon the gatts of

Asahina Temple

The history of the Asahina family begins with
1 young shugenja named lsawa Asahina. once the
\laster of Air of the Phoenix Clan. Asahina was a
zrtat Master of his Element, revered among his
....om as a true adept, not merely of Air. but also of

:Ie. It was said among his peeTS thai he rouId
;-e been the Master of either element, but on
day of his gempukku, he stood with the spirits

. Air. Asahina was a natural warrior, disciplined
-.I ferocious. He was raised in times when the

nix were forced to war, and Asahina was
I to use his destructive JK)wers against die

1Iding forces of the Uon and the Scorpion. He
t little time in study, but much time being

in the furnace of combal Further, he was

the greatest IJ'lifk:er of his time., and his magics,
both destrue:th't aod aeath-e, were unparalleled.

When tbt Uoa Iorus retreated from Phoenix
lands, and • lJ'UCt was aeated between the two
dans lhrougb tbt intervention of Crane forces,
)sa".. AsaItiDI ..-as furious. Certain that without
tilt iDIa'wIII:imI of the Crane, the Phoenix magics
.lJIIld tftDbIl8y crush the Lion forees. the
Masla of Air began a reign of terror across the
\i.IJIItS of tbt Crane. Traveling from town to
kN"n. ~ bamed houses, tore down banners and
slaughtntd animals. Although his peaceful
brolbm; in lilt lsawa house tried to speak sense
to him. ht chided them all. ~You have forgotten
the- Pbotnix samurai who gave their lives against
tbt L.ioo!" he roared in anguish. 1beir lives must
bt-~ through blood! The Crane have stolen
the meanmg (rom my brothers' deaths and I will
Mft: rnnge'"

1br Oaidoji were mobilizing to the south,
rr:My lor an invasion from the Crab forces. and
bad few men '0 spare against the mad shugenja
The few samurai who attempted to strike against
the Master of Air were soon destroyed by magics
of which they Ilad no comprebension. It seemed
that many peasants would suffer the wrath of the
Mad Phoenix before his whirlwinds and raging
fires were doused In his griel

At last. one brave samurai rode out to accept
the warlock's challenge. When Asahina reached
the seaside village of Kimura. he found her there,
waiting. "You will not destroy this village,
shugenjar she said, standing steadfastly in the
village square. Around her, the buildings echoed
with his modting laughter.

"ADd .... will l'JlI do .. 5lDp .... gut:'" be
shooled. ·AUD .. "Idl. your ka1ma? Or
perha.~ you hr.-e twenl)' men htdden in lbat
bam, to leap upon me from behind?" His laughter
was hoarse and bitter. The samurai-ko said
nothing, and set her helm upon the ground at her
feel Her dark Ilair fell in a tail down her bade,
and her eyes were pale and sad Although not
beautiful she had a strange Stttnity which almost
made the Master of Elements palR in his
destruction. Almost.

The maiden did not draw her katana, or raise

her \'oiet in a war shOUl She simply stood
between the Master and his targets. the frightened
villagers crowded in the road behind her. lsawa
Asahina raised his tremendous arms and a
lightning-strike of wind and names sped forth
toward one of the houses. As swiflly as a striking

THE FAHlllSTIC
GARDENS OF THE

CRANE
(CONT/M![Dl

The highly stylized
pruning that characterizes
the gardens is an attempt 10
emphasize the essential
qualities of each tree and
bush. Nothing is left to
chance; every living thing in
a garden ensts for a rebOR.
Every lIft, rock or plant is
symbol - whether mythicaL
spiritual or bistoricaL
Messages £rom the TJIO of
SJri1l$Li ha\'e bttn left in
t\'ttY leaf and every
SlqIping stone a&d the
of tvery brook. Ld: tbt
Dragon speak of their tory
gardeDS~ • the Crane
gardens do more than teU a

""'Y-
They free the soul



Cc»tMoN TALISo'WI
TyPES

Dlllmnt kinds 01
L''''~~commonly madelb, Asohi.. '00"'"

streamers, 1lDWtts.
divirutory items andmed..... _

""=--:; Silk or rk:t paper

-:w~~",,:bro;dmd;. with
r"l art used as

f1lItdioo and can be hung
born the celina Of" raftm.

Amulrui art sman..,r::=r in diamt(er. and
r III daboratt shapes

b<ighdy coIore<l '"
e amulets require

.sustmanct. CXlCIversation
(althou !hey nt\'er speak

) QI' Olber strange
tlethods of p1acaUI18 the

~trit of lbe Item.
Divinatory Items range
f chips of bone 10

w sticks. Many view
iiems as unreliable.

hUI lOOse who use them
dalm they are rarely led
astray. Their accuracy Is

ftuenced by the amount of
time between the

questioning and the
questioned event A samurai
asking. ~Will I have a son?"
will get an obscure answer.
()(l the other hand. asking

"WiU I survive lIle duel
?" will probably get a

fefy de6ninate answer.

="_.:: common Item is
medJdslailallsman.

whicb hrlnas taR 10 lhe
~ounded and aid 10 Ute

IokX taUsmans are
ra , and oflen IOUgh! after

Ytaniors ~'bo carry
lhem into battle.

serpent the samurai-ko leapt between the spell
and its target, and the fire burst and enshrouded
her body in a white-bot blaze.

Asahina roared in fury, and a searing lance of
name leapt from his hand Again the maiden
threw herself berore lIle blazing inferno. lhe fire
burning the locks of dark hair from her head and
searing her beautiful armor. When the names
died down, she fell to her knees in the road, but
the townsfolk were unhanned. She tooked up al
lhe Phoenix, and tears streamed from her eyes.

He stared down at the maiden. and had no
words to speak. in his rage. he lifted his hand
again toward the heavens, and his fmgers were
licked with tendrils of blue name. To his
amazement. the samurai-ko Ufted herself from
the ground in an heroic effort, preparing to throw
berseH in front of the assault again. "'Why?" he
asked her, astounded. '"Why are you doing this?"

Her voice was hoarse with agony and her eyes
had swollen to mere slits. "You cannot be allowed
10 bring any further shame... to the memory of
your kin." She gasped, barely able to brealhe. "The
Crane entered the war to bring peatz ..." The
dying samurai-ko's ""'" began to fade. ond she
sank to one knee in the dusty road. 1 ..ill not
fight )'Ou."

lsawa Asahina stared at the girl before him,
and his hand began 10 faIL the fires dimming.
"You would give your life so needlessly?" he
murmured.

Wlnnocents must not die," she said, her eyes
sagging shut from ihe effort of slaying conscious.
"No more must die in the name of peace:'

As she fell onto the rocks of the road, the
lsawa stared in shock and horror at her limp
form. "Have I fallen so far?" he whispered. The
fires around his hand faded and died, and he
knelt beSide the body of the maiden. "You are
right." he breathed, "there has been enough war:'
lifting her from that place, he traveled with her
10 the palace of the Doji and stood before their
Champion.

It was many months before Doji Kiriko was
well enough to stand on her own, bUI wiih the
constant dedication of Isawa Asahina, her wounds
healed - although she forever bore ihe scars of
ber trial. Shortly thereafter, the Master of Air
married the samurai-ko. dedicating his life (0

peace and leaving behind his old ways and old
hatreds. H, joined the Crane Clan. bringing wllh
him many of his peaceful brothers and sisters and
much knowledge from the Isa_-a librarits.

Together with his new bride, they began the first
Crane shugenja school. Thus, the Asahina SWOrt

themselves forever to the Crane, and to peace.

The Asahina family are the shugenja of dw.
Crane am Once aJigned with the Phoenix. t.hf!'
are now a major contributor to the military
political power of the Crane. Allhough
Asahina mainlain a pacifistic view of the
shunning open acts of warfare and fighting,
are willing to use their exptrtise lO assist
Clan. and the creation of weapons and
implements of war is not unheard of. How
the items which the Asahina aeale are
malidous or uncontrolled. Instead, they give
more destructive items 10 the Doj~ trusting
Crane Clan to see that they are never ill used. l'
great skill which the Asahina family have
artifice and enchantment makes them
primary creators of magic items in Rokugan.
their status in the ridtest dan in the Em
allows them all the materiaJs ihey need.
mailer how strange or expensive.

The Asahina love (0 create things. Magic
their !sawa heritage, but the influence of
Kakila bloodline may have something 10 do
their love of beautiful things. Tinkerers, im'
creators of Ihe unusual and unique, the
delight in surprising others with lheir in
rather than their magical power or proBd

Various magics exist in Rokugan.
maho (blood magic) of corrupl magicians
purer spell craft used by most shugenta
Asahina family have never been the mO:Sl __
nor ihe most powerful of spell casters. but
have certain seaet knowledge \\"ilidt Uw
losl 10 other dans, including the~
certain minor "fetishes," or onr-tISit _;:::t.,
items. which are often ustd b)' en.
members.

Some of ihe magics used bJ dIr ::~
enchanters incorporate magic ~

talismans and charms. 1hq ..

calligraphy IS arti5lic f'IPbIrw ...a:t~-~i:':~~
truths and art:a8r powas. 1'IIeir::
_astluol .... -. _--m- t _

~.,. &.;



Mon: Acrane"s head.
holding in its beak a peadt
blossom.

Motto: ~Knowledge
must be earned, not simpJy
learned."

The peach tree is the
primary wood used in tht
creation of fetishes and
nemuranai, and is used by
the Asahina for many
things. Because it is so
integral 10 their work. there
are tremendous peath trees
which line the road to the
Asahina temple. The pc
blossom itself is the sign of
mange and of peace - two
things which the Asahlna
wish their work to
epitomize.

the Asahina believe that they are changing the
whole of the world.

Tsangusuri, the creation of talismans and
charms, is a focus of the Asahina school. These
talismans, or fetishes, range from the amusing to
the powerful and mme in a ~ide \'3rieIY of
forms. All students of the Asahina house are
taught how (a create minor fetishes and how to
incorporate their knowledge of the kami, in order
to bring out the natural inclinations of the five
elements. Isawa Asahina spoke of the spirits that
lived within the elements in the pages of his
journal. ~AlI things," he wrote. "have within them
a secret magic. which can be unlocked by
knowledge of the elements and the kami which
govern those elements." While this does not
appear distinct from the traditional lsawa and
Agasha schools of thought, the journal relates
how, by tapping into the spiritual element

contained within
an item, the
energies of iliat
item can be
harnessed for
use by any
individual. The
Asahina further
believe that men
are able to
influence the
processes of the
universe
through
participation in
ritual and
inscription of
S)"lIlbols. They
see their magic
as very much a
part of the
natural world
around them,
rather Ihan as
separate and set
apart by the
'spiritual' nature
of the Tao.
The

talismans which
the Asahina
create are, for
the most part,
impersonal and

have always been more concerned with
cammon man than with the creation of new
5IJange understanding, allowing themselves

on the creation of items as a way to
_ri""te their knowledge to the world. Some of

items last long after the enchanter who
~ them has died, thus giving the Asahina,

the Crane. an eternal legacy.
On another level, the Asahina brought with

much of the knowledge of the Tao which the
nix Clan stores in their vast libraries.
vcr, rather than treating the Tao of Shinsei

o;eparate from life, a thing to be studied and
~ered, the Asahina believe iliat the Tao
~ies to all living things, and iliat reality is a
amless web. Within this web, all things are
.-melated, and something which touches part of

structure touches the whole of reality. ThUs,
changing one part of the world for the better,



effective creation of their items. In some cases.
after the precise day and time of an item's
creation has been determined, the shugenja
compiles a list of people whose astrological signs
are favorable for the creation of the item
Regardless of age or status, those people a~

asked to attend in order to influencc the favorablt
outcome of the process. Those whose astrology

would be inauspicious lm

politely asked n
to take part in tlx.

ritual or lhL
festiviti

6 surrounding
If they de
they m

actu
incur
wrath

the elem
wh

patron _
the shuge
creating

item
trying
appe

The i
spirit of

item
which

Asahina
their power
integral to

item's structure. For exam
a katana could not be used as an Hem of h
nor could an ivory statuette of a fat man be
as an icon for famine. Each color, symbol
design is carefully planned to attune the it
its purpose. The spirit of the item, drawn
through these icons. actually inhabits the
fetish. Whether such chisai kami (small
arc sentient is an argument for philosophers.
it is ccrtain that the greater the kami of the
the more "human" it becomes. In some
powerful items, these spirits are indistingw",--<:
from the human soul. They have minds,
and idiosyncrasies. They respond 10 stirn
some. the most powerful of all, can respc:a.
communicate while still "living" within tht

It is important to recognize that t1k
held within the items arc nm "tra
"contained" in any way. Rather. they repn::!iS

designed for use by any wielder. However, some
of their more powerful magics are such that only
one specific individual can call for the the energy
contained in the item. These magics are keyed to
the spirit of the wielder, who must have been
present through the creation of the talisman.

The Asahina connect all !ife to five basic
components: Wood, Fire, Earth, Metal and Water.
Each of these components gives birth to another,
in a constant cycle of life. In
this way, wood gives
birth to fire, fire to
earth, earth to
metal, metal to
waler, and water
returns again to
wood. Some of
the other
associations
relative to
these
components
are listed in
the chart
below.

The.,
affiliations are
important for
identification of
unknown magic
items, and their
associations arc
well-known to shugcnja
Also, these associations help
an Asahina shugenja create their magic items. It
is imperative to use the proper ingredients to
create even minor fetishes.

The wood of the peach tree is valued for
creating talismans. Many of the morc common
fetishes arc inscriptions on peach wood plaques,
or carved in the form of animals. Ink is
commonly created from cinnabar and other rare
components. Other components are crafted from
rare metals or unusual gems. All must be of the
finest quality, for only the greatest works of art
are sufficient to control the magic within them.

The Rokugan calendar is divided along lunar
Jines into the thirteen months, each
corresponding to an animal; the hours of the day
are divided along similar lines. The day and hour
of the creation of items is precise to the minute,
and every Asahina shugenja has at leasl basic
knowledge of the astrology which governs the
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The Crane are Rokugan's
wealthiest Oan, reveling in

the luxuries and gold.
Theirs is a ll'adition of

culture and elegance.
furnished by the prowess of

lhcir lands and merchants.
Nearly a hundred years ago,
il man named Suzume was
born 10 one of the Crane's
wealthiest minor families.

He was raised as a courtier
with wealth and privilege.
it Suzume lived in one of

tbe richest palaces in
Rokugan, and spent his time

in idle philosophy among
the other Crane nobles. He
is remembered for his wit

and humor, nol for his
sparkling intellect.

ODe day, while the
Crane Champion was a

guest in Suzume's father's
palace. a bealed negotialion

about Crane monetary
acquisition arose. In an

attempt to lighten the mood.
young SLU:umc spoke up.

"Perhaps !he Crane should
sIDlply give all of irs wealth

10 tbe peasants?"
The silence was

deafening.
When the Crane had

overcome their shock,
uwme's father made many
apologies for his son's rash

words, but the Crane
Champion stood and look

his leave. Later, lesser
~ who were sworn to

Suwme's [ather began to
argue about the incident



Component: Wood Fire Earth Waler Metal
Element: Air Fire Earth Water Void
Number: U 2,7 10,5 ~ 1 4,9
Virtues: Benevolence Propriety Faith Righteousness \VlSdom
Emotions: Anger Joy Sympathy Grief Fear
Animal: Horse Rooster Tortoise Snake Dog
Color: Blue Red Yellow White Black
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~ spirit of the item itself, given sentience
the arcane rituals and powers of the

ja The item itself is Qawakened" rather
'"given power:' The two types of spirits within

are thus: ihe shen, or benevolent spiri~

the kuei, or malevolent force. These spirits
~ called the "benevolent" or the "wrathfur

..-eelS of the item, and reflect the Rokugani
yal of the countenances of the Fortunes in
benevolent or wrathful stales.

The Asahina, as a whole, concentrate on
. g oul the sheo wiLhin an Hem. However.
are stories of rogue shugenja, such as

ina Yajinden, who specialized in communing
the kuei forces. Such magics were used by

lban and his Bloodspeakers; when Asahina
den joined them, their power was made
geT through his knowledge. It has even been
that Yajinden himself called forth the kuei in
famous Bloodswords, and thaI he and

iban fed these komi with ritual sacrifices and
magics. Even in modern times, the creations

'"Dde by their twisted perversions of the Asahina
-ay are still dangerous. The luchiban blades,

'ch have been given such powers that they
:e become nearly sentient things themselves,

..-ait wielders they can control in order to do the
dl of their makers. The kuei within these
ords, and the other creations of the

speakers, are malevolent, destructive and
:::ammiUed to their original purpose, no matter

many centuries pass. The patience of the
aanimate, after all is infinite.

Some talismans are not magical in themselves,
contain no shen. Lnstead. they help commune

th the spirits of items before a ritual is
'Jttformed. In this way, the suitabililY of a
articular Hem can be determined. The Asahina
.::an thus choose from a roomful of katanas, taking

th them only the single item best suited to their
""JlOse.

These meditational talismans, or tsang, are
ful for other purposes as well. In the same way

that a human soul learns by experience, the inner
core of an ilem remembers traumatic events
which have occurred around it. leaving a "mark
on the thi~ of the item. Through study of the item
and applicalion of !heir tsang. the Asahina are
often able to reproduce C\'ents which have
occurred in the pasl no matter how distant.
HowC\'Cr, this f\.idence is rarely more than a
flicker of \ision, a series of emotions, or a single
brief sound

The final magic which the Asahina have power
mier is rare indeed. In ancient times, the lsawa
Elemental Masters determined that it may be
possible to control the spirit of a person in the
same way the spirit of an item is controlled.
However, such magic, known as meisho, is
difficult to control and extremely dangerous.
Through their studies with the inner spirit of
items, the Asahina have uncovered certain secrets
of meisho. Only the masters of the Asahina house
know even a few of its applications. Further, the
Asahina believe that they have only soatched the
surface of such spellcraft. They refuse to divulge
meisho's secrets or to use these powers on any
living being. for it nOI only goes against their
pacifistic creed but also endangers the life of the
shugenja who draws upon them. Remembering
the betrayal of Asahina Yajinden, the Asahina
keep such knowledge extremely well protected 
never written down, but only passed from master
to student verbally. They have never revealed this
knowledge 10 anyone outside of the Asahina
Masters, the highest shugenja of their school. The
power of meisho with which the Asahina draw
lhe spirit from an item is used only on the most
p<nl-erful of items, aealioos unrivaled in all of
Rokugan. Howe'o"tt, !be need for these - and the
shugenja willing 10 undergo the risks of their
creation - are rare. Some of these items are so
awakened that their shen has become a fully
sentient being. When Asahina Tamako is asked if
such things could be true, his only answer is a
polite, but silent, smile.

TH£ SPARROW
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~Perhaps the boy was
acting on his father's orders,~
they said, "Our lnrrl is
playing a political game to
tell us what he wishes to
through his son's 'mistake' .~

Eventually, lhey decided il
had been no error. and that
Suzume's father was plannin
a bold plot to break awaY'
from the Crane. Suzumc's
father. Doji Onegano. was
quietly prajsed for his careful
manipulation of the meeting.
and for his wisdom.

The servants of the
palace repeated the tale to
the peasants, and they
whispered Onegano's name
with reverence. Heimin who
had reviled their wealthy
master now began to set'
wisdom in his words. and
tales were spread about the
gentle heart beating within
the merchanrs portly breast.

Within wetks. word had
"",..110_
\i1J,agtS. and peasants
lnlvtltd 10 Ih-e in Onegano's
prm'ince. "He is going to
gh'e away his wealth.~ they
promised cadi other. ~and
seek enljghtenment~

(continued)
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Soon. Onegano's lesser
aimyos sought the wisdom
rllbe Shmtao monks. "Our

master believes wealth
mtpts the soul,~ they told
the Brotherhood. ~Is this

true?" The monks searched
\be Tao and replied. "Your
master has a keen insight

Certainly, enlightenment
can only be gained by

parting oneself from the
physical world. Your master

is exceedingly wise.~ The
lesser daimyos

rongnttulated themselves on
their enlightened master,
and began to lell others

about Onegano's marvelous
insights.

When the Crane
Champion heard that

peasants were leaving their
fields and traveling to

Onegano's lands. he was
furious. ~He insults his
house!" the Champion

,oared. Kif he believes that
the Crane live 100 opulently
ror their own good, then lei

him be no longer part of
this Clan!"

When Onegano heard
the news, he asked to be

allowed to commit seppuku.
but the E'mperor forbade

.him. ") have heard of your
plans 10 seek enlightenment

by giving away all your
physical possessions.~ he
Sliq. eying the wealth of

Onegano's lands.

The Asahina still revere the ancient teachings
of Shinse~ and his Tao is one of the primary texts
in their magnificent libraries. Although they are
not as learned as the lsawa, the Asahina spend
much of their time in constant contemplation.
Their school is far from the well-traveled roads of
the Crane, and their doors always stand open.
ready to receive any visitor. No clan boundaries or
cultural divisions stop their constant patronage of
peace, and no blood has ever been shed on their
sacred fields. II is forbidden for anyone who has
taken a life with his own hands to study among
them, and although they offer shelter and comfort
to even the most warlike samura~ the Asahina
maintain a strictly pacifistic view of the world.
This is not to say that they refuse to create items
of war. It is also not true that the Asahina would
blindly ignore the dangers of offering shelter to a
massive Crab army. Members of the Asahina
house simply refuse to enter personal combat or
to take another's life.

Their creed of pacifism is inscribed on e..-ery
wall of the Asanina Temple. Although its walls

are covered with stories of the Crane and the
parables of the Tao, they never depict any form of
death. Life is the spirit of their creations, and i1
sings in the very stones of the buildings. The
Asahina live in their tremendous stone temple.
surrounded by wilderness and gently sloping
fields. The massive oak gates of the parapets have
never been closed in the hundreds of years siner
the Asahina have made the temple their home.

Behind their open walls and gentle nature tilt
Asahina hide the true secrets of their knowledge.
Visitors to the temple are allowed to come and
as they please, and read any of the books
wisdom in the maze of rooms. But none of those
books speak of the magical items of the Asahina.
or of how to create them. None of the doors
ever locked, yet no vault has been found, ~
there do not seem to be any hidden passa
beneath the buildings.

There are rumors, of course, of many stra
things thai have gone on behind the stone
of the Asahina temples. The great rituals
carved walls are enough fuel whispers of spi .
that walk in the night, called forth by the rna
creations of the shugenja. There are rumors
the walls have a wisdom of their own, and it

whispered that in certain
the carvings will cha
overnight. There are e..
claims that the stone of
walls can come to life and s
of the things they have seen
the hundreds of years since
temple's creation. Some "
have studied in the
shugenja school say that
knowledge is contained in tbro
carvings, and that when
shugenja is ready to learn
has truly dedicated their lik
the path of peace, the
themselves will teach them.
[hat is dismissed by most _
rumor. The one thing tb&.
certain is that no shu
outside the Asahina Clan
ever been taught the m
meisho, nor have the
ever revealed the secret of
inslruction.
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Against those skilled in otl4ek, an enemy does
_ know where to defend;

~inst the experts in defense, the enemy does
_ know where to attack.

- Sun Tiu

Mler the war with Fu Leng, the Crane
.-rowed over the loss of its Thunder. Lady Doji's

r mildren tried to console her, but she wept
_ I and day. She had visions and dreams which

her thai Konishiko was still alive somewhere
the Shadowlands, and despite her Clan's

a-mpts to rid her of these lhoughlS, still they
~ned. Hayaku ",-as a silent child. lhoughlful
.:I solemn even in play. Ht had DOl inherited his

er's bright laughter nor his falber's ;oy in lbt
Although he studied iaijutsu 11Iilh his

~ers, he excelled in raw combat, tactical
m1tegy and warfare more than the precise

'pline of the Kakita When he heard ilial Lady
:loji believed her daughter to be suffering in the
:Sbadowlands, Hayaku swore to journey into the

ess of the southern lands and seek the lost
ihnders.

Hayaku went to the Crab Wall and spoke to
Hida, but they told him he was on a fool's

mand, and would not give him aid. So he
~~Ied into the Shadowlands alone. Over three
ars later, Hayaku returned. The horrors he had
tftIl had changed him - his body was more

lar, and his face was creased as if with age.
hair, once long and dark, had been turned

white by the sights he had seen. His voice had

been losl, and a great scar ran across his throat as
though the claw of some great beast had torn at
his flesh. He came to the Great Hall of the Crane,
and knelt silently before his mother. In his hand,
he held the sword which Yasurugi had forged, the
sword which Konishiko had carried on the
Thunders' quest \\lithout a sound he handed it to
Lady Doji and as soon as her hand touched the
hill, the blade sang a single pure note of joy. The
twins had, in a way, oome home.

Since that day, the wielder of the Crane Clan
Ancestral Sword has always been chosen by the
single joyous tone which the blade makes upon
the first laUch of its rightful owner. Hayaku was
given the surname "Daidojr - "Defender of the
DoW' - by his parents, in recognition of his
bravery and faithfulness. His children became the
proud house of the oaidoj~ sworn to protect their
kinsmen and keep the secret of what Hayaku
found in the Shadowlands many years ago. Even
today many Crnne dye their hair while as a sign
of tribute. as a mark of their loyally w the dan.
and in remembraru::e of Hayaku.

The oaidoji family are among the bravest
fighters in Rokugan. Their creed is war, and their
lineage noble. Descended from the youngest son
of Kakila and Lady Doj~ the Daidoji recount their
history with pride ... when they can be persuaded
to talk at all. Although they often come to the fine
courts of the CIane, the Daidoji are prone to let
their Doji oousins do th, IaIkin& Instead, the
Doidoji busy tbemset.....ith the gathering 01
""_ iDloo_ ODd _. lIIId ",th
k""JlUll: their eyes open lor weak..... in the
enemies of the Crane. Defiantly loyal to the Oan.
the Daidoji are renowned through Rokugan for
their unusual tactics and stubborn defense of
Crane lands and trade.

Long ago the youngest son of Lady Doji and
Kakila risked his life 10 recover his brother and
sister's souls from the Shadowlands. Since the day
of Hayaku's return, the Daidoji have been heir to
the southern lands of lhe Crane. They serve as
miUtary protectors and purveyors of rare goods,
and the brave deeds of the Daidoji family are
known across Rokugan, although the Crane
ardently deny the more scandalous stories as
mere Scorpion propaganda

"And, since the Crab ar
short on Imperial Taxes thO
year, I have decided to aBo
you to follow your !wm
Take your followers and
daim the lands to the Yo'
of the Crane, where you can
seek wisdom through
poverty and hardship. May
the light of the Tao guid
jO."

~'ssemnlS

Its!ier daim)O QlIIgralWaItd
him on his skillful
manipulation of lht Imperial
Court. daiming that he had
maneuvered even the
authority in order to have
own way. His peasants gladly
traveled to the lands which
were reserved for them,
Onegano's daimyos followed
their magnificent masl.l!I, SO
that they might find. the
wisdom he offered. All thOR
who followed the new
fonned Sparrow Oan
oongratulated themstJ\.u 0J1
lm'iDlaLord was
drd;ca&rdlOtbrT: If
_ ... Joe -.Jd wiIIJDgIy
gi'\'t' up a111umr) and
opuIeIn. Onegano"s name
Yi~ shouted from the
hilltops of the new Dan's
1",<1, on<! h>; """",
rejoiced in their good
fortune.

When Onegano was
approached to give hiS
house a name, he declved.
'This is all my son's doiJt&,
so let the house of the
Sparrow take their name
from him.~ Thus. the family
of Suzume was born, and
the Qan of the Sparrow
founded



Daidoji Kuzan, one of the first daimyos of the
Daidoji, once said, "The Kakita are the sword 
swift and evasive. They win by technique. We of
the Daidoji are the spear - we are power, strength
and cunning." The Daidoji are the Crane
slrongarm, the force behind the pretty smiles and
glittering gold of Doji political maneuvering. The
Kakita duelists have oflen been likened to a
surgeon's scalpel, swift and precise. But the

Daidoji have a different style, using tactics and
subtle force to make twenty men capable of
standing off hundreds. Their defenses rely not on

fortifications, such as the Crab use, but rather on
intellect and maneuverability.

Some think of the Daidoji as mere spies.
infiltrators and information gatherers. This vastl}
underestimates the resources and cleverness of
the Crane. Although the Daidoji methods seem
honorable on the surface, the Daidoji are not
above certain tactics of making victory a certain!}
- so long as they can'l be caughl Throughout lht

history of Rokugan there ha\'t
been stories of the suavl".
debonair Daidoji who
outwitted the enemy and
gathered needed information
or destroyed a delicate tactical.
positiorL The tacit approval <I:
their clan, and the adepl
politics of the Doji courtiers.
insures that no matter whal
must be done, Daidoji honor
remains untarnished. The
Daidoji focus their attention oa
two things - attending to tbt
defense of the Crane, am.
completing any missio
which must remain secrel Tht
Daidoji know that it is possibko
for ODe man to destroy _
army, especially if that man
clever, capable, and swifl

The most import
services which the Daid
perform outside of th
defensive measures and
merchanting skills involve u..
illegal smuggling
contraband items. While
Crane traditionally keep thes
business legal and maintain II

certain amount of decorum
their financial transactio
some risks must be taken
slay ahead. Such dealings
to lhe Daidoji, and they ex
at subterfuge and smuggim:.
The stereotypical Daidc
smuggler is not a dark,
dealer in drugs or arms. bUI
instead the honorable

risking himself and his honor to keep SlI

trickling in to war-torn areas. A Daidoji
the most dangerous missions based on his
the Crane, and his own ability to handle



ugh the Daldojl are often seen In court
tions. they rarely are seen leaving by the
t door - or by any door at all The Crane
Iy mention exactly what it is that the Daidoji
at such functions, but when sensitive
rmation is found In the hands of the Doji
, ,a knowing nod and a smile orten tell the

of the bravery and stealth of the Daidoji
Rarely do the Daidoji simply charge onto the

Those are Uon tactics. used by dans \\110
\"t the men to sacrifice In sum bold auempts.
ther, it is the way of the Daidojl to maoaJ\W

, opponents into vulnerable positioos.. or to
ply hold them off until the politkal finesse of
, brethren can turn them back. Ewen if no

xilitical support from the other brandies of the
Crane house \\ere to come in time, opponents of

Daidoji might still find themsel\'es stranded
the field - with no supplies, no reinforcements,

JDd a trap on every side. The fight would last only
g enough for a clever general to surrender,

~er, even if the enemy never sees the Crane
it would be assured that the Daidojl

iaboteurs and spies would have antidpated cadi.
vemenl of the invaders and engineered their

".
The two most famous inddents in which the

Daidojl figure prominently are the Battle of the
dbridge, in which the Daidoji stood beside the

Hida to prevent the Shadowlands invasion of
Rokugan, and the Swordsman's Last Stand, in

hich the Crane lost the Shiro no rojln to the
, rces of the Llon. Their two main lines of defense
Me Shiro Daidoji (50) and Kosaten Shiro (51)
Jgainst the Lion, and Niwa Shita no Kage Toshi
129) againsl the Crab - who were not aM<I) as

iriendly as they have been recently - and againsl
Shadowlands.

The Daidoji are a IIght,knit family, still
ilinging from the loss of Shiro no Yogin, In what

y term the "recent unpleasantness with the
Uon': They are fiercely aggressive to lhe Yasuki
whom they consider traitors) and they rarely

et a past slight Their house man is tattooed
their body on the day of their gempukku, as an
tward sign thai they will die before deserting
'r daimyo or their duty.

Over !ie\'"tO bundred years ago, me )asuki ten
the Crane am Whe. they left. ..mal members
of the Yasuki household ~fused 00 dishonor their
vow 10 the Crane. Those who chose to stay behind
)Dined the Daidoji family, adding their mercantile
e:xptrtise 10 the Daidoji subtlety and strength.
Since: that time, the Daidoji ha\'C openly despised
the Yasuki, aJthough the~ is currently a shaky
truce between the two. This peace has been
brought about mostly by the Daidoji friendship
with the powerful Hida family of the Crab.

Many say that the Daidoji and the Yasuki are
two sides of the same ooln; the critical difference
between the two houses is the Daidoji sense of
honor, The Daidoji are often called cunning and
clever, but they are never completely ruthless. If
faced with the death of a peasant village or the
loss of their goods, a Daidoji would al\\<lYS
surrender their goods. However, to do so means
the Daidoji have a reason for revenge - and their
revenge is rarely swift, and never pleasanl

The library al Niwa Shlta no Kage Toshi
(Garden Under Shadow City) contains the single
most complete collection of information on tactics
thaI bas " ... been """piled ou d. 01 the Akodo
_ There at< rumors that the llaldotl ba>~

employed spt<S "ithto the Akodo house. oopymg
important and esoteric texts and smuggling them
to the Daidoji lands. The rarest book in the
Daidoji library is one of which the daimyo,
Daidoji UjL is extremely proud. The sole text on
gaijin strategy and swordplay, written by an
ancient Daidoji daimyo, resides in Niwa Shita no
Kage Toshi Panly due lO this text, no other library
in all of RoIrugan has as much infonnation on the
gaijin who stonntd Rokugani shorts IS doe's the
Jlajdoj, and ou other family"... IS int<gnl .. the
removal of the gaijin presence as the Crane.
Without the warDeet of the Crane (something
unheard of in Rokugan. since most battles are
fought on land). the Imperial Palace would have
been destroyed and the gaijin blockade of



THE J)AlIJOJ, MON

Mon: Acrane, wings
outstretched above a snake,

wrapped about a yarl

ying: 'The spear wails
not {or its master, but

rushes forth to guard the
way~

The DaJdoji respect the
spear as a weapon. and

My of their bushi learn 10
se a yarl before they learn

10 use a katana Their creed
speaks of their readiness to

leap 10 the defense of the
Clan - both in military and

other matters. ADaidoji
bushi has his Clan's mon

tattooed on his wrisls on the
day of his gempukku, to

remind him of his sworn
dUly to the Crane.

Rokugani ports would have badly damaged the
Empire. The Battle of the Raging Seas occurred
on the waves of Wan sano Kin Taya (Bay of the
Golden Sun).

Although he does nol leach its tactics at the
Daidoji bushi school, Daidoji Vii has practiced
and learned some of the gaijin's strange ktltas,
and has one of their strange, two-edged swords
mounted on his wall. Many of the other samurai
houses feel that Vji has stained his honor by
learning the ways of foreigners, but Vji scoffs at
their words. "Without knowledge," he says, "we
will not be prepared for defense:' Vji has gained
moderate profidency with several of the strange
foreign weapons the Unicorn brought back with
them. instructing his students to learn them as
well. One tactic which is not looked upon with
favor is Vii's fascination with "gaijin pepper': Of
course, Vji (and all of Rokugan) is forbidden to
use the strange materiel in battle, so Vji restrains
himself - at least in public - to composing
elaborate firework displays for the many festival
days of the Crane.

The Daidoji library is a tremendous resource
of theoretical knowledge, filled wiLh dissertations
of generals. accounts of banles from Rokugarls
past and theories of warfare compiled by the
most brilliant battlefield commanders. However,
the library contains yet another amazing feat of
tactical training. Tremendous tables built to
display the terrain around various Crane holdings
stand in the Daidoji library so that strategic
coundls can be held 10 train the bushi. These
tables, accurate to within five feel show all the
terrain features and treelines, castle positions.
rivers and roads. Each year, the students of the
Daidoji school are sent out for three months, to
mark the manged positions of trees or other land
markers. These manges, dutifully represented on
each table's map, keep the Crane forces intimately
familiar with every foot of the land they are
charged to protect

:&1ttle o~ the
"Cand51'ld'ge

The Battle of the Landbridge occurred on the
shores of Kenkai Hanto (The Peninsula of
Hardened Waters). Long ago, the Emperor
decreed that this peninsula be split between the
forces of the Crane and the Crab, forever to be

held by both clans. Since that day, no military
action has ever occurred between the two on land,
although some brief sea battles have been fought
in the great bay 10 the west of Kenkai Hanto.

The most memorable battle was not fought
between the Clans, but was one in which the
Crane and the Crab fought side by side. Several
hundred years ago, under the leadership of Hida
Bokaru (third son to the Crab Clan Champion and
defender of the eastern portion of the greal
southern wall), the Crab were forced to hold their
ground against a tremendous army of oni from
the Shadowlands, determined to tear their way
past the wall and plunder the rich lands of
Rokugan. The eastern line of the wall was lighU}
defended, as all the Crab advisors and strategists
anticipated that the oni armies would travel west,
over the plains toward Shinomen Mori

But the oni had spies within Crab territories.
Hidden watmers and clever magics allowed them
to see the Crab battle defenses. Their leader, tbr
clever Oni no Kinjiro, led his troops to tht
easternmost side of the wall, where the gentlt:
seas met the shore. Oni no Kinjiro was wist.
crafty and eager for power. He was not the largest
opponem the Crab had ever faced, but he was tbr
most intelligenl He drew the Crab forces away
defend the farthest western point of the Kaiu '0\

and then attacked lhe lightly defended oceaa
pass. The army struck at nighl their howli
voices and shining eyes coming ever closer 10 da
Crab lines of defense, but none of the Crill
moved, nor thoughl to turn away from their dul).
They were, after all, Crab, and sworn to defe
Rokugan against the Shadowlands with thClr
lives. Hida Bokaru, given few troops, tried to repet
the invasion, but it was not enough. With his
samurai beside him, he sent up a flare of magic.
hoping that the Crab forces to the wesl would Sflr

it before it was too late, and come to his aid.
But Oni no Kinjiro knew well the ways of

Crab, and as soon as he saw the brightness in
air, he cast darkness to its wesl so that the si
could not be seen by the rest of the troops on
wall, and no aid would come. Then he tore 0

a section of the stone ramparts and prepared
lead his horde onto the plains of Rokugan.

Until a hunting horn cut through the howls
the oni. Across the tidal bridge rode 0 .
Masashig~ the daimyo of the Daidoji. Surrou
only by his hunting party, some twenty sam
he charged into the Oni's ranks, smashing 10
the Crab and catming the oni in a pincer



Fierce in battle, the Daidoji's yan cut through
oni like a reaper's shears. hurling their heads

the ground with each vidous slash. The Crab
had been seen and the forces of Rokugan

.ad responded. For the first time In history, Crab
ad Crane stood side by side and fought a
common enemy.

Daidoji Masashigi had been hunting with his
bloons thai day, near the tidal bridge. When he
saw the dark crealures overwhelming the Crab.
be sounded his hunting horn and raCftl his horses

the sand. Allhough his samurai ~'ere few,
dtey followed him through the rising waves 10 the
...of the Hida bushi As he arri\'ed, he saw Oni

DO Kinjiro tear through the Hida house guards,
readting the son of the dallPr)'tJ. The Crab thrust
his katana into the beast's heart, but the Oni Uhed
him above its head in sharp, gore-<:overed claws.
As the beast threw 80keru 10 the ground, its
.strength making the area shudder with the
impact, a rain of Daldoji arrows pelted its thick
hide driving Kenliro away from the gap in the
wall.

The Crab rallied, allowing the relati\'ely fresh
Daidoji take the brunt of the fighting and giving
the weary Crab samurai a much needed rest The

Crane fought valiantly and pushed the Oni away
from the wall as Hida Bokeru's wounded body
was retrieved.

Together, Daidoji Masashigi and Hida Bokeru
held the wall their few men struggling beneath
the overwhelming tide of the Shadowlands. Hida
Bokeru's legs were crushed. but the Daidoji
defended the fallen general fighting over his
oomrade as men bound lhe Hida's wounds. The
battle Vr"3S fierce, and the number of Crab and
Crane dwindled. Finally, the remaining om. led
by Kinjiro, broil. througb "" del""" and rush<d
toward the sandy beach on the far side of the wall
It ~"3S a clever maneuver, and if successful the
Oni would be free on the peninsula, with the
ocean swallowing any hope of pursuit

With only three of his men still ali\~ the
Daidoji dtarged after them. The Oni turned 10

counterattack, crushing the Crane beneath
onslaughl after onslaught of claws and teeth. but
the Daidoji refused 10 fall back. Each time the Oni
made for safety on the far side of the landbridge,
the Daidoji lort at their retreating backs, and they
were forced to turn and fight

From the other side of the bridge, the two Crab
samurai still alive watched the desperate battle,



COORI£R PIGEONS

Courier pigeons
commonly carry messages

from a retainer to their
daimyG. Bailie plans. secret

fnrOlmalion and even [ellers
(rom distant lovers - all

have heen carried on lhe
grey wings of the pigeon.
The Crane began training

carrier pigeons in the yellr
525 of the Empire, tn order

to carry messages more
rapidly. Since then, the use
of these reliable birds have
preed, and now there is no
Ian who does Dot maintain

at least one roosl
Courier pigeons are

delicate creatures, and lhey
are treated with great care.

'The secret of using the
carrier pigeon b this: never

feed them on II journey.
Carrier pigeons have an

ettellcnl sense of direction
and distance. and they will

return 10 tht! place where
they have heen fed. Usually,

this is the coop in which
they were raised, but il is

not unusual 10 feed carrier
pigeons at a field bouse

when II hallie is occurring
far from II palace or village.

their wounds and their duty 10 their
half-conscious general preventing them from
joining the valiant struggle. As they watched, the
Daidoji fought the Oni until the water rose above
their heads, swallowing them all in reddened
foam. The Crab stood on the far shore of the
landbridge, but not a single samuraL not a single
oni, ever came ashore.

On the Crab side of the landbridge stands a
small shrine with simple walls. Within it a small
table sits; on its surface lies the helm of Daidoji
MasashigL washed ashore several weeks after the
battle. Nothing else ever rose from the depths,
and its battered and rusted form is the symbol of
Ihe sacrifice made that day by the house the Crab
now call the "Iron Crane".

I

/

l'\Yllden l'\lfsllne
This battle is one of the most recent in Crane

history, occurring only 30 years ago. Two of the
smaller clans - the Fox and the Hare - were
engaging in skirmishes across their borders, each

seeking to build their own reputalion at the
expense of the other. Finally, a group of Kakita
sam uraL led by the then-young Toshimoko, met
with the gathered troops of the two families on
the border. After persuasion and some open
threats, the two Clans agreed 10 seek a diplomatic
solution. But it was not 10 be. Late that nigh~ a
group of assassins, apparently hired by the Hare,
slaughtered many of the sleeping Fox Clan
dignitaries. The daimyo, Kitsune Oshirin, declared
war upon the Hare and the two clans met in
battle the next morning. The Crane sided with the
Fox, and the battle was swiftly over. Rather than
being grateful, Oshirin claimed it was their
intervention of the Crane that had caused the
death of his wife. He challenged Toshimoko to a
duel, was cut down, and died on Ihe field.

This battle is also called the
"Night of a Hundred Deaths," due La

the number of dignitaries killed by
the assassins. The Hare Clan has
maintained that it did not hire, send.
nor assist the attack that nigh~ but
few members of the Great Houses
believe them. Since Ihat fateful
battJe, the Crane have overseen the
lands of both clans, assisting their
rulers in rebuilding and keeping a
diplomatic eye on their borders. B)
command of the Emperor, a CraJ]('

~ was assigned advisor to bom
daimyos, and any decision can bt
challenged in the Emperor's name.
This has only been done twice in
the last 30 years, both times wheu

_~Jl.! the Hare Clan threatened again to
invade Fox lands. While the CraM
advisor has had some difficulty in
the court of the Fox, the Crane ha\'t
stayed as unobtrusive as possible..
and relations between the two Clan!'
have begun to be amicable again.
The Hare have no such lriendshi
with the Crane. As a result, tbt.
daimyo of the Hare has repeatedly
sought for a repeal of the Imper'

command. to relieve him of his unwant
"advisor~

The Imperial process of assigning "advisors"
unruly minor clans is an infrequent occurrancr..
and has only been used some ten to fifteen time
in the history of the Empire. 'IYpically,
"advisors" are recalled after three 10 five years.



Six hundred years ago, the Lion atlame<! the
of the Phoenix. Although many died on

r side, the war didn't end until the Crane cut
Lion supply lines and proclaimed a ttade

rgo against Lion forces. A battle at Nemui
inari Yama was interrupted by Daidoji
IIY backed by the political strength of Doji
s in courL When the Crane came to aid the
nix, the Lion were forced to negotiate a truce.

Soon thereafter, a lone Phoenix shugenja,
'a Asahina, began ransacking \oillages in

.nne territory, killing anyone who stood between
El and his revenge. He spent the next week

ning down Crane villages, farms and caravans.
Crane daimyo's daughter, Doji Kiriko, rode

t to stop him. She met him at e\"ery village,
ping between him and the helpless farmers,

t she refused to fight She earned many scars
aom his wrath, but after many days of passive

. tance, she also earned his respect.

&1ttle Of the Ra91ng
3eas

On land, the clans fought the Battle at White
)lag. but the sea battle of the Crane forces is
RlI1ed the ~Batlle of (he Raging Seas': When the
SJiin invaderl Rokugan over se\'en hundred
wars ago, their intended target ....115 the lmperia.l

ce of the Emperor, accessible through the
sano Kin Tayo (Bay of the Golden Sun). They

<o3me with a great neet, bearing strange
plements of war that thundered like the
m-filled sky. The magics of the lsawa

ended the palace, but il grew clear that spells
-ee weakening.

The Crane Champion at the lime, Doji
. era, called upon the power of his merchant

to help save the Imperial City. The Asahina
enja caused a great fog 10 spring up across
bay, darkening the sea and making vision

JRpOSSible. Hiding in thick clouds, the small but
ships of the Crane neet harried the slower

n galleons, eventually tearing them apart
When the battle on the land was complete, the
18 were completely routed, their troops

destroyed and their means of passage had sunk
benealh the ocean's waves.

The gaijin were defeated and sent home from
the Empire, never 10 return again as a warlike
force. Their iraders and merchants were, for a
time, forbidden 10 enter Imperial territories, and
are still viewed with suspicion today.

A little less than five hundred years ago,
luchiban and his Blood Speakers posed a major
threat to the lands and lives of the Rokugani
people. His tainted magics and dark creations
were assisted by his sltirekan (commander, see
Way of lite Dragon, p. 26), Asahina Yajinden,
called by some Teh Kurai no Iuchiban (The Dark
Hand of luchiban). The Crane were infuriated by
Yajinden's betrayal, and dedicated themselves to
eradicating his kuei magics.

During the battle to capture luchiban, Doji
Hejiko, then Champion of the Crane, charged into
the fray with only four followers. She captured
Yajinden afler luchiban's apparent death, and he
was put on trial as a traitor and a practitioner of
malto, the forbidden magic. After much debate
within the Imperial court, the Asahina were
allowed to decide Yajinden's fate. The Asahina
daimyo proclaimed that because of their pacifistic
beliefs, Yajinden would not die. Instead he was
sealed within the walls of the Asahina palace for
21 da)"~ ....iliIe their sbugeD)a ca5l spells and
perfonued dabon.. rituals. IIbm th<y .....
door. lajincloo had the miDlI 01 a babe. and was
left (0 tend the gardens of the Imperial palace, as
a reminder of what becomes of those who betray
the Crane.

Two hundred years later, luchiban rose again
to threaten the Emerald Empire. Again, Ihe Clans
rose to SlOp him, this time facing an army of
zombies at the battle of Sleeping River. The Crane
played a prominent part in the battle, rallying the
Empire's forces after the undead had broken
through their lines. Hist.orians credit the Crane
with preventing a rout, and with keeping the dark
forces in check while the Dragon tattooed men
recaptured luchiban.

COIIRJ£R PIGEONS
(CONTIIlI£D)

The pigeons, growing
hungry after captivity while
their carrier Ira\'eled from
place to place, will return to
the last place where they
were fed, hoping to be given
more rood. ThUs. a message
thai is altached 10 the
pigeon's leg will be
delivered faithfully home.

Sometimes. the leg-band
which the pigcon carries is
marked with the symbol of
their Clan or their home
coop location. so thai ir the
pigeon dies or is wOWll!ed
on its way home, It i still
possible ror the message to
be recovered.

Courier pigeons can ht
for as long as two weeks
with no rood. and can travel
great distances in a very
short time - thus making
them very useful for
scouting parties or traveUnIt
bushi on a mission far fl'fJm
hom<



CRAB AND CRANE
DIPLOMACY

Dtplomacy between the
Crane and the Crab has

always been a touchy
business. Since lhe famous

Yasuki break. tensions
between the two houses

have been high.
Furthermore, the Crab's

negotiators have
traditionally been the Yasuki

(the closest things 10
ilplomats whidl the Crab
have). Needless to say. the

ki are not welcome in
Oane lands. and lltis has

caused some trouble
between the dans. Also, the

Crab house visiting
diplomats in Black Crane

Palace. the heart of the
Yasuki lands.

Rather than send Yasuki
10 the Crane lands, or

Cranes to the Black Palace,
the Crab have trained some
Hida and Hiruma diplomals
spedfically 10 negotiate with

the Crane. Crane courtiers
art the only oncs allowed to

visit K¥udcn Hida directly,
and the only ones who can
make-deals without Yasuki

interference. This works
fairly well. given that the

Crane diplomats tend to be
DaidoJl and accustomed to

C@fl bluntness. Since the
Daldojl are the only Crane

which the Crab respect.
"1C'"",liatiollS are made easler

on both sides.

This was the famed battle in which Shiro no
Yogin was lost to the Akodo legions. Although the
Daidoji held their ground for three weeks, they
were al last overcome. Threatened with surrender
to the forces of the Lion, the men, women and
children of Shiro no Yogin threw themselves from
the walls of the palace, risking death in the
swiftly flowing waters of the river below. Their
torches, falling with them from lhe walls of the
palace in the night, give this battle its name.

The great Crane generaL Daidoji Yure~ was
born on the field when the Crane fled the palace,
and many times he tried 10 retake its hallowed
walls. The Lion have held their ground, and the
castle has not returned to Crane power. The river
below the palace is said to be haunted with the
spirits of those who died there, and when the
moon is full, the ghosts rise. the fields turn to
blood, and the rushing river sounds like the wails
of children. Onre a year. on the seventh day of the
month of ilie Snake. the Uon bar the gateS of
Shiro no Yogin. On iliat night. the spirit of Daidoji
¥urei walks the plains outside the castle, and
tears any Lion he finds into bloody shreds. Over
the years the Lion have held the haunted palace,
seven Lions have been outside the walls on that
night All have been found, in pieces, spread
across the fields when the morning comes.

\ \

A person overwhelmed still lives, a person
dishonored died long before their heart ceases to
bea'

- Tao of Shin.sei

This history of the Yasuki family begins with
their service to the Crane Clan, and the first
Yasuki's sworn allegiance to the house of [}ojL
The ¥asuki married into the Kakila family, but
they were not originally of the samurai class..
Their history has always been questioned by
scholars as the "common born" samurai family of
Rokugan. In all their years of service to both Ihe
Crane and the Crab, the Yasuki have never fully
lost the stigma of their origin.

For the first three hundred yeaTS, the Yasuki
they served the Crane and furthered the economic
and political pursuits of the Doji family. During
this time, the first Yasuki made their mark on the
culture of Rokugan, instituting a JXllity of trade
through gifts, rather than the "dishonorable"
merchanting disdained by the samurai caste ci
the Emerald Empire. They served as the traveliIll
traders of the early years, when roads were scarcr
and treaties between the families of the Empire
were strained by distance and fresh halreds.
When the first war with Fu Leng began, tht
constant efforts of the Yasuki kept the troops
Rokugan supplied with weapons and food. One
the first daimyo of the Yasuki was given the ti
of the Imperial Trade Advisor to the EmeraJu
Throne, a title held for many years by the Yasuk..
courtiers who served the Crane.

The symbiotic relationships within the CraDl;
house have always stressed that no Single fami.
is more important than any other to the clan"
survival. For the Yasuk~ this meant thallhey Weft

responsible for running of the various marbl
places, commercial operations and illicit deali
of the Crane, all functions of which the Yasul..
were fiercely proud. When the Emperor
Rokugan demanded that these be shut down.
was the Yasuki who were most bitler over
Imperial decree.

From the beginning of the Empire, the ~

have been seen as "common': Their roots

among humble fishermen and traders. and
business of merchanting takes up too mum
time 10 bother with noble graces or



_ ....mces. Money, and money alone. has
been the Yasuki creed. The Yasuki have
flaunted their economic power, and even

their infamous break with the Crane. those
aiticize too harshly often find themselves
of supplies when winter comes..
the beginning, the Yasuki used their gift of

ic foresight in order to promote Crane
and create a system of bartering and

.-elary power. As the Emerald Empire grew. it
~e readily apparent that the odler dans were

looking on commerce with favor. The Yasuki's
-mods were called "dirty" or "dishonorable."

o Totogas~ the Emperor's brolher, called
"the shame of the Crane." To the

....oane, however, the Yasuki were family.
-Mty Doji often challenged such insults,
'ftIinding the other clans that they
wre not only insulting her Clan and
Ja family, but also the eronomic

dation of Rokugan.
As time passed, the illicit

<ilbblings of the Yasuki grew
are and more prominent
""lIt Crane Champion
altmpled to keep the

ki dealings under
control. The

:;risha houses,
::unbling, and drug

es grew to a
::emendous level,

'ever, and the Yasuki
.aowed no intention of
--estraining their markels as long
.15 they remained profitable.

Al last, the old Emperor died, and his SOD lOOk
Emerald Throne in 387. The inexperienced

iantei claimed that such dealings were nol only
.::shonorable, but dangerous, and directly ordered
tkJji Mizobu to stop all such dealings witbin his
Clan or lose his place in Ihe Imperial Court Faced

th such a dire threa~ Maobu called together a
~ting of the daimyos of the Asahina, Doj~

Oaidoji, Kakita and Yasuki and told them of the
Emperor's edict The Yasuki bluntly refused 10

thdraw their support of these operations,
daiming that they supported Crane armies

ughout the southern peninsula The Crane
(hampion would not waver from his command,
JDd he banned the Yasuki from his lands. Of
3lU.r5e, the Yasuki claimed that the demands were

unfair and lhey were given no time to accede to
the requests of the Emperor,

In any case, this left the Crane with two
problems. The Crab rapidly snatched up Ihe
outcast Yasuki, using their trade and business
acumen to increase their power and break the
eronomic stranglehold which the Crane had
maintained. The war which
had threatened to
explode between the
two Clans
resumed in

full force,
and Ihe

Crane were
left back
pedaling

behind
Daidoji lines.

Only the
command of
the Emperor
stopped the

war over the
Peninsula of the

Hardened Waters, and the
Crane were left with only

half their southern territories
intact. Secondly, the economy
which the Crane had relied on

was rapidly declining as the Yasuki
business dealings began to assault

Crane profits.
The Daidoji have taken the Yasuki

betrayal to heart and refused to ,,-aver
in their har:m:l Thry set the Yasuki as U'aiun.
betrayers ..bo DOl only rdused lM dincl
command of their Champion but also of the
Emperor. They have sworn to one day wipe
Rokugan clear! of the merchant house. However,
the Yasuki business acumen and their new Crab
allies have provided the necessary resources to
keep the minor house alive.

This eronomic war has gone, for the mosl part,
unnoticed by the other clans. The vast amounls of
koku lost and won over smuggling, trade treaties
and diplomatic arrangements are too pelty for
most of Rokugan's samurai houses to dirty their
hands with. However, the war between Ihe
Daidoji and the Yasuki has given rise to a new
power within lhe Empire. a power which lies in
the darkes~ mosl secret tunnels of society - the
Kalal

Mon: Acrane with a
chrysanthemum.

Motto: -May your OIA
always be full and your
hands never be empty,R

This was the moo 0{ the
Yasuki before their break-
from the Crane Clan. Sinet
then. their man has been
changed to reflect their new
position within the Crab
Dan. but the original Yasuki
mon can stili be found on
andent items. Many of these
items were destroyed 
either by the YnsukJ
themselves or the Daidoji
but some few remain. They
are considered to be very
bad luck to a Yasukl; if at
any time one is brougbt
wilhin the walls of the
Black Crane palace, it is
said to bring a year of bad
trade and ill fortune.







ApPRAISAL (PERCEPTION)
With lhis skilL characters can determine the

approximate value of an item or group of items.
Further, a character with the Appraisal skill has a
greater chance of identifying forgeries and
counterfeits. This is a Merchant SkilL

ARTISAN SkILLS

These skills arc designed to be used by Kakita
artisans with their maya abilities. However. ii is
not unreasonable for any character to have
working knowledge of an art These skills grant
the knowledge of how to perform the ability,
including basic knowledge of things associated
with it for example, a character with the Origami
skill would have knowledge of papermaking. and
a character with the Noh skill would have
knowledge of theatrical literature, makeup

In this chapter you will find new information
for Crane characters, including new skills,
Advantages and Disadvantages, and Schools such
as the Kakita Artisan and the Doji Courtier. It also
contains a set of Favor Tables fOT use with Crane
characters, to be used at the GM's discretion.
lastly, we've created a set of optional Heritage
tables, capable of customizing your character's
history and family lineage. These new additions
should be approved by your GM before they arc
integrated into your game.

\ \
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techniques and costume making. These artislX
knowledges are not designed 10 grant comple
competency in all their related fields, only to gi\
a working comprehension of those areas. Tha
skills are considered High Skills.

ASTROLOGY (INTELLIGENCE)

This is the skill of identifying heavenly bodi
and patterns, such as stars and constellations.
allows a shugenja to determine what astrologi
omens are currently in effect and what th
connotations are. This skill can be used for sim
divinations about the future, and for determi .
the appropriate time for the creation of ce
items and fetishes. Also, it can be used 10 iden
certain character traits according to the day,
and year of someone's birth, and to predict ce
future events or omens. U a character wishes
use Aslrology as a divination tool, their TN is
and the Gamemasler should give them a ge
view of the events in the future, simply suppl)
a list of adjectives such as "pleasant. peaceful
uneventful" or Udangerous, death is in the fu
This is a High Skill.

MANIPULATION (AWARENESS)

Manipulation is the art of using psythol.
and character interpretation in order to
someone's actions. Il can be used to del
wants, needs and desires and can also leD
character how 10 fulfUllhem. As with many
Awareness·based Skills. conversation is r
to use this SkilL This is a High Skill.

ORATORy/RHETORIC

(PERCEPTION)

A character with this skill has training ill
art of speechmaking. Oratory - the
performing a persuasive speech befon
audience - can be used to convince a largr:
of people or a certain point of view. 0......11
with the Voice advantage gain a free raisr
using Oralory. Rhetoric is the ability
persuasive speed1es for others to recite,
be used in conjunction with other artisan
order 10 create a more effective documenL
a High Skill.

POUTICAL MANEUVERING
(INTELLIGENCE) (CRANE ON1.Y)

Everyone in the Emperor's rourt
Crane's heart is an honorable !lean. "",'''-

Ikebana
Noh/Kabuki
Poetry

Dancing
Music
Painting

Acrobatics
Jester
Origami
StoryteUing



COlIRTIER$ AND

CH.....PIONS

From time to lime, a
Courtier's honor wdl be
questioned during the
course of play. There's no
need 10 throw your Courtier
away simply because you
have no talent in laiJutsu!
Courtiers are allowed 10 call
upon a champion to accept
the duel in their place. Most
opponents will allow the
Courtier one full day 10 find
a champion: more if the
conlesl of honor is a truly
serious one, or the Courtier:
champion must arrive rrom
a distant place. If their
champion illlucccssfui. the
Courtier's honor ~ avenged.
If unsuccessful. and their
champion dies, Ihe Courtietl
ill expected to perform
seppuku immediately.

This advantage allows the character to
begin the game with a few favors "in his
pocket". These favors need to be given a
good history and background, and must be
appropriate to Ihe concept of the character
itself. Purchase of this advantage grants the
character one initial roll on the favor
tables. It may be purchased up 10 three
times per character. The point cost for Ihis
advantage is the table's rank (1-5) times
lime. The favor tables can be found on
page 56.

This is the secret language of the Crane
artisans, capable of encoding detailed
information inlo song. speech or painting.
Certain mythological figures have
meanings which can be deciphered by
those who have been taught the Cadence.
It is never taught to a non-Crane, lest their
enemies learn the secret of their
exceptional abilities of information
galhering.. This Adn,Dtage can be bought
during play if me GM decides a 'lilling
Crane mentor can be found.

FAVOR TABLES (3-/5 POINTS)

eam raise the Crane uses on his initial skill roll.
This skill will automatically fail if used against
someone with a higher Honor rank. This is a High
Skill.

TSAHGl!SURJ (ASAHINA SHIIGEN/A
ONLY)

This is the skill needed for an Asahina
ugeop 10 aeate the minor, onc-usc magic

ralrsmms lor ietishes1 whim are popular among
the Craoe. Such talismans often require an
amDUDI of lime (as mum as a week) to be spent
6Ddiog &he appropriate materials for creation, and
a sua::essfuI use of Astrology must be made to
cieImnine the correct time and day for the
ceremony to be performed. Lastly, the itcm must
~ made on a sacred site appropriate to the item's
nature - an ancestral shrine, for example, or on
lmlple grounds. This is a High Skill.

CADENCE (CRANES ONLY) (3

POINTS)

_ ... with a Crane (especially if he has logic
side) is 10 turn your back on honor.

nh this Skill, the Crane can move opponents
the position of disagreement This is done

simple conversation, but it must be done
:uhlic to gain the best effect The Crane uses

of logic to lead someone toward the Crane's
outcome. If the Crane is successful, their

ent will find thai if they disagree, !.hey
.-.rar dishonorable. If they agree, then they must

as the Crane has suggested.
The Crane rolls his Skill + Intelligence againsl
. of his opponent's Awareness x 5 (1M

suaeter gets a free raise if his opponenl has lhr
'ble disadvantage. and is penalized by 5 if his

ot has the Clear Thinker advantage~ If
ful, the Crane's opponent would be acting

ul honor if they were 10 disagree with Ibr:
silion, and must perform as tht Cr.mr iRs

. ed. On the other hand, if sorneooe caugbl
the verbal trap and refuses to gn~ in 10 lbt

:-me. they will lose one point of Honor.. This
r loss may be increased by another poinl for



This is an unusual advantage, in that it C3II

only be bought alter a bushi (and only a bu
and only to another bushi school) has progre
beyond level J in his school. GM permitting,
Advantage lets the player switch schools with
losing his old techniques.

When the bushi switches schools, his
Techniques are "frozen': He won't learn
rurther techniques from his old school, but hr
begin learning new techniques in his new scn(
immediately. As soon as he gains permission
begin training at the new school, he more·or·
immediately learns the Rank 1 Technique (G.
discretion on the length of training necessary.
probably not longer than 3 to 6 game mOD
The bushi then begins gaining Techniques in
new school as his Insight goes up, just as u

Example: Doji Kuwanan buys the Di
School advanfllge (5 points) and immed
begiru (raining at the Modu M;huol unde,
Toturi. After he Iws gained enough lnsigJrl
learn the second Technique, he buys Mul
Schools (5 more points), returns home to a
the Daidoji school, and learns the first

lands. These blades are rarely given 10 non-Crane
Characters. A Kakita blade rolls and keeps ooc
eXira die when striking to hit an opponent, anu
allows its user to reroll a single damage Wr
during an iaijutsu duel.

MULTIPL£ ScHOOLS C5 POINTS)

INN£R GIFT (6 POINTS)
The character with Inner Gift has been blessed

with an uncontrollable talent, perhaps empathy,
precognition, or the ability to scnsc when danger
is near. It is up to the GM to let the character
know when their gift activates, and what that
means to the current situation. A character with
the inner gift of precognition, for example, might
have a series or dreams about a bloody knife,
only to wake up one morning and find their
dearest friend has been assassinated. A character
with empathy might be able to tell when
someone is lying to them, or a character with a
gift of psychometry (reading emotions from
objects) might gain a flash o( insight when they
pick up a samurai's katana. The gift must be
clearly defined at the time a character purchases
this Advantage. The Gifts a character can choose
are: precognition, animal speech, psychometry,
and empathy.

kAKITA BUD£ (4: 8 FOR NON
(RAN£ CHARACT£RS)

Kakita blades are the Hnest swords in the
Empire, thinner and more flexible rnan ordinary
katana. A character who carries a Kakita sword
has prestige, and draws attentiOTL A character can
begin the game with a Kakita blade only under
certain drcumstances. Kakita blades are rarely
given to youths, and only under very special
circumstances is one allowed to leave the Crane

let's talk for a moment
about Ihe practical side of

"daanging schools.~

Let's playa Crane
.samurai who wants to go to

the Scorpion bushi school.
First. he has to oonvinre his
~: ~Master, while I have

DOt learned all you have to
leach me. I have decided
that there is nothing else
here for me. J want to go

across the mountains to the
Bayushi and learn from

them."
Then, he has to go 10 his
dninryu. "My lord. while I

am sworn in fealty to your
servke, I have decided to
leave your household and

learn the ways of the
rpion. While doing this, I

will not be in }'(lur
command, because I will

have sworn my life to
another daimyo and sensei.~

laslly. he has to go to
the Scorpion: "While I

have nol fulfilled my debt
to my lord and did not

have tbe perseverance 10
oomplele my training in
his school. I would like

you to leada me }'(lur
family's secrets."

Yeah, right.
Go read Doji

Kuwanan's history. tie's
gal a lot of reasons for

having the Multiple
SChools advantage. If you
want it, }w'd better have
reasons lust as good ... if

not belter.
Remtmber, seppuku

h,cIs.



oj; technique instead When he attains
Insight to learn a new technique, he

the second rank Daidoji technique. He
't learn the second or third rank Alwdo
ique, since he's no longer at that school.
nan now knows the first rank Akodo
ique (and will never advance again in that
I~ and the first and second rank Daidoji
ique. Even though he has the insight of a
rank bush~ he doesn't know the third-rank

nique for either school.

4TRON (ARTIUN ONLY) ('-5
NTS)

Someone of importance has taken an interest
you. Not to be confused with the Allies

tage, a Patron expects a certain amount of
procal trade for their gifts. The patron will call

the character from time to time, expecting
great work of art or a creation to celebrate

patron's latest achievement However, such
will undoubtedly be circulated among the

n's followers, and this may cause a certain
nt of fame and jealousy. This is similar to

"Sensei" advantage in the basic RPG, but it
rs in two ways. One, the patron may not

anything about Ihe art Itself, and may
fore be simply an admirer rather than a
er; and two, the palron seeks to advance the
cter's political and artistic career by

aying the artisan's masterpieces in courts and
ic gatherings. Of course, in exchange for this,
artisan is expected to create masterpieces

flatter their patron and give them glory.
artisan is also expected to perform at the
est of their patron, whenever the palmn has
for the artisan's services.

The more points an artisan spends on a patron,
more powerful and influential their patron
be - and the more often the patron will call
the arlisan to perform their arl

elSE MEMORY (3 POINTS)

The character has a phenomenal ability to
orize facts, figures and written material
r mind records information easily, but this

not make them infallible. Neither does it
them any unusual ability to understand the

alion, nor learn new skills or languages.
C1ers wishing to remember something
Ie, or precisely memorize large amounts of
alion, must make a simple Intelligence roll

at a TN of 20. More complex information may
require a higher TN 10 memoriZe.

WULTHY (/-'0 POINTS)

For each point a character spends on this
advantage (up (0 a maximum of tent they begin
wilh two additional koku.

f\~ Thsadvantag~s
COLORBLIND (/ POINT)

The Doji tend to have eyes that are paler lhan
most of Rokugan's natives, and sometimes lhis
causes colorblindness. The Colorblind character
can see colors as shades of gray, but cannot tell
lhe difference between shades. This tends to make
certain tasks more diffiClll~ such as identifying a
Clan's mon.

£PILEPSY (4 POINTS)

Because Ihe Crane families often interbreed
with lhe Emperor's lineage, some simple genetic
problems have evolved. One of these difficulties is
epilepsy, a rare disease which can cause rigidity of
muscles, shaking symptoms, and even death.
Epilepsy is a genetic disfunction which often
arises when the character is under stress. Also,
flashing lights (such as a fireworks display) can
trigger a seizure. The Rokugani believe that a
character with this malady has been touched by
Ihe komi. and that they are a channel for divine
influences. ThUs, any character who shows
obvious signs of epilepsy (shaking fits, spasms,
etc.) might be shunned by common society. but
treated as a ffi)"SliC or boI.y man by those bra\'t
enough to romt near. \\ben a character ",ith
epilepsy is in a stressful situation, they must
make a Willpower roll at a TN of 15 to resist a
seizure. If the character enters a seizure, they may
may make a Willpower roll each round at a TN of
20 to end the seizure.

F4SClN4TION (1 POINTS)

The character has a fascination with
something - music, horses. aodent history - and
will go to any length to learn new things about it
Acharacter with a fascination for spellcrafl might
resort to stealing scrolls from other shugenja
Someone who has a fascination with horses
would go to any length to purchase (or otherwise
obtain) one of the finest steeds of lhe Unicorn, and
someone who was fascinated with lhe Naga

ROLE-PUTIHG

NoTES FOR THE

Doll COURTIER

Playing a Courtier In the
Emerald Empire is a
difficult task which requires
a great deal of role-p1aytn&.
and finesse. The Courtier·
not ideal for every situation,
nor will a group of
Courtiers do well in a
combat·focused adventurt.
However, a Courtier
character does have certain
abilities and trailS whidl are..
not available to mere bushi
or shugenJa. The Courtier's
ability to handle political
situations, the trust which
people place in a diplomat,
and the insta.lt respe.ct
among nobility of any Clan
are bonuses which a
Courtier provides.
Gamemasters should take a
Courtier's reputation into
account, and the power
behind their words.
Diplomats speak for the
Crane. and often for another
house, which h<l! hired
them to intercede on lheir
behall Aggra\<lting these
rOtteS '1tith II() legitimate
cause could force a minor
daimyo to seppulat, or cause
a war between factions.
Certainly, when a Courtirr
visits an NPC daimyo 01'
feudal governor, they should
be treated with respect aod
honor. This is nOI to imply
that the Champion or the
Unicorn will give the
character anything they
want - only that they will
be able to use political
pressure to achieve certain
goals which other character
types cannot
(conlinued)



ROlE-PLAYING

NOTES FOR THE
Doll COURTIER
(CONTIHUED)

Politics in Rokugan are
ntegrated so deeply inio the
culfure thai a group without
-a Coul1ler may not even be

owed access 10 a daimyo
without the intervention of

oulside forces. Courtiers are
trusted to handle delicate

situations. investigate
misconduct and reprimand
disl\onor with the full force

of their political backing.
Even wlthout a directed

mission, Ihe Courtier has
enou~h trust that their word

emits great weighl in
oourt. A minor daimyo

would be hard-pressed to
keep their position if the
"Word of a powerful and

influential Courtier spoke
agaillll them 10 their feudal

Lord, especially if their
daims were true!

Courtiers fit in many
campaigns. and we've tried

to make them as
well-rounded as possible,
but thc majority of their

power comes from the
campaign. Gamemasters
should take Into account

thai Rokugan relies on
dvilizallon and courtly
proceedings in order to

avert full scale war, and thai
the Courtiers can cause as
mum havoc as any ollter

member of the party. Their
power is subtle. and

requires both the
emaster and the player
do much role-playing.

_."·_'·s both the reward and
drawback of the

~'"'" - "'" • ""mid '"
pII lO 1M hill

would leap at the chance to travel into the forests
of Shinomen, searching for Naga ruins even if the
forest was crawling with monsters.

VAH'TY (/ POINT)

You are gorgeous and/or brilliant - and you
know it. Unfortunately the rest of the world
doesn't seem to notice. You'd better make sure
they know the quality of person they are dealing
with!

\ \

Cfb~ nmcleJl
nmlly,..

The Daidoji tend 10 be the most physically
strong members of the Clan. Their craftiness and
cunning are well-known throughout Rokugan, as
is their mental fortitude and Iron will. A member
of the Daidoji family can be identified by his
family's man, which is tattooed upon his wrists al
the time of his gempukku.

Benefit: +1 Strength

Bebeel
71,e truth is always simple.
Liars make things C(Jmplicated.

- The Tao of Shinsei

While other clans alternately hate and envy
the Doji for their ability to influence the Imperial
Court and other political negotiations in
Rokugan, none can contest the Crane's absolute
dominance over its system of intricate favors and
compromises - their ability to create opportunity
from nothing. to influence people's decisions and
to negotiate the best possible outcome 10 even
situation. Although some other clans - mOSl
notably the Crab and Dragon - criticize tht
Crane's political acumen, they are quick to enga,gr
the master courtiers and diplomats of the CraM
when their own efforts fail.

BeneO!: +1 Awareness
Skills: Courtier; Sincerity; Etiquette; HeraldJ'"

Manipulation; Oratory; anyone High skilL
Honor: 3, and 5 boxes

TECHN'OIIES

Rank 1: The Perfect Gift
The Doji Courtier is part of a tremendo

large system of give-and-take between the d
a system which has resulted in the collection
"favors~ from various families and individ
Often, the Crane will intercede In poli
silualions on behalf of other clans, and from
will gain certain political compensation. A
diplomat begins at rank one with the abllil)
exchange these favors - either on his own
or for another. Each chart on the favor lab
the Crane show examples of political
which the Crane Clan can call upon. AI.
courtier's first school rank, they must be fn:.
rank one favor table; at the second school
they may be from either rank one or two ra.
and so on. The Courtier may call u
maximum number of favors per adventuTt
to their Air + School Rank.

Rank 2: A Whisper From the SouJ
A second rank courtier has gained

amount of control over their emotions, e
that they can affect others with them -
or ill. Through the study of a persons~~;~
and desires, the courtier gains a certain

over a person's mental slate - be it ODt ~:;:
depression, or fear. The ability to ill
people's emotions is a powerful one.
change people's reactions or alter
perceive their surroundings.~
make someone more sympathetic to IIIre=='"
cause, or it can foster trust lD\lIo'3nf 6r••:~;
With the use of this skill, the c:l1IIItRI" •

change a person's emotioaal S&IIr •



The Doji Courtier begins
with the follOwing outfit:
(All of fioe quality)

Tanto, kimono, traveling
pack, 15 koku. small iron
box, steed

When the courtier is using Etiquelle,
Manipulation, Heraldry, Oratory, or Sincerity, they
no longer need 10 roll. Their attempts are
automatically successful. The courtier gains no
raises when lhey are using this skill - if they wish
to add raises for the skill, they must still roll, but
a failed roll in that case is still considered to be a

base success. without the bonuses the raises
would have applied. This technique cannot be
applied to contested rolls.

Rank 5: Your We
is Mine

Once the courtier
achieves Rank 5, it is a
simple matter for

them to gain
friends and

allies. They
can make
someone's

reaction or
opinion of

them more
favorable, even
going so far as
to assuage any

warlike or
offensive

feelings. If the
person the

courtier is trying
10 influence has a

Willpower less
than or equal to
ihe rourtier. ihe

courtier can
automatically

manipulate their
actions. If they have

a Willpower greater than the courtier,
Ihey still must make a successful

Willpower + Etiquette roll
against a TN of the

courtier's Willpower x 5. If
successful, they have found a way out of the
courtIer's manipulation.

If the courtier succeeds, their target is friendly
10 lhem, and treats them in all ways as a trusted
advisor. Charmed by the courtier's ability, the
person affected will consider them to be a friend,
and will listen to the courtier's words and counsel.
Unless the person affected has a direct reason to
mistrust lile courtier (obvious signs of betrayal, or

I to the courtier's goals. Acourtier who shifts
person's emotional state toward anger while

g them of an imminent Lion army's invasion
t cause their audience to react poorly toward
Lion Clan members lhey come in contact
- even to the point of offering

. services to those opposing the
..JO[I. In order to be successful, a

rtier must spend a minimum of
minutes talking to their target,

_ make a successful Contested
reness rolL

Rank 3: Test of Honor
Beginning al this rank, the

3lUrtier has the ability to
lenge another person's r--__

lClion with a test of honor.
"'he courtier can do this a
Ember of limes per day

al to the courtier's
aool rank. Before an
Don has been rolled by

target (any action, from
JIl etiquette roll to an attack
~1I), the courtier may
.ilallenge the larget. If the
OOI.lrtier's honor challenge is
iUCCessful, the action of the
other character
mmediately becomes a
iailure, no matter what the
~II.

In order to challenge an
opponent's honor, the
OOI.lrticr and his victim must

ke a contested roll based
on their Honor ranks (round
Jawn). The TN is equal to
the opponent's Honor x 5,
and any non-Crane
dlaracter must drop
~I dice that roll

wer than the
Crane's Honor. If both
.:ontestants succeed on their rolls, the one who
-oiled higher wins. If neither contestant succeeds,

contesl continues to the next round; the action
ich lhe courtier contested is "in stasis" and

tJes not occur until the contest is resolved.
Rank 4: The Gift of the Lady
At this rank, the courtier has gained sum
tcry over the political niceties of the court

t such things have become almost effortless.



The Daidoji Bushi
begins with the following
outfit (All of fine quality)

Kalana, wakizashi, yar~
light or heavy armor, helm.

avtlfng pa(i, steed. kimono,
any 3 weapons, 10 koku

the courtier asks them to risk their life), the target
will continue to treat the Crane as a trusted ally.

However, this ability diminishes over time,
and must be maintained carefully by the courtier.
For every day beyond the courtier's sdtool rank
that the courtier does nol have prolonged contact
(long conversations, visits or other time spent in
the company or the target), or if the courtier asks
them to do something against their personal code
of ethics, the person who has been charmed may
roll their Willpower against a TN of 30. For each
successive day, or each request. the charmed
person gets an additional +5 to their die roll, until
they break free of the courtier's influence.

If the person influenced by the courtier has
been treated well, and the courtier has genuinely
attempted to be friendly and has assisted their
target's own goals and desires, the courtier will
have gained a true ally. However, if the courtier
has been unreasonable, asking their target to
reveal hidden information or risk themselves in
some way, the person may feel used and
unfriendly toward the Crane character, and may
actually become an enemy. In any case, the
person is considered 10 have a Willpower of 2

ranks higher if the same courtier attempts 10 USt'

this ability on him or her again.

Fa~ol' q'a51es fOl' the
noJl Coul'bel'

The Crane Clan is renowned for their ability
procure favors and gifts to reward those
assist them, or those who have been loyal. Theft"
is no rolling on these tables - the Crane COll

has the ability 10 select which gift will be of
in any occasion. However, as any diplomat kn
it is not wise to give more than is necessary.
Crane Clan is known for its generosity, but the
are not willing to randomly distribute girls
those who do not serve their interests. The
pay particular attention to a courtier's requesl
a gifl If that gift is used wisely, the Clan
reward the wisdom of its faithful vassal. If the
is given fruitlessly, or the courtier is guilty of
bestowing rewards to their friends, you can
assured that there will be some se
repercussions.

U there are other things which a cow<
wishes to offer as gifts or f"
the character should app
their daimyo, or a courtier
higher rank, and ask that such
item be given to them for a
purpose. If the gift is approved.
courtier will be given permi~
offer it as a favor. (The rank of
favors is determined by
Gamemaster.) The suggestions
are a guide for GMs. At limes.
favors available to courtiers are
change because of current
pressures and alliances. At an)'
the Gamemaster should feel
alter the favor tables, and add
or skills appropriate to
campaign as it evolves. 1bt
should also keep a watchful
the uses of the favors.

whom they are given - for it is
the Crane will be watching with equal.

RANK ONE

2 koku; One item of '"fme- ......_"
A pony; Safe (escorted) tmy{

city or palace; Meditative study



.nsight); Atutor to teach you the Lore appropriate
to the Clan - Crab: Lore: Shadowlands, Crane:
Lore: Myth and Legend, Dragon: wre: History,
Lion: wre: Bushido, Phoenix: Lore: Shugenja,
Scorpion: Lore: Ninja, Unicorn: wre: Burning
Sands; Information on some well·known topic or
rommonly understood science.

RANK Two

5 koku; A night with a fine geisha or
rourtesan: One "exceplional~ item; A fine horse;
Someone offers to champion you in your next
duel; A minor fetish from the Asahina shugenja;
'au are asked to visit the court of a noble family
gain 1 Glory box); You are offered the chance to
perform some notable service (when compJeled.
gain 2 Glory boxes); A shugenja will cas! a speD
of your choice; Next major battle, you "ill be
placed in a position to gain a Heroic Opportunit):
You learn a skill (or +I to a skill) from a
craftsman of a major Clan: fsuggesud skilbl
Crab: Weaponcraft. Crane: Courtier, Dragon:
Shintao, Lion: Battle. PhtJe1JiJc: Meditation.
Unicorn: Horsemanship. Scorpion: Sincerity.

RANK THREE

10 koku; Rehonor a dishonored person or
ronin; Gain an audience with a minor daimyo;
Gain the "patron" advantage for no point cost. at
any time in the game - however, no person can
have more than one patron at any time; The Crab
offer a guide into the Shadowlands; A Crane
Artisan will create an artistic masterpiece in your
honor (gain 3 Honor boxes); A Kitsuki Magjstrale
will investigate something for you; A Lion bushi
will serve as your bodyguard for a period of
months; A Unicorn steed; The Scorpion offer 10

embarrass/slander someone under your
directives; A blessing is placed upon you from a
great Monk of the Brotherhood - gain one free
raise 10 be used in your next adventure; You are
given the title hatamoto (honored advisor) or the
rank gunso (sergeant) (gain 2 Glory boxes); The
Agasha offer you a polion; The Shosuro offer you
a mild poison; An Asahina shugenja will make
you a minor fetish of your specifications (cosl 10
koku, 1week to create); You are asked to perform
a minor service for the Champion of your Clan
lwhen completed, gain 3 Glory boxes).

RANK fOUR

20 koku; 1 "exceptional" item; You have the
opportunity to marry a daimyo's daughter, and

gain the adnnLage Major Ally (any clan,
whichever ODe )"00 marry into); Someone
unknown 10)VU irds Ibry owt you an obligation,
and wiU ttpa) IM~ in the future; The
Asahina ask ,. 10 8r IIIr bearer of a major
nemUTaIUli, Gail: a ill the dan of your
choice; Out of ".. o.i. hes fClf common
origin) cu.s • .... ,. as )'OOf
peoooaI .. • _ ....,. fob,h

creatrd II) ".. 5 _ QIISt;~ ..

a~ .,..0. 5Gb)

R""" fw£
30 Proannml magic item; Minor magic:

item __ lO )"Our specifications (GM 10
dder cosu; Position as a Magistrale for the
EmaaId Ownpion (gain 1 Glory Rank); A
proIIIiDenl member of your Clan (but not a
dmnryo or other feudal lord) offers to perform a
mioor service for you, at your request; You are
given the opportunity to prove yourself to the ise
zumi of the Dragon Clan - if successful in their
test. you will receive a tattoo; Gain one spell scroll
from the Phoenix; A significant service from the
Crab, Scorpion, Lion or Unicorn Clan - including
troops, information or safe passage.

efl1a nmdoJl
BOclygUZl11d

!'"

Bel1oo!
The Daidoji are among Rokugan's craftiest

fighters, concentrating on defensive maneuvers
and a slyle of fighting that induces their
opponents to defeat themselves. They make
excellent bodyguards. although these abilities also
can be turned toward the "darker" Side of life, and
many Daidoji work as smugglers. spies and
espionage men. The Daidoji aren't ashamed of
their illicit activities, although they don't go to any
extremes to shout them to the world, Similar to
underground spies, the Daidoji are the shadows

T H£ STRONGARM

OF TH£ DAIDOn

The Daidoji prepare at
.n timeS to be invaded from
.. math by the Crab. or
__ dar '1'$ by the (jon.
....... ,; thO. 1Wf'"
DIiilIaii iartr caD be lound
em ibr SIDlIlhmJ pt'~
and the rs~ asuall)"
....tion<d .......
western border of Crane
lands.

Daidoji soldiers patrol
along the road known ~
the "Way of Faint Echo of
Glory~ (23), from Kosatcn
Shiro (51) to Shiro sana
Kakita (52), and maintain a
tight watch on the border
divided by the great
highway called the ·Way of
the Elements" (1).

The rest of their troops
are located bftween Toshi
Ranbo wo Shien Shlte
Teigisaho (81) and the
Palace of the Imperial
Champion (63). on another
border with the lion. This
border Is far less stable. as
the (jon have vowed to ODC
day take back Toshi Ranbo
wo Shien Shite Teigisaho.
and the Daidoji are sworn
to prevent iL



The Master Smiths of
the Kaldta family produce

the finest blades in the
Empire. OulShlnlng all other

manufacturers, a Kakita
blade is exceptionally fine
steel durable and nexible,
and able to withstand the

p8S!l8ge of a thousand years.
Since the lime of Yasurugi,

the first son of Lady Doji
and lord Kakita, Crane

smitlL~ have been perfecting,
revising and making

innovations to the
manufacture of

swordblades. Thty will use
QfIly Hida steel in their

blades, claiming that the
steel which the Crab

produce far outshines any
other steel in the Empire. A

Kakila blade is distinctive
for three reasons. First. it is

lighter than most blades.
thinner and more nexible

than the typical katana.
Secondly, a Kakita blade has

fine lines of bluish tinged
damascus running down the

cutting edge, causing the
e~tire blade to shine with a
slight tint Thirdly. a Kakita

blade is only given 10 a
samurai who has proved
their honor and courage,

nd is rarely given 10 a non
Crane samurai. One of the

finest of these weapons is in
the hands of Kakita

TosAimoko. His blade is an
anoent one, forged over six

hundred years ago by one
of tbe first Master Smiths to

perfect the technique of

'''''''''"'
Kakita Master Smiths

regard their work as a form
of art, and approach the

CIftIlion of a new blade as
of the highest order.

in the court, gathering information and protecting
the Doji diplomats. If something is needed, the
Daidoji can find illf there's a shipment that must
get through, there's a Daidoji willing to take it
there. Let the Doji use their skills to hide any
dishonor; the Daidoji are willing to do what must
be done, for the sake of the clan.

Benefit: +1 Agility
Skills: Kenjutsu; Defense 2; laijutsu; Battle;

Archery; anyone High or Bugel skill
Honor: 2, plus 5 boxes.

T£CHNIOI!£S

Rank 1: The Force of Honor
At the first rank, the Daidoji bushi uses his

Honor Rank, rather than his Earth Ring, to figure
his wound level. Round all fractions down.

Rank 2: Wielding the Inner Fire
At this rank, if the bushi dtooses Full Defense,

they automati(ally gain the highest (fastest)
initiative in the combat round following the
round in which they declared a Full Defense. The
bushi does not need to roll, and this overrides any
other initiative ability.

Rank 3: Moving the Shadow
The bushi (an use his opponent's armor rank

against him. forcing their opponent to move
against the oonstrictions of tightly laced do-maro
and restricted peripheral vision. The bushi dodges
and moves in ways which force his opponent to
work against the restrictions of his own armor.
The bushi's own TN to be hit is increased by the
value of his opponent's armor.

Rank 4: Strike Beneath the VeiJ
At this rank, the bushi has gained the ability

to pierce his opponent's defenses to such an
extent that they may make two attacks per round.

Rank 5: To Tread on the Sword
The bushi at this rank has learned how to use

his opponent's school against him. If the bushi
faces an opponent whose school tec:hnique he has
previously seen, the Bodyguard may choose to
spend Void equal to their opponent's Sdtool Rank.
If he does so, the opponent may not use any of
their special school abilities that round.

\ \

Efhg l'\aklta
7b1tlsan
iicadgmy

The Kakila artisans are the finest creators of
art and literature in Rokugan. Their intense stud)
of the arts and their focus on the innate magic
inherent in all works of beauty have led them to
the development of certain tec:hnlques, or mayas..
They are known throughout the Empire IS

tearners, instructors and tutors, and their ski
are welcomed in every (ourt in Rokugan. Among
their artistk endeavors are the students of the
of the sword - the famous Kakita laijutsu Masten..
detailed in the Legend of the Five Rings RPG.
Kakita artisans (other than students of the laiju
school) are neiLber bushi nor shugenja, similar
the ise zumi detailed in the Way of the Dr,

sourcebook.
The Kakita Artisan At:ademy still trains

studenls in the traditional "School Rankn 51
(from ranks 1-5). The most unusual part of
system, however, is that when an Artisan
enough insight to raise them in overall
Rank, the artisan may choose which maya
wil1learn for their next rank.. However, an~
cannot moose to learn a maya for whidt
have not already learned the base ranks.. 17
means that while an Artisan can always choosr
learn a rank 1 maya, they may not alternpl
learn a rank 2 maya unless they have
mastered the rank 1 maya for that art

Artisans do nol have "techniques" per se.
do they gain spells as a shugenja mighL An.....
gain maya abilities, as defined below, for
rank they rise within their school <h..=;;;
from the Kakita bushi school do Dol gam
the maya abilities outlined below, DOl" c:.
choose to take an artisan maya in pIacr
normal sdlool rank.

When a maya cal1s for the Artisa5
Rank. they are asking 10< the ......Sdo"I~

- - -----------------



that character, rather than the character's ability
.rut that art An Artisan who has an insight of
_ I. and has mastered the maya Origami 1.
Dance 1, and Ikebana I & 2 is still considered a
5dlool Rank 4 character.

Benefit: +I Intelligence
Skills: Courtier; Etiquette; Anyone artistic

skill (choice determined by the artisan's first
idlool rank); Calligraphy; Lore: Myth and Legend;
\ny one High Skill

Honor: 3, plus 5 boxes

Unlike many schools in Rokugan, the Kakita
\cademy teaches a variety of subjects. including
the famous laijutsu Duelist specialization. Both
the artisans listed below, and the iaijutsu masters
listed in the basic RPG book are considered
Sludenls of the Kakita Academy. The Crane
.::onsidcr the mastery of the sword to be like any
uther art - one which must be followed with
discipline and dedication, so that the mastery of
tIS abilities renect on the beauty and strength of
me spirit Aduelist and an ikebana master are, in
mis way, viewed with the same respect and
admiration for their mastery of their respective
arts.

When an Artisan begins at rank one. they
must choose a specialization from the list below.
At rank one, they will gain the first maya ability
of that specialization. Thereafter, when the Artisan
gains enough insight to rise another Rank, they
may return to the Crane lands and choose
another maya If the Artisan mooses to continue
in their specialization, they will gain the second
maya ability. If they choose 10 begin another
specialization, they may choose one of the other
specializations and gain the first maya in that
school. If an Artisan gains all three maya abilities
of one specialization, they are considered to be a
Master of that art

In this way, a rank 5 Artisan will have 5 maya
abilities, chosen from the ranks below. At no point
mayan Artisan have the second or third level
ability within a specialization unless they have
already achieved the earlier levels of that art

However, there is no constraint forcing an Artisan
to Master in any ar~ or even to take more than
one maya from any art. Thus, the five maya which
are known by a 5th rank Artisan may be from
five different arts, or any combination the:reof.
When an Artisan picks their first maya from a
specialization, they receive a single free Skill
Rank in the corresponding art Thereafter, the

Artisan must purdJase further skills in this art
normally.

Unless otherwise specified in the description,
each maya takes approximately five minutes to
perform. Art is a delicate maller, and requires
implements, concentration and creativity. Some of
the maya, such as origami and painting, can be
performed alone time and ~held~ until invoked.
Such invocation requires one round of action, and
an Artisan can only ~hold" a number of finished
products equal to their School Rank.

The specializations are listed below in the
following format:

Art: The actual type of work for which the
maya is a focus, and a brief description of the art
and its applications wilhin society.

Ranks one through three: What the maya
does, its effect and how it is used. This also
describes the limitations and drawbacks. if any, of
lhe ability. Each maya is linked to its relevant
artistic ski1~ and to the Fire Ring. In order to use
the maya ability effectively, the character must
make a performance roll using a number of dice
equal to their Intelligence + Skill, keeping dice
equal to their Intelligence. Unless otherwise
specified, all mayas last a number of hours equal
to the artisan's school rank, and can be performed
a number of limes per day equal to the artisan's
school rank.

The Target Number of the specific action
which the character is attempting to perform will
be determined by the Game Master. and me
artisan may make a number of raises equal to
their skill rank. These raises may be used to
increase the duration, accuracy, or some other
property of the artisan ability, as approved by the
GM in each situatiOlt The GM will assign Target
Numbers appropriate 10 the situation, but as a
general rule they will range from 20 for li simpler
maya 10 30 or more for a very complex or
advanced effect.

ACROBATICS

Acrobatics is a popular [arm of entertainment
in Rokugan. The contortionists and high-flying
daredevils of the courts are often called upon to
perform stunning acts of balance, nexibilily and
daring. The first prominent contortionists were a

Days are spent in
preparation. purifying the
workspace and meditating
on the form of the new
weapon. Arter the
appropriate period of lime
has passed, a group of
Kakita swordsmiths will
approach the forge
wordlessly, and will remain
silent durtng lhe entire
process of creating the
blade. They believe that
even a misspoken word can
alter the purity of the blade.
and so they work in silence.
When the blade is fully
forged, ils mettle Is tested
against a massive stone
which slands in the
mountains above Doji
palace. If the sword can
carve a wedge from the
stone with a single stroke. It
is considered to be
acceptable as a Kakita
blade. It is said Ihat the
sword Toshimoko bears was
the first blade to be so
tested. and that it was the
sword whidl cuI the SUloa
Irte from the mountain A
Kakita blades ha~'e

individual names. and the
Kakita smiths are said to
lurn oul no more than IWO

such blades a year. Any
blade which fails Ihe Test of
Stone is destroyed, its stetl
returned to the earth as
dust and slag.

A Kakita blade adds one
die 10 roll and ketp when
Slriking to hit an opponen~

and allows the user 10 rtlOl!
one damage die during an
iaijulsu dueL ACrane
character can purchase a
Kakita blade al charad,er
creation as a four·point
Advantage.



HA_oro
To be made hatamolo is

a great honor, and one
which is given only to

dedicated and honorable
members of lIoble families.

A hatamoto, or honored
retainer, is someone who

has betn chosen by the
dalrnyo of a noble family to
be an official representative

of the family name. This
meallll that a hatamoto can
!peak with authority for his

Lord in their absence, and
even agree to minor

contracts and negotiations
their family. Ahatamoto,

therefore. has a great deal of
political power. Typically,
hatamolo are only called

upon to perform Ihis ability
when their Lord cannot

attend the negotiation. To be
a hatamoto means that your
daimyo regards your advice

highly, and thai he has
placed a special -mark~

upon you, so that all will
know that you are onc of
his most favored subjects.

Often, the title brings
with it a certain amount of
land, on which the retainer

is expected to live and
woUnue their service to

their feudal daimyo. Similar
to a military tille. to become
a hal8moto brings with it a
great deal of responsibility

as well as glory. However, a
hatilmoto is primarily a

servanl to their feudal lord
in whatever capacity they

can besl fulfill. Diplomatic.
artistic, advisory or military

hatamolo arc all possible.

troupe of entertainers who performed their
unusual skills between periods of Noh drama,
with a traveling acting band. Eventually, the
acrobatic performances began to outshine the

• plays, and they began 10 travel on their own.
When those entertainers were given a permanent
position as the Royal Performers to Ihe Prince by
the sixth Hantei, it was clear Ihat acrobatics was
going to be a major art form in the future. Many
practitioners of the more "noble" arts look upon
acrobats as "low" samurai and they are often
viewed with suspicion. However, the crowds Ihat
acrobats draw cannot be denied, and nearly every
noble house has at some point hosted the
Imperial Acrobatic Troupe within their highest
court For an acrobat to be asked to perform with
this troupe either on a single occasion or a
permanent basis is a tremendous honor.

The maya for acrobatics require no
preparatory rounds, and cannot be "held:'

Rank one: Afirst rank acrobat has the ability
to escape complex bonds through coordination
and rontrol of their joints and muscles. They can
escape ropes, gags, or other restraints with a
successful Agility + Acrobatics roll. The TN for
the roll depends on the complexity of the
restraints (anywhere between 10 and 30). Further,
the acrobat has the additional ability to move
through passages too small for typical human
inhabilants, to slide through windows, past bars
or other major impediments in a Houdini-like
style. Such extreme activity is painful for the
acrobat, as it requires dislocating joints or
stretching muscles in dangerous ways. Its use
delivers a single rank of Wounds each time the
acrobat performs the maneuver. The acrobat may
perform this maya an unlimited number of times
per day.

Rank two: When the acrobat reaches the
serond level of mastery, they have gained the
Swift reflexes and incredible dexterity needed to
dodge missile combat, such as arrows or thrown
weapons. When dodging missles, the Acrobat
adds his School Rank x 3 to his TN to be hil This
bonus is only applied if the acrobat is aware of
the incoming missiles. This maya requires no skill
roll.

Rank three: Rank three acrobats are among
Ihe most agile people in the Empire. Their
movements are blindingly fast, and they have the
ability to perceive threats in their peripheral
vision. Because of this. an acrobat can
instinctively move to correct their position or

balance. If the acrobat chooses a Full Defense and
selects a target 10 defend themselves against, they
cannot be hit by any targeted weapons or spells
from that individual. This maya requires a skin
roll each round the character declares their Full
Defense maneuver.

DANCING

Traditional dancing is a major aspect of
Rokugan culture, and ranges in style from tht
delicate and gentle movements of the mai school
to Ihe energetic jumping and stamping of fees.
known as odori. Dancing is not only for the court
performed by the famous Noh actors, but by tht
heimin of Rokugan who have developed somt
rather unusual styles. Dancing is said to lift Lht
spirits, bring cheer and health, and bless tlw
village. Often, at great festivals, dancers stream
through the streets, carrying great paper dragOlll
with which to frighten away evil spirits. Geisha.
too, are famous dancers, performing the arts
the sensual dance. Dancing is often an elabo
pageant, with glorious kimono and tremend
golden fans for emphasis and grace. Some mOIl
warlike dances involve weapons such as
spear, and are thought to bring honor to
weapon as well as the performer.

Dancers arc sometimes mistaken for Ka
performers. and there are many written
which are designed to be danced rather
performed by actors on stage. Because of
dancers arc often as knowledgeable about
playwrights and performances as thea
actors, and they know the intricacies of m
stage combat, and other provinces of Kabukt
Noh theatre.

Dancing is an art which requires coneen
and skill, but which can be performed
almost no preparatory work. Thus, an
docs not require any preparatory time to
dance maya However, dance maya cartJlUl

"held."
Rank one: Dancers, as performers, a~

asked to use the martial skill of mizu-do iD
to perform staged combat during a periOn_~
Because of this, a dancer often has a beUtt
of the martial art of mizu-do than tilt
practicioner. The skills needed to
accurate stage combat require
concentrated rehearsaL making e\'t1)'
perfect harmony of body and mind. Tht ..h:=
dancer gains one level of the mizJJ.....
free. Adancer gains a number or fret ,,,,,,,



ARTISAN 0umT
The Kakita Artisan

begins with the follO\l.ing
oulfit: (All or fine quality)

Katana, wakizash~
kimono. travelling pack.
Artisan's satchel. basic
eqUipment as suited for
their Artisan specially
(paIntbrushes. makeup kit
etc.), 10 koku

confidence and rtlTlO\.'C doubt With a sua:essi"ul
lntelligence + Ikebana roll (TN 20). the Artisan
can grant a single Free Raise to any individual
they touch, for anyone slaled task which must be
performed within the hour. It takes len minutes
for the artist 10 ronfer this benefit This ability is
noi cumulative with Itself, and an Ikebana artist
may not give more than one (ree raise 10 any

sick or the old in order to bring them long life and
health.

In general, ikebana maya cannol be "held,"
.ith me exception of their rank three ability,
DOled below.

Rank one: AI this rank. the ikebani can bring
good fortune to those the artist favors. By
spending ten minutes and making a successful
Intelligence + Ikebana roll at a TN of 15, the artist
can grant an individual (himself or another) an
additional die to roll and keep for one task. The
task to whim this additional die is applied must
be immediately performed. No more than one die
can be given in such a way 10 a single task.

Rank two: A second rank Ikebana artist can
use the beauty of their arrangements 10 inspire

•

their School Rank anytime they use the
-do skill (See mizu-do, AppendiX In

Rank two: At this rank, if the danctr makts I

ful conlesled roll of their Agility +
"ng versus the vlevier's Willpower. they haw
erized the viewers. Someooe "ito hal. bem
erized can break free of me dI:Dcr b)

mning the contested roll. A dancer m
linue to make these contested roIb WIth tab
"ence every three minutes. Someone who _
n mesmerized is not "frozenR nor ipOnDl of
"r surroundings. If attadted. the): .m rtSpOOd.

ever, they will ignore and forgel aD)1hing
ich occurs (save their memory of tbrr dancer

JDd his dance) and down not directJ)" affect them.
Therefore, if a dancer mesmerizes the dalM)'OS

rds. someone could slip past them.
something from them l....ith I

ful Agility check) or discuss
)methlng in their preseott. all
thoul the guards' kno\\'ledgt. And

guards won't even remember thr,'
there.

Rank three: At this rank. the
rer has so sharpened their

m1exes. body conlrOl and sense of
ing that they are able to more

tffectively perform precise
\'emenlS in a short period of time.

ben using the mizu-do skill, the
ncer may make an additional

defensive maneuver each round. (See
.izu-do, AppendiX II)

Ik£BANA

Flower arranging, the art or
Ilt.ebafUl, is n respected and beautiful
"rm of expression. It is the

gement of flowers, branches. and
er plants within appropriate

amtainers. These special rontainers.
prescribed for each form or

ement by andent cuslom, are
layed in homes and gardens all

o\w Rokugalt Branches arranged 10
lTpr6Cnt natural settings, formed around bursts
uC rolor from flowering sprigs. brighten t1~

erwise spartan Rokugan dwellings. Rowers
Me considered lucky, and their arrangemenl
ttrings good omens from the komi of the

sehold. Scauered petals are said \0 ward off
and til fortune, and are often given to the



individual in the span of less than an hour.
However, this is cumulative with free raises from
other sources. such as a shugenja's free spell raise
based on their school.

Rank three: A master of flower arranging has
the ability to warp luck around himself, gathering
fortune and changing the odds of probability. This
ability has two possible applications: benefidal or
detrimental, based on the ikebani's choice of luck
or unluck. Either effect requires a successful skill
roll (Intelligence + Ikebana at a TN of 25).

Once the ikebana Artisan has successfully
performed their art (an act which
requires five minutes of
concentration), they have gained ~

one reroll. This retoll may be If
used at any time, on any I ~

individual in the ikebana's sight, , r f!1 V
to force the reroll of a single It ~
action. ThUs. the ikebani ~ ~

can choose to reroll a ~~~~~~!.~~failed roll performed by ~

himself or one of his
companions, or he can
force an opponent 10
reroll a successful
action before it can
take place.

An ikebana
artisan can
~hold" this
reroll for up to
one full day after
he has performed
the initial arrangement

I£STER

can leave that character reeling distracted or
care-free. at the Jester's whim. Afterwards, all of
the target character's social skill rolls (fea
Ceremony, Etiquette, ctc) eilher add or subtract
one die to their roll for a number of hours equal
to the Jester's School Rank. Acharacter may onl)'
be targeted with this once per hour.

Rank two: The Jester can manipulate
everyone else into jumping into a melee before
he does. With their skill al taunting and their
understanding of basic human impulses, ~
Jester has gained Ihe ability to start a fight Whilt
this is nol a difficuli thing in many places ~

Rokugan, the Jester can do SO without
appearing to be at fault Whether in or 1M

, of combat, the Jester can attempt to dra
\ someone inlo direct combat - luring ..

archer from safe CQ\'eP'

taunting
opposing shuge

into rushing .
combat, t1L

/ The Je
must perfo

for two acti
after which the vi

must roll their Intellig
against a TN of 15.
charge the n

individual, wbe
friend of foe. If

Jester wishts
raise this

they must m
performance

~ntelligence +
at a TN of 20. plus raises for

Jesters. the dancing 5 they wish to add to !.heir victim'§.
figures whim strut through the court and Rank three: Upon reaching Rank •
mock the failings of others, are another ~ his schoo~ the Jester has become
type of Artisan in Rokugan Their satires enough to pull an onlooker inlO

and public jokes about important figures in """~'" Anytime the Jester is making a
the Court are sanctioned only because it is the performance (at the Imperial Court.
jester's job. They are some of the few individuals festival, etc.), he may target someone
who can speak publicly about another person's audience. The character targeted is
loss of face without being openly challenged for receiving end of !.he jester's ""it If dIr
it Even so, they are usually sponsored by a noble defeats his opponent in a conleSltd m::~i
who is responsible for !.heir comedic performance. rol~ the victim permanently loses a 8

Jesting does not require any preparation. but it Honor points equal to the Jes&cr's
also cannot be ~held." The Jester may never target Iht s-r

Rank one: At rank I, the Jester has become twice in less than six months.
adept at manipulating the emotions of others. If
the Jester converses with another character. he



Let's spend a minute
talking about Jesters.
Rokugani court Jesters are a
little different than the
western Jesters we're
familiar with. They're II bit
more sarcastic and sardonic
and a lot less Monty.Pytho

Just mentioning that
name might wrench you
oul of Rokugan and right
into the Dead Parrot Sketch,
and that's the danger of
having a wacky Jester. The
moment you let "wacky"
into your game, lhe playe
are going to start quoting
the Pythons, Sout1l Ptuk
and Animanidcs and forget
about honor and duty.

Rokugani Jesters sing.
dance and lell stories; quote
the Tao of Shinsei a little
wrong. and make sure you
know when you've done
something inapproprillile.
They usually speak in
rhymes and foretell doom
for those who mock them.

Take a look al the Fool
in King Lear, or for an C\'tfl
better example. dleck OUI
the Fool in Akira
Kurasawa's RJzn (a slightly
diITerent \'ersiOA of the
same tragic tale). Now that
a Jester.

Rank three: The final rank a musician can
achieve confers the power to enmant listeners to
such an extent that they will cease all activity and
listen to the musician for as long as they choose
to play. Use of this power calls for a contested roll
versus Ihe listener's Willpower. If the roll is
successful the lislener will cease activity and
Iist~n to the music, oblivious to all that occurs
around them. If the listener is attacked, moved or
roughly shaken, they are immediately freed of all
further effect of the song. and cannot be targeted
with this ability again for 24 hours. This ability is
not targeted, and affects all listeners within
earshot

NOH/kABUkI ACTING

This highly stylized form of traditional theater
is popular in all parts of Rokugan, incorporating
dance, music, acting, makeup and glittering
displays of costume and lighting effects. In some
cases, Noh is performed by puppeteers rather
than physical actors and actresses., but typically a
troupe of Noh performers will consist of a
protagonist (the shitt!] and a primary supporting
character (the wakl). The drama consists of slow,
rhythmic chants and restrained movements, and
follows a very rigid pattern. First, the woki calls
the shite to the stage and asks questions which
reveal the situation and the nature of the shite.
The climax of the play is the formal dance
performed by the shite, which expresses their
maracter's true reelings. All Noh actors keep their
faces expressionless during the perrormance,
preferring 10 let the words and expressions of the
play speak for the character. During an artisan's
life, they may be trained 10 play either or both or
these main roles, as well as a host of other
characters such as an old man, court noble, spirit
or ancestor, or demon. In some performances,
there are elaborate masks which the performers
wear 10 hide their faces and express the
character's nature.

There are no sets in Noh. A featureless black
backdrop, a few simple objects used as props and
a host of musical inslrUmenls comprise all the
necessities of the performance. l1le emphasis of II

Noh play is not the plot - il is the gradual
intensification of character and emotion. There
are categories of Noh plays: the celebratory plays,
the ghost plays, the woman plays, the warrior
plays, and the demon plays. In some more rural
Noh, there is a sixth type - the burlesque play.
Such plays are not popular among the courts of

SIC
Music is possibly the oldest form of

.-mainmenl in the Empire, ranging from simple
of the hinin to the elaborate court orchestra

l:he Emperor. The standard repertory of a court
~rtainer consists of over 80 numbers on a wide

e of inslruments. One of the most popular
ments is the drum, ranging from the

rglass-shaped tsU2u.m~ whim is played with
hand, to the huge barrel-shaped laika.

Wembers of the musician class are often called
kodo or "Children of the Drum~ Another

JOPular instrument is the gentle biwa, said 10
ve been created by Kakita himself for Lady

Doji. The bJwa, an instrument similar to the
dolin, has either four or five strings, five frets,

aid is played with a thin pick made of wood or
ry. Flutes (hichirikl), whistles (sho) and gongs

shako) are also popular in orchestral scttings.
The mosl popular style of melody is known as
RiJku or "elegant music." Much of !his style of

uslc originates in ancient temples and
memonial rites, and has been carried over Into

more popular court tradition. Gagaku is
tOtemn, slow and majestic, often performed
Defore temple ceremonl~s in order 10 draw the
divine spirits of th~ Tao.

Because of the delicate and precise nature of
dais art, it cannot be ~held." A musician's maya
require one round of playing before their magical
ibililies activate, with the exception of the rank

'0 maya as noted below.
Rank one: While the musician plays. they

aeate a 10' area around them which makes it
more difficuli for spells to be effective All
IIlcoming or outgoing spells within 10' of the
caster must add +10 to their Target Number.
Raises by the Artisan can increase this penalty.

Rank two: At this rank, the musician can
Sllmmon one die of animals from his area to
perform simple tasks. It requires a hair hour of
playing, singing and performance to summon the
creatures. The animals have limited intellect, but

n understand the Artisan's will through the
music. These creatures are determined randomly

the Game Master, bul all are of small size. such
as squirrels, dogs, or hawks. The creatures are
loyal to the caster, and the maya grants them the
abilily 10 understand simple commands and
perform simple actions without supervision.
These creatures will obey the will of the caster for
one full day.



Rokugan, but have gained great favor with the
common man.

Kabuki is a different type of theater. focusing
on lively and almost violent action, dancing. and
emotionallension. Singers and an ordleslra often
provide a backdrop for the actors and key
inIormation about the selling or dJaracters. The
name kabuki comes [rom kabuki-odori, 1ilylish
and shocking dances': It makes use of elaborate
costumes and makeup, intricate sets and
dramatic special effects. Ac:lors move in stylized
paltems known as kato.. Stage hands, dressed
entirely in blade. mo\'e about the stage during a
production, changing sets or portraying ancestral
spirits which cannot be seen by me actors. The
stage is often ronsuucted \\-ith many lrap doors, a
rotating plaLform. and other elaborate
conuaptions. The 1\10'0 major types of Kabuki
plays are lhe jidaimono. or "rough stuff
style"; and the sewtzmono. or "talk
of the lown" - the social
dramas.

Using raises, the
artisan can
increase the
duration of
their ability,
doubling the time
the ability would be
active for each raise
declared by the player.
Use of any of the
Noh/Kabuki maya
requires ten minutes
to perform, and /.
Ihese maya cannot {
be "held:' (

Rank one: The
artisan has gained the
ability to impersonate
cerlain individuals,
through study and
observation. The target
numbers for this

impersonation skili,'~~~~~i
are: ..

Someone you've
known your whole life: TN 10

Someone you've known for years: TN 15
Someone you've known for months: TN 20
Someone you've JUSI met TN 25
Through this abilily, the artisan's \'oice.

mannerisms. and physical appearance art

changed through the careful application of
makeup and use of the acting skill. Certain
physical attributes, such as eXlreme height or an
extremely unusual voice,. cannot be mimicked
through this ability. The artisan needs a makeup
kit and simple tools. such as appropriate garb or
w1.ifJcalion of their identity. (A samurai who is
well known for his taltered saya, for exampk.
might be questioned if he appeared wilhout ill

Rank two: At this rank. the Noh dramatist It-.
captured the essence of the more fearsomt
characters depicted in the plays. Demo
nightmares. furious SpirilS from beyond the gm
- all these armetypeS wmmon to the Kabuki

Nob dramas have
seamd nature to

skilled arti
\Vilh practice, they

use this ability to shape their .
into something more fearsome than

mask they use on Slage, Anumber of linG
per day equal to their school rank.

dramatist may altempt to causr
fear effect, centered
themselves, affecting
creatures in a

radius who do not
a Willpower roll ag 
TN of 20. Those an

will cease wha
they are

and net
area at

speed for
number of

equal to 2 I

Artisan's
Rank.
Artisan

no<

or the radius. or exclude certain ...diY•• i:II

the effect, the dramatisl may anempl~~"~~ithe Artisan's rules. making raisfs
their a1leralions. If this skill c:brct ....
lISt or the ability is ...-aSIBi. as if
bu. DO _ 6 produml



three: At this rank, the dramatist has
the ability to physically alter their entire

50 that the dramatist can assume the form
.lllimais. The forms whim the actor chooses to

e may not exceed the mass of a heavy war
and no items (including clothes or

ns) mange with the Artisan.

OIuGAMI

The origami master specializes in the creation
beautiful objects and animals from small

s of rice paper. Origami is the intricate art
lolding, creating lifelike animals or stunning

..;Ocas o( Olner items. For centuries, origami nas
~ used in ceremony and ritual, and the skill is
_ Iy regarded in Rokugan. Origami empnasizes

.mght lines and sharp angles. The earliest uses
origami derive (rom a monk wno lived alone
a shrine to Hotei, the Fortune of Contentmenl

crane; a symbol of contentment and long life,
the most popular origami shape. but many of

shapes hold speaal significance to the
ugani people. Although differing kinds of

xper can be used by the artisan in order to
Elulate texture, the maya abilities below all
-rquire only the finest rice paper, ornamented on
tile side by a wash of color or patterning. This is
:alI.ed Iwwari-e origami. Earn use of a maya to
;;reate the effects below destroys the paper which

used in the compositiolt
Rank one: The artisan can create small,

aobile animals. At this poin~ the creatures made
• the artisan have no intelligence. and merely

.DlIow commands of the creator. Further, the
lDimals are still formed from paper, and retain

ir original size and mass. This means that the
.zrtisan could create a horse, but it would only be
J. lhree-inm high horse. A bird, however, would
llave the ability to fly, a spider to spin a web, or a
dog to bark a (rather faint) warning when
strangers approached. These creatures make
~Iiable short·distance messengers. warning
J.Jarms and scouts. as they can verbally
oommunicate with their creator in a limited

hion. The artisan is not limited to "real"
U1imals. Creations from the character's
.magination are acceptable, as are animals from

yth and legend. The items are under the direct
ental control of their creator for as long as they

Ire in the artist's sighl These animals last a
lIUmber of minutes equal to the artisan's School
llank.

Rank two: The artisan has increased their
prowess, and has gained the ability to make their
inanimate creations real for a short time - small
boats. boxes or kimonos could be made for use by
the artisan. Regardless of the size of rice paper
that the artisan uses to activate their creations, the
item becomes the appropriate size and correct (if
mundane) material. Such items are always of
average quality. and must be of no greater mass
than a rowboat. The items still retain a strange,
"paper-like" quality which distinguishes them
[rom normal items; they cannot be mistaken [or
a "real" item of the same type, even under casual
inspection. These items last a number of hours
equal 10 the artisan's school rank.

Rank three: At the final rank, the artisan has
the ability to create actual animals, fully alive and
formed of flesh and bone. The animal may be up
to the size of a heavy war horse, and has no real
intellect and no magical powers. Therefore, a
Ki-Rin would look like a Ki-Rin, but be unable to
fly, ignite itself, or use spell-like abilities. Agiant
eagle, on the other hand, would be able to fly.
because a bird's flight is not a magic power. It is
completely under the command of its creator, and
has the ability to communicate through barks.
nods. or other animal actions. It is not intelligen~

and cannot read or understand complex orders.
The artisan is not limited to "real" animals 
creations from the character's imagination are
acceptable, as are animals from myth and legend.
It is loyal to its creator, and will risk itself for their
well-being. These animals lasl a number of hours
equal to the artisan's school rank.

PAINTING

Painting indudes the many skills of color and
visual art, including calligraphy, sculpting, and
woodblock prinl One of the most common forms
of traditional painting is called bird-and-flower
painting, known as kachoga, which uses
distinctive landscapes and figures upon smooth,
£lowing backgrounds. Paintings are traditionally
depicted and displayed on long. vertical scrolls
(kakemono) or rolling, horizontal scrolls
(emakimono). The traditional brushes have
bamboo or wooden handles. topped with animal
hair. Tubular brushes known as tude are used for
calligraphy, along with black ink known as sumi.
There are over 300 kinds of writing and painting
brushes. and more than 200 different kinds of
hair for their creation. Calligraphy is the artistic
writing of Rokugani characters, and is thought to

THE ROLE OF TIf[

WIFE

When Kakita wenl to
bailIe the Shadowlands..
Lady Doji insisted on
handling all the financial
business of the house, and
of the armies of the Crane;
She performed these duties
so well that il soon became
the province of the wife 10
manage the finances, hire
and fire workers. and
Olherwise improve the
house.

The role of the wife in
Rokugani society is a very
oomplex one. A wife is
responsible for tlte day·to
day running of the
household. from monetary
businm 10 organization and
formal receptlon of guests.
Although a wife is often
chosen by the parents of the
samura~ based on statUS
and age, it is the privilege
of a maiden to refuse the
marriage in order 10 Join
the convent of Shinlao.
Marriage has nothing to do
with love, bUI rather with
duty.

A proper Rokug8lli wife
is educated, cultured, and
able to perform
mathematical calculations
as well as social cw;t.oms.
The education of women in
the Rokugani society Is as
intricate as that of the I11Jk
particularly in families
where it is customary for
the woman to rule the
house or become samurai·
ko. Women are not seen as
a lesser class, but rather as
a different class altogether..
one which has different
customs and rules than
their male counterparts.



In Rokugan, manners
are as important 10 a

lImurai as baltlt skills. One
misslep in court, or before a

wwerful daimyo, can lead
\A) the dealh of a diaracter.

On the other hand, a
dw&Cler ilial behaves in a

e.ultured. elegant manner
wUl usually be remembered

with favor.

Addressing a lord or an
equal with the proper titles
( red elsewhere) is only

go of courtly behavior.
r etiquette demands

thaI a samurai always use
1heir manntTS to ask favors,

to ask permission 10 speak,
PI" 10 question their dalmyo.
One thing to keep in mind:
although your own daimyo

can order you to commit
seppultu al any time, any
other daimyo who is your

Iordi equal or superior can
reguesl that your lord
rommand you to die.

Making friends is very
importanL

Remember: when in
doubt. ask politely. Ask

before entering a house, for
example, or before picking
up a sword that has been

before yolL Its better
to "pear overcautious than

10 commit a disastrous
breach of etiquette.

embody the spirit of the Crane Clan. No art is
more highly valued by the clan, for in calligraphy
each movement can be made only once. The ink
is indelible, each movement depicted
permanently upon the paper without any hope of
beginning again. One strike, one brush stroke 
one life. Wayo is the art form of calligraphy,
whim is more than the simple writing of words
on paper. Often, a person is judged by the beauty
of their writing, and treaties have been refused on
no more than the flaws in the artist's handwriting
on the page. The characters are admired as
abstract forms and designs known as Jumj~

embodying the character and slate of mind of
their renderer. They can be powerful glyphs and
wards, and their perfection can hold the power of
the word which they embody.

Painting is one of the more difficult art forms,
and one which encourages immediate perfection.
A painter who does not spend the appropriate
amount of time perfecting his tecltnique may end
up with some very disturbing results. Painting
maya require at least fifteen minutes of prepation,
but they can be ~held:' Any glyph which is ~heldM

must be kept in a safe. dry place (spell scroll
tubes work~ and the GM must be informed
which glyphs in particuJar have been made.

Rank one: At this rank, the painter has lhe
ability to creale semi-permanent calligraphic
glyphs which are powered by the essence of the
word. The painter can use special inks and
brushes to impart certain magical qualities to the

character the Artisan creates. The glyphs will
remain where they were painted until a number
of people have seen them equal to the painter'
school rank. Some examples of approprialr
calligraphic characters are given below, b
players should be encouraged to create their 0,"

glyphs and effects.
Confusion: When the painter creates th.b

glyph, he confers the essence of chaos
disorder into his calligraphic character. Whea
someone looks at it, they must make
Intelligence roll against a TN of 15 or bero
confused for a number of turns equal to (6 - thei.
Intelligence). A confused individual "
alternately wander about, attack blindly, r
poetry or stand still The GM will decide
appropriate reaction.

Protection: When this glyph is drawn.
painter must inscribe it upon the forehead of
individual to be protected. Once placed, il
remain for a number of days equal to the pain
school rank, and add 5 to their TN to be
Further, it offers an additional day of resistancr
the Shadowlands taint for each school rank of
painter. Only one such glyph may be placed
any individual at a time.

Rank two: When the Artisan achieves
amount of skill with their medium, they
create paintings of individuals with whom
are familiar. In order to do this, the painter
first create special implements, such as
made from the hair of the individual. or a



is made of the person's favorite kimono.
personalized tokens allow the magic to
~ the painting to the target individual. Once

painting has been successfully completed (an
+ Painting roll at TN 25), the Artisan can

ilto speak to the target over a great distance,
itating with the work. Such a painting can

a d10 days to create, and requires a great
nt of dedication and devotion to the work.

to the Target Number can allow the
to see through the eyes of the individual

6e painting, or allow the picture to work even
extreme distances, such as inlo the
owlands.

Rank three: The Master Painter has gained
ability to actually travel through his paintings.

he creates a work based on a place "'ith
he is familiar, the Master can meditate on

painting and actually step through it 10 the
WiII:e represented by the picture. The creation of a

I of this magnitude can take as long as
1r'"ml1 weeks. and requires an Intelligence +
Abool Rank at a TN of 30. If the mural is

ssful, the Artisan can step through and
lOpear on the other side. If unsuccessful, the
X1Ure is ruined and work must begin again
~ time the painter attempts this fea~ there is a
~ chance that the painting will be ruined. The

er Painter is the only one who can journey in
way.

POETRY

Poetry is admired in Rokugan as the highest
'Wm of literature. Waka, the traditional shon
1IOCms and songs, is a type of poetic genre

'nguished by its form. Written in short lines
flth 31 syllables following a 5-7-5-7-7 syllabic
..Item, waka can sometimes be created
'DOnlaneously. Apopular form of challenge in the
-.urt of Rokugan is to comprise a short poem,

etimes by forming a new poem 110m the lines
.one which someone else has just extemporized,

md sometimes by creating it in an alternating
ilshion. line by line with an opponenl

The earliest and greatest anthology of
ugani poetry is the Manyoshu, a collection

.2IU1pUed by lkorna Urne. In it are listed over
- JO() individual walla, rrorn the great art of

ers such as Kakita Kiyamori, Akodo Tomei
... the great ronin poe~ Rezan. Modern poetry
1!Dds to stress a newer style, called the renga

, which is based on the nve line waka, but is
ys composed by two people in succession -

the first performs the 5-7-51ines, and the second
nnishes the verse with the final two 7-syllabted
lines. One of the most highly regarded poets of
the current era is Kitsune Shikitora, of the Fox
Clan. who has spent over 50 years of her life
collecting poems from across the Empire. Her
library is said to be quite extensive, and her
knowledge of poetic style is unparalleled.

The most famous poetry competition is held
on the birthday o( Ihe Emperor each year,
sponsored by the Crane Clan. in which thousands
of people create waka based on a topic selected by
the Emperor himself. At one of these
competitions, many years ago, the great Rezan
saved his own life by composing a waka and
winning the competition. The Emperor had taken
offense at the poet's loud criticisms of Imperial
policy, and had been prepared to command Rezan
to commit seppuku for his indiscretions. However,
Rezan's recitation at the Imperial Birthday
Celebration caused the Emperor to rescind his
command and allow the poet 10 live. Rezan was
also the first poet 10 develop the shortest form of
waka. known as the haiku, and to use it to
express deep insights into nature and human life.
Untillhat time, mosl poetry shorler than five lines
was conSidered frivolous, and used (or
amusement and colloquial expressions. His style
set the standard (or modern haiku, and in fact
changed the way poetry was viewed in the
Empire.

Extemporaneous poetry is one of the most
loved art forms in the Emerald Empire, and
courtiers delight in challenging each other to
spontaneous poetic acrobatics.. ThUs, some poetry
can be performed without preparation, while
other, more complex works require as much as an
hour lo create.

Rank one: At this rank, the poet has the
ability to create a minor mirage based on his
recitation. Descriptions of woods can create the
image of a forest surrounding the Artisan; a poem
based on a lady's beauty can make her
(temporarily) even more lovely. These illusions
ha\l! no auditory oomponents. and cannot create
the illusion of a specific person. However, they
could be used lO camouflage a party of samurai
as bushes, or to enhance a shugenja's spell effect,
making it appear as if names roared from the
casler's hand. The maya is directed by the
Artisan's mind at the time o( its creation, and
cannot be altered thereafter, except by the use of
another maya. Anyone attempting to disbelieve

Some of the more
rommon manners include.
refusing three times before
accepting a gift. so that the
giver can prove their
sincerity: ignoring the
actions of a drunken man
such actions are conslde
bad manners 10 perfonn.
and even woru manners fo
mention; never sit so that
the bollom of your feet are
facing your daimyo Of other
superior.

SoME COMMON

PHRASES

Arigato gotn;mllSU.
Thank you very much.

Do itashinwsJUte.
You're very welcome

Sumi1M$l!1l.
Excuse me.

Gomen fUlSQi.

I'm very sorry.



STORYTEllER

SlIMMONINGS

Game Masters should sit
down with a player playing

a Sioryt.cller and go through
~ character's retinue of

S1ories. DUI of the dozens
(00 hundreds) of stories the

dlaracter knows. only those
be is truly familiar with will

allow him to summon the
"spirit of the story:"

The player and GM
should have basic statistiC'!
and personalities for lh~

"story chatacters~ pre-made
bEofore the game. Yes, it will

require a lillie homework
no the storyteller's part, but

if he doesn't have the
detailed information

necessary. he shouldn't be
able to summon the

dJaracter anyway.

&senlially, these
dJaraeters are not the actual

mythic heroes, bul
expressions of the

storyteller's chi None of
their Rings can be higher

than the Storyteller's SChool
Rank, and they shouldn't

have detailed information
the storyteller doesn't know.

In other words, if a

I
Storyteller weTe to summon
KakJla. the summoned spirit
would appear exactly as the

Storyteller would imagine
him to appear, knowing all

things the storyteller knows
in the character's repertoire

of Kakita stories. For
Instance, if Kaklta hid a
powerful sword and the

story doesn't tell where it is,
then the character and the

summoned spirit don't
know either.

the illusion must roll their Willpower +
Perception against a Target Number of 20.

This maya requires a preparation time from
ten minutes to an hour, depending on the
complexity of the mirage. Enhancing an already
existing object (such as a lady's beauty) is a
relatively simple task (ten minutes), while
camounaging a group of people as bushes is a
radical change and might take an hour.

Rank two: The second rank poet has the
ability to send short messages, composed as a
haiku or waka, which are received as whispers in
the ear of the receiver. The receiver may then
compose their own poem, in the same style, and
whisper it back. If the receiver is in sight of the
poet this ability does not require a Skill roll, and
may be done a number of times per day equal to
the poet's School Rank. If the recipient is out of
sight, the poet must make a Skill roll (Intelligence
+ Poetry) based on !.he distance between the two,
and must also have some item which is close to
!.he recipienl 1)rpical skill rolls for distance are:
TN of 15 for up to 1 mile, TN of 20 for up to 5
miles, and TN of 25 for up to 10 miles. Amessage
can be sent and received across a great distance
in this way once per day for eadl School Rank of
the poel

This maya requires no preparation.
Rank three: The third rank poet has the

ability to inspire great deeds through their
recitation of poetic events and famous chants.
Anyone who sits and listens (up to a maximum
number of people equal to two times the poet's
school rank) for three rounds (the poet's
preparation time) before going into combat will
receive a +10 to all of their attack rolls, and a +10
to their TN to be hit for a number of rounds equal
to two times the poet's School Rank.

STORYTELLING

There are many types of storytelling in
Rokugan, from the serious to the comic. A
professional storyteller. known as a rakugokn,
uses voice. facial expression and expansive
gestures. Often, the storyteller will act oul the
story with only their fan as a prop. Charades, such
as the pouring of imaginary tea into an imaginary
cup, are commonplace among professional
storytellers during their stories. Audiences may
already be familiar with the story, to the point of
knowing the gestures before the storyteller
makes them. However, the excitement of the story
is in the way it is told - the original portrayal of

the characters and episodes which lhe storyteller
acts ou~ and the emotions which the tale evok
from its audience. Storytellers often tutor nohM!
children because of their familiarity with
myths and legends of Rokugan, as well as th
methods of teaching the Tao and other s .
which a noble child will need later in life. or
the Artisans, the storyteller most often travels
land, entertaining the populace and remind'
them of the traditional ways.

One of the most famous storytellers in his
was Kakita Ryoku, author of the novel Winze
Her novel is the published papers of her jour
which tells of the stories she heard at wi
courts, and it illustrates the intricacies of
Rokugan political system. The novel has
quite popular among the ladies of Rokugall
some of its stories detail the famous romantt$
her time. However, it is much more than
romance novel Winter also details many poli
strategies and secrets which were used b)
various clans, and has been considered by
to be the single greatest book on politics
court intrigue that has ever been written.

Storytelling is not a static art. It requires
and creativity to perform, and therefore canJtC

"held" as some other artisan ma)'a
Storytelling requires at least ten minu
perform - longer if the storyteller is altern
complex or difficult feal

Rank one: At this rank, the storyteller
great knowledge of items and ancient
the storyteller studies an item for a te!l
she has a chance of understanding its Un
in history and any legendary attributes Vi

item may have. The storyteller may koolJo
original owner of the item. or any
owners. as wel1. This ability allows her 10

the magical or renowned capabilities of
if any. The Storyteller must make an ""'oI::::=!iii
+ School Rank roll against a TN aile ..
most notable items (BloodS\1iOnh..~':~:
Items) and their abilities, but rIlOI? oi
will have higher Target Numbers..

failed result may result in a ~:~:~~and the storyteller may gain an

Rank two: At this rank. tbr

ability to cause such belief~iD~.~_~~~~they may aClUaUy comt true..

storyteller reaches tilt dtrpr:st
of the intended rK:ipiml_ at t
SOfDt '1;,ly calls up spinb ••IHddiog. IS__...._



lime, and must maintain lolal concentration or
the character will vanish and the maya will end
At no time can the construct be out of the
Artisan's sight If the construct is ever killed or
destroyed. the Artisan immediately drops to the
"Down" wound rank..

'JYpical constructs will require an Intelligence
+ Storytelling roll at a TN of 20, but more
obscure characters or characters with a great deal
of personality may require a higher TN. Players
and GMs should peruse the lore of Rokugan as
presented in the various dan books and the basic
rule book. and deade on stalist.ics for cenain
oonstructs which the storyteller chooses to call
upon fairly often - an incarnatwn of love, for
example. or of deceit A word of warning is
required, bowever - the only Artisan bold enough
to attempt to bring forth the First Children of the
Sun was driven mad and torn to pieces by the
power he attempted 10 channel. Some things are
better left alone ...

storyteller chooses a myth and recites it in
a way that the target sees a connection

ten himself and the character, and that myth
rome true in their own life.. This can have
Ictal or detrimental effects which rome to
over a period of time determined by lhe GM

_ lhe nature of lhe story. For txample, if lhe
ileller influences their target by telling them

a greal Oni which eats the feet or the dead and
the hearts of 'rictims 10 the Shadowlands.

recipienl may find thcmsd~ plagued by a
ge odor, hearing noises in the night and over

course of weeks or months actually believing
they art being attacked by such a creature. 1£
successfully defeat this being {the product or
own imagination~ the story k>ses its po"'-"'tr

IDd will plague them no more.. Each time the
:teller uses this ability, the roll is a rontested

..c. versus the recipienfs V(rid The storyteller
all poinlS of Void in the attempt, whether

ful or not, and cannol use this ability again
a number of days equal 10 (6

• their ament Void).
Rank Three: A master

eller has the abilily to
"lrUIg characters from myth and
ItgCnd to life. Characters such as
Ooji Nio. son of KakUa;

no-Wo, the Foriune of
~under; or Benten, the
:stroness of romantic love, can

be created in semi-sentient
:mysical form. Such 'spirits' are
JOt the original characters. of
course - they are merely the
lIOryteller's own chi, which has
.:reated a constructed being who

certain traits which are
.Iltributed to the character. These
:ttatures, if they can be called

t, have no intelligence of
"!eir own aside from the
)1hical knowledge of their

.naracters and the direction of
;be storyteller. A construct of

no-Wo might be asked to
iWld and defend the storyteller,
or example, but it cannot woo a

man or cast spells.. bei:ause
se aren'l part of Qsano.Wo's

mythical characteristics. A
SlOryteller can only ha'roe one
:haracler active al any given



Rel'ltage q'a&les
These Tables are designed 10 give the player a guide to

determining random events which have shaped their family's history
- glorious or otherwise. A character may roll on the Heritage Tables
up to three times, but each roll costs one Character Point Begin with
Heritage Table 1and follow the instructions. But be warned, for every
family has alleasl onc skeleton in the closet, and not all ancestors are
distant spirils.

HERITAGE TAS1£ ,
Roll Result
1 Dishonorable Past Roll on Heritage Table 2.
2-3 Undistinguished Past No benefits or penalties.
4-6 Distinguished Ancestor. Roll on Heritage Table 3.
7-10 Mixed Blessings. Roll on Heritage Table 4.

HERITAGE TAS1£ 2 - DISHONORAS1£ PAST

Unfortunately, we arc nol all blessed with honorable ancestors.

Roll Result
1-2 Traitor! Adistant family member betrayed a daimyo of

your clan. Begin the game with the Black Sheep
Disadvantage (see the basic rulebook, p 75). You gain no
Character Points for this disadvantage.

3-4 Coward! One of your ancestors failed to prove his
worth in battle and ran when he faced the enemy of
your clan. You begin the game at zero Glory and musl
earn twenty Glory points before you reach Rank 1.

5-6 Shameful birth. Your mother was a highly ranked
diplomat to another clan. While there, she became
pregnant and you were born. You are considered a
lremendous shame to your family, because your
mother betrayed her loyalty to the clan with her lover.
She committed seppuku shortly after your birth, and
you begin the game at zero Glory. You were cast oul
of the clan for her dishonor, and you are a Crane Clan
Ronin; a relative raised you in the basics of your
school's techniques. but you will need to go to another
school to learn advanced abilities.

7-8 Vow! Your family has a long-standing vow to
oomplete. This could be a duel of honor, the recovery
of a stolen item once in their care, or the repossession
of land taken from your clan in baltIc. You may not
achieve rank 3 in your school until this vow is fulfilled.

9-JO Ruined! Your family lost everything in a battle or
political coup. You begin the game with nothing. No
family (Jrue Ronin), no money - only the clothes on
your back and your outfit (all items are of poor
qualily).
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HERITAGE TASLE 3 - D,STINGIlISHED

ANCESTOR:
Roll Result: One of Your Ancestors...
1-2 .. .fought at a famous battle. Roll on Table 3A
3-4 had a famous romance. Roll on Table 38.
5-6 performed a heroic deed. Roll on Table 3C
7-8 held a prestigious duty. Roll on Table 3D.
9-10 died a glorious death. Roll on table 3E

(fables 3A - 3E are on the next two pages)

HERITAGE TASLE 4 - MIXED BLESSING
Roll Result
J-2 Your family is renowned for its cleverness. One

your ancestors established their reputation in lhr
Imperial court at the expense of anolher clan, and
you are anticipated to follow in your ancestor
footsteps. Gain 1 Honor rank, and a minor enemy.
a clan of lhe GM's choice.

3-4 One of your ancestors slew a powerful enemy of Ibr
Crane Clan. Gain one Glory rank, a Major Enemy
a clan of the GM's choice and the Lore: clan skill
that ~Ian. You are also cursed to always drop
highest die when fighting against members of that dIa

5-7 You have inherited a nemuranai. You have no due
to the item's potential, but you have been told to
the item welL II has been in your family
generations, and you are expected to carry it
you. Always.

8-9 You are the last of a once-noble family within
Crane Clan. Your father's land was taken from him
pay taxes, and his samurai retainers have long 
been dismissed. You are the only child, the heir to
title and his responsibilities to the Crane. but
that nobility comes the knowledge that all the
of your ancestors are watching you. and thaI you
their last hope for glory and the return of the pm;!"
that your ancestors once had. Gain 3 Glory po'

10 Something's wrong. Your family has always
secret from you, but you never minded as a
People stared at you as if they knew some~

didn't, and you've never even known your
name, much less met anyone who knew hn.
father won't talk about it - he refuses to ""'''.?o:
what occurred, why you were found on the Sltp

home, or why he's so certain that you are his
Lately, you've noted some unusual things boI....1i:11r1
around you - and nobody will explain
circumstances surrounding your birth are ..ioI""
to you - and you're starting 00 think ,...,
wasn't even human....



HERITAGE TAULE 34 - FAMOUS BATTLES

r ancestor fought in a famous battle of the past, giving
a worthy standard to live up 10.

1'011 Result

1-2 Battle of the Landbridge

II was allhis battle that the Daidoji first made an alliance with
~ Crab. The valor of the Crane bushi who saaifictd their lives
alongside the Hida and Kuni al the great wall bas forged a
respect between the two dans. Your ancestor was one of the
original "Iron Cranc; Add 1 Lo your Glory rank and gain a
\linor Ally in the Crab Clan.

:;"'6 Battle at Kyudcn Kitsune

This is the most recent battle in Crant bisux)'. ha\-ing been
fought only 30 years ago. The (orctS or two minor dans came
IOgether, and the Crane were forced to 6gbt lor peaa between
Ihem afler an assassination killed man)" of tht nobles of the
Fox Clan. Gain the skill Lore: Ninja at Rank 1. add 1 to your
Glory rank, and gain a Minor Enmly in me Fat Clan.

4-5 Victory With No Strike

Your ancestor was part of the diplomatic troupe of bushi which
engineered the peace between the Lion and the Phoenix Clan
at the borders of Nemuiaminari Yama. Gain a Major Ally in
either the Lion or Phoenix Claft

6 Battle of the Raging Seas

This is the famous sea-battle which occurred seven hundred
years ago during the Battle at the White Stag. between the
gaijin forces and the fleet of Crane ships. Without the Crane to
sink the gaijin ships, their cannollS would have destroyed much
of the Rokugani coastline. Gain a Major Ally in the clan of your
choice, and the skill Lore: Gunpowder.

7-8 Battle of the Sleeping River

It was at this famous battle that the clan united against
luchiban and his order of Blood Speakers. Doji Hejiko, the
Champion of the Crane. led her armies against the Blood
Speakers in order 10 exact revenge on Asahina Jaijirnin, a
traitorous shugenja. Your ancestor was at this battle. Add 1 to
your Glory, and the skill Lore: Maho (Black Magic).

9-0 Day of the Falling Stars

At this baltle, the Crane armies were forced to retreat due to
Lion military pressure. Many peasants took their O\lrn li\"es
rather than be at the palace when the Lion arm'ed. and the
castle is said to be haunted with their spirits. Gain a Minor
Enemy in the Lion Clan, and the advantage Higher Purpose:
Retake Shiro no Yogilt

HERITAGE TAULE 3B - FAMOUS ROMANCE

Step One: Roll two dice for the clan with whom your ancestor
had a romantic entanglement

01-20 Dragon

21-40 Phoenix

41-70 Crane

71-75 Ccab

76-85 Scorpion

86-90 Unicorn

91-00 Lion. Minor Clan or GM/PJayer choice.

Step 1\vo: Now roll two dice for the outoome of the affair.

01-70 Romantic affair.

01-15 Summer affair. Nothing special. Gain Minor
Ally in appropriate dan.

16-30 Winter affair. Much more noticeable. Gain
Minor Ally in appropriate dan and 5 Glory points.

31-55 Marriage! Add 1 to your Glory rank and
Major Ally in appropriate clan.

56-70 A spot of trouble. A parent didn't approve,
so the affair was kept secret Gain a Minor Ally and
Minor Enemy in appropriate clan.

71-00 Tragic affair.

71-75 Your ancestor's emotions were unrequited.
Gain a Minor Enemy from the appropriate Clan.

76-90 Your ancestor's rival had too much
influence, so all your ancestor won was a broken
heart

91-97 A messy affair. Both parties were
commanded to commit seppuku. You were raised by
your undelaunVcousin. Lose 1 Glory rank and
switch your family name 10 another family (Doji to
Kakita, Kakita to Daidoj~ etc.)

98-00 The affair occurred after your gempukRu
ceremony. The husband/father/wife of your
Anceslor's lover demanded justice and killed him/her
in a duel. You now have a Major Enemy and others
of your family consider it your duty 10 demand the
righll' blood feud. Good luck.
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HERITAGE TABLE 3C - HEROIC DUD

HERITAGE TABLE 3£ - GLORIOIIS DUTH

All results on this table also roll on Table 5: Gifts. below.

J-4 Killed in a Duel

5-9 Killed in Battle

Step one: Roll on the Famous Battle Table, above (fable 3A)

Step two: Roll on table below. All rolls are worth 1 Glory
Rank, plus any listed bonus.

1-2 Killed protecting general. Gain Major Ally
from appropriate clan

3 Killed charging and breaking enemy lines.
Gain Minor Ally from your family.

4-5 Rode out before the enemy's army and
shouted insults, but died laler. Gain and lose nothing..

6 Died defending an ambassador. Gain a
Favor from the Ooji Courtier Favor Table, page 56.

7 Challenged the enemy's general. bUI died.
Gain 5 additional Glory Points.

8 Carried the Clan Banner into battle. Gain i
additional Glory Points.

9 Stole the enemy's banner. Gain an
additional Glory Rank.

o Your Ancestor saved a comrade by dragging
him from behind enemy lines. Gain a Major AU)
from the appropriate clan.

o Seppuku

Your Ancestor committed seppuku to save your
family's honor, and your Ancestor left you somethiIll
to remind you of his sacrifice. Gain 5 Honor Points.

HERITAGE TABLE 5 - GIFTS

Result

1- 10 koku (ldlO)

2-20 koku (2dlO)

Gain minor felish (tsangusuri) as a token of the Crane
Clan's appreciation. Roll on Heritage Table 6, below.

4-40 koku (4dlO)

You have been made governor over a small bit of land
that you must spend at least 3 months of the year
tending 10. Gain 1 Glory Rank. The revenue of the
land is 1 - 10 koku per year.

You have been made hatama/a (honored advisor) 10 a
daimyo of a family within the Crane Clan - this is an
important obligation, and you gain 1 Honor Rank,
and the responsibility to attend your feudal lord once
every three months.

Roll Result

1-2 Ancestor saved daimyo from assassination. Gain ~Lore: Ninja" and 5 Glory points.

3-4 (Shugenja) Ancestor researched spelL Gain one Air spell as an Innate Ability.

(Bushi) Ancestor was famous for his sword tedlOique. Gain one free raise when using iaijutsu, once per day.

(Artisan) Ancestor was a master of two arts. Gain one skill and the Brst maya of thai art, to be used once a day. If you
laler choose 10 achieve the second maya of that art, you also gain full standard access 10 the first maya

5-6 Ancestor defeated a famous swordsman in a duel. Gain a katana of fine quality and 5 Glory points.

7-8 Ancestor rescued a kidnapped relative. Gain Major Ally (Crane Clan) and 3 Glory points.

9-JO Ancestor single-handedly turned back a sally during a siege. Gain Battle 1 (or +1 Battle) and 3 Glory points.

HERITAGE TABLE 3D - PRESTIGIOIIS DUTY

Your character has lhe following position and rank:

1 - 3 Magistrate of the family (+1 Glory)

4 - 5 Magistrate of the clan (+2 Glory)

6 Magistrate of the Emerald Champion (+3 Glory)

7 Minor Diplomat 10 the court of the Clan (+ 1 Honor)

8 Minor Diplomat to the court of the Emperor (+2
Honor)

9 Gunso (Sergeant) (+I Glory, +1 Baltle)

o Chui (Lieutenant) (+1 Glory, +2 Baltle)

Roll

01-15
J6-35
36-50

8J-00

51-75
76-80
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HERITAGE TABLE 6 - ASAHINA FETISHES AND

MINOR MAGICS

" full description of tsangusuri is given in Appendix III. Each
of these items has only one use, unless otherwise spedfied in
the item's description.

Roll Result

01-10 Incense of Concentration - With fifteen minutes of
meditation, user (must be a shugenja) receives 2 spent
Void Points back.

11-25 Brooch of Plenty - Once every two days, nourishes
the user fully for one day.

26-50 Jade Amulet - Adds 2k2 to resist Shadowlands Taint.

51-65 Makeup Kit - Adds one die (0 roll for any
disguise/impersonation roll.

66-69 Bone Key - Opens any door, even if locked or
magically sealed. Any physlcal traps arc negated, any
magical ones are triggered.

70-76 Feather of the Crane - Lowers the wielder's weight to
10% of normal ror up to one hour. \\'hile in this slate
the wielder takes 3 times normal damage (rom
physical attacks.

77·79 Acorn of Visions - \Vhen eaten, this magical nut
renders the user comatose for one hour, during which
he will receive visions about any subject meditated
upon immediately before eating. At times. this felish
can be used as a type of augury to attempt to divine
a course of action, or as a semi·reliable form of
saying upon another person.

80-89 Tortoise Shell - Confers protection from all ranged
attacks, for the duration of ten combat rounds.

90·97 White Sheaf of Grain - Heals 2d 10 worth of damage
to one person. The person does not have to be the
user, but must be toudled by the user as the sheaf is
invoked.

98-00 Black Fan - This fan. when used properly, confers a
certain amount of awe and fear toward the user. The
user may roll 2dlO and add the result to their Glory
(in boxes) for one hour. People listening to a speech
or command by the user are slruck with mild fear
and respect (One free raise toward any Oratory,
Command, or Sincerity roll.)

FORTUNE TABLE

A character may only roll on lhis table once during
character creation. This roll costs 4 Owaaer points.

Roll Result
1 When you were younger, you got \~ lucky in a duel

against a famous swordsman. Now you have a
reputation as one of the best young 5"'OI'dsnm1 in
Rokugan. Sometimes it gets you fret board. somdimes
it gets you a challenge a day.

2 Innate Talent: Raise one of your Skills by one rank.
3 You've always been attuned to one of the Elements - l1's

in your blood and you find it easy to call on the ))O\\""trS

of its path. Add +1 to one trait under the Elemenl of
your choice, but lower one trait under the opposing
Element by 1.

4 The Path of Blood: You gain a free raise whenever you're
in combat against one specific clan. You may specify any
clan. or you may instead specify "Ninja".

5 You are a twin, born identical or fraternal - you have a
sibling who shares your name and nature. They may be
radically different from you, or you may have the same
interests and goals - but even when you're far away, you
occasionally sense emotion [rom your sibHng,letling you
know what they're feeling, and they can feel the same
from you. Pain, anger, joy and concern - all are
occasionally transmitted by your strange bond. Its
uncontrollable, but you couldn't imagine living any other
way.

6 You've been cursed. A shugenja of one of the major
Clans took offense at your actions and laid a curse on
you that no one you know has been able to remove. The
exact nature of the curse, and its harmful effects, are up
to the lWisted imagination of your Gamemaster.

7 Heroic Deed: Gain 5-10 Glory points. It's up to the GM
to determine the exact nature and circumstances of the
deed, and the award.

8 Son of a daimyo. Gain +1 Glory Rank.
9 Fostered to Another Clan: When you were very young,

you were fostered to another clan as an attempt to
promote understanding and peace between the Crane
and that clan. Gain a Minor Ally in the clan of your
choice, and the Lore: (Clan) of that clan.

o Cousin of the Imperial Line: All of the Hantei brides
have always been Crane maidens. The wife of the
current Emperor happens also to be your aunt Gain +2
Glory points, 2 Koku and a Minor Ally in the Imperial
Court
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DOli SATSlIME (CHAMPION OF THE

CRANE: EMERALD CHAMPION)

EAlm!: 5
W..\lU: 3
FIRE: 8
A.Il\: 5
VOID: 5
School/Rank: Kakita laijutsu 5
Notable Skills: Armery 2, Battle 4, Courtier 5.

Defense 5, Etiquette 5, Heraldry 5, Horsemanship
2, laijutsu 5, Kenjulsu 4, Meditation 5, Painting 3,
Shintao 4, Sincerity 4, Tessen 2

Honor: 5
Glory: 9.5
Advantages: Allies (Emperor HallIe!

XXXVIII). Cadence, Clear Thinker, Social Position
- Crane Champion. Social Position - Emerald
Champion, Inheritance - Crane Clan Sword

Disadvantages: Driven (increase the strengthl
political power of his Clan). Lost Love - DoJI
Teinko

Satsume is the Champion of the Crane Clan,
and has lhe honor of being lhe Emperor's
personal Champion as well. Trained at lhe
Daidoji Sushi school and the Kakita laijulSU
school Satsume is one of the best swordsmen in
the Empire. Although his personal style may
seem ruthless, he is strong. quick and deadly. The
epitome of honor, Salsume is hard and
uncompromising. He has to be. He has Uons and
Scorpions to deal with.

When Satsume was gro",ing up. he was
always a reticent child. thoughtful and quiet The

two things that caused young Satsume 10

interest were hunting and war. During hb
his falher often look him into the ,,'OCld"-=~

around lhe Doji palace, hunting for game.
the Young Prince, Satsume was always a
his responsibilities as heir. However, he
Crane ideal "Take eadl action as if it wert
last" very seriously as well following i
father's footsteps. and those of his ancestors.

As a )Uuth, he served on the Daidoj
against the Lion, keeping the Akodo legion at
while his falher warred wilh them. He gTe\\'

know and understand the Lion ferocity, and
personally slew the Daimyo of the Ikoma h
in single combat when he was sixteen. Ever 'ncr.
he has had the hatred of Lions to contend "i
but he never looked back. He was trained at
Kakita school of laijutsu. where he studied side
side wilh the Emperor-ta-be. The two were very
close, and they often went hunting together
youths. testing their aim with the bow and tht
speed of their falcons.

At twenty one. Satsume defeated his falh~

Doji ChuaL in the tournament for the Emerak.
Champion. He was the youngest Champion ever
to take the position, and he still serves the current
Hantei. Although he once was able to perform
both tasks - Emerald Champion and Doji daim
- the recent sLrife in lhe southlands have caused
Satsume to rely more and more on his SOD.

HoturL to maintain the day to day running o( tht
Doji family. Satsume only hopes that his
happy-go-lucky son is ready for the challenges 10

come. As he looks upon lioturi's handsome fact
and watches the frivolity with which he leads hb.
life, Satsume is more than concerned about the
clan. He is afraid for its future.

Satsume was never considered handsome, but
his (ace has always been (ull o( vigor and life
During his tenure as the Emperor's guard, therr
was a ninja infJIlration of the palace. In defense 01
the Emperor, Satsume was badly injured, leavifl4,
a strange scar running from his eyebrow to the
corner of his mouth. A strange half grin resulted
from the injury as the scar healed. Satsume's lent
hair has been traditionally dyed white and
sharply contrasts with his dark, almost black eyes..
The unnatural scar on his (ace only sen:cs as I

reminder of his loyally 10 the Emperor, and hi..
ferocity in c:ombaL Behind his back. the Smrpioa
call him the "Grinning Crane" and curse tJx
ineptitude of certain ninja.



Satsume walks bow-legged, a memento of his
on horseback. His stride is purposeful and
as is his speech. His voice is sonorous, but
and carries with it a hint of threaL
e's eyes are narrow and clouded. as if he

seen some great evil and fears to look upon
v;orld again. But you can be certain: not only

aware, he is calculating your every move.
Today, Satsume still serves as Ihe Emerald

pion and Champion of the Crane Clan,
ving the responsibilities of daimyo of the Ooji

family to his eldest SOlt At just over 40 years of
~e, he is expeded to be
P'tparing for reliremen~

but Satsume isn't ready to
Id go of the reins just yet
- certainly not until he is
sure his clan will be well
tended. He has a strong
sense of history and
morality, and he is often
called uncompromising
and inflexible. Satsume is
DOl a taIl man. standing
only slightly over 5'6"', but
his bulky frame is OO\'tred

in tight muscles and his
strength belies his slature..

His wife, Kakila Teinko.
was the sister of Kakila
Toshimoko. The marriage
was arranged at Satsume's
petition, and her Kakila
parents were more than
happy 10 oblige their
Champion's requesL
Ahhough the maiden did
nol return his love, she
married him dutifully
when he asked for her
hand. She served Satsume
faithfully, never giving him
cause for mistrust or
disapproval and
performed the duties of
the daimyo's flTSl wife with flair. She gave biM 'D

two strong sons. although some whispered thaI
she longed for a daughter. ",'hen Satsume's
brother, Doji Ichiham. died in combat and his v;ile
died in childbirth. Teinko begged her husband to
allow her to raise their orphaned girl-ehild as her
own. The Crane Champion adopted the baby and
so Shizue was raised with Hoturi and Kuwanalt

Satsume had little use for the crippled girl and
paid her no attention at all His wife, however,
doted upon the child, teaching ber many skills
and telling her slOries of the past Teinko spent
her time with the three young children, teaching
them the skills of the Kakita Artisans and helping
them to see the world through a Crane's eyes. Her
love for them was the center of her life.

Satsume had no time for his children while
they were growing up. He had a dan 10 run, Lions
and Crab to defend against, and Sco'llion plo15 to
uncover. It was not unlil his wife's death seven

ys:s lUI Satsume took notice of his
dIiIdreIl apiLla Ebeir eyes he could see the spirit
01 dIr _ be bad 1<Wed. and perbaps they
Vi"ln dIr oaI)' aIrS _ito understood the depth of
his grid. Satsume bas never remarried in the
man}' )ftt'S 5iDcr Trinko's death, and every year
on the date of bet birth, he travels 10 the seashore

AHcrsrOR:

LADY Don

!??ro!??
(6 POINTs)

Lady Doji is the founder
of the Crane household.
well as crealor of culture
and civilization. Her \lo

during lbe foundation til
Em,..Jd Empire W,.d
nat~ 01 RDkugan

dJpIomoq "m1~:::;:...d ..~
thr .. of ......
Wi ' .. ill "'!""'-.."Udy Iloji _ dIr

oflbr .m., as ."tl and
brIped 10 irMnllDlll)' af
tht teduUquts whk:b
still IZStd by !he Kakita
Ac:adtrny.

Owaders "..ho
Lady Doii as an ancestor
are mnskkred to ha\'~ a
rank of I in all High Skills..
If the character wishes to
ad\"llnce in a High Skill.
they musl pay for rank 1
before continuing to rank 2

or all the original Kam~
Lady Doji was perhaps the
least mysterious. She spent
her life SlJITOunded by her
courtiers. building th{'
lanauage and lraditiom
which hed long past her
death. Uer life is crlebc eel
by 011 tho Clans of RoIru_
by Imperial Edict, on Ihe
firSl day of the month ti
<:ran<



ANcESTOR:

Don HOT[I

m TO 581
(4 POINTS)

Doji Hotei was once the
Champion of the Crane
Oan. Although happily

married for a number of
years. he had no children.

\Vhen his wife died. he went
~ad, abdicatin8 the position

Champion to his younger
brother, Kukojin. who was
Ih Emerald Champion at

the lime. In the dark of the
night Hotel took one horse
and his daisho, and left his

an<fttral home. Beside him.
despite his curses and

COmmands. rode two
thful samurai (Sanzo and

Panjuo), who were
determined to protect him

from his own folly. Hatei
traveted Rokugan for years,
claiming thaI his wife had
sent him on a great quest

In his madness, he
lenged towering trees 10
Is and held court before

fIodts of doves on the
beada. His past glorious
deeds were forgotten in
time and he became an

object of ridicule and scorn
among Rokugan, even in
court of his own brother.

Many years later when
the Crane wenl to war with

the Unn, Akodo Shakato
had Victory within his grasp.

The troops of the Crane
were retreating in fear

before the mighty army of
th Uon, and all hope was
lost Kakila palace seemed

an easy Iarget for the
invading general.

and watches the setting sun alone, in
commemoration of her faithfulness and his love.

Outwardly, Satsume respects and trusts both
his sons, teaching them the ways of the Empire
and their duty to the Emperor. Inwardly, however,
the Champion has concerns about his elder son's
ability to lead. He does not respect the life Hoturi
chooses to live, and he hopes that his son will
become more serious before he accepts the
mantle of the Crane Champion. He criticizes
Hotur; in private, and demands to see greater
prowess from his son's swordsmanship. Whenever
he sees Hoturi with the ladies, he is sure to
remark upon i~ deriding his son's activities as a
waste of time. Satsume doesn't do this because he
dislikes Hoturi - indeed, he loves his son very
much. He berates Hoturi because he sees it as the
only way to forge the youth into a warrior - into
the Champion thai the Crane Clan will need to
lead them into their future.

To be sure of that future, he has recalled his
younger son, Kuwanan, from his fosterage with
Akodo Toturi - a foslerage at the request of the
aging Emperor, who wished the two clans to
cease their feuding and learn to live in harmony.
Recently, Satsume has given permission for
Kuwanan to travel to the lands of the Hida, to
study fighting and to learn the ways or war from
the Crab. Kuwanan has proven to be a tough
fighter and a resourceful strategist - much like
his father. Doji Kuwanan is the apple of Satsume's
eye, and although he has never admitted it in
public, Satsume has his regrets that Kuwanan was
not the eldest child. Often, Satsume will spend
time sparring with Kuwanan when he is home
from his travels, giving him the approval which
Holuri so often misses.

Their father's attitudes toward them has
caused some strUe between the brothers, but
Satsume is quick to stop it when it arises,
demanding that there be unity within his house.
Satsume sees the difficulties his sons will face 
he watches them every day in the Emperor's
court His first wish is to see his clan safely
brought into the next generation; after all,
someone must protect the Crane from their
enemies. Satsume plans to be certain that the
Crane are never left unprotected against the
Shadowlands - and the jealousy of the other
clans.

DOll HOTURI (DAIMYO OF TH[

DOlI FAM/lT I

EAR11l4
WATER 3

FIRE 4
AJR4

Reflexes 5
VOIO 4
School/Rank: Kakita laijutsu 4
Notable Skills: Archery J, Battle 2, Courtier 5..

Defense 3, Etiquelte 5, Heraldry J, History
(Rokugan) 3. laijutsu 4, Kenjutsu 2, Lore: Lion
Clan 2, Meditation 2, Poetry 5, Political
Maneuvering 3, Shintao 3. Sincerity 5, Tea
Ceremony 4

Honor: (4.1) 5 (See the description of Doji
Ameiko, Hoturi's wife.)

G1ol1': Z6
Advantages: Great Destiny (Seven Thunders~

Benlen's Blessing, Luck, Kharmic Tie (Bayushi
Kachiko), Cadence, True Friend - KakJta
Toshimoko, AJly-Akodo Toturi

Disadvantages: Dark Secret (Bayushi Dairu),
Compulsion (Love of women - TN 15 to
overcome)

Hoturi is the elder son of the Crane Champion,
Doji Satsume. He has a ready laugh and a bright
smile, a willing heart and is eager to be
everyone's friend. Hoturl bears little resemblance
to his father, as he is both tall and slender with
pale skin. He does have Satsume's black eyes,
however. Hoturi moves like a dancer, graceful and
swift with easy gestures. He is qUick to laugh and
smile with his companions, and only seems
reserved to those who do not know him, or those
he is trying to impress. This helps to make him
appear as cool and controlled as his father when
in court or other public functions. He has a long
scar on his left arm. trailing from his shoulder to
his elbow. He will rarely speak of it, and when
asked, will only munnur politely, 1he Crab was
too slow.~

Hoturi's father rarely had time to spare from
the military engagements and political functions
which were required of him, and he left the
raising of his sons 10 their mother. Hoturi spent
much time with his mother, Doji Teinko, and her
brother Kakita Toshimoko. When his mother died,
Hotur! was crushed. At the age of twelve, during
his mother's funeral, he told his falher lhat he
wished to become an Artisan like his mother.
Satsume's only response was bellowed laughter.



.t a ringing blow to Hoturi's young face.
unned, Hoturi hardly heard his father

nlorming him that he would be allending the
.;akita laijutsu school under the direct guidance

his uode, Toshimoko. AJthough he did not wish
Hoturi did as he was told.
In time. Hoturi became Toshimoko's best
enl Toshimoko took the bitter child under his

mg and taught him how to be a man. Many
.unes they traveled to the monasteries of the
'SUntao monks, where Hoturi met his closest
.:hiJdhood friend, Akodo Toturi. Both were

teasls, separated from
'r fathers, and the boys

y found they had
uth in common,

\hhough Hotun is nearly
iour years younger than
'Ie Akodo, their

::nendship has grown and
oontinued. Since then.
!1ol:uri has spent much

e with the new Lion
ampio", learning

,.tienct from the Akodo
.IS well as teaching Totun
bow to live life with the
~ish of a Crane. They

ve shared much over
years, and Tosbimoko

fostered their
inendship, hopeful that it

-II prove to be the start
Ii a lasting peace between

two families.
Toshimoko has never

~ken against the
criticisms that Satsume

wls about his eldest
iOn. but Hotun knows that

is often the wise counsel
If the "Grey Crane~ that
belps father and son
nderstand each otber.

ktdeed, Hoturi Is very much like the laijutsu
\laster in temperament and taste. Whether from

blood of his mother or the influena: of his
L Holuri has always seemed as much a

'ta as a Dojl In the lands of other families
hen his father is not there to critique his every

.lClion), Hoturi often goes on sprees with his
JrnseL seeking lovely women and fresh wine to
1IISS the evening. He often spends time in the

arms of the ladies of the other clans as well as the
women of the willow world.

Hoturi has always been a ladies' man. wooing
samurai-ko as well as geisha with bis ready
diann and easy nature. His handsome face and
many victories in tournaments and duels ha\'e
made him famous, and his exploits with geisha
have caused his name to be sighed in many parts
of the willow world. The rumors of ladies he has
been romantically entwined with range from
(sawa Kaede and Horiuchi Shoan even to Ikoma
TsanUIi If Hoturi has any lasting interest in one

•
•
•

of his conquests, he has yet to make his feelings
known. Nevertheless, there are many women on
the race of RoI<ugan who dream of the ~g
samurai fighting for their honor in a duel reciting
sweet Jove haiku to them, or escorting them to the
Imperial Palace during the great festi~als. Ever
the honorable samura~ Holuri is the l'{Ian that
every woman wants. and every man wants 10 be.

AHa:STOR:
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Suddenly. from behind
the Crane lines dwged
old man and "'''0 agina
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saw the Lions falling
the blade of the "madman
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day.
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Doji Hotel may speNi a
Void point in oombatto
Ignore all wounds for one
round. The player mum:
doom before the round
begins if be' hl
thI<"itiiIllj:

"""'. ~1Io<d6
the last~ of the month~
the Ho<s<



more whispering, but the young couple ha\
ignored any vicious political rumors surroundi
them. Hoturi is kind and generous to his new
wife, and his smile grows warmer when s
enters the room - but there is always a hesitanC)
a slight sadness that crosses Ihe young daimyo'
face when his wife is mentioned.

Currently. Holuri serves as the Ooji daimyo OD

the council of the Crane, leading his family as he
will one day lead the entire clan He is a littlt
unsure about how to properly proceed. but he has
the experience and wisdom of his sensei to help
him, and Hoturi is determined not to fail h~

father.

0011 kUWANAN

EAlmt 3
WATER 4
FIRE 2

AIR 3
Reflexes 4

VOID 3
School/Rank: Kuwanan's School Rank is 4.
Rank I Akodo Bushi School; Rank I & 2

Daidoji Bushi School; Rank 1 Hida School
Skills: Archery 2, Athletics 3, Battle 3, Courtier

I, Defense 5, Etiquelle 3, Horsemanship 1, laijutsu
2, Kenjutsu 4, Oratory 1, Shintao 2, Sincerity 2
Tetsubo 3, Weaponsmith 2

Honor: 16
Glory: 72
Advantages: Clear Thinker, Sensei - Akodo

TOluri, Different School: Lion; Multiple School:
Crane; Multiple School: Crab; Kakita blade
(Omeka)

Disadvantages: Driven (to avenge his fiance's
death). Sworn Enemy (Matsu Hiroru), Lost Love
(Isawa Nosuriko)

As much as Hoturi is the image of their
mother, Kuwanan is his father reborn. He is
shorter than his bro!her. and stocky, with forceful
gestures and a low voice that is prone 10 chuckle
rather than laugh. His bumor is more earthy, his
expression less readable, and his temperament is
far less easygoing. He has his father's gift of
strategy and his mother's implacable patience.
Kuwanan is a quiet young man with many
thoughts and an occasional wry chuckle. While he
is nOI as strikingly handsome as his older brother.
Hotur~ Kuwanan has a rugged musculature that
belies his plain features.

When Kuwanan was 12, he was fostered to the
Lion Clan, and studied under Akodo Toturi. From

Part of his appearance, however, is a facade.
Holuri can be very manipulative. He is not self·
centered, but he knows that in order to get what
he wants, he has to be completely sure of his own
abilities. Thus, he has spent a great deal of his
time sharpening his mental skills as well as his
physical ones, and using his adept mind in order
to secure the love and affection of many of the
noble and beautirulladies of Rokugan.

Since Hoturi's marriage, however, he has
changed. Not outwardly - Hoturi still enjoys a
good drink or a night listening to music at the
geisha houses - but inwardly. The young Doji
daimyo has never been disloyal to his wife since
the day of their marriage. and ahhough he still
enjoys their company, he no longer enjoys ...
their company. There is only one woman in
Rokugan who could make Holuri disloyal, bui
they have not spoken for many years.

Hoturi knows precisely what he is capable of
achieving, and he works each day to increase his
abilities. Perfection is his goal, as it has always
been the goal of the Crane, and Hoturi is
determined to become all that is perfect in the
son of a daimyo. He doesn't set out 10 harm
others, only to prove 10 himself thai he could
have, if the need was great enough. One day. he
will lead his clan. \Vhen that day arrives, he will
need all the allies and secrets that he can gain.

Hoiuri's self-esteem is repeatedly crushed by
Ihe harsh criticisms of his falher. He strives to
make Satsume proud of him, and he seeks
perfection in everything he does - it is the Crane
way of life. But it is difficult for the pleasant and
cheerful Hoturi to emulate his father's somber
attitude. It is a conslant struggle between Hoturi's
soul and his father's discipline, and Hoturi walks
the edge of thai knife very carefully. Hoturi is still
learning about life, responsibility and focus. He's
a bit vain, but he has a good heart He knows thai
his father is disappointed in him, and is trying
very hard to earn his respeci and to prepare to
one day take Satsume's place as the Champion of
the Crane.

Only three months ago, Hoturi was married to
Kitsune Ameiko, a Fox Clan maiden who studied
at the Kakita academy. Although her beauty
rivals even that of the wire of the Scorpion
daimyo, there are many whispers in the court that
imply the marriage was arranged by Satsume as
a means of 'chaining down' his wild son. Ameiko
is always the dutiful wife, and her love for Holuri
is unquestioned. Her modest birth causes even

ANceSTOR:
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Doji Tllchime was the

ambassador of the Crane to
the Scorpion court. Her skill

at disOOvering falsehoods
and uncovering plOlS were

unmatched, and many [n

the court of the Bayushi
called her the ~Poison

Crane_~ When she was
offered II position of some

rank in the Imperial Court.
Ihe refused it. daiming that
she served the Emperor far
betfer where she was. None

disputed her.

It is claimed that she
held many of the most
cherished secrets of the

Scorpion daimyo. Bayushi
Riozu, and that the Iwo

were secretly lovers.
Taehime died an old

woman. and her possessions
- as per her will - were

sealed into an iron box and
buried somewhere beneath
the walls of Kakita palace.

Let all my knowledge go to
my famUy,~ she wrote, "but
let no man betray my trust

10 the Lord who has been
my host for so many years."

To this day, no one knows
what secrets she uncovered,

for she kept her faith with
both the Crane and the

enigmatic Scorpion daimyo.
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When makmg a roll
using Persuasion.
Manipulation or Etiquette
skills, descendants of Doji
Taehime may add and keep
an additional numbtr of
dice equal to tbrir VokL

However, I descendaut
of Taehime may De\er
reveal all they know about
Iny topic. lest their an lor
strike them with sudden III
fortune for tMir " nl1.......

The end dale of
Taehime's death is cd
differently in three differenl
lexts. and each is arguably
COrrecl Scholars have sprllt
three hundred years tning
10 verify the prtcise ". but
to little .~ail Thus, her
death is celebrated by
general cortseosus on either
the fifth day of the month
of Ihe Rooster, or the firsl
day of the month of the
Monk<y.
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"mistakenly" broke I<uwanan's arm Although the
Matsu samurai apologized profusely, I<uwanan
rouJd see from the glint in his eyes that the blow
had been intentional However, as a foster In the
house of the Lion, there was nothing I<uwanan
could do bUI politely accept the apology. Such
occurrences were common, ranging from simple
taunting to genuine torments, and always,
Kuwanan was forced 10 stand aside and ignore
the painful pranks. When the two samurai - being
of similar age - reached lIteir gempuklw,
Kuwanan was betrothed to a beautiful young
woman named Shiba Nosuriko. Shortly before
their wedding day, the girl hanged herself in her

chambers, leaving no nole and no reason.
Kuwanan was stunned. and although he never
mentions it, he blames her death on me son or me
Matsu family, whose advances lhe maiden had
refused. Her death went beyond lite petty
harassments which Hiroru had visited upon !.he

i.,l· ." •

0::.'- ":; .J."

, he learned the ways that honor can
mnglhen a man's heart and boost his soul in

ttle. From the Uon Oan.. he learned tactics,
tegy and preparedness. But when he returned

the Crane, he had two more lItings imprinted
pon his mind.

The first thing Kuwanan learned was the love
>i batlle. He had found in himself a desire to

n as much about war, tactics and kenjutsu as
ible. Kuwanan loved the thrill of victory, the

iog of challenging another's blade, and seeing
-hand how wars were won. He was one of

TOIurfs best students, and practiced ruthlessly,
preparing himself to be a general at the Side of

brother. Hoturl. To
'UtI this, when Kuwanan
~ned to his father's

he begged to enter
er bushi schools in

Rokugan. Satsume,
pleased with the progress
Illd aptitude which the

ung man displayed.
Kuwanan roamed

soulhern lands of lhe
Crane, learning first from

clever Daidoj~ and
en traveling to the land

)( the Crab to study
er Hida Kuman. the

...tab Clan sensei who
ght Hida Yakamo and
sister O-Ushi.
Secondly. Kuwanan

earned how to hate. His
tred is so deep that it

annat be quenched by
passing of time, and

.. amount of suUering
an ease its bitter sling. A

ung man named
rnroru., brother to the

tsu Daimyo, studied in
Akodo school wilh

wanan. The two
iked each other from
beginning, and the

~lsu samurai's taunts and jibes toward the
ng Crane were sharp. Hiroru was Akodo
e's best sludenl and I<uwanan studied under

-xuri himself. so they were often matched in
combat to test their own skills and do

r to their sensei. In one of these trials, Hiroru
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Kakita Reose! was a
lUllOUS bushi of the Daidoji

school, who forsook his
heritage and family to
follow the way of the

Daidojl rather than attend
the Academy of the Kakita

Renset lived a simple life,
and followed his heart in all

matters., living on faith and
. "net rather than tnlining

and discipline. Despite his
impl!. way of living. Rensei
had aD uncanny knowledge

of his opponent's
weaknesses, and

consistently dereated his
opposition in duels.

Although he was
approached more than once

to be the Master o[ Kakila
Academy, he repeatedly

refused, saying that he did
not want \0 live his Ufe in a

cage, no mailer how
beautiful the view.

Rensei lived his days
traveling from village to

YiUage, learning \he ways of
tlte other aans of Rokugan
and defeating the Dest they

~
could offer. AI the battle of

lhe Day of the Falling Slars,
he offered his services 10

~ ii Tenzo as a shireiJuzn
(wmmanderj of the Crane

forces. On the field, none
t:qQld match his brutal style

of iailulSu, slicing through
llIl"ROr and bone as if they

were water beneath his
blade. It is said ilial in one

battle, his sword CUi
through a man on

back. - and continued
deave the horse in two

lh the same stroke.

son of the Crane daimyo, and at last, Kuwanan
felt free to claim vengeance on Matsu Hiroru.
When he went to the Matsu's dlambers to
demand an alib~ he found that Hiraru had
vanished, never to be heard from again. Kuwanan
believes that it is cowardice which has caused
Hiroru to leave his family, and has vowed to one
day make him pay for the murder of Nosuriko.
Underneath all his modesty and polite words,
Kuwanan has learned well the power of being
underestimated. He waits patiently, and he knows
that the time for revenge will come one day.

For now, Kuwanan watches his elder brother
with an amused eye, listening to Hoturi's
escapades and outrageous adventures. He lives
vicariously through his brother's deeds, knowing
that he would never have had the boldness to try
many of them. His mind is not as agile as Hoturi's
and his speech is far less witty; some tend to
think the thick-set youth is slow. This
underestimation has given Kuwanan many
victories on the field of battle.

While some men arc made to be in the eye of
the public, others are content to remain behind
the scenes. Hoturi is the former, Kuwanan the
latter; but Kuwanan is no less dangerous. As for
his family and his plaet' as brother 10 the Heir.
Kuwanan is certain that should anything happen
to the Crane Clan, his battle training and study of
both the Crab and the Lion will allow him to be
ready for whatever his Clan requires.

Kuwanan currently lives in Hida palace with
his new senseL and although he has not yet
mastered the first rank of the Crab bushi schoo~

Hida Kuman has often said that the "boy has
promise." With dedication and practice, Kuwanan
will continue his studies with the Crab, learning
their ways of fighting and battle and assimilating
their strategies into his own. For him, it is a
challenge to master and a new world to conquer.

Today, Kuwanan spends his time in the war
school of the Crab, learning the techniques of the
Hida. Before Kuwanan left, Satsume called him
into his personal chambers and spoke privately to
his youngest son. "Live the life I would have
wanted for myself," Salsume told him. "and never
regret that you are not the heir."

Kuwanan never has.

DOlI AM£lkO

EAJm.2
Willpower 4

WATER 1

Perception 2
FIRE 2

AIR 2
Awareness 6

VOID :>
SchooVRank: Kakita Artisan 4
Rank 1 Flower Arranging; Ranks 1 & 2 Acting.

Rank 1 Dance
Skills: Acting 5, Bard 3, Calligraphy 2, Courtier

3, Dancing 4, Etiquette 4; Ikebana (Flower
arranging) 3, Investigation 3. Lore: Myth anc.
Legend 3, Meditation 1, Sincerity 4

Honor: 5
Glo'}',6.5
Advantages: Cadence, Can't Lie, Benten'

Blessing
Disadvantages: Weak (Strength), Higher

Purpose - Foxwife to Doji Hotur~ True Love 
Doji Hoturi

Doji Ameiko was born to peasants who left
her on the steps of a temple within the Fox Clan
lands; she was raised by the nobility of the Fos:
until she was ten. "It is better," said the daimyo
the Fox clan at the time, "to free a slave'
daughter than 10 condemn a dlild born samurai·

Ameiko was brought to the Kakita Academy
to learn the fine arts. The girl's beauty, grace am.
poise ~ere so remarkable thai she became the
sole apprentice of Kakita Shojn, the famous Crant
playwright From Shoju, she learned the arts of
Noh drama, dance and poetry, and soon became
the finest actress in the Crane troupe. Ameiko
played such famous parts as Lady Matsu.
Yuki-no-Onna, the mythical snow maiden, and
even Lady Doji herself. Compared even to
Bayushi Kachiko, young Ameiko is arguably tM
most beautiful woman of her generation.

Since the time she was a little girl, Ameiko has
always felt at home in the forest In childhood she
would slip out of the Fox Clan palace or the
Academy, and spend hours alone in the forest As
she grew older, Ameiko spent more and more
lime in the woods, greatly concerning her tutors.
"It isn't ladylike," they would say, "to spend so
much time alone and uneSCOrled. What if you
were in danger?" But Ameiko never listened. She
would only smile her quiet smile and say, '" am
with friends there. I am never alone~

Many young men from all the clans of
Rokugan came to seek her hand in marriage. The
Fox Clan, wishing only that their charge would
find happiness in the world, never pressured her
to accept the proposals, and Ameiko turned them
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His strength and
resilience was legendary,
and his desire for freedom
has l>ecome thf topic of
many poems and plays: HIS
death is a source of myst
10 hislorians. The last
account of Kllkila Rem;ei
occurs shortly after the flU
of Shiro no Yogin. when he
declared his intention to
travel alone 10 the palace of
the Mal5u and challengf'
their Champion to a duel
Whether he reached Ute
castle or not still rem. a
mystery - his body IUS

never found, and the
Champion of the Lion
vanished three months after
Reru;ei left for his quest.
Neither death is reoorded
and it Is still debated
whether the fateful duel
ever aClually occurred.

Those who choose
Rensei as their ancestor
may nOI have the damage
they deliver reduced,
avoided or ignored in any
fashiolL Abilities which
would allow a character to
dodge or parry the blow are
still effective; only those l
abilities which negate
damage after it has been
dealt are ineffective.

Rensei's death is
remembered on the
eighteenth day of the monifl
of the Crane.
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Ameiko has taken her husband's name and
lives in the Doji palace, training for her
responsibilities as the wife of the Crane daimyo.
She is dutiful, adoring, and seems in every respect
the ideal young wife. Despite the honors
showered upon her for her dedication and perfect
etiquette, she passes all glory for her service to
her beloved husband. She is often seen with

Hoturi, following his every footstep and talking to
him in a pleasa.n~ cheerful voice. Although it is
rumored that the wedding was arranged without
the consent of Satsume's son, it is also noted that
with each passing day Hoturi seems more and
more enamored of the delicate, perfect beauty of
his worshipful wife.

Ameiko is not a two-dimensional figure,
however much she tries 10 remain in the
background. She has a bright laugh, sparkling
eyes, and a dedicated love of nature. When she is
not actively fulfilling the duties of her new
position, she can be found in the gardens of the
Crane, or in the forests - although Satsume has
forbidden her to go alone, for fear of kidnappers
who would ransom a daimyo's wife. She spends a

All away. The one man in whom she showed any
romantic interest was a young samurai named
Hoturi. Doji Hoturi, however, spent his time
traveling from court 10 court on errands for his
father, and never even noticed the pale young
maiden who lived in Kakita Palace. Because of
pressure from the well-meaning Kakita family,
-\meiko agreed to journey to the lsawa palaces
and perform for Shiba Ujimitsu, who
had asked to meet the young maiden.
\!though she begged nol to go, her
patrons and teachers at the Academy

isled, both for her career and in
the hopes that she would find the
dark Champion of the Phoenix to her
liking.

When she arrived at the court of
the Phoenix there was a great festival
held in honor of the Artisans, and
Ujimitsu himself came to escort her
mto the palace. The lsawa and Shiba
courtiers buzzed with rumors of the
stunningly beautiful young maiden
'i.tho seemed to have captured the
heart of their brave leader, but
-\meiko rarely left her private
balcony, sitting outside and looking
over the tall mountains toward the
sea. After two months, the troupe
rtturned to the Doji lands with much
bonor and the favor of the Phoenix
oobles. Ameiko traveled home with
them.

When her marriage to Hoturi was
announced, ripples of surprise
whispered through the Crane lands.
Ameiko, for all her noble training
and courtly manners. was little more than a
commoner of unknown origin and birth.
"lthough she was incredibly lovely and had
proven her worth to the Kakita troupe, many
scorned the Doji daimyo's bride. When the
wedding was held, the Scorpion ambassadors
rtfused to attend, and their daimyo remained in
his homeland due to his wife's sudden illness. The
other daimyos of the land, from Akodo Toturi to
the Emperor himself, attended the ceremonies,
and the festival was one of the most expensive
and elaborate in recent history. The couple's
go-between, Kakita Shijin, passed out the
expensive hikidemono (guest-presents) to the
assemblage, and even grim Satsume seemed less
dour and forbidding.



Kalita Wayozu ""'IS the
fint fonaie \t~oCthe

Acadmly, smio& as,..""poI ...... .00
""";~:I to all arts, including

the schooi ollaajulSu..
Ithough DOl • Sludmt of

the sword. \\ayoz;u
Itvtrthd& spent hours in

dojo, learning the art of
bushido as well as tM

tJer arts of her school A
respecled beldmislJU; and
a colURlor, It seemed

thaI Wa~ would spend
her ttnure in peace and

harmony, and tit
remembered for her

wisdom and gentJe nature.

BUl then I war with the
Crab ClM changed her life

forever. As the Daidoji
force took tremendous

r3sualttes, the KakJta were
called upon to defend

aaalnst the Invaders and 10
protect the Crane from the
"'Tath of the IIlda legions.

Kakita Wayozu sent out the
Artisans from the laljulSu

specialization and watched
the laijutsu Masters were

cu.1 dO\\l1 by the Crab
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_._last, the Kakita forces
re ted 10 a bridge which

spanned a large rB\-lne near
the Ri\-er of While Waters.

Wayozu gathered a number
artists {rom the Kakita

001, ready to defend the
bndge ""ith their Ihoes.

great deal of her time with Hoturi, leaching him
the ways of the forest and its creatures, and
redting poetry or performing charming skits
from her career as an actress with the Kakita
troupe. She still performs on occasion.
particularly for traveling ambassadors and
diplomats to the Crane court, and her skills are as
remarkable as they have ever been. In fact, more
so. Hoturi's house is immaculate, his swords are
brightly polished and cared for, and the food
Ameiko prepares is of the finest quality. It is
almost as if an air of magic surrounds the house,
making everything perfea.

In the forest. however. Ameiko is a different
person. Her steps race through the brush like the
feet of an animal freed from captivity. The forest
animals crowd around her. and wild foxes and
deer rome to eat from her hand and listen to her
sing. She knows eadl rock. each tree of the forest
as if she ""'"ere a part of it and Ameiko seems
incapable of ever becoming lost Indeed. HOlUIi is
fond of teasing his wife for her love of nature,
calling her his "pet fox" and asking if she is fond
of her golden cage. Her only response is an
adoring laugh and a gentle, blushing smile.

DOli SHIZU£

EARn. 2
WATER 2

Perception 4
FIRE 4

Intelligence 6
AtR}

VOID 4
School/Rank: Kakita Artisan 3
Rank 1 & 2 Storytelling, Rank 1 Poetry
Skills: Calligraphy 3, Courtier 3, Etiquette 3,

Investigation 5, Knife 2, Lore: Myth and l.£gend
4, Manipulation 4, Meditation 3. Oratory 3,
Poetry 3, Political Maneuvering 2,
Shinlao 3, Storytelling 5 I

Honor: 25

Glory: 3 .tii '
Ad"""lllges: Precise ~'ll J/II

Memory, Voice, Benlen'~ I

Blessing. Kharmic Tie \ \,.
(Matsu Hiram, although
she doesn't know it yet~

Lull< (2)
Disadvantages: Lame

(RighI leg). Soft-hearted, Small

Doji Shizue is the only child of Satsume
younger brother. Her father was killed in a
skirmish with the Crab, and her mother di
within days of ber birth. Satsume's wife, Tein
raised the girl with Hoturi and Kuwanan. She
considered a sister to the two heirs to
daimyo's house, although her lineage is I
prestigious. Although she was born with
crippled foot - "twisted in the mouth of Fu Lena.
as Satsume gruffly says - she bas never let her
physical limitation hamper her spiril or
ability.

Shizue is not a great beauty, but she is a 1m
girl with brighl grey eyes and long white hair.
smile is quick. and her laughter is like the .
of silvery bells. Her voice, carefully trained
Kak.ita Yoshi. can convey a tremendous depLh
emotion. Although her step is slow and rh
she mo\-'es gracefuUy, and has remembered
of the art of dancing that Teinko taught her _
little girl. Shizue only passed her gempukJal
years ago. but already her presence is req
in some of the fmest courts of the Empire. Her .
for storytelling is unmatched, and there are
who say she is the reborn spirit of

Kiyamori, sisler of the
/~,..,..... Kakila She is talen

song, sloryteUing. and
graphy, and Sa
himself has been

mumble fainl praises
maiden's ability,

only when he
one is listenilJl.



DiffiaJlties have only given her a greater
mnglh of will and a sense of her place In lhe

verse. U lhere are any who have grasped lhe
's ideal - -We is an art; do one thing well

you will do everything well" it is Shlzue. She
lltnds much of her time In the gardens of the
1J'8I1e, telling the stories of her ancestors and
-.elping the Crane remember their past Shizue is
1 gentle soul of noble bearing and lineage. who
-«ms content 10 lead the peaceful life she has
:aftn given. She bears no remorse for her parents'
Jtath. lrusling that the Tao will reveal her place

!.he world to her, even as it chose to take her
JilIenlS from her at so young an age. The only
.mer she has ever known is SalSume, and Teinko

the only mother she can remember.
But Shizue is more than a simple Artisan.
ume has ordered Kakita Yoshi to train the girl

a spy as well as a courtier, skilled in the art of
'2Olitical negotiations and the discovery of secrets.
~r stories often contain delicately coded

ation whim she transmits between Yoshi.
5alSUme and Hoturi through the secret language

the Crane. Her travels into the courts or other
allow her the ~ to gather aitical

ormation on their movements and Slnltegies.
though Shizue is small and physically weak.

has one of the greatest intellects in the
Empire, capable of memorizing manuscripts in a
dance and deciphering codes and hidden

ges in script as well as speech. Thus, she
proven herself most useful 10 her clan, and

'lei' teachers regard her highly. Kakila Yoshi
iiiITlself has said lhat she might make a suitable
.additlon to the Crane ambassadors to the

perlal Court when she is older.
To the other clans, and 10 most members of
Crane house, Shizue is no more than a simple

zoodwill ambassador, her sunny disposition
'ng any room cheerful. She has traveled to

Uon strongholds and Soorpion paJaces, seen the
h libraries of the Phoenix and been a welcome

guest in the wintery mountains of the Dragert
Her stories cheer the people through the cold,
dark nights and leach the children of all dans
aboUI Rokugan's glorious past. Her limping yel
~ceful stride brings smiles 10 the faces of many.
iIld her stories of the present make samurai glow
with pride for lIleir part in the deeds which she
recounts. But still, her loyalty 10 the Crane guides
her, and she carries out her duties to lhe Clan
wilh the style and grace of a noblewoman. worthy
of a daughter of the proud Doli line.

KAI<ITA YOSH' (OA'MYO OF THE

KAK'TA FAM'LY)

EAJmt }
W.uu4

Perception 6
FIRE 3
AJR7
VOID 5
SchooVRank: Doji Courller 5
Skills: Bard 3, Commerce 4, Courtier 5,

Etiquette 5, Heraldry 4, Investigation 4, Law 4.
Lore: Political History 5, Manipulation 5, Oratory
5, Origami 3, Polillcal Maneuvering 5, Shintao 4.
Sincerity 5, Tea Ceremony 4

Honor: 4.7
Glory, 9.1
Advantages: Social Position (Imperial

Advisor). Major AJlies - Soorpion (Bayushi
Goshiu. Sbosuro Tage). Unimm (luchi Daiyu. Ide
Tadajil, Uon - (lkoma Ujiaki. Matsu Seijuro~

Phoenix - (Shiba Ujimitsu. lsawa lIona). Crab 
(Yasuki Taka, Hiruma Yoshi). Dragon - (Mirumoto
Sukune~ Voice. Benten's Blessing. Cadence

Disadvantages: Curse (See history). Small
Kakita Yoshl is one of the most powerful men

in the Empire, even though he has sworn never to
hold a sword His power is not in the strength of
steel but rather the strength of the courts. He
holds great political influence within the Crane
Clan and the Imperial Court, as well as
controlling debts of honor and large favors from
Daimyos of every clan in the Empire. Although he
leads the Kakita family, he is in no way lhe
rommander of its military. A wise leader, Yoshi
leaves baltle strategy and war to his elder. Kakita
Toshimoko. Toshimoko. masler of the laijutsu
style and the Kakita sdlool of dueling. privately
dedined the great honor of daimyo because it was
too restrictive and demanding. After all the
dalmyo of a noble house must be prepared to
spend a greal deal of time being respectable - and
Toshimoko has far 100 many interests which
ronflid with being respectable all the time. So,
with Toshimoko's blessing. the younger Yoshi
became lhe political head of lIle Kakita family.

Since the day of his birth, Yoshi has never
loumed a sword. He has never drawn steel
against any opponent, even in defense of his own
life. His apparent pacifism is not caused by any

ANa:STOR:
K.wu W_

(COHT'MJED)

With a mighty effort.
Wayozu began to fuse their
abilities. first calling upon
the poets, then the
dramatists, the paintm and
the storytellers, until they
had aeattd a complete
realm of ran~ whid!
uisled only within thetr
o.....n art and imagination.
Armed with the knowIrdae
and the CODO"tttIlesS or this
rantasy "'orId, KakUa
Yt'ayozu and 5e'o'tr81 or
0lMr artists rdeased
In'll souls into the w
dtstroyiDg their bod~ in
the attempt 10 bring life
InlO their aeation.

They were SUccts.<Ju1,

The Hida warriOf$
besieging the bridge
vanished without tnK:e. and
no remnant of the Artisaru;
nor the Crab remained. At
the spol was discovered
only a fine book wilh
delicate calligraphy and
phenomenal paintings
whid! was written in a
language which none In
Rokugan has yel been abk
to deciphn. It is said thai
the book is the tale or &he
Crab and the Crane. lbe \lo

whid:l they rougbt, aod the
world inlO whid:I they w..t=:1
all dra'tl''1l, never to mu

(continued)



AHcESTOR:
KAI<m WAY07AJ

(CONTIMJEDl

The pictures depict a
Crab army, true, and the

characters in the bindings
m 10 be the Artisans who

Vl!1II!h~ at the spot as well
Whether they still live in

some world of irnaginalion
is unknown. but none of

them has ever been heard
from again. The bailIe is

remembered with a
celebration at Kakila Palace,

on the sixteenth day of the
month of the Dragon.

Characters descended
from Wayozu may. once per

day, spend 2 Void Points
and attempt to perform any
single first-rank maya from

any of the Artisan
spedallies. If the character

has no skill in the art
needed for that specialty,

they must roll dice equal to
their Fire Ring. keeping only
one die. If the character has

lht skill needed, they may
rolt their Skill + Fire,

keeping a number of dice
equal to their skill. Unless

otherwise specified, all
mayas last a number of

hours equal to the School
Rank of their user.

moral debate, but rather from a curse laid upon
Shiro sana Kakita long before his birth. A
wandering ronin shugenja, l;alled by some the
"Master of the Elements," dedared that he would
visit Ihe Kakita palace. Fearful that the shugenja
would not find the gales open when he arrived
and therefore would be offended, the daimyo of
the Kakita proclaimed that the gales to the Kakita
palisade would be left open al all times, until the
shugenja's visil

Six years passed, and still the Masler did nol
arrive. The gates were held open by a long
wooden pole, keeping them ready for Ihe
shugenja's visit. although some said he would
never come to the lands of the Crane. One night.
the ronin arrived, unknown 10 the Kakita Clan. As
he stepped toward the open gates, a great wind
blew up about him and the high golden doors of
the <:astle, buffeted by the rising slorm, slammed
shut in his face. Furious, the Master «::ailed upon

his powers and laid a curse upon the palace.
"Should any cliild born surrounded by the wall~

of Shiro sano Kakita ever draw steel," ht'
proclaimed, as the storm blew in torrents around
him, "Ihen the blades of the Crane will tum
against them, and the Kakita palace will fall."

For four hundred years. no child has been
born wilhin the walls of the <:astle without tht'
gates being opened before the birth, so that the
walls will not surround them. The one current
exception to that rule is Kakita Yoshi, whose birth
occurred during a siege of the castle by invading
Lions, so that the gates oould not be opened.
Therefore, by decree. Yoshi has been forbidden to
ever draw steel, be it tanto, wakizashi or katana
He has never learned the warrior's way, never
studied iaijutsu or kenjutsu, and never
unsheathed the steel of a weapon.

Kakila Yoshi serves as the Emperor's aide and
personal advisor, and as Imperial Liaison betweell

the House of the Emperor a
the clans of Rokugan. Dividi
his time between the Imperi
oourt and the oourt of the Do;
Kakita Yoshi's is one of the most
known and respected names m
Rokugan. Even clans w
dislike the Crane ri
themselves when they speak
of Yoshi - for any man in thW
employ might be his friend. IiII
has allies in every house in
Empire, and his ravor is sou
after by many. Yoshi is the m
who l;an get anything
uWeapons, my friend? I beli
I know just the dealer..." "y
say the grain in your fields
been flooded? We can't possi
let your people starve. Perh
a deal muld be made?" ~

can gel anything he needs,
has enough friends to makt
worthwhile. Not only ph
goods, but secrets 
knowledge is Yoshi's true t

Yoshi is a slender mall
movements qukk and p
His long hair is dyed in
traditional Crane style, and
ice blue eyes are sharp
cold. His voice, however, is
most noticeable thing



,

· Deep and resonan~ his speech is measured
d rhythmic, carefully practiced. When he

5peaks, it is clear that he has considered his
words. He is often called upon to compose

promptu poetry 10 amuse Hanlei and the other
~rtiers. With a soft word, Vosht can capture the
Jllenlion of his audience and it has been said he
::tlUld entice music £rom stones.

KAKITA TOSH'MOKO

EARn. 4
WATER 4
FIRE 7
AJR 4

Reflexes 6
VOID 8
School/Rank:
ita laijutsu 5

Skills: Acrobatics 3,
uchery 2, Athletics 4,

rtier 4, Etiquelte 5,
Heraldry 3, iaijutsu 6,
enjutsu 4, Lore:

Bushido 5, Meditation 5.
-aginata 4, Oralory 1,

Sbintao 5, Sincerity 2,
Tea Ceremony 2

Honor: 3.6
GlolJ': 7
Advantages:

\ncestor Kakita,
Strength of the Earth
2). True Friend - Doji
Hoturi, Quick; Kakita
blade (Kandaisa),
Cadence

Disadvantages:
Sworn Enemy - Fox
aan; Bad Repulation 
HedoniSI

The "Gray Crane,"
Master of the Kakita
Academy, Toshimoko is
a man who oflen laughs, is usually found with a
drink, and is rarely serious. His humor is
renowned through Ihe Empire, as is his skill with
the sword. Indeed, lhe only lime he seems serious
al all is when he is in a duel. He has been the
sensei to two Hantei; first lO the current Emperor
and now 10 that Emperor's son. In his younger
days, he was a typical hot-blooded samura~ eager
10 lest his skills on any imagined insult or
dishonor. But as the years rolled by and his hair

grew as silver as his sword, he has mellowed into
a man whose motto is "Live as if each day is your
las~ and you will never live to regrel"

Toshimoko is an aging man, one who has
many stories behind his years. Among the most
famous of these is the Slory of Toshimoko's name.
First son of Toshimo, MaSler of the Kakita
Academy, everyone remarked on how much the
child looked like his father. For years, the boy was

called "little Toshimo~ and he was his father's
pride and joy. At his gempukku, the boy look his
father's name to honor his parent, and the two
were extremely alike in temperament, features,
and skill with (he blade. To tell them apart in
conversation, the Kakita family began calling the
younger Toshimo "Toshimo-ko~ adding the
women's diminutive 10 imply thai he was the
smaller of the Iwo men. Since his father's death,

AHCESTOR:
KAKIlA

m-m CAGE 19)

CIS POINTS)

Those who are
descended directly from the
first Kakita are not unusual,
but those who have the
spirit of his blood in their
veins are rare indeed. and
they often find along with .
the love of the gw()rd. Tht
direct line of Kaklta is DOl
merely the blood which
became the Doj~ Kakita and
Daidoji, but is in fad the
pure lineage of the first
Kaklta to walk upon the
earth, in the time of the
children of Amalerasu.
Tedmlcally, all the children
of the Kakila, Dojl and
Daidoji lines are descended
from Kakita. but those who
purchase this ancestor have
a strong kharmic tie
between their character and
the ancesloL The blood of
Kakita is a tremeoool.lS
burden, although it brings
with it great courage and iln
illustrious history. Kaldta is
said to have been the
greatesl single swordsman
ever to have lived: his fame
and his treatise on
swordplay have spread
through Rokugan and
become the doctrine of th~
sword.

The descendant of
Kakita may choose to
re-roll any failed roll a
number of times per day
equal to their Void, in or oul
of combat, including an
laijutsu strike.

(continued)



AHc£sTOR:

k.w1ll

(COHTIHI/[O)

In pt~ or !he initial
skill ue.ed for thil. reroillhe
~<!'_" w.ould substitute

tbrir .LaijulSU dOn ltveL
.iflhe~tor

fa 1) defending tht
Em""",. th< Ilojl oobI<

i1)' Dr a membtr of the
Hanlel they have a
10 10 lhrir TN 10 be hit In

any rombaL induding
laijutsu duds.

blood of Kakila has
Its clra however. as

. was not loved by all
1br memies he made in the

Matsu house an
I-known. and even today

the ~atsu family still seeks
10 avenge the dishonor to

thfir ancestress. To avenge
her is 10 destroy the

original direct line of
Kakita himself, wiping oul
the last of the taint which
dl~honored the Mother of
their line. Relations with

!lily Lion will be difficult at
l and children of the

Matsu house will seek the
character oul In order 10 klll

him and avenge their
ancestor. The KakHa

d~odanl's baltle prowess
will be tested, their honor
challenged. and they will

never find solace in the
t.J~R or the tim In effed.

the entire Clan bales her.
although only the Matsus

ad WIthout provocation. Bul
If you provoke • Lion.
)ou may find )Wrsdf

fadng more than •
cftaIlense - )'OIl may be

facing all execution.

"little Toshimo~ has kept the additive ending 10
honor his memory.

Toshimoko stands at slightly over nve foot
seven, a notable few inches taller than most of his
peers. His height may give him an advantage in
war, but be cares little for open combat,
preferring the S\\oift and precise challenge of a
duel He served in the Imperial Guard as a youth.
training at the Kaldta Academy and then
tra\"eling the southern parts of Rokugan to seek
IUs fonune. Toshimoko has dark blue eyes, like
the sea on a stonny day, and wears his hair in an
unruly braid which hangs half-way down his
well-muscled back. In his younger days,
Toshimoko was said to be able to lift a full-grown
cow, but that may be a rumor started by the Grey
Crane himself He wields one of the oldest of
Kakita blades. an andent weapon named
Kandaisa. Legend says that this is one of me first
swords forged by the Kakita smiths. many
hundreds of years ago.

He walks with a swagger, his footing easy and
carelessly precise, even while walking. His
favorite expression is "You'll not regret it," and
Toshimoko never does. He lives each day to the
fullest. mUng his hours \\ith \lo-me. \loomen, and
the study of beautiful things. When be b not
teaching students at the laijutsu school he is
often found on the wharf, seeking compassion in
the arms of a lovcly young geisha or peace in the
song of a beggar by the road. There are those who
say that Toshimoko lives this way in order to
forget the sadness of his past, and many would
agree with them.

Long ago, he courted the daughter of the Fox
Clan daimyo. He fell in love with her, and asked
her father's permission to marry, but her father
refused, no mattcr what gifts or lilies were
offered. During the Night of a Hundred Deaths,
Toshimoko led the small army of Kakita assigned
to defend the Fox Clan against the incursion of
the Hare. Despite Toshimoko's efforts, war killed
many on both sides. When the batLie was over,
the Fox daimyo challenged Toshimoko to a duel
daiming that it was the Crane's unwanted love
for his daughter that blurred his vision 10 the
truth about the Hare's widtedness. The daimyo
claimed thai if Toshimoko had been serious
about his love for KilSUne Ryoden, me Crane
would have sided with the Fox from Ihe
beginning. rather than seek a diplomatic solution
to the war. Toshimoko, already one of the fmest
swordsman in Rokugan, was forced to accepl the

duel and killed the man in a single stroke. Man)
times he tried to see Ryoden, the object of h~

affection, but always she refused his leiters, or
had him turned away al the gale of the Kitsullt
palace by her uncle, the new daimyo.

Many years later. she came to a Crane festival
wearing her father's armor and bearing h
sword. Her autumn-red bair had been shorn, and
her eyes were mid and murderous. Sh
challenged Toshimoko to a duel daiming that he
had forever smeared her father's name, aoo
insulted Toshimoko's honor. Onre again he ..-.
forced to accept the duel and his anger at the
maiden's brashness for a moment overcame lUi
10\"e for her. With a single stroke, he cut her head
from her body. He immediately asked Satsume
allow him to commit seppuku, but the Cranl
Champion forbade iL Toshimoko had. after
protected the honor and the name of the Crant..
and for that he should be rewarded. not sent
the void Since that day, he has never spoke.
again of his love, and he has never married.

Toshimoko has been like a grandfather to
sisler's three children, and is especially close
Doji Hoturi. Recently, he has served as HOlun~

aide and advisor, assisting the young man
gukling the Doji house while Satsume serves
Emperor. He is, without question, the nne'JI
duelisl in the Empire, surpassing even
Champion. Yet Toshimoko has never sou
honor or prestige for his skill never wanted to
any more then he is - a humble samurai in
service of his family, destined to protect his I
and assist his friend, Hotur~ to lead the Clan.

ASAHINA TAMAkO (OAIMYO OF TH£

AUHINA FAMILY)

EA,",,2
WAJER3
FtRE2
AIR 6
VOlO4
ScbooVRank: Asahina Shugenja 5
SkiU" Aslrology 5. CalHgJaphy 2, Histor)

Lore: Maho 4, Lore: Shugenja 4, Medita~
Shin'" 5, Tsangusuri 5

Honor: 3
Glo<y. 7
Ad\-1U1iages: Inner Gift - Prerognition



Disadvantages: Bad Health, Low Pain
Threshold

SpeUs: (Spells listed with a • are Innate
-\bililies) Sense, Commune, Summon, Benevolent
Protection of Shinsei·, Elemental Ward, Accounts
of Shormotsu·, Benten's Touch*, Know the Mind-,
~ature's Touch, Whispering Wind, Blessing of
Purity, Torrential Rain·, Reflective Pool,
Reflections of Pan Ku·,
Gust of Wind, Awaken
the Spirit-

Nemuranai:
Because Tamako is the
Master of the Asahina
School, he has access
to any form of fetish
the mind can create.
He knows how to
make one-use
fetishes. permanent
fetishes. major and
minor magic items, all
with ease. It can be
assumed that he can
be fully prepared for
nearly any situation.

Asahina Tamako is
the seventh son of a
seventh son, and
became daimyo of the
Asahina house
through a sign from
the gods. rather rhan
birth. On the day he
was born, the
elements were aligned
in the sky above the
Asahina temples.
While still in
swaddling clothes, a
negligent maid left his
crib outside while she
went in to attend to his mother. When they
returned, a crow was silting on the side of the
crib, looking down at the baby. As the maid
shouted in fear, the crow simply looked at her,
reached down and gently set its beak against the
sleeping baby's face, and then flew away. Since
then, it has been said that Shinsei himself guides
Tamako's hands.

Tamako is a man of peace, who has dedicated
his life to the study of magics and the essence of
spiritual study. His talent with the creation of

magical items is unparalleled, and his occasional
flashes of insight can be eerie. His light greenish
eyes are usually half-closed, and he can
sometimes be found in a haze caused by the
magics he wields. Even though he is middle aged,
his eyes are already narrowed and his face is
wrinkled and wan. Tamako is a faithful believer
in mental discipline, complete devotion to study

and an aesthetic view of the world. Although he
sometimes appears detached or unconcerned with
the realities around him, his thoughts are simply
taken up by the contemplation of powerful
magics. However, his aesthetic visions of the
Asahina house have not closed the school entirely
to outside influences. as might be expected.
Because of pressure from the Doji Clan, and
several -visions" he has had which he believes
came from Shinsei, Tamako keeps the Asahina
school open 10 all Although his xenophobia has

ANc[STOR:

AsAH'NA YAIIND£N

475-515

(] POINfS)

Asahina Yajinden was a
shugenja of the Crane aan
who lived during the time
of the luchiban
bloodspeakers. Because his
will was weak and his thlts
for knowledge and power
was great, he turned from
his brelhren and became
luchiban's greatest
lieutenant. laking great
strides in researching moho
magic. Between !be blood
magic which luchiban
practiced and his own
cunning and skill
manipulating the
malevolent spirits known as
the kuei, or darkness within
all things, Yajlnden created
the Bloodswords and otMr
evil items which were used
by the armies of luchibart
Allhough his descendants
say they can feel his spirit
within their blood, it hM
been whispered Ihat
Yajinden never truly died.
but rather escaped to haunt
the world untilluchiban's
return. The exact date of his
death has been forgotlen,
and is never celebrated.

Those who choose
Yajinden as an ancestor
have a remarkable affinity
with kJlm~ and get a free
raise anytime they attempt
to create a fetish or magic
item. However, the call of
the darker side of natlUe L~

in their blood, and the
target number for them 10
be seduced is lowered by
10.
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n POINrs)

~idoii Yure~ an ancienl
daimyo of the Daidoji
family. was also called

tChiyurei" (thf Bloodghosl)
his enemies. Born on the

battlefield as the Crane
00b1ts ned Shiro no Yojin

and the oncoming Lion,
I Yurei became one of

Rokugan's most feared
~ It was rumored by

e peasants that Yure! was
w.hablted by the spirits of
the samurai who died on
t baU!eOeld, and certainly

he maintained an
uocompromisi.ng halted of

the Lion Clan all his life.
Dedicating himself to

'tnohh.. the Lion, Yurei was
the fust general 10 use

guerrilla ladi<S, dividing his
anny into small units and

using ambushes to
oulmanelJver and whittle

down his opponent's
resources, leaving them

Itranded with no aid and no
hope of retreaL Yurei died
In combat against the Lion,

and his valiant death is
remembered each year on

the ninth day of the month
of the Dog.

Adescendant of this
ruthless general can roll
and keep an additional

number of dice equal to
theft .Rre when they make
Ih contested Perception +

Bailie roll to determine
hich side is "winning~ in a

battle.

given him the reputation of a hermit he rules the
Asahina family with a gentle hand and a great
deal of wisdom. He would never call himself wise,
of course, and he prefers to say that he guides his
family through ~Shinsei's wisdom':

He lives in the temples of the Asahina, hiding
himself within the walls of his library. His health
has never been good, and he is often seen
wearing thick robes to keep out the cold. Tamako
doesn't mind his frailty because he never intends
to leave his home. It does force him to stay inside
in the winter, but his acolytes gently take care of
him.

As a young man, Tamako tried 10 seek truth in
every book in Rokugan, and although he has
never traveled, he has written numerous leiters to
the 19awa library, requesting certain books be
scribed and sent to him at any cosl His letters
have sparked a long-distance friendship between
Tamako and the lsawa shugenja who answers his
lellers. lsawa Torno is perhaps Tamako's only
friend. although the two have never met in
person. Their leiters are long and filled with
thought containing the secrets and insecurities of
two men seeking friendship in a remote world.
Torno's world. distanl through the reach of the
long mountain range.. and Tampako's 'II'orkl.
distant through his dedication 10 the aesthetic
principles of his forefathers, bind them together
in deep understanding. The two have become
friends because of their willingness to trust
someone they have never met. and through the
humanity and understanding they find in letters
from the farthest corner of the known world.

q"{1e .ThtldoJI
J)AJDOJI UII (J)AIMYO OF TH£

J)AIDOII FAMILY)

1Wml4
WATER 3

Strength 5
FIRE 2
AJR4
VOID 3
SchooURank: Daidoji Bodyguard 4
Skills: Archery 3, Appraisal 3, Battle 4,

Commerce 4. Defense 5, Etiquette 2. Hunting 2,
laijutsu 3, Kenjutsu 5, Lore: Gaijin Culture 2,
Lore: Gaijin Warfare 3, "Sai-bore" Technique
(Gaijin weapon) 2

Honor: 25
Glory, 6.5
Advantages: Way of the Land, Quick Healer
Disadvantages: Fascination - Gaijin
Daidoji Uji was the only child of the daimyo of

the Daidoji. He was trained in the Daidoji school
of bushido, and is one of its most exemplary
students. Dark and brooding, he has never let his
hair grow out of the short samurai topknot. or
dyed it in the manner of his brethren. As with all
daimyo of the Daidoji since the fall of Shiro no
Yojin, he swore three oaths on the day he took his
title. First. that he would defend the honor and
lands of the Crane with his life and the lives of his
men; second, that he would remember the history
of his clan and his family and keep it alive for
future generations; and third., that he would never
betray the secrets of the Daidoji house.

Uji himself is a slightly caustic man with a
dark complexion, black hair and deep brown
eyes. He rarely wears his armor, although he is as
deadly on the battlefield as any other man in
Rokugan. Although his personal style of fighting
is casual, Uji has displayed his capability as a
general time and again. He speaks rarely, and
always in a soft voice, sometimes nearly a
'111lisper. tm C)'es never twinkle. and he rarely
smiles. In battle, be ,,--can a Scorpion-like mask
over his features. reminding his enemy that he is
not to be trusted.

Uji has no personal desire to be involved in
politics, nor has he been to the Imperial Palace at
Olosan Uchl - he has no interest in court life, and
the court has no interest in him. He travels
among the strongholds of the Crane, assessing
their military preparedness and creating
strategies for any possibility. He has never shown
interest in women or pleasures of the flesh.
always turning his thoughts to battle and to trade.
As the Protector of the Crane, Daidoji Uji takes
his responsibilities very seriously. There is one
thing thai Uji enjoys, and thai is outwitting an
enemy. Whether through battle or economic
warfare, Uji has studied every use of Rokugan
and gaijin strategy that has ever prevailed. His
men are trained for battle as well as the hidden
side of combat - monetary and trade warfare.

Although some would tell you thaI
merchanting is a dirty trade which noble samurai
should never engage in, the Daidoji would laugh
at such views. The Doji cover their trade
negotiations under the guise of ~gifts~ exchanging
one valuable commodity for another and



ensuring that the goods flow between the Clans of
me Emerald Empire with no dishonor. The
Daidoji, however, specialize in economy, and care
Uttle for the dishonor it brings. Uji has been
trained in trade sabotage, smuggling goods
through enemy lines. and infiltrating the
economy of the enemy in order to weaken their
supplies of armor, weapons, or foodstuffs. He
relishes these things as some men would relish
the defeat of a hated enemy. "Intellect and
strategy," Uji drills his students, "are the strongest
weapons a samurai can wield. Without them, you
are losl no matter how sharp your blade."

Daidoji Uji has long held a great respect for
me Crab Clan, and often provides its diplomats an
escort to the court of the Doji. He has traveled 10
Hida Palace several times, and when he was
young he spent a year walking the length of the
Great Wall studying warcraft under Hida Kisada.
Uji has a tremendous respect for the "Great Bear"
and his eldest son, Yakamo, and the three men
spend time together when Uji visits the lands of
the Crab. From a distance, Uji watches the
daughter of the Great Bear,
Hida O-Ushi, with
admiration and respect He
knows she is a cunning
enemy, a valued ally, and a
woman of many talents. It
cannot be said that he is in
love with her, for Uii has no
time for love or the idleness
of courtly romance. Perhaps
a better term would be that
he respects her, and when
he is in the lands of the
Crab, Uji always finds time
to spar with the daughter of
Kisada.

The friendly relations
between the Hida and the
Daidoj~ however, have not
lessened Uji's hatred of the
Yasuki and everything
associated with them. In
particular, Uji is constantly
on the lookout for a reason
to destroy all that the
Yasuki have built. His
hatred does not rule him,
however, as he is far too
keen a tactician. Instead, he
spends his time gently

pushing the Yasuki toward economic decline,
helping the Doji disfavor them within the court,
and waiting for the day when he can declare open
war on Taka and his "henchmen:' Some day, Uii
vows, the Yasuki will betray the Crab as they once
betrayed the Crane. On that day, the Daidoji will
have their long-awaited vengeance.

Until then, Uji has other things to think abouL
Lion vendettas, information to be obtained from
various sources, and the protection of Crane lands
occupy the thoughts of the dark Daidoji daimyo.
Between defending the Crane and managing the
Daidoji spy network, Uji spends a great deal of his
lime in the libraries of Garden Under Shadow
City, studying the gaijin tactics which were used
against the Rokugani people. Some say Uii is too
concerned wilh the gaijin, and that his studies are
no more than an idle waste of time. However, if it
is an obsession with Uii, he will not say to what
extent His studies are for himself alone, and his
fascination with gaijin culture and swordplay is
known only to lhe Crane.

•
•

ANc£STOIll
DAlOOR MASAl_r"

690 - 7/5

(7 POINTS)

Daidoji Masashigi is the
daimyo of the Daidojl
family who left his palace to
defend the landbridge
a handful of samurai His
descendants are among t¥
most celebrated in the
DaJdoji lineage. Each yea •
on the twenty-eighth day of
the month of the Rat, (!he
anniversary of his death),
his descendants gather at
the shrine and do homage
to his memory. They do thh
each year on the sixteenth
day of the Dragon: lhe day
when Masashigi and his
men died defending the
Kaiu Wall.

A dlaracter with \l:tis
ancestor gains a Major Ally
in the Crab house. and their
TN to Be Hit is increased by
3 for each Wound Rank they
lake. For example, a
character with Da1doji
Masashigi as their anrestOL
would have a +6 to their
TN to Be Hit if they were at
the -2 Wound Rank.
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l~aklta

ImJutsu
nugbst

You are the finest dueling Sludent thai has ever come
through lile Kakita Jaijutsu school You're certain of it II's time
you look your skills out to the oilier clans and lei them know
what they are up against. You graduated the Kakita Academy
as a master of the blade, and you are eager to prove thai title.
During one of the proudest moments of your life - as you like
to recount often - you defeated a visiting sensei of the Lion
Clan. Since then, everyone's been saying you're the next Kakita
Toshimoko.

You're sure they're righl
When you graduated the Kakita schooL you turned down a

position in lhe Ooji guard in order to see the world. 'roo've
traveled the coastline of the Crane, dueling people in all the
major cities just 10 prove your wortlt In one of those cities, on
one of those rather boring missions, you met her.

She was a young Asako maiden, lovely and delicate.
carefully schooled in all the womanly arts; you knew thai she
was meant to be yours from the first time you set eyes on her.
After all, what woman could possibly resist you? You spent
time In the court, visiting any official who might be able to tell
you more about her, and at last you found her in the gardens
with her servants. She was married 10 a Dragon ambassador 
an old man, who did not deserve her fine beauty. You sought
any reason to challenge him to a duel- but when you did, your
sword broke in half at the Hrst sLrike. Stunned. you were forced
10 admit defeat, and the ringing laughter of her husband still
echoes in your ears. ~Come back. young one," he said, "when
your steel will not bend against the forge."

You have every intention of returning.
He has your pride, )'Our honor, and the woman who is

destined to be your wife. After all wasn't that what she
promised you under those Dowering cherry trees? You have a
lock of her hair on your SIl}'Q, to remind you of your vow, and
you know you will return for her. She's worth any price, any
cost, any risk.

Isn't she?
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You were raised in a quiet home. the only son of a peaceful
nobleman. You had a happy dtildhood with little trauma, and
were shielded from any unpleasantry. Your parents 10\'00 you,
and promised you the best liCe they could afford; in fact, they
managed 10 send you to the esteemed Doji Courtier school
Once there, you looked forward to the quiet, unassuming life of
a minor diplomat, never responsible for more than the simplest
menial tasks.

Then you were assigned to a famous magistrate in the
Scorpion lands. and he expected you 10 do far more than )00

had ever thought possible. You were asked to run errands, face
nobles on a daily basis. perform delicate manipulation of
high-ranking officials. Your world was in turmoil You asked
him to transfer you repeatedly, bUI he said lhal you were one
of the few trustworthy men he had ever known, and he needed
you here in the mountains of the Bayushi. So, you suffered your
fate and tried 10 bring peace wherever you could. Soon the
ambition of your Master raised him to one of the highest
diplomatic positlons Ihal Ihe Crane held in the Scorpion lands,
and you were faced with more and more problems, dealing
with Scorpions on a daily basis. It was like slecping on nails.

Afew weeks ago, your Mastcr came to your chambers alone
- an unusual thing - and gave you his fan. You asked him
about his strange behavior. but he only gave you an order never
to mention it 10 anyone, and oommanded you back to your rest

The next morning. he was dead, his body dashed on the
stones of the river far below the palace.

You knew you were in danger. You were forced to accept
your Masler's position until someone could come from the
Crane 10 relieve you, and you spent three cold months in abject
fear. When you were recalled 10 the Crane lands, you breathed
a sigh of relief. But you know the Scorpion won't forgel who
you are. and you have no idea what to do with the fan your
Master gave you on the night he died. You pray thai your next
mission will take you far from Scorpion lands, but you know
that there is nowhere you can be safe from the long grasp of
the Bayushl
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nmdOJI Bushl

Your father was a Daidoji - a proud and noble warrior. Your
mother was a Crab, of the house of Hida. Somewhere between
his subtle espionage and her forthright strength, you were bam

Neither of them cared if you grew up to be a "proper lady", so
your childhood was spent in the wilderness. the swamps and the
rough forests of the south. You traveled to see your mother's
people. spent time on the wall of the Hida You've visited the
Shrine of the Landbridge. That was the only time you've ever
cried.

You've also traveled to the oourts of the Daidoj~ and met the
sharp smiles of their spies and DaJdojl operatives. You haven't
been able 10 make up )'Our mind as 10 which of the two were lhe
stronger, the subtle strike of your father's heritage or the bold
ruthlessness of your mother. At your gempuMu. somtOnt "'as

rude enough to ask you which you prd'emd; you kloktd them
dead in the eye and replied, ~Both."

You have spent time in the (DUIt of lite Phoenix and lh'ed in
the lands of the Uon. serving as an infiltrator and spy. You
excelled in counter-espionage, the forte of your father. He was
proud to see you follow In his footsteps, and you were proud to
serve your family and your clan. Your first major solo mission
was 10 gather sensitive infonnation rrom the Akodo family,
relaying It through an emissary to the Doji. You uncovered more
than you bargained for, and stopped an assas<;ination attempt on
one of the prestigious Crane visitors. After you discovered the
rulprit, you administered a swift, deadly revenge under cover of
shadow - but something went wrong. You were seen.

You had no idea or your mistake until you returned home,
and found your parents had been murdered by some unknown
force. The only clue to the identity of their killer was a battered,
unmarked tIlnto. The tanlo you used in the lands of the Lion,
and had lasl seen in the back of the Akodo assassin.

On that day, you took the bloody knife and cut off your long
white hair. cursing the Lion and everything they stood ror. You
took your mother's armor and your father's daisho and swore 10
avenge their deaths. You've shown your power In the courts, your
subtlety and your skill.

It's time to show your strength.
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He whispers to you at night, when the world is sleeping, and
your dreams arc haunted with visions of blood and death. It's
not proper for a shugenja of your Clan 10 know such things. but
he's been telling you of thc thousands of ways to kill a man, the
hundreds of sensitive places which you can £ill with pain and
anguish. It's not the right thing 10 do, to listen, but you can't
help yourself. His voice is with you when you least expect it His
blood is in your veins.

You must not kill. If you did. you would free his soul, and
fall 10 thc darkness as Yajinden once did. long ago. His skull
still resls in the gardens of the Emperor, but his voice, his soul
his darkness... these things still live. And somewhere in the
night you can hcar the Shadowlands rising again. You can hear
them, and you wonder if you will go mad.

Your talent with nemuranai is remarkable. Your teachers
long ago stopped tutoring you, and you have begun to teach
others. New fetishes and tsongusuri spring into your dreams.
your hands form spells and craft items almost without your
knowledge. But with each item you craf~ each leap of skill, you
feel the kuei rising. The evil spirit in the item begs for release,
but you fight it with all your strength.

Others in your school fear you. They whisper behind your
back. They arc jealous. Your unkempt appearance and your
ravings in the night have forced your instructors 10 hold you
back, to hide you from the clan. Sometimes they wonder if you
are a Crane at all. That's all right You know the truth of your
heritage. It sings to you each nigh~ as the moon turns to blood.
You arc a Crane. You arc an Asahina.

And you must not ltill - not because of the doctrines of your
school, or the morals of your clan, but for the salvation of your
very soul.
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and propriety, you have agreed, and now you prepare for the
long journey across Rokugan. Before you left the lands of the
Kakita, one of your instructors drew you aside from the rest of
the class and began to teach you the secret language of the
Crane Artisans. It was called the "cadence': He said it was in
case anything unusual happened to you on your travels, but you
know there are deeper reasons. You only hope that once you
arrive, you will be able to handle whatever your patron - and
your house - ask of you. The whole thing makes you dreadfully
nervous, but you ha\'e packed up your brushes and you're ready
to leave. You just hope your traveling companions don't mind
having you along...

\

l'\aklta
1h1tlsan

\

Your gempukRu was just last month, and you're filled with
hope and great expectations for your life. You're sure thai you
could have talenl if you tried hard enough. You've been
painting since you were a tiny babe, and it has filled your days
and nights. You've never been in love. never risked your life,
and never seen evil. You're still far too young to be jaded about
anyone or anything.

You've spent mosl of your life in the quiet gardens of the
Crane, living peacefully among the Artisans of the Kakita
Academy. While many of your peers and teachers say you are
very skilled with the paintbrush. you've never been very
confident in your abilities. Art has always been a struggle for
you; onc you've relished, but you know il doesn't come as easily
to you as to others. You love what you do, and you're dedicated
to il but you're very shy and sensitive if others complimenl you
on your work. You aren't very sure of yourself, and will go OUI

of your way to be sure that there's a back-up plan if anyone has
to rely on you.

This is one of the reasons you've been overwhelmed by
recent events. While completing a painting in the gardens of the
Crane, a rich-looking noblewoman came to your side and
spoke to you at lenglh of technique and color. Flattered, you
relished the opportunity to learn from someone who seemed to
know quite a bit about modern style, and your hours in the
garden flew past more swirtly than you knew. She seemed
impressed by your answers and wilty conversation. and it
wasn't until she turned to leave that you saw the mon of the
Unicorn emblazoned upon her robe.

"TWo weeks later, yOLU instructor proudly informed you that
the daughter of the Unicorn house had asked to be your patron
- and you could hardly refuse! She is powerful, a major player
in the Imperial Court, and you are expected to bring even more
honor to her house, and to the Crane.

Recently, she has asked you to visit the lands of the Unicorn
and learn their ways so that your art can be shared with the
court of the Unicorn Champion. Terrified, but bound by honor
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Near the plains of Otosan Uchi and the
borders of the Phoenix and Dragon, stand the
northern bastions of the Crane. Defended by the
Daidoji much of these lands are held by the Doji
family and their retainers, hatamotos and minor
daimyos. This land is peaceful, filled with
prospering merchants who trade Crane
agriculture for Phoenix resources from the
mountains. The roads twist through rolling hills.
past lush hardwood forests and tiny villages. In
this area of Rokugan, there are many shrines to
Shinse~ and one of the Brotherhood's largest
temples resides ncar a tiny village at the edge of
the mountains of the Phoenix. Far from the Lion
and the Crab. the northern lands of the Crane
have rarely seen war. In fact, they have rarely
seen much of anything. Calm. rural, and placid,
the northern lands of the Crane have only a small
mUitary presence to maintain a token defense
against bandits and other, more natural dangers.
In the early spring, some of these lands become
cut off as melting snows flood the rivers and
wash out the roads. Travelers 10 the far northern
demesne of the Crane will find a peaceful place,
filled with tiny villages and very little pomp and
regalia

g;bg Bands to tbg
NOl'tl1

the Shio Senkyo no Riku (Tidal Landbridge) upon
which Daidoji Masashigi died defending Rokugan
from the Shadowlands.

The people who live in the lands of the Crane
live a good life. The fields are rich, the taxes light
and the magistrates pride themselves on their
honorable and just nature. Indeed, many peasants
of other areas of Rokugan immigrate \0 Crane
lands each year. But there is a price for this peace.
The Crane have Iiltle military presence to handle
disputes within their lands, and sometimes their
forces arrive too late to solve troubles with
bandits. However, the peasants have adapted by
haVing swift runners able to go for help as
quickly as possible, and by keeping themselves
practiced and efficient in defense (mostly simple
hand to hand combat tactics, as peasants are not
allowed to have weapons).

The lands of the Crane stretch fOr miles on
every side of the great capital of Otosan Udti.
From the foothills of the Mountains of Regret to
the north, 10 the Asahina fields of the far southern
peninsula, Crane lands cover most of the coastline
of Rokugan. Once, long ago, the castle of the
Yasuki was known by another name, but since the
Yasuki Clan defected to the Clan of the Crab, it is
now simply known as the "Black Crane Palace~

The southern peninsula is divided north and
south by an Imperial decree. To the west lies
Yasuki Yashiki and the Crab lands. and to the east
lies Shinden Asahina and the Crane. This division
has settled inlo a peaceful coexistence, mostly due
to the constant diplomacy of the pacifistic
Asahina family. At the tip of the peninsula lies the
fortress of the Crane - the Niwa Shita no Kage
Toshi (Garden Under Shadow City) which guards

\ \
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111e Lands Of

tl1e Cl'ane

The Crane Clan is one of the most prestigious
in the Emerald Empire, consisting of hundreds of
miles of shoreline, thousands of peasant villages,
and many acres of arable land. Stories from the
creation of the Empire are stored by the Crane,
kepi for the education of modern generations.
The miscellany presented here is designed to give
you some further information about Rokugan's
most honorable Clan, information that wouldn't
fit into the organized format of this book This
appendix is designed to give you adventure
hooks, some places of interes~ examples of
commonly known Crane nemuranai and the
Asahina spellbooks. all of which are designed to
help flesh out the lands of the Crane in your
campaign.

All trade which is
considered 100 dishonorable
for open dealings is done in

the Crane black markets 
the underground roadway

for illegal and immoral
trade. Because of the

ongoing emnomic war
hetween the Yasuki and the

DaidoJL these black markets
have berome very

profitable, almost to the
pOint of beooming tbe sole

resource for lhe Yasuld
family trade. It is easy for a

good campaign to be placed
in and around these hidden
markets.. and the character's

role in this Iype of
campaJgn can be almost

anything. For gainful
employment the characters
could be responsible for the

protection of "supplies· up
and down the trade routes.

or even working for a
magistrate to puL a stop to a

particular dealer.
If the characters wish to

follow a darker path. they
could be employed by a
daimyo who is actively

involved in tbe Black
Markets, and given missions

such as ambushing the
trade routes of opposing

factions. A note of caution:
all parties ooncerned with
thr: operation of the Black
arket do so in secrecy: if it

were kl De uncovered that a
party memDer was engaged

in such activily, jt would
certainly bring them great

shame.



THE IMPERIAL COURT
The lands which are commonly conSidered the

border of the "northern" lands of the Crane and
the coastal region of the Doji arc held by the
Emerald Champion. As thai position Is often held
by a Crane serving as the Personal Champion of
me Haotei line, the lands of the Emerald
Champion are usually under Crane oontrol. The
palace of the Emerald Champion, and the great
aly of Otosan Uchi, have stood upon the plains
ior centuries. Since the beginning of the Emerald
Empire. the Crane have felt a certain kinship with
:he family of the Emperor. Every Hantei has
dlOsen a Crane to marry. whether it be a graceful,
4Itistic Kakila or a clever, diplomatic Doji. Blood
.mites the Hantei and Crane houses - blood and
~nor.

In the court of the Emperor, centered at the
;rand palace of Olosan Uchl, the diplomats and
courtiers practice the art of civilization 
arranging marriages. negotiating alliances, and
oonducting business for their clans. Within the
nils of the Imperial Court, houses rise and fall

ars are fought without loss of life, and
JgIeements are made that affect the fortunes of
ihe nobility. But how does the court of the
Emperor affect the lives of common samura~

~ing their Lord as they have sworn?
The Imperial Court is noi a place. not a

oonglomeralion of walls and rooms, but a living
entity comprised of dozens of ambassadors and
jjplomats, following the Emperor on forays into
Rokugan, and serving their clans as they have
:.ten instructed by their Champions. The court
tself spends six months of the year in Otosan
",dl~ and the rest of its time in the court of one
i the major clans. To host the Emperor and his
entourage is a great honor, one which is given to
mch clan in turn. Of course, those who have
bierved the Emperor's journeys through his
Empire may note that he is more prone to visit
!be lands of the Crane and Phoenix than those of
!be reclUSive Dragon or honorless Crab. These
;alter clans often complain of the favoritism
..-hich the Emperor shows the Doji and the lsawa,
out their petty bickering is lost in Ihe world of the
zreat court

The Imperial Court is also called the "World of
the Shining Prince,~ in direct reference to the
.meage of Hanlei and his siblings, and their
mother the Sun Goddess. The dty of Ihe Shining
Prince is clean and neat, as are all Ihe cities of
Rokugan; clean streets, neat houses, and a quiet

atmosphere are the rule, rather than the
exception. The gardens of the Emperor spread for
miles outside the brilliantly carved and crafted
walls of the palace, with spreading trees, lakes
and magnificent hedges of flowers covering huge
tracts of land. These gardens are often the sile of
courtly meetings. Discussing matters of war or
trade under weeping willows alongside a stream
is nol uncommon, and such lovely settings serve
as a counterpoint to the negotiations.

The seiting of any given meeting of the court
is often conSidered carefully by the Emperor's
primary advisor, who knows that the Rokugani
emphasis on symbolism will color the presence of
every tree and flower. Kakita Yoshi. the current
Imperial Advisor, goes to great lengths to see that
all is perfectly prepared for the Emperor's
presence, often sending envoys to the courts
which the Emperor intends to visi~ as much as six
months before the Imperial Caravan leaves
Otosan Uchi. These envoys are not only chosen
for their ability to prepare the rooms and gardens
which the Emperor will inhabit, bUI also for their
trustworthiness and reliability. They are expected
to seek oui anything which may endanger the
Emperor during his slay, including anyone with
access 10 the Imperial Chambers.

Imperial authority, the power of the Emperor.
is based on the fact that no one in Rokugan owns
land. The Emperor. as the direct descendant of the
Sun Goddess. has authority over all lands, and is
the only owner of territory in the Empire. All land
belongs to the Emperor and his heirs, and he has
given certain clans the right to farm and rule
them in his stead. The Emperor also authorizes
the teaching or the Tao to the people, and has final
authority over all religious and ethical debates.
The whim of the Emperor, in such cases, can
change the religion of the people, although no
Emperor has ever been known to alter the Tao
itself. Alterations of the readings, however, or of
the premises based on the information of the Tao,
are entirely within the Emperor's jurisdiction.

The Emperor. wherever he is staying, is the
center of the aristocracy. Even the most minute
change in the feudal system of Rokugan, from the
creation of a daimyo to the granting of samurai
status to a heimin, must be approved by the
Emperor, although he often leaves more trivial
affairs to his Imperial Advisor. Although it is
rarely done, if the Emperor forbade a samurai to
become the Champion of their clan, for example,
the person simply could not take that position.

BLACk MARkETS
(CONT/MI£D)

Further. the DaldoJi an
the Yasuki are nol the only
people who are involved in
the i1Udt negotiations or
these hidden markets -the
greatest danger is the Kolat,
an invisible force whim
makes all traders look
behind their shoulders in
apprehension.

In Rokugan, "death
before dishonor" is the code
even in the black markel~

where people's loyalty 10
their dan can mean more
than their position - it can
mean their survival.



The coastal regions of the Crane Clan stretch
along 90% of Rokugan's eastern territories,
effectively giving the Crane a complete chokehold
over seagoing trade. The market places and ports
of the Crane are firmly established along these
sea-routes. providing the Crane the fastest and
most effective means of transporting goods
around Rokugan. Outside of these resources, the

Crane have many inland
market places which further
establish Crane economic
superiority. Trade roads,
carefully maintained by the
towns of the coast, stretch
from the far south all the way
to the northern provinces.
These roads, often lined with
cobblestones and flowering
trees, are patrolled frequently
by the Daidoji and the city
samurai of the major port
cities. Theft is not a major
problem. Any bandit foolish
enough to attempt an attack
on a trade caravan would be
risking the wrath of the
Emperor, whose goods and
taxes are often carried by
Crane forces to the plains of
Otosan Uchi.

The coastal areas of the
Crane lands maintain the
majority of the population.
The cities are packed, filled
with people from all the lands
of the Empire. teeming with
merchants, artisans. samurai
and heimin alike. The larger
cities contain the palaces of

the Crane, from Shiro no Doji and Shiro no
Kakita to the lesser known family palaces of the
minor daimyos. The tremendous walls of Shiro no

Cfhe Coastal RegJons

anyone harms someone traveling under the
Emperor's protection, the entire Empire will shun
them. The wrath of the Emperor and his court can
be harsh, including the possibility of removal
Major Clan status, loss of Samurai rank. or even
a public execution.
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Peasants and samurai would not be required to
listen io their orders. nor acquiesce to their
demands. A new Champion would have to be
chosen, one which the Emperor approved. Major
appointments are always approved directly by the
Emperor himself. although the advice of the
Emperor's personal Advisor weighs heavily upon
the man on the Emerald Throne.

The Emperor has the authority to give formal
and religious sanction to all events in the Empire,
and to delegate such rights to those he finds
appropriate. The creation of Imperial magislrates
and diplomats, as well as the courtier's official
role as the voice of the Emperor, is all a part of
his delegation of authority. Of these, one of the
most powerful abilities is the right to provide
someone with Imperial protection.

The protection of the Emperor confers safety
from all harmful actions, whether physical. or
mere restraint from fulfilling the duties and
obligations which they have been assigned. If

THE LADY'S FAN

When Shinjo decided to
leave Rokugan, Lady Doji

was opposed 10 the loss of
her sister. Because the Iwo

were so close. Shinjo swore
that her descendants would

return. and promised that
they would remember the
Crane when they did. Doji

ga\'e her sandalwood fan to
her sister, for luck on her

journeys, and so that a part
of the Crane would

accompany Shinjo on her
travels.

Hundreds of years later,
when Shinjo Nishijin

returned 10 Rokugan. he
came to the court of the

Emperor. Doji Ryobu. the
current Emerald Champion

and leader or the Crane.
was among those who
welcomed the strange

newcomers from afar. When
they were introduced.,

Nishijln reached within his
haorl and pulled forth a

small jade box. He handed
this box to Ryobu, who

opened it to reveal a small
and very andent
sandalwood fan.



THE TEARS OF THE

FIRST EMPEROR

The strange chips of~
known as lite "Tears of the
First Emperor" are treasured
by the wife of the Doji
daimyo. passed down
through history since the
wife of Doji Nio. second son
of Lady Doji and Lord
Kakita. There are well over
thirty such chips in a fine
silk pOuch. each shaped into
an intricate teardrop. upon
which are carved mini5cule
portraits of cranes. Althou8h
the exact properties of these
tears are unknown, they art
known to be able to remo\'e
the Shadowlands Taint from
one willing to be purified.
up to an amount of ranks
equal to the Tainted person's
Honor.

island was sunk by evil sea~spirits who longed to
have the palace for their own.

For now, the "Sea King~ stands alone in the
bay near Mura Sabishii Tosh~ welcoming ships
that pass into the lands of the Crane.

THE WIFE OF THE FIRST

EMPEROR. AND THE NAMING OF

MICHl NI MArOTTA MUSUME
There is a small island in the bay near Doji

palace, one of many, known as Michi ni Mayotta
Musume (l.<lst Daughter Inlet). It is a sacred place,
not only to the Crane but also to the Hanlei
family. If the Emperor (or his heir) is to be
married. the woman who is to be the new
Empress spends one night alone on the island,
communing with the spirits of the other women,
past and future, who will share the life of the
Hantei and bear the children of the next
generation. On this island, say the tales, the First
Hantei found his mortal bride, a daughter of the
Doji family whose origins were common but
whose wit and beauty were legendary. The story
is told once a year, on the last day of the month
of the Dog, when the current Emperor sends
pilgrims to the island.

Once, so the ancient texts say, the First Hantei
searched the country for a wife. His arrival in the
Doji lands was unexpected, and the Crane Clan
searched desperately 10 find the most beautiful
women in the territory in order to gain his
approval. In those days there was a small town
near the sea known as Ikieto. The women who
lived there had been hardened by their work.
When the samurai came to look for a suitable
maiden. all the women they found were old. or
calloused and displeasing. Therefore the Doji did
not stay, bUI continued on their errand.

The samurai did not know that one fishermen
had heard of their search, and had hidden his only
daughter. Her name was Doji Mioko, and she was
as beautiful as the stars on a clear nighl Fish
would come to the side of the boat when she
sang, and her father would simply scoop them in
his net each evening. He feared she would be
taken away, and he would no longer have the
wealth his easy fishing brought So her father hid
her on a small island far from the village,
planning to fetch her home when the Emperor
had gone.

TIle Emperor saw the maidens that the Kakita
brought to the palace, and though they were
noble and honorable women, none of them

Doji rise from the sheer cliffside over one of the
most prosperous port cities of the Crane.

In the center of one such city stands a small
garden, whose flowers are kept blooming all year
through the magic of the Asahina shugenja who
have dedicated their lives to the task. In its center
is a small dark stone, no more than three feet in
diameter, its surface worn by wind and time. The
stone is known as the "Stone of the Sun,ft and it
is said to be the place where the children of the
Sun first set foot upon the earth. On the horizon
stands the great castle of Otosan Uchi, the
Emperor's dwelling-place and the heart of
Rokugan.

THE ROAD TO THE SEA-KING'S

PALACE
Once there was an island off the southern

shores of the Crane lands, near Mura Sabishii
Toshi, the famous port city of the Crane. This
island was the site of one of the most beautiful
palaces of the Crane. Aided by the magics of the
Asahina, the gardens of the palace were said 10
contain cobblestones of gold, and the lrees grew
leaves of silver. A minor daimyo under the Doji
house, Morehei Yuo, lived on the island with his
family and several small villages, performing
lrade with nearby Mura Sabishii Toshi. His palace
was the preferred summer home of the noble Doji
and Kakita families. In the bay of the island there
stood a tremendous bronze stalue of Suitengu.the
guardian of the waters. The statue itself stood
over a hundred feet high, its feet sunk deep in the
walers of the bay, and its hands outstretched in
greeting.

Nearly 400 years ago, a massive earthquake
shook the island, destroying its foundation and
sinking it beneath the sea. The statue of Suitengu,
now called "The Sea-Klng~ by passing ships, still
stands in what was once the bay of the beautiful
land, but now all but its shoulders, head and
upraised hands have sunk beneath the ocean.
Pearl divers who have swum through the area say
that the villages still stand, their rock foundations
covered in coral and waving sea-grasses. As for
the palace and its legendary gardens, where it
once stood there is now only a tremendous fissure
in the rock bed of the sea although the road
which once led to the castle still leads, in broken
dlUnks and teetering pillars, down into the
ravine. No divers have tested the depth of the
crevasse, and there are those who say that Ihe
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fisherman said. Finding nothing, the Emperor
returned 10 Doji palace.

That nigh~ the fisherman went to a hidden
cave in the island 10 bring his daughter food. ~I

saw you sailing this morning, father," Mioko said
to him. ~Who was the young man in your boal?"

"It was but a beggar, daughter, that I found on
the shore:'

Mioko had seen the handsome young man
from her hidden cave within the cliffs of the
island. and she had fallen in love with him. After
her father left the island, she lied a thin silken
cord to the leg of her pet bird, and on that ribbon
she wrote a haiku.

When she released the bird, Mioko said a
prayer to the Sun Goddess, hoping the bird

might nnd its way to the young
beggar-mart That nigh~ Ihe

Emperor was dancing with
the maidens of the Crane

Clan when he heard a
disturbance in the

bushes of the
gardens. Within one of

the bushes a white dove
lay, tangled in the branches by a thin

silk ribbon. When he read the
words on the ribbon, he

said 10 the Crane
Champion, "The maiden who

has written these words, her
alone will , marry, in all Ihe lands of

Rokugan."
The nobles of the house of Crane were

alarmed. Who knew what peasant maiden had
written Ihe poem; and how were lhey 10 find her?
The samurai of the Crane again scoured the lands,
but no one, villager or noble, could tell them the
words on lhe ribbon. The fisherman went to his
daughter on the island and lold her of the
Emperor's proclamation. Mioko fell into tears, and
lold her father, "Those words on the ribbon were
mine, father, written to the beggar-man who
shared your boal Now the Emperor has claimed
them for his own. and I will never see my love:"

The fisherman was a clever man, and in this
problem, he saw a way to make his life even
easier and more wealthy. '" can help you,
daughter," he said. 'jell me what was written on
thai ribbon, and I will tell it to some young
woman from the village. The Emperor will marry
her, and , will help you find your beggar when
they are gone:' Delighted, Doji Mioko eagerly told

=

Ikieto, and commanded the fishermen to take Ihe
Emperor to the island just off the shore.

Mioko's falher look the Emperor in his small
boat, rowing to the island. They sailed all around
i~ but saw no place to land. "I heard a voice
singing on Ihat island, fisherman." Emperor
Hanlei said. "Who lives there?"

"No one lives on that island, but I have heard
Ihat the wind blows through the coral. The noise
is said to resemble singing, Majesty," the clever

stirred his heart ~I have seen the lands of the
Lion, the Crab, Scorpion and Phoenix, and yet no
woman has caught my eye," he said. "No face I
have seen among the courts of the Unicorn has
given me pause, and there is none among the
mysterious maidens of the Dragon Clan whose
heart I would seek." The Emperor spent his time
in solitude, and retired to the highest balconies of
Doji palace, thinking only of his loneliness.

One morning, the Emperor and his samurai
rode across the lands of the Crane, seeking sport
and amusement While chasing a hunling-bird.
Hantei was separated from his loyal servitors and
found himself on the ocean shore. The wind blew
in from the sea, and in the breeze he
heard a faint, haunting melody. The
voice was so beautiful thai he
stopped in amazemenL By the
lime his guardsmen found him
the song had ended, bUI he told
them of its beauty. The
Crane Champion took
Hantei to the
nearby
village of

WHAT THE (flAN[

~llINk OF THE

OTHER (LANS

"7tue nobility comes not
tom being superior /0
another man, but in being
superior to your pas/'''

The Tao of Shinsei
The Crane are both

respected and haled by the
olber Claru; of Rokugan. but

none can dispute their
economic importance 10 the
Empire. and their complete

control over the court
system. The Crane keep the

shipping lanes open.
regulate taxation within the
Imperial court and prohibit
excessive exclusion of InIde

between warring clans.
Simply put. the Crane make
sure thai the Empire - and

their own dan - keep
turning a tidy profit. As for

the other dans. the Crane
try 10 keep relations smooth

despite what they may
really think of their

neighbors. After all, it was a
Crane who coined the

phrase, "Know )'Our enemy
and you will defeat him~

Crab: The Crab are
brutish fighters, strong and

bold, who have rorgonen
everything except their lust

for bailie. They have
become a part of the

Shadowtands itsell with
dark magics and darker

Taints. Their sense of honor
and ctvilizaUon has

degraded 10 almost nothing.
We respect and honor their

figh~ as one honors the
dogs who keep the wolves
t bay. It is a fool's quest to
engage the Crab in direct
combal There are better

ways 10 defeat a scuttling
braggart.



her father the small haiku, pleading with him to
hurry in his task.

The next day, the fisherman went to see the
Emperor with a young woman on his arm. The
woman told the Emperor the words of the little
poem, and the Crane lands rejoiced. But the
Emperor was not satisfied. He agreed to marry
the village maiden, and the wedding was planned
for the following evening.

That nigh~ Hantei followed his bride-to-be to
her chambers. "Speak to me more of your poetry,
gentle Doji maiden," he beseeched her. "Tell me
another haiku like the one you wrote upon the
ribbon:' The girl tried to create a poem, but her
efforts were feeble and there was no love in her
words. Furious, the Emperor demanded to know
who she was, and how she had known the haiku
on the ribbon. Falling to her knees, the frightened
girl told the Emperor all she knew of the
fisherman and his hidden daughter. The Emperor
ihought long on the matter, and went to see the
fISherman the next morning. Hantei showered the
man with gold and jewels. saying, "You have
brought the woman I am to marry, and I am
pleased with your loyalty. But berore I am wed, I
wish to hear again the wind in the coral of your

land." The fisherman could not refuse, and
rowed the Emperor to its rocky shores.

When Doji Mioko saw her father's boat
returning, she hid in the cave as she had before.
However, when she saw that her father had
brought the beggar as he had promised, she ran
from the cave to greet them.

The fisherman was caught in his web of lies,
and the Emperor saw Mioko allaslIt is said that
when Hantei approached her, he fell to his knees.
"You are the woman I have sought in all the lands
of Rokugan, and I will marry you and no other."
Tears of joy fell upon the beach at her ree~

turning into the purest jade. The Emperor
gathered his sparkling tears, and gave them to the
Champion of the Crane in exchange for Mioko's
hand in marriage.

When Mioko discovered that her beggar was
the Emperor, she pleaded that he show pity on
her father for his deceptions. The Emperor loved
his bride, and agreed to her wishes. Instead of
death, the fisherman was condemned to live on
the little island for the rest of his days.

The Tears of the First Emperor, small
tear-shaped pieces of jade which sparkle and
shine unnaturally even in the dimmesl ligh~ are
still kept by the Crane Clan. They are the province

of the Ooji daimyo's wife, who is entrusted to
keep them safe throughout her life and pass them
on to her child's bride. It is said that they have the
power 10 bring hope and release to those tainted
by the Shadowlands or darkened by evil.

The western plains are one of the keys to
Crane prosperity in Rokugan. The ferlile
farmlands and acres of rich rice fields are
cultivated under constant supervision by Crane
farmers and heimin. Although the western
borders of this territory have long been disputed
between Crane and Lion, the Crane maintain that
it was given to their ancestress, the Lady Doj~

when the land was divided among the seven
Children of the Sun long ago. The Lion, however,
have no respect for Ihal ancient tradition, and
continue to make fora)'5 into the land in order to
plunder its riches. The castle which once stood
upon the borderland, Shiro no Yogin, was taken
by the Lion in one of their attempts to wrest
control of the territory. However, the swift action
of the Oaidoji has prevented any further progress
by Akodo and Matsu forces, and Shiro no Yogin
stands as an aberration on the Crane lands.

The crops grown here are one o( the primary
sources of food in Rokugan. Crane rice and wheat
is sold in all the lands of the Empire, particularly
to the land-poor Crab and Dragon. The richest of
these plains is known as the fields of Osari,
named for a farmer who stood against invading
Scorpion forces hundreds of years ago. Sacrifiting
their lives against the troops which flooded from
Beiden Pass, Osari and the men of his village held
off the Bayushi warriors for three days while the
Daidoji forces force-marched 10 their aid. When
the battle was done, only three of the farmers
lived. Asmall empty hut still stands at the site of
the village, a tribute to the farmers who gave their
lives in defense of their farms.

At the southern edge of these provinces slands
the route into the mountains known as Seiden
Pass. Many times in the pas~ the Crane, Lion and
Scorpion have all claimed the right to rule this
area and control the trade and other passage
through the mountains. Oaidoji forces captured
the pass shortly after Doji Satsume became the
Emperor's Champion, nearly 25 years ago, and
held it (or over 15 years before being (orced 10
retreat in order to defend Shiro no Yogin. Since

WHAT TH£ CRAH£

TH't« OF THE

OTH£R CLANS

(CONTIMI£DI

Dragon: High on their
mountain, the Dragon Oan
are content in their
mysteries. But who feeds
them, so that their time can
be spent in contemplation?
We do. Our lands produce
enough grain for aU of
Rokugan, and no other dan
partakes of Crane
generosity as mud! as the
reclusive Dragon. In $lme
ways they are less human;
in others, they are the
essence of humanity. Their
reluctance to enter society is
unfortunate, for whal is
philosophy if you can not
apply it 10 life?

lion: The Uon d~pise

us for our inlelligen~ and
are jealous of our rightful
place in society. Like
bickering peasants. the Lion
cling to their futile hatred,
and like spoiled children
they rome 10 blows over the
mildest disagreement Still
their devolion to the
Emperor is unparalleled. If
only they could recognize
thai Ollr duly to lhe
Emperor is just as
important - if not as
glorious - as their own.

(continued)



WIfAT THE CJWl£
T_ OF THE

OTHER CuNs

CCOHT'MlEDl
Phoenix: or aU the

Clan.'I, the Phoenix are the
most like us. Their

understanding of society
od civilization is matched

by their wisdom. Their
mqIG an' potent and Wir

Ilnm art: true.. Go lO the
Phoenix for allies. for their

J[IaIk. worth If11 hundml
boasting samurai Their

am don: 10 the Imperial
Coun seek peace. and 10
• t lheir efforts is also to

help ourselves.
Scurpton: By far. our

most dangerous enemy.
\\-'hilt the Uon pram and

llrul the Sawp;oo pion.
Uke wtll of • spider.

their plans are in\>lSlble and
far readting. and enr)'

mm. elUent coold pul you in
jeopardy_ They hide behind

masks to cover their lies.
We must use our intellect to

outmaneuver them.
Remember. the spider's

ad\antage is that he knows
where to step. Throw him

'If( balance. and you can
catdl him in his OWll v.'eb.

Unicom: \\oe first
grfftt'd the Unioom as

then when they raurned
from their journeys, and
they have rewarded our

kindness with friendship.
Their trade Is knowledge. for

rbey know far more about
uther lands than we. BUI we

kno'R more of Rok~n..
Their eagerness for

ledge and their need
for gu- makes lhem

maBelble. and their rnililaJY
makes lhem valuable.

thai Lime. the Uon and Scorpion ha\·e been
squabbling over the mountain corridor. while the
Crane wait 10 see who will win. After al~ the
easiest enemy to defeat is one who has wasted
their strength against another opponenl

Only twice in history have the Crane levied
full trade embargo on any of the other dans 
once agaillSl the Crab. and once againsl the Uon.
The first was during the Yasuki break with the
Crane. and the second was due to a wartime effort
to force the Uon to come 10 the negotiation table
at Otosan l.Ichi. The Crane declared thai they
would no longer trade with the Lion. nor would
they support trade with those who continued to
ship wartime supplies to the Matsu troops.

Within a few weeks, the Uon army began to
run short of needed supplies as all traders in
Rokugan began to l'ithdraw their goods for fear
that the Crane would stop trading with them. The
complete dominanct whim the Crane hold over
all traders in Rokugan is often underestimated,
but rarely forgotten twice. Even the bold Yasuki,
who for years have had an economic conflict wilh
the Crane. were forced to cease shipping grain to
the Matsu troops. When the Lion came to the
negotiations, it was another sign of the subtle
power of the Dojl

The far southern lands of the Crane include
the peninsula known as Kenkai Hanlo (the
Peninsula of Hardened Waters), and the cilies of
the clever Daidoji. The southern border contains
most of the military power of the Crane. due 10
the constantly vigilant (orces of the Daidoji. The
roads between the cities of the lower Crane
pro\;nces are virtually free of bandit activity due
to the proliferation of Crane warriors and the
loyalty of the Daidoji family to their sworn lords.
The bustling cities of lhe Crane can be found
here, as in the coastal region, but in this area they
are far more heavily guarded, and many Crab and
Lion traders prefer to exchange wares in the
southern lands of lhe Crane.

The far southern reames of lhe Kenkai Hanto
peninsula are filled with sporadic swampy
reames, riddled with quicksand and deep pits of
mud - a dangerous plare for the unwary lr3\"eler.
Those who have been there and returned speak of
strange kam;, spirits of the wild sum as kenku,
Nezumi and even the elUSive Naga. The Daidoji

are quick to warn those ....ilo travel there of the
swampland's dangers, but rarely venture into the
wilds themselves.

Somewhere in the swampland to the far south
of the peninsula lies a grove of stones whose
origins are unknown. They are said to be formed
of shards of long crysta~ whidt jut up at wild
angles from the ground like trees. Some say this
strange formation is due to the volcanic pressures
which rock the southern tip of Rokugan.
\\nak'Vff the cause. the stones shine in the light
of the full moon as if a beacon were upon them.
making wild patterns upon the swamp.

\
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''It"1Im J need to Jhit peopk. 1hit them with
'he JoTgeSt wtapon 1am find: The ground.~

- Kakita Merao

Mizu-do is a martial art developed by the
Crane artisans In order to show some realistic
fighting in their dramatic performances of Kabuki
and other plays. Because the artisans had no
intention of harming anyone, or of using real
weapons, Mizu-do has dCl·eloped into a \·el)
defensive martial art From thai humble
beginning. Mizu-do has become a Crane
tradiUon, used by many artisans and courtiers to
defend themsel\·es in dangerous circumstances..
8Mizu-do~ means ",he way a/watei'; the form is
also called umi-do. "the way of the sea." The first
Mlzu-do sensei, Kakita Merao, once said, '1be
sortest thing in the world overcomes the hardest;
a tbiJ18 ....ithout substance enters where there is
no room The stiff and unbending is the disciple
of death - the gentle and yielding is the disciple
of life.."

On both the mental and physical levels,
Mizu-do is an art Its ktltas are perfonned as



dance maneuvers, and also within productions of
lamous plays. Mizu-do focuses on throws and
lOint locks derived from kenjutsu; not on
punching or kicking opponenls. but rather using
dleir own energy to gain control of them or to
drrow them aside. Movemen~ dynamic motion
and smooth, flowing control of one's own body
and the body of one's opponent are the heart of
this unarmed martial style. In performance, the
duows are exaggerated and combatants are
laught to ron and move in order to receive a
minimum of real damage. while still appearing to
De badly injured.

Artisans often engage in Mizu-do katas before
performances of story or song, in order to
oompose their thoughts and allow their voice and
body to withstand the demands of constant
audience attention. The development of the chi,
die harmony of the spirit and the body, follows
die philosophies set forth in Kakita's, The Sword.
To some. the idea of a martial discipline which
strives for peace and harmony may seem
paradoxical, but to the Crane it is the most basic
tenet of the art

Most samurai schools have little or no respect
kJr the practitioners of Mizu-do, calling it a "soft"
school. not worthy of the attention of a true bushi.
In many ways, they are righ~ and the Crane have
never attempted to popularize their defensive art.
Mizu-do is a soft style, characterized by gentle
movements that often involve the practitioner
JUmping or skipping - things which a heavily
ilmIed samurai could not perform.

Mizu-do in Rokugan does not teach weapons
training. It does teach certain defenses against
weapons, but not the offenSive use of the weapons
themselves. in this way, the student is expected to
learn to rely on themselves rather than on
tquipment. One noticeable characteristic of
Rokugani Mizu-do is the absence of foot
techniques other than sweeps, movements and
stances. Mizu-do was designed to teach the
student how to use their bare hands to stop an
opponent's attack without harming them. No foot
techniques exist because the student of Mizu-do
is expected 10 be expert in dodging, throwing, and
capturing an opponent in a joint hold. The final
objective in Mizu-do is not to harm your
opponen~ but rather 10 immobilize and aTtest
them. Thus, the main techniques are not the
"kick" and "punch" of jiujutsu or the Dragon
kaze-do, but rather "throw~ and "hold."

The two greatest physical defenses in Crane
Mizu-do are the joint holds and throw techniques.
The throws serve as a passive defense, escaping
the enemy's grasp or placing them at a
disadvantage. By applying the joint holds, the
smallest defender can hold down a strong
allacker, and even someone of slight build has the
ability to restrain a massive samurai The way
that this is accomplished is by using the attacker's
own strength against them, making their ability
work in your favor. These techniques are not
entirely without the potential to harm someone;
struggling against a "joint technique" will almost
certainly result in an injury.

Mizu-do is a skill which can only be
purchased by Crane clan characters. It may be
taught to oulsiders under some drcumstances,
but no non-Crane characler may begin with the
Mizu-do skill

M,zu-oo (REFLEXES)

This is the Crane clan unarmed combat style
skill. When a character purchases this skill at
creation, they may choose two of the techniques
listed below. These are the techniques which the
character begins with. If the character later
chooses to advance their studies in Mizu-do, they
may select another technique from the list each
time they purchase another rank in Mizu-do.

If a character purchases their first rank in
Mizu-do after character generation, they only
select one of the following techniques, rather than
two. They will thereafter continue 10 learn one
new technique per rank, as usual.

Players should record this skill on their
character sheet as ~Hand·to·hand (Mizu·do)".
Further information on hand·to.hand rules can be
found in the Legend of the Five Rings RPG.
Characters who wish to invent their own
techniques should be encouraged to do so, with
the supervision of Ihe GM. Such "new techniques~

are free for the character who creates them, but
must be learned by other players as if they were
basic tedmiques: one per rank advancement

Mizu-do is considered a High Skill.

'MIZU-nO ~\?chmqu\?s
BEND LIkE A RUD

Another form of feint, this maneuver can be
used to escape a more direct attack from a
striking sword or staff weapon. In order to evade

Mmr-oa:

THE "REACT'ONARY

Roll."
All Mizu-do techniques

require a "reactionary roll~

This implies that the
character must declare a full
defense at the top or each.
round. and then may choose
to react with the defensive
maneuver once their
opponent has begun their
attack. If the Mizu-do
practitioner wanls the
option to perform a
Mizu-do technique this
round, they may receive no
benefit from declaring a
FuJI Defense.

If the Artisan chooses
not to react to an allack,
they may not change their
mind once the attacker-has
rolled their strike. If a
M!zu-do practitioner 15
attacked by two or more
opponents, they may read
to a single opponent of their
choosing.

If the reactionary roll Is
unsuceessfulthe Mini-do
artist has been unable to
grasp their attacker, and the
attacker receives a free raise
on their attack this round. A
Mizu-do practitioner may
not perform any of the
maneuvers against someooe
who is not physically
attacking them this round 
Mizu-do is a purely
defensive art.



WHAT THE OTHER

ClANs THI"" OF

THE CRAH£

The 'ruth about a man
is not neorlyas powerful as

U!lrlll.-olhers believe 10 be
the truth.

- BayU5hi SJwiu
The olber Clans of

Rokugan think many
Iffertnl things of the Crane
and their laijutsu masters,
base<! 0tJ past events and

observations. Some, none, or
all of their opinions may be
true. but here's a sample of
the altitudes a Crane may

encounter while journeying
ID ugSIt Its important to
know how you are seen, so

that you can use your
memy's misoonctptions to

JmWead hilll M Oaidoji Uji
tells his studenlS. "So loog

u tht other clans think \1..e
are powerkss, we have no

need to show them the
nature of true power."

Crab: The Crane are not
willing to sacrifice

themselves against the
Shadowlands. but if you

qu lion their honor. they
enler a duel and throw

away their lives like trash.
Mlal does that say ahout
their values? The day will

come when their honor
cannot save them, and we
will see the true nature of

their hearts.
Dragon: It is In men's

~alures lO fight amongst
themselves for glittering

lid riches, but it is the
be1aJlce of honor that allows

to call ourselves civilized.
The Crane rely on the

eakne~ of othe~ and
fOllLel their own strengths.

the blow, the practitioner must successfully make
a Reflexes + Mizu-do versus the opponent's
KenjutsuJ Bojutsu x 5. If successful, the
opponent's strike misses, and they may make no
further attacks this round.

CATCH THE SHADOW

Acommon tactic of Mizu-do practitioners is to
escape other hand-to-hand grappling attempts..
This technique is commonly called a feint; a
movement designed to avoid the attacker's strike,
unlike a block or parrying maneuver. Although
diffieul~ a successful feint can be done with
practice and sharp reflexes. If another person
attempts to grapple with a practitioner of
Mizu-do who is aware of the attempt, the
Mizu-do artist may make a contested Reflexes
roll to avoid the grappling attempt before the
attacker makes their roll 10 hil

DRAGON CLAW

Among the various joint locks which the
Mizu-do student learns is this particularly
incapacitating defense. II is a basic nerve hold,
relying on the sensitive nerve positions on a
person's body 10 cause lhem enough pain 10

prevent movement and further altacks..
Like all Mizu-do maneuvm, it requires a

successful grappling attempt against an alladdng
opponent (Reflexes + Mizu-do versus their
opponent's Agility x 5). but by using raises. the
martial artist may further incapacitate the
opponent by rendering non-lethal damage
directly to the opponent's nerve centers. This
damage is calculated by rolling a number of dice
equal to the number of raises plus the Mizu-do
practitioner's Strength trai~ keeping a number of
dice equal to the number of raises. This damage
is non-lethal, and will vanish from the wound
ranks of the damaged character ten minutes after
the practicioner releases his grip. A character
cannot be placed below "Outn from use of this
technique. Because the nerves can only be
accessed by pressing against the skin of the
targe~ this technique cannot be performed if the
opponent is wearing armor.

If the defensive maneuver is successful, the
opponent is subdued unless they win a contested
Agility roll against the Mizu-do practitioner's
Agility in order to break away from the hold. A
subdued opponent may only attempt to break
free once.

THE FARTHER roo FALL
Much of the success of Mizu-do as a defensive

style is based on the throws which the school
teaches. 11lis particular throw is one of the more
effective, engaging the opponent's own force to
hurl them a sizable distance from the Mizu-do
practitioner. As the opponent charges (attempts a
strike), the character must make a successful
reactionary grappling roll (Reflexes + Mizu-do
versus their opponent's Agility) in order to grab
them and redirect their movemenl This is a
"sacrifice throw", meaning the defending
character must also drop to the ground, rolling
onto their back and using their legs to elevate the
attacker into the air, causing them to land a
distance away. If their reactionary grapple is
unsuceessful, the attack continues as normal. If
the Mizu-do technique is successful, the thrown
character must make an Agility + Hand-to-hand
(or Athletics) roll versus 20 + each raise the
Mizu-do practitioner added to their original TN.
If the thrown character fails, the Mizu-do
practitioner inflicts Okl, plus one die of damage
from the fall.

The distance of the throw is based on the
Strength of the Mizu-do practitioner x 3 in feeL
Any damage taken by the attacker is due to their
rough landing. and results in a stun lasting for 1
die of turns minus their Earlh. Both characters
spend the end of the turn regaining their footing.
Remember. the TN 10 hit an immobile or prone
character is 5.

FLIGHT OF DRAGONS

This throw is designed to shift the opponent's
body into a position where they will trip over
their own momentum. The Mizu-do practitioner
must make a reactionary grappling roll (Agility +
Mizu-do versus their opponent's Agility x 5). If
suceessful, the thrown character must make an
Agility + Hand-to-Hand (or Athletics) roll at a
TN of 20, plus one raise for each raise the thrower
made. If the thrown character fails, they lurch to
a deadfall al the defender's fee~ and take an
amount of damage equal to the original attacker's
(Strength)kl plus one die of damage from the fall.

HAMMER OF £ARTH

This throw is one of the more dangerous, but
has lhe greatest chance of defeating the
character's opponent in one maneuver. As the
allacker charges, the character makes a
reactionary grappling roll {Agility + Mizu-do



'USus their opponent's Agility x 5) in order to
!rip the attacker, then leans back until both the

cker and the Milu-do practitioner fall Ideally
. will cause the opponent to land on the crown

,( their head. The original attacker must make a
illJIpie Earth roll against a TN of 20 or lose
consciousness. Both attacker and Mizu-do

'lioner will lake damage from this technique.
The Mizu-do practitioner will inflict lkl to his

nent as usual and will lake 1k1 damage.
1Jltbout adding his own strength to the anack.

THtlM8 WRENCH

This painful and suppressive hold is one of the
effective joint locks in the Mizu-oo school

I.- •fig an opponent's own strength to force them
to motionlessness, the practitioner of Mizu-do

.::an hold the strongest bushi still with a minimum
Jf effort As the attacker strikes the defender. the
Jefender must make a reactionary 1011 to grapple
me:! disarm their allacker. This roll is the

omary grappling roll (Agility + Milu-do
s their opponent's Agility x 5) and an

Jdditional roll of (Agility + Mizu-do versus their
nenfs School Rank x 5) in order to disarm

- If they have a weapon. Once this is
MXOmpli.shed. the practitioner of Mlzu-do has
pipped the opponent's thumb and used it to
..-rench their arm behind their back. into a painful
.and debilitating lock. If their opponent wishes to
xeak the hold or struggle against it in any way,

may do so by rolling a contested Strength
-oil against the holder's Agility. Whether this
iltempt is successful or not, the person in the hold
-.ill take an amount of damage to their arm equal
lO their own (Strength)k(Strength).

\ l
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Asahina spells tend to be peaceful and
defensive. This is not to Imply that the Asahina
are weaklings, but rather reflects the ideals of the
original founders of the smoot lsawa Asahina
and his brothers and sisters. The Crane shugenja
sdlool is still closely assadated with their cousins
in the Phoenix lands, and they often share spell
ideas and formulae. The spells and nemura1l/Ji
~u find here. however, have been created by past
masters of the Asahina school and are rarely if
ever shared outside of its walls.

GUST OF WIND

Base TN, 10
Element Air
Casting TIme: 2 Actions
Duration: 8 Actions
Mastery: 5
Concenuation:F~

Raises: Casting lime, duration. force of wind.
deflection

Eflect This spell manipulates the air around
the recipient, deflecting physical missile attacks or
even (willi a raise) turning them back on
attackers. Anyone trying to hit someone protected
by this spell with any sort of projectile must roll
to hit with their TN increased by 10 (+10 per
raise). If the deflection raise is used. any shots that
miss are redirected against whomever fired them.
using the shugenja's Air rank. A raise used for
duration will extend !.he spell ano!.her 4 actions.

BINDING

Base TN, 20
Element: Air
Casting Tune: 2 Actions
Duration: 5 Actions
Mastery: 7
Concentration: Focused
Raises: Duration. casting time, area of effect
Eflect This spell slows time within a limited

area Anyone within 10" of the target point of the
spell must roll against a TN equal to 5 times the
shugenja's Air rank. using a number of dice equal
to their Eanh rank. If they sutteed. the spell is
broken and the shugenja must begin again. If the
roll fails, the victim is reduced to half movement,
half normal attacks, and suffers a penalty of 4 10
their initiative. Anyone entering the area while
the shugenja is still concentrating is automatically

WHAT THE OTHER
CuHs T_ OF

THEC_

(COIlTNI£D)

Uoa,TheCnn<
behind tbdr mountains
money In the same ""...07'
Dragons hiOr in their
mountain keep. 1beIr
swordsmanship may be
unequaled in a duel but
battlefteld is noI the
10< phil,""""y.•• ""
pb<o 10< m;gh,

Phoenix: The Crane
a dan admired DOl klr ,"';;0-.,.
aptitude. but for tlrIr
precision. Un11ke the
Srorpion. who strikes at any
offending hand. the Crane
have wa~ 10 Iw <rure llw-ir

enemy is removed while
converting those who
followed him. They llJt:
dangerous enemies, and
valuable allies.

Scorpion: They are the
clan most like us; but they
have a public sting. Tear
away their honor and ~y
have nothing left with
which 10 fight you. Their
laiJutllu Maslers are the
power behind their
fluttering rans.. Never forgel
that if you know where the
head of tbe snake lies. it
cannot bite your hand.

Unicom: When we
returned 10 this land. the
Crane alone wekomfd us
bade. They have treated
as companions, not lost
children or ignorant F/in.
While the other Great Clans
united against ow return.
the Crane aJded us in
provilll our heritage.
took a risk in wt'looming
back to our homeland
so W"e 1IIili repay lbem
standing at thrir side.



affected. The duration is extended by 5 actions per
raise. The area of effect is increased by a 5' radius
per raise.

AWAk£N TH£ SPIRIT

Base TN: 5-20 (GM's discretion)
Element: Air
Casting Time: 4 Actions
Duration: 1 Hour
Mastery: 6
Concentration: None
Raises: Casting time. duration, potency of

spirit (once only)
Effect: This spell temporarily rouses the spirit

of an item, making it better at whatever it is used
for. If the item is a weapon. then the wielder rolls
an exLra die when rolling (0 hit or damage
(choose one before casting). U the item is used to
perform a skilL the user may roll an extra die. A
single raise may be used to add another die. This
spell may not be used on nemuranai because
their spirits have already been fully awakened.

The follOwing are some of the more well
known magic items which the Crane have
created. \\lth the exttption of the ""merchant
coins," the)' are all still in the possession of the
Crane Oan. and kept in the Asahina temples until
someone suited to carry them is found. The Crane
Clan has the ability, through their shugenjas'
potent knowledge of nemurana~ to create more,
and it is likely that there are many more artifacts
unknown to all but a few Crane.

SHUkUIO - CRAN£ ANC£STRAL

SWORD

One of the greatest of Crane Clan nemuranai
is the ancestral sword, carried into the
Shadowlands by Doji Konishiko, daughter of the
Lady Doji. The Crane Clan ancestral sword is
unique among all the nemuranai of Rokugan,
because it contains within it two completely
sentient human souls. Within the blade rest the
souls of the Crane Clan Thunder, Konishiko, and
her brother YasurugL These souls are so ancient
and have been one with the blade for so long that
they no longer communicate with their wielder
if in fact they ever did.

Shukujo announces its lrue wielder with a
joyful ringing when their hand first draws the the

ancient sword from its soya. Upon grasping the
sword, certain gifts and abilities are conferred to
the wielder from the twin souls which reside
within the ancient katana The sword may only be
drawn by a descendant of Lady Doji and the
original Kakita - only by a Kakit3, Doji or
Daidoji. No one else can draw the katana from its
sheath without losing their mind to the fury of
lhe powers wiihin the steel.

Bushi wielding the blade may call upon a
number of sdlool ranks in lhe Doji Courtier
school equal to their own School Rank. If the
wielder is a Courtier or Artisan, they recieve a
number of School Ranks of the Kakita laijutsu
school equal to their rank in Courtier. These
additional ranks may only be used while the
sword is in their direct possession. Therefore, a
third rank Doji Courtier could use the first,
second or third rank abilities of the Kakiia Bushi
Smool as described in the Legend of the Five
Rings RPG. A second rank Kakita bushi who
wields the sword may call upon the first and
second ranks of the Doji Courtier as described
earlier in this lext

Additionally, due to the blade's incredible
keenness and balance, the wielder of this ancient
blade always has the option to strike first in an
iaijulSu due~ no matter which side calls [or the
strike.

The son of the Crane Champion, Doji Hoturi.
wields the blade of his ancestors at this time. It
was given 10 him by his father, Doji Satsume, on
the day Hoturi iook command of the Doji armies
and first joined the Council of the Crane as Doji
daimyo.

SASAG£RU - CRAN£ ANC£STRAL

ARMOR

The Crane Clan ancestral armor has a long
and venerable history. filled wilh tales of heroes
and honor. The day before Lady Doji vanished
into the sea, she called her great·grandson to her
side. Together they rested on the shore and spoke
of honor. dUly and devotion. AI last, Lady Doji
rose from ber seat on the sand and offered her
hand 10 her descendant with a gentle smile. As he
took il, the sun's light shone about his body and
he found himself encased in glittering blue and
white armor.

Sasageru, the last gift from the Lady Doji to
her heirs, is made of a strange metal which
gleams in the sunlight. Rather than a steel grey,
the metal shines a pale blue, ribboned with faint



OHTH£CR£ATION

OF F£TISH£S AND

OrH£RN£MIIlWW

The Asahina dlugenia
are the finest makers of
magical items in all of
Rokugan. Their mastef).
O\'Cr the Jwnj of i
unmalChed. e\"Cfl by me
Pboeni:c in their high
mountains. But bov. are
those itmls aeated, and
mOtt importantly, hmro can
• character make one'"

First the: player m
come up \loith aD idea r
the fetish or item, and
discuss it with tbrir G~t
Onc:r it has bm1 apprt7\1.'d.
the Gamemaster will
the: items - and people in
attendance - which win be
needed for its proper
creation. If the player',
shugenja wishes to alter any
of these needed
components, the
Gamemaster may assign a
higher Target Number for
the item's creation. Then.
the shugenja must ga1her
the items. convince the
people to attend. and make
a sUl:assfullntelligeoce +
Astrology roll at a T!\ of 15.
Once this is done. the
Asahina shugenja will kno
the proper time of day to
perform the ritual

(continual)

Example: Doji Tetsu has a Void of 2 and a Tea
Ceremony of J. If he were wearing the Courtier's
Obi during the tea ceremony, he would roll 5k2.
rerolling a single time any die that comes up 3 or
less (bis Tea Ceremony level).

TH£ STANDARD OF TH£ 'RON

CUH£

(Presented 10 the DaldoJI)
This majestic standard was made to embody

the elegance of the Crane Clan while at the same
time being a symbol of their military mighL The
standard itself Is eight feet tall and two feet wide.
II is sky blue and bears the mon or the Crane dan

and the Daidoji family. It also bears the symbols
of Bishamon, the Fortune of Strength, and
Fukurokujin, the Fortune of WISdom. Unlike other
Crane standards, the mon and script are not
presented in white. but in a gleaming steel grey.
II is said that Daidoji Yuzan's army carried this
banner when they captured Shiro no Yujin from
Uon forces. When borne into comba~ the bearer's
army will beoome more inspired. \Vhenever the
large scale combat system is used, this army gets
a +2 to any roll on the chart If the army is
currently outnumbered more than two to one, all
rolls by this army are at a +4 bonus.

The following five items were given to the
Crane Clan by lsaws Asahina upon his marriage
to Doji Kiriko in the year 353. They have been
ept by the Crane, treasured among the most

precious items or the Asahina, and are rarely
allowed outside or the temple. The only one not
rurrenlly in their care is the Courtier's ObI, which
IS held by Kakita Vosh!. Imperial Advisor to the
Emperor or Rokugan.

M£MPO OF PURr THOUGHT

(Presented to the Ooji family)
When worn, the wearer can more easily deted

ir someone else is lying to them. In such
drcumstances, add a number of dice equal to the
wearer's Honor rank to both dice rolled and kept
during any contested rolls to determine if another
person is lying to the wearer.

TH£ COURT'£R'S 0o,

(The second gift presented to the Dojl)
This is a sky blue obi made or the finest silk.

At one end,.sewn in white linen, is the Crane mon.
At the opposite end is the Doll mon. When tied
properly, both mons are visible. The wearer gains
• confidence unparalleled in matters of etiquette
and diplomacy. \'r'hen conducting social skill rolls,
the wearer may reroll any die equal to or lower
than the appropriate skill ranking.

striations or a darker blue. The laces or the plates
are while silk, finer than a lady's obi but as strong
as metal wire. Enameled upon the do (breastplate)

the out.line or a Crane in mgh~ its wings
outstretched upon the wearer's breasL The armor
retains no scratch. nor does any blow dent its
surface. It seems to be indestructible and remains
untarnished even aOer the passage or hundreds or
,"""-

The Crane Clan armor adds 1 to its wearer's
Honor Rank. allowing a maximum Honor Rank
of 6 rather than 5. Further, Sasageru allows its
user to subsUlUte their Honor for any Trait or
Ring. Thus, the current possessor of the Crane
aan armor, Doji Satsume, would ha\'e a total
Honor of 6 rather than 5 as long as he wears his
armor, and he may moose to have an Air.
Pnception, etc. of 6 as well

Tt1~ F1W ftsafnna
1\wllhlnaJ



ON THE CREATION

OF FETISHES AHD

OTHER N£MlIRAHAI

(CONTI_D)

When the lime arrives
and lhe Items are gathered,

shugenja begins a ritual
to invoke the spirit of the

Item. If the item is a minor,
one-use fetish. this ritual

may only lake an hour. If il
. a world-class magic item.

it may take weeks of
unrelenting ritual and

fasting. When this is done,
the shugenja must make a

Tsangu5uri + Fire roll,
keeping a number of dice

equal to their skill. A minor
fetish will usually have a

TN of 15. with olber. more
permanent, items beroming
progressively more difflcull

For example, an Asahina
player wishes 10 make lhe
fetish known as the While

Sheaf of Grain. It is a
one-use fetish, and not

particularly powerful. After
researching the necessary

components in the Asahina
SaoIIs. IDe character gathers

a sheaf of while grain, lwo
feathers of a dove, and a

beautifully carved jade
figurine in the shape of a

cow. After a successful
astrology roll. the player

"knPws the proper time for
the aeation of this fetish is

sunset He asks his bushi
rompanion, to join him, as
the bushi was born in the

year of the dog, and the
Gamemaster has told the
ugenja that this astrology

roll has indicated this would
be very favorable.

THE .MERCHANT COINS
(Presented to the Yasuki [amity, who at the

time were still part or the Crane Clan)
The Yasukl family was presented a crimson

pouch con.taining 24 golden coins. Each coin is
the size of a standard koku, although they gleam
more brightly, and seem to feel sllghtly heaVier.
On the back of the coin is the standard ~koku"

symbol, but the face of each coin bears one of the
twelve creatures which represent the hours of the
Rokugani day. In the original se~ there were two
of each creature (Hare, Dragon, Serpent, Horse,
Goat, Monkey, Rooster. Dog. Boar. Rat, Ox and
Tiger). Anyone who bears one of these coins into
trade or economic negotiations during the
appropriate hour of the day will receive grealluck
in their dealings. When making a simple or
contested roll pertaining to business, commerce.
trading or other profitable negotiations, the
keeper of the coin may add a bonus 2k2 to their
roll.H the character is also in possession (on their
person) of any of the other coins, each one adds
an additional die to roll (but not keep) for the
negotiation. Alternately. the player may choose to
waive the bonuses during the appropriate hour of
the coin in order to reroll the skill roll as if he had
the Advantage: Luck (whether the first roll failed
or not).

Many of these coins were supposedly
destroyed during the great Daidoji-Yasuki
economic wars. The DoJi house still has one full
set of the coins, given 10 them when the Yasuki
left the Crane Clan (stolen, the Yasuki maintain,
by Daidoji Heuji, the son of the Daidoji daimyo at
the time). The second set's whereabouts are
unknown, although Yasuki Taka is reported to
have at least two of them (and observant traders
will note that Taka prefers to do business just
after lundl. or just after sunset; the hours of the
Goat and the Dog).

'HEAVEN AND EARTH'

(Presented to the Kakita)
The gift to the Kakita family was an intricately

made daisho, with chips of obSidian and jade
blended into the forged metal. The handles of
these swords are wrapped with sky blue leather,
covered in fine white stitching. Each or the tsuba
are forged of shakudo, a blend or copper and gold.
On the tsuba are the Rokugani characters for
"heaven" (on Ihe katana) and "earth" (on the
wakizashi).

"Heaven" is the name of the kataoa. Its blade
is shaped from pure copper, shining in the light
like a piece of the sun. The spirit of the blade
embodies the higher aspirations of the soul and is
more powerful ror those who possess a sense of
duty and loyalty. The bearer of the sword keeps a
number of dice equal to his honor when attacking
or defending (rather than, not added to, a katana's
nonnal k2 rating.) This sword also gets a lkl
bonus when being used in an iaijutsu duel.

-hrth" is the companion sword to "Heaven,~

and its spirit is more basic, less ooble and far less
idealistic. It embodies the essence of passing time.
the fleeting traits or man, and will be erased by
days passing across the race of the earth. The
bearer of thiS sword rolls a number of dice equal
10 his Glory when using the weapon, and may
keep these dice instead of the wakizashi's k2
rating if the bearer spends a Void Point at the
beginning of the combat round.

Many of the other items known to exist within
the Crane lands mayor may not be held at the
Temple of the Asahina. Throughout the Crane's
history, Ihe Asahina have been given the
responsibility to distribute their items 10 Ihe
worthy samurai of the Crane Clan Although
some of these items are in their care, others may
be in the hands of various members of the Crane.
It is certain, with the abilities of the Asahina to
create rare and wonderful items, that more exist
than are listed here, The Gamemaster should feel
rree 10 expand upon thiS list, creating ilems for
their campaign that will give it even more depth
and variety.

SERPENT'S TOOTH

(A magical yari erafted for and wielded by
Daidoji Yurei)

The wielder of this magical yari may add his
school rank to his initiative. If the wielder misses
an auack. be may attack again by spending a Void
Point but the TN to hit is raised by 5. The yari is
crafted £rom an unusual green wood, and when
swung, its blade resonates with a strange hissing
noise. like a snake. It is said that its blade hungers
for the taste of Lion blood. and those who have
carried it into battle have been driven by the need
10 slaughter any and all Matsu who stood againsl
them.



W'NDBUD£
The Windblade Is a sword made of a strange

silvery material as hard as steel. The blade of the
""eapon has strange markings which shifl and
change under the viewer's gaze. and its pommel is
"Tapped in the hide of some unknown beast The
W'mdblade is a weapon whose changing nature
conforms itself to its wielder's
temperament. renecting the
maracter of its owner. Those who
face the Windblade cannot even sec
the weapon in its wielder's hands
unless the opponent's Honor is equal
10 Of greater than thai of the wielder
of the Wmdblade. In this case.. all
defenses save actual armor are
_led.

Depending on the purity of the
wielder, the Windblade can lake
many forms. U the wielder has an
Honor of two or more. it appears as
a large lanlo. Three or more Honor
gives the Windblade Ihe appearance
of a wakizashL and at four the
Windblade appears to be a kalana. A
v.ielder with nve Honor gives the
Windblade its most stunning
appearance: that of a tremendous
silver no-dachi. The weapon does a
base damage of its current class
'tanto, wakizashl, etc.) and adds to
that amount (if applicable) a
number of dice which are rolled and
kept, equal to the difference
between the wielder's Honor and
their opponent's, If the opponent's
Honor is greater than that of the wielder of the
\Vindblade, they can see the weapon clearly, and
no additional dice are gained by the wielder of the
Windblade.

BIWA OF KAklTA

This biwa was made for Lady DojL carved out
of a piece of driftwood from which Kakila brought
1ife from the dead". It is a deceptively
simple-looking lnslrumenl, its shining wood
glowing £rom generations of care and aUentiOIl
Only an Artisan Master is allowed to play It, and
t\'en then only on ceremonial oo:asions.

The biwa adds 310 to any artisan's
music-related skill roll; the artisan who owns it
bas their Honor increased by one point

DOli'S FAN
This small fragile, sandalwood fan bears the

personal mon of Lady Doj~ and a single hair
(either Doji's or Shinjo's) whim was caught in the
blades of the fan. Doji is said to have given it to
Lady Shinjo before her sisler left for the Land of
the Burning Sands. and it was returned to Doji

Ryobu when the Unicorn
reentered the lmperial court
for the first time. The fan
itself is kept In an Intricate
jade box tied with a purple
ribbon and bearing the mon
of the Unicorn.

A Courtier who owns this
fan gains one School Rank,
and all courtly interactions
with Unicorn are raised by
two dice (persuasions,
sincerity, etiquette, etc.~

Common
fvtlshes

All fetishes are single-use
items. and are destroyed In
their initial use. Unless
otherwise specified, the user
is also the person who
receives the benefit of that
fetish. Most fetishes are
smaiL capable of being held
easily in one hand or a small
pouch. Unless otherwise

stated, all fetishes are good until used, and are nol
perishable even if made of vegelable mailer.
These are not the only examples of fetishes; you
can be sure the Asahina shugenja are creating
new and unique items all the lime. Your
Gamemaster has the final say on what is
appropriate. To create any of the fetishes below,
the shugenja must be in a hallowed site (a temple
or library); have the appropriate materials. all of
the finest quality, and spend three days of
undisturbed meditation and ritual to complete the
item. Creating a fetish is a simple roiL using the
character's Tsangusuri + Fire, keeping his skill
against a TN of 15.

More complex or more powerful items may
require a higher TN and more time spent to
create them. Items of "'true power: or more

OH THE CIl£ATUl
OF FETISHES _

OrH£RNE_

(COHTNJ£D)

After an hour of
medilatiOD and ritual, ibe
ploY" roIh his T
+ fh. keeping his skill.
makes it ~ull).The
itrms used to make the
(_",~and

spirit of the sheaf of
Ms been awakened inlO the
While Sheaf or Grain.

In another aample. the
same pla~r deddes to
create an item similar to the
Scorpion aan AncestA
Sword. After completing her
Astrology, she finds that
must pcrfonn the ritual
beginning at sunrise on Ihe
twelfth day of the dragou.
and that she must fa 12
swords of the Hnest t
quenched in the pthered
poison of a hundred
scorpions. Furtber, she must
have ready three rubies the
size of hen's eggs. and a
hair of the original BayushL
When all of that is prepared,
the dlaracter must ask
Bayushi Kachiko, Dojl Yosa!,
Shiba Ujimitsu and the
Ronin known as Dairya.
convince them 10 gather on
the Asahina Plains for a
week of fasting so that
item can be pieced.
Once the guests art
assemb1ed and thr ritual
completed (without
interruptions, or ~ryth.iIIB

must start agaiR) the
shugenja must make a
roU at a target number of
40. Good luck!



FAn O£Ck: 44 CARDS

..R

..R
............ OE
. OE

Imperial Gift
Inheritance ...
Holdings
2 x Fantastic Gardens OE U
3 x Jade Works OE C
3 x Gambling House SL C
3 x Merchant Caravan AoD C
3 x Market Place OE C
Regions
2 x Crossroads . . . . . . . .•...... FK C
1 x Clan Heartland .......•...... C&J R
Personalities
1 x Taro C&J c
1 x Doji Hoturi ...•......... SL R
3 x Kakita Shijin AoD C
3 x Daidoji Sembi AoD C
1 x Nameless One SL U
1x Togashi Hoshi OE R
3 x Ogre Bushi OE U
3 x Ogre Outlaw C&} U
1 x Kakita Toshimoko . . . . . OE R
1 x Ki·Rin OE .R
1each Air, Water, Earth Dragons OE U
1 x Hooded Ronin SL R

Rings
lxAII OE U
Items
1 x Ancestral Swords

Crane, Lion Phoenix IE U
1 x Golden Obi AoD R
1x Obsidian Hand SL R
1 x Imperial Standard . AoD C
Actions
3 x Defend Your Honor SL C
2 x laijutsu Challenge OE C
1x His Most Favored FK R
3 x iaijutsu Duel OE C
1 x Entrapping Terrain OE C
3 x Arr. of the Em. Champion FK .R
1 x Oath of Fealty OE C
3 x Block Supply Lines OE C
2 x Counterattadc OE U
3 x Focus OE .R
1x Egg of Pan Ku OE R
3 x Geisha Assassin OE R
1 x Emperor's Protection .. . AoD U
3 x Poisoned Weapon ... . .. OE .R

Followers
3 x Mantis Sushi FK R

\ \

~~ndlX IV:
L5RCCG
~\'ane neGks

permanent items, almost always require more
than one shugenja, must be created on a day in
which the stars are properly aligned (Intelligence
+ Astrology roll at TN 15), and demand greater
expense and skill. Even then, the spirit of the item
may not be exactly as was envisioned. Spirits are
alive, and they have personalities. likes and
dislikes, and character habits exactly as we do,
even if they are too primitive 10 communicate.

Typically, an Asahina shugenja may begin
making fetishes when they reach the second rank,
and may create items of permanent power al the
fourth rank. You will notice none of the fetishes
listed here are intended to cause harm. There are
no weapons. no explosives, poisons or other
violent items. The fetishes reflect the peaceful
doctrine of the Asahina family. All known fetishes
are non-offensive, and none can be used to
directly injure others. If warlike items can be
made, the Masters at the school haven't taught
anyone the methods - they learned a valuable
lesson from Asahina Yajinden and hts betrayal to
luchiban, and they aren't willing to see that lesson
repeated. Creating warlike items twists the soul of
the creator, eventually changing a shugenja into a
spirit of evil, a servant of the Shadowlands and its
Dark Lord. The knowledge of how to create such
fetishes. if it exists, is bidden... somewhere
within the walls of the Asahina Temple.

Deck design by Ree Soesbee

DYNASTY O£Ck: 4/ CARDS
Events
Chrysanthemum Festival OE R

l..(o..M'ON F£TlSH£s

Incense of
Concentration

With fifteen minutes of
,meditation, user (must be a

shugenja) regains 2 spent
Void Points.

Brooch of Plenty
Nourishes the user fully

fot onc day.
Jade Amulet

Adds 2k2 to resist
Shadowlands Taint

Makeup Kit
Roll one extra die for

y disguisel impersonalion
roll.

Bone Key
Opens one door, be it

locked or magically sealed;
although any physical traps

are negated, any magical
ones are triggered.

Feather of the Crane
Lowers the wielder's

weight 10 1'10 normal for
up to one hour. While in

this slale, the wielder takes
3 times normal damage

from physical attacks.
Acorn of Visions

This magical nul, when
ealclt renders the user
comatose for onc hour,

during which time he will

I receive visions about the
subject meditated upon

immediately before eating.
~ Urnes. this fetish can be
UlIfd as a type of augury 10
attempt 10 divine a course

of action, or as a
semi-reliable form of
scry:ing upon another

person.



This is a Crane deck based on money, money,
money. The most important cards in the deck are
Kakita Shijin and the Gambling Houses. Make
honor, make money, and keep the Ogres for
defense. Get one out fasl Use the duelers to keep
annoying personalities away, and the brute force
for an unexpected counterattack.

"~e Cblne and the
Manfls"
Deck Design by Bryan Settle

DYNASTY DECK: 38 CARDS
Events
Regions of Rokugan . . . . . .. TotV U
Imperial Gift . .. OE R
Doom of the Dark Lord IA R
Chrysanthemum Festival OE R
Inheritance OE R
Emperor's Peace OE U
Test of the Emerald Champion OE R
Test of Stone OE V
Strength of the Earth AoD U
Holding
3x Port . OE U
3 x Market Place OE C
3 x Jade Works OE C
3 x Pearl Bed SL C
3 x Pearl Divers OE C
1x Master Smith OE V
Regions
1 x Sunken City . TotV ..R
1x Clan Heartland C&} ...R
Personalities
3 x Doji Kuwanan AoD ..U
3 x Daidoji Vji OE .. C
1x Daidoji Vii (Exp.) .. C&J ..R
3 x Doji Chomei C&J U
1x Yoritomo (Exp.) TotV . .R

FATE DECK: 43 CARDS

Followers
3 x Mantis Bushi FK R
1x Doji House Guard .. SL R
1x Shiryo no Asahina . TolV . .R
1x Shiryo no Yoritomo TotV . .R
1x Shiryo no Kakita ... C&J ...R

Rings
1 x All

(Fire, Air, Earth, Void, Water) ... OE .....U
Items
1 x Ancestral Sword Crane IE .R
1 x Ancestral Weap. Mantis C&} .R
1x Ancestral Stand. Crane OE R
1x Battle Stand. Mantis TotV .R
Actions
3 x Strength of Purity OE V
3 x laijutsu Duel OE C
1 x Egg of Pan Ku ,.OE R
3 x laijutsu Challenge. . . . . OE C
3 x For the Empire. . . . TotV V
3 x Strike Without Striking TolV U
3 x Block Supply Lines OE C
2 x Counterstrike OE U
3 x Bend Like a Reed C&J C
3 x Refugees AoD C

This is a fast deck, based on honor. The Mantis
fuel Yoritomo, and Doji Chomei has his followers.
Against an honor deck, it can attack. Against an
attad deck, it can defend and win by honor - it's
very versatile, and can perform well against a single
player or multiple opponents. Use the high chi of
the deck to ward off duels, and to initiate them
against honor decks, or as defense against an attack
deck. With the Ancestral Weapons or the Mantis,
Yoritomo can have a chi that's through the roof!

, --: ..

CO....ON FETISHES

(CONTIM/£D)

Tortoise SheU
Confers protection from

all ranged attacks, ror the
duration of ten combat
rounds.

White Sheaf of Grain

Heals 2dlO worth of
damage to one person. lbe
person does not have to be
the user, but must be
touched by the user as the
sheaf is invoked.

Black Fan
This fan. when used

properly, instills a certain
amount of awe and fear in
those who behold the user.
The user may roll 2dlO and
add the result to their Glory
(in boxes) for one hour.
People listening to aspeech
or command given by the
user of the Black Fan are
struck with mild fear al\d
respect. (One free raise
toward any Oratory,
Command. or Sincerity roll.)
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Do you believe in what I
lell you?

For only Q beUeuer
walks on water

And great men have
drowned in these seas..
- Ihe last known words

of Doidoji Chiroku

THE TEMPUS OF THE ASAHINA
One of the characters has been invited to

attend the final ritual of the creation of a
powerful artifact by the Asahina The character's
lime, day and hour of birth are most favorable for
its creation, and the character is humbly
beseeched to visit as the official Defender of the
Ritual (an honorary position). However, during
the ritual, darkness descends unexpectedly; the
torches are blown oui by a strange wind, all
candles suddenly snuff themselves and the hall is
plunged into chaos! By the time the fires are lit
again, the shugenja leading the ritual is found in
a coma, and the unfinished item has vanished!
Has the kuei in the item surfaced? Is one of the
shugenja or visitors at the ritual a spy?

The three visitors at the ceremony (other than
PC characters) are from a variety of different
clans. One is a Unicorn Otaku Battle-Maiden,
another is a Scorpion diploma~ and the third is a
Dragon Clan i.se zumi Of course, all three claim
to know nothing. Perhaps one of the shugenja at
the temple itself is at fault? Or have unknown
agents managed 10 Infiltrate the Asahlna
ceremony? \\Ihat was the magic item, and who
would want to take it? Or was it a personal
grudge against the shugenja who was holding the
ritual?

It is the character's ktlrma to retrieve the item
and restore the peace of the temple. As the
Defender of the Ritual, the dlaracter is tied to the
item until the ceremony can be completed or the
item is destroyed. But a word of warning. The
Halls of the Asahina Temple are not always what
they appear to be. Spirits of past Masters of the
School are still watching over its inhabitants, and
there are many hidden passages and secret
openings. The temples are sacred: killing anyone
on the grounds is an incredible dishonor,
punishable by seppulw. The characters have to
find a non-violent way to seek the perpetrator,
and no one leaves until an answer is found.

DAIDO/I CHIROkU

Many hundreds of years ago, there was a
beautiful Crane samurai-ko named Daidoji
Chiroku, whose abilities with the sword were
legendary in her lime. She was the only daughter
of the Daidoji daimyo, and her parents loved her
well. One day, while she was meditating on the

sunrise at the edge of the sea, she was suddenly
struck by a vision so profound that it cut to her
heart and made her weep to think of its beauty.
Forsaking her parents and family, her Clan and
her noble ties, Chiroku left the lands of the Crane
to search for an artisan who could bring her
dream to life.

She was not seen for years thereafter. Her
parents mourned her as lost, and her name was
written on the scrolls of Daidoji who had passed
into the void. There was no word from the
samurai-ko, no sign of life from her for over fifty
years.

Then, as if she had never lef~ she came to the
court of her family. She told a story of traveling
to the mountains of the Togashi and of seeing the
great palace there, but she had no rerollection of
how much time had passed, or what she had been
doing in the years since her disappearance. For
days she stayed by her father's grave, weeping at
his death. The servants of the Daidoji and the
noble families of the Crane were al a loss to
console her, or 10 explain her strange appearance.
She seemed ageless. as if time had no meaning
for her. Her face was as young and lovely as it had
been the day she left the palace, and not even the
Asahina could explain what had uu:urred.

Chiroku was inconsolable, and began to travel
the lands of the Daidoji When she returned
asecond time. she still had nOI aged a day beyond
her original eighteen years. The records of
Daidoji Jubei. the Daidoji daimyo state that she
came to meet with him in his personal chambers.
and that he had never seen someone so at peace
with the world. She spoke of dreams, journeys
through the lands of the Crane, and a strange old
hermit woman she had spoken to in the far
southern swamp. She spoke to him for many
hours, and when she was done, she walked to the
daimyo's balcony and turned her face 10 the wind.
When he looked again, she was gone, and a Silver
Kirin leapt into the heavens.

Some Crane have said that they have seen a
strange pale spirit which has taken the form of a
beautiful young samurai-ko, often saving them
from some form of danger. Her lovely face is
peaceful and from her shines a white radiance.
Other dans scoff at the strange tale of the Silver
Kirin, but the Daidoji hold that it is true. As for
the Dragons in their high mountain towers, they
have never spoken a word about the tale, or of
their part in its creation.
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virtue. For ten centuries they ha
the path of honor and loyalty to
Throne. Discover the intricacies

most noble Clan.

• haracter Rules Co rs,

Sealttnlll5uteS ofthe ug

rpts word,~===~e_'''''''.''1M ayo


