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r he sun rose an Pale Oak Castle, creeping aver the distant 
treetops to the east. The light was warm, but did liltle to 
dispel the chill throughout the area. It was always cool 

in this region of the Asako holdings. regardless of the season. Shiba 
Emlri had only been here a few short weeks. but already she loved 
the place for the crispness in the morning air. It Invigorated her. and 
she loved to rise with the sun to enjoy It to the fullest . This morning. 
however, there was precious little enjoyment to be had. 

The young Phoenix samural-ko rose (rom where she knelt In Ihe 
shrine. It was merely one of many shrines that dolted the majestic 
landscape around Pale Oak Castle. She had been there for several 
hours, having awakened long before the dawn in order 10 prepare her­
self for todays ordeal. 

Today, she might die. 
Truthfully, Emiri did not really fear death. She had seen so much 

pain and suffering In her relatively short lifetime that she imagined 
the release of death might be a welcome release from her journey. No, 
tt was not fear of death. but failure that plagued her. Failure \Vas the 
most heinous sin imaginable, and she had borne i/5 burden (or (or too 
long as It was. 

"Emir/-san, • a qulel voice said. "You must nol dwell In the past. " 
Emjri glanced at the calm, even features of the monk she had come 

to know, In her lime at the astle. "A simple Ihing to say, Sutubo-san." 
she said. "11 Is nol qullesa simple to live." 

"You dtd noL (all In Ihe Rain of Blood," Sutubo said softly. "You did 
not (all your harge. You protected him from everything but hlmsel(. 
Against Ihe darkness In hls spirit, )'{Jur blade stood no chance. The 
fault was never yours. " 

Emlrl nodded. Three year.s ago, she had been a yo/tmoo assigned 
to Ihe shugen/a called lsawa Nodotal. He had been her frtend as well 
as her charge. and she thoughl she had truly known him. When an 
ancient rttual by the most powerful blood sorcerer in history created a 
mystical rain ofblood, however, she had seen the true Nodotai emerge. 
The roln had corrupted hls spirit, bringing forth every evil thought and 
urge he possessed. He went on a rampage, as did many others, alld 
the City o( Remembrance had nearly burned to the ground. She had 
been his YOI/moo, and In her mind, she had failed. She had spent the 
Intervening year.s in a monastery, allempUng to come to terms with 
what had happened. 

CHAPTER ONE: 

THEART 
OF THE DUEL 


"Focus only on today. " the monk insisted. "Tell me what will hap­
pen." 

" Vel}' wdl, " Emiri said. 'Today, I will champion an Asako courtier 
in the matter of his dispute with a member of the Scorpion om-00550­
(lor's dclega/lon. I will Juel the offended party's champion to determine 
Ivho is in the right." 

Sutu/lo chuckled. "[ was a peasant, a lifetime ago. [ must admit 
that after decodes of introspection, the concept of dudi17g is still quite 
foreign to me. How does it serve to resolve disputes, again?" 

"/1 is on exercise' in purity," £miri ex/ lained. CIS if reciting a text her 
sensei had ordered her to memorize. "Purity of spirit. purity of body, 
and purity of purpose. A pure spirit and oody steels 0 samurai for his 
task. Purity of purpose invites Ihe ancestors to lend him strength. that 
he might prove the honor of hl.- Family and Clan. /I has been thus 
Since the Komi descended " 

"For be it from me to question the Komi." the monk said. 'Tell me 
ofycwr opponent. " 

Emlri frowned. "I know little of him. His name is Bayushi Yumi/o. 
although in some circles he is simply called the Black Scorpion because 
of his armor. /I is black. lVi/hout adornment, and polished so thaI it 
almost looks like a mirror. He nev .r speaks unless directly questioned 
by someone of superior rank. /I is said that he has slain over a dozen 
duelists." 

"Is the duel to the death?" 
"Certainly not," she said. "'The duel is to first blood. [ admit, how­

eller, that 10m uncertain as to the reliability of YUilli/O with regard to 
such restrlel/ons. W /II he kill Ille? He might attempt it. But I do /lot 
(oor dea/h .·· 

"You fea r (ailure." Suhuto apparently could read her evcr)' 

thought. 
"I fear the strife that will come between the Phoenix and Scorpion 

if I (ail." sho: oJmitted. "If Yumita is lIictorious. and if he tLlkes my 
/ife as I suspect he Jcslrc.~. there will be great di(fiwlty between our 
Clans. We W/l/lot endure another conflict so soon after the war with 

Iht: Mantis. " 
Sui1uto pondered her\Vords . "vVould the Scorpion wish uch a con­

/11t1" 



----

- - --

"\l\1ho can say with the Scorpion?" she asked. 'There is no way 10 

he certain." 
"Then there is hut a single outcome." 
"And what is that?" 
"You must lI'in, " Subuto said plainly. "Your steel must win the 

day." 
Emiri raised an eyebrow. "Is that all? HolV Silly IVe been," 
The morning sun \Vas still on its path to the center o( the sky center 

II'hen the two opponents (aced one another in the courtyard o( Pale 
Oak Castle. Suddenly, Emiri (elt her mind clear after her meditations 
and her conwrsation with the monk She remembered her duty. and 
focllsed on tho/. The memories that had haunted her but a short time 
ago had left. She had learned (rom them. and put them behind her 
- (or good this time, shl' hOpl'd. 

Bayushi Yumita, the Black Scorpion, tool~ his stance across (rom 
he1: As she had expected, he said nothing. His armor gleamed in the 
morning Slln, bright enough to blind her (an intentional e((ec/, o( 
course), and so she (ocused on his shadow instead. His elle!)' mOlle 
rCl'Calcd itself to her as she Ivatcheel the shadow creep across the 
ground. EIIe!)' breath he took, el'c!)' tiny mcwemcnt lVas hers to sec. 
lind so when he made his mistake, when he altered his stance almost 
impaccptibly to create Gn opening, she IVClS ready. 

Shiba Emiri drell' her blade and struck with a pllre spirit, mind, 
and pllrpose. 

IniYoduction: /ISet . .. " 
There arc few activities that capture as many facets of what it 
ml:ans to be a samurai in Rokugan as docs dueling. II is a tesl 
of moral and physical courage, for in a weapon duel your life 
- or at least your well-being - rides on victory or defeat. It is a 
test of personal honor, for not only are duels commonly fought 
10 defend one's good name , but that good name also stands to 

gain or lose by how you cc ncluCl yourself in the course of defend­
ing it. It CHn be H 1'(:51 of I yalty and service to Family, Clan and 
Emperor, for in Illany ca ses their fortunes and reputation , too, 
ride on a luc list's blade. It is also a test of skill, for every form 
of dueling involves an end avor that at least some samura i find 
worthy of pursuit, something (or which he tmins long and hard 
for years to perfect, frolll his youth to - in some cases - the wry 
lasl moments of his life. 

At the same time, it would be a ml take I define due ling in 
Rokugan too closely. Mention dueling to most Rokugani , and the 
fi rst thing that comes to mind is a fight with the kata na, whether 
the kenjutsu duel s with which Lion bushi seek to c nt rol the 
battlefield, or lightn ing-quick and deadly iaijutsu duels. of whi h 
the Illost famous is still the confrol1tation between Kakita and 
Ivlirumoto Hojatsu a t the dawn of the Empire. Bu t such is the em­
phasis that Rokugani saillurai place on pcrsonal contests of will. 
skill and nerve that a wide range of activities, as practiced by the 
samurai class, can be described ,1S serving the same purpose . ::I: 

Shugenja have long h,ld the tradit ion of duellng th rough their ITI 

special skill for channeling the power of the kami. C.tlled taryu­ o 
jiai, it is said to have origlll<ltcd among the PhoeniX Clan . It exIsts c: 
in two gCllerally accepted forllls, onc in which the duelists attack m 

r-'
each other directly and another in which they figh t through ava­
tars of Elemcntal energy that they reale for themse lve . 

Courtier' practice neither thc art f swordsma n-hlp nor CO I11 ­

munion with the kam i, but personal contests thm serve a func­
lion so similar to thaI of dueling thM they might ::t well be called 
duels arc an aspect of their life, as well. \lVhlle S lilt' ourtlcrS 
have yojimbo to deflect any attempt to challcnge them on unfa­
vorable terms (and the more important he is, the more likely he 
is to have a bodyguard aSSigned to him), most also like to settle 
their own scores when they can, through contests of artisanship 
or performing skill, or skill at games. 
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On top of that. there are also a variety of miscellaneous forms 
f competition that do not really fit any of these cia slfica tions. 

Somc are unique to a certain Clan or Family. like the kobune 
boat races of the M antis. or even t certain Schools. like the wil­
derness survival challenges to wh ich Dragon isc ZlImi subject 
themselves. This book covers all of them. for all are in their own 
way part of a great Rokugani tradition and integral p;lrts of ;l 
samurai 's life. 

''Focus... " 
Later in th is chapter. you will find revised rules mechanics for 
iailutsu . that ampli fy and clarify exactly what happen~ in an 
ialjutsu duel. You will also find rules for taryu-jiai. or shugenia 
duels. as well as a variety of less overtly violent activities that 

z can be treated as personal contests. such as gnmes and tests of 
oratory and artisanship. 

Later chapters cover non-human intelligent races and their re­
lationship to the art of the duel. including the dueling customs 
of the naga and nezumi, and expanded rules for kcnku sword 
master scnsei and training under them speCifically in iaijutsu; 
desc riptions of famous and otherwise remarkable dueling wcnp­
ons; and also suggestions for making formalized single combat 
a mor~ prominent part of the mass battle experience. The ap­
pendices describe t'wo important tournaments in which samurai 
can show off their prowess through various forms of dueling and 

peTS nal competition . the legendary Test of the Emerald Cham­
pi n hip and thc Tournament of the Minor Clans. They include 
ru les mechanics for resolving each tournament 's various tests. 
a description of the ambience of each. and adventure hooks for 
incorporating them into n campaign. 

In bet'ween. you will find a wealth of material covering the 
Rokugani art of the duel from the perspective of each Great Clnn. 
as well as the the Imperial Families. Minor Clans and Ronin . 
and the role of dueling in the warped version of samurai culture 
emerging in the Shadowlands among The Lost. Each of these 
chnpters covers one faction. or set of factions. Each includes dis­
cu ssions of a that faction 's philosophy of dueling. unique and 
characteristic forms of dueling and personal competition. institu­
tions involved in teaching skills used in dueling. typical (or atypi­
cal) sensei. and a variety of new mechanics: Schools. Advanced 
Schools. Paths. Kata and more. These chapters touch upon not 
only the classic Kakita and Mirumoto iaijutsu styles. but also 
traditions and practices as diverse as Phoenix naginata duels. 
Tsuruchi archery contests. Unicorn competitions of horseman­
ship skill. Crab and Badger sumai wrestlers. Ikom.~ storytelling 
contests. Doii courtiers who cultivate debating skill s - even 
Crab Clan drinking games. All of these conventions. both famous 
and obscure. capture the various ways in which the samurai of 
Rokugan challenge each other in the name of honor. and have 
rai cd those challenges through the ages of to the level of art . 
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\Velcome, then, to The /\rt of the Duel. Now it is time to­

"STRrKE!" 

Duerng in Rokugan: 

A Limeline 


Pre-t-listory: 

The CoronatiOt1 of Hantei I 

After arriving in the mortal realm , seven Kami p<1Tticipare in a 
tournament to determine who will lead them. This establishes a 
precedent for personal competition I'h<1t influences all the Kami 
and many who come to follow them in subsequent years. 

Pre-t-I istory: 

Lord Akodo and Lady Dojl 

Taking cues from their brother Hantei. both /\kodo and Lady Doji 
use person<ll competition to influence the shape and character 
of Rokugani society at this early stage of its development. Akodo 
requires all who wish to follow him to duel him. He never loses, 
but he accepts those who demonstrate great skill <111d character 
during their duel. I\t the same time, L<1dy Doji codifIes the rules 
by which her brother's society shall function , and her work en­
shrines much the same ideals as Akodo, though in different ar­
eas of endeavor. Competitions of oratory and artisanship feature 
prominently in Doji 's pl:ms, and the notion of a formal duel to 
resolve disputes rapidly gains popularity among the other Kami. 

Pre-History: 

The First Emerald Championship 

The mperor decrees that he wishes a person<11 champion to 
serve and protect him fr m potential harm, and that only the 
fi nest warri r in the kmd will suffice . M<lny Kami send their finest 
vassals, and many unaffiliated hUm,1n warriors attend as well. 
[n the cnd, it is the simple swordsman Kakita who dcfeMs Lady 
Matsu and becomes the Emperor's personal chaml)ion, a posi­
tion soon ent iUed Emera l j hampion. 

Kaldta duels Mirumoto t-Iojatsu: 
Date unknown 
Different historical records place this confrontation on at least 
two different dates, and so it remains uncerta in exactly when it 
look place. Regardless, the ongOing philos phical battle between 
students of the Kakita and M lrumoto styles soured over time and 
eventually led to a mili tary confrontation. The bMtle came to a 
head when the two commanders , MirumolO's son H jatsu and 
the ,1ging Kakita himself, look up their iaijutsu stance across from 
one another. Kakita's first blow killed !-Ioja tsu, and Hojatsu's 
gravely wounded Kakit.l. Honored by his enemy's valor, Kaklta 
tooK uJ;l Hojatsu's fallen blade and fell upon it, ordering it to fll1­
ish its master's will. Both armies were so grieved by their lords ' 
deaths that the battle ended immediately. 

The 'First 'tOUl'nament of Thunder: 
year 675 
The Order of Thunder, a m( nasti order devoted to worshiping 
the Fortune f Fire flnd Thunder, Osano-Wo, seeks out the fin ­
est warriors Uu oughout the Em pire and invites them to compete 
in ,1 unique tournament. Thl 10UmaI11ent relies exclusively on 
unarI11ecl comb,1t, ,1nd ostensibly rewards the winner with the di­
rect blessing of Osano-\'Vo himself. ver a hundred competitors 
participate, and in the end it is a monk of Bishamon, Fortune of 
Strength , wh emerges victorious. The tournament is not held 
again until decades later, aiter the monk' death. 

Test of the Jade Champion: 
year 1131 
After centuries of disuse , the Imperial Families resurrect the po­
sition of 1,1de Champion in an attempt to restore orde r to the 
Empire. Evcry reat Clan Is re presented at the competition, ut 
the fin<ll match comes down to luchi Karasu of the Unic rn and 
Kitsu Okura of the Lion. Okura is victorious, although his victory 
is plagued with rLlmorS of his alliance with dark forces, everthe­
less, he is declared the vie t r and becomes the first In a new line 
of lade Champions tQ erve the Empire. 

aifl Of the Emperor: year 1132 
Emperor Toturi I holds a grand tournament to see which Clan 
shall be awardeu stewardship of the V8cant Sc rpion provinces, 
the Scorpion Clan having been e,'iled from the Empire for their 
assumed involvement in the Emperor's kidnapping two years be­
fore. The Great Clans are all allowed to field a single contestant 
in the tournament, and it is the Dragon ntry, ,1 ma ked ronin, 
who is victorious. The ronin removes hi ma k and reveals him­
self to be Bayushi Aramoro, brother by marriage of the Scorpion 
Champion. Aramoro requests that. as a condition of his victory, 
the Scorpion lands be returned to them and they retake their 
placc. Toturi I agrees, and the Scorpion arc ret lim ed to Grea t 
Clan stMus. 

The ~asuki Provinces Taken in a 
Duel: year 1159 
During the conflict between the Crab and Crane Clans over t.he 
Yasuki Family land, th ilkgitimatc on of the la te Emperor 
Toturi I. AkoJo Kaneka, arrives and attempts to restore order. 
Neither Clan recognizes Kancka 's authority, and when his forces 
attempt to halt the mar h of a rane army. the inc n ed Kakila 
Oaimyo and master sen ei Kakita Kaiten challenges Kaneka to a 
duel. To everyone's sho k, Kaneka is victorious, and lays claim 
to the Yasuki provinces. 

Lion vs. Drago,,: year 1165 
On the pl,lins north of the Ci ty of the Rich Frog. a LIon delega­
tion confronts thc M irumoto general in charge of the Dragon 
armies and dcmands that the Dragon remove themselves from 
the War of tht: Rich Frog, M lrumoto Kei refuses, and the ion 
courtier'S yojimbo challenges her to a duel. Kei reluctantly kill s 
Akodo Tsuri in the duel , .1l1d then is forced to acquiesce to court­
ier [kuma Kyuso's demand thJt she kill him as wel l. since he had 
defeated his ch ampion In th e duel. I I stili tic etween the Lion 
and Dragon Clans escalate rapidly over the follOWing week . 

~-



Rosoku's Challenges: year 1166 
The pr phet Rosoku, descenda nt of Shinsei, appears in the em­
pire and eeks an audience wilh Emperor Toturi III. Rosoku re­
veals Ihal mankind follows a treacherou s path, and warns that 
the destiny of Illan hangs in the balance, In .lll attempt to aid 
the Empire in regaining the truc path, Rosoku conceals six tOllles 
throughout the Empire. These books arc hidden in such a way 
that those who find them must first demonstf<lte the qllClliLies of 
one already on the pa th to enlightenment. VVhen word of the 
books' 'xist nee be omes public , thousands of samurai begin 
scouring the Empire in hope of finding at least one. 

Major Tournaments 


Rokugan's amurai caste is , by its very nature , very compeLi­
tive. To fulfill their duties to their lords, samurai must know their 
strengths and weaknesses, have absolute confidence in their abil­
ItIes, ellld constantly struggle to improve th ir abilities through ar­
du U' practice. Toward th at en I, one of the most eagerly antici­
pated opportunities for a samurai to di spl3Y his abilities lies with 
the various tou rna ments that accompany each season. VVhile 
there are doz ns of such tournaments, all with varying degrees of 
notorie ty, the most famous are the stuff of legends. 

The emerald Championship 
Easily the oldest a nd most prestIgIous competition in Rokugan's 
histo ry, the Emerald Chmnpionship is held roughly once each 
generation , and the victor claims a lifetime appOintment as the 
e mperor's Emerald hampion . The first such tournament was 
held shortly after the Empire was formed, when the warrior and 
duelist Ka kita emerged from it victorious. He and his succes­
sors served as the Emperor's personal champion and yojimbo 
for centuries unt il the time of Doji Hatsuo, who developed the 
system and tructure of the Emcr<lld Magistrates that serve as the 
Cham pion's eyes and will throughoLlt the Empire. 

The Test of the Emerald Championship is extremely importa nt 
to all of the Clans, as the pOSition of hampion is among the 
most p werful in the Empirt! . \Nhile there 1s no formal restriction 
in place , it is gent!rally accepted that ea h Grear Clan sends no 
m re than three contestants, only one of whom is permitted to 
advance to lhe fina l rou nd, assuming that he or she succeeds 
through the initial tests. 1'"lInor Clans a rc permitted but a single 
conte tant, and many eh ose not to enter for fear that they will 
be unable to offer respectable competition to their Great Clan 
rivals and lh us, embarrass themselves. The Imperial fam ilies are 
permilted ·ontestants on the sam lev I as the Grear Clans, al­
though it is rme for anyone but the Seppu n to enter. Ronin arc 
not permitted entry without the sponsorship of an Imperial F<l m­
ily member. 

Early rou nds of the tou rnament consi t of lests of martial 
prowess and knowledge of tht! Emperor's laws. They arc used to 
whittle down the fi eld t a pr -determined number, and he num­
ber oi lesl varies depending upon rhe tot ClI number of contes­
ta nts in the tOll rnament. The ti nal round, howeve r, consists oi an 
iaijutsu tournament among the partici pan ts , whic h winnows the 
field down to tlVO remain ing ontes tants. These duels are to first 

blood, although historically there have been participants who 
ch sc to commit scppuku upon losing, preferring to imagine that 
the duel was to the death. The two finalists then face off against 
each other to determine the winner, a moment of high dram,l that 
ha few equals among the customary events of Rokugani lif~ . 

For a more detailed description of the Test of the Emerald 
Chclmpion, sec Appendix I. 

The Jade Champiottship 
The hlde Championship has a checkered past filled with jealousy 
and dishonor. The position of Jade Champion was created centu­
ries ago as a shugenja counterpart to the Emerald Champion, but 
the position fell into disuse after only a few generations. This was 
a direct result of the machinations of a particularly elitist Council 
of Elemental Masters , who believed tha t givi ng a s ingle shugenja 
an official posi tion of such importa nce in the Imperial Court un­
dermined both their power and authority. Historic.~1 accounts of 
the position were discovered after the Clan Vvar, and the Impe­
rial Court ordered it revived. Kitsu Okura \Vas the first new lade 
Champion, and he patterned the Jade Magistrates a nd the Jade 
Legion after the structurc of his militaristic family. 

The Jade Championship ha s only been held three times in re­
cent memory. Its structure is more rigid than that of most other 
prominent tournamcnts, and consists exclusively of individual 
duels between shugenja. It is , by tradition , a single-elimination 
tournament, and as such a great number of duels can be held in a 
short period of time. Because individuallevcls of skill and power 
can vary so greatly between two shugenja of the sa me Family 
and training, there are no restrictions on the number of contes­
t.lIlts who may enter from anyone Clan or F.l mily. As a result, 
the number of entrants is considerably higher than most other 
tournaments of its type. 

The Topaz Champiottship 
Held annua lly, the Topaz Championship is the most prestigiou 
gempukku ceremony in Rokugan. Each year, every Clan sends its 
finest young samurai to the city of Tsuma, in the Crane Lands, to 
compete for the title of Topaz Champion. The competition closely 
mi rrors the Emerald Championship, but is open to shugenja as 
well as bushi. Contesta nts take part in tests of virtually every 
skill that a samurai should possess, including miHtial prowess as 
well as tests of horsemanship, poetry, oratory skills. knowledge 
of law and history, dnd various other tasks . Eac h contest allows 
the participan t to accumulate points toward entrance in the fi­
nal round. The final round is a n ia ijutsu tournament, jLlst like 
at the Emerald Champion hip. All contestants who make it I 

this round are considered to have achieved their gempukku, and 
are offered fealty to their Clan in a massive ceremony after the 
tournament is over. The winner of the tournament is declared the 
~ paz Champion for that year. The Ch,lmpion is often awarded i1 

prestigiOUS post as a magistrate , member of the Imperial Legion s, 
or s mething similar that combines both honor and responSibil­
ity. 

The Ruby Championship 
Intrins ically linked to the Emerald Championship , the Ruby 

hampionship determ ines one 01 the Emera ld Champion's clos­
est all!es and subordinates. The Ruby - hampion Is the ma -ter 
sensei of the Emerilld Champion 's dojo, where the ' merald Mag­
istrates end the Imperial Legi nnalres chosen to se rve al ngslde 
th, m receive advanced training. In addil ion to being a masler 



sensei . however. the Ruby Champion is expected to possess an 
encyclopedic knowledge of Imperial law. a daunting task indeed 
considering the constant revisions. additions. and "cl,lrification " 
most such laws have undergone over the past millennium. The 
Ruby Championship is a lifetime appointment. although many 
past Champions have chosen to retire once they feel their physi­
cal abilities <He no longer up to the requirements of the job. 

Competitors in the Ruby Championship are expected to dem­
onstratl.! exceptional skill in more than a dozen different weap­
ons. and they must also undergo a grueling hours-long examina­
tion to test their knowledge of Imperial law. Those who pilSS the 
exacting standards of the judges. who are hilnd-selected by the 

Emerald Chilmpion, go on to the final test. In this final round, 
aeh competitor is givcn one week ilnd a small group of COI11­

pletely untrilined youths. In this period of time and with Ihesl.! 
call II' y ungsters, each contestant must tcach them as much as 
he an to demonstrate his effectiveness as a sensei. The competi­
tor \\Ihose students show the most impressivc progress is declared 
the victor, and given the title of Ruby Chcll11pion. 

"the Amethyst Championship 
The Amethyst Championship is unquestionably the most unique 
of the so-called Jewel Tournaments, which include the Emerald, 
lade, Ruby, Amethyst, and Topaz Championship tournaments. 
Like most of thcm, the Amethyst Champion is :J li fetime position. 
That term is often far shorter, however, owing to the unique, sole 
responsibility possessed by the Amethyst Champion (and so the 
t urnamcnt tends to take place mther more often than once in a 
standard generation). 

The Amethyst Champion has but a single duty to perform on 
behillf of the Imperial Filillilies: to maintain poss s ion of c1nd 
administrate the wealth associated with a gaijin artifact called the 
Amethyst Crown. This artifact is the source of a powerful curse, 
ior whoever owns it gains enormous wealth so long as it is kept 
~all! . ;"ny ~ho lose it, however, suffer ru inolls misfortune for the 
rest of their lifetime. The first samllr:tl I p ssess the CrOl· n LI cd 
its wealth to benefit the people of Rokllgan. gaining thl! nllention 
of the Emperor and his court In thc proccss. This man caIled 

hims If the Amethyst Champion . and upon his demh the Impe­ (.') 
rial F<lmilies formalized that lit le, along with the responsibility of ::c 

)­mc1intilining the Crown 's safety. ':tI 
The Amethyst Championship has a unique set of test plae d ,;-j 

before contestants each time the tournament is convened. Eel h m 
;:0

is designed to test the en trants' honor to its utmost, ilnd to de­
termine how wise they are In areas of judgment and allocation of o 
resources. Unlike any other Jewel tournament, there is no direct Z 

m
competition between contestants in the Amethyst Championship. 
Instead, the Judges, comprised of the fin t minds of the Imperia l 
Families , m. ke the final decision as to who has demonstrated the 
most virtuous and trustworthy character. 

Lhe Tournament of Thunder 
Orchestrated by the Or(kr of Thunder. the monks 
who serve the Fortune Osano-V";o. the Tou rnilment 
of Thunder is a competition of pure strength and 
martial prowess. The tournament appears! foil w 
no schedule and h;we no regulm structure other othan the whim of the monks of the Order. They c:invite great warriors from all across the Empire to m 
come and compete for c1 prize that Is simply e­ r 
scribed as, "The Favor oC Osano-W()." Competition 
is limited to single-elimin<1tion unarmed combat 
duels between competitors. Using lVeapons oC any 
sort are grounds for instant disqualification, Shu­
genja are permittcd to participate , but invoking the 
kami via lTaditional praycrs Is also forbidden. The 
usc of Kiho. however, is not restricted, a fact lhat 
often gives shugenjc1 and monk contestant an ad­
vantage. 

"the Setsuban Festival 
The Setsuban Festival is a holiday celebrated an­

nually throughout the entire Empire. Although la rge 
celebrations are common throughout thc holding of all Grea t 
Clans, there is one particularly large fete hcld at the Shrine of 
the Ki-Rin in the Phoenix Lands. complete with a large laryu-j lai 
tournament that is well known to shugcnja of all Families. The 
tournc1ment is the largest, rcgularly scheduled taryu-jiai tourna­
mcnt in Rokugan, and uses the traditional rules of tha t ancient 
prclCtice, although to first blood rather than to the death. Shu­
genjCl come (rom all across the Empire to participate. a the priz 
is a collection of specially prepared scrolls provided by every 
major shugenja Family and order in the world. Traditionally. the 
Phoenix dominate this tournament , but it h~s been won by 1I1 ­

siders frequently enough to ensure that there is never a shortage 
of competitors. 

laijutsu: 

Revised Mechanics 


Perhaps no other aspect of Legend of the Five Rings Roleplclying 
Game Third Edition generates a' mallY questions as the rlile ' (or 
iaijlltsu duels. In the interests of clarity, hcre is an expimded and 
morc det~iled trealm nt oi la ijllt u mechanics, AI its con lusi n , 



you will also find two variations n the the themc of the iaijutsu 
fuel, one that simplifies the Iwchanica l process of resolving du­
els , and another that allows for the LIse of bokken rather thrtn 
katana. 

If you would like a more det,liled treatment of the standard 
rules for resolving an iaij utsu llu -I, consider the following two 
sample situations. The first example fcatures it due l to the death 
between two hated enemies: 

I: AMPlL I. DUlliSl t : Akodo Chosa l, Rank 2 Akodo 
Bu hi 
[XAMPLE I, DUEUIT 2' Bayushi Katsun, Rank 2 Bay­
u h i Bushi 

The sec nd example features a less emotiona lly charged duel 
berween two respected colleagues of the normally competitive 
Crane and Dragon aCildemies - more of iln academic exercise 
than a blood feud. This example pays special attent ion to the 
role that their duel-centered School Technique play in resolving 
a duel : 

[XAMP L[ 2. DUElIST I Kakita Tarako, Rank 1 Kakita 
Bu hi 
[XAMr l l }., DU[lIST 2: Mirumoto Ho ' hikcn , Rank 1 Mi­
rumoto Bushi 

Step One: Challenge 
When two samura i begin an iaijutsLl duel, the first thing they do 
is adopt their stances and face one another. This is a crucial mo­
ment in the duel , as the two opponents size one another up in 
an attempt to discern each other's weaknesses. This assessment 

one piece of information about his opponent from the list belol\'. 
For each increment of 5 by which the duelist's roll exceeds the 
TN, he can an additional piece of information. The parenthetical, 
notations <lfter each entry show the characteri stics of our fOLlI' 
example duelists: 

• The opponent 's Agility (Chosai 4, Katsull 5; Tamko 3, Ho­
shiken 4) 

• The opponent's !\w<lreness 	(Chosai 2, Ka/slIl1 4; Tarako 3, 
J-/oshikm 2) 

• The opponent 's current \,yound penalty (if any) (None on 
any duelist) 

• The llpponent's laijutsu Skill Rilnk (Chosai 3, !\a/sun 5; Tara­
ko 4 , Hoshikcn 1) 

• The opponent 's Insight Rank (Chosai 2 , KaL'ill11 2; Tamko 1, 
Hoshikrn 1) 

• The opponent 's Reflexes (Chosai 4, Katsun 3: Tamko 4, Ho­
shiken 3) 

• The opponent's Void Points (Chosai 4, Ka/sull 3: Tamko 3, 
Hoshiken 3) 

• The opponent's Void Ring (Chosai 3, Katsun 4; Tamko 3, Ho­
shikcll 3) 

Once this mutual assessment is complete, either duelist may 
choose to declilre. his opponent the winner wilhout moving for­
IVllrd with the duel. DOing so is considered an admission thai 
one's opponent is the supe.rior duelist, and that the outcome 
would certainly result in the death of the one conceding. This is 
con sidered an honorable action , as there is no shame in bowing 



to one of superior ability. If the duel is to the death, however. 
then the duelist conceding the match is expected to complete this 
honorable action with seppuku , thereby confirming the result. 

ExAMPl I : Akodo Chosai and Bayushi Katsun meet on the 
field of battlc at a skirmish near Shamate Pass. They have met 
once before, and Katsun insulted Chosai 's honor. Chosai issues 
a battleground challenge, and Katsun accepts. They both enter 
their stances. Chosai rolls 5k2 (Awareness 2, iaijutsu 3) , resulting 
in a 19. He chooses to learn Katsun's Agility, Void Ring, and Re­
flexes. Katsun rolls 9k4 (Awareness 4, [aijutsu 5) and gets 35. He 
lemns all of Chosai's characteristics except for his Void Points. 

EXAMrL F 2: Kakita Tarako and Mirumoto Hoshiken prepare 
for a duel to first blood in order to test their skill. As they adopt 
their stances, Tarako rolls 7k3 to assess her opponent (Awclre­
ness 3, [aijutsu 4), and Toshiken rolls 6k2 (Awareness 2, Kenjut­
su 4; Hoshiken's Rank 1 Technique allows him to substitute his 
Rank in Kenjutsu for his Rank in [clijutsu). Tarako rolls a 23, and 
learns her opponent's Agility, Void Ring, Reflexes, and iaijutsu. 
Hoshiken rolls a 20, and learns Tarako's Wound Penalty, Void 
Ring. Reflexes, and [aijutsu. 

Step 'two: Focus 
Once the two duelists have assessed one another, they begin 
waiting for the other to make a mistake. This can be an excep­
tiomlily long and trying process, as both duelists focus on one 
another and wait for the perfect moment to strike. At the begin ­
ning of the duel, after the Challenge stage (assuming that no one 
chooses 10 c ncede), each duelist selects which characteristic his 
opponent wi ll use in the duel: /\gility, Reflexes. or Void Ring (this 
characterislic hereafter referred to as "Choice"). 

With the Choice Traits selected. the duelist that had a higher 
roll on the Awarenessllaijutsu Roll to assess his opponent has the 
option to go first , although he may choose to pass and instead 
allow his opponent 10 go first (in doing so, he also gains 1 poinl 
of Honor). If the AWClrenessllaijutsu Roll was tied, the duelists 
make a second roll to determine who will go first. Whoever goes 
first must declme Focus or Strike. If a duelist chooses 10 Focus, 
he must roll Choicellaijutsu against his opponent's current TN 
to Be Hit. If this roll is successful. the TN 10 Be Hit of both duel­
ists is increased by 5 and the option to Foclls or Strike passes to 
his opponent. If the roll f<lils. or if the duelist instead chooses to 
Strike. then the second stage of the duel has ended, and Stage 
Thr c begins. 

A duelist may only Focus a number of times equal to his Void 
Ring, although spending a Void Point allows him to make an 
additional Focus roll above his normal limit. If he has focused 
thi number of times (and is OUI of Void Points or is unwilling to 
spend them) when his turn to FocuS/Strike comes <lgain. he has 
no choice but to declare Strike. 

EXAMJ'L[ \ . The matter between Chos<li and Katsun is one of 
honor. and neither is willi ng 10 back down. Chosai has chosen 
Reflexes as the characteristic Katsun will use during this stage, 
and Katsun has in turn chosen Void for Chosai. Katsun rolled 
higher on his Awarenessllaijutsu Roll, and he chooses to F us. 
Both men are wearing light armor. so their TN to Be Hit begins 
at 10. Katsun rolls 8k3 (Reflexesllaijut u) against a TN of 10 and 
succe~ds. thus raising both men's TN to Be Hil 10 1S. Chos<li 

also Focuses, ro[ling 6k3 (VoidlJaij utsu) against TN 15 and suc­ n 
ceeds. Katsun and Chosai both Focus successfully a second and :r: 
third lime. bringing their mu tua l N to Be Hit to 35. Witll three >

"'0 
Focuses, hosai is f reed to spend a Void Point to Focus a r urth -:-i 

M1time, and he succeed , inc reasing the TN to Be Hit to 40. K<ltsun 
;0

Focuses again without need of a Void Point because of his higher 
Void Ring, and Chos<li spends another poinl for <l fifth Focus. o 
Both succeed. and now the TN to [k Hit for both of them is 50. Z 

M1
Katsun. confident that Chosai will have difficulty hitting such a 
high TN. chooses not to spend <lny Void Poin ts and instead de­
clares Strike. 

EXA MPLE 2. Neither Tarako nor H shiken chooses to decl ine 
the duel. Tarako decides that Hoshiken w ill usc his Void for the 
duel. and Hoshiken chooses Tarako 's Agili ty. Since Tarako held 
the higher AwarenesS/I<lijutsu Roll, she has the oplio n to Focus 
or Strike first. She chooses to Focus, and rolls 7k3 (Agilityllai­
jutsu). She succeeds, elnd the TN to Be Hit of both duelists in­
creases to 10 (their TN to Be Hit starting at 5, since ne ither arc 
wearing armor). 

Hoshiken's also uses his first Focus/Strike option to Focus, and 
his roll of 7k3 (Voicl!Kenjutsu) beats Tarako's TN to Be Hit" of 
10, so both the TN to Be Hit of both duelists increases to 15 . 
[n total, Tarako ,lnd Hoshiken both Focus three times ach . th 
maximum number allow<lble becallse they each I ave Void 3. 
\I\fhen it comes Tarako's turn again, she is allowed a fou rlh Focus 
because she possesses the M<lstery Ability for iaiju isu Rank 3, 
which grants her one additional Focus. She makes the roll and 
narrowly beats the 35 to raise both their TN to Be Hi t to 40. Ho­
shiken is out of free chances to Focus, although he could spend 
a Void Point to Focus again. If he docs so, however, he risks the 
TN to Be Hit reaching such a high level that both due lists ri sk 
missing and shaming their Schools. Comf rta blc with the idea of 
being defeated by an honorable opponent, he declares Srrike and 
hopes that Tamko will miss and give him the ch<1nce 10 land the 
winning blow. 

M 51 players work hard to get their 

as high as possible. Katana are very dangerous weapons, 

after all, and even Wilh heavy rmor, It's nOllhal dHficult for 

charn lers to suffer lethal damage In this game. In dueling. 

however. a character' TN to Be Hil Is typtcally lower, at 

least at the beginning. When a duel begins. lhe duelists are 

standing perfe Lly stilI. making n attempt to protect them­

selves, and frequenlly even rem ve Ihelr armor for greater 

freedom of movement. Thus. their TN to Be H[t Is reduced 

to 5 plus any bonuses for annor. tat[e modifiers, bonu e 

to TN to Be Hit from things like Techniques, Advantages, 

active Kala. d not apply to duels unless specifically tared 

otherwise. as with as several of the Kakita and Mirumoto 

Techniques. Obviously, a duelist's TN to Be llil Increases 

through Focusing, as described [n Step 1\vo, bur beyond 

that striking your opponent Is not terribly difficult. 
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Step Three: Strike 
When one duelist fails to make hi ' Choice/laijutsu Ro ll or de­
cl .nes Strike , whether because he cannot Focus any I1l r or be­
cau e h fears that the TN to flc Hit of h i opponent wil l reach 
an unbeatable level. he dec lares trike. ""hen <1 duelist decl <1 res 
Strike. he is telling his opponent 10 h it him. The 01 P ne nl ImI1le­
diately rolls Choicellaijutsu aga inst his opponent 's TN to Be I lit, 
includ ing all increases as ,1 result of f ocu sing. \-Vhen striking, a 
duelist ga ins a f ree Raise to his attack roll for eve ry successful 
Focus he made during Step Two. I\ttack rolls made during this 
stage use Reflexes!laijutsu . 

EXAMrLI I: Katsun has declared Strike. and Chosai prepares 
to make his Reflexeylaijutsu Roll. He is rolling 6k3 , but spends 
a Void P int to incre.lse it to 7k4 . leaving him with only a s ingle 
Void Point. He gains a Free Raise for each time he Focused, giv­
ing him +25 on his ro ll. Unfortunately, he rolls poorl y and only 
gets a 23 , bringing his total to 48 . Akodo Chosai has missed! 
Once h a i's tri ke is resolved , it is Katsun' turn. I Ie did not 
receIve a ny \-Vounds from Chosai 's Strike , so he has no \-Vound 
penait '. He rolls 8k3 for his !(eflexey laijutsu roll. but he spends 
a V id Point to increase that to 9k4 , and receives +20 to his roll 
for h is fou r successful Focuses. He roll s it total of 37, bringing his 
Strike up to 57 , suflicient to hit Chosai. He roll s 6k2 for dam'lge 
(Strength 3, 3k2 katana) and gets 23, inflicting 23 Wounds to 

hosa i. 
[XAMPI r 2. Tarako is noll' ready to JTI .1ke her Strike . \-Vith 

all the Focusing that has taken place , the TN to Be Hit for her 
opponent is now 40 (5 +t5 irom Hoshiken's .-ocuscs ,1nd +20 
from Tarako's focuses). Tarako uses her four Free Raises to gain 
+5 per Raise on the roll. She roll s 8k4 (Rcfcxes/laijLll su) , getting 
a result of 28. After the bonus from her frce Ra ises. this is in­
creased to 48, which exceeds Hoshiken 's TN to Be Hit. She has 
struck her opponent and drawn first blood. She roll s 5k2 for dam­
age (Strengt h 2, 31..'2 kata na) and keeps low dice (s ince thi s is a 
relatively frien dl ' duel) , inflicting only 3 Wou nds. 

Step Four: Resolution 
In a duel 10 first blood , if the firs t due lis t to Strike hits his op­
ponent , the duel is over. If the duel is to the death , then \VoLmds 
fr m the fi N due li r's Strike arc applied before allowing his DP­
ponent to Strike, assum ing the first duelist succeeds . Either way, 
the sec nd duelist s tri kes immediately a flerward, rega rdless of 
whether the fir t duelist's strike is suce ssful. If both duelists sur­
vive the fir. t trike in a duel to the death, the I may each spend 
up to their maximul1l 1111111ber of Void Poi nts to inflict a number 
of addItiona l Wounds t their opponent equal to I k I of Wounds 
per Vo id Point spent. Thl l11a y also be d ne ,1irer the initiill Strike 
in fI duel to first blo d , but will incur consi erable Honor loss as 
<l re ult ( - I Ra nk per Void Po int spent , regard less of the offender's 
current H nor Ra nk). If they arc b th sttl l alive. then the duel be­
come a ki rmlsh and the 'omba t con tin ues as normal. without 
the special dueling rules, a nd both dueli ts ill1ll1ediately roll for 
Initiative . 

There arc occasi n whe n, in <1 duel Lo the deClth, both duelis ts 
die a fte r the first strike , usually due to the expenditure of Void 
Points causing additional damage. This scenario is known as a 
"kharmlc sLrike." ,1nd is con idered a m(lniles tation of des tiny. 

~--~=--= 
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Any duel. regardless of what type , that results in both duelists 
fa lling their Strike rolls is considered a mutual failure and is a 
source of grea t shame for both participants. 

ExAMPLE I: Both Chosai and Katsun survived the initial 
strike of their duel to the death. Both immediately spend all 
their remaining Void Points to inflict dal11age to their opponent. 
Chosai has but a single Void Point remaining, and it inflicts 8 
Vvounds on Katsun. Katsun has 2 Void Points remaining, and he 
uses them to inflict 16 Wounds, bringing Chosai 's total Wounds 
up to 39. With both men still standing, albeit quite wounded in 
Chosai's case, the duel becomes a skirmish a nd both men roll for 
Initiative . 

EXAMPL[ 2: Hoshiken smiles and congratulates Tarako. After 
a moment to bind up Hosiken's light wound. they go for tea! 

Formal dueling In Rokugan Is very rigid and ritualistic. 
designed to pit two opponents against one another In a 
Ituati n when: nly skill mallerl:i. Tc hnlque and Kala 

arc allowable. Combat maneuver are nut. '011 Includes 
Disarm. Feint. Knockdown. Called hot. Extra Attack. and 
Guard. Increased Damagt: Is all wable. Augmentation of 
one' natural abilities by use of a spell or Kino Is onsld­
ered extremdy dishonorable fot non-shugenJa, and hIghly 
I.jucstlonable even for shugcnJa. 

Variant: laijutsu Simpli~ed 
If you prefer, you may simplify the resolu tion of an iaijutsu duel. 
In this variant, two duelists assume the full Defense posture and 
face one anothe r in their dueling stance . Both duelists use the 
Focu Mane uver, as described in the Legend Df the Five Rings RD­
leplaylng Game Third EditiDn core rulebook, p, 167. During any 
rou nd. one duelist may declare that he is striking. Both duelists 
must then make an Ini tia tive Roll, as they attempt to strike their 
opponent . Unlike the norma l ru les for using the Focus Ma neu­
ver, howeve r, striking second in this situa ti n does not cause a 
duelist to forfeit the benefits of having used Focus because of his 
opponent's movement. 

Variant: Usin9 Bokken 
It is not at all uncommon for those who are just learning the 
basics of swordsmansh ip to use practice weapons made of so lid 
hardwood rather than katana. After all , a sword in the hands of 
the callow and untrained can easily prove dangerous in ways 
that the wielder does not intend. A okken ca n in flict a deep a nd 
painful bntise, and even crack bone if wielded with enough force 
and skill. bUI except in exceedingly unlucky cases , a single blow 
from a b kken wil l not prove fatal. 

Therefore, many ensei allow thei r students to train with bok­
ken - panlcularly thei r beginning students. Introductory training 
in ia iju tsu is often conducted with bokken instead of katana , and 
it i not a t all uncommon for duelists to practice in the dojo with 
bokken, for there is li llie point in drawing bl od when perform ­
Ing dri lls. 0 a lthough the k<ltana rema ins the only honorable 
weapon of hOice for iaiju rs u due ls fought in earnest (and , as 



noted above, skilled duelists understand how to pull back their 
blows if they do not intend to seriously hurt their opponent), it is 
worth noting the existence of bokken as dueling weapon. 

Treat bokken as a katana in all respects except that it is made 
of wood, not metal, and its DR is Ok!. 

Taryu-jia' 


Duels between bushi are common throughout history, and are a 
popular part of Rokugani culture. They are the focus of countless 
plays, stories, and even childhood games. But while such engage­
ments are by far the most popular in terms of their representation 
in both high and popular culture, they a re by no means the only 
ones that appear. The ancient practice of shugenja dueling, or 
taryu-jiaL is much more obscure to the average Rokugani, but 
even still, the picture of a magical duel bet\veen shugenja is such 
an evocative image that many playwrights and budding authors 
enjoy using it as a climax to their epic works. 

Taryu-jiai has existed nearly as long as the Empire itself. Its 
origins are uncertain, as it was not widely practiced for several 
centuries before coming to the fore during the Setsuban Festival 
in the Phoenix Lands. There nre conflict ing theories on the 

origins of this tradition, although the most popular is that it was 
the system by which the ancient tribe of lsawa resolved disputes. 
Others believe it is some form of ritual combat originally used by 
the Kltsu in order to main tain the same level of martial prowess 
used by their Akodo and MalSu cousins. 

Regardless of its origins, the tradltl n of taryu-jiai takes two 
basic forms. The oldest form Is the one rna t closely adhered to 
by traditional-minded shugenja Families. In this version , two 
shugenja face one another in a specially prepa red arena and as­
sault one another with pure elemental forces until one is declared 
the winner. LIke its martial counterpart iaijutsu, th is frequently 
lasts until first blood, although history does contain instances 
of taryu-jiai duels to the death . The irony is that traditionalist 
shugenja are supposed to be men of peace. and yet they seem to 
prefer the more brutal version of the rHua!. Regardless, this incar­
nail n of ta ryu-jiai is a measure of sheer power and little e lse. 

The more popular. and perhaps more socially acceptable. ver­
sion of taryu-jiai places more emphasis on the skill with which 
one harnesses the power of the kami. In this form , the duel takes 
place between magically created avatars - personal champions 
crafted by the shugenja from the Elements themselves for the 
purpose of combating thei r opponent's avatar. The command 
an Individual has over the Elements determines the durability 
of these constructs, but thei r finesse determines their ability to 
manipulate it in combat. This op tion Is much more popular [han 
blood duels, not only because it measures a shugenja's prowess 

across two axes raUler than one, but also because it results 
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in no harm to either party. Many shugenja Families therefore 
consider it to be a far more appropriate means of resolving dis­
putes than the older form of taryu-jiai. 

Mechanics: "traditional "taryu-jiai 
Like ia iju tsu. taryu-jiai begins with two opponents facing one 

u.. 
another in preparation for ritual combat. In a formal duel. this o 
is arranged well in advance and allows for both participants to 

~ 	 spend considera ble time in meditation before entering a specially 
prepared ritual circ le that is designed to appea l to the kami that 
will be Invoked d uring the duel. Obviously. impromptu duels do 
not have these considerations. although a large circle is usually 
drawn wherever the duel will take place. regardless of circum­
stances. The steps taken in a traditional taryu-jiai duel are as 
follows: 

STU' I: Assessment. In a fashion similar to an iaijutsu duel . 
two sh ugenja opponents can take stock of one another and eval­
uate their relative strengths and weaknesses. As in other duels. 
either shugenja may immediately concede a duel after assessing 
his opponent and determining his opponent to be the superior 
contestant. This is considered an honorable act and re ul ts in no 
loss of face. although there may s till be ramifications from losing 
the duel. Duri ng the Assessment stage of the duel. both shugenja 
make an AwarenesS/Spellc raft Roll against a TN of 5. If the roll 
Is successful. the shugenja may learn one of the following things 
about his opponent. as well as I additional piece of information 
per successful Raise declared on the AwarenesS/Spellcraft Roll: 

• 	 The opponent's Insight Rank (only in total Shugenja School 
Ranks) 

• 	 The opponenr's Mfrn ity (choose first gained if multiple are 
possessed) 

• 	 Th opponent's Deficiency (as above) 
• 	 The 0PP nent's highest Ring 
• 	 The opponent's lowest Ring 
• 	 Any specified Ring of the opponent. including Void 
• 	 The opponent's remaining Void Points 
• 	 The opponent's rank in Spellcraft 
• 	 The opponent's rank in Meditation 

STEP 2: Declaration. Immediately before the duel begins, each 
shugenja determines what Element he will use for his effects. The 
entire duel will depend exclusively on the Ring associated with 
this Element. so its selection is crucial. When harnessing the raw 
elemental magic used in these duels, each shugenja makes a Ring' 
Rank Roll. wi th only their shugenja School Ranks counting in this 
Instan e. The TN for these rolls is the opponent's selected Ring x 
5. The TN Is increased by 5 if the opponenl has an Affinity for the 
Ring he is using, and for every free Raise he has that applies to 
spells of that Element. If the Element the opponent is using is the 
opposing element of the Ring selected by the duelist, the TN is 
increased by an additional 5. 

STD' 3: Resolution. When a ll declarations complete, both 
duelists make their roll and compare the results to the TN. The 
amount by which the roll exceeds the TN is applied to the oppo­
nent in Wounds. The duelist who inflicts the most Wounds upon 
his opponent is considered the victor unless the duel is to the 
death, in which case it must continue with mutual rolls until one 
duelist is dead . Fa iling to meet the TN auses a Significa nt back­
lash of elemental energy, resulting in the shugenja in question 
suffering a number of Wounds equal to the difference between 
his roll a nd the TN. If both dueli ts fail to meet their TNs, they 

both suffer damage equal to the difference and arc shunned by 
the kami, preventing any use of spells of their decla red Element 
for 1 day per 5 vVounds suffered as a result. 

EXAMPU: Tamori Tarako, a Rank 3 Tamori Shugenj8. is pre­
paring to duel an opponent, a Remk 3 Isawa Shugenja. Tarako 
ha s Ea rth 3, Awareness 3, Spellcraft 5 , a nd an t\ffinity for Earth . 
She rolls Ilk3 for her assessment , decla ring 3 R<1ises and succeed­
ing. She lea rns that her opponent as an Affinity for Fire, a Fire 
Ring of 4, an Earth Ring of 2, and is a Rank 3 shugenja . She de­
c1 ilres that she will use Earth during the duel, and her opponent 
declares that he will usc Fire. 

During the duel, Tarako roll s 6k4 (her Earth/School Rank) 
against a TN of 25 (her opponent's Fire x 5, plus an addition'll 
5 because he is using an Element for which he has an Affinity ). 
Her opponent rolls 7k4 against Tmako's TN of 20. Tarako rolls 
exceptionally well , and achieves a result of 3 1. Her opponent, 
on the other hand . rolls quite poorly and obtains a result of only 
24. Accordingly, Tarako suffers 4 Wounds (the amount by which 
her opponent exceeded her TN), and inflicts 6 Wounds on her 
opponent (the amount by which she exceeded her opponent's 
TN). Since Tarako exceeded her TN by a greater amount. she is 
declared the victor. If the duel held been to the death, it would 
have continued with both duelists rolling again. 

Mechanics: Avatar Variant 
As described a bove. th is popular variant of taryu-jia i consi sts of 
the duelis ts creating personal av<1tars from the raw Elements and 
pitting them against one another. This prevents any real injury to 
either party, which many pacifistic shugenja find much more in 
keeping with their role as priests. 

The Assessment stage of a duel of this type is identical to 
thM of a traditiona l taryu-jiai blood duel. During the Declara­
tion phase, however, each duelis t summons an Elemental avatar 
using the Ring they declared as their focus for the duel. These 
avatars tradition<1l1y take humanoid form . mos t commo nly tha t 
of a bushi, but some duelists prefer crafting more exotic form s in 
an attempt to intimida te their opponent. 

Taryu-jia i <1vatars arc unique creatures cre,lIed from manifest ­
ed k<1 mi. Mecha nically. they possess all Rings at I Rank , except 
for the Ring of the declared Element from which they arc created, 
in which they have 2 Ranks. ,\dditionally. the ava ta r has a num­
ber of Ring Ranks equal to the duelisr's declared Ring, wh ich may 
be distributed among the ava tar's Rings at the duelist'S discretion. 
References to Ring usc in the duel mechanics from this point on 
refer to the avat<lr's Ring rather than the duelist 's. 

Raises made on any rolls made by the avatar arc limited by 
the avatar's Void Ring. ,\11 attack rolls made use Ring'Spelicraft. 
and the ava ta r is considered to have a Rank in the Defense Skill 
equal (0 its summoner's rank in Meditation. Avatars have a num­
ber of \l\Iounds per VVound Rank equal to their summoner's In­
sight Rank (in Shugenja Schools only) x the avata r's Earth Ring. 
Typically, taryu-jiai duels of this type continue until one duelist 
concedes o r one avatar destroys its counterpart. 

[XAMI'I E. Isaw<'1 Notaku is a Rank 2 ISilw<'1 Shugenja with an 
t\ffinity for Fire. He possesses fire 4. Awareness 3, Spe l!cra{t S . 
and Meditation 4. When assessing his opponent, he rolls 8k3 a nd 
m<'1kes a rather conservative 2 Raises. Succeeding on this roll, he 
lea rns the following about his opponent: She has an Affinity for 

-



Water spells , VVater is her highest Ring, and she has 4 Ranks in 
Spellcraft. I\rmed with this information, Nutaku declares Fire a s 
his clement for the duel. 

When summoning his avatar, Notaku distributes his 4 addi­
tional Ranks of Rings (from his Fire Ring of 4) so that his avatar 
is equipped as follows: Air I , Earth 2. Fire 3, Water I, Vuid 2. The 
avatar will roll 8k3 to attack (its Fire and Notaku's Spellcmft). 
[t will roll 7k3 to usc the Full Defense posture (its Agility and 
Notaku 's ;Vlcditation). [t has a TN to Be Hit of 5 (lts Reflexes x 5). 
possesses 4 \-\founds per Wound Rank (Notaku's Rank of 2 and 
the avatar'S Earth 2), and is capable of making up to 2 Raises on 
any roll (the avatar's Void 2). 

NEW ADVANTAGE: KAMI' IGH (4 POINT) 
You have a particularly keen eye for s izing up others ,lnd their 
Intemction with the kami. "Vhenever you arc assessing an oppo­
nent before a taryu-jiai duel. you automatically gain 1 additional 
piece of information without having to make a Raise. Even if you 
lailthe roll, you always gain at least I piece of information. This 
Advantage costs 1 fewer pOint for Ph enix characters. 

NEW ADVANTAGE: POW R OF TH E 
ELFMENT (INHERENT. 6 POINT) 
You have a particular affinity for c!wnneling the raw, unfucused 
power of the Elements. Yuu gain I free Raise when casting SUIll­
mon utilizing an Element of your choice (chosen when this Ad­
Val t,'gc is taken). This ability manifests It e lf primmily whcn 
wielding the Elelllents to form avatars for taryu-jiai duels. "Vhen 
participating in such a duel, you add + I kO to your attack rolls 
made in traditional duel s , and g,lin I additional Rank to spend 
on an avatar's Rings when crafting an avatm for the ,watar vari­
ant taryu-jiai dueling rules. This advantage costs 2 fewer pOints 
for Phoenix characters. 

The Way of the Courtier: 
~o"-13ugeit=orm

of Dueling 
To must Rokugani, the art of the duel is synunymous with the for­
m IIzed swurdplay of iaijutsll or the mysteriOUS rituals of taryu­
jiai. But in spite of thei r p pulmity amung the samurai class, 
these forms of confrontation do not describe a ll of the me,lns by 
which a ffa irs of honor are settled. Those who cannot channel the 
kam i and whu have chosen a path different from that of the war­
rior have. over the ages, developed their own ways of ch,lllenging 
e;lCh other. Many of these are extensiuns of the functions and 
pastimes of the court, and anyone who chouses the courtier's 
path would do well to develup proficiency in at least one of these 
relatively subtle expressions uf a samurai's honor. 

These "courtly" iorms uf dueling fall into two general catego­
ries: those that require sume lype of judging in order to determine 
the outcome, and those tha t do not. The fonner includes umlory. 
the contest of wit known as sadane, a nd just about any f ml of 
artistic performance or ilrtisanship. Of the last. the most popul,u 
arc composition of poetry, flower arrangi ng (ikebana) and pai n t­
ing. The latter category includes the games go and shugi, sumai 

wrestling and the sport of kemarl. In those cases, the help of a (,J 
judge may be solicited to Illake sure th ,1I the rules of the contest ::t 
are respected, but those same rules will make it clear who wins 

~ 
and who luses. 	 -f 
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Mechanics: Adjudicated Contests 	
iO 
o

The ingenuity of Rokugani c u rLie r" has made pursuits that werc Z 
never meant tu be competitive into means of pitting one samurai m 
agains t another. 1\ witty turn of phrase, an elegant poem , an <11­

tractive flora l arrangement - all of these things may be admired 
in and of themse lves, without refe rence to thers of their kind. 
Heauty res ides in lhe eye or em of the beholder. So dete rmi ning 
that the work of one is superior to the work of <mother requi res 
someone to make that judgment. 

"Vhen a sClIllurai 's honor is at sta ke, the choice of judge be­
comes <lll-important. Once a d ue l of courtly skill is proposed and 
accepted, the first priority for both contestan ts is to find a referee , 
a mutually acceptable third party whose dec isions will bind b th 
of them. The ideal judge is someone whom b th d ueli"t regClr ! 
as a n cider a nd someone of impeccable character (i.e .. someone 
who has a n I [onor Rank of no less than 3, prefera bly 4 r 5). That 
he should have some expertise in the discipline In question Is 
preferable, but nOI nec ary. Of course, one may argue tha t no 
human referee can ever be perfectly ncutral and objective in his 
judgments: and that is a fai r point, but ultimately it is up to the 
GM to determine how and to what extent this should a ffect the 
resolution of the duel. 

There arc essentially three different ways of resolVing an adju­
dicated contest. The trickiest - but potcntia lly most interesti ng 
- is to use pure roleplaying, with the GM adjudicating if the duel 
is between two player characters , or a thi rd party adjudica ll ng 
and the GM playing an NPC con testan t. Depending on the tal­
ents and proclivities of one's players (a s well as the ac tivity be ing 
simulated). this may not be a suitable option . h wever. 

The Simplest way Is to reduce the contcst to a ingle Contested 
Skill Roll, with the judge present just as a matter of form. I Iow­
ever. if you a s GM wish to give the judge a morc con eqlJe ntla l 
role in determining the o Ulcome- perhaps he Is a n in tere Li ng 
NrC, or you just want to throw your players for a 10 p - con­
sider his relationship to the dueling characte rs a nd how tha t 
might subconsciuusly affect his judgment. Would Ian affilia tion 
predispose him for or against une dueli t or the other? Doe. he 
have a person;ll connection to one or the other, e it her frien d hip 
or enmity? Does he favor or disfavor a certain style or schuol of 
the activity in wh ich the duelists me engaging. and how would 
that affect his judgment, as much as he tries t be f<l lr? And 0 on. 
Consider all such pos ible factors, and express them as a modi ­
fier to one contestant's roll. 

Oratory 
Conte Is uf pUblic speaking are a di re t extension of one of the 
courtier's must ill1porl"H nt" functions: pleading his Lord 's case at 
CUllrt, before a high o fficial or ewn the Emperor him If. S me­
times courtiers must directly debate a rep resentat ive Of a rival 
Cln ll , with the weight uf Imperial favor at stake. Cou rt iers with 
pure silver in their tongues have every right to take pride In their 
skill , and it is a short step from mnlching wits wi th a rival in an 
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official setting to challenging each oth.:r simply to prove who is 

the greater master of or<ltory. 
Fomlalized oratory contests center on a particular subject to 

which the contestants agree in adv<lnce. Historical a nd philo­
sophic,,1 t pics tend to be popul r, <lS they h"ve weight without 
being controversi<ll in terms of conlempormy p Jiti es, but thes.: 
duels also serve as ways for courtiers to resolve any mgument, 
weighty or trivial. into which they get themselves. 

The duel itself breaks down into three rounds. In the first , each 
contestant argues his side of the proposition. In the second, each 
attempts to counter the other's argument ; unless the opponents 
agree to share notes beforehand, this round tests one 's ilbility 
to think luickly. In the third, each contestant restates his basic 
thesis, modifying it to address objections raised in the second 
round. 

Judge a re expected to grade the opponents on both substance 
and style. As GM, if you IVant to draw out the resolution of an 
oratory duel, you may resolve each round as a separate Con­
tested Storyte lling (Oratory) Roll. with the winner of b t of the 3 
rolls winnIng the overall duel. 

Sadane 
Sadanc is a popular pastime at vVinter Court, especially among 
the younger courtiers who consider themselves wits and intel­
lectual . It is a test of quick thinking and analytical depth, in 
which the contestants take turns expressing criticisms of a mutu­
ally agreed-upon object: a painting, a poem or treatise, or e~en 
Ihe qualities (or lack thereof) of a person - usually an hIstOrical 
personage , just to be safe that no one will say something to b.e 
regretted later, but not always. Each point must be a new contrI ­
bution to the argument. not a re ta tement of something alreildy 
said. The first contestant to be caught at a loss loses the match, 
although adjudicated sadane contests allow the judge to give 
credit for style of expression. Resolve a bout of sadane as an 
Contested Games: adane Roll. If a judge is involved , factor in 
an appropriate modifier. Or, if you wish to draw out the resolution 
of the contest, have each player take turns making their Skill Roll 
against a T appropriate to the difficulty of finding fault with the 
object of de rision . The first one to fail loses the bout. 

A more social variation of sadane involves pitting teams of two 
against each other. To resolve such a bout simply and qUickly, 
have each side make an Contested Cooper"tive SkIll Test agalllst 
the other. For spectators, watching each team member strain to 
"void le tting down his partner, as well as think of something orig­
inal to sav. only adds to their enjoyment. 

An ev~n morc social version of sadane II es the contcst as a 
drinking game. This reqUires adjudication of a sort, preferably by 
a group of one 's peers. It is not enough in this variation to simply 
make an origina l nltiei III accordi ng 10 the topic at hand; you 
an: judged tringenLly by y ur audIence on the qual ity of yc)ur 
contribution. If they judge it weak in substance or expreSSIon, 
you Ill U t drink a quantity of sake appropriate to how far you 
have fa llen short in their estimation. nee a contestant reaches a 
tipping point of inebriation, the contest tends to go downhill vcry 
qUickly, with victory and defeat either becoming very obvious, or 
ent irely irrelevant. 

-

Artisan and Performance Skills 
It is not at all unusual for Rokugani nobles to challenge each 
other based on demonstrated skill at a performing art, or a par­
ticular artisan discipline . These challenges comprehend a wide 
variety of activities, from singing, playing the koto and reciting 
dramatic monologue , to composing poetry and art of flower ar­
ranging. The storytelling contests for which Ikoma Omoidasu are 
known (see sidebar "Ikoma Hltotsu and Ikoma Harj," p. 68) are 
an excellent example of th is. What they all share in common, 
however. is the need for a judge to settle the matter of who is 
best, and the need to establish firm criteria for judgment through 
agreeing on what will be performed or made. 

Comparing dissimilar things - apples to oranges, as it were 
- is a difficult business, so setting ground rules is important to 
proper adjudication. If the challenge is one of musical perfor­
ma nce, then both opponent should agree to perform the same 
song. If the challenge is one of writing poetry, then they should 
both compose in the same fonn. If one of calligraphy, then both 
must agree to write the same characters in the same order. And so 
on. A wise judge will insist on having as many commonalities as 
possible, thus giving him more points o n which to make a sound 
comparative judgment. It is not unusual for an adjudicator to 
insist on refinements and addenda to the duelists' initia l agree­
ment, for his own sake more than for the irs. 

Mechanics: Pure Competitions 
Stili Olher forms of competition do not require the services of a 
judge - except to prevent cheating, and suspecting before the 
fact that your opponent will behave without honor is such an 
insult that it by itself must be an wered with a duel. Instead, 
these fomlS are themselves games or sports with rules that a re 
sufficiently structured to determine victory and defeat without 
any ubje live decision making. 

In the case of game such as go or shogj, it may prove in­
teresting to resolve them through roleplaying - that is, having 
the players involved (or the player and the M, If an NPC is in­
volved) play an actual ga me to detennIn which character wins. 

therwise, a simple Contested Ski ll Roll will suffice. 
However, if you wish to add more d rama and !lavor to the pro­

es , you may use the following rules, wh ich consider the benefits 
of reading one's opponent and treat thes forms of competition 
with something approaching the gravity of an iaijutsu or taryu­
jiai duel: 

Before the match begins, allow the opponents to size up each 
other. Each make a Raw Perception Roll against a TN of 20. For 
each increment of 5 (rounded down) by which he exceed: the 
TN, a duelist may learn the value of one of his opponent's Rings, 
or any one Trait a ppropria te to the com petition (see discussions 
of indiVidual types of cOntests, below). Each opponent must then 
choose one of his opponent's Rings or appropriate Tra its. 

To resolve the contest, each contestant makes an Contested 
Skill Roll of the type appropriate to the competition , with the 
Ring or Trai t chosen by his opponent serving as the Trait. High 
roll wins. 



Let u· ay lhat Doll Aiko formally chall nge [koma Shlnll 
.It g . B th have 3 Ranks In Games: Go, they are players 

f equal skill. Come the time of the match, Alk chooses 
Shlnll's Air Ring (2 Ranks) while Shln)l, unfortunately for 
him, chooses Alko's Intelligence (4 Ranks). Shln!i therefore 
rolls Sk2 (his Skill + the "Trait" Alko cho "c for him. keep­
Ing dIce equal to the "Tmlt"). Aiko roll 7k4 (her Sklll -I- the 
"Trart~ that Shlnji cho ' e for her. keeping dice equal t the 
"Trait"). thu giving her a subst.1ntlal advantage. 

Mechanics: Sumai 
Sumai (also known as sumo) is a favorite spectator sport at court. 
and successfu l sumai wrestlers can become minor celebrities 
based solely on thei r exploits in the ring. Part of Its popula rity 
is at tributable t the elaborate rituals that attend it, as the wres­
tlers undergo purification and deep meditation before they begin 
a bout; sumai admirers savor the spectacle of these ritua l a 
much as they do the aClual wrestling. The sumal matches them­
selves are quite sh rt, as it usually does not take long for one of 
the contestants to shove the other outside of the small ring using 
the limited and rather stylized wrestling techniques that the sport 

permits. 
Sumai wrestlers are classified by four levels of expertise: ju­

ryo (the lowest), maegashira. sanyaku and yokozuna (the most 
skilled) . Wrestlers may only take on an opponent of the same 

class. and a t Win ter Courl only bouts between yokozuna a re al ­
lowed. Sum,l i has .llways been J articularly popula r at the Im pe­
ria l Court, a nd by traditi n the emperor sp n ors regula r tourna­
men ts between two teams of seventeen hand-picked wrestler . 
The leader of the wi nni ng team receive a maste rwork bow as a 
prize . and is lnvitcd to perform the mplex ritual of ceremon ia l 
songs and da nces known as bugaku before the court. 

To re -o lve., sumai bout. treat it as a skirmish . in which the aim 
is to successfully rapple with you r oppo nent. rather than inflict 
Wound damage on h im . The firs t contestan t who ca n mainta in a 
Grapph: fo r 3 rounds with his opponent held i the victor. 

Mechanics: Qames 
Go and shogi arc the two mo ·t popular g.1mes of strategy played 
by the Rokuga ni nobili ty. Both a rc part i ular favorlt s of the Lion 
Cla n, who sec them as nccessa ry exercises in strategiC and racli­
cal thinking as we ll a s a pastime . and the Lion sponsor formal 
tournaments on a regula r basis. Iloweve r. other ~ I ans - pa rtICU ­
larly the Crane - have taken to both ga mes as courtly pastimes 
r<Hher Lhan military officer tra in ing. and they are al popular 
ways for Ollfticrs to s ttle matte rs of honor. For more about go 
and shogi. see Legend or the Five Rings Rolepfaying Game Third 

edition core rulcbook. pp. 3 1-2 . 
To re I\le a game of go or shogi. usc the a ppropriate Games 

Skill as the re leva nt Skill. Usc ;\\vilre ness. lntclligellcc and Per­
ception as the relevant Traits. 

------- ..- -.-------------- - - ­



Mechanics: Kemllri 
Kemll ri i a popular sport among courilers, but is played exclu­
sively at \<Vinter Court. It is il relall vely recent innovatl n, intro­
duced t Rokugan by the hinjo Family in the early 12th Century. 
Kemari uses a large lealher bAli , which the players may nOllouch 
with their hllnds. The players sllInd In a circle and kick the ball 
10 one another, attempting 1- keep the ball from touch ing the 
ground. If you allow Ihe ball to touch the gr und, you an~ elimi­
nated from the game. Bul if the ball comes within your reach, 
you musl make a try for il: Ihere is no shirking In order to make 
Ihe excuse that y u didn't actually fall to keep the ball in the air 
becau e you never tried . Th last player left IVins. 

Withollt a doubt, Ihe strangest IIspect of kemari is Ihat it is 
played In full courtly dress. with players lVearing silk kimonos 
and (for the men) peaked black caps. Those devoted to the sport 
often say that the task of maintaining one's dignity during,~ game 
is a challenge every bit as strenuous as keeping the ball in Ihe air 
- and the refore, that the game is an apt metaphor for the ten­
sions Inherent in the life of a s,~murai. 

Because it is a Inulliplayer game in which the players are grad­
ually eliminated, kemari is resolved somewhat d ifferentlv from 
Ihe other conrests described here. A randomly deterrn ined 'player 
begllls the game by making an Athletics (Kemari) Roll ag,linst 
a TN of 15. If he lails, he is eliminClted, and another randomly 
selected player restarts the game. If he succeeds, however, he 
remains in the game and chooses another player, who must then 
make the same rol l with the same consequences. Play proceeds 
in this manner until only one player is left. If you ,1S GM wish 
to speed up the resolution process, increase the TN as the game 
goes on to reflect the effects of f<ltiguc and loss of balance. 

Kenmari is also a fairly popul8r forlll of dueling among the younger 
and sportier courtiers who clo not wish to shed blood. In this two­
player form of the sport, the contestants simply kick the billl back and 
fort until one of them lets the ball drop to the ground. In this case, you 
a Millay either resolve the match silllply, as a single Conte ted 
Athletics (Kcmari) Roll. Or you may have the oppone~ts take turns 
making Athletics (Kemari) Rolls against a TN of 15 until one fail . 



CHAPTER Two: 

DUELING: 
WAY OF THE CRAB 

Philosophy 
If nothing else, the Crab are a Clan of practical warriors. They 
scoff at the notion that dueling, such as the Crane or the Dragon 
practice it and honor it, i anything more than a va nity. Fighting 
should be saved for one's true enemies, and a bushi's ski lls are 
made for killing, not settling petty arguments. Sca rs are badges 
of honor on a Crab warrior, but only If ga ined In battle against 
the foul things of the Shadowland or the Clan's other foes. And 
most important of all, a duel to the death between two Crab is the 
worst kind of folly imaginable, as a samurai who dies this way is 
one who cannot go to the Kaiu Wall at those times when every 
man is needed there. A fight to the death between tvvo Crab seals 
the fate of winner and loser alike, as the winner will be ostra­
cized, perhaps even disowned and exiled as punishment. 

That is not to say that they are completely uninterested in one­
on-one competition or confrontation . Every Crab Family trains at 
least a few iaijutsu specialists, in case disputes with other Clans 
require that they defend their honor. Within the Clan, disputes 
that would otherwise occasion iaijutsu duels are settled with tet­
subo-suru - duels fought with tetsubo, or any of the other blunt 
weapons that the Crab favor. The weapons are wrapped in wool 
or heavy cloth to pad blunt spikes and other piercing surfaces, 
and to prevent the possibility of lethal damage. The combatants 
generally fight until one submits, or is knocked off his feet. 

The Crab also relish any test of strength that may be config­
ured as a duel. Many young Crab samurai train intenSively in 
the art of unarmed fighting, taught that grapples and holds are 
their last chance for survival in combat. If you are trapped deep 
in enemy territory, after all, you must be able to defend yourself 
with every available resource. If others dismiss it as brawling, so 
be it. From training in jiujitsu, it is a short step to using it as <l 

form of competition and one-an-one confrontation. These duels 
generally involve grappling and throwing, reflecting the styles of 
jiujitsu most commonly taught in Crab dojo. Here one wins by 
throwing the opponent so that he leaves his feet , or when the op­
ponent submits. These wrestling duels are sometimes fought to 
b \ 0 ot three throws. They a re widely considered suffic ient to 
settle matters of honor wit hin the Clan. 

Crab samurai also challenge each other to simple ath let ic con­
tests, either to settle minor disputes , or even purely for sport, Foot 
relCes - both sprints a nd long-di ta nce - and limbing ra es arc 
the most populm. Weight lifting is also popular. in these con ­
tests , the opponents take turns try ing to lift heavier a nd heavie r 
weights until one cannot match the other. 

Crab shugenja - the notorious Kunl - show rela tively little 
interest in their s tandard dueling form , taryu-jiai. either, whether 
amongst C,1(h other or against shugenja from other Clans. Their 
garish appearance. more suited for the kabuki stage tha n the du­
eling arena, tends 10 pUI off potential opponents, as does the 
Family's reputation for mystery and madness. Kuni shugenja me 
just too unpredictable to goad into a ritualized fight because you 
never know what will happen. For their part, a few Kuni make a 
half-hearted study of the art of taryu-jiai , but most consider il a 
pursuit that lacks seriousness compared to ferreting out the Taint 
within Ihe Empire and studying the beasts of the Shadowlands. 

As one might expect, Crab samurai show even less interest in 
courtly forms of competition. Most regard games as no more than 
pastimes. They view anyone who practices oratory with suspi­
cion, for oni cannot be defeated with fine words. A Crab salllll rai 
who cultivated skill at poetry or flower arranging would receive 
enough ridicule 10 drive him for cover. 

Oddly enough, the Crab's prowess as fighters has allowed them 
one avenue to prominen e at court at which no other Clan can 
match them. SUlllai is a popular attrac tion throughout Rokuga n. 
bLIl particularly .1mong diplomats , courtiers and other refi ned 
types who serve the Emperor and the Great lans away from the 
battlefield. Most Emperors have made sumai tournaments one 
of the highlights of Winter Court (sec Legend or the Five Rings 
Roleplaying Game Third Edition core rulebook, p. 32) , a nd these 
tournaments can turn champion wrestlers into mino r celebrities. 

Crab samurai, given their extensive training in unamlcd com­
bat. seem to find it relatively easy to rna ter th is highly refined 
and stylized form of wrestli ng, and over Ihe generation the Clan 
has cultivated it as something of a speCia lty. Outside of the Ya­
suki courtiers and their skills , It 's thei r best - me would say 



their only - chance to gain glOly in a courtly setting. Crab bushi 
who rellre without (Usa bili ty have been known to specialize in 
representi ng the Clan 'lS sli Inai wrestle rs . or M the least to be­
cOllle sensei of the art. In facl , It is nol enli rely unknown for a 

mb Champion to discree tly pl uck a yo ung bush i said to have 
promise fr m duty al the Kaiu 'Nail and put him on sumai <lS .1 

career path . feeling thai he can besl serve his hill by uphold­
ing their prestige in the eyes of the Emperor. While no une has 
ever made an exact count . the impression cerlainly exi,ls that a 
plu mli ty (i f not the majoriry) of prominen t 5umai pmctitioners in 
Rokugiln! history have c me from the Cmb Clan . 

Finally. one cannotletlhe subject pass wil houtmentiulling the 
Crab's nOI rious fon dness for drinking contests. vVedding fe asts 
mf1kc excellent excuses for Crab. samurai and heimin ali ke. to 
Iry to d rin k each other under the tablc. In bct. Hida Yaklgami 
passed Into CI.m lore by no less (or greater) a feat tha n winni ng 
the d rinkIng contest ill Hida-O-ushi 's wedding banque t. nut re­
ally. a ny ccasion will servc. 

Most commonly. these contests take the fo llowing form: Rev­
e lers seilted around the table take tu rns dr inking Qui uf ~ huge 
cup of sake or some other liquor. They mus t drink for a specified 
am,lunl f ti me . marked by the others bea ting on Ihe table in 
unison ()r inging a sQIlg. before: pas Ing the cup. SometimeS. the 
inte rval increases as Ihe contes t goes on - ten beMs instead of 

five , or two songs instead of one. Anyone who passes oul. cannot 
hold himself upright. gets sick. or is othe rwise unable to drink for 
the specified period is el illlinated from the b ut. If I he competi­
tion i, tak..:n seriously. a judge may be appointed to stay sober 
.md observe the drinkers to ensure thar they don't cheat by tak­
ing sillall s ips or mcrely pretending 10 imbibe. The last compet itor 
remaining wins. 

The Crab recognize one-an-one drinking contests as accepted 
forills of dueling. Thes..: require two judges. one tll mark time for 
each cont..:stant . and one to ensure agai ns l cheating. 

Crab Institutions 

As the Crab arc a n emincnt ly practical Cla n . one thing that may 
be sa id of thdr trai ning ins titutions is that inside their "v,~lls. 
those who know bv duing P,lSS along their hard-lVon experience 
to those who will take the ir place in the la n 's m nks. 

----~-- -



Cirip of earth Dojo , . 
The popular ity of wres tling in the Crab Clan descends In many 
ways from Ilida himself. whose prod igi us strength was one of 
his grcat defining characte ri stics, and who did not heSita te to usc 
it in its pures t ,md rawes t form . Hidel d id not need a wCclpon to 
ligh t 'ven the most terrible o f foes; a popular Crab lege nd h,15 It 
that he o nce killed a n oni by tC'aring it ,lpart with his teeth and 
bare hands. This s to ry Is engraved on a large stone t,lblet sta nd­
in~ at the fro nt entrance of the rip of Emth Dojo , serving as the ir 
cr~ed . the ir motto and the ir inspira tion . In giving wrestling the 
iull dignity of an art and a proper comb,lt form , the sensei of the 
Grip of Earth believe tha t they are carry ing on the legacy of the 
founder of their Clan in a pure ilnd unalloyed form. 

The do jo was founded as a bra nch o f thc Hida Bushi School. 
and in pur~ ly admini strative terms, It rem,lins so to th is day. It is 
stili loeated in the shadow of Kyuden Hida , next TO a Hida [lush i 
dOJo. Its origina l sensei were tri ed and true Crab warriors, all vet ­
emns of ha rd light ing along the Ka iu \Vall .1I1d beyond it. They 
believed that thc ir fc l1ow~ hould re eive mlHe intensive training 
in unmmed mbat than thcy were ge tting in conventi o nal Hida 
dojo. 1\11 o f them had , at o ne time or another, been force.d to fight 
the fou l th ings o f the Shadowlands without 8 wea pon to hand , so 
thev had the lmpctus of persona l experien ce behin I them. The 
I'g~nd o( Hidcl killing an o ni with his bare hands dded force to 
the ir convic tion, and the existing po pulari ty o f wrestll ng for sport 
and honor a mong Crab bushi made it fair ly easy for them to 81­

tr,l -t stude nts. 
The Grip of Ea rt h's original curriculu m w,~s limited in scope. 

The do io offered a short course of instruction . lim ited to demon­
strations o f techniques 8nd harrowing kctu res by the se nsei de­
scribing their olVn encounters with the enemy beyond the Wa ll. 
Over the genem tioll s , however, the ir successors developed the ir 
own particulm style of unarmed combat. which became popular 
enough so that it is now mo re or less synonymous wit h wha t the 
Crab th ink of as wrestling. It i ,1 tyk tha t em pha sizes throws (to 
gain the initiativc on your opp nent) a nd holds (to immobi li zc 
your opponcnt, and as platforms (rom which to inflict damage). [t 
d es not em phasize speed in footw rk so much ,1S quickness a nd 
s trength In the upper body. One d es not dodge a n opponent' 
grapples so much as deflect or break thclll. The kclta o f the Hida 
Wrestling Seha I emph'ls ize e ithe r furio us a tt 8cks tha t de liver a 
flurry of fein ts and grapples prlmmil)' th rough upper body move­
ment. or defensive te-hni lue me8n t to rende r you as impervio us 
as stone. so that whatever YOll\' o pponen t does , it will wash ove r 
you as would wUle r o r air, In aJl cases , the lower body rem,lin s 
relatively stlll, ,1 cent~r of Immovil b le strength . Th iS. of course , 
reflects the true n ~ t ure of the Cmb warrio r Cl nd c8pitalizcs 011 his 
fundam ental co nnectio n wIth Earth . 

Needless to say. the dolo ' - cour e o f Instruc tio n has grown 
Illo r c mplex oWr the ge neration s as we ll . Al tho ugh the Grip of 
Earth still shows deference to th ' dojo of the Hida Bushi School , 
and re main technica lly subord inate to it, they offe r a compre­
hensive cour e o f InstructIon thilt I rovides yo ung samu ra i with a 
b8~ ic e lucation th8 t can se rve as a fully- fledged alterna tive to the 
co nventional Hida Bush i education. It is commonly recognized 
as a School of it s own , like, but not exactly tht! sallle as the Hida 
Bushi School. 

Evc n so , the sensei of the GrIp of E8rth have 81ways co n id­
ered rhelll ,e lve Hida l3u hi first a nd fore mos t, even as thei r dojo 
has developed 8 d is tinct iden tily o f its own . They te8eh wres tling 
85 a n art and II pro per style o( comba t, but they also tea h weap­
on prac tice . ju t like <I n)' Hida Bushi School d J . 1 0 sa~l ur'l i 
who comes Oll t of the Hida \,yre tling School lacks for tralllmEl In 

the tctsubo - o r rhe ka lana , for thar nlfl ttc r. tudents of the !rlp 
of Ea rth diffe r (rolll their H lcI ,l Bushi peers mainly In the ext nllO 
which they trai n In thi s pa rticu lar style f jIujitsu - al lhough it is 
an extensive nd ve ry importa nt d iffe rence . 

Almost all of the dojo's sense i 8re veterans f th m b's Wal'S, 

either fac ing the e nemy along the Wall or raidi ng and pa trolling 
bcvond it. Debilitating injuries f rccl some from a ti e d Uty, 
while others received an <lppo intment to the G ri p o f Earth as a re­
wa rd for distingui shed se rvice . VVhen a new ins tructo r is needed 
a nd \1 0 obvIous candidate presents hi mself, the dojo 1TI<ly decla re 
it s own equivalent o f 8 Twcnty Goblin \Minter. in which the fi rst 
current o r iormer stude nt o f the Hida V/res tli ng Schoo l (a ll sensei 
me former students ) to bring twen ty bakemon o heads to !.he !ril 
Df EarLh will succeed t the open pOSition. They are as hard and 
tough as Hida wa rriors c me, 8nd they enjoy w8 rni ng their stu­
dents that they will not go any eas ier on them th;l \l would an oni 
ill a close quarte rs fight. They understand a ll to well that tenac­
itv and skill are all th'\t will kcep you alive in u nam1ed ombal. 

, At the sa me time, however, the senseI hav learned that lhey 
canno t deflect their studen ts ' inte res t in wres tling as a rilualistic 
form of fight ing. (lnd they teach techniques 8pproprlate to sub­
miss ion lights rather than comba t to the deaLh. Th y also en­
courage moc k wres tling duels between th iT -tudents, knowing 
that interest in ritualis tic combal a s affaIrs of honor is (especially 
,lmong the younger students) me exc Ilent motivation for learn­
ing fighting techniques and ph llos phy in general. They al un­
de'rstand the extent to which wre tll ng duels take place ou tside 
the world of the dojo, and th ey knolV thal shame would fa ll upon 
thelll if one o ( their s tudents lost. The u rriculum also includes 8 
nod to bas ic tech niq ucs a nd rltu I o f sumal. a nd tuden ts who 
show prom ise in thi - co urtly form of wrestling are eventually 
passed along to the Stone Tower Dojo in Toshi Ranbo. 

I' r their part , students come to the G ri p o f Earth for much 
th l' a me reason as Lhey ent r a ny [lId8 Bush i dojo - to learn 
the Way o ( the Crab VVa rrior a nd battle the Clan's enemies . The 
o nly difference is th8t the !rip of c8 rth draws those young Crab 
sa murai who a re parllc ul<'1r1y t8ken with the 8neien t sto rics of 
their gre,lt ancesto r's a bility to figh t with his bare ha nd, their 
vo uthful enth USiasm carrying them o nto th is s light ly unconven­
;ion81 path. But the techniques deve loped a nd taught here have 
also caught the a ttention of thc Hiruma scout, who understand 
better than Illos t Cr8b bushi the im portancc o f kn wing a full 
range of combM tech niques. As a seoUl , olle never knolVs the ex­
tremit ies o ne l11ight h8ve to face , deep in enemy territo ry without 
support clos a t hand. And ' 0 It is \1ot unusual fo r Hlruma COLIt 
to come to the do jo for a brief cour e f s tudy, intent on learning 
techniques that they Gln ombine with their tra ining in stealth 
and hunting. 

Once they have co mplc tcel theIr ba sic ed uca tIon in the Illda 
VVrestler Sch ool. 1110 -t Gri p o f Larth students go off ro fairly COI1­

vcnlio n81 caree rs as Crab bush!. In spi te of the unusual path 
thm they h,w <:: tread, they <Irc rab warriors Lh rough and th rough 
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- perha ps even more so than most, fo r they have learned how 
to figh t the Clan 's elll:mies in Ihe most primal and demanding o f 
ways, find they have trained more than mosl in one of the Cla n's 
preferred methods of dueling. 

Stone Tower DOJo 
The Stone Tower is truly an unusua l in ti tution among Crab dojo . 
It IS the Clan 's own sumai academy, takino its na me from one 
of the dojo 's maxims: tha t to succeed at th l ritualistic form of 
wrestli ng. ne must be as immovable as a tower of stone. But 
a Ide from that fundamenwl belief in the power of Earth , there is 
relatively little that 1V0uid mmk this a s a Cra b training hall. 

For one thing, it Isn't located in the Crab L:1nds, near t'he tradi ­
lional urces of manpower and resources that the Hida and the 
Hirum:1 tap in training their warriors . Instead, the Stone Tower 
has always been located in the Imperia l City. taking advantage of 
the sport's traditional populmity with the Impe rial Court. I\ S such, 
it has been a rare outpost of Crab influence in :1 place where one 
of their grea t weaknesses - the courtier's mt - ha - pa ramount 
importance. Founded in Otosan L1chi , the original , tone Tower 
Dejo lVas abandoned shortly before Daigotsu 's horde devasta ted 
the city, and it n ly recently reestablished itself in Tos hi Ra nbo. 

For another, effective t.ra lning in sumeli req Ui res <Ipplying dabs 
of refinement to the raw fury that conventional Hida bushi train­
Ing brings out of its students. If you were to pull a Crab warrior 
right from a fight on the Kaiu Wall and drop him into the Stone 
Tower Doja, he mi Jht not recognize the sen sei and students as his 
compatTlots at all. Not only is the ambie nce more decorous and 
aesthe tically pleas ing than what he is used to (a concession to 

urtly til te) , bu t the fighti ng techniques laught the re arc strictly 
limited by the rules of sllmai. Hid.1 wre tling training teaches that 
ultimately, no hold is barred when you a re fighting for your life. 
but thaI is not the case with su mai. The students here are also 
taught deportment and the rituals that illlend the sport , all of 
which <1 rough and tumble warrior would lind ridiculous. Being 
a 5umai and wrestling for audiences of courtiers means that one 
needs t lea rn something of the courtier's art , something with 
wh ich Crab warriors gene rally do nut bother. 

What a typi al Crab bushi would recognize about the train­
ing offered here is it s stress on the importance of physica l and 
spi ritua l strength - the power of the ody <lnd the power of the 
Wil l, both draWing on the fundamental natu re of Ea rth. For the 
irony of sumai - a nd Il n importa nt reason why the Crab are 
so good al it - Is that precisely beca use of the restrictions tha t 
it places on h w one may attack an opponent , Inna te qualitics 
have a way of c ming to the fo re and de tcmllnlng victory. This 
Ilssumcs. of course, parity in levels of rraini ng in techniquc, elIld 
the Stone Tower in u res that their umai wres tlers are at lea st as 
well trained technically as those of any other dojo (on ly Badger 
clan sumai rival those f the rab in thl regard). Their lied -ive 
edge, the sen sei here be lieve , is the innate strength of Carth tha t 
Is the birthright of all child ren of Hida , and the philosophical as­
pect of their teach ing stre es the Importa nce of connecting with 
and manifesting that force inside the sumai ring. 

It is no surprise, therefore , that the Stone To~.vcr has produC'd 
!TIore uccess iu l su mai wre tiers tha n any o ther dojo in the Em ­
pire_ Thanks to its long re ord of su cess , the Stone Tower has 
become ometlling of an institution in the Imperial City , IVcll­
known to devotees of the port. mper rs and high court officia ls 
parti ularly fon of sllmai have paid courtesy calls, which se nse i 

and s tudents alike find gratifying, as the Crab have few other 
c.asy routes o f entrance into the circles of cou rlly socie ty. Memo­
rI a l tablets commemorating Imperial visits linc one \·vall of the 
t-ra ining ha ll 8S a reminder of the stakes for which wrestlers com­
pete at this level. Champion wrestlers compete for their own glory 
and keep their prIZes as their pe rsonal property, bur some Stone 
Tow.e r s tudents have bequeathed or donated their trophies out of 
gratllude to the ir sensei , and they fill a nother wa ll of the training 
hall . Among them are the masterwork bows given by the Emperor 
to champio ns of Imperial Court-sponsored tournaments. 

The sensei here are all either active or retired sumai wrestlers , 
.,s one would expect. Some are yokozuna with many vic to ries 
r<1cked up, but others are wrestle rs who found their careers sta lled 
at lowcr levels fo r some rC'lson, and have devoted themselves 
fu lly to tcaching in stead. Their students are also a pretty uniform 
lot. Almost all of them have some sort of Hida warrior train ing, 
e ither from the Hid., Bushi School. but more commonly, from the 
Hida "Vrestler Schoo l. Most of the m are hardened veterans of 
Crab military service , and the adjustment from life in a Kaiu Wall 
garrison to life amids t the splendor of the Imperial City comes as 
ljulte a shock to many at fi rst. However, ca ndida tes for the Hida 
Suma i School are screened to ensure that they have aL leil s t a 
modest grasp of etiquette, to reduce the risk of culture shock. 

There are a lso a few scattered exceptions among the students: 
Hlruma scouts with a sufficient level of jiujitsu skill will ellso be 
considered for admi s ion. If they have studied wrestlin~ at the 
,.rip of Earth Dojo . then their way in will be ea ier, as their tics 

with the Stone Tower are qu ite s trong - the sensei of the for­
mer re menl b ring students who went on the become sensei at 
the latter. Because of their ancient kin hip with the Crab , sumai 
from the Badger Clan are sometimes accepted here . Everv now 
and then . the Stone Tower even receives application s fro;" Y<I­
suki with il bit of jiujit su skill who fancy themselves wrestlers; the 
sen e i do not t<lke such fellows very seriously, but once in a great 
while they find one who can actually prove his Ljua lifications LO 
study with them. 

The dojo bel ieves that its students sho uld leaven their training 
with practical experience as much a s po: ible , and the sensei en­
c urage them to compete in tournamen ts as well as private chal­
lenges. Less experienced students , especia lly those who have not 
pas ed the rank of junyo, are sent out to tournaments aL pro­
vincial courts for seasoning. The Stone Tower prefers to save its 
bes t fo r Imperial tournament s (and of course, the \,yinter Court 
[mperi.ll tourna ments feature yokoZllna nly, in any event). Hav­
ing spent much time In the ca pita l. they unde rstand the p Ii tical 
dimension of sumai quite well , and are keenly aware tha t the ir 
wrestlers se rve a s ambassadors of the Crab Clan as much as a n ' 
diplomat. Furthermore, they under land that vic tory will uphold 
the sta nding of the Clan in the eyes of the Court personages who 
enjoy watching the sporl, while defeat will deflate it. 

In fact, Ih i.s pol itical dimension of sumai and the Stone Towe r 
Dojo's mission is a potential source of controversv within the 
.lan , though one that the sensei and the leade rs of the Crab have 

been able to avoid for the mos t part. Every Cra b bushi lights, 
a nd the lives o f some arc relatively short and brutal. Some earn 
an h norab le retirement from active duty, and the peers of those 
who go on to the life of a s Ll ma i wrestler after much hard service 
do not begrudge them their new life of relatively luxury. And yet 
a few -- young warriors who hilvc the makings of a superl r su­
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mai wrestler - are plucked from duty on the Wall ilnd sent off 
for specialized training. first ,1t the Grip of Eilrth. and then at the 
Stone Tower. The rank and file samurai understand that this is 
done for the good of the Clan . which by its nature has fewer tools 
for gaining influence at court than many of its rivals. <md mus t 
make good usc of those it has. But that doesn't prevent some 
grumbling ,1bout samurai who have the good luck to gain ofIicia I 
s;lnction for shirking the ir duty while ot'he rs t,lke care of the fight­
ing and dying part of being a Crab warrior. 

First Strike Dojo 
Shi ro Hiruma is hardly the most serene place in the Crab Lands . 
;lnd because of that the First Strike 00)0 is unlike any training 
hal l In the Empire. To say that the students here receive a prac ti­
al edu arion is an understatement verging on a dmk joke. Stuck 

out beyond the safety of the Kaiu V/all . combat against the mon­
st ers of the Shadowlands is a da lly fact of life for them a nd their 
sensei. The Master of the dOjo is Hiruma Hotaru. a wmrior of 
undeniable skill. bu t fe ll and brooding from the day that twenty 
of his students were s lain by an oni because fear kept him from 
exerci ing proper leadership in batt le . 

Beca use o f the un usual strains tha t their physical situation 
places on the entire institution. Mas ter Hotaru has always been 
rel uctant to gra nt leave to students who wish to stu y for a time 
a t the Grip of Earth 0 0)0 and learn some of the techniques of 
the Hid:1 Wrestler School. Also. the exten t to which his failure to 
protect those under his comma nd hau n ts him makes h im reluc­
ta nt at some level to part with the srudents whose education and 
well-being arc his respo n ibill ty. He understands the utility olthe 
training they will receive at the G ri p of Earth. but every student 

who asks for <1 leave of absence Is a source of anxiety. And in fact . 
some who leave never come ack. a nd not just because of the 
hazards of trave ling fmm a nti Lo Hlruma Lands; Hiruma scouts 
have been known to becomc s enamored of wrestling a t the Grip 
of Earth that Lhey fo llow thM path InStea d. 

l\,laster HOta ru has therefore tried t e ffec t a compromise bc­
tween his IV rrles < nd the wishes of some o f his student. He ha 
approa hed the G ri p o f Earth on a num ber o f occasions . hoping 
to pry loose at le.1st one 01 the ir sensei who will come to the 
First Strike (temporarily at least) a nd teach Ihere. He has never 
sue eeded In thl . however. and hc i ' begin ning 10 suspect that 
the Grip of Ea rth sense i ,He too cowardly to live a mong and tight 
beside h.is bushi in the heart of the HJ ruma Lands. 

Unbreakable Blade Dojo 
Loca ted in a quiet spot in the hills between Yasuki Hanko a nd the 
Wa tchtower of the West. this branch of the I-l ida Bush i School 
provides a dva nced training in iai ju tsu. a diSCipline not pa rticu­
I,lrly po pula r among Crab bu hI. But despite this lack of general 
enthUSiasm. th leader hi p 01 the Clan have usua lly understood 
the need to have skilled ia ijutsu du e lists avai la ble In response 
to the relative popularity 01 the p ractice among the other Clans 
- c pecia Jl y the hated e rllne . In fact. it i generally assumed lhat 
the Hlda Bu h i ~ h I located the dojo he re on purpose , just to 
the south of the Crane Lands . as a consta nt rem inde r LO its small 
cadre of st lldents of exact ly how they may be called upon t rep­
resent the Crab ' Ia n. And so ru b Ch:lm ions have hi torically 
Ilurtured and supportcd the Unbreakable Blade . refu ing to shorl 
the sensei any resources they fee l they Ileed to train the defend­
ers of the Crab. 
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The Unbreakable Blade employs a handful of sensei , all of 
them by definition rather odd d u ks a mong Crab warriors in that 
they have taken great pains to practice the art of the sword rather 
tha n the blunt, heal'Y weapons that the Hida have a lways fa­
vored. They arc a highly If-selected group, and tend therefore 
to bon d cI sely with each ot her an with their students. Lacking 
much cultural support for their intere t in iaijutsu, they have gen­
emily tu rned to indi rect methods to study the art and enhance 
their knowledge. 

Some have kept company with bushi from other Clans who 
had stud ied iaijutsu and picked up bits oJ understanding from 
them. Perhaps they served together on the Kaiu \V,lll, o r adven­
tured together. Historically, Unbroken I3lade sensei h,1\Ie also 
ome from the mnk- of political hostages retu rned to Crab Lands, 

o r from those who fraternized with hostages kept by Crab Fa mi­
lies. Other sensei are Hida bushi who arc veterans of skirmishes 
with the Crane ancVor the Dragon , and have had the opportu nity 
to observe Ka kila and ~v!irumoto-trained warriors up clo c. Yet 

others arc ll ida bushi with a strong philosophk<ll bent , who have 
simply abSorbed every text on iaijutsu technique upon which 
they CQuid lay their hands. \Vhat they all share is an uncoillmon 
in teres t \n the art of swordsmanship, and a belief that even a lhe 
\IVall fa ces the great enemy to the South, the Crab cannot turn 
their back on their potential enemies among the Great Clans to 
the North. 

The Unbreakable I31ade draws students who are more or less 
of the same mind as their sensei. and who often come from simi­
lar backgrounds. Some are nonconformists who simply wish for 
a different path of service to their Clan, while others bear such ill· 
wi ll toward the Crane that they desire nothing more th,ln to meet 
t hem in a test of warrior's honor on something more like equal 
terms. The dojo also receives students who have been granted 
Ie,we frolll service on the \Vall, usually as a precaulion before 
they succumb to the Taint or the stresses of garrison duty. Those 
in that linal category may not last very long at the dojo , as the 
intense focus and discipline involved in iaijutsu training isn't ex­
actly restful, even though it compares favorably to staring down 
the Shadowlands horde. \Vhat all of the students have in com­
mon (besides their interest in the art of the sword) is considerable 
experience as bushi. for the dojo only offers advanced training. 

The instruction offered by the Unbreakable Blade sensei is 
,lnything but ,1 p<lle imita tion of Kakita dueling techniques. The 
true secrets of the Kakita and the MirLlllloto remain within the ir 
respective dojo , and no a mount of observation can truly en­
able one tll reverse-engineer them. The Unbreakable Blade gave 
up on trying to do so long ago. Instead, the instructors down 
through the ye,us have developed their own techniques , \\Ihich 
drelw on the Crelb 's instinctive connect ion with -arth. They have 
tried, with some degree of success, to develop a Tao of iaijutsu 
that centers on strength and force of will instead of the lightning 

~--- - - -- ­



speed that charact.:rizes, 5<lY, the Kakita style. 1\ Hida Defender 
i ' taught to think of him elf as an immovable objecl, a block of 
stone against IVhich an opponent's blolV will break, if it strik.:s at 
all. i\ student of iaijutsu might lVell note that this phil' ophy has 
limited value in a duel to fi r t blood , where even ,1 minor 1V0und 
in fl ic ted lVill grant victory as it long as it is the first blolV landed. 
Nevertheless, the Unbreakable Blade has had more success with 

lhis approach than one might think. 
The Unbreakable Blade sensei also o ffe r instruction in tet­

subo- uru , and it h. s become a famous specialty of theirs. It be­
gan as something of an afterthough t. and the sensei lVould prefer 
that it n::main so. In the dojo's early days, some of the students, 
eager to take a break from the unfamiliar art of iaijulSu thelt they 
had been persuaded to learn, fought duels with each other using 
heavily padded tet'Subo for sp rt after their lessons for the day 
wer done. They found it oddly comforting to practice in a form 
of ritual combat with which they were much more experienced. 

The sensei spotted this and at first sought to discourage them: 
they were here to learn swordsmanship at an advanced level , 
which requlr d to il certilin extent breaking familiar prilctices and 
ways of th inking. But they quickly realized that they would never 
be altogether successful in this. So inslImd , they got together and 
devel ped ways to combi ne some of the techniqucs and mindset 
of iaiju tsu into tetsubo-suru. This ilpproached worked exceed­
ingly well, not- only in keeping the students happy, but also in 
proVid ing a failliliilr avenue by which they could approach the 
advanced techniques of iln othenvi e unfilmiliar form of duel ­
ing. 

Over the course of years, the innovillions developed and codi­
fied by those sensei became a minor course of instruct ion in and 
of themselves, and one thilt drew interest from Crab warriors who 
couldn't care less about using it as a spri ngboilrd into advanced 
i.,ijutsu training. Reluctant at fi rst to indulge those tlldents ilnd 
distract itself from its original purpose , the dojo initial ly refused 
to take in any n who was not sincerely inter sted In iaijLltsLI. 
Eventually, however, the sensei wCilried of turn ing away the end­
less stream of in terested bushi looking to give themselves an edge 
In this popular form of ritual combat. and decided to hum0r them, 
albeit t a limited extent. 1i day, the course of study in tet ub ­
uru remains brief and to the point , and students who show II tt lc 

sincere interest in ,l dvanced swordsmanship are promptly ush ­
ered ut the door. Stil l , th is tmn 'ient student population wel l out­
number the hard-core' laij utsu students in which the dojo places 
more of its stock and trade, 

L,Hdy. however, D'ligotsu's o'1lan ization of The Lost into a 
dark imitation f samura i ociety have aught the nttention of 
the Unbroken Blade sensei il nd their supporters within the Clan , 
and they sliggestthal the dojo may have a role to play in the bat­
tles beyond the Wall as well ;'IS behind it. Ru mors that the Dark 
Lord has created his own dueling academy, in mockery of the 
Kakit,l A ademy, gives rise to concerns lhat Crab warriors may 
oon face Shadowlands champions ski lled in iaijLltsu techniques 

and expert in how to use Bush ido to manipulate them into duels 
In which they will be forced to fight at a disadvantage. Ii th'1I 
happens, then the Crab will necd more warriors with tile kind of 
training tha t the Unbroken Siadc provides. 

Kuni Duelist Dojo 
The Kuni ensei Who leach the mt of laryu-jiai have no central 
loc<l llon for their school: in~tcad, the few teachers who follow 
this path live and work in their own seallered dojo, some bardy 
eognlzilnt of the ()thers. Of the Wl tch Hun ter "workshops" \hat 

dot the Kuni VVast-cs, a few are actually small training halls where 
Kuni shugenja teach the art o f the duel to any of their School 's 
students who care to learn it. This informa l approach strik~s ob­
servers as appropriate to the weird and disquieting naturc of the 
Kuni, but it also fol lows from the Kuni , cho()I's general lack of 
regard for the art of hugenja dueling. Taryu-jiai as an aCildemi 
subject receives little Instit utional support beciluse the leader­
ship of the Klini School hilve traditionally regarded it as a pursuit 
for those who Irick the stomach or the wit lor studying Rokugan's 
trlle enemies. 

And yet, within the larger scheme of Rokugani Clan politics, 
Kuni shugenja duelists ,lre not without their uses. lust because 
the Kuni don't see the point of taryu-j icli doesn 't mcan that they 
will never receive a challenge from s me ne who feels differently, 
<lnd when that time comes the honor of the Crab demands some 
degree of rCildiness from them. There arc Kuni shugenja who un­
derstand at sOl11e level that taryu-jiai challenges coming from the 
Imperials ilnd the Unicorn should not surpr ise them , and even 
the pacifistic Phoenix see non-Iethill duels as a legitimate way o f 
settling differences. 

I\lso. some within the Klini School have become concerned 
abollt Daigotsu's persistent and powerful control within the Shad­
owlands (The MilW'S current uprising against his leadership not­
withstilnding). The Dark Lord has always sought to mold the Lost 
into a perverted mirror image of Rokugani society, and al l <lVall­
able evidence suggests that dueling, both by magic and martia l 
means, is a part f his vision, as well. If their most imp rtant foe 
is to take up tar)'u-jiai , then the KLini will also be forced t take it 
more seriously. 

Crab Sensei 
For rab samurai , teRcili ng is not a alrecr in and fIt clf: i t is 
something you d once you have ful fi lled your primary d Li ty to 
the Clan , or are no longer fit to pursue it . But that is 1101 t ay 
that they devalue educating their inexperienced samura i, or I k 
down their noses at their sensei. Instead, it is to pOi nt" out the 
practicality o f thc Crab. They believe that because it is important 
to teach their youths properly, by passing on knowledge gained 
by h'-lTd experi nee - knowledge that now ' into the limb' and 
hands rather than remaining in the head - ~he l r tead l ers ought 
to h;'lve a reill understanding of whilt it means to serve their Clan . 
Crab sensei me , a a result, il tough and hard-bitten lot, deter­
mined to pass on to th > n xt generation what Lhey have , in many 
cases, learned thr ugh physical su ffering and harrowing of Ille 
soul. 

I I I RUMA DEMON 

Air: 3 Earth:4 Fire: 4 Water: 3 Void: 3 
Agility: 5 

Honor: 3.2 Status: 2.3 Glory: 3.0 

'i J IOOl / RANK: Hiruma SCOUI 3/Hi rlfma Grappler tlH icia 
Wrestler 2 
AnVANTAG ES: Bishamon's Blessing, Hands of Stone, Strength 

f the Earth 4 

D ISADVANTAGES. Lame 

KATA: Shell of the Crab, Stance of the W al l, trik ing as Fire, 
W mth of the Crab 

KIll 5: Athletics 4, Dcfen,c 3 , H unting 2 , Instruction (Jiuji tsu) 
5 , Ji uji tsu 7, Kenju u 2, Lore: Shadowlands 5 , Stealth (Sneak­
ing) 2. 
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In his youth , a certa in lack of paUence characterized Hiruma 
Goemon. Eager for action and ambitious for honor .lnd glory, 
he ch rged headlong through hi samurai training as IUicklyas 
he could and plunged into the li fe and dutil's of a I lirumfl scout. 
, emon was by no meilns a lazy student. but his sensei noted 

a distincL tendency to rush through hi training - to short-cut 
his studies and assume ral her 10 0 carly that he he had mastered o 	 a lesson, so that he could move on to the next one. Howe 1' 1', 

his na lurn l gi fls were such lhal he could recover qu ickly from ?( 
whatever mistilke.:; he made , even within the dangcrou - training 

~ regimen of his SchOOl. 
After his gempukku , Goeman served as a scout with the skill o 

and cou rage expected of him, and withour much incident. Bul hez 
1111 itched for a way to distinguish himself. to separate himself 

from the pack and win honor and glory in a Irul , distinctive man­
ner. AfteT seeing a visiting sensei from the Grip of Earth Doio give 
a demon tration of Hilla WTestler School technique. Goemon de­
cided that devI' l ping wrestling skill would teach him someth ing 
he could usc to dl tl nguish him from the other H irllm<1 -wuts. So 
when the sensei returned to Kyuden I-lida, Goemon fo llowed him 
t take up studying at the Grip of Earth. 

There. GO(,?mon demonst rated the same combination of natu­
ral talent and impatience that he had shown his sensei al hi ro 
Hiruma . He achieved a level of proficiency in Hida VVrestling 
techniques sufficient to pas him to higher levels of study. but his 
mastery was not quite as s lid ClS he thought. 

When Goemon decided to leave the dojo and return to Shiro 
Hiruma. the rip of Enrth sensei let him go. but with some fore­
boding. 1 or were they wr ng to feci that way. On his lVay back 
t the H lruma strongh Id. he came upon a lone Tainted ogre 
headed in the direction of the Kaiu W" II. ager to lake the ogTe 
captive ,1I1d bring It I hiro Hirum;] as proof of his newfound 
skill, Gocillon leaped oul from am ush and Ih rew himself on the 
creature I imm ilize and dis<ll'm It. How 'vcr. he did not have 
enough practice in the technique he used to have tru ly master it ; 

his hand slipped and he could not apply enough force to prevenl 
the ogre from throwing him free. He fell h ~lVily, Ie, ving the ogre 
time enough to strike it crippling blow I hi righ t leg. f( rtun<llely. 
a Hiruma scout patrol came upon the connict jusl then and killed 
the ogre with their hankyu, or else Goemon would have paid for 
his mi ' take with marc than just a lamed leg. 

No longer lit for active duty as a I Iirullla scout - and much 
chastened - Goeman returned to the ,rip of I::arth. His lormer 
sen ei were much affected with how much hi ' brush with dcMh 
seemed to have changed hilll, and agreed to ta ke him b<lCk. 
Thereafter, Goeman applle him elf with unpreceden ted dedica­
tion to Ihe art of wrest ling. I"lis new apprecialion for the va lue of 
th rough study and dIligen t prnctic aside, he also understood 
thaI his h ndicill made It n e ary t make up in cunning and 
teChnique what he Ill: w lacked In physical ability. 

I n time . oemon achIeved Ihe diStlncllon among his peers that 
he had always raved, fighting many sue es fu l wrestling duels 
and sporting matches fit the dolo. That he became such a uccess­
(ul wrestler despite his lame leg gained him all the more respect. 
for only willpower and the st rength of Earth c uld explain It. The 
Grip of Earth sensei Invltcd him to become )Ill' of their 011'11. and 
there Goemon Hiruma remains. imprcssing his ' Iudents with the 

importance of careful study and diligent practice - and ready to 
take to the mat any young Crab impudent nough to believe that 
they can get away with less than their best eli rt. 

KUNI AVORI. KliNI TARYU- JIAI Sr-NSEI 

Air: 2 Earth: 4 Fire: 4 Water: 2 Void: 3 
Awareness: 3 Perception: 3 

Honor: 1.5 Status: 1.5 Glory: 1.5 

Shadowlands Taint: 0.9 

~CIIOOURAN K; Kuni Shugenj<l 4iKuni Duelist 
ADVANTA ,[ . Dangerous Beaury, fukurojin 's Blessing. Magic 
Resistance 4. Perceived Honor 2, VVary 
DI ADVANTAGE Brash , Doubt (Calligraphy), Fascination 
(Taryu-jiai) 
Kill' Calligraphy 2. Defense 2. Instruction (Taryu-jiai) 5. Ken­

jutsu I . Lore : Shadowlands 5. Meditcltion 3. Spellcraft (Maho) 5. 
Storytelling I 

P[LL Burn the Mind. Commune . Counterspel!, Courage of the 
Sevell Thunders. Earth 's Protection, Earth's Stagnation, Hurried 
Steps, lade Strike. Katana of Fire , Light of Yclkamo. Moment of 
Clarity. Sense . Shatter. Summon . Tail of the Fire Dragon . Tempest 
of Air. Tetsubo of Earth. The Fury of Osano-Wo, vVisdom and 
Clarity 

Unfortun ately. the outlines of Kuni Sayori's story arc not terribly 
uncommon among the W itch Hunters. Placed in frequent (some­
rime c nstant) c ntact with the Taint as a consequence of her 
duties. she began to nollc • however faint . its telltale symptoms 
within herself. Fearful th.ll further conlilct would only guaran­
tee her dev lutian into madness and enslavement to Jigoku, she 
immedia tely removed herself from a Live service with the \"'itch 
Hunters and retired to an isolated house so fm out of the \vily in 
the Kuni Wastes thaI it amounts to permanent internal exile. An 
attmctive woman. even with the garish Kuni face paint smeared 
on her. she knew that she had it in her power to manipulate her 
male collcagues with her feminine wiles. and she understood the 
harm that could come frolll doing so. Her fellow \Nitch Hunters 
keep a close eye 011 her. visiting her regularly as they da all of 
their number who are infected with the T:1 int. 

Btll the details of what happened to her are sufficiently inter­
esting t merit attention, as they shed some light not on ly on the 
Kun i's altitude toward taryu-jiai. but als on their dangerous role 
ilS the Crab who mu t track and make sense of the dyn<1mlcs of 
the Shadowlands IhreM , which can change alarmingly with every 
pilss ing year. As fm as she can tell , Sayori contracred the Tilint 
while at the Kuni Tower <It Shiro !-liruma . There, it became her 
duty to interrogate a prisoner that the Hiruma scouts brought in 
one day - a shugenja of The Lost whom they had ambushed. 

Frl~m thal prisoner. she learned (among olherhing ) that The 
Lo ·t had taken Lip the practice of shugenja dueling. They did so 
more or less in imitation of I{okugani samurai - but with the per­
verse twist that they did so not out of honor. but to sett le matters 
of hierarchy, or disputes relating to the possession of wealth and 
treasures. Furtherm re, duels to the death - a practice no longer 
common in the [m ire - were the rule and not the exception in 
the Shad wlands. 31thaugh Daigol'su himself was trying to put a 



damper on the prac tlce as part of molding The Lost into a s e!ety 
in his own image. This news pa rticularly caught Sayori's a tten· 
tion , ;lS she knew that the Kuni had long dismissed taryu-jia i as 
fr ivolous cc)mpared to the work of defending Rokugan aga inst 
the Shadow!ands. If what she was hearing was true, then taryl!­
jia i might h;lVe to be reconsidered as an aspect of their primary 
enemy. 

Unlortunately. before she c uld complete her interrogation and 
write out a full report to send to Shiro Kuni, she began to sense 
within herself the first stirrings of a sickness that every Witch 
Hunter dreads but accepts as an occupational hazard. It began 
with odd dreams and alarming hallucinations, and then a general 
unwell feeling punctuated by bout of dizziness and weakness: 
She was contracting the Taint. no doubt from prolonged contact 
with the prisoner she had been interrogating. 

Sayor! promptly left the Hiruma Lands for home , even though 
she knelV full well that the Kuni Lands could never be home to 
he r in quite the same way ever again because of her contamina ­
tion. After a brief stop at Shiro Kuni to deliver her report, she 
IVent out into the Kuni vVastes and settled into an abandoned 
hermitage, there to IVait for the first visit from Witch Hunters who 
would collle to see il she had yet descended into madness. 

omewhat to her surprise, however, the first Kuni samurai to 
visit he r did not b ring loathing and suspicion with their supply 
of Tea of Jade Petals. but rather a n offer. Her report. incomplete 
though II was , had evidently gained the attention of someone 
high up in the Kuni Court. Consequently. Sayori now had the 
opportunity (provided her Taint did not worsen, of course) to 
spend her sell-imposed exile as a sensei of the Kunl ShugenJa 
School. teachi ng what she knew of the a rt 01 taryu-jiai to wilJing 
students. 

She seized the opportunity. eager to be 01 use to her Clan . as 
opposed to wasting away in isolation tor the resl of her mortal 
li fe. \Vhat she offers at her small . somewhat improvised dojo is a 
modest course of train ing, more or less in conJormity wi th other 
Kuni School sensei who also teach taryu-jiai. She rarely has more 
than a few students at a time, largely because of her Isolation , 
but a lso because the art f shugenja dueling still has yet to gain 
much populari ty within the rab. Nonetheless. Sayorl remains 
content to serve as best she can, and she will continue to do so 
as long as the supply 01 Tea of lade Petals nows to her from the 
outside world. and It keep at bay the madness of Jigoku which 
will always lurk within her. 



New Mechanics 


Crab Dueling Mechanics 
Tetsubo- uru: Resolve a tetsubo-suru duel as you would an o ialju!su duel. except (of course), that the duelists wield testubo z- instead of katana. However, because of the heavy padding that 

is normally applied to the weapons to bl unt Lhei.r forc e , a duelist ..J 

who loses all of his Wounds docs not die. He docs lose the duel 
by in capacitation , however. He may also submit volu ntarily at 
any time. A dueli t who suffers a Knockdown as a resu lt of de­
elaTed Raises automatically loses. 

Wrestling duels: Resolve a Crab wrestling duel as a standard 
skirmish between the two combatants. In order to throw your 
opponent, you must fir t successfully grapple with him. If you 
begin your rum controlling the Grapple against your opponent , 
you may attempt to throw hIm. Resolve a throw attempt as a 
Contested Srrength!Jiujitsu Roll. If you suc eed by more than 5 , 
you have thrown him cleanly to the ground. On a successful re­
sult less than that, he has partia lly sUpped the throw and landed 
on one knee. In either case , the Grapple is broken. 

Athletics competlilons: Resolve a foot race as Contested Athlet­
Ics (Runni ng) Roll. In the case of a long-distance foot race, re­
solve It as an Contested Earth/Athletics (Running) Roll. Resolve 
a cIlmbing race as a Contested Athletics (ClImbing) Roll. 

To res Ive weight-lifti ng duels, have the opponents take turns 
making a Raw Earth Roll with their Strength as a bonus against 
a TN determined by the weight that must be lifted. The win neT 
is determined as s on as there is one "round" in which one op­
ponent succeeds, but the other does not. 

Drinking contests: Resolve a group drinki ng contest by hav­
ing the contestants take tums making a Raw Earth Roll against 
a TN appropriate to how long they are expected to drink in this 
round + 1 for each round that has already taken place. A failed 
roll eliminates that contestant. He is considered incapac itated 
(j.e. , passed out, sick or some combination thereof) for a number 
of hours equal to 2 + the number of rounds in which he partici­
pated. 

You may resolve a one-on-one drinking contest quickly by 
having the two contestants make a single Contested Earth Roll 
against each other. Or you may do so in rounds, as per the rules 
given above, in which case the loser Is Incapacitated for 4 hours 
+ the number of rounds in which he participated (and you may 
assume that the winner won't be feelIng all that well. eitheT). 

New chool: 
t-lida Wrestler (Sushi) 

The Crab Clan train their warriors in the practical details of war­
fare, the plain mechanics of fighti ng and kilU ng. In most cases, 
this involves intense practice in the use of the Clan's trademark 
weapons , as well as how to remain fast on one's feet even in 
heavy armor. But some Crab bushi choose to follow a slightly 
different path, one that specializes in unarmed fighting - par­
ticularly the art of crippling or even killing an opponent through 
aggressive grappling, holds and throws. 

However, the Hida Wrestler School is by no means alien to 
the mainstream of Crab warrior train ing. Hide Wrestlers do not 
neglect weapons practice by any means , and when they go into 
battle, they equip themselves as would any other rab warrior. 
Their School is instead an offshoot of standard Hida Bu hi Sch 01 
arms practice that has taken on a life of its own over the course of 
the ages, sustained by ta les about the Kami Hida tha t have long 
been part of Crab Clan legend. It began with sensei who took 
a partic ular interes t in how a warrior should handle himself in 
hi.S las.t extremity - stripped of his weapons, and forced to fight 
Wlth hiS bare hands. As repulsive as it seemed to grab and strike 
a thing of the Shadowlands with one's bare hands, surely it was 
better to learn how to do so effectively than surrender oneself to 
destruction. Crab jiujitsu masters who succeeded them expanded 
on :heir work, eventually tu rn ing this last resort into somethIng of 
a virtue. 

Hida Wrestlers who survive to retirement generally become 
sensei a fter their soldiering days end, passing on their knowledge 
so that th ir art will flourish for at least another generation. The 
more gifted among them , however, often enter advanced sumai 
trai ning (see New Advanced School: Hida Sumaj) and find a sec­
ond ca reer at court, competing in the wrestling tournaments that 
so delight the courtiers and nobles. In fact, it is not unknown for 
promising young Cmb Wrestlers to be plucked from active duty, 
even from the Kaiu Wa ll garrison , for sumai trainIng, in the hope 
that they will develop into yokozuna who will gain prestige for 
the Clan. 

Wrestlers have always been and will always be a d istinct mi­
nority among Crab bushh it Is not an overwhelmingly popular 
career path . However. they do have the respect of their fellow 
Crab , as their particular brand f jiUjitsu has become an accepted 
form of dueling within the Clan. 

BENErrT: +ll\gility 
H NOR; 1.5 

KI LLS, Athletics, Defense, Jiujitsu 2, Lore: Shadowlands, 
Stealth (Ambu h) any Bugei Skill. 

OUTfiT: Kata na, wakizashi. bow and 20 arrows (any type), 
heavy a rmor; one finger of jade, kimono and sandals, traveling 
pack; 5 koku . 



Techniques 
RANK 1 

All Hida bushi learn how to tind the power of Earth within them­
selves, and Hida \N'restlers are no different. You receive a bonus 
equal to your Earth Ring to your JiUjitsu Rolls; to all rolls related 
to initiating and maintaining a Grapple; and to the DR of any un­
armed attack. Also, you may ignore the TN penalties for wearing 
heavy armor for all Bugei Skills. 

RANK 2: THE MOUNTAIN DOE NOT MOVE 

Though a Hida Wrestler's tra ining marks a departure from the 
way that most Crab bushi follow. he is still a Crab warrior and 
the extraordinary tenacity for which they are famous is stiJI his by 
inheritance. Any time you suffer Wounds. you may spend a Void 
Point to make a Raw Earth Roll against a TN equal to the number 
of v\founds suffered. You ma ke this roll before the Wounds a re 
inflicted; thus, you do not suffer additional Wound penalties due 
to the damage . If you succeed. you uffer no \N'ounds from the 
Injury. \N'hen resisting Knockdown . you receive a bonus to your 
Ea rth Ring eq ua l to your chool Ra nk. 

RANK]; SNAPPING THE ARM 

The Hlda Wrestler School teaches the Importa nce of ferocious 
speed and quickness in unarmed combat. as well as strength and 
willpower. You may ma ke an additional attack per round. but 
on ly if both attacks use your Jiujist u Skil l. Al 0, If you control a 
Grapple at the beginning of your turn , you may disarm your op­
ponent a s a Simple Actlon. 

Training in this particular style of unarmed comba t gives you the 
quickness to avoid your enemy's blows all together. even when 
wearing heavy armor. When in the Attack posture. you receive a 
bonus to your TN to Be Hit equal your Reflexes + Jiujitsu . When 
you are in the Full Defense posture. this bonus is equal to twice 
the total of your Reflexes + Jiujitsu. These bonuses supplement 
any bonus you may receive from using the Defense Skill. 

RANK 5: TI-IF MOUNTAIN DOES NOT FALL 

You may spend a Void Point to ignore all Wound Penalties (in­
cluding Out) until your next turn. For the remainder of the skir­
mish , the number of Wounds in each of your Wound Ranks is 
doubled. You gain another Void Point that may only be used to 
activate e ither The Mounta in Does Not Move or The Mountain 
D es Not Fall. 

New Advanced chool: 
CJ4ab Sumai (Sushi) 

If a Crab bushi. for whatever reason. leaves the Kaiu Wall gar­
rison for a career representing the Clan a a sumai wrestler. he 
undergoes rigorous training in a Crab doj ded icated to the port. 
Though no Crab warrior worth his sa lt would ever truly forget 
his heritage as a pure and relentless tighter, this suma i training 
complements these qualities with the peculiar tech niq ues (some 

of which are unique ro rab sumai rna ters) and rituals of this 
sport. In the process . a Crab Sumal deve lops into a sportsman 
and ,111 emissary for his Clan . one who is a lmost ilS comfonab le 
socia lizing al court as sta nding sentry n the Wall . 

Despite the fact tha t SUlllai wrestlers lead a lifestyle tha t some 
Crab bushi consider soft and degenerate. the Clan respects Its 
sUlllai. They represen t the Cla n a bly In an mena in which it i 
trclltitionally ra the r weak. and they do a by pmcticing a form of 
combat (if a highly tyli zed a nd ri tua lized ol1e ). But that isn 't to 
say thM it r presenrs a cu shy retirement from a warrior's lik for 
,1 suma i could fall d isas trou sly in hi Cla n's estimation through 
bringing lisho nor onto the Cmb. r 'v ' 11 by see ill ing to enjoy lhe 
spo ils of courtly celeb rity a little too much . 

/\11 Crab Sumai compete at the lowest level of the sport and 
a rc trea ted as jury until they <1It,lin I Rank in this Advan ed 
Scho I. at which point they beco me maegashi ra . cqutring the 
Techniques of the Crab Suma i Advanced School s illlply reflect 
grea te r Illa te ry of the sport and , in particular. the teach ing of 
their sensei a t the Stone Tower Dojo . Acq uiring tJl ,H e>:perlence 
qua li fies y u to, lV;1 nce within the ranks oi the spo rt itse lf. 

ReqLti l'ements: 
RING !TRAITS Earth 4. Strengl h 4 
SKILLS: Athletics 4, EliqueltL' I , liuj itsu 5, Lore: Ll ush ido 4, 

Medi ra tion 2 
ADVANTAGES: Bisha illon's Hie s ing or Hands of Stan 
OTII [R. The Crab ha ve traditiona lly considered thei r sUlllai 

tra ining techniques to be Clan secre ts . as their sumai wrestlers 
put the CI;ln's prestige on the line whenever they coillpete In 0(­

ficial tournaillents. Crab sensei are therefore prohi bit 'd - a a 
gene ral rule - from tr,ll ning wrestl rs fro m outs ide the Clan . The 
occasional 88dger sumai is a llowed to train at the Stone Tower 
Dojo , but they me the only regular exceptl ns . Mo t ca ndida tes 
for this Advanced School have tr,lined in lhe Hlda W re Illng 
School. but not necessarily all. 

Cannot have the Disadvantage Lame . 

Techniques 
RANK I . MAEUA HtRA 

You have acquired suffic ient expertise so th:n yo u may now com­
pete in sUlTIai tournaments as a Illaegash ira ; until th is point. no 
self-respecting Hida sens i wo uld all IV you to do so. You may 
spcnd a Void Point to gain a +2k 1 bonus to any Skil l Roll in­
volved in resolving a sumai ma tch . Your skills a lso stand you in 
good stead outside of the suma i ring; you gain a +l kO bonu to 
;lny unarmed comba t Skill Roll , a nd YOll gain 2 Free Raise to 
ilny attcmpt to inflict a Knockdown on Hn opponent. 

RANK 2: ANYAKU 

You gain a reputation as a practItioner of sumai suffi len I so thil t 
you may now compete in tourna ments as a sanyaku. You may 
spe nd a Void Point to gain a +2k2 bonus to a ny Skill Roll in­
vo lved in resolving a suma i match . This replaces the bonus you 
received as i1 maegashira , In addit ion. a ,veteran f the ring. 
you have mastercd the sport's peculiar rit uals to an exten t tha t 
heightens your a bil ity 10 cope wi th any sltuati n that requi res 
respect for etiquettc. You receive a bonu 10 an ' Courtier Skill 
Ro ll equal to your Inte lligence or Pe rception. 



RANK 3: YOKOlUNA 

~ 	 You a ttain the sumai's wres tler's u lt ima te rank, that of yokoZll­
nOl , and may compete in the top lier of tournaments. You haveU 

r.u 	 absorbed almost \.!verything th at even the formidable Hida su­
mai maSle rs can teach you. You gain a + I k t bonus 10 any Skill 
Roll involved in resolving a sumai match , and may spend a Void 
Point to make that a +3 k2 bonus. You have achieved a level of 
fame a nd respect that eases your way in courtly society, so you 
you receive a bon us to a ny Courtier Skill Roll eq ual to your Intel­
ligence + Perception. These replace the bonuses you received a s 
a sanyaku. 

z 
Outside of sumai competiti ns, you receive a +2kO bonus 10 

any umlmled combat Skill Roll, and YOll gain 4 Free Raises to 
any attempt to Inflict a I nockdown on an opponent (this replac­
es the bonus you received as a maegashira). 

New Advanced School: 
t-lida Defender (Sushi) 

Though Crab bushi prefe r dueling with Ihe weal ons thaI arc thei r 
Clan's trademark, they ca nnot and do not neglect practice with 
the katana altogether. The sword remains the samurai's badge of 
rank, a fter a ll - and besides, if a Crab is challenged to a test of 
iaijutsu by one of another Clan, it pays to be prepared. With that 
in mind, the Crab make sure to train at least a handful of special­

isIs in the katllnll and illijutsu. vVhen requ ired , it is Iheir duty 10 

represent the Cmb in a sword duel, so tha t thei r Clan will not 
appellr vulnemble to the Cmne or others who value iaijutsu over 
more practical pursuits. 

Hida Deknders are veterlln warriors , taken from the mnks as 
,1 rt:ward for distinguished service on the vVall , or perhaps be­
cause they have shown an unusual llptitude for, or interest in, 
the sword. Once they complete this advanced course of training, 
they may expect a posting much more genteel than \\Iall dUly 
- perhaps serving as yojlmbo to a Daimyo or a Crab ambassa­
dor, or even joining Ihe entourage of the Crab Champion. At the 
wry worst. they will hook up with a Yasuki trader as his yojimbo, 
and such unglamorous assignments are often given to students 
for a bit of practical experience, and as a break from their studies. 
Hida Defenders arc expected 10 protect their charges from chal­
lenges as well as from brute physical attllcks, ,md of course , to 
uphold the honor of the Crab among outsiders. 

This I\dvanccd School draws candidates in more or less equal 
numbers from the Hidll Bushi and Himmel Scout Schools. 

Requil"ements: 
RING /TRA IT . Earth 4, Agility 4, Intelligence 3 
SKI U : Eliquettt: 2, Iaijutsu 2, Kenjutsu (Katana) 4, Lore: 

Bu!ihido 4 
OTH EIt: Cannot have the Disadvantages Coward or Lame 



'techniques 
RANK I : DICfATING T[RMS 

During the Ch<1lkngc phase of an i<1iJ UlSU duel. you m<1y choo e 
to Focus on your opponent's \VillpolVer instead of his Agility, Re­
ncxes or Void. You may usc your Kenjutsu Skill in place of your 
iaijutsu Skill for <111 rolls involved in resolving the duel. 

In addition , you may substitute <lny one vVe<1pon Skill for your 
Kenjutsu SkilllVhell using <1 katana. 

RANK 1: WARRIOR Of EARTH 

In the Sirike phase of an iaijut5u duel, you may substitute either 
your \Villpower or Strength for your Reflexes when ro lling to re­
solve the attack. You may also force your opponent to substitute 
either his Strength or WillpolVer for his Reflexes when it is his 
turn to make an attack roll again t you. 

In an iaijutsu duel , your TN to Be HlL incre<1ses by 5 + your 
Earth Ring for every successful Focus Roll that you make. Your 
opponent's TN to 1:11' Hit only incrc;lse ' by - , as per the standard 
iaiju tsu rules. You may also spend Void Points to negate your 
opponent's mises, al a r;lte of I Void Point to negate I raise, up to 
one-hal f of either your remaining Void Points for the day or y ur 
Earth Ring. whichever is lower. 

New Va h: t-liJ4uma 
arappler (Sushi) 

Some Hiruma Scouts like the idea of incorporating Hida wres­
tling techniques into th ir fighting style, espe ially using unarmed 
combell techniques that enabk them to urprisC' Iheir opponents 
in order to subdue or di 'arm them. These tcchn iques arc not ter­
ri bly usefu l <l gainst oni , whl') often have natur<1llVeapons in un­
natura l places, bu t come In handy IVhen ambushing The Lo tor 
bakcl1lon which one docs not wish to kill outright. 

Technique Rank: 2 
Path of Entry: r-li rullla , cout 2 
Path of Egrcss: llirurna c ut:; or Hlda Wre tier I 

'technique: 'the Crab's Claw 
You receive <1 b nus to your lnitiative Roll equal 10 your Agilit y. 
You also receive a bonus equa l to your Earth Ring + Agi lity to 
your Jiu jitsu Rolls and t all roll s related to in iti<1ting and main­
t~l in i ng ;1 Gmpple. If y u control a Gra ppl at the beginning uf 
your tllrn , you may disarm you may disanll your appon ' nt a a 
• imple AcLion. 

New Path: URi 

Duerst (Shugenja) 


The [(uni do nol I ay much attention t the arl of taryu-jiai. As 
with their warr! r brethren. miltters of a samurai's honor arc im­
port<1nt, but fighting th e foul things of the Shadowlands is alway' 
furel ost in their minds. Nonethe less , Some Kuni shugenJa tlldy 
Liueling arts and the possible use of mallO by arcan opponenlS. 
1\5 with their neller-ending battle against the _ hadowlalllis, they 
bel ieve that knowing the heart o f rheir foe is the di ffercnce be­
twcen survival and destruction. However, with intelligence com­
ing from the ShadolVlands indic<1ting that The Lost's mockery of 
Rokugani samurai culture has grolVn in soph istication to include 
dueling, thc time Illily be ilt h,lnd when taryu-jiai may bec me c1 

Illore important aspect of knowing the foe. 

Technique Rank: :, 
Path of Entry: Kuni Shugenja 3 
Path of Egress: Kuni Shugenja 4 

Point of Weakness 
In the As esslllcnt stage of a taryu-jiai duel , you Illay rece ive 3 
additional pieces of information about your pponent per suc­
cessful Raise declared on the I\war nessiSpellcraft Roll, instead 
of 1. If you declare no Ra ises, you sti ll receive 1 additional piece 
of information on a succc sful Rol l. AI 0 , If you are ducling a 
Tainted opponcnt, you rece ive I Frce Raise fo r each (f your 
opponcnt's Taint R,lnks , to be used at any point in the dueli ng 
process. 

New Path: t:etsubo 

Duelist (Sushi) 


Duels fought with padded blunt we,lpOns uch as the Ictsubo arc 
a mOTe common method f etl ling di putes within the Cmb Clan 
than classic iaijutsu duels. It is inevitable, therefore , that some of 
the lan 's bush i wou ld devel p th is kind of ritualized combat as 
a minor peci<lhy. They do not revere it as an art, a l he rane d 
i<l IIUISU, but masters of this form do incorporate me of the t<ln­
dard techniques and philosophy of iaijutsu into their practice. 
Every Crab family has at least a few such warriors In the ra nks, 
to be called upon when Ih Family need thelll. 

Technique Rank: 2 
Path of Entry: Hida BlIshl 2 
Path of Egress: H ida !:lushi 3 

~- -­



-------~ 

'Technique: The Duelist's Art~ You gain a bOllus to your Initiative Rolls equa l to your laijut­u su Rank. Also, you must choose one weapon from the Ileavy 
Weapon/Axe class in whi b to specialize. You gai n a bonus to 
Skill Rolls in that weapon equal to y ur laijutsu Rank. When 
lighting a formal duel uslng any heavy we,lpon or axe, you gain a 
number of Free Raises equal to your Earth Ring (or the duration 
of that duel. 

New Path: )!asuki 
Sumai (Courtier) 

The path of a tournament sUlllai wrestler provides e1l1 elite group 
01 .rab bushi wllh their first (and perhaps only) taste of courtly 
life - whether it is the genteel dignity of a Cl<1n Champion or 
Daimyo's ourt. or the splendor of the Imperial Court. O( these, 
some find within themse lves an unexpected talent or proclivity 
fOT the courtier's art. These individuals may take some time of( 
from Iheir sumai training to better learn how to handle them­
se lves In a selling where intrigue presents 1\ gre:Her Ihn:al than 
an opponent's Grapple. Some, however, are Crab sUlllai who fcM 
that they may be reaching the limit of Lhelr na tural talent , and 
arc angling for a subsequent career as a diplomat or " Yasuki 
trader. Whatever their motiv<1tion , th ey arc always known as Ya­
suki Sumai, for it is inevitably a Crab Yasuki Courtier who takes 
him under his wing. 

Technique Rank: 2 
Path of Entry: Hida Sl lmai 2 
Path of Egress: Hida uma i 3 or Yasuki Courtier I 

Technique: Way of the Carp 
Yasuki sensei sometimes brag that they can teach anyone the 
particu lar blend of charm and pure bluff that gets thelll through 
a negotlallon . More oilen than not. it i a brail ihat rhey can back 
up. Any Li llle you nrc Involved in a Contested Social Skill Roll. 
you gain a Free Rnise fo r every 2 Raises your opponent declares . 
You gain a bonus equal to your \"'ater Ring to all Courtier. Dc cit 
(Ly)ng) and Etiquette ([)ureaucracy) R 1\ . 

New Kata: Wrath of the Crab 
PRI::I'ARATION TIME, I minutes 
DURATION: 60 minutes 

The Hlda chool also teaches an attack kata of their own de­
vising. It uscs a flurry of quick feints cOllling frolll n variety of 
directi n to set an opponent back on his heels and confllse him 
about one 's exact p int and angle of attack. Not only Illlist the 
opponent track a rapid succession of strikes. but he Illust al 0 

figure ou l which one will de liver the actua l attack. Hida VVrcsl ler 
h 'lVC found tha l Ihis kata ma kes it much eaSier to initle1te nnd 
control a Grapple. 

RAN : I-lida V"restler 2. Hicla [)ushi 4 or Hi rUllla Scout 3 
C T: 2 

SI'I AL Must have <1t least 2 Ranks in [iu ji! U to use this kala. 

[frEeT You gain a bonus equal to your VVilipower + Agility to 

all [jujitsu Skill Rolls . You also gain 2 free Raises to every ,1t­

lempt to initi<1le or control a Grapple. However. you may not usc 

the Full Defense posture at any time. 

VO l D. You may spend a Void Point to negate the defensive dis­

advantClges of the Full Attack posture (or I round. 


New Kata: Shell of the Crab 
PR[PARATION T IME: 10 minutes 
DURAl l N; 60 minutes 

This wrestling technique is a unique specialty of the Hida School. 
II teaches crfective defense through intense concentr<1lion on de ­
flecting the opponent's strikes. It is <1 style that requires great pa­
tience and willpower. as it leaves relatively little room for offense. 
But it has Cl history of frustrating opponents and wearing them 
down , until they make a mistake and leave an opening for an 
effective counter strike. 

RANK: Hida Wrestler 2. Hida Bushi 4 or Hi rumil Scout 3 
ST; 2 

S I'1: IAL: Must have at least 3 Ranks in Jiujitsu to use this kala. 
EF rE ; Oll gilin a bonus equal to your VVilipower + Reflexes 
to your TN to Be Hit against any Jiujitsu or other unarmed att,lck 
roll. If you did not Illove in you r prcvi us turn. you also gain a 
bonlls to your TN to [)e Hit equal to your Reflexes against any 
ranged attack. However. you may not use the Full Attack posture 
at ,lilY time, and YOLI Illay never ,1ttack more than once per turn. 
VOI D_You may spend ,1 Void Point to ga in a bonus equal to 
your Earth Ring + Agill ty to your nex t Jiujitsu attack. You gain the 
sa ille bonus to the DR if the attack succeeds. 

- - - ~ 
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CHAPTER THREE: 

DUELING: 
WAY OF THE CRANE 

Philosophy 
Thanks In large part to generations of Kaklta-trained iaijutsu 
specia lists, whose skill with the sword has become legend, no 
Great Clan is more closely associated with the art of the duel 
than the Crane. The Kakita Dueling Academy Is easily the largest 
and most respected dojo of swordsmanship in the Empire, and its 
techniques have been passed down In dlre t, ontlnu us descent 
from the great Kakita himself. As Kakita strove to achieve perfec­
rlon in everythjng he a ttempted, so the duelists LhaL study his 
ancient practice under his revered name treat ia iJutsu as the cul­
mi nation of sword practice - speed, strength, skill, courage and 
clarity of mind, all expressed in an instant of action. To master 
the art of iaijutsu, the refore, Is to embody the Soul of the Crane, 
and it is no accident that the Kakita Bushl School emphasizes 
excellence in dueling more than any other school of swordsma n­
ship in the Empire. 

The Kenshinzen. the elite order of Kakita duelists who have 
made a special study of the quick draw, are feared and respect d 
throughout the Empire, even by those who do not admire the 
Crane. One who completes the adva nced course of training re­
qui red to en ter the Kensh!nzen order (and they are very few, se­
lected from only the most promising duelists) ha learned all the 
Kakita School can teach him, and other Crane bush! honor him 
as one who embodies the ideal of thei r training. For more about 
the Kenshlnzen Advanced School. see The Four W inds , pp. 7-8. 

Great Clan politics being what they are , however, Kakita 's Ide­
a l of striving for perfection for its own sake has taken on a cyni­
cal, calculating edge down through the ages. Leaders and officials 
of the Clan, whether the Champion, or Family Daimy or thei r 
aides and magistrates. Inevitably realize a t some point that thei r 
famed duelists a re a wea pon tha t may be aimed at the hearts of 
their enemies. The rane find it usefll l to cow their opponent 
with the prospe t of having to face a Kenshizen in a duel. or even 
to trap an enemy into a situation where he has no choice but to 
square off against a Kaki ta swordsman, Kakita bushi, therefore, 
oft!:. find themselves ass igned to Crane courtiers as YOJlmbo. 
The two work as a team, with the courtier maneuvering the target 
into position and the duelist charged with fin ishing the job. Other 
skUled Kakita duelists find more slralghtforward duty as YOJlmbo 
10 Clan personages (sometimes working as teams with DaldoJo­

trained yojimbo), where Lheir quick reflexe s, speed and ability to 
focus in stressful situations prove invaluable assets. 

Unlike their bushi cousins, however, Crane shugenja Icnd to 
shun confront<ltion. True to their ancient roOfS In the Phoenix 
Clan, the Asahim1 are quietists and pacifists , and few of them 
take taryu-jiai seriously as ,1 pursuit. Linder no circumstrmccs 
would they ever accept a duel to the dea th , :md they generally 
go to gre<lt lengths to avoid a cluel allogether. Some Asah ina have 
put a somewhat different s pi n 0 11 the ractice of shugenJa duel­
ing, however; they feel that H tHryu-,liai duel in which no one is 
seriously injured may be clCceptnble if it is the only way to defuse 
what would otherwise become a running feud between samurai. 
To refuse a samurai a chance to satisfy his sense of honor may 
only cause more violence down the road, so it i- better t lance 
the boil than to let iL fes ter, and it pay in such situation to have 
at least some knowledge of the theory and practice of sh ugenja 
dueling. 

Kakita swordsmen Hre not the only Cr.-me duelists worthy of 
respect; they Hre sim ply the most fam ous. As the se lf-pr claimed 
"Left Hand of the Emperor," the Cmne Clan have always under­
stood the intricacies o f cou rtly life. AS:l Clan dedicated to acbl v­
ing refinement and pcrfccli n in everything they attem pt, they 
have cultivated exceptional skill in crafts , the arts and games; the 
Kakita Artisan Academy I just as large and (within the Clan . at 
least) renowned as the sw rd d Jo. As a Great Clan, they have 
learned how those pursuit · fit into the life of the COLl rt , and how 
they may be used to gain attention from a court personage, hu­
miliate an enemy, and defend both their honor as individuals and 
the honor of their Clan. 

The Crane know how to approach just about every skill taught 
at the Kakita Artisan Academy as a personal competi tion, the 
court! 'r's e4uivalent of a n ia ijutsu duel. Many of the Kakl ta sen­
sei have retired from courtly life t tcach at the Academy. and 
they train such of their stlldents as are keen to learn how to 
study an opponent for tendencies and weaknesses , as well <lS 

how to read the judge of the c nLest for biases. These master 
understand that when craft becomes a matter of h nor, it is nOL 

enough to rely on pure ta icnt; you musi. understand rhat you wi ll 
be weighed against another c raftsman In the subjective judgment 
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of another hum,ln being. Giwn that. fail ing to underst a nd tlw 
process by which victory will be achieved is nothing less than 
sheer incompetence. 

The s<l me is true of com pet itions where more object ive means 
determine victory. Very few Crane hav ' ever taken sumai very 
seriously, but Doji court iers who brin a tast e for go or shogi to 
ourt a rc expected to understa nd how to read the ir oppone nts 

in order to gain an adva ntage over them. After ~lll, a g:lme is not 
played to perfection unless one explores all possible avenues to 
victory. 

To these ends, Doji courtiers often take a side-step from their 
ba sic tmi ning to study one or more courtly skill as a competitive 
f rm. The most important of these is ora tory, as arguing one's 
case before the Emperor or a high court o ffi cial plays such an 
important role in the politics of the Empire. Although the Kakiw 
Acade my has its own instructors in oratory and the oj! con­
sider them more or less compete nt, the sensei of the Doji Courtier 
School have nonethe less created their own elite school of rhe ro­
ric , in wh ich they distill genera tions of experience at the h ighest 
levels of Rokugani politics. Courtiers who have shown a gift f r 
p el ryor any of the performing arts a lso go through this cour 'c 
of tm ining. 

For lheir pa rt, the Kakita Academy has its own course o f ad­
vance ! training, in which some of Its most tale nted arti sans re­
ceive a qu ick education in the subtleties of the co urtier's occupa­
tIon before being sent to court in the hope that their talent will 
m<l ke the gl ry of the Crane known to all. 

Fln<llly. some 'rane courtiers underst'lIld that influence may 
be ga ined not only by winning duels, but by becoming respected 
judges o f them. v\llth d ire I forms of competition such a s iaijutsu 
a nd ta ryu-jlai, or go and shogi, this requires that one understand 
the rules and st pin hould one of the competitors violate them. 
vVit h more subjective forms of competition, such as poetry or 
fl ower arranging. it n:qulres making fair ,~ nc! honest judgmen t 
about Ih uperlori ty of one over the othe r. The Crane have 
lea rned rha t playing the role of honest arbite r Ci1l1 g<lin the re ­
spec t and fri endship of both sides. 

Crane Institutions 


Simply put, the Cmne Cla n run some of the most famous dojo in 
all of Rokugan . Both Kakita Acadamies are wide ly acknowledged 
a alTIong the mo l eminent, if no t the pre-eminent, ins titutions 
in the ir areas of endeavor. Scarcely less p restigious is the Do) i 

ourtier Academy, which has tra ined the courtiers of a Cl,ln par­
ticu la rly f< mous for their prowess a t lhe courtly arts. In short, the 
majo r ran dojo arc ins lliutions In which this Great Clan, h,udly 
known for their humility, take special p ride . 

Kakita Dueling Academy 
_ him sano Kaklta has long been a plac of reve rence for Roku­
g'1I11 interes ted in the art of the duel. Localed in the very heart of 
Rokugan . s CHrcely 100 miles due wes t of file old Imperial City 
o f Otosl1n L1chl, the grea t s tronghold of the Kakita family she l­
terS the fa med Kaki w Dueling Academy, the fOjo whose reputa­

tion for turning Ollt the Empire's most' skilled and lethal iaijursu 
swordsme n goes back so far that no one can even imagine a time 
when it was o therwise. Chances arc that a samurai who has tried 
with any seriousness to master the art of iaijutsu has dreamt of 
studying at the Kakita dojo , even if he belongs to a Clan that 
bears no love for the Crane. The legend of the Kakira duelists is 
so great tha t the Academy draws not only supplicants seeking 
admission eve ry day of the year, but also tourist s who just want 
to rub shoulders with the great sensei of the dojo, or the elite 
Ken shinzen swordsmen who train here. 

llut if the Kakita dojo is one of the grcat prides of the Crane, 
the Kakita hllnily has found that, at least in some respects, its 
fame is a blade with two cutting edges. The Kakita duelists olVe 
so much of the ir success and reputation to the training methods 
and techniques of their school. As such, they are an edge that the 
Crane have over the ir rivals, a weapon that their enemies have 
great difficulty matching. Th is presupposes, however, that knowl­
edge of those techniques rema ins within the Clan. This requires 
limiting outsiders' access to the dojo and its sensei, and it's not 
an easy ta sk because of the perpetual throng of those who come 
to Shiro sa no Ka kita out of ad miration and ~~mbition. Hu r such is 
the price of h,wing a repuLat'ion that re.Khes not only in to every 
corner of the Empire, but backwards in time and - p resum ably 
- forward into the Indeterminate future, as well. 

Needless to say, heirs apparent to both the leadership of the 
Crane Clan and the Kakita Family have always found it poli ti­
cally expedient to train with the Kakita iaijutsu sensei, whether 
they particula rly cared to become master duelists or not. One 
such eX<1mple is Kakit~l Noritosh i. the current leader of the Fam­
ily. Artistica lly minded a nd a p rocl lgiously talented musician .1S a 
boy, Noritoshi had to be steered 10 the study of swordsmanship 
by his ad pt ive father, the Emerald Champion Kakita Toshiken. 
Toshikcn knew that if his ward was ever to become Daimyo, he 
wou ld have to demonstrate mastery of the sword in order to COI11­

mand the respect of the Family's retainers and va ssals. An unw il l­
ing student at first. Noritoshi's attitude changed as the teachings 
of the Kakita sensei enabled him to see swordsma nship as a kind 
of artIs try, in which timing, movemen t a nd oneness with the Void 
\ ere all-important. He revealed a gift for the art of the :lw ord at 
lea t as great as his talent for music, a nd quickly became a sen ior 
ins truCfor al the I\cademy. vVhen Daimyo Kakita Kaiten named 
h im as his he ir, he also specified that Noritoshi should inhe rit 
the title of Grand Master of the Academy as well, and Noritoshi 
holds both ti tles to this day. 

The late Crane Cha mpion, Doji Kurohilo, also trained in the 
vVay of Kakita, and he was an accomplished swordsmflll who 
retained his reputation as one of the most feared due lists In lh 
Empire to the end of his days. His formidabl e personal qU::lIi ­
ties notwithsLandlng, there is litt le doubt that Kurohito'$ iaij u lsu 
p rowess - very much the product of his Kakita tra ini ng - en­
hanced h is s tanding ~~ the leader of the Clelil. 

The Grand Master of the Academy leads the sensei of the dojo. 
He mus t alw~lys be someone of considerable Honor or Glory, for 
pari of his job is to act as both the public face of the Academy 
and its voice within the Crane Clan and the Kakita Family. If the 
in stit utio n needs a nything from the Clan or the Kakita in particu­
la r. it is the Gwnd Master who must request it; and if th e Cra ne 

ha tn pion needs anythi ng (o r anyone) from the Acade my it is 
the Grcllld Mas te r who will receive the reques t. The fac t that the 
present Gra nd Maste r is al ' 0 the Kakita a imyo makes this com­
mu nicatiOn rela tively easy. 



It also means, though, that in many ways the position is also 
more ceremonia l than substantial these days, as Noriloshi is nat­
urallv occupied with the politica l business of le<ldi ng a Family of 
a Gr~Clt Clan. He therefore leaves most of the adva nced instruc­
tion and administrative business to his most respected sensei. 
the Eight Elders of the Academy. The Eight Elders me among the 
most skilled swordsmen to be found anywhere in the Empire; 
some are retired Kenshinzen or Daidoji Yojimbo who have ac­
quired some skill at iaijutsu, while others me longtime instructor.; 
rewarded for exceptional service to th e Academy. Below them 
in the ins titutiona l hiCnlr hy, the junior sensei take responsibil­
ity for teachi ng the younger students, particularly the children 
who h<lI'e yet to reach their gempukku. Many of them are Ka kit·] 
bushi who have retired from active service for whatever reason; 
s me were diverted to the Academy beca use Ihey showed some 
speci I nair ior tc;lChing. All o i the lll have some demonstrat~d 
a ffini ty ior laiJ utsu technique, whether or not they have a solid 
track record of actually figh ting duels. Bus h i whose service to the 
Cmne has consisted mostly of soldiering ( I. .. fi ghting in mass, 
not s inule comba t) are nor as welcome, for it is only in du eling 
that on~ can truly know the pure art of sword smanship. 

Junior instruc tors serve a t the pkasur of the Grand Ma ste r, 
but the Eight Elders rema in at the Academy until dea th or retire­
ment. \Vhen <1 spo t becomes open. <1n Jder may propose n can­
didate to ti ll it. The candidate is then vetted a nd voted upon by 
the remaining seven Elders. If a simple majority approves, they 
select onc of'thcir own to fi ght an i,lij uts u duel with the candi­
date. If the candidate wins, hc is then awarded the opcn pOSition . 
BeCiluse this duel is purely a test of skill ra ther than one of honor, 
it \s m,ua\\y {ought with bokkcn ra the r than katana. However, if 
either the candidate or the Elder ' choose to make it a n a ffnir of 
personal honor. then they may fight with ka ta na to firs t blood (a 
duel to the death being ra ther 100 d islurbing to faculty collegia li ty) . 

Of the students , the children who come to the /\cademy for 
basic educiltion o riginate from samurai fa mily from all over the 
Crane La nds. Some may be pol it ica l hostages or chlldr n of fa mi­
lies from Clans allied to the Cra ne . but these are re latively few. 
Thcse youngest of the Academy's s tuden ts are taught in larger 
classes and spe nd morc timc molding charac ter than they do 
teaching actual sword technique . In addition to their educatIon 
in the techniques of the Kaklt. Bush i School. they prac tice medi­
t,1 tion u nder the tutela ge of monks from the nearby temple , Se ido 
Kakita. More advanced training. for Kaklta Bushi who are past 
their gemjlukku a nd return to shmpc n the ir skills. I conducted 
in smalle r classes with some IndiVidua l Insrtllc lion. Th farther 
along a stude nt progresses. the more individual instruction he 
receives. Hnd the more likely he is to be ta ught by ne of the Eigh t 
Elders. 

vVhen an advanced s tudent has learn I a ll lha t the Kakira 
Bush i School ca n teach him (i .e., once a Kaki ta Bushi character 
has reached Rank 5 in the "chool) , the se nsei invite him t stay 
as an instructor. or ktck him out with an admoni tion to serve the 
Crane in the wider world. 

If he desires to retu rn a tha t he can follow the path of the 
Kcnshinzen. however. tha t is a nother matter. The Academy ta kes 
it very se rl us ly wh en a studelll lVishes to Jo in the el ite cadre 
of Kakita slVordsmen, by repu tation the best of the Empire's 
best duelists. Applican ts must be vetted by a Crane magi Irate 
- preferably, th e Cham pion himself - to verify their hono.rable 
character. Then, the Eight Elders mus t appoint a n established 
Ke nshinzen to fight an ia iJutsu duel with the ap lJlicant. If the ap­
plicant wins. he is l1ccepted: If nOl, he mus t wait at least a year 
before trying aga in. These due ls are always fo ught wltil katana 
to impress upon <111 involved the Importance of this Icst , bu t very 



rarely on terms other than to fi rst blood. They are alw,'ys fough t 
in the main training hall with a re 'pected judge and healers on 
ha nd , 8nd as many Kenshinzen as can be rounded up ,1S audi­
e nce . 

For a child of a samurai family to get a basic education in the 
Kilkita Bushi School is an honor, bu t one not necessarily gre<lle r 
than tra ining in any other warrior school, such as the ~!Iatsu or 
the Hi a . The Kakita Bushi School is not exclusive except on ba­
sis of Cla n affiliMion , as the Crane can never have too many war­

riors upon whom to call. But access to more advanced training 
is a different matter, as the techniques tha t make a true Kakita 
duelist a rc not to be taught to just anyone. The AGldemy must 
no t only be certain that you are prepared to learn what it will 
teach yo u, but that YOLl will not LIse that knowledge against the 

rane in some way. 
And that is where the fame of the Kakita Academy has para­

doxica lly become a burden ,1S well as an honor. As the dojo of 
choice fo r anyone who wa nts to study the pure art of swords­
ma nship , it has become something of a place of pilgrimclge for 

bu hI. 0 that even a me re a visit to the grounds of the Academy 
become a n object of desire in and of itself. On any given day, 
the Academy may find itself snooped around ,lnd gawked at by 
unantic ipa ted visitors. Most of these arc sincere applicants for 
advanced study or harmless curiosity seekers. And members of 
the Impe rial Families, as well as court officials, are always wel­
co me come what may. The Crane alwelys worry, however, that 
among them will be spies seeking to leelrn the Academy's unique 
tec.hnlques and me thods without pe rmission. Theore ticellly, it is 

the job of Crelne magis tmtes to control who travels through the 
Ja n's lands by checking passports, but thi s system is never close 

to wate r-ligh t even when it works we ll. 
As el conseque nce , the Academy's sensei are ellways supposed 

to keep a wary eye n any strange rs in or around the Acadcmy 
grounds. In practice, this eldmonition sometimcs goes unob­
se rved, as their primary duty is to teach, a nd teaching takes up 
p len ty o f time and elt tention as it is. On the other hand, it is cer­
ta inly true of the Ka kita Dueling Acadcmy that it ha s little need 
of dcd ica ted gua rds in that any of the Eight Elders by themselves 
are morC than celpelble of h,lndling elnyone who is not wc ic me 

there. 

i(al<ita Artisan Academy 
rt may bc said of the two do jo that res ide in the shaclow of Shiro 
sa no Ka kit el that they share equal glory, the Dueling ACeldemy 
fo r its at ta in me n t of excellence in sword man hl p elnd the Ar­
Llsa n Academy (also known elS the School of tile Quiet Arts) for 
attainment of exce llence in more ge n tle pursuits. But in a way, 
tha t hard ly seems felir, for the Artisan ACCldemy has alw"ys ex­

Cl: lied Its sibling dojo by far in size and scope. In fact, stri til' 
' peaking, the Dueling Acade my is re~l!y just a divisio n of the 
Artisan ACeldcmy, elt least elS Kaki ta h imself originally conceived 
the instlllitio ll . The necessity of tu rn ing out skilled bushi to serve 
the Crane Clan hels given the Dueling A eldemy more elnd more 
d ignity and importa nce since thcn. In fact, when the relarively 
warlike Doj i Satsu mc and Doji Kuwa na n were Crane Champion, 
the Artis,lIl Academy kared thelt the Dueling Academy wou ld 
ecl ipse them alt'oge ther. Bu t the Ka ki ta themselves have never 
forgotten the ir fo ullder'li bclief that sword smanship was but one 

a rt form of many that we re important to thc making of el sa murai, 
elnd the Artisan Acadcmy continues to be a Family institution in 
which they take greM pride and care . 

Indeed, the Kakita are ellways quick to point out th'lt although 
he WelS arguably the greatest sIVordsm,lIl the Empire has evcr 
seen, history ellso records t'hel t their illustrious forebther made 
rhe first biwd with the help of Yasuki. and that he took el decp 
interes r in both craftsmelnship and performance thereafte r. The 
Artisan Academy has always becn a reflection of Kelkitel's soul 
every bit as much as the Dueling Acad emy. 

Originally, Kelkita decreed that the arts should be taught at the 
Dueling Academy so that bushi of his school might leelrn thM 
a true s,lmumi ought to vellue perfection in pursuits othcr than 
swordsm<lnship. But the masters whom Kakita brought in to di­
versify rhe curriculuill unde rstood the full implications of whM he 
had in Illind, elnd they werc not content to let their work re illa in 
a mere adjunct to warrior training. \,Vith Kakitel-selma's blessing, 
they aggressively exp<lnded the bounds elnd depth of their Illan­
da te . 'vVithin a century, the curriculum of the mts exceeded that 
of the sword in size ,lnd the AcadelllY began to draw students for 

whom swordsillanship lVelS not necessarily their primary inte rest. 
Administreltion of the arliseln dojo elnd the bushi dojo effectively 
splil in two, elnd the Artisan ACeldemy assumed the form thelt it 
has hcld to the present day. 

The KakilCl Artisan AGldemy offers sevcn different courses of 
training, celch in a different discipline: acting, dance, ikebelna, 
music (both instrume nt,ll and vocal), oratory, painting and po­
etry. K,lkitCl considered all of these mt forms apt pursuits for a 
samurai. St udcnts ge neraLly pursue a single discipline and focus 
solely on it for thc entirety of their studies elt the ACCldcmy. \,Vhile 

thi s may seem at odds with Kakitil's notion that an ideal saillurai 
recognizes the bcauty in el relnge of different pursuits, it also true 
as a prelctiGllmMtcr that only intensive trelining in a single disci ­
pline Celn prepare elll but thc most exceptional studcnts to strive 
for perfection, in accordance with KelkilCl'S most enduring legacy 
to the Cmne Clan. 

Since most of the Academy's students come to them as chil­
d ren, sent by their families to receive their basic education elS 
sa m urai, thcy are too young to select el diSCipline for themselves 
with any expectation that they will s tick to it throughout their 
tmining. So each mus t be interviewed by iI sensci of the Acadcmy 
to determine their t,ll e nts and their likelihood of excelling in and 
remaining committed to <lny given diSCipline. Thelt sensei then 
chooses a discipline for him. It is a tribute to the celnniness of 
the Acadcllly's instructors elnd strength of their te,lChing that ve ry 
few of the ir students come to regret later in life the choices made 
for them carll' on - ellthough part of thelt melY be ,1 samurai" 
stoicislll, true regret being el cardinell s in. 

The Academy also receives some o lder students, most of thelll 

Crane courtiers on leave from the Doji Courtier Academy. They 
come tl~ Shi ro Selno Ka kitel hoping to eldd a skill that will he lp 
the III make a better impression at court. The Doji who come here 
often find, however, that the Kakita sensei care little for the practi­
cal elspects of artistry and ,lftisilnship (considereltions that a good 
courtier wis hes to understand). Instead, they a re wrapped up in 
the purity o f their di sciplines, utte rly absorbed in them as things 
\II rth doing only for Ihe ir own Selke. Even so, Cranc cou rtie rs 
who ta ke <l course llf two among the Kelkita find thelt thcy come 
aW:lY not only with much knowledge that will he lp them become 



well-rounded a mbassadors a nd diplomats, but ,1lso with renewed 
Clppreciation for the traditional ideals of their CI<'Ill. A few even 
lind themselves enraptured by and converted to the Kakita's pure 
love of cmft and swy in Shiro sano Kakita for extended study. 

On the other hand, some samurai IVho begin their training in 
the Kakita Artisan School find their careers moving in the other 
direction, from the pure artistry of the Academy to a career at 
cou rt. The Cmne have found at various points in their history 
that an artisan, even without much diplomatic training, can rep­
resent the Clan effectively simply on the strength of his skill and 
taknt. The Crane as a whole, essentially, bask in their reflected 
glow. Artisans IVho follow this path sometimes sharpen their 
courtier skills by taking an advanced course of study at the Doji 
Courtier I\cademy, with the Doji Rhetorician sense i. 

As for the sensei. outsiders who do not understa nd the Crane 
temperi1ment ten d to assume that the Artisan Academy draws 
those who are not strong enough to become bushi, insufficient­
ly favored by the kami to train as shugenja, and are not clever 
enough to serve as proper courtiers. They do not grasp the rever­
ence that the Cr,lne - and the Kakit,l in particular - bestow on 
IVhM they regard as true arti s,lnship and the endless pursuit of 
perfection thM lies at its heart. [n fact, the most talented students 
and sense i can achieve minor celebrity in the Kakita Lands, and 
the Academy inst ructors practically ha ve free run of Shiro sano 
Kakita proper (they can easily access the cas tle grounds through 
common pMhways and gardens that the two struc tures share). 

The facu lty arc supervised by the Sevcn Masters of the Acad­
emy, one for each discipline. The Maste rs teach the advanced 
students in the ir d iscipline, and keep , 10 e eye on the junior 
sensei. Each r-.'Ia src r has the right to choose his own successor, 
and in pr,lCtice they have con iderable autonomy and run 
th~ir diSCiplines like fieidoills. One of their number doubles 
,15 the Gra nd Master of the AcadelllY (also chosen for the 
post by his predecessor) , but the Illain duty that comes 
with the job is to represent the Academy in matters of Clan 
or Kakita Faillily politicS. 

Doji Courtier Academy 
It seems only .1ppropriate that the Doji COllrtic r Acad­
emy should stand in the shadow of Kyuden DOji , which 
clea rly rclll ks as the most splendid of Rokugani palaces now 
tha t Otosan L1chi is no more. For ages , the Doji Courtier 
School hilS embodied the Cwne idea of the courtier's art, 
on.: founded on the ideals of eloquence, grace and mastery 
of aes thetics. DOji-trained courtiers have always been the 
public face of the Crane CI'1n and their claim to be the Left 
Hand of th e Empero r. 

Bu t benea th the elegant, charming exterior of the Doji 
Courtier Acadcmy and its proteges lies a keen awa reness 
of the hmd Hnd unforgiving core at the heart of the court­
ier's job. Let the Kakita Artisans pursLic be<1uty and per­
fectio n ~ urely fo r their own sake; the fate of the Crane 
rests on the shoulders of every Qoji courtier, and their 
sc hooling in the arts must be bent towmd that merciless 
reality. The Doji would never stoop to the sort of low 
tricks of which , S<1 Y, the B'lyushi eire master. But they also 
perform the ir duties at court with the knowledge that they 
mu~t ever be prepared to Illatch wits with the likes of the 
Bayus hi , a task thal requires stee l in one 's soul every bit as 
hard a nd sharp as Ka kita lue llsl's blad', 

In this se nse, the Academy ha s found an excellent Gra nd 
Master in Doji Norie , a vetera n Crime d iplomat who refuses 
any temptat ion to treat he r cu rre nt occupation as a gentl:c l re­
tirement. It has been sa id of N ric that she sees the way of the 
courtly a mbassador as li tt le diffe rent fro m th IVaI' of the bu hi, 
and that she keeps copies of bo th The Subtlety o( the: Court and 
The Boo/, of Slll1 Tao side by s ide in her private cha mbers. Skilled 
in etiquette, she nonetheless never pa ses on an opportu nlly to 
remind her st udent s that the courtie r's bland s mile is IV rse than 
useless unlc s it concea ls keen obserwHion and a warrior'S will­
ingness to s trike at the heart of one's enemies. She has a reputa­
tion as an unforgiVing taskmaster with he r students - and wi th 
her junior sensei. whose job it is to teach the yo unger s tuden ts, 

The Doji Courtier Academy teaches the fu ll ra nge of ski lls a nd 
knowledge that <1n aspiring young ambassador will need to suc­
ceecl at court , from the art of extravagant flattery, to the rules of 
shogi and go, to ,1 precise understanding of the protocols and 
lines of authority of the Impe rial Court. Instruction , however, is 
not divided by subject. Instead , students are expected to learn all 
thill is appropri,lIe to their level of training fr m a single sen ei. 
Although mguably a flawed system in that not every instructor is 



equally competent in all subjects, the Doji have traditionally fclt 
thaI emphasizing the relationsh ip between sensei and student 
in this manner teaches its charges the importance of respect for 
proper authority and developing personal re lationsh ips , both of 
which are crucial to life at court. 

II subl le and often overlooked aspect of the tra ining one re­
ceives at Ihe Academy is the Do ji' keen understanding that for 
a courlle r, just aboul a ny act ivity can have a significance beyond 
itself. A game of shogi against an ambaSScldor from a rival Clan 
is nO! just a pastime, but a way of establishing personal domi­
nance if one wins , with possible implications for your .1Jlel hiS 
sta nding at court. A gift to the Emperor is never sim ply a gift, 
but a chance to outshine the other Great Clans. Gamesmanship 
is an important considera tion, even in actions that may seem to 
have no competitive aspect. Similarly, almost any activity ca n be 
turned Into a c ntest 01 honor - a duel, as it were - In which 
vict ry and defeat can have political consequences as severe It S 

the physica l consequences of losing an iaijutsu ducl. 
lowhere is this more true than in the Academy's training in 

onltary. AI the Kakita Artisc1Jl Academy, tra ining In peaki ~g. and 
poetry lend to emphasize the pure ae ' the tics of those activlllC . 
At the Doji ourtier Academy, on the o ther hand, oratory never 
wanders very far from the art 01 plead ing one's case, especi<ll ly 
in a setting where one is directly pit ted <lgai ns t a representative 
of a rivil l Cla n. Rhetoric and debating skills <Ire rucial pml f 
the Doji curriculum, and they have reccived even more emph<lsis 

under the stewardship of Doji Norie. In addition to the training 
considered standard for every Doji courtier, the t\ ademy also of­
fers an advanced course of study in rhetoriC , which emphasizes 
debating skills and persuasive speaking and writing. 

,i\sahina Duelist School 
Taryu-jiai is not part of the mainstre"lm of Asahina shugenja prac­
tice, which prefers paCifism and quietism to confrontation. But, 
as the dominant Crane shugenja school, the J\s<lhina IllUSt by na­
ture accommodMe a range of beliefs. The Asahina Sohei dojo is a 
perfect example; it teaches that defense of righteousncss oftcn re­
quires the use of force, especially when confronting the Taint, and 
it has the backing 01 no less than the Asahina Daimyo, Asahina 
Sekawa. Another excellent example is the smaller and less promi­
nent Asahina Duelist Dojo, which takes in those of the Asahina 
School who find themselves in terested in shugcnja dueling. 

Housed in a small, inconsp icuous training hall on the outskirts 
of Wall Above the Ocean Village, the dojo has always struggled 
for acceptance within the larger Asahina eh 01. Its adherents 
justify their interest in tn ryu-jiai by stressing the importrlnce of 
inner calm and oneness wit h the kami in this type of dueling. 
These qualities are nol <11 all inimica l t the ma ins tream of sa­
hina thought , and yet teaching them a l 0 helps shape a success­
ful taryu-jiai duelist. \lVirhout calm , one cannot focus on reading 
o ne's opponent, and without the help oj the kami , one cannot 
create a strong dueling avatar. 



Thc only aspcct of taryu-jiai that the dojo refuscs to touch is 
dueling to the dC,llh, 8S the I\sahina School would never coun­
tenance such a thing under any circumstanccs, 1\11 students who 
enter th e dojo must vow as samurai never to particip,He in such a 
duel. The sensei unde rsta nd that it would cnd,1I1ger their ch,lrtt'r 
if ,my oi their students werc ever discovercd to have participated 
in .1 death duel. and not even the relatively militant temperament 
of the current I\sahina Dalmyo would save them. Punishment 
for disobeying th is edict could nmge from a permiment ban on 
set ting foot in <In)' l\sahin<1 dojo to seppuku. The sensei of the 
school have no precedent for such a thing, howcver, for none of 
their students h,1\Ie ever disobeyed them. 

Despite the relative obscurity of their dojo, Asahina duelists 
have long served the Crane at court, where it helps to have some­
one in your entour,lge skilled in taryu-jiai in case the occasion for 
a challenge presents itself. Duelists also serve in Crane armies, 
where they complement Kakita duelists in GlrIying out the tr<1di­

tio"a l Crane strategy of pa ralyzi ng the enem), through striking at 
key individuals, neutraliz ing opposing shugenja by challenging 
them to duds. They have served their Cla n well in all such cases, 
'll1ly justifying the existence of their specialty within the I\sahina 
School. 

'The Master of Wits 
The Master of \,vils is not so much a distinct dojo or school, so 
Illuch as it is a single sensei of the Doji COurtier AGldemy who 
receives a small building on the outer perimeter of the Academy 

grounds along with the duty of teaching this pa rtic ular art form 
to whomever takes an interest in it. It has trad ition ally been an 
afterthought of the I\cademy, establl hed to indulgc young court­
iers interested in saciane, and then neglected. I Icre, students 
~1re tClLlght the deceptively coarse art of the courtly put-down, 
its various uses ,1nd methods. iv!any Doji courtiers s p urn it as 
an academic specialty. Hut down through the ages, i1 subst<lIltial 
minority have been drawn to it out of a sense of mischief. or be­
cause they understood that a sly remark, cmefully inserted into 
a speech or conversation, can utterly ch.1nge how one's enem ies 

are pe rceived. 
In fac t, historically, the Master of \,vits scnsei has been a Crane 

courtier )f some distinction, someone who has shown kc ' n un­
cle rs tancllng f the finer points of courtly discourse. It is a popular 
choice for Cmne diplomats who want a sabbatical from repre­
senting the Clnn and despite the low esteem thM attaches to the 
~ o sition, it never seem t ) lack for v lunteel'S. Outside of the 
AC"~dcmy, it ha s ,1 reputation as <'I n amu sing way to spend a year 
or lWO awa), from the stresses of o ne's duties. 

Strangely enough, the Master of Wits has found a friend in the 
Ll rren t G rand Master of the Academy, Doji Norie. The steely No­

rie seeills ,1n unlikely supporter of this course of study, but in fact, 
two decad es of service at court - first among the Scorpion ~1t 

Ryo ko Owari. then at Otosa n Uchi - tc1u ght her that a successful 
co urtier can nevcr have too many weapons in her arsenal, and 
that ir is perilous to neglect any. As a resulr. The I\'!astcr of \,vits 
is presently as popular a s it ha s ever been, with <lspiring young 

nji crowding the small doj il nd the chatter o f bouts of saLla ne 
ever-present, so that one can barely hear one's own thoughts. 
Latel y, Norie has considered taking on another sensei or two to 

nel9 c ~ with this surge of inll'rcst. 

Crane Sensei 
The Crane trLls t the ir sensei with custody of some of their most 
cherished institutions - the dojo that e nshrine and pass on the 
ideals for w h ich the Clan has stood s ince the days of Ka kita and 
Lady Doji. The sensci of Crane do) are expected to not on ly to 
teach technique and re main loyal to the Cla n, but to embody 
in themselves the spirit of the p u rsuit of perfect io n. The physica l 
structure of the dojo and its repu tation in the wider Empire is 

the body, but the sense i are the spiri t than a nimates the body. 
And without purity o f s pirit and excellent cha rac ter, the body will 
sicken and become corrupt. 

KAKllA HANAL 
1:1 DER TIlE KAKtTA DUELING A DE.MY 

Air: 4 Earth: 4 Fire: 4 Water: 3 Void: 4 

Perception: 4 

Honor: 3.8 Status: 3.8 Glory: 3.6 

URAN K: Kakita J)ushi 5/Kens h inzen I 
ADVAN lAG ES. 1\llies 5 (Kakira Noritoshil, Am bidextrous, 
Quick 
DISADVANTAGE~ : Ascetic, Can't l,.ic , ulliblc 

KATA: K,lkita's First Sta nce, One Leg Stance, One Strike Blade, 

One Truth, Stri ki ng as Earth, Striking as Fire, Striki ng as Water, 

Striking as Wind , Striking as Void, \Va tch fu l falcon, Wind in the 


arkened Sk ies 
. KI LLS ' Calligraphy 2, Defense 3, Etiq ue tte 4, Games: Go I, Iai­
jutsu 7, Instruction (Iaijutsu, Kakita Bus h i School) 7, Kenju tsu 
(K,1Iana) 4, Kyujutsu 3, Lore: Bushido 5, Medi tntio n 5, Stea lth 2 , 

Tea Ceremony 2 

For Kakita Hanae, the a rt of the sword ilnd the Kakiw Ducfi ng 
!\c<1clcmy pretty much define the h u ndmic of her exis tence. ' he 
revealed an exceptional gift for swordsm<'lnship at a n early age , 
and by the time of her gcmpukku, she h d bewme one of the Kak ­
ita .sushi S hool's d is tinguished you ng students. However, instead 
of testing her skil ls in the wide r wo rld , through mu ha sh ugyo or 
some other form of service to Clan or Empero r, I-Ian3e chose to 

rema in within the relatively cloistered con fi nes of the. Academy, 
continuing tll train intensively with the m re xperl nced senseI. 
As she progressed through her advan e I tm ining, she contin ued 
to impress her instruct ors , who soon agreed thaL she had dem ­
onstrated sufficient prowess to becomc a junior in tructor herself. 
When she had <1 bsorbed all tha t the Kakita . nsel felt they )u ld 
teach her, she e t her slghLS n joi ning the ra nks of the Kc nshi llzcll 
duclists, more to prove IhM she cou ld do iL th<1n out o f aCILIal de ­
sire to shed blood in defense o f th Cran . W hen ' he ucceeded, 
Kakita N ri t -hi prom ptly arranged f r her tl) be ome nc of the 

I\cademy's Eight Elder. And yet , fo r <'IJI her con iderablc virtue 
and her frie ndship with the G ra nd Maste r and Kaki ta Daimyo, 

some observers of the Acm!cmy - fa irly or not - consider her .1 

~)ott'lltial weak IJoint in its fa;;adc . 
Ka kit,l Hanac has never q u itc fit the D uc li ng !\ca Icmy mo ld . 

Short and slight of build, .1nd ullerly lacking in the swagger one 
migh t expect from a m <l te r d uelist, she pre en ts a n u llas uming 
figure around the Academy. The re p c t the Eigh t [I tters com­

ma nd notWithstand ing, It is a li ttle too easy for students and oth ­
er sensei to ovcrlook he r. She is nOt a Kaklta by blood; Inslead, 
she was born an Ashld, k<'l , one o f the Kaklta's vassal filmllle5, so 
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she lacks a certain clement of noble-bam glamor that some of her 
peers possess. And unlike the handful of Kenshinzen wllh whom 
she shares the distinction of being one of the Eight Elders, she 
has never actually fought an iailutsu duel in hot blood to deknd 
her Clan . Family or personal honor. 

Instead, Hanae is an academic of the sword. She is a perpetual 
student o( swordsmanship, and n one would deny thm she knows 
the philosophy and techn iques of the Kakita School as well as 
anyone . . he has always been exceptionally quick and gifted . with 
a wiry strength in her arms, and her facility with either hand has 
allowed her to master difficult and obscure kenjutsu techniques. 
Even as an ad anced student, Kakita Norito-hl noticed her excep ­
tional abilities, and mentored her in her academic career until he 
arrnnged (or her to join the Eight Elders. 

l3ut Hanae has never really left the Academy to test her skills 
in the wider arena of Rokugan. [n fact. her first iaijutsu duel that 
drew blood was her challenge to gain admission to the Ken hinzcn. 

he made <Iuite an impression on her peers with that performance, 
deaLing the famous duelist Kakita [ichiro a cut across the left arm 
rhat he did not even sec coming, but struggled to conceal her ner­
vousness bdorehand and queasiness at having drawn the blood of 
a colleague afterward. Until then , all of her iai julsu duels had been 
purely academic exercises, fought with bokken. 

As a resul t of this isolation. her fellow sensei notice in Hanae 
an almosl complete lack of worldliness - all hough perhaps it 
is the other way around, and her cloistered life is an extension 
of a temperament that has little a ii i!)! to grasp anything other 
than academic ma tters. Hers is not the monk's willful and delib­
t:rate renunciation of the world made in full knowledge of w hat 
on leaves behind , but a basic inability to grasp how th at world 
works. Her colleagues respe-t her. and th students seem to like 
her well enough. Bul she is et apart from most everyone el se at 
the Academy. And although she presents a properly polite and 
good-natu re face to everyone she meets, many assume that she 
feels a certain I nellness, especially since her patron Kakita Nori ­
toshi spends so much of his time these days at Shiro sano Kakit.l 
on Family business. 

For these reasons, some observers of the goings on at the 
Academy feel that she might be the weak spot through which one 
might gain access to the Kakita's secrets. These analyses tend to 
underestima te her loyalty both to the Academy and to the Kakita 
Filmily prelly severely; she will n t knowingly betray either. nol 
for wea lth, love nor glory. But given her naivete , she might well 
be tricked into rendering up the techni4ues and teaching meth­
ods of th is most venera Ie of dojo to one who would use them 
against the Cmne. 

DOli NOIlUR(,), 

SENSEI or filE DO,. COURT I [RA 


Air: 4 Earth: 2 Fire: 4 Water: Void: 4 

Awa reness: 5 Intell igence: 5 

Honor: 4.8 Status: 5 Glory: 3 

) H oI.lRANK: Doji Courtier 5/ ji Rhetorician I 

ADVANTAGE : !:lenten's Blessing, Clear Thinker. Precise Memo­

ry. Social Position, Voice 

OISADVAN IAGI:~ . Low Pain Threshold, Obligation 2 (Doii Ku­

roh llo), True Love (Oaidoll Akane) 


'KI t I <; : Artisan (Ikebana) 4, Calligraphy 3, Courtier (Man ipula­
tion) 6, Etiquette (Bureaucracy, Conver-at i n) 6 , Games 5, In­
struction (Storytelling) 6, Lore: [lushido 5. Meditation 2, Perfor­
mance: Song 3. Storytelling (Poetry, Oratory) 6, Tea Ceremony 
3. 

An older kinsman of the late Crane Champion Doji KurohilO, 
Ooji Noburo represenled the Clan for many a long year as an am­
bassador at the Imperial Court. Even more so than his nephelV 
[(urohito, his caree r gave him a close , first-hand view of tumult 
and crisis, from the \Var of Spirits and the intramural strife be­
tween the Ooji and the Oaidoji . through the destruction of Oto­
an L1chi and continuing into the upheavals known as the era of 

the Four vVinds. Throughout it all, Noburo served the Crane with 
honor and distinction, becoming one of the fixtures of the [mpe­
rial Court, loved by his friends and respected even by enemies 
of the Crane Clan. Now on the cu sp of old age, he continues to 
serve his Clan in a role that he sees as a form of semi-retirement, 
as a sensei of the Doji Courtier Academy. 

Noburo's early life prepared him perfectly for the life thM he 
wou ld lead. lie excelled as a student of the Doji Courtier School. 
and was sent o ff to Oto an L1chi as an ambassador soon after 
he came of age. He first made his mark by argu ing the Crane's 
case against a Scorpion ambassador before the merald Cham­
pion - the matter at hand being control of a disputed farming 
village - and winning. This tr iumph, though relatively small in 
the larger scheme of things, nonetheless made his reputation as 
a formidable public speaker and debater that one took lightly iIt 
onc's peril. 

Noburo solidified that reputation by debating other courtiers 
for sport. He often settled (in his favor) matters of honor in which 
he was invclved by formal duels of oratory, and not just because 
his talents lay that way rather than in the way of swordsmanship. 
He hated the prospect of shedding blood, and relished the intel­
lectual challenge oj a good argument. Such was his fame that his 
nephew Kurohito, recentl y become the Clan Champion, insisted 
that he return to the Courtier Academy to pursue advanced train­
Ing in rhetoric. Noburo remained at the Academy long enough 
to serve as a sensei himself for a w hi le, then returned to the [m­
perial Court, where he mentored young Crane courtiers recen tly 
arrive i in the capital. Noburo is a man of various c unly skills 
<1 nd tcllents; he plays a wily game of go, po - e es a fine singing 
voice . and practices the nrt of fl ower arranging with the skill of a 
practiced Kakita artisan . But it wa s always as an orator that he 
was best known . 

In his younger days, he was also known as quite a ladies' man , 
one who clearly had l3enten 's favor - this despite his carefully­
arranged marriage to a daughter of the Kakita Family. When his 
wife died, his friends assumed lhal he would , if anything, step 
up the pace of his dalliances, eve n though he was no longer as 
you ng as he once was. But neither they nor he took into account 
Oaid ji Akane, the attractive yojimbo who was as signed to him 
some Lime after his wife's death . The two fell madly in love with 
each other. even though she was some 25 years his junior. [n fact , 
N cburo remarked to his friends thilt , after a lifetime of dalliances, 
he had finallv met the one true love of his life . 

But carrYi~g on a great love affair with your bodyguard is not 
an ideal situation in a land with as many perils as Rokugan , in a 
tim as turbulent as the era of the Four Winds . Noburo appcilled 
I his nephew to bc reUeved f h is dUlie at ourt 0 that he and 



Ak,me, now his second wife, could live peacefully in a situation 
where his person no longer required constant gua rd , KurohilTl 
agreed, but reluctantly, ,1S it would not help the Cla n to lose an 
ex perienced a mbassador at the Imperial COLIrt as TotLIri III began 
his reign, KLIrohito a llowed him to return to his old school a s ,1 

sensei. in return for which the cmfty old courtier would have 10 

return to service immediately if the Crane Champion so insis ted. 
Tha t is not to say, however, that teaching at the Doji Courtie r 

Academy is an easy fit for Noburo. Though he has much practice 
in passing his knowledge on to the less experienced , he chafes 
under the strict supervision of the Grand Master. the formidable 
Doji Norie . Noburo is used to sha ring hi s wi sdom in a relaxed 
and informal ma nner, not under the strict regimen of a dojo. No­
ric , o f course, insist s on the latter, a nd Noburo has been hea rd to 
re.fe r to her privately a s, "that wizened o ld harridan ," In response 
to one of her favorite sayings, that "A wa rrior's failure dooms only 
himself; a courtier's failure dooms the entire Clan," he can (and 
docs) retort that few Crane have as much practical experience at 
court as he , or as long a history of service. Needless to say, the 
two arc not on the easiest of terms. Nor has his ne phew's passing 
eased his ,1I1xiety, for Noburo still worries that his Clan will SUI11­

mon him back to court , these being turbulent times even by the 
sta ndards of Rokugani hi story. 

His only true consolation a t this point in his life is Akane, who 
has laid down her blade to be with her husband and start a fam­
ily with him. Should he return to ambassado rial duties , however, 
s he will insis t on taking it up again to protect him . 

New echanic : Crane 


New School: 

Kakita A.-tisa" (Cour-tier-) 

It is not always apparent to outsiders, but the Crane hold the 
"other" Kakita school , the Artisan Academy. in esteem just as 
high as (if not higher than) the Dueling Academy. To study at 
the Artisan Academy is to steep yourself in Kaki ta's belief that 
swordsmanship is not the only way through which a samurai 
ought to express the nobility of his soul - indeed, that skill at 
arms is in some ways the least of the samurai's paths. 

Most Kakita Artisans enter the Academy out of a sincere 
belief in Kakita 's ideals of craftsmanship, including the norton 
that art and aesthetics are valuable simply for their own sake, 
But in practice, many of them wind up serving the Crane Clan 
a t court, either as skilled ambassadors who use their training 
to win friends and influence, or craftsmen whose talents may 
be presented in whatever appropria te way as gifts. Ei ther way, 
the Cla n well understands that its traditional role as the Left 
Hand of the Emperor has always depended on mainta ining its 
reputation as masters of the courtly game and superior aes­
thetes whose devotion to perfection ma rks them as the Impe­
rial Court's arb iters of high tasle, 
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Upon entry into the Artisan Academy, each student is assigned 
to a single discipline , a focused course of study that they will 
follow thr ughout their time there. A student cannot simply stop 
pursuing one discipline and take up another; he must start over 
again at Rank I . In practical terms, this also means that taking 
up a second discipline requires purchasing the Multiple Schools 
Advantage. 

BENEFIT; + I Awareness 
HON ~ 3 .5 
Kit : Calligraphy, Courtier, Etiqueue, anyone Lore Skill 

appropriate to discipline, anyone High Skill , discipline Skill at 
Rank 2 

OUTFIT: Wakizashi, kimono, traveling pack, satchel , 2 items 
associated with discipline, 10 k k~1 

~ech"iques 
RANK I : SOUL OF HE AR.TISAN 

It is expected that a Kakita Artisan will devote him e lf to his cho­
sen discipline as completely as a Kakita bushi devotes himself 
to the art of the sword. This intense dedication hones your skills 
in your dis Ipllne in way' that your riva ls of other Schools can 
only envy. 

/\ctlng: Kakita sensei teach the techniq ues of both the Kabuki 
and Noh styles , a ' well as more generalized techniques of mim­
ICry. In fact. they do the latter with such skill thar their techniques 
allow you to pass yourself of( as someone of higher or lower Glo­

~ ­

ry, Honor or Insight than you actually possess. You make such 
an attempt as an Acting (Disguise or Mimicry) Roll aga inst a TN 
of 5 + 5 x the difference between your actual tota l Ranks in these 
categories and the number of Ranks you are trying to simulate. 

Dance: You receive a Free Raise on all Raw Agility and Reflex­
es Rolls. In addition , your performa nce benefits from the Kakita 
sensei's unusual attention to detail; Kakita-trained dancers are 
famous for their ability to mesmerize their audiences. You may 
use your training to prevent members of your audien e from no­
ticing subtle actions, such as one of their number leaving quietly 
during the performance, or all of the shoji screens being closed 
slowly. You make a Performance (Dance) Skill Roll against a TN 
equal to the average Perception of the audience x 5. If you suc­
ceed, your target is too engrossed in the performance to notlc or 
care about the action from which you wish to distract them. 

Ikebana: The superiority of Kaklta Ikebana techniques is 
acknowledged througholl t the Empire, but the exact na ture of 
those techniques remain secrets of the Academy. By plac ing a 
well-wrought flower arrangement in a room, you may bring har­
mony to the soul of a certain individual. This requires a success­
ful VoicVArtisan (Ikebana) Roll against a TN of 15 and at leas t 15 

minutes of lime, although you may gain a Free Raise for each ad­
ditional 15 minutes spent on the task, Lip to a maximu m equal to 
your In ight Rank. long as the target audience of the arrange­
ment remains within the same room as the arra ngement, he adds 
a n extra Void Point to his pool. However, the arrangement only 



lasts until the next sunrise. and you may only create a number of 
arrangements for th is purpose per day eq ua l to your Ranks in the 
Kaki ta Artisan School. 

Music: vVhether they sing or play an instrument. Kakita­
trained musicians have always had a gi ft for soothing some of the 
less ivilized stirrings within the human breast. often with such 
subtlety that they can have this effect even on those who are 
not paying full attention to them. If anyone who has been within 
earshot of your playing or singing for at least 5 minutes wishes 
to Initiate a violent action - even one as minimal as shaking his 
fis t or raising his voice in anger - you may force him to make 
successful a Raw Willpower Roll against a TN of 10 + (5 x your 
School Rank) in order to do so. If he fails , he simply cannot bring 
himself to muster enough emotion. However. anyone in that au­
dience may spend a Void Point to negate your ability; he must 
spend the Void Point before deciding whether or not to roll. 

The Skills linked to this discip line are Performance (Music) 
and Performance (Song). 

Oratory: Among the Doji Courtiers , oratory generally refers 
to the art of debate or making a speech in the context of court 
business. The Kakita sensei expand the definition to include all 
formal or semi-formal spoken expression, including not only 
speechmaklng, but also dramatic storytelling. They believe that 
the key to eff ctlv training across such a range of styles is knowl­
edge and preparation, that only depth of understanding in the 
ubject on which you are speaking can free you from the neces­

sity of thinking about technique. You gain a Free Raise to any 
Lore Skill Roll. In addition , no Lore Skill Roll is an Untrained 
Skill Roll to you. Even if you have no Ranks in a given Lore Skill. 
you may use it as if you have at least I Rank. 

The Skills linked to this discipline are Storytell ing (Oratory) 
and Storytelling (Poetry). 

Painting: Painting is unique among the diSciplines taught at 
the Kakita Academy in that it produces an artifact tha t may not 
only be given as a gift, but that a samurai may a lso sell or trade 
without loss of honor. Ge nerally. the koku value f a painting by 
a Ka kita Artisa n 1- equal to at least one-ha lf of his School Rank 
(rounded up) + I koku for each week spent crafting it. Creating a 
pa inting of sufficient qua lity so that it will not disgrace you ta kes 
at least I week a nd a successful Artisan (Painting) Roll against 
a TN of IS. and each additiomll week spent on its creation pro­
vides a Free RaIse to the roll. You may al 0 use Raises to Increase 
rhe value of your work by I koku per Raise. You must determine 
the length of the creation proce s before starting on the work. 
and you must make the Skill Roll ha lfway through the creation 
process. 

Poetry: Poetry Is the most popula r artl an form among the 
samurai cla ss. and It Is not just those of the Crane Clan who 
fa ncy the mselves skilled poets. It Is a discipline filled with en­
thusiastic practi tioners across all Cla ns. However, Kakita-trained 
poets have a particular (and deserved) reputation for skUl at the 
recitation of poetry, and this knack can make a substa ntial fa­
vora ble impression In any social or political situation. You may 
spend a Void Poin t to make a StorytellJng (Poetry) Rollin rder 
to gain a +Ok2 bonus to any Social Skill Roll. The TN for the Sto­
rytelling (Poetry) Roll is the same as that of the Social Ski ll Roll it 
is meant to influence. 

RANK 2: \I[ SOUL'S [)RLAM 

You gai n a + I k J bonus to kill R lis involving your disci pline . In 
additil n , s tudying with the Kaklta sen ei has given you a unique 
level of In Igh t into ~hc wallt and needs of your potenrial au­
dience. You re eive :1 bonus to all Contested Socia l Skill Rolls 
involving an opponent who has any Disadvantages involving 
a compulsion. st rong need r desire of me kind (e ,g .. Gree I. 
Lechery. Driv n . etc.). The bonus i equal te the Character Point 
value of the Disadva ntage . If you are participating in an adju­
dicated artis.m due l. you are able to read the judge 's tastes and 
sen Iblli ties more ea lI y than your opp ne nt. YOLI gain a bonus to 
the Contested Skill Roll equal to the judge's Honor Rank. 

RAN"'J: FREE Til!: I'IRIT 

Though sti ll a student. you have by n IV built up a body of IV rk 
and with it. enough of a reputation tha t you Illay c rve as an 
inspiration to others. 1\ number of times per day equal to your 
School Rank. you may give up to 3 other cha racters of the same 
discipline Free Raises that they must use within the hou r. They 
may use these Free Rai e for a ny r II. not just a Skill Roll in 
their discipline. To determine the nu mber of Free Raises that you 
may give to each character, make a Skill Roll appropriate t your 
discipline and divide by 10, rounded d wn (there is no T t 
worry about). 

RAN"- 4: UNDYtNG NAMI: 

You gain a +lk l bonus to Skill Rolls involving your dlScipllne 
(this replaces the bonus you rece ived at Rank 2) . Also. your repu­
tation (not to mention your skill as a n a rtisan) has grown to the 
po int where others may shine in YOllr reflected glory. if you work 
hard enough at achievIng th i eife I. Once per week, YOll may at­
tempt to you use your di cipline Skil l to raise or lower the Glory 
Rank of someone of equa l or lower Glory than y ur elf. This gain 
(or loss) is equal to . 1 (or -0 . L) x you r H nor Rank, but Illay 
never excel:!d + I or -2. 

However, this process requires conside rable time and diort. 
You must first socia lize with those whose estimation m<lLter 
most to the t,~rget character. or o therwise cultiva te way to in flu­
ence the ir opini n. Y, u must then make a Skjll R II in your dis­
cipl ine against a TN equal to 5 x the difference In Glory between 
you and your target. If you uccced. the ta rget's ,I ry change ; if 
you do not. it does not. and In order to try again yOll must start 
the process a ll over Clgain. 

RANK 5: WAI K AM NG TlIE HEAVFN 

An <1rtisan who comrh:tes the KakiLn Academy's course of train­
ing is, by de fi nition. someone whose reputation has spread 
throughout the Empire. nce per week. you may usc the Doli 
C urtler Favor Ta ble (see Legend of 'he Five Ring,' Roleplaying 
Game Th ird Eclition core rulebook, p . 123) a if y u were Rank 
4 Doi i COU rtier. Howev!!r, in doing S • you also lose Glory Ranks 
equal to the Rank of the javor gained. You may not lose more 
than 5 Glory Ranks per week in this fash ion. 

- - - - - -- ~=--= -- - ----­



New Advanced School: 

Doji Rhetorician 


(Courtier) 

While the Kakita teach publ ic speaking as iln art form to be re­
spected pu rely f r its own sake, the Doji Courtiers vielV it mainly 
a tool of their trade. Excellence in speech I a line th ing, and 
well worth pursuing. But xperienced Crane courtiers also under­
stand all too well the practical ilspect of the pursuit of pe ricction, 
f r the fate of thei r Ian might res t on the ir next ilppeal to a h igh 
court offiCia l, if not the Emperor himself. "Vith thilt in mind , the 
Doj! I' tablished an advanced course of study for emne C lI rtiers , 
one tha t would focus on ilchieving true excellence in argument 
in particula r, but all forms of spoken and written persuasio n in 
gene ral. 

Requirements: 
RING !TRAITS: Awa reness 5 , Intelligence 4, Perceptio n 3 
SKILLS: ourtie r 4 . Etiquette 4, tory te lli ng 4 . anyone Perfor­

mane Skl1l2 
i\nVANTAG[S: Voice 

T H LR. The Crane Clan reserves this cou rse of training for 
those wh m it considers its most promising diplomats. Allllos t all 
candi la tes cOllle (rom the Doji Courtier School or have studied 
o ra to ry in the Kak itCl Artisan Sc hool. 

'techniques 
RANK I: TONGU[ or SILVER 

Tha nks to Ihe Doli sensei , you have 8chieved exceptiona l ma s­
lery o( the cadences and flow - the sheer music - o( High Roku­
gan i, whl h makes your speech pkasing to the car. YOll gain a 
+ I k t bonus to a ll C urtier, Et iquette ,lnd Storytelling Rolls. 

RANK l ' VOICE or TI l E CRANE 

T he DoJi masters undcrstanclnot only how to spot the flaws in an 
o pp nent's argum n ts, but holY to a nalyze their person (or wcak­
nesses tha t may be cxploited. In a Con t ' ted Storytelling Roll. 
yo ur ppo nent s ll((ers a penalty equa l to 10 minus anyone Ring 
or Trait belonging to yo ur opponent r the judge of the conlest 
(your -hoice). 

RAN 

You have lea rned every pe rsuas ive Lrlck In thc orator's book , at 
lea t a it is wrinen by the Do ii senseI. You gain a number o( Free 
Ra ist:s ellual to e ither your Percep tio n. Intelligcnce or Awareness 
(your choice ) to be used in resolv ing any Contcsted Courtie r, 
ElIq ue tte r Storyte lling Roll. This bene fit is cUlllula tive with the 
bene fi ts garned a t I~a nk I. 

New Advanced School: 
Doji Ciamester 

(Courtier) 
Both the perpetual popularity at court of games of strategy and 
the equall y long-st'lnding rivally between thc Lion Clan and the 
Cranc demand that Cmne courtiers take scriously the task of 
mastering go ,md shogi. To that end, the Doji have set up an 
advanced course o( study devoted to the theory and pmcticc of 
the games most popular aillong Rokugani saillumi , with a s pecial 
emphaSis on the ability to read one's opponent's strengths and 
weaknesses. 1\ Cr,me COllrtier who pursues this course o( studv 
will be expected to cOlllpete in the go and shogi tournaillents 
sponsored by the Lion with the express goal o( sholVing up the 
hosts. Tournalllcnt play, however, is s imply practice (or his main 
mi ss ion: joining Crane contingents at court as the designa ted 
gamc duelist, to be used like a Kakita iaijutsu due list on an op­
ponent who has been Illaneuvered into a position in which he 
may be shamed by a decisive defeat. 

Requirements: 
RINGS!TRAITS: Awareness 4, Intelligence 4, Percept io n 3 
SKil l : 'Ii quette (Conversatio n) 2 , any Games Skill 4 , Medi­

[<Hion 2 

)TI-I£R. Thi s course o f tra ini ng tends to dral\' candidates (rolll 
the Doji Courtier School , although Crane bu shi looking (or retire­
ment (rom the Ii(e o( a slVordslllan have been known to take up 
this pursuit::l well. 

Techniques 
RANK I : KNOWTHl OI'E.NING 

The Doii sensei have begun running you through advanced exer­
cises in tactical ,lllalysis , deepening and strengthening your ap­
preciation o( your chosen game. Y u receive it + I k I bonus to 
all Ga mes Skill Rolls. They have al 0 begun to coach you in the 
11ne points o( reading your oppo nent, both his style of play and 
phys ical cues that might indic<lle hi next move , or at le8 s t how 
he views hb situMion. "Vhen you size up your opponent (as per 
the rules (or pure coillpetition on p. 17-18), a successfu l Raw 
Perception Roll will d iscover the value o( 'my 3 aillo ng hi Ring , 
Awareness, Perception a nd Intelligence. 

RAN 2: H b MA~l fR'S WISDOM 

Your experience in the (orm s, rules and rituals of your chosen 
a illc gran ts you greale r unders tand.i ng o ( (0 rill , rules and ritual 

in the world at large . You ga in a bonus equal to your ames 
Ski ll and 2 Free Raises to any Etiquette Roll. Your experience 
in ana lyzin ta -tlca l s ituations at length and in depth also finds 
a pplicat ion in purs uits outside your chosen game. Your anal ti ­
ca l skil ls give you a bonus equal to your Ga mes Skill and 2 Free 
Ra ises to a ny In ves tigation Roll. 



RANK : KNow THl EN D- uAMI 

You h,wc fina lly learned all tha i Ihe Doji scnsei feel th,lt Ihey 
can teach you about Sirategy. tac tics and pure g<lmesmansl1lp . 
You re-:eive a +2k2 bonus to ,1// Games Skill Rolls. /\/ o. when 
YOll size up your opponent (,,15 per the rules for purl' compe ti tion 
on p. 17-1 8), a successful Raw Pcrception Roll will discover the 
value of any 5 dmong his Rings, I\wareness, Perception and Intel­
ligence. These replace the benefit of the Rank I Technique. 

New Path: 

,AsRhina Duelist (Shugenja) 


Taking an interesl in the practice of tfl ryu-jia i marks A departu re 
from the mainstream of Asahina philosophy. /\nd yet, there Me 

rane shugenja who believe that these rilualistic magic eluels 
arc a lesser evil. so long as no one is seriously hurt. This I Alh 
describes the brief detour in his education that an /\sahina silll­
genja must make if he pursues any study of taryu-jiai. 

Technique Rank: 3 
Path of Entry: /\ sa hin<1 Shugcnja 3 
Path of Egress: f\sahin<1 Shug nla -t 

Technique: Lhe Strength Within 
The Asahina have always been famous for the depth of their 
medit<1tive practices and their commitment to preserving living 
things from harm. These qualities give them an Inner strength 
that helps insulate them frol11 the ri sks of invoking the kami dur­

ing il tmyu-jiai duel. If your roll against the duel's TN (as per 
Step 3 of the taryu-jiai process; p, 13- 15 ) f'lils. you Inily make 
another roll. If this second roll su ceeds, you suffer no \Nounds 
in this round of the duel (you sllIl fail to in fli ct Wounds 011 your 
opponent). 

New Path: Daidoji Duelist (Bushi) 

o 
c 

'Technique: Kakita Strikes 
You gain iI bonu equal to twice your IalJut u R,1l1k to all Initia­
tive Rolls. Also, when you arc engaged in an ial lulsll duel. you 
gain additional Void Points equal to your Honor Rank for the 
duration of the duel. 



- - -- -- -

New Path: Doji A.-biter (Courtier) New Path: 
Life at court has taught the DOJI the variOUS ways by which one 
may acqu ire both friends and influence, and one of those lVays 
Is t cultivate a reputation (or impartialilY. One may tJlU S serve 
as <I n honest broker in di putes bel ween amura i and thereafter 
command the esteem of bOlh, n mattcr whtl wins and IVho loses. 
bCl scd solely on thcir respe t for y ur haracter. 

Technique Rank: 4 
Path of Entry: Doii Courtier 4 
Path of Egres : DQj l Courtier 5 

Technique: True Discernment 
The art o( arbitra tion requires that you resist allmCl nner of trick­
ery, whcther rhetoricClI or materiCl I, aimed 8t persuading y u to 
do or say somcthing against your bcttcr judgmcnt. Whcnever 
someone uses the Courtier, Etiquette or Storytclling Skil l to try to 
manipulate your ' pini ns or actions, thcy suffcr a penalty equal 
to twice your Perception or Willpower (your choic<:: ). Nor may 
they use raises of any kind 10 affect this rol l. 

Your refusal to bc moved by qu<::stionable .ugumcnts IVins you 
much respcct for your impartiality. Each time you serve as judge 
for a durl that (ails under the dcfi nition of an adjudicated ontcst 
(sec p. 16), and in which both duelis ts are affilia ted with lans 
other Ihan your own, you gain 5 Honor points if your Honor 
Rank is 2 or Icss: 2 points If your Honor Rank is 4 or less; or I 
polnl i( you r Honor Rank is higher than 4. 

In addition, you may make a Raw Honor Roll against a TN of 
15 for each c iltcstant In the duel. If you succeed , you may add 
that character as an Ally for half the uSLIal Point cost, rounded 
up. This docs not COlln t against your session limit on Honor 
Rolls, but you suffer the 10 Honor poin t loss if you fail the 
roll . 

New Path: 
Master of Ikebana (Courtier) 

In i ts pu rest fmm, ikebana is an expression of harmony, simplic­
Ity and perfection , not unlike the practice of the tea c~ remony. 

Crane cou rtiers , however, have generations of experIence III 

lreating lhis art form as a competition , having been challenged to 
dlLels of flower arranging on man occaSions. Thcir accumulated 
wisdom. passed on by Doji Courtier sensei. encourages their stu­
dents who study ikebana to take stock of their opponent in ,1 

cha llenge and capitalize on their lVeaknc. ses. 

Technique Rank: 2 
Path of Entry: 0 jI Courtier 2 
Path of Egress: Doji Courtier 3 or Kakita Artisan I (discipline 

ik banal 

Technique: Penett'atin9 f-Iarmo"y . . 
You gain a +2k I bonus to all Artisan (I kebana) Rolls. In addition, 
when YOLI arc engaged in a contest of flower arr;.lI1ging, you may 
compel y~)u r 01 ponent to substitute his remaining Void Points 
for hi Awareness IVhen making his roi l. He would. then, have 
to mak a Void Ring minus spent Void Points/Artisan (Ikebana) 
Roll 10 con test your Awareness/Artisan (Ikebana) Roll. not ;1 n 
AwarcnesslArr-isa n (Ikebana) Roll. 

Master of Wits (Courtier) 
Defaming the charncter of a person or the nature of a trling with­
out causing undue offcnse to your audience is a delicate task, but 
one that well serves the courtier who can master it. vVhen mat­
tcrs arc being dccided at court, casting your rival in a bad light 
wilhout seeming gratuitous about il can hclp turn the tide in your 
favor. I t's also a useful talent for courtiers who wish to cultivate 
skill at sadane. 

Technique Rank: 2 
Path of Entry: Doji Courtier 2 
Path of Egress: Doji Courtier 3 

Technique: Quttin9 the Eel 
You gain 2 Free Raises IVhen using the unier Skill. Also, if YO ll 

do not have the Games: Sadane Skill , you immediately gain it 
CI t Ibnk I at no cost in p int _ If you already have the Game: 
Sadane Skill , you immediately gain 2 Ranks at no cost in points. 

New Path: 

Master of Poetry (CoUl-tier) 


Th Kakita teach that poetry is a pure art form , worth master­
ing for its own sake. and because it is the Way of rhe Crane to 
seek perfection in every endeavor. The sensei of the Doji Courtier 
School also value poetry <lIld pure aesthetics, but to them . poe try 
is also a weap n in the courtie r's arsenal - a means by which 
a Crane Illay increase his honor nd glory (and Iherefore hi in­
nllence) as lVell as reveal a rival's inferiority. Doji courtiers who 
follow this path me trained not nly to compose cxc~' llent poems, 
but to study a rivCll's work with an eye to making one 's own po­
ctry seem the superior product. 

Technique Rank : 2 
Path of Entry: Doji Courtier 2 
Path of Egress: Doji Courtier 3 or Kakita Artisan I (discipline 

poetry) 

Technique: SuperiOt4 Form 
You gain a +2kl bonus to all Story telling (Poetry) Roll ' . Also. 
if you arc involved in " duel of poetry composition , you gain a 
bonus equal to your Contested Storytelling (Poetry) Roll equa l to 
your Perception. 

~------~=-~~~--------=-=--



CHAPTER FOUR: 

DUELING: WAY 
OFTHE RAGON 

Philosophy 
The 0 gon Clan have helped define dueling from the begin­
nings of the Empire. Kaklta 's one-sword ia ijutsu technique laid 
the foundation for a fo rmal style of dueling tha t continues to this 
day, but during the sa me period, another pioneer created a new 
sword technique that was just as revolutionary as the Crane's. 
In Mirumoto's famous tract on the art of swordsmanship. Niten, 

he describes a style of wield ing the katana and wakizashi at the 
same time. It was an advanced style that dominated kenjutsu 
d uel . a nd it became popular a lmost immediately. Many bushi 
of all different Clans were eager to learn the style and adapt it 
as their own. 

Despite the widespread emergence of bJiten, however, few 
samurai mastered the dual-wield technique. Some outside the 
Dragon Ian became proficient with the style but their forms were 
weak and incomplete. Some were great a t dealing death but left 
great holes in their defenses tha t were easily exploited by thei r 
enemies. Some were able to defend themselves with the wa ki­
zashl In thel! off-hand but could not coordinate a 
strong attack. The M!rumoto technique is 
the nly one known to balance both ele­
ments of combat. A skilled Mirumoto's 
sword work in actl n is beauty in mo­
tion and an awe Inspi ring sight. 

The Mirumoto host ma ny tourna­
ments at var ious points in the yem. 
They are traditionally he ld al Shiro 
Mirumoto or Heibasu , a former trad­
ing po t visited by representatives 
from most Great Clans. It is no sur­
prise thnt the Mirum to favor tests 
of kenju t u over all else. Nlten is 
their crowning fea tu re, and their 
bushi hone the skill. The Mirumoto 
also hold annual ta lkai - exh ibi­
tions to determine who has the 
best fo rm 1n their N llen stances. 
Those who win are respected and 
given many opportunities to rise through 

the ranks of the Dragon armies . Othe r tournaments are more tra­
ditional. with tlVO duelists fac ing off in elim ination matche until 
one person remains. Thes.: types of tournaments cover la iJutsu, 
kenjutsu , and even jiujutsu dllels. 

As pa rt of the Mirullloto 's s tudies , they delve deeply into the 
mysteries of the Fo rtunes and the Tao. Because of their devo­
tion, the Mirumoto ca n boast a s tmng r ulldcrsl<1 ding of the ele­
ments than a normal bu hI. Thl c nnce-lion , however, doc nm 
moke them weaker or less mart i<ll. The Mirumoto host smaller. 
lesser known tourna ments of a Illore In tellect ual na Lu re a t the 
High House of Light. These ra nge from contests of poetry t e­
bates on philo ·orhy. Despite the nature and size of these com­
petitions, the Mirumoto hold them with the sa me airor gr,wity as 
their martial counterparts. 



The sl!cond duel between Kakita and Mirumoto HOJatsu 
I quite po .Ibly the m st famou duel in the history of 
Rokugan. Kakita founded the CnlOe technique of du >lIng, 
whit.:: Mlrumoto Hojatsu, the ad pted son of Mlrum to, 
was the inheritor of his foster fath er'S two--sword tyl after 
the Thunder's death In the hadowlands. Thl! constant ar­
guments ver which style wa the uperl r technique could 
only be resolved by the two undisputed masters of the rival 
schools facing each other. 

The first duel only fueled the debate. The Emperor him-
elf asked the tw masters to duel on his 40th bIrthday 

to settle it. Kaklta nnd Ilojatsu compiled and as umcd 
their stances. They stood completely stili as they waited, 
focusing n the ther's next move. The duel ended with· 
out onclusion. They walked away from the field with are· 
spectful bow r r the other. The two duel! ts were so evenly 
matched. neither could make his m ve without perishing 
on his opponent' blade. 

Many years later. the pportunity for a second duel ar­
rived. Mlrumoto Hojatsu's bigg t weakne s wa hi tem ­
per. He heard that Kakita was leading a Crane aImy toward 
the Dragon Land I cttle II terrlt rial dispute belween the 
Mlrumoto and the Phoenix. This was well within Kakita 's 
rights a the Emerald hampion, but HOJst u saw It as an 
Insult to his honor. He rode out to meet the Crane wllh only 
hi personal guard. Kaklta and Hojatsu met on thl! battle­
fiell , and Hojatsu called the lallut u master out ~ r a duel. 

They ( cused. but this duel was no repeat f the first. 
Holat u leapt InlO aetlon , drawing his katana with lightning 
·peed. Kaklta followed only a moment after with his own 
Ingle trike. Hojatsu's blade penetrated Kakita's body and 

mortally wounded him. Kakita's atta k hit the mark and 
H lat u fell , his throat cut In half. Kaklta knew that Holnt­
su's attack wa pilling his life's bl od, r the field. To 
h nor hi fallen opponent, the Crone t k lioJatsu' katana 
and took his own life. 

If nlcally, the duel did little to settle the debate. The 
Cmne argue that Kaklta's alia k declared hi m the winner, 
Ince It killed Holatsu In one bl w. Thl! Dragon argue that 

HojatSu's strike was no less fatal , as Kaklta would not have 
walked away from the duel. The duel Is often the center of 
debate and Is depicted In hundreds f plays and poems. 

Drogon • hugenja have never enjoyed competitions as much the 
rCSl of the Clan. VVhen they were stil l a p,nt of the Dmgon Clnn. 
lhe Agasha preferred tests of knowledge :lIld elemental dexterity 
than taryu-jiai. They v<llued strength f mind over the strength of 
lhe shugenja's connection with the clements. \,yhen the Agasha 
held the rAre tourna ment. they would test grasp of facts. The con­
testants would have tt cite the number f ingredienls needed to 
raft a certa in r ti n or how to form a ward. Though victory was 

important In these tourna ments, the atm phere of the events 
was alway relaxed. 

The new Dragon shugenjCl Family is definitely more competi­
tive than its predecessor. They vallie due ls of rmyu-jiCii ,lnd bouts 
of kenjutsu equally. The T,l mori hold tou rnaments regulmly at 
Shiro Tamori . dmwing visitors frolll Clil across the Eillpire. M:1n)' 
of the older tournaillents hClve fallen by rhe wClyside to support 
the Tamori philosophy. 

The Kitsuki FCllllily se rves as the courtiers Clnd magistrates of 
the CICIn. [n many ways, they are the face that greets the other 
Great Clans. They represent the Dragon in the outer world, work­
ing to further the Clan's gOCils. The Kitsuki host many competi­
tions that rellect the general interests of the other Clans' court­
iers. Everything from kemari to sCidane is tested in the Kilsuki 
Lnnds, if only to keep them in practice for the bigger competitions 
in the other CICIns' lands. However, the courtier FCimily's true love 
is Kitsuki's Method. a style of investigation that tClkes physical 
evidence into Clccollnt over testimony. At Shiro Kitsuki, the Fam­
ily holds CI unique competition thClt is tailored to test this very 
procedure. A section of the City is closed off. and a single clue 
rests somewhere in the preillises. All the Kitsuki involved in the 
competition must enter at the sa me time and retrieve the clue. 
The first to find the clue and properly explain its relevance to the 
judges ,·vins the contcst. 

I\n important Clspect of all the members of the Dmgon Clan 
is their connection to the ethereal facts of life. Many lew the 
Three Orders as eccentricities of th e Dragon CICIn. The monks 
indulge themselves with many forms of unarilled combat, riddles 
to t >·t the mind and puzzle the outSider, and contests th,1I pit the 
monks against the forces of nature. Togashi martial arts tourna­
l1lents sometimes arc taika i where the contestants must exhibit 
their form in front oi judges. More frequently, the Togashi tourna· 
ments inv Ive melees between two fighters until only one is left 
standing. 

Contests of the mind Me no less populCir with the Three Or­
ders. \,yhen the l1lonks try to best the other with riddles. they take 
turns engaging eCich other with imagery and words. One stCirts 
off the disc ussion with Cln imCige or theme. Another pClTticipant 
c ntinul!s the gClme, twisting the statement or image into a riddle. 
The next person is t,) answer the question and chan~e the theme 
further. i\ player must drop out of the game if he can~ot ntinue 
the cha in. The contest ends with one player. or on occasion two 
equa lly brill iant monks. 

The last vmiety of monk competition is CI test to see if a per­
son can triumph Clgainst the harsh reCilities of the elements. This 
trial hCls no name. Once a yea r or every few years , the ise zumi 
si mply organize these excursions into the hCl rshest areas of the 
mountains. Those in Ived in th contest of survival cho sc the 
duration of the triCiI. They enter the chosen area Simultaneously. 
vVithout the aid of anyone Clround hIm, eCich contestant lives In 
the wilderness for as I ng as he can . Those that help proctor the 
event wait at the edge of the tournament areCi Clllli aid those who 
cannot survive alone. Tho -e wh can Slay inside until the end of 
the desired tillle successfully finish the trial Clnd win. These trials 
have no single victor; the achieveillent of out lasting the duration 
is considered proof of one's wOrlh . 

'-- - --~-~~ - - -- -­



Dragon Institutions 


Dragon institutions arc functional and simple as a rule. They 
teach the Dragon ex,1Ctly what they need to know to make them 
the best samurai they can be. As ,1 part of the curriculum, the 
students learn about art, philosophy, and other skills that could 
come in handy during competitions with samurai from other 
Great Clans. The Tamori arc well suited for duels of taryu-jiai. 
but they have no school to nurture that skill. It spe.lks to the 
stre ngth of the Dragon that their Sdlllumi stay so competitive in 
these contests with no special training. 

Dojo of the Perfect WOI'd 
The Kitsuki serve as the magistrates and courtiers of the Dragon 
Clan. They play a crucial role as the reclusive Clan's connection 
to the outside II' rid. To meet this end, they must understand the 
boundaries and rules of Rokugani high culture. The Mirumoto. 
Hitomi, and Tamori Families know most of the rules of the court 
but choose not to follow the norm. The Kitsuki choose to engulf 
themselves in this 1V0rid so that their Clan may continue to func­
tion in their seclusion. 

Two centuries ago, a shugenja named Agasha Kitsuki devel­
oped a method of investigat ion that re lied on a mixture of in tel­
ligence, insight and awareness to uncover the truth. W hen he 
was granted the honor of a Family name of his own, he set out 
to teach this style to any of tho e wi ll ing 10 learn. He founded 
the Dojo of the First GIi'lIlce at Shiro Ki tsuki and perfected his 
technique of ichi-miru. The new Investigative styles were innova­
tive but strange. Though they did n t hold legal weight outside 
of the Dragon La nd , the Kitsuki found their niche as servcmts 
of the law in the Illountains. Kitsuki 's Method proved to be more 
reliable than the system of gathering testimony from witnesses 
and interested parties. Bandits, smugglers , and other crim inals 
soon found themselves at the magi trate's mercy, clutched in the 
inexorable hands of justice. 

However, it soon became apparent Ihallaw enforcement wou ld 
not be the entire scope of the Kitsuki's duties. Before the forma­
tion of the Kitsuki , the Mirumoto Family served a the diplomatiC 
front for the rest of the Clan. The founder of the Fam ily reasoned 
that his new method could be utilized effici 'n lly at cou rt. Kitsukl 
adapted his techniques for court with the aid of th se wh had 
slVorn into his service. His courtiers could use their powers of 
perception to ferret out falsehoods and assess the situation . The 
Kitsuki replaced the Mirumoto as the diploma ts and ambassa ­
dors of the Dragon Ian. o 
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As the Kitsuki ventured into the world of Rokugan's elite, they 
oon rea lized that their new techniques were not welcome at 

court. They bypassed too many niceties and customs developed 
over the e nturies. They picked up conven tional techniques and 
ideas along with the new Kitsuki philosophies to fit in with the 
rest of Rokugan. Determined to gai n an edge over their oppo­
nents, the Kitsuki closely scrutinized the various sorts of byplay 
between courtiers. Once they dissected the intricacies of 
each form of political maneuver, the sensei of the schools 
spread th is knowledge among the students as a vital sec­
tion of the curriculum. 

All of the techniques of the various Kitsuki 
schools were originally taught at their home 
city of Shiro Kitsuki. ollrtiers, investi­
gators, magistrates, and other spe­
cialists all crowded the dOjo. The 
teachers were forced to con­
duct their different classes 
In the same building, 
ofren right next 

to each 
other. In the be­
gin ning, the sensei 
solved the issue by 
increasi ng the size of the 
' hool. The size of Dojo of 

the First Glance rapidly grew 
over the year. until it encompassed over a dozen bUildings in the 
heart of Shiro Kit uki. 

5 yeats befo re the Second Day of Thunder. the Kitsuki de­
eldel.! t shiflthe 1V0rkioad ilssigned to their only school by creat­
ing second dojo. They formed the Dojo of the Perfect Word at 
Kyuden Tonbo, the home of the Dragonny Clan, to strengthen 
d iplomatic Lie be tween the two Clans. The investigatory and 
jaw schools re main d a t Sh iro Kitsuki. The rest of the diSCiplines 
moved to the new loc lion. 

The dolo consists of a series of small buildings along the bor­
de r between the Dragon and Dragonfly Lands. Any Dragonny has 
open <leee. s to all parts of the school and their bushi may a!lend 
tl1e schools at the loeallon with little difficulty. The sensei of the 
school teach Kitsuki's Method. or ichi-maru , to all the students. 
rcgar lies of wheth er r not they foll ow the path of the courtier 
Or the path o f the magistrate . 

The Perfect Wo rd is the oil ly facility that trains the Dragon in the 
IHl of negotiation . Evcry techniq ue t.1LIght <11 the dojo focuseson the 
p wer f in teraction with others. The lessons a t the Perfect Word 

ten d 
towards advice 

on how to defuse 
a situation by spot­

ting the right phrase that 
would calm the situation and 

how to read a courtier by the 
smalles t betrayals of movement. 

The studen ts ICMn the intriclCies of the 
game of kemari and the correct steps that 

would dest roy a perfect defense in go. Each 
student leaves the do jo with a very firm grasp of 

how to view the steel behind silk during seemingly 
peaceful conversations. 
Dojo of the Perfect \-Vord is ,,1 series of nondescript 

buildings in the middle of the city. Merchant houscs. tea 
hou es and various other businesses surround the place. The 

bu ildings h.we no markings or signs outside thM might give any 
sort of hint of the inner dealings. This duplicity serves the school 
on two fronts. Few suspect the existence of a major dojo in the 
middle of the mercantile section of the city. This lessens traffic 
in and mound the dojo and baffles potential enemies. Sec n I. 
those who me asked to attend the dojo are only given vague in ­
structions 011 how to find il. Those who h;]ve legitimate business 
must find their own ways to reach their destination. The sen el 
of the dojo watch them from the moment they step into Kyudt! 1l 
Tonbo. They record what methods they LIse to find the place. Thi, 
close. but relatively modest surveillclllce is extremely import,ml 
to the Kitsuki, as it enables them to determine the true nature of 
those who come to the dojo. 

The curre!,t sensei of Dojo of the Perfect Word is Kirsuki Bash­
in. l1ashin earned his position very early in his caree r <lnd was 
the youngest master sensei among all the major dojo in the Em­
pin:. He has led Dojo of the Perfect Word for nearly half of its h is­
tory and hilS now mastered all of the techniques taught thl:re . I Ie 
prefers tD foster relatively close relationships with his students as 
part of his te<lChing strategy. He learns the details of his students' 
lives so that they arc Illore than simply names to him. Though he 
Is weighed down by Illany duties, he tclkes the time tD pe rso ll<ll1y 
instruct Illany of his stu len ts . 
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Bashin ic<lVCS the dojo every other year to attend vVinter Court 
and sewral other courts of the Great Clans. He feels that he needs 
up-to-date knowledge of the intricacies of court to instruct his 
students. During his frequent absences, his senior sensei Kitsuki 
Jomasu leads the school with an iron fist. Though Jomasu has mas­
tered all of the techniques offered at the Perfect \,Vord, he does not 
believe in his own abilities. He is plagued by his insecurit ies and 
becomes anxious while in the position of authority, overreacting 
to perceiwd challenges as a result, Bashin hopes that lomasu will 
owrcome this defect. but is ready to appoint ,mother as his senior 
subordinate if he cannot. 

Kitsuki Hldeo wa one of the /irst to swear his allegiance t 
the Kitsuki way, He erved as the Dragon II pI mal to the 
Crab Lands as MirumolO IUdeo before he swore realty to 
the Kitsuki. He eagerly learned the new styles and adapted 
them to his wn experie.nccs at court. Wh n KILSUkl de­
cided to adapt his technique to the world of the ourt, he 
relied heavily n IlIdeo's expertise, 

Soon aCter the creation of the Kltsukl courtier technique , 
Hldeo attended the Winter Court and Kyuden Bayushi as 
o ne of the Dragon' repr entallve. He helped test !.he 
new skills in the environment and found them satisfactory. 
However, his detached experiments were Interrupted when 
Bayu hi Shen challenged him LO a game f sh gl . Due to 
Shen' s killful mastery f the nv rsatlon between the 
two. I ndeo could not gracefully deny the challenge. 

Shen was one: of the greatest 'hogl players of his genera­
tion. He had lost nlya handful of games over the course of 
a few decades of ervlce. H' was one of Ihe most respe led 
couniers In the Empire, perhaps only below the Imperial 
Chancellor himself. hen began the match. wary of Hideo's 
hidden skills but confident in the inevitable victory, He be­
gan his customary psychological assault , teasing Hldeo as 
soon a he finished his firsl turn. 

Hldeo completely ignored Shen' mental attack, only re­
sponding clv1Jly as 11 he could not understand the orpi­
on's Jibes. He carefully orchestrated each move, keeping 
his cool and setting his own pace. He saw Shen's plans 
a n as he et them in mOlion and c unlered them. 
Shen found Hldeo's style unnerVing him elf, a n nl! of 
hi. moves seemed to make II difference on the board. lie 
played more reckless ly thAn he had In years to get past 
the Drag n' powerFul defense. He did not n tice a Hldeo 
51 wly made his own attack. In three sudden m ves. Hldeo 
captured hen 's Idng, 

rhose outside the Dragon Clan r member lhls game as 
a demonstration or Dragon tenacity. The my~terlous Clan 
Is very proficient In these matter, though II may . eem like 
they do nol understand the rules of the rest of the Empire. 

The Soul of the Dragon Doj~ . . 
The Soul f the Dragon 0 j has a I ng a nd prestigious history 
and has produced some of the best dueli ' ts from the Dragon 
Clan . The dojo was founded in the 1st Century by the students 
of Mi rumoto Hojatsu himself. ~ choQlcd deep in the middle of the 
Dragon mounta ins, the students of the dojo have performed great 
acts, become legendary h roes. and have rede fi ned kenjutsu as it 
was practiced several times over the centu ries. Despite the dojo's 
famous alum ni, few people outside of the school know it even 
exists. 

Hojatsu's students decided tha t til ugh Mlrl.tmoto and his 
adopted son were brilliant swordsmen and pioneers o f a new 
style of kenjutsu, much of their prowess ca me from lhelr unique 
persona l strengths. Mirumoto created the 'lyle and Hojatsu per­
fected it. but Hojatsu's students vowed that they wou ld develop It 
to its fu ll potential as a styk that could be taught to others. Hojat­
su's students were the most gifted of their genera tions . Th y held 
important positi ns throughout the Dragon Lands. Some were 
generals, some were teachers, a nd some were ambassadors to 
the other lans. They gathered together and approac hed Togashi 
for permission to create Hojatsu 's Legacy. They wanted to CTeate 
an elite school that u e i ll s secrecy to gua rd thei r devel pme nt 
fmm potential e nem ies. Togashi agreed a nd gave lhe leaders the 
directions on the pe rfect location fo r (\ secluded dojo , Hojatsu's 
students built the dojo themselves, and The Soul of the Dragon 
was born . 

Just as the Lion Clan 's trad ition of milirary leader hi p i a n 
accumulation of commentaries and additions to Akodo 's semina l 
tr<lCt. LfCldership , that built up over the centu ries, The Sou l f the 
Dragon Dojo 's tradition f insll'uction in kenlut ' u is the ulmina · 
tion of many of the di fferent the rles and styles developed there 
over the yeilrs. E<lch stulienl a nd teacher that passes through 
Soul of the Dragon's doors has subtly added to the core les ons of 
the school. The teachers and s tudents work together to fin I new 
and unique improvements to the dual-wield tech nique. Because 
of the nature of the school, the students are encouraged t que ­
tion everything and challenge anything they believe is wr ng. 
Quite unusual among Rokugani dojo , the sensei and students 
stand on equal footing, and inside th e wails of the school no 
olle holds rank over anyone else. Strong bond of respect a nd 
friendship connect everyone and they fo rm a sens f brother­
hood through their act ions. 

The master sensei o f the school generally - tays ot the secluded 
dojo every day to oversee the teaching activities . The other teach­
ers and students keCf a ve ry loose schedule that sh ifts to accom­
modate their individ ual duties. Each student g(:nera lly attends 
the school five days ut of the month. 

The SOLlI of the Dra on doj is located only a few miles from 
Shiro ivlirumoto. A seclud d trail leads to the bu ild ings, and very 
few outsiders have stu mbled llnto the premises. Even Ihe: Sc 1'­

pion master spies have yet to discove r the existence of this dojo. 
It is a small, antique bu ild ing tha t has been rebu ilt several time 
over the centuries. Despite the fact that only Hojlltsu 's Lega-y 
students worked on its construc ti n, it is hardy, sturdy, and utili · 
tarian. It is big enough to comfortably house a few dozen oc\:u­
pants at anyone time and has a Sizable training hall. The training 
helll is well fu rnished with everything the ch 01 c u ld possibly 
LIse in the fulfillme nt f its mission . Still, the bushi tra in outside 
un most days to help strengthe n their tie with the kami. 
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z The current mas ter sensei of the school, Mirumoto kit.l . 
o 	 ha held the position for over a decade . After his gempukku, he 

served as ,1 magistrate in Heibasu. He watched over the lands 

a ~ a nd the city with care and cont inued to hone his technique on his 
own. He lVas surprised and honored when his teacher nominated 
him to elller The Sou l of lhe Dragon. lie a ttend ed the school ev­
e ry week for yems and looked con ta ntly for different ways to im­
prove his fo rm . He befriended most everyone there, student and 
sensei ali ke. Even so. Okl ta was shocked \Vhen he was offered 
the posit ion of 1l1ilste r sensei. He was surpri cd even more when 
Togash i Satsu visi ted him the very next day. relil'ving him of his 
duties at Hcibasu so that he could direct all his energy towards 
nurturing The Soul of the Dragon. 

Okita believes in the future of the school. He loves e\le ry Stu­
dent a nd teacher who walks through the dojo's doors and knows 
e,lCh of them personally. He takes the time and listens to each 
sugges tion pa tien tly. He smiles fre4uently and spices the days 
with hi ' light rcasm and wry laughter. His eagerness for the 
projecl s imply makes everyone involved work harder in every 
way. He keeps up with the training along with thc other student s 
.md his kenj lHs ll is a work of beauty. It is evident to cve ryo n" that 
The Soul of the Dragon Dojo lies in G1pablc hands. 

"Cemple of the 'tranquil Fire 
Despite being a smal l Fam ily compared to the Kitsuki , the Tamo­
ri ha\le numerous dojo that dot the Dragon m ullta ins. Each of 
these schools emphasizes a different strength of the Tamori 

IVHS created by the Agc1sha while they were still a part of the Dmg­
011 ,Ian. MOllntilin Home Dojo focuse s on alchemy. the practice 
of mixing herbs and chemicols to create strange. magical effects. 
This remains the main dojo of the Tamori. and every Tamori shu­
ge nja considers this knowledge a part of his rcpertoire. 

The Dragon's Heart Dojo is no less ancient. The J\gasha were 
the first to develop the folded metal technique that is used for 
crafting katana tod,~y. and so they founded the dojo to pass on 
this ancient tradition of weaponsmithing. Unlike the Kaiu En­
ginecring School and the Kaiu Forge . the Dragon's HeMt Dojo 
infuses Illagic in all of their creations. The Twin Sister I3lades that 
many Mirumoto wield are created by the Tamori from the forges 
at the Dragon's Heart Dojo. 

Tcmple of the Tranquil Fire represents the las t of the three 
Tamori trains of thought. Temple of the TranqUil Fire is th" new­
est dojo . as il was created by the Tamori after the War of Spirits. 
In many ways. it is a representation of exactly how far the Tamori 
have evolved since the Agasha separated from the Dragon Clan. 
The Dragon shugenja who attend Ihis dojo take pride in following 
a path that no Agasha has ever followl:d . 

It became clear carlyon that the Tamori would contribute a 
different personality and set of qualities to the Dragon than did 
the I\gash'l. The Family name was founded at the end of the 
\'Var of Spirits as one of Hantei XVI 's demands upon Totur i I's 
reign. /\gasha Tamori was branded a traitor and marked for death 
for his crill1e~ during the War of Spirits. but he escaped his fate 

and disappeared from the face of the earth. Thus the 



Shaitung is a fierce 1V0man with deep r<lnge of emotions. 
She S<lW the fe1i1ure of her father e1S thM of her entire f<lmily. To 
cleanse this sh<lmc. she vowed thilt unlike their predecessors, 
the Tamori would have a I<lrgcr role in the Dre1gon armies. The 
i\gasha h,ld always served on the Sidelines. he<lling the 1V0unded 
<lnd creating charms that would aid the ivlirumoto in combell. The 
Tamori would wade into the thick of b<lttlc alongSide their IVliru­
mota brethren. She received the permission of Togashi Hoshi and 
began developing her Family lIIith this in mind. 

Temple of the TranqUil Fire is a small shrine built on the edge 
of a cliff a fell' hours' travel from Shiro T,llllori. The buildinl> was 
originally created by the Ag<lsh<l to honor the tumultuous bllli 
of the mountain. The trails th,1I lead to the school are hidden 
and rarely used. and only its students frequently tmvel them. The 
fcll' non-Dragon who come to this location are unsettled by its 
jagged and perilous appearclf1cc. Despite the implied violence of 
the i<mdscape , the buildings h<lVl: relll<lined untouched through 
landslides and eruptions from the VVrath of the Kami volcano. 
\Vhether th'lt is a test,lment to the lI'e li placed location of the site 
or to the pmyers said to the k<imi is ,1 point of debate for many 
Dragon scholars. The sensei and students of the school live on 
temple grounds and work as grounuskeepers as part of their du­
ties. They clean the area. tend to the shrine and pray to the bmi 
of the mountain with the same care they take with their lessons. 

Tamori Shaitung created and refined the Tamori Yamabushi 
School e1S the first task of the new ctojo. She served as the first 
sensei of the school and invited several Mirumoto vcternns to 
help shape up the martial aspect of the Yamabushl. Each student 
of Temple of the Tranquil Fire is subject to a varied education. 
On .lIlY given day. he is called to pTactice his sword work with 
Mirumoto bushi. lie must also pmctice the elementa l powers 
In herent in him so that he may call the kilmi to him In chaotic 
.;: ircumst,mce '. Fina lly. he must learn to focus the power of the 
mountain. Only by tapping into the earth kami can the Yama­
bushi reach his full potenllal as a shugenja. 

The sensei of the scha I arc a strange mix of bat tle hardened 
samurai, fierce shugenja. and tranquil monks. Shaitung be­
lieved that the Taillori shou ld be exposed to all the strengths of 
the Dragon Clan to be fully effective. The teachers arc as varied 
in tempe rl1 mcnt Hnd lyle as their vocations. The bush! of the 
5 hool tend to be very foc used and specific 'lbout their lessons. 
The shugenja hold a similar attitude. Speech with the b mi is 
<1 more pers nal matter. and fl nnot be viewed <lS as simple as 
performing a kata. Reg relic " the shugenja hold a more prac­
tical view of conversation with the kami than most other shu­
genja hools. The shugenja teach both direct attack b,lttle spells 
and spells to empower the r 5t of the army. As part L)f Shaitung's 
vigila nce against repeating her fat her'S failures , the Yamabushi 
arc \Veil taught in tec hniques, knowledge, and spells specifically 
meant to c mb:H the power and influence of the Shadowlands. 
Fi nally. the students lea rn how to handle and Lise Illi lsugusuri. 

The monk sen ei of the school provide spiritual gUidance to 
the hmd-working amabushi. The monks are calmer than the 
other teacher and less strict in their sllIdies. They take their uu­
ties toward the Dragon Clan no less -eriously. but they recognize 
the import,ll1ce of some peace in the heart of the chaos of training 
for IVar. The monks help the Ye1mabushl learn focus. and help the 
shugcnja I ,1rn to keep their calm even in the heat of battle. The 
Ya m bushi Ciln only be all asset if they remember 10 use nil the 
most adV<lntageous spells in the right situatlons. That would 1e 
ha rd to do if a amabushi loses hi compo ure and harges into 
the thickest of figh ti ng. 

i\ present, Tamori FUYllmi leads Temple of the Tranquil Fire 
with a firm hand. Though -he is young. her strength of character 
and her affinity with the kami Is undeniable. She believ that 
the Yamabus hi me the future of the Tamori family. As such, she 
takes her work very serioLlsly. She makes sLlre that all of th e sen­
sei of the school are perfo rming their du ties. She is very strl t 
with the students and assigns plini hm nts at the slightest provo­
cation. Some view her tactics lVirh worry and ca ll her administra­
tion of the school owrzealous. Fuyumi's nly response is that 
she is simply doing wh8tevcr she needs to pre erve the strength 
of the school. 

Tamor! Shaitung and I 'aW<I Taeruko loathed each other 
Ince the end f Lhe War f Spirits. Shalrung's father was 

resp nslble for the death of Taeruko's daughter during rhe 
war. Because of her association WltJ1 the traitor, Taeruko 
disliked the new Daimyo. After the two exchanged heated 
words at a Winter Court. the Isllke turned Into mutual ha­
tred. 

As two powerful figures in the the Dragon and the Phoe­
nix Clans (respectively). h wever. Ihey could not simply 
give in t their desire and fight each other_ An actual 
fight between the two would spell a war berween the two 
Clans with .:oumless lives 10 t for the sake of their per nal 
grudge. The two powerful hugenja simply held In their 
emotions, only unleashing on the other when they met at 
courL 

Finally, the two met at a Winter Court and held a match 
of taryu-Ilal to h Ip pa s the time away. They agreed to 
use elemental avatars as proxies tor their duel. Both knew 
that they could vent their frustrations without shedding the 

ther's blood and causing a war between their Clans. Tae­
ruk reated a golem of earth a her repre entative, and 
Shaitung chose a plTit of lire. 

The spint engulfed Taeruko's golem with bli ·tering danc­
ing flames, The golem Ignored the infern and started Its 
Inexorable march 1 ward the spirit, Shaltl.mg made her 
champion dan e around Taeruko's slow movement, blast­
Ing it with flames. uddenly, the golem gilded thr ugh the 
ground so fa I that It seemed like it releported through 
Ihe earth. [t seized the spirit and crushed II against the 
round. 
The bystanders w rc nOI surprised by the outc m of the 

duel. Mter all. Taeruko was an Elemental Mastet and the 
trangest Earth hug n)n In the empire, and Shaltung was 

simply a girl. Mter the duel, Shaitung vowed to strengthen 
her powen; and overcome her enemy. On \.he other hand, 
Taeruko walke away from the duel underestimating heT 
enemy's strengths, dismi ing them as negligent. Her Cal e 
eslimates of Shaltung's power only made her underesli­
mate the Tamorl Dalmyo when they met again on the bat­
tlelield. 
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1rogashi1resfin9 ~rounds 
The monks of the Dragon Ian have no formal dojo to speak of. 
By the very nature of the families, most of the monks are self­
taught, f r no man an wal k the path of anot her in his quest for 
En lightenment. The Hlromi, Toga hi. and Hoshi mostly spend 
their days scattered in monasteries a ross (he Dragon Lands or 
at the High House of Light Itself. 

This Is not t say that n formal train ing exists at all for the 
mystical monks. The tattooed warriors train t gether to hone 
their physical and I11cntal sclves. Though it ls n t requ ired of 
them, ma ny kikage zuml and isc zumi serve in the Dragon armies, 
ill pplng enemies with thei r techniques. They hold classes in the 
middle of the High House of Light, practicing rheir martial arts 
and medita ti ng togethe r. 

The Th ree Orders also enjoy pitting their bodies aga inst the 
forces of nature. They created a game to test how long a pers n 
could live with no aid in the h. rshe t are,lS of the mounta ins. 
The game has no name, but it is played once a year. Though 
th is test may occur at any location within the Dragon Lands, the 
most hal k nging yet most popular area is the Togashi Testing 
Grounds. 

The Togashl Testing Grounds can be found in the moun tains 
behind the High HOllse of Light. It is the most dangerous envi­
rolllm:nt north of the ShadO\ la nds, and many guards surround 
the area to make sure no hapless traveler ac ident:llly crosses 
through these lands. It encompasses several square miles of tra ps 
ready 10 des troy foolish adventurers. The sheer cliffs spell certain 
death for any ne who veers off the wrong path. The weather is 
freeZing at all ti mes, e en in the middle of summer. The smallest 
move can set off an avalanche tha t could eaSily become a grave. 

f curse , the terra in doe not p e the only dangers. Ferocious 
preclat rs prowl through the fir a. searching for suitable prey. 
Some areas seem supernaturally haunted , as if the land it e lf 
seeks to confuse and kill the mon ks, 

Because It can" U s of this expanse of mount.linous wilder­
ness, the Togashi Testing Grounds is the largest dol l in the Em­
pire. Though there arc no buildings for the attendees, the Test­
ing Groun ds were specifically formed to serve as a furnace to 
fo rge the monks. Togashi himself a ltered the spirits in the area 
so that they IV uld act more chaotic than normal. Only the mo t 
powerfu l ta ttooed men arc a llowed into the nrea., for a novice 
might easily make a Illistake and never exi t the grounds. Every 
week. the master sensei of the area car 'fully searches the Testing 
Grounds to make lI rc no one w s left helpless inside the lands. 

The most veteran ise w mi guide the newe r monks through 
the grou nds. They teach the neophytes what dangers to avoid, 
h w t find ,m j survive on the pl:m ts thal grail' here. and how to 
' p r the pH ialls su rround his ev r mov . Most importantly, the 
older monks help the new monks master the newfound power 
that su rges from his tattoos. Those who successfully finish a trip 
illt the T gashi Testing Grou nds arc. rewarded with a permanent 
non-magical tattoo. The drag n-scale tattoo is a clear sign to ,111 
Dragon of the capabilities of the bearer. 

The monks that enter the Tes ting Grounds do so in rwo differ­
ent Wi'ly , The majority f excursions int the cursed lands occllr 
in groups of five to ten. These generally consist of one or two 
veleran monk leading the newer ones through it crash course 
on what 10 expe -1. The rest of the trips arc laken byexperiem::ed 

tatt oed monks t.hat enter alone . They rake nothing with them 
exce pt their clothes, and they leave the grounds nly when they 
feel that they have reached the limits of their skill and capaCity. 
The average trip lasts less than a week. 

Since the Togashi Testing Grounds <'Ire not a true school, there 
are no assigned sensei. Each monk willing to gUide their brethren 
into the lands and help fend off the wild can be considered a 
teacher of the dojo. However, everyone who enters the grounds 
knows of Hitomi Hyotaru, the unoftlcial master oi the Testing 
Grounds. Hyotaru was one of I-he first monks to take the Hitomi 
name <lfter the Second Day of Thunder. He served Hitomi loyally, 
even when he did not believe her orders righteous. Later, when 
he realized the true nature of his actions, he felt utter despair. He 
banished himself into the Togashi Testing Grounds to find a qUick 
death. Instead, he survived for over two decade.s and learned the 
land better than everyone else. Now he prowls the grounds like 
one of the predators, except that he helps anyone who requires 
aid. He speaks very little , as if he has forgotten hO\\l and must 
work to remember. Even with his antisocial natllre, however, he 
will not let any studenl fall to nature's forces while within his 
grasp. 

Dragon Sensei 
The sensei of the Dragon Clan are, as a general rule, driven by 
ferocious loyalty to their Clan and a n intense focus on achieving 
perfection of will and technique. They arc not always the e'lsiest 
of social companions, and there are those who find their strength 
of purpose unsett li ng. But the Dragon do not choose their sensei 
to win P( I ula rity; they choose them to train their samurai to de­
fend both Clan and Empire in a dangerous world. 

F TilL TRANQl)tL fiR 

Air: 3 Earth: 7 Fire: 4 Water: 2 Void: 4 
Reflexes: 4 Strength: 3 

Honor: 2.3 Status: 5.3 Glory: 4.5 

LiRAN K' Tamori Shugenja 5(famori Yamabushi 
ADVAN r: GE . Blessing of the Elements (Fire), Daredevil 
DISADVAN rAG[s: Brash , ntrcHY 
KATA; Spirits and Steel 

prL ': Sense, COllllllune, Summon, Counterspell, ,\rmor of the 
Emperor, Benevolent Protection f Shinsei, Biting Steel, Breath 
of the Fire Dragon, By the Light of Lady Moon, Death of Earth . 
Earth's Touch, The Eye Shall not See, Force of Will, Kam i's 
Strength, Katana of Fire , Path to Inner Peace, Prison of Earth , 
Tetsubo of Earth, Way of Deception 

Kills: Athletics 2. Courtier 4, Defense 6, Divination 2, Eti ­
quette (Sincerity) -I, Heavy Weapons 3, laijutsu 4, Investigation 
(Notice) 7, Kenjutsll (Katana, Wakizashi) 6, Kyujutsu (Yumi) 3, 
L rc: Bushidll 4, Medicine (VVound Treatment) 5. Meditation 4, 
TheOlogy 5 

I'uyu llli is the youngest shugcnja ever to hold the pOSition of 
mil tel" sensei of Temple of the TranqUil Fire. But it seems that she 
was born to the role. 1\ tragedy bcilitated Fuyullli's appOintment 
as the Headmaster of the dolo, and she received n insl"ructi n 'm 
her job. She rose to the occasion and is leading the ch 01 with 
allmira bl skill. 

-~~~~~-~-~---- - - - - ---------- ­



Fuyumi was born in Shiro Kitsuki as the daughter of presti­
gious inves tigators . Her fMher served as an Emerald Magistrat~ 
and t-raveled ,111 across the Empire. Her mother served a s a gua rd 
lVit'hin the cas tle. She was a playful girl who enjoyed outdoor 
g,lmes with her friends. She was always happy, even during the 
tumultuous \ 'Va r of Spirits. Those who saw her knew that she 
would focus her energy in t.he Mirumoto Bushi School. She be­
lieved that her destiny lay within the front lines on the ba ttle­
field. But her dreams were dashed one day when the sensei of the 
Tamori Shugenja School came to unkash he r pote ntia l to speak 
to the kami. 

Fuyumi was not a good student. She hated being s tuck in­
doors in libraries , fo rced to work on her ca lligra phy when a ll she 
wi shed to do was play with wooden swords like her peers. She 
was sullen and silent throughout most of her school days. ' he 
spokc no words during her gempukku , evcn a s the bmi danced 
Jt he r evcry gesture. It was ckar to everyone that though shc had 
not enjoyed her studies . she had paid .mention to her lesson s . 
On her gempukku , she chose a martia l namc to reflect her fierce 
na ture . 

Her teachers bOlVed to the incviwbk. \Vhcn they felt th a t her 
eleme nta l con nect i n had sufficien tly progrcssed, thcy allowed 
her to become a Yamabu h i. Fuyumi was ti nnily happy a nd leapt 
into her s tudles. f\t the Tra nljuil Fire she nurtured her conncction 
with the kami a nd tra ined her body to be rCCldy for war. VVhen it 

came in the form of a wa r agai nst the Phoenix, she leapt at the 
chance to prove herself. She wielded her bla des alongside vet­
eran bush i twice her age . She loved every moment of it. 

Though she would have enjoyed nothing more than TO stay in 
the Dragon army, Fuyumi was dismayed to hea r that the master 
sensei of the school was murdered by an assassin . The s lain sen­
sei had specified this fie ry woman as his successor, since she was 
the best studen t of the Yamabu hi In recent memory. It was an 
unorthodox choice, since It bypassed sev ral senior sensei o f the 
school. However, no one disagreed with it, as her nalmal affinity 
for the Tamori style of magic was undeniable. Though Fuyumi 
harbored some regret at missing lhe heat of battle, she returned 
to the Temple a nd became the master sensei of the school. She 
learned from the other sensei exactly what her duties entailed 
and bega n her life 's work shaping others similar to her spirit. 

f'uyumi pays no special attent ion to her appearance, but it Is 
clear that she is a n exceptionally beautifu l woman. Earth a nd 
Fire kami love her, and flock to her wherever she goes. To those 
who can see the kamL her form a lways seems brigh t and lumi ­
nOLis. Her emotions rage jus t under her skin and she expre. ses 
more emOTions tha n someone of her station should. She is quick 
to anger but it passes just as quickly, Though she may mock her 
students or put them on the spotlight, she is fair and loves all of 
her students . 



---------------------------------------------- - - -

MI R.UMOTO KONDO. [RON M OUNTAJN DOlO EN EI 

Ai r: 4 Earth: 3 Fire: 5 Water: 3 Void: 5 
Reflexes: 5 Strength: 4 

Honor: 4.6 Status: 3.5 Glory: 2.7 

S HooL/RANK; Mirumoto Swordmaster 5/Hojatsu's Legacy 1 
ADVANTAGES: Ambldexrrous, BIshamon's Blessing 
D I ADVANTAGES: Idealistic, Perma nent Wound 
I<A 'A: Borrow the Next Brea~h , The Empire Rests on its dge, 
Standing on the Heavens, Tapping the Void, The World Is Emp­
ty 
SK.ILL5: Athletics 3 , Baltle 3, Craft: Weaponsmith 3, Defense 7, 
Etiquette (Sinceri ty) 4, Games: Go 4, Iaijutsu 3, Instruction (MI­
rumoto Swordmasrer) 2, Investigation (Notice) 4, Jiujutsu 3. Ken­
jutsu (Katana, Wakizashi) 8, Kyujutsu (Yum i) 5, Lore: Bushido 
4, Meditation <I 

Kondo Is an old veteran who has served in the Dragon a rmies 
for decades of continuous war. He stood at the front lines In the 
Battle of Oblivion' Ga te , the battles of the War of pirlts, the 
war against the Phoenix Clan , and the Blood Hunt. His loya lly to 
the Dragon Clan cannot be measured, and his utter belief in the 
righ teousness of the Clan's cause drives his every move. 

Kondo was a preco ious child . He was always the center of 
allen tlon whenever he met his peers . When a lone he was able 
to focus aU of his attentIon on anyone th ing. When he was In­
trigued by the sound of the wind as It swirled a rou nd the face of 
the mountain, he stood motionless for three hour and Ii tened 
to the sound. When his teachers taught him medita tion and how u 
to clear his mi nd ()f other wmldly matters, he was able to do it 
with ut a ny d iffic ulties. This ability aided him in training as a 
duelist. 

His teachers were amazed by his progress and watched him 
closely as he grew up. They selected him as one of the Dragon 
competitor at the prestigious Topaz ChampionshIp. Though he 
did not win the tournament, he performed well and caught the 
eye of many personages of the Empire. A year later, he was given 
the opporrun ity to join the Imperial Legions. He accepted the 
duty with pride. It was a chaotic tIme , a Emperor Toturi I had 
suddenly disappeared and the Empire was left in d i order, and 
there was no shortage of business tha t needed the legions' at· 
tention. Kondo's stInt In the Legions only increased his love of 
the Dragon a nd his faith in bush ida. He swore an oath to hImself 
to let the samurai cod guide every action of his life. He would 
become a living testament of honor. 

Mter he returned to the Dragon Lands, the sensei of the Soul of 
the Dragon Oojo secretly approached him. He asked the young 
samurai to tra in with Hojatsu's Legacy, the elite school whose 
a im is to evolve the dual-wield style. Kondo accepted and took to 
his new training with ageme s. He proved a good addition to the 
school; his in ight into Mlrumoto's technique were Invaluable to 
the olhers, and helped adapt the style even further toward perfec­
tion. 

When the time came for battle once again , Kondo joined the 
Dragon army withoul hesitation. He marched along with the rest 
of his Clan to OblIvion's Gate to save his ancestors, and fought 
victoriously against the Phoenix and the Lion . He was caught in 
the open during Iuchlban's Rain of Blood, but he stood stead­
fast. He could nOI be cmrupled by the promises of dishonorable 
power. He was ecsta tic when the Mirumoto were given the duty 

of clearing out the Bloodspeakers from the Empire and threw 
himself into the task without restraint. One of the cultists slit him 
from hip to chest during one of the raids. and Kondo survived 
only because of the qUick reflexes of Tamori \Nato hu. Unfonu­
nately. the blade that cut him was cursed by dark magic, and the 
severity of the wound forced him to retire from military service. 

Determined to continue to serve his Cla n, Kondo took a posi­
tion as a sensei in the most prestigious dojo teaching the Mi­
rumoto sword style, Iron Mountain DoJo. He performs the job 
with personal humility, but pride in his Clan and School. Even 
with his new vocation, Kondo continues to attend The Soul of the 
Dragon Dojo once every few weeks. He is delighted by the op­
portunity to perfect his dueling skill, and he leaps into his train­
ing with relish. He spends his free time meditating or practicing 
his own techniques. He believes hours of practice are better for 
bushi than anything else, and he advocates this theory to all the 
students under his ca re. 

Kondo is tall and well muscled, reflecting countless hours ( 
training in the ha rsh moun ta ins near Shiro Mirumoto. His wound 
is an ugly cut that sprawls across his entire chest, but he bares 
it to all with pride. He sees the wound as a visible mark of his 
service to the Empire. His voice fills every room he enters, and 
his eyes sparkle as if he is enjoying a se ret joke about the rest 
of the room. He is constantly wearied by his wound, as it causes 
him discomfort at his every move. SUII , he will not let the pain 
defeat him. He tries to Ignore it and continues to arry on as If his 
life has not changed in any fashion. Though thi a ttitude brings 
trouble to h im on occasion, he will not settle for any less than the 
best ffort (rom himsel( and his students. 

Kond wi ll not disclose the existence oCThe Soul of the Dragon 
DoJo to any who should not be privy to that information. Though 
he will do his best to guide any young bushi who requ ires hls 
:lId , he wil l not violate the vows of secrecy that bind him to the 
brotherhood of Hojatsu's Le acy. 

New Mechanics 


Dl'agon Dueling Mechanics 
[se zumi survival: The ise zumi have a peculiar world view, and 
this is reflected in their game of endurance. The Dragon moun­
tains are a wild and untamed land, and the ise zumi make sport 
of disappearing into the wild. Though no point value is ta llied 
and no ise zumi would condemn another for failing this test, 
those involved put their all into each competition. The compet i­
tion is a milder version of the trials the monks must face in the 
Togash i Testing Grounds, located near the High House of Light. 
Some of those who pass through those lands become strangely 
enamored wi th the experience, and participate in the survival 
contests to emulate it. 



Each contestant begins at the same starting point. Everyone 
agrees on a portion of the mou ntain to serve as the test area, us­
ing visible landmarks to define the boundaries. Each contest ant 
must survive in the wild for the durali n of the conte I without 
aid from any other contestant. He can bring nothing into the 
contest area except the clothes on his back. He is allowed to do 
anything inside the contest area to survive. Though de liberate 
sabotage of other contestants Is against the spirit of the competi­
tion, some unscrupulous competi tors have done so in the past. 
If a competitor feels that he can no longer continue, he simply 
exits the test area. TIlose who can last through the duration of 
the contest are all considered the winners. Most of these contests 
last no longer than a few days, though several have been known 
to last a few weeks. 

There is a simple way to res Ive one of these contests, and 
a complex way. The simple way entails having each contestant 
make a Hunting (Survival) Skill Roll against a TN of 10 to survive 
the fi r t day, then once per day thereafter for the duration of the 
test. TIle da ily TN Increases by 2 each day untll the end of the 
fi rst week, after wh ich it increased by 1 per day. The contestants 
who have not failed a single Skill Roll have endured until the end 
of the competition , and have 1V0n. 

The complex way to resolve a survival contest Is to roleplay it 
out, perhaps as if it was a n adventure in and of Itself. 

Kitsuki 's Method contests: This test of investigative and deduc­
tive skill may be resolved by having each contestant make an 
Investigation Skill Roll (any emphasis may be used) against a 
TN determined by the GM. The contestant who succeeds by the 
largest margin wins the competi tion . If no contestant makes a 
suc essJul Skill Roll. then there is no winner, The contest could 
also be roleplayed. 

Threl:! Orders riddle contests: To resolve this competition of wits, 
have the contestants take turns making a Storytell ing or Games: 
Sadane (though it is not sadane, the mechanics of the competi­
tion are reasonably similar) Skill Roll aga inst a TN of 15. Who­
ever fails must drop out of the competition. The last contestant 
remaining wins. 

New Advanced chool: 
f-Iojatsu's Legacy 

(Sushi) 
The Dragon Clan are well known as one of the two pillars of 
orthodox Rokugani dueling practice. Since the dawn of the Em­
pire, the Crane and Dragon have competed endlessly to prove 
whose technique is the superior. Even a duel between Kakita and 
Mirumo Hojatsu , the two samurai who best defined the different 
styles, did little to end the dispute. Though the recent efforts of 
Kaklta Kailen and Mirumoto Uso helped bridge a lot of the dls­
tance , enmity and competltlon will always exi t between the two 
schools of thought. 

The Crime's elite order of duelists is the fam ous Kenshinzen, 
and their reputation inspires both !em and awe throughout the 
Empi re. I-iojatsu 's Lega -y, the elite of the Dragon's duelists , does 
not h ve as large a reputcHi n. In f ct, very few people in the 
Empi re even realize tha t Hojatsu 's Legacy is a separate School 
from the ma in Mirumoto Bushi chool. The students of Hojatsu' 
Legacy do nothi ng to <lI1I10unce their chool , 'll1d only the 111 st 
observanr recognize the very subtle dliferen es in the rance of a 
Hojatsu's Legacy duelist from that of a Mlrumoto School dueliSt. 

Hojatsu 's Legacy Is a secret adva nced sch 01 that was founded 
by the students of i\'lJru moto Hojatsu In the arly days of the 
Empire . Mter Hojatsu 's death in his duel against Kakita, his stu­
dents decided to reevaluate the techniques the ir sensei had used 
and look for ways to improve them . Thllugh they retai ned thei r 
positions in the Dragon armies and contin ued to live in their 
homes as usual. the students also met at a small d jo deep in the 
mountains. 0 troll led to their secret dojo and few ever fou nd 
out about their gatherings. Together. they trai ned and refined the 
techniques their sensei had leit them. Over time , they deve l ped 
ubtle differences that build upon the basics established by the 

Mirullloto duel ing style. 
Holat 'u 's Legacy i- an ever evolVing school. There are never 

1110re than a han lful of students training < t any time, and the 
sensei of the seh 01 humbly state that they arc alway learning oalong \ Ith the students. The sensei of Hoja tsu 's Legacy always 
encourage thei r students to quest ion the style and fo prop e al­ ~ 
terna tive styles. They believe that the school has nly pr gr ed o 
so far because they were brave enough to question Mirumoto 's o 
original teachings. Only by encouraging the same curious mind­ z 
set could HOjatsu's Legacy improve their techniques. 

Only bushi well schooled in the Way f the Mirumom (having 
studied in either the Bushi or Swordlllastcr Schools) may be in­
vited to join Hojatsu's Legacy, Only Dragon samura i have joined 
th is school in the past; it is [I secret of the lan, afte r all. and 
not to be shared with outsiders. Considering U1C Dragon's liberal 
vieIV on ronin, however, this could perhaps change in the fut ure. 
The sensei of ]-\ojatsu's Legacy only ca re about perfecting lheir 
dueling techniques, and it is possi Ie that they would invite a 
promiSing rOllin to their mi 1st. Of course, the bea rers of H jatsu's 
dual-wield techniqu e arc not fools. and the leaders of the school 
are vigilant in protecting the very existence of the sch ool from 
spies and enemies of the Dragon. 

Requirements 
RlNGSrrRAITS: Fire 4, Reflexes 5, Void 5 

'-ILLS: Ken!u tsu 6, Medita tion 4. lore: Bushldo 3 
ADVANTAGE : lear Thinker 

III R. You may waive the Clear TIllnker Advantage as a 
requirement by adding Iaijutsu :1;1S a Skills reqUi rement. 

Tedtniques 
RANK I H IUIURE lsUNwRlnEN 

A member of Hojatsu's Legacy is ready for whatever happens 
around him and reacts with the sharpest mind. Y, tl r opponent 
a lways has the option I choos to "Focus" or" rrikc" fi rst in an 
iaiju tsu duel. Also, the TN to Be I-nt of b th you and you r o ppo, 
nent starts at t5 instead of 5 in an iallutsu due l. Fina lly, you gain 
a bonus equal t your fire Ring to all i'lttack rolls. 
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A Ho jat, u's Legacy d uelist can ( rce everything out of h is mind, 

unlll no th ing exists except for the duel. i\t the beginn ing of an iai­
jut u dLld, you may spend a Vo id Point. For the rc t of the duel, 
your o ppo nent docs not gain the be ne fi ts of a ny Techniques, 

Maste ry Abilitie" spe lls, or ka ta except fo r Techniques that ,111011' 

him to focus add ltl nal times uurlng a duel. Additionally, you 
gain a b nus equal to your Vo id Ring to your TN to Be Hit. This 
bonus a pp lies even dllring a n iaijutsu e!uel. 

RANK J : AN IMPENETRABL[ DHENS[ 

The Hoja tsu's Legacy d uelis t's will is powerful enough to u nncrvc 
his oppone nts . 'v\Then they hes itate, he is prepared to strike . You 
m<ly spend a Void Point to activate this Technique during a n la i­

jutsu d uel. 'v\Thenever your opponent Focuses in a duel, your TN 
to lk Hi t d uring the duel increases by 10 instead of 5, This bonus 
does no! a ffect your opponent's TN to He Hit. 

You d n( t gain th is bonus during a Kenshinzen's Ilrst f ocu s if 
his Rank 1 Technique is in effect (sec The FOllr Winds, p. 7). 

New Path: 

Kikagc Zumi Madman (Monk) 


The kikag-e zum i arc ta ttooed me n, followers of Lady Moon. As 
part of their devotion to the her, they tend to swear fealty to the 
Hitomi Fa mily. The kikage ZLim i have e,nned a reputation in the 
Empire as savage fighters who do not shy ,lway from viole nce, 
But the ru mors abou t them arc only ha lf-true. The kikage zumi 
me indeed a wa rl ike group. However, they balance this aspect of 
their li ves with contempla tion and serenity, much like any other 
monki h order. The enemies of the Drago n have labeled the ki­

kage zum i madmen in hushed ru mors. The most martial of the 
group have eagerly accepted thi s in sult , and bear it dS a badge 

of pride . 
These da nger us mon ks prefer bouts f bru te stTength over the 

riddles of U,e Togashi and the kenjutsu or iaij ut u duels of the 
Miru llloto. Their competit ions, when they hold it, only reinforce 
the prCjuui e that exi t about them. To outsiders, the kikage 
zumi compet itions a ppear to be brutal bl xing ma tches thell have 
no purpose but vio icnce . The kikage zu rn i madme n o n ly 1,1Ugh 
and do noth ing to di spel the misconce pt io n. 

Technique Rank: 4 

Path of Entry: Ise Zuml C\ 

Path of Egress: Ise Zuml 4 

'Technique: 

By the Light of Lady ,Moon 

The kikage W ill i is a ttuned to the s trength of the body and seeks 
e nligh tenmen t th ro ugh the pe rfection o f h is body. Yo ur marti,t1 
migh t simply increelse as a result . You may spend a V id Point 
a a Free Action to activa te this Technique. You ro ll a nu mber of 
extra dice to ',11 unarmed a ttack Hs eq ua l to the number of Tat­

lOOS you h,w e for the next:; Ttlrtl . 
How VCT, you do nOl ga in a Tattoo fo r yo ur next incrc,lse in 

Insight Ran k. 

New Path: 

Kitsuki qal11estet' (Cout'tiet') 


The Kitsuki .o u rtier se rves as the Dragon .Ian 's connection to 
the rest of Rokugan. "\Thile the Dragon Clan as a whole seem to 
detach themselves from the mundane details of the rest of the 
Empire. the Kitsuki Courtie r surrounds himself with every thing 
that would allow him to deal with the other Clans at cou rt on 
something like the ir own terms. The Kit suki realized early on that 
to relate with outside rs, they must leelrl1 the intricacies of court 
life. Using the intense focus normally direcred tow,ud their re­
search, the Kitsuki Gamester has learned to excel at various com­

petitions they might encounter in their duties . These courtiers 
train in pUblic speaking. go, kemari, and various other competi­
tio ns they might face. 

True to Dragon form, most Kitsuki Masters of Games do not 
actively seek out matches to show their prowess. They are s imply 
prepared to face whateve r lies in th e ir future. 

Technique Rank: 4 

Path of Entry: Kitsuki Courtier :I 
Path of Egress: Kitsuki Courtier 4 

Technique-
Scrutiny in entertainment 
The Kitsuki Gil mester recognizes that the games that are played 
u UI ing \,Vinter Court and other gatherings are not mere amu se­
ments to pass the time. They are crucial to the functions of courL 
life, and the Gamester learns to prove himself with everyone. for 
the purposes that require you to dete rm ine your School Rank, 
you r Ki tsuki Courtier School Ra nk is considered [0 be I higher. 
\!\Then entering a duel o r making a Contestee! Skill Roll that does 

not reqUire use of a Bugei Skill, you may spend a Void Poinl as 
a Frl'e A "ti n to activate this Technique. You may switch your 
Investiga tion Skill for any Skill used in resolvin the due l. 

This Technique may not be used on artisan Skills or on Skills 
that reLJuires crafting (for in tance , you do not ga in a bonus dur­
ing a competition o f a rmor smithing.) 

New Path: 

Mirumoto Talons ("Sushi) 


The Talons cue an eli te unit o f figh te rs who a re ordered to where 
the batt le is m 5t intense or the mo t desperate. They are fearless 
warriors. doing 11'11:11 they m us t to serve the Cla n in times o f war. 
They wield thei r b lades in the traditional Mirumoto dual-Wie lding 
style, slashing thei r enemies in a !l urry of blows . They use b th 
blades to deadly efficiency, and few enemies ca n sLand aga in st 

a charge from a legion of Talons. Ironically, many in the Drago n 
Lands view the Talons with disd,li n , cla iming that their seemingly 
wild. free - 'winging ,1Itacks are bar a ric and insulting to the s ­
phis ti a tcd sty le created by Mirumoto. The Talo ns are indiffere nt 

to th is critic ism, holding to the belief thM the ir furious sty le is yet 
a no ther evo lut io n f the daisho technique. 



The Talons form an efficient mil llary unit and do not hold any New Kata : Forest of Blades 
dueling traditions unique to them. Any duels that occur on the 
battlefield involving the Talons tend to be unrecognized duel of 
kenjutsu. Though some individual Talons may be proficient in 
iaijut5u , they as i1 whole prefer to unleash their fury with their 
oIVn deadly slVord technique. 

Technique Rank: 4 
Path of Entry: Mirumoto Bushl 3, Mirulnoto SlVordsl1laster 4 
Path of Egress: Re-en ter the ame school at the appropriate 

Rank 

Technique: The Dragon's Claws 
The Talon focLises all of his will into his attacks as he rips through 
the enemy lines. No weapon can hit him, for he cuts the wid der 
down first. For the purposes of this Technique. your Path of En­
try School Rank is considered to be I Rank higher. If you have 
Rallks in both the SlVordm<1 ster and Bushi Schools. you must 
choose one as you r Path of Entry School for the purposes of this 
Technique. 

Y LI may activate this Technique as a Free AcLion a number of 
times per day equa l to your School Rank. vVhilc you me in the 
Full tlack posture, you gain a bonLls t DR equ<11 to :1 x your 
Path of Enl ry School Ran k IVhen att<1cking wUh a daisho. This 
bonus lasts for a number of rounds equal to your School Rank. 
You may not <1ctivate Lhis Technique more than once at a time in 
order to stack the bonuses. 

PR[PARATION TIME: 10 minutes 
DURATION : 120 minu tes 

The dual-wield style adopted and used by lhe M irumoto is nex­
ibk enough to fit almo t any C' mbaL situation. If the wielder i 
proficient in the style, he is able t a<tack ferociously. with his 
blades leaping out at th enemy like Ihe unending waves of the 
sea. If he lVishes to defend, his second blade crosses in a weave 
lVith his katana unlll there is no weakness le ft undefended. For-

I f BI~ldes helps the M irumutu learn the moves of the guarding 
blades. The bush! learn s to swirl both of his blades in cros ing 
paths without them crashing into each other. He continues this 
motion as he walks slowly in a circle. The kAla helps the bushi by 
augmenti ng the baSic maneuvers he has learned from his sen -ei, 
forming a better defense. 

RAN K' Mirumoto Swordmaster or Miru mOlo Bushi 3 

o r: 3 
I' IAL: You must have Stamina 4 or higher. This kata may only 

be used wlI h a katana and lVakizcl shl. 
(HE • You I11U'[ spend a Void Poinl as a Free Action nfter 
activa ting this ka ta in order to receive its benefits . For 5 rounds, 
you gain a bonus equal I twke your Kenjulsu Skill to y ur TN 
to 13 Hi t. You uffer a penAJty to YOLir air. k rolls equal to your o 
KenJutsu Skil l f r the same period. 
VOID' None. ~ 

o 
N ew Kata: Spirits and Steel z 

I'REI'ARATI N TIME: 20 minutes 
DURATH N : 120 minutes 

The Eyes f the Dragon is a kata dey loped by Ihe Kltsukl Family. 
Though it has been ad pted by the M irumoto, with IVhom it is 
now more comm nly associated, the Kit uki raillily still pract ice 
it and take pride in their a soc\atlon with iI . It began as a ~imple 
exerci c to practice the an of seeing things around them. In the 
original Kit -uki versi n of this ka ta . the practitioner simply stood 
in one place as he slowly shifted in t1 circle. He would then fix 
hi gaze on minute things in each direction. The newest version 
maln tains this part of the kat.!. I Il1wever, the bush i have 1'Il tered 
Ihe kata to Include basic. simple strikes tha t cou ld be used in :111 
iaiju tsu duel. The ka ta leaves the practitioner rcady to catch the 
"rna lie '1 move an rea t wit h blazing speed. 

RANK' Dra£!on Bushi 2. Kitsukl Counier 2. or Kit uki Inve~ tiga­

[Or 2 
0'i1 : 4 

' PE IAI : You Illust h<1W an Investigation Skill Rank of 3 or high­
er. All 'itsuki Courriers may learn this kata , bypas Ing normal 
rest riel ion . 
lrrcer: Y u may ga in a bonus equal twice you r Investigation 
Skil l Rank to your TN to Be I lit c1t all time • in lu ~lIng during 
iaijut5u duel ', H wever, you suffer a penalty equal to your Inves­
tigation Skil l Rank to your attack rolls and roll s during the Focus 
phase of an iaijutsu due/. Additionally, you may not spend <my 
, \-' \'';)\l.'Its to increase your TN to B HIt. 

V \D ' None. 

PRrI'ARA tON TIMl; 10 minutes 

DURA I I N' 120 mlnules 


The Tamori Yamabushi are shugcnj< wh believe in the b<1la nce 

between the spiritual and the physl nl. Though they treasure the 

bmi. they do not neglect Bushido or Iheir Clan's str ng martial 

traditions. This bel ief is apparent in their every movement. This 

kata looks like a normal, basic ata lhM every bushi is taught in 

his childhood. However. IVhlle the Yamabushi performs lhe kala , 

he concentra tes on Ihe kami Ll rrounding him, feeling their move­

ments, and changes as he conti nues his movements. The kala 

helps the Yamabush i sense the ripples every ne of his move­

ments cause on the \ rid around him. Wh n the kat<1 Is com­

plete. the Yam<lbushi i att uned to the movements of bOlh the 

blade and the kami. 


RANK: Tamar! Yamabushi (Path ) 

C ST 'I 


SP[ IA You must have a Kenjutsu Skill of 3 r higher. Tamar! 

Yamabu hi shugenla may learn this ktlta. bypa ' sing normal re­

stri lions. This kalil may only be used wi th a sword or wakiza ­

shL 

Hf I' You gain a bonus to your attack an DR equal to twice 

the remaining number f earth Spell slols y u have left t ca' t for 
the rest of the day. You add your J(enjutsli Ski ll 10 rhe T of all 
your spells. You may not 1I e y ur V id Rln as Earth spell slots 
for the purposes of th is kata. 
VOID. None. 

- - - - - ===---= 
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z New Kiho: Stril<e of the Dragon (Fire
o Kiko) 

o ~ 
TYP[: Martial 
MAST[RY' 7 

This Kino is a favorite of kikage zumi. and many other ise zumi 
as wel l. It is a straightforwnrd nttack against the enemy. You leap 
forward at you opponent. quickly closing with him and striking 
with one flat palm against the chest or forehea I. Y, u focus your 
chi in y ur hand. so that those who arc well connected to the de­
ments can sec a faint red glow around your hand as YO Li attack. 

You may spend a Void Point when making an attack roll. If 
your il ttack is sLicces fu l. you and your opponent make an op­
posed Fire/V/eapon Skill Roll (substitute Jiujitsu if unarmed). 
Your opponent suffers a -I k 1 penalty to this roll if his Fire I{ing 
is 10\ cr than your Fire Ring. If YO Li SLicceed. YOLir opponen t is 
,lffected by your strong disorienting attack. He suffers a penal ty 
in rolled nd kept dice equal to your Fire Ring to all <l tt ,lCk and 
damage rolls for 5 rounds. 

New Kiko: Fall Before the Master 
_ ___ ~(€arth Kiko) 
TYPE' Internal 
MASl fRY: 5 

The name of this Kiho refers to the humility to which all Dragon 
Clan members must hold. no Illatter how strongly pride appears 
in their way. Th ugh they strive to perfect their technique . they 
arc always students of the art rather than its Illaster. [t is easy to 
ex el in duels it one Is ready to face the future . whether it holds 
failure or sLiccess. 

Tho e who have train d in the Students of the Tao Advanced 
School (see The Four" inc/so p. 8) Illay learll this Kiho as if its 
Mastery Level was 3. YOLI may spend a Void Point cfore slarting 
an ial jUlsll . kenjutsu. ta ryu-jiai . or jiujutsu duel. Until the duel is 
over. all of your Traits. your Void Ring. and your VVeapon Skill 
Ranks used in the duel arc considered to be I higher than normal. 
When th duel Is over. those Traits . Skills. and Rings affected by 
this Kiho are c nsldcred to be I lower than normal until you have 
had a cnance to rest for 1 full hour. You may usc this Kiho when 
Imprompru duels occur during battles and skirmishes. 



- --
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CHAPTER FIVE: 

DUELING: 
WAY OF THE LION 

o 
c: 
m 
~.... 

Philosophy 
Lion Clan samurai have always revered their ancestors and the the pillars Ihat s ustain it. To a Lion samu rai. it is vcry importa nt r 
precedents that they set. Though the Clan has gone through th,ll he perlo rm s the morning kata in the l:xact same fashion as ­o 
ma ny upheavals in recent years, lrom having a Clan Champion d id h is 10n:l<1lhers , hundreds 01 years ago. z 
Irom the Kitsu lor the first time in its history, to a disastrous en­ This low for upholding tradition only aids the Lion in tt' , d 
tanglement with maho and the Shadowla nds , the Lion uf crippling them. The Lio n CI;1I1 as a whole rejects unort hodox 
Clan's adherence to tradition has remained one 01 ideas in lavor lor the cLlstoms set by Rokugan at the dawn of the 

Empire. The iaijutsu duel is the only type 01 duel that is olfic lal­
Iy condoned by the Lion Clan. Though the highly martial Lion 

-~---
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samurai practice many interesting and diverse forms of duel ing. 
when it comes to the law. only the standard form of dueling is 
used. The Lion bushi Schools go 10 great lengths to leach all their 
studenLs how to conduct them elves properly in i<li jutsLI. Official 
duels involving Lion Clan samura i tend 1 be to the eath. 

L1n fornlllately. this inflexible stance has placed the Lion Clan 
at a disadvantage versus their eternal rivals . the Crane Clan. 
Though the two Clnn are each other 's equal in many different 
areas, the Crane Clan' mastery of iaijutsu is undisputed, and 
the Kaki ta Sch 01 ha" continued to develop and evolve its tech­
niques whi le the Lion prefer to preserve what they sec as tried 
and true ways. Llon amurai have gone to grecll lengths to avoid 
ialJutsu duel with the Crane . Akodo Kane ka - now the Shogun 
- - defeated the Kenshinzen and Kakita Oailllyo Kakita Ka llen in 
an iai jutsu duel using a dueling stance influenced by the i\kodo 
Bushi chool. but his spectacular victory was n famous except I n 
to the ru le. 

Iaijutsu is not the only type of dueling that occurs within the 
Lion Lands. Kenjutsu duels ;ue equally ,1S popular. Due to the 
problem involved in rec iving p rmissi n for off! lal iaijutsu 
duels. more kcnju tsu duels occur than iai jutsu duels. KenjuLSu 
duels occur often on the battlefield , where no permissIon from 
supeTiors Is required. These duels, though driven by the heat of 
battle, me no less honora Ie than a formal lallut u duel. noth 
ides treat each other with re pect, and a Lion bushi will go to 

grea t lengths to return the blades of his fallen foe to his fami ly. 
A uniquely Lion form of dueling that is derived from the nor­

mal kenjutsu duel is called The GclUntlet. The prclCtice started al 
Lion bushi dojo, and ha only grown in popularity. It is a colllest 
Ihat emphasizes Ihe imp rtance of intelligence and experience, 
of being able to adjust to any ItuM! n one may face. The pur­
pose of the uel is to h w the pure ski ll of the due lisl. not to 
Impress with brute strength or knowledge derived from scro lls. 
Instead , duelists in The auntlet must show that they are able to 
handle different tyl es f weapons that they may face in c1 battlc. 

In The Gauntl'1. the dueli 'I s arc given a electi n of weapons 
they must use tn the duel. These weapons can be as popular as 
a katana and ns obscure (to a Lion warrior, at least) as a ma­
sakari. The warriors must show proficiency with each weapon 
used. Some Lion bushi prefer simply to light as they normally do, 
focu ed n solely on the effecti veness of their attacks. However, 
since this style of duel is judged mostly on the appemance of 

ne' attacks, many ushi tend t exaggerate their movements 
and d fancy maneuvers to impress the judges . 

Kata arc important to Lion bushi becau e they distill sty les of 
their Schools that have been passed down ior genera tions. Each 
ka ta performed by sUldents of the Seh 01 were performed in ex­
actly (he same way by their ance tor ' , hundreds of years ago. 
Therc are many talkai, or competi tion, that pit bushi against 
each other to see who can perform the kata the closest to the 
original technique. 

In a typical Lion taikai, two competitors takes turns perform­
ing before three judges, who consist of a head judge and the two 
other judges. 'ach competitor performs h is kata as best as he 
is able, sticking to the forlll that they learned from their sensei. 
vVhen both competitors have finished their kata . the two sub­
ordinate judges silently indicate whom they believe showed the 
perfect kata. If the judges are unanimous, the competitors move 
on to their next kata . If the two judges are split on a decision , the 
head judge weighs in and indicates who wins that round. Each 
competilion is composed of the best of three rounds. 

The goal of the contest I to sec who can perfonn closest to the 
prescribed method. not to sec who can perform the most difficult 
ka ta. Thus, a bushi performing Striking as Fire perfectly could 
win over a bushi performing Tsuko's Storm with some imperfec" 
tions. Older samurai and older students are viewed strangely if 
they choose a basic kala , but it is strictly within the rules to do 
so. However, if both kata were performed equally well, the more 
complex kata would win . 

Other forms of martial prowes are rewarded in the Lion Lands. 
Defend the Leader is 11 Cl.lllt t that pits two or more teams against 
each other in ,1 battle to defeat the opponents' leader, as signi fi ed 
by smashing a clay CLIp secured to his forehead by a headband. 
They are , essentially, milita ry exercises turned into competi tive 
tests oj <l warrior's ability to keep his head on the ba tt lefield and, 
for the leaders, of their tactical skill and field leaderShip. Though 
most teams are organized in groups of twenty, some of the more 
famous matches involved teams of hundreds of samurai. For a 
Od en The Leader match that was staged in celebration of Han" 
tei XII 's birt hday, the Lion fielded two armies of 500 bushi in the 
fields near losan L1 chi. The leader who led his "army" to victory 
eventually became the head geneml of the Lion armies. 

Though martial competitions tend to dominate the Lion Lands, 
they arc not the only con tests that occur. The Ikoma enjoy con­
tests in Which they attempt to teJlthe more outlandish tales than 
their fellows. Since samurai me discouraged from showing em " 
tion in pUblic , these stmytcll ing contests allow Lion bushi to relax 
and enjoy themselves w!thoutlosing face. Sa dane does not occur 
often in the Lion L<1Jlds, though several other courtly games have 
somc popularity. Games of shogi and go arc very popul'1r alllOng 
Lion bushi and respected as exercises in strategic th inking. In 
fact, it \Vas a Lion - Akodo Soko - who fi rst formalized the rules 
of shogi. and it remains a speCialty of the Clan to this day. They 
sponsor regular tournaments at variou place in the Lion Lands, 
and the soko-mcijin , or shogi champion of the Empire, swears 
honorary fealty to the Lion In honor of Seko's achievement. 

----==- -------~ 



During lhe Ian War and the years before Lhe Battle al 
Oblivion's Gate, two very different men grew together and 
raised a close, Ihough unlikely frIendship. Suana was a 
lam us Acolyte of Water lor the Brotherho d 01 Shin ei 
when the Brotherhood was forced to stand and figh l f r 
their beliefs. He resided slthe temple to which Akodo To­
turt was banished before he rose 10 the Clan hampl n­
hlp. The two became acquaInted and Suana came to her­

lsh his philosophlcal discussions with this conremphltive 
and ex.traordlnary man who would Later become Emperor 
of RQkugan . Toturl's Lion upbringing shaped hi thoughts 
In Imple ways that Suana would have never expe ted. 11 ­
ruri eventually returned to Ihe world , t whaL end hlslory 
has well recorded. 

BUI uana lVas given the chance to take up phil 
phy when another dlsLingulshed LI n warrior came I his 
temple. Ikoma unjin was a veteran of pa t wars, an old 
tnctlclan who sh uld have retired before the ec nc\ Day of 
Thunder, but hung on past his time to onlinue elVlng his 
Clan. The two vastly different men discussed marry things 
about honor. Bu hido. duty, and everything In between. 

During their meeting. they played many games of go a 
they traded Ideas. 

Suana and [kama Gunjln were I:.tJually strong In go and 
often used new and innovative ta lies to attempt 10 throw 
the ather off his rhythm. They played most f their games 
al a mall tea house near Kyuden lkama. Several month 
before the Batlle al Oblivion' Gate. 5uana and lkoma 
Gun)!n engaged in a particularly fierce battle. They were 
evenJy matched. and had drawn themselves Inta a ·tand­
still . Th ugh the game would have resolved If tlley had 
continued II to Irs conclusion, they both declded to leave 
the game as It was and lO finish it when they next met. 

LlnfoJ'\.unarely. both Suana and lkoma unjln fcllin bat­
Lie before they could reunite. To this day, !..he wner of thl! 
tea house leaves their game in its unfinished st.ale in their 
honor. 

The Kltsu F.'Imily as a whole do not enjoy competit ion. The 
shllgenja of the Lion are pea..:eful and benevolent when COIll­
pared to their more martial brethren. T<lryu-jia i duels arc rmc 
within the Lion L1ncls. VVhen they do OCClI r, they tend to be dis­
plays of skill rather than the IW duelists pitting their strengths 
to beat dOlVn eilCh othe r. There a re exceptions to that rule; the 
martial nature of the rest of the Clan sometimes seeps into in­
d ividual Kitsu. Kitsu Okura was one such sh ugenja, ilnd his el­
eme nta l s trengths and his knowledge of taryu- jia i allolVed him to 
m:1 ke a better sholVing in the Jade Championship th,ln anyone 
expected of a Lion. The most popular competition or game within 
Ihe KitSll Lands is a test of reverence for the Lion's history. e ach 
c nlestant in the tournament is given a name of <1 Lion ancestor. 
The contestant must then recite as many Fam ilial connections a s 
he can, including the ancestor 's famous deeds and the battles he 
attended. The Ikom<l are also vcry fond of th is contest. HOlh the 
Kil 'U a mJ Ik ma can be found hos ti ng these tournamen ts during 
ho\ial'o'l<; . 

nstitutions 

The Lion Clan views the upkeep of their schools and dojo a s the 
highest priority. Th ey believe thaI the education of the next gen­
eration should be one of the foremost issues to any Clan. They 
hold nothing back to make sure that alilhe schools are well sup­
plied and staffed by the best samura i a vailable. The Lio n 's love 
of the traditional is reflected in the procedures that run the dojo. 
Each dOjo follows the same methods and procedures it es tab­
lished at its inception, often centuries ago. The Lion are meticu­
lous about the health of the dojo in their lands, and make sure 
that their schools will survive for centuries to come. 

Castle of the SWlfl Sword 
Shiro sano Ken Hayai. or the Castle of the SlVift SlI'oru is the larg­
est establishment in the Kitsu Lands. The area is a sacred place I'TI 

for the Kitsu Family and one of their most importanl temples lies 
inside its walls. However. the Kitsu con ider the Kitsu T mbs the -o 
true spiritual center of their Fam ily. The stronghold is s imply an ­ z 
other city in their lands. In the eyes of the Kitsu, the Ca ' lie of the 
SlVift Sword is by all means a holding of the Akodo Fa mily. Ever 
since its inception. the cast le ha s had irrefutable ties to both of 
the Families ,'Ind a strongly martial histo ry. 

I\kodo Tokoyama. grandson of the Ka mi Akodo. decided that 
the Kitsu lVere too important to be left ungua rded. f\fte r al l. the 
Lion had no shortage of enemies. and the 5111all Kitsu Fa mily wa ' 
not equipped for any war. Tokoy~'Ima ordered the J,.i n to bui ld 
iT strong. defensible castle. complete with A barracks a nd a dojo, 
for any iuture schools. \,Vhen the .3stle of the Swifr Sword was 
completed, TokoYi1ma offered the impressive ca stle to the Kilsu 
as an ,1nccstral home. They ;1ccepted rl1C'l r Cla n Chamr ion's gi ft 
and moved the Shrine of the First Five in to the heart of the ca tie . 
The Kitsu settled into the city and the nearby Kltsu Tombs, a nd 
Akodo bushi SCi' upon their dllly to protec t the c.lst le. 

Tokoyama 1V0uid accept nothing but the bes t from the dojo 
pl'Ked in the exemplary nell' home. Since he was a maste r of the 
I\kodo bushi techniques, the choice of school fo r the Castle of the 
Swift· Sword lVas obvious . The Akodo Fam il y immedia tely moved 
into the nelV ca tie a nd began its 1V0rk establishing the ir futm . 
Their work lVith the dojo continued for the next cigh l cen turies 
without fail. 

But when the i\kodo Fam ily fell during the corpion Ion 
Coup, the Lion .Ian d id not knoll' IVha t 10 do wil h Ihe d jo. The 
school W,lS func tiona l and had many students during Ihat time. 
Many of the sensei com mit ted seppuku in shame. The Ikollla 
Family then offered to house the school tlu ring these tllmuil uous 
times. and the few sensei who were left swore fealty to the Ikoma 
a nd relocated the school to Kyuden Ikoma. The castJe wa slId­
denly left without a mili talY gua rd . The Mat u used the aSl le a 
a way station for the arm ies , but esta blished no permanent pres­
ence. The I\kodo Deathseekers then dec ided to occupy the empty 
lioio and m.lke it their wn . 



The school stayed in the Ikoma stronghold in m,lkeshift build­
ings for over a decade. Though the teachers were given all the 
resources they required to continue their work, their ne\V home 
didn't qu ite feel right to them. So whe n the Akodo regained t'he ir 
na me, Oal myo Akodo Gina\Va made the restoration of the Castle 
of the SWift Sword dojo a pri rit)'. The se nsei of the Akodo Bushi 
School moved back to the ir old quarters , and the Deathseekers 
were happy to accommodate them. 

The Cast le of the Swift Sword \Vas the perfec t place for a bushi 
dojo. The studen ts had r om for tra ining. as the place had many 
wide clearings made sp cifically for tha t purpose. The dojo cov­
ers a wide area of the castle, borderi ng the Kitsu temples ,md 
shrines. It is not an odd sigh t to see monks wa lk past ,111 entire 
squadron of young boys prac ticing a kata. 

The tudents learn how to usc the katana and yumi as the pri­
mary lessons of the school. i\ stables attached to the dojo teaches 
the students horsemanship. After all, the way of the samurai is 
also ca lled the Vlay of the Horse a nd Bow, and the Akodo believe 
in fo llowing the basics . Though the Gauntlet is a predllminant ly 
Matsu tmdtillll , the teacher of the Cas Li o f the Swift S\Vord take 
ca re to ready their studen ts fo r the competlOon . The school has 
ma ny sensei who specia lize in the use o f 11 va riety of weapons, 

both common and unusual. vVcapons like the no-dachi, lessen 
and the yari can easily be learned as pa rt of a student's course of 
study. During his free time, a student may approach a sensei and 
learn the use of a more exotic weapon such as the tetsubo or the 
kusari -gama. 

Intellectual pursuits are just as important to the dojo's course 
of tra ining as the martial instruction. Studen ts a re taught callIg­
raphy by Ikoma masters of ink. They learn to appreciate mus ic 
and analyze paintings. They learn to tap into their creative s ide 
to write be,wtiful works of poetry. The Castle of the Swifr Sword's 
emphasizes the importance of lite rary skill more than any ma jor 
bushi dojo a mong the other Great Clans. 

The sen sei of the school encourage the students to tilke an 
in te res t in lessons outs ide of the classes offered at the dojo. The 
students are not ordered to engage in these activities, but the 
teachers make it clear that any true samurai would voluntarily do 
so. The students are encouraged to attend the library attached to 
the do jo and read ma ny of the scrolls, which include such essen­
ti als as i\kodo's Leadership , but also have many fine works of Iit­
e ralure and history. The tudent could also venture into the Kitsu 
sccll ns of the city, where he could peruse antiques and fine arts. 
i\ student that gains a command of history a nd the fin e a rts is a 
rounded samurai. In sta lling this respect for the fi ne r pa rts of life 
Is as im port ant to a sensei of the Castle of the Swift Sword :1 5 

proper sword work. 



- - - - ------

The current master sensei of the Castle of the Swift Sword is 
!\kodo Hirotsu. He underwent his gempukku ceremony a few 
weeks before the Sc rpion Clan Coup. \"!hen Toturi was cas t 
out as ronin and the Akodo Family disbanded, Hirotsu felt that 
his only choice was to become a Oeathseeker. He survived as a 

ea lhse ker throughout countless battles in the CI,ln \"!ar. He 
he ld onto his incredible self-discipline and devotion to the les­
sons of his School even in the heat of battle . The Oeathseekers' 
casualty rate during the Clan VlTar was astounding, and it is noth­
ing shorl of miraculous that Hiro lSU survived. \Nhen the Akodo 
reformed, Oaimyo Akodo Ginawa asked him to lead the Akodo 
llushi School back to prominence. 

I-lirotsu is a close observer and involves himself closely in the 
dojo's operation. He leads classes of various skill levels. One day 
he instructs the newest class on how to hold a katana, and the 
nexl. he scolds students who are only a few weeks from gradua­
tion . He is used to perfection and expects the same from every­

on around him . He docs not praise his students often, saving 
it only for instances of true excellence. He believes that unwar­
r~~nted pr<lise is more poisonous to a student'S progression th<ln 
any injury. 

aoldenSpider Dojo 
Traditionally, the Kitsu have been pacifists. They are the Lion's 
shugenja Family. and as such they reject the violence and brutal­
ity of the bushi's way. Their service to this most martial of Great 
Clans has been limited to non-combat functions; healing and 
providing spiritual comfort to the bushi was as close as they ever 
got to combat. But when the famed warrior Kitsu Motso became 
the first of his Family to serve as the Lion Clan Champion, the 
Kitsu's view of their role in their Clan began to change. 

Motso's example planted eeds of a new school of thought 
within the Kitsu. Perhaps they were limiting their service to the ir 
lords by shying away from combat. But before he could inspire 
a wholesale reevaluation of his Family's tmditional role, Mot I 

fe ll in battle against the armies of Hantei XVlth in the War of 
Spirits. 

The Kitsu were devastated by the loss of their one and only 
Lion Champion. A young shugenja named Kitsu Reizo had 
watched Motso's final s tand while serving as a healer in the LiOn 
armies. He could h<lve offered his life to protect his lord, but he 
had learned nothing about how to face an enemy in combat. He 
vowed that he lVould learn holV to do so if such an opportunity 
rOSe again. Reizo approached the leaders ol the Clan a few weeks 
after Motso's bu ria l and asked lor permission Lo pioneer a new 
combat shugenja style. The boy was young, and Ki tsu Juri did not 
know if he co uld ha ndle it. De pite his reserva ti n , he realized 
Relzo 's train of thought wa. sound. The new KilSu Oaimyo acqui ­
esced and gave hi m the power to do what he needed in order to 
founJ the hool. 

Re izo established the Golden Spider Dojo in Shiro sano Ken 
Hayai. He wanted his school to be within the Kitsu Lands , but to 
also have a strong lie to the bushi of the Clan. Reizo s<lrisfied his 
ambitions by settling the dojo next to the a rmy barra.:ks. There, 
the Kitsu training wou ld not interrupt the trai ning of the Akodo 
bushi of the astle of the Swift Sword Oojo, but at the same lime 
they 1V0uid have clear access to tool of the warrior's trade. Sev· 
eral bushi retired from active duty ffered R izo their services to 
help train his students as warriors . Reizo eagerly accepted their 
support and began to develop techniques LO Li se more aggressive 
spells in combat. Kitsu began t Join the s h 01 ,1l1d the nu mbers 
of combat-ready Lion shugenja ste<ldily grew. Their approach to 

the Way of the Shugenja i till a dis ti nct minority vielV, but that 
the Golden Spider exists at all is a s ign of holV dramatica lly the 
Kitsu have changed their lVay of thinking in two generations , 

The shugenja who attend the Golden Spider Oojo are taugh t 
how to handle themselves in the middle of bat tle. They are taught 
how to usc the clements to blas t men and armies apart, but that' 
is the least of their lessons. They are taught extensively in the 
Akodo style of kenjutsu and rud imenta ry skills in many other 
weapons. A Ki t u shugenja must be abh; to defend himself with­
out relying on others or tiring out his connections to the clements. 
They are taught mil itary tactics, so thm they ca n react fluidly to 
changes on the battlefield. Finally, they learn how to handle the 
stresses and horrors of war. The Kitsu know that men are ca ­
pable of performing the most heinous of deeds on each other. A 
shugenja canllot prepare for war without preparing for the atroci­
ti es he might sec. Finally, the shugenja learn the techniq ues that 
would allow them to converse with their ancestors a nd tra verse 
the other Spirit Realms. 

The trilining offe red by the Golden Spider 0 jo also develops 
skills that C'1n be utilized in contests. A student learns how to 
handle himself in a taryu-jiai or kenjutsu duel. Many Kitsu als 
practice iaijutsu . Most of the students of the Golden Spider ojo 
also learn popular games. such as go and shogi. 

The founder of the Golden Spider OOj s till serves s its Head­
master. He is now considerably older and has see n cou ntle 5 

horrors from the middle of the battlefield. However, his golden 
eyes still shine with the ideals of and his passion fo r the school. 
Reizo clearly remembers a lime when he was a young m,ln start­
ing out on his quest and loves all of his students for follolVing the 
same path and treats them with more respect than is requ ired 
by their station. Reizo be lieves that all Kitsu must serve next to 
Lion bushi. He will not decla re the train ing of ne of his shugcnJa 
complete until he has experienced at least one battle. 

Reizo is of age to retire, but he wishes to stay on at the Golden 
Spider for as long as he can. However, he knows thm his depar­
ture is inevitable and has already chosen his replacement. Kit u 
Hanashi is more than capable of leading the school a nd current ly 
teaches the most experienced students. Her experime nts with 
new combat styles are starting to bear fruit and he is almost 
ready to presellt them to the rest of the schoo l, Hana shi vows to 
lead the Golden Spider Dojo to greate r heights once II is in her 
charb>e· 

'Heart of the Katana 
Shiro Akodo, the ancestral home of the Akodo Family ilnd the 
site of Hearl of the Ka ta na, the Kensai School's home dojo , Is 
an unremarkable sight. It I ks like yet another fort in a seem­
ingly endless series of utposts that run throughout the Lion 
Lands. The castle was buil t for utility ver comf 'rt or ae the tles. 
Once , tapestries and pain ti ngs depicting famous Lion eve nts in 
history draped the interior wa lls, but they were taken down when 
the Akodo came back into being before the War of pirits. The 
lack of furnishings reflects the fundamental value ' tha t dr ive all 
Akodo. They believe that a samurai must retai n his lighting edge 
by a ny and all neces a ry means. Creat ure comforts only help to 
soften him with a pleasant laxness. A room within Sh iro Ak clo 
resembles that of a barracks with onl the barest necessities. 

Shiro Akodo was the scat of power within the Lion Lands be­
fore the events of the Sc rpion Cla n Coup and the desl ru II n 
of the Akodo Fam ily. The Lion Clan Champion called the place 
home and the cl rcles of power moved with h im. Akodo Tokoya­
ma, one of the ea rliest Ian Cha mpions, gathe red the greatest 
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z 	 swordsmen in his armies and asked them to create the ultimate 
o 	 kenjutsu style. After a few years of work, they developed the Ken­

sa l School. Tokoyama himself became one of its first students, 
humbling himself befon: his sensei like any other supplicant. He 
learned the style and helped refine many of its techniques into 
what they are today. 

The Kensai, or Sword-Saints, aIe a mong the most feare I bushi 
of the Lion Clan. A Kensai is the master of the katana , controlling 
it as naturally if it was a part of his own body. The Niten tech­
nique, the Dragon kenjutsu technique of wielding the katana and 
wakizashi at once, is an intimidating sight because the wielder is 
able to defend himself \ hl! attCIcking; he is also able to ,~ t1ack 

with abandon with a flurry of blades. But the Kensai is fearsome 
because of his precision. \,"hen he wields his katana, he does not 
move an inch more thcln is necessary to neutralize his opponent. 
Through special training, he learns how to move with the flow of 
the ballie and remain unscathed by the chaos. A Kensai is un­
stoppa ble in a kenjutsu duel. His ultimate self-control allows him 
to h andle h imself well in iaijutsu duels as well. 

\Nhe nthe I\kodo Family was disbanded bv Hantei XXXIX's or­
der. Matsu Tsuko moved the headquarters of the Kensai to Shiro 
Matsli . It was imperative that the Heart of the Katana moved 
with it. Though they were lo<lthe to abandon the birthplace of the 
Kensa l. they recognized that the School was ultimately tied more 
c lose ly to the leaders of the Lion Clan. They established a second 
dojo, iden tical to the first, in the outskirts of Shiro Matsu. They 
continued thei r training through the wars that followed. After the 
Battle at Obl ivion 'S Gate, when the Akodo were reinstated in their 
rightful place, the sensei of the Heart of the Katana were only 
happy to return the School to their ancestral home. 

The Hea rt of the Katana Dojo is loc<lted inside the castle itself 
and ha the same plain, purely functional appearance. The train­
ing ha ll a re large a nd well stocked with bokken, shin,li and some 
real ka tana . The housing quarters arc small and provide every­
thing the students could need, but littie more than that. A small 
library of imporlant works is nestled against the training room, so 
the students can exercise their minds while they are not training 
their bod ies. The Kensai practice their sword work outside the 
dojo, m vin~ in unison in large groups as they perform their kala. 
The Kensai also practice combat techniques with one, two, or 
more opponents at once. Those lessons occur inside the training 
room, under close upervision. Heart of the Katana owns several 
bu ildings in Shir M~tsu, but these have remained unoccupied 
and unused ince the fa ll f the Akodo. 

The current master sensei of Heart of the Katana is Matsu Ta ­
kara . Ta kara was a young soldier in the frontlincs during the Clan 
w.u and the Second Day of Thunder. ' he was unprepared to 
fight the I! llem ies from her deepest n ightmares , and the Shadow­
lands cr a tures she faced left an inde li ble mark on her soul. The 
horrors lha t she saw left her mute. Afte r Fu Leng was destroyed 
a nd the safety of the Empire assured , · he rctre,lted to the safety 
of the Heart of the Katana Dojo. She served there as a sensei , 
though she lVas barely older tha n the rest of the stuctents. i\t first, 
she ta ugh t the newest students the most basic techniques and 
ka ta, even though she could communicate only through gestures. 
,he also never stopped s tudying to improve her own stance , and 
aftt:r 30 yt:a rs of constant study she has occomt: the definitive 
Sw ret-Sa in t. She h ilS neve r regained her power of speech, which 
makes her rise as a ensei a t an important do jo of ,1 Major CI,m 
a ll the more remarka ble. Her eyes are peaceful. as she has finilily 
found the balance of the world in the beautiful perfection of a 
katana ·troke. 

Akod 

During the 6th Century. Akodo Kello was one of the most 
admired samuTal In the Empire. He had a well deselVed 
reputation as a brilliant tactician. a kind and gentle soul. 
and yet also a swordsman without peer. He helped develop 
several of the advanced kata Laught to Lion Sword-Saints 
to this day. HI brilliant successes agalnsl everal minor 
YobanJln InCUrsions and In an assault on a Scorpion cas tle 
helped his star rise quickly In the officer corps of the Uon 
armies. It was only a matter f time before he caught the 
attention of the Emperor; Ilantel XVI. 

Soon the Empcror summoned Ketto to Olosan L1chi and 
gave him a command in the imperial Legions. H wever. 
when he was ordered to exterminate a fi hlng villag In the 
Crane Lands because it had been a {C\v day - late with iL~ 
taxes for the yea r, Ketto could no! bring himself (0 perform 
his duties and still call himself an honorable samuraI. 

When Ketto and the Legionnaires arrived at the village. 
a handful f Crane samurai stood wailing. The Crane pros­
trated themselves on the noor as one and begged for a 
pardon for their peasants. Ketto agreed with them thal the 
order W. harsh and did not fit the crime. But the Emper­
or's word wa clear. The village was to be wiped off of rhe 
map. 

When Keno re fused to budge. a young woman nilmed 
o ji Ikuy challenged KeLta to a duel vcr tl,c malter. Ketto 
was n t legally bound to the duel. but he saw In It a way 
OUI of his predicament. He d ismounted. and the two took 
their Slances. For a long moment they st od till . then boll' 
moved simultaneously. Ketl made hi attack before lkuyo 
could draw her blade halfway out of her saya. Hls hand, 
however. was empty - his sword rested by hi ·Ide. Ketto 
fell I Ikuy 's blade with a look of peace illuminating his 
face. 

Doji Ikuyo was arrested and condemned to a common 
execution for engaging In an unlawful duel and bSlruct­
ing the Emperor's jus tice. Howeve r. before her punishment 
ould take place. Hantei XVI was dethroned and killed by 

his own elVanl·. She was pardoned by the new Emperor. 
To th is day, though D il Lkuyo sUlVivcd . Akod Kelt Is 
c n Idered the Irue winner of that ram u du 1. H lS attack 
is remembered by many scholars as "The Perlect Strike," 

Open 	Hand of the Lion Dojo 
From a certain viewpoints , the Ikoma mulct be considered the 
ab rrant Family of the Lion Clan. Ever s ince their inception. th > 
Ikomi! have handled the jobs the rest of the Clan could not fulfill. 
They be ame the courtiers, acting as the spokesmen of the Clan . 
\Nhen the code of the samurai was established , it became clear 
that a true samura i must restrain his emotions in public. The 
I koma Omoidasli decided to act as the Lion 's emotional prox­
Ies , expressing joy, sadnes ,despair, and anger 011 behalf f theiJ 
bush !. 
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Kyuden Ikoma is the stronghold of the Ikoma Family and is 
the home of the Open Hand of the Lion Dojo. It is locared a t the 
base of the Mountain of Seven Thunders. Because of its location , 
Kyudcn Ikoma receives fewer visitors (welcome or unwelcome) 
than the cities located in the more accessible plain s. MOSI of the 
isi tors who do come here don 't care much about the castle. They 

come instead fo r the nea rby Shrine of th e Seven Thunde rs , which 
d raws a lo t of pilgrims who wish to pray to the legendary heroes. 
The lkoma home is simply a resting point along their long jour­
ney. 

Unlike the Kitsu, the Ikoma are as martially inclined as the 
rest o f the Clan. The omoida su who se rve as courtie rs and diplo­
mats often learn iaijutsu so that they may represe nt themse lves 
in duels. The omoidasu also learn to become support sta ff for 
the Lion a rmies, with responsibility for keeping up morale. They 
travel with the armies and share the soldie r's hopes and fem , 
their joys and sorrows. They inspire the troops before the battle 
with songs o r tales of their exploits . W'hen combat begins, the 
omoidasu more often tha n not fo llow the army into the thick of 
battle. To make sure they can survive the chaos of wa r, the (koma 
learn how to handle themselves wi th a ka t na as part of their 
basic lessons. 

The Open Hand of the Lion Dolo is located in the hea rt of 
Kyuden (koma , inside the con fi nes of the castle it se lf. It consists 
of th ree separate buildings and h lIses the be t Ikolll3 -chool In 
the empire. The omoidasu that serve a courtiers a re trained In 

one bUilding, the omoidasu tha t serve as write rs a nd chroniclers 
in another, a nd the historians learn their trade in the last. The 
dojo sees a lot o f traffic in and out. The sensei of the dojo be lieve 
that a student cannot learn if he is forced to only memorize theo­
ries ,md proofs; he must see with his own eyes and pe rsona lly 
experience histo ry in the making. 

Even so, Ikoma omoidasu receive th rough basic tTa ining in 
everything they need to knolV to ful fill their dUlies withi n the 
walls of the Open Ha nd of the Lion. The courtie rs a rc well ver 'cd 
in go, shogi, sadane, kemari , and other form s of gamesmanship 
tha t they may encounter at court. The poets lea rn how to express 
thei r motions within the proper forms of poe try and s ng. All 
three schools lea rn the del:.1 ils of hund reds of the ir ancesto rs ' lin· 
cage, background , and no table deeds. 

The maste r sense i of the Open Ha nd of the Lion is nominally 
the Ikoma Daimyo. It is the Da imyo' dury to secure the $,lfety 
of the Ikoma 's future , and it i considered that a key pa rt of that 
du ry is taking proper care of the f am ily 's educa tiona l system. 
However, it is almost always the case that the leader of the Ikoma 
Family is too busy to hand le actual admin istra tion of the d jo . 
and so he appo ints a scn io r sensei to se rve in h is stead. 

The current senior sense i of the school is Ikoma Jishoemon. 
Ji shoemon just recent ly came to the Job a nd is rather young con­
s idering the importance of the posiLlon , Im mediately after his 
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gcmpukku , he served as il member of the Lion embassy to the 
orpion Lands. It was a treacherous job, representing his Clan 

in the infa mous City of Lies, Ryoko OW<1ri. The constant tension 
only he ghtened his senses, however, and he rapidl y developed 
hi s skills. He quickly developed into a brilliant courlier and a 
discreet spy. He preserves hi s pleasilnt , good-natured bearing 
come what may, and never loses his composure. His love of food 
and drink is insatiable and we ll known . In so doing, he conceals 
his keen intelligence behind a mask of pleasanr obliviousness. 
People often believe on meeting the sensei that he is something 
of an imbecile, but his students and his close friends know that 
it is the opposite of the truth . Jishoemon's sharp instincts and his 
accurate insights will protect the future of his School. 

Lion S ensei 
The Lion choose as their sensei only those who show utmost 
respect for the Clan's history and martial spirit. Surprisingly for 
such a tradition-bound Clan, this does not always mean that the 
samurai with the most seniority become teachers <lnd ri se to the 
position of master sensei . There is always room for a ferocious 
young Lion to m<lke a name for himself as one worthy of teaching 
others the Way of the Lion. 

IKOMA HIR HI , lUTOR OF THE C II AMP ION 

Air: 3 Earth: 3 Fire: 2 Water: 2 Void: 4 

Awareness: 4 Intelligence: 5 Perception: 4 

Honor: 1.9 (3.9) Status: 4.6 Glory: 6.4 

ADVANTAG ES: Balance. Perceived Honor, Precise Memory 
Dt~ADVAN 'A .1:5: Bad Health , Compulsion (sake) 
KATA. Soul's Readiness 

KIll : Acting 3. Calligraphy 4 , Courtier (Gossip) 5. Defense 4 . 
ames: Go 7, Games: Shogi 5, Games : Sadane 4, Kenjutsu (ka ­

ta na) 5, Etiquette 6, Lore : History (Lion Cl an) 7. Meditation 3, 
Storytelling (Bragging) 4, Tea Ceremony 3 

Everyone who knows Ikoma Hiroshi agrees tha t he was born 
under a lucky s ta r. Hiroshi has ri sen in importance and power 
without any interruption since he was a boy. \lVhenever a prob­
lem presented itself. it seemed to disappear before he could for­
mulate a plan to circumvent it. A series of fortunate accidents has 
made him a f<lmou s ourtier within the Lion Lands. Though he 
has some bad habits that could bring d ishonor - perhaps fatal 
dishonor - upon himself. Hiroshi does not think of himse lf as 
a bad ma n, or as someone who docs not perforlll his duty to the 
Clan . He does not fear the negative consequences of his actions , 
since he hai:! never suffered any. 

Nothing in Hiroshi 's lineage markeu him as a nyone special. 
His fa ther served as 'In omoidasu fa ithfu lly for yea rs but never 
ga ined acclaim for any of his works. He created countless poeills. 
epics and songs for the cOllntless bushl that fell before the Sec­
ond Day I Thunder. They were well received and placed lVithin 
the Ikoma Libraries, but they lacked the intangible element that 
ma kes a piece of literature a class ic. His mother served a s a clerk 
in one of the minor li braries in the Ikoma klllds . Hi roshi was their 
only chll so they paid ail of their a ttention to him . They could 
no t trea t their only son with any real sternness, no matter how 
ha rd they tried. 

(kama +litot l kotn" Har-i 
The Ikoma are free to express emotion in publll: with ut 
losIng face. a nd many omoldasu choose to take advantage 
of this right. They laugh In excitement and cry without 
hame when the situatIon calls [or it. A popular game be· 

tween omoidasu j to see who can tell the mo t entertain­
Ing. outlandish tale, drawing rrom whatever ources the 

moldasu has galllered over the years. 
Ikonm HHotsu and Ikoma Hari were brothers. separated 

In age only by one year. Though their duties led them in 
pposire directions, Ihey remained close. Hitot u served in 

the reLinu of Matsu Tlshi , a popular and uccesstul Lion 
general. Harl served as a diplomat to the Phoenix Lands. 
As adults. the two brothers rarely had a chance to meet, bUI 
when Ihey were both al Kyuden tkoma. they frequented a 
ake house together. 

During one of their reunIons, Hltorsu and Harl chal­
lenged each other to s e w1, could better enten.1ln the 
crowd. Harl began first. He leapt to bls feel and wilh a 
loud Shoul and gathered the atlenlion of everyone in Ihe 
building. He promptly leapt I\lto a bawdy tale about his 
dalliances wIth a beautiful Phoenix courHer. weaving in a 
variety of clements guaranteed to amuse a Lion audience: 
Ineffectual Crane duelists. wllllng mistresses, and 11 bum­
bling guard who failed to stop his adventures. Harl's story 
had everyone In sLltches, and when he finl hed the crowd 
clamored for more. 

IlItoLSU. by contrast. rose slowly from his seat. with great 
dignity. One by one the group fell silent. affected by hi regal 
countenanq:. Hilotsu bellan his tale In a soft voi e that stili 
managed 10 fill the room. II was a Imple story or honor, 
lruth , ;:md justice. The hero o[ the story was wronged again 
and again but found the strength 10 persevere in hi fallll 
in Bushldo. He discovered thaI ne man wa the source of 
his misf rtune and traced him back to rhe Imperial City it­
self. When he found out Ihat his opponent was a member of 
an ImpertaJ Family. he kllted him in a duel. Even while hi 
enemy' life blood spilled n the snow before them. he com­
mllted .eppuku so that Ille repercussion of his vengeance 
would not fall upon the Lion Clan. His death poem was sim­
ple yet elegant. and its utterance brought tears t Ille eye of 
everyone In Ille r m. 

The crowd had been amused by Harl's talc. They were 
completely absorbed by Hitotsu'S tale. The vi tor wa 
obvlou . The [w brothers decided to meet again n the 
one-year anniversary f their storytelling duel to have a re­
match. Hari swore to hIs brother that he would find a story 
to outdo anything his elder brother could find. Hltotsu only 
smiled In resp nsc. A few months arter the du I, Hari fell 
to Ille blade of a Phoenix duelist who sought to cleanse 
his honor (rom his wire's transgreSSions with the Ikoma. A 
rew days after liar!' duel. HUot u reli In the line of uly, 
prolectlng his I rd l1shi from ronin assas ins. The brothers 
would never challenge each other again. but their love for 
each other and their love or storie I still remembered al 
Ih<\l 'mall sake house in Kyuden )koma. which commemo­
rates the night thai two Lion samurai held the patrons in 
ullerly spellbound. 

-~-~- ­
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Hiroshi was, howcver, exuded charisma even a s a boy, Every 
one of his playmates looked up to him 85 their natural leader. 
He led dozens of samurai children into one bit of mischief after 
another. Though they were all punished after each dced, the boys 
and girls continued to hang Dn his words. Himshi never received 
any discipline for his transgressions. All he had to do was make a 
show of remmse for his actions, and his parents could not bring 
themselves to puni sh him. 

'v"hen it came time (or him to entcr school, his parents knew 
exactly where their child could expend his excess enerl,'y. He at­
tended the Open Hand of the Lion Dojo and began training as an 
omoidasu. The duties of an omoidasu were a perfect match for 
an extmvert like Hiroshi. He devoured his lessons and se<1rched 
for more ways to perfec t his techniqucs. He impressed his teach­
ers with his devotion to the school and charmed them with his 
friend ly attitude . The sensei knew that Hiroshi would be very 
important to the future of the Lion Clan. They made sure that the 
young boy's name was known by anyone who could help further 
hi career. Immediately after leaving the dDjO, Hiroshi We15 given 
an important post as the chmnicler of M'ltsu Taniko , a young 
tactician who sl1l)wed as much promise as a soldier as Himshi 
showed as a lite rary mtis!. And indeed. Taniko pmved herself ,1 

hem during the Dragon- Phoenix W'1[. Hiroshi came through as 
well, creating an epic history retelling the battle. The stmy and 
Hiroshi both gained popul,uity among the Lion. 

Only one thing has marred Hiro hi' pe rfect path to his des­
tiny. Five years ago, Hi rosh i spent his winter in Shiro Mirumoto 
while recording Matsu Tanashlku's exploits for posterity. He was 
not used to the colder winter a nd fell ill. He was excused from 
his d uties and the young man sea rched the nearby t wn for a 
distraction. He wandered in to a bll5iness run by unscr upulous 
merchants . Hiroshi gambled, dra nk rather more sake than was 
probably good for him, and loved every moment of it. Now that 
he has had a taste of hedonism he cannot ge t enough of it. His 
love of sake and ga mbling has not yet impeded h is duties, but as o 
he falls deeper Into his addictions it is probably inevitable that c: 
they will cause him to stumble. 

/7:"
Hiroshi's rising fame led him to h is current assignment. He -

was assigned to be the tutor of a young bushi just past his gem­
pukku. He would teach the boy the h istory of the many battles 
in the Lion Clan's past, both defeats and triumphs. The leaders 
of the Clan thought it would help the boy more to ha ve someone 
near his age to act as both a sensei and a friend. As it turned out, 
Matsu Yoshino, the son of the Golden Lion of Toshl Ranbo, was 
a lready knowledgeable in the subject and didn't need much tu­
toring. Still, Yoshino immediately gained a liking to the omoidasu 
who was now obliged to teach him, and they became fas t friends. 

l'Tl 
Now that Yoshino has ascended to the Lion Clan Championship , r-
Hiroshi has sudden ly beco me a very Important perso n. -Hiroshi is egotistic, selfish, and ruth less. However, he knows o zbetter than to act out his darker desires In the presence of others 

who might Judge h im , 
and so far, he has 

been able to control 
them when neces­
sary_ He is friendly 
to all his peers. He 

Is po pular with the 
troops because 
he exc Is at cre­
a ting songs and 
poems to inspire 

and amuse the 
bush!. When­
ever he meets 
a fl edgling 

omoidasu, he 
is eager to aid 
the neophyte 
wilh so ngs and 
advice. His e n­

thusiasm for his 
Job is clear to ev­
eryone and his 
eagerness Is infec­
tious. 



z AK 0 'IN, YOUNG KEN AI 

o Air: 5 Earth: 4 Fire: 4 Water: 3 Void: 5 

1:3 Reflexes : 7 Agility: 6 Perception: 5 

Honor: 3.2 Status: 4.6 Glory: 2.5 

SCHOOVRANJ<: Akodo Bushi 5/Lion Kensai I 
ADVANTAGES: Great Destiny, Great Potential (Kenjutsu), Tacti­
cian 
DISADVANTAGES' Brash, Idealistic, Small 
KATA; Armed Brilliance, Emptying the Soul. Fury Without End, 
Gentle Blade of WInter, Matsu's Vengeance, Soul 's ReadI ness, 
Striking as Fire, Striking as Wind, Victory of the River 
Skills: Athletics 3, Battle (Mass Combat, Skirmish) 6, Calligraphy 
4, Etiquette 2, Games: Go 5, Iaijutsu 5, Investigation (Notice) 4, 
Kenjutsu (Katana) 8, Kyujutsu 5, Lore: History 4, Meditation 5, 
Tea Ceremony 4 

Akodo Ji n is the youngest samurai ever accepted to the Lion Ken­
sal SchOOl. Whispers abound in the Lion Lands of political favors 
and preferential treatment that allowed the young bushi to be ac­
cepted to this prestigious and exclusive School. Those who have 
seen him In action, however, are silent on this score. They know 
that he has earned every right to be a Kensai. 

Akodo Jin was born to two bushi who suffe red through the dis­
solution of the Akodo Family before the Second Day of Thunder. 
His father was adopted in to the Ikoma foll owing Hantei XXXIX's 
decree disbanding the Akodo. His mother had turned ronin after 
the decree, and had followed the banner of the Black Wolf. Both 
retu rned to the fold only after the Akodo Family was reformed 
after the Battle of Oblivion's Gate. Akodo Jin grew up trying to 
square the proud legacy of honorable service to Clan and Em­
peror tha t the Akodo knew to be theirs by right with the lingering 
effect of the sla nders lhat had brought down the Family down in 
the Scorpion Clan Coup. 

Fortunately, these complications did not affect Jin's attitude. 
He was a happy, outgoing child who played with no cares on his 
mind. He loved playing at being a heroic samurai, fighting mock 
ba ttles with his peer tha t raged across the entire castle. He ap­
plied himself to his studies as diligently as he did to his games. 
He showed amazing focus whenever he practiced the steps of his 
kata or studied the scroUs that laid out the past of the Akodo. Jin 
loved the tales of his ancestors and took the teachings of Bushido 
to heart. 

Jin joined the Lion legions shortly before the death of Toturi 
I and served th rough the tumultuous years afterwards. The war 
agai nst the Dragon, the Tsuno, and the Unicorn did nothing to 
dampen his love of Bushido. During the disaster that was the 
War of the Rich Frog, Jin [mpres ed his superiors with his skill 
with the katana. /In 's sensei In the Akodo Bushi School recom­
mended him to the sensei of the Kensai School. and coupled with 
the approval of his superiors, lin was accepted. He embraced the 
new opportunity handed to him with zeal. 

Many criticize ]In for aUowing his emotions to show at inop­
portune times. Though he strives for the self-mastery expected of 
a samuraI and attempts to present a calm public face, his emo­
tions tend to rule his decisions. lin is too young to serve as a 
formal sensei to any character. However, he is more than willing 
to aid anyone who approaches him. 

One thing that is apparent in all interactions with Akodo Jin is 
his zest for life. He smiles frequently and cannot hide his energy. 
He is the consummate warrior, one who enthusiastically performs 
his duty. He is extremely loyal to those he considers his friends. 
Whether in battle, practicing kata , or even reading, he puts all of 
his focus into the task at hand. Jin is friendly to all and will treat 
all students with the utmost respect. 

New Mechanics 


Lion Dueling Mechanics 
The Gauntlet: Treat The Gauntlet as a series of 3-round skir­

mishes, with the exact number depending on how many different 
weapons are used. First, determine the number of weapons that 
will be used. It may be left to the contestants to agree on the 
number, or the judges may impose it. Then decide which weap­
ons will be used; theoretically, any weapon considered worthy of 
a samurai is available. The contestants use wooden replicas of 
the weapons chosen; treat them as having a DR of Ok I. 

In each segment of the contest, the competitors fight each 
other using the same weapon for a period of 3 combat rounds. 
When the 3 rounds arc over, the duelists get ready with the next 
weapon, then another skirmish begins. When the duelists have 
gone through all 01 the weapons chosen for the contest, the judg­
es tota l up the points scored by each. The duelist who earned 
more points wins the duel. 

The point of the duel is to show proficiency with the chosen 
weapons, not brute force. Thus, the contestants are rewarded 
based on the number of hits scored against one's opponent, with 
bonuses given by the judges for attacks that they deem particu­
larly skillful. 

1/'eat The Gauntlet as an adjudicated contest, in that judges 
are reqUired to observe and tally the hits that each contestant 
scores, and to reward what they deem as outstanding successes. 
In that sense, subjective observation is reqUired to determine the 
winner of the duel. and the final results may be warped by the 
biases of the judges. To resolve the contest in a purely objective 
way, grant each competitor I point for each successful a ttack rol l. 
They a lso receive I point for each Raise on a successful attack 
roll ; this includes Free Raises as well as normal ones. High point 
total wins. In case of a tie, the judges' discretion serves as the tie 
break. 

Talkai: Taikai is a general term for a contest in which bushi 
perfoml ka ta to sec whose form is the most perfect. The origi­
nal taika i was created in the Lion Lands as a way of showcas­
ing the students' reverence for their Clan's martial traditions, as 
expressed in thei r ancient weapons practice forms. To this day, 
the taikai Is seen frequently in the Lion Lands as a way of test­
Ing students' profiCiency in kata. But these rules can be adapted 
for lournaments of mart ial arts (as might be held in the Dragon 
Lands) or even displays of shugenja power (a might be held in 
the Phoenix Lands). 
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A typical taikai consists of three rounds, in which the com­
petitors take turns performing a kata of their choice. The con­
testant who wins the Judges' favor in two of three rounds wins 
the match. To perform a kata for the taikai, a competitor makes 
a VoicllWeapon Skill Roll, using the Weapon Skill of the weapon 
used in the kata. The TN is 5 x the point cost of the kata. 

Each competitor receives 10 points for succeeding on his roll. 
For each Raise made on the VoidtWeapon Skill Roll , he gains 5 

extra poin ts. Finally, add the point cost of the kata. The winner 
of that round is the one who accrued the most points in that 
round. 

Treat a taikai as an adjudicated contest , a s per the gUidelines 
on p. 16. In any event, if the two competitors have exactly the 
a rne amount of points after the third round, then it is up to the 

GM to decide who wins, and the sorts of considerations described 
in the discussion of adjudicated contests apply. 

Defend the Leader: To resolve a Defend the Leader match 
quickly, treat it as a serle of Contested Battle (Skirmish) Skill 
Roll between the leaders of the two teams. The winner of the 
roll gets to make a 7k4 attack with 4 Raises against the opposing 
leader. If it succeeds, the attack has smashed the clay cup on the 
leader's forehead, and that side wins the match. If it fails, make 
another Contested Battle (Skirmish) Skill Roll and repeat the pro­
cess. 

New Path: Lioness Le~ion (Bushi) 
The Lioness Legion Is a small , elite bus i unit well known for 
fas t. aggressive atta.:k a t the heart of an enemy army. Just like 
the fa mous Lion's Pride, the Lioness Legion accept only female 
warriors in to their ranks. Bushi of the Lioness Legion rea lize that 
thei r aggressive comba t style leaves them vulnerable to attack. 
BUl in tead of changing their stance to guard their weaknesses, 
they choose to leave themselves open, goading their enemies to 
counterattack so that they may strike at the openings presented 
by the counterstroke. It Is a dangerous technique, but the Lioness 
Legionnaires are more than up to the challenge. 

Technique Rank: 4 
Requirements: Honor Rank of 3, Kenju tsu 6 , Defense 4 
Path of Entry: Matsu Berserker 3 
Path of Egress: Matsu Berserker 4, Lion's Pride 1 (Ii require­

ments of the Advanced School a re met) 

Technique: "'['he Predator's Assault 
A bu hi of the Lioness legion knows her weakness but embraces 
It, using it to trap her enemies. If y u are In the Full Attack pos­
ture , you may spend a Void Point when someone decides to at­
lack you to activate this Technique. You may immediately make 
an attack against that opponent If he is within melee range. Only 
after your attack Is fully resolved may he then make his attack 
roll against you (if he is till able, of cou rse). 

New Path: Matsu Duelist (Bushi) 
Against t.'l eir ancient rivals the Crane, the Lion Ian has tradi­
tionally been at a disadvantage when it comes to lalj utsu. The 
Crane Clan has a centuries-long tradition of iaijutsu descended 
from Kakita himself and they have refined it to the point of treat­
ing it as a \OTm 01 art. Most Lion bushi Schools teach the style 
as protection from thei r rivals, but hi t rkally, few have foclIsed 

-

only on ia ijutsu. This changed du ring the chaotic y\: ars befo re 
the Second Day of Thunde r. Matsu Sciju ro spent his childhood 
studying at the Ka kita Dueling Academy as pcHt of an exchange 
progrilm . He analyzed what he learned from the Cmne and a l­
tered it to best benefit the Li n . Though th l school is rela lively 
new. it has received substantial support from the leadership of 
the Lion Clan . The leaders watch tv ga uge the school's effective­
ness, ready to incre,l se funding and ass istance if it becomes a 
huge aid agai nst the Crfll1e. 

oTechnique Rank: 2 c:
Requirements: Iaijutsu 3 I'TI 
Path of Entry: Any Lion School Rank 1 ~ 

Path of Egress: Reenter the same School a t the appropriate Z 
Rank or Matsu Berserker t Cl 

~"'['echnique: Seijuro's Legacy 
MatslI Dueli ts s tudy the life a nd deeds of Matsu Seijuro, hero of ~ 
the Cla n vVar, as well as his techniques. Seij ur , . contribulion to o 
the art of lhe duel give a Lion duelist technical ski ll tha t in form 'TI 

...;his head and limbs, while Seijuro's LOumge nd devoli n to the :r:Lion Clan inspire his hea rt and spirit. You gain a bonu equal 
M"l 

to your Honor Rank to your TN to be Hit, your .llIack rolls, and 
r 

your DR. In an iaijutsu duel, you mayals f ocus a n additional ­
number of times equa l to your Honor Ran k. o z 

New Kata : Al'med Brilliance 
I'R PARATION T IME: 20 minutes 

URATlON: 120 minutes 

)\ LiOl1 bushi mlls t be ready to prove himself ..lS a skilled war­
rior, both on til baUlcfield a nd in unexpected qua rters. A smart 
bu hi realizes thaI he wll! n t always have hi weap n of choi e 
:II h:lI1d when f"1C iJ1g the enemy. Ma ny Lion bushi dojo teach 
their students to wIeld Illany different ty pes of weapon s so that 
they will a lways c prepared. This kata can be performed with 
any weap 11 . Mo I' bushi go through this exercise with rheir 
I11 0sttrusted weapon. the btan;] . The bushi sta nds in one place, 
swinging his blade frolll one strike \0 the other, cach one imitat­
ing the preferred attack of ,1 different wcapon. 

RANK; Any Lion School 2 
OST: J 

~p IAI : You must have at least two different vVeapon Skills at' 

Rank 3 or higher. 
[rrf . F r the duration of the kata, your highest Weapon Skill 
R<1nk is reduced by I . However, you .lre considered 10 have a 
Skill Rank in all Weapon Skills equal to your adjusted hight: t 
Weapon Skill. f'or exa mple . if your highest Weapon Skil l is Ken­
jutsu 7, for the durati n of the kata you are considered to have 6 
Skill R:lnk in Kenjutsu, a nd 5 Skill Ranks for all other \Veapon 
Skills. 

You do not gain b\:nefits for a ny Emphases that you do nOl al ­
rcady have without the Skills given by this kala. You d not ga in 
Mastery l\bilities to which you did not have access before. 
V ID: None . 
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z New Kata: emptying the Soul 
o 

PRLPARA I N TIMr:! 20 minutes 
.:oJ­ DURATION: 90 minutes 
"-l 

This kata is a speci.~lty of the Kensai. It involves attacking critical 
~ points on the body with feather- light touches of tile blade. leaving 

only slight cuts on his opponcn t. H wever. you focus part of your 
spirit into each blow. disrupting the enemy's cili. The kala itself 
is unimpressivc to wat h. as it relics on movements so quick and 
Iighl as to be almost undetectable. But if it succeeds. it drains 
your opponent f hi abili ty to marshal his treng th at crucial 
moment . 

[fF[ While the kata is active. you m<,y Rai se 4 times on any 
attack to tmget a vital spot on the enemy's body that control s 

PC IAl: Must be used with a katana. 

w their chi. On a successful attack. you ro ll half the normal number 
of die for your DR, rounded up. However. you and your targetu.. 

>­
must make a contested VoicllKenjutsu Roll. If you win , the target 
may nOl u e Void Points for the next day. I.U " VOl [); You may spend .1 Void Point to gain 2 Free Raises on all 
your VoidIKenjulsu Rolls [or tile duration of the kata. 

New Kata: rite Paragon of D efense 
PREPARATION TIME: 20 minutes 
DURATION: 120 minutes 

This kata involves a series of swift sweeping strikes that extend 
to the limit of your reach. You strike continually as you move in a 
full circle. then move Similarly once again, but in a smaller ci rcle . 
\-Vith the completion of the kala, you are able to move with your 
enemies' blades all around you , dodging their blows as if they 
moved aside for his body. 

RANK: Kensai 2 
C ST. IO 
'II' [ IAL MuSl be used with a katana. 

[fF[CT: You ga in a bonus to your TN to Be Hit equal to 5 x the 

number of opponents within 10' o f you. You may not assume the 

Full Defense posture while this kata is active. 

V )1 [) You may spend a Void Point to increase the radius of the 

kata by an additional 10'. 


New Kata: The Perfect Stance 
I'RLI'ARATION T IM[: 15 minutes 
DURATION: 120 minutes 

The Lion realize Ihat sometimes the mere threat of defeat can 
unman an opponent. If the opponent believes you stronger than 
you are . his mind will destroy him for you, This ka ta focuses on 
the basic strokes of attacking and the standard ialJutsu strike, 
performed very slowly. When you fi nish the kata , your body be­
comes accustomed to the perfect strikes that it has executed over 
the duration of the kata . Though it does not improve your at­
tacks or iaijlltsu strikes . an opponent lhm attempts to assess your 
strength would be fooled by your readiness. 

RANK; Any Lion Bushi School Rank 2 
T ' 4 

PE IAL: You mLlst have laijutsll 4 or higher. 
[n[C[. Your Agil ity. Reflexes. Void Ring and laijutsu Skill Rank 
appe:u to be 2 higher to everyone else during the Challenge 
phase of an laijutsu duel. 
V I D: You may spend a Void Point to increase the bonus given 
by th is kata to 3 for its duration , 

N ew Kat,,: Soul's Readiness 
i'RlPARATI N TIM E: 30 minutes 
Du RATI N: 120 minutes 

The Lion bushi realizes that to follow an enemy's tempo is to lose 
contr I ancl , ultimately. his life. To triumph . he must alter lhe 
pace of the fight nUl the enemy is himself caught in the Lion 's 
trap. Soul's Readiness uses a se ries of alternating slow and fast 
strikes aimed at various parts of a phantom enemy. By the end of 
the ka ta. you have emptied your mind of all clutter. and are calm 
and ready to face the enemy with a clear head. 

RAN K. Any Lion Seh I 2 
f: 5 

I t ECT: Your Ini tiative may not be affected by any opponent's 
Techniques, Advantages, Spells, or Tides of Battle Roll s. You may 
ro ll a Tides of Bailie Roll on every turn, regardless of whether or 
not you have suffered Wounds. However, you suITer a - lk \ pen­
alty 10 your Initiative Roll. 
VOID; Nne. 
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CHAPTER SIX: 

DUELl G:WAY 

OF THE MANTIS 


Philosophy 
Unlike the other Great Clans, the Mantis were not created di­
rectly by the Kami. Indeed , the Mantis samurai claim that their 
Clan was forged by the undaunted perseverance and unwaver­
ing conviction of the outstanding mortals whom they are proud 
to call their ancestors. Long ago, when Hida Kaimetsu-uo was 
denied his rightful place among the Crab, he and his follow­
er formed the first Minor Clan in the Empire's h istory. Calling 
themselves the Mantis, they set out to the tropica l islands off the 
coast of Rokugan, and there they forged a meager existence for 
themselves. By leaving the Crab and establishing their own Clan, 
these brave individuals sought to build a new life for themselves 
in the distant isles of Silk and Spice. For years, they remained 
largely out of sight of Rokugan, rarely meddling in the affairs of 
the Empire. During this time, they accumulated an impressive 
amount of wealth through piracy and trade. The harsh condi­
tions in which they learned to thrive formed the strong character 
and forged the deep sense of individualism of the people of the 
Mantis, turning them into the unique and proud samurai they 
are today. 

It was not until after the Second Day of Thunder, when Yor­
Itomo bravely led h is Clan into battle agai nst the Shadowlands, 
that the Mantis was recognize as one of the Empi re's Great Clans. 
FIghting alongside the other Great Clans, those who had long 
been considered little more than pirates and opportunists proved 
the ir courage and strength In battle, as well as their loyalty to 
the Emperor. Since the Yoritomo Family was neither very large 
nor particula rly mighty, the Mantis, although they now had the 
official status of a Great Clan, still lacked the power of one. It 
was not until they welcomed two Minor Clans, the Centipede 
and the Wasp, in to their ranks (which soon respectively became 
the Moshi and Tsuruchi Families) that the Mantis strengthened 
their numbers and their power. For the fi rst time in its short his­
tory, the Mantis was now truly one of the Great Clans of the Em­
pire, in both power and status. By adding extra Tsuruchi muscle 
aM m ~h needed Moshi shugenja , the Mantis ensured that their 
place in Rokugan would endure. 

-i 
::t 
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The unique hismry of the Mantis Ia n makes thei r sa mura i 
very different from those of mo t other Great Cla ns . Indeed. 
though they are immensely practical and pragmatiC, the Man­
tis arc not as altached to traditions as most of their riva l Ian '. 
They are used to the harsh living conditions of the world 's mo t 
isolated isl,lnds, they know how to navigate the seas, they have 
made contacts with people of distant lands. and they wield not 
only the sword but also a number of less conventional weapons 
in combat. Their battle tactics ,He as unorth dox as they me , and 
many Rokugani samurai fJil to understa nd their bre thrcn from 
the M'lIltis Clan. 

Uniquely among the Great Clans. the Mantis consider the bow 
and several peasants' weapons, notably the kama ami tonfa, as 
deadly and often cven more practical than the katana and lhe 
wakizashi. For a Mantis , there is no shame in usIng a weapon 
that is traditionally considered beneath a samurai's skil l level, 
especially on the high seas, which presents a drama tically d iffer­
ent combat environment than land. 

Considering their unique history and attitudes, it comes as no 
surprise that the members of thc Mantis CI,ln see dueling as do 
no samurai hailing from one of the other Great Clans. Ev n less 
orthodox in their view and practice of the duel than thc members 
of the Unicorn Cla n , the Mantis have a very long tradition of du­
eling, but they engage duels in such a singular fashion that those 
from othcr Clans often fail to underst and the purpose behind 
such contests. J\lthough samurai of the Mantis use the duel for 
the same reasons membc~ of rival Clans do - mainly to settle 
disputes and points of honor between two individuals or parties 
- they view more traditional forms of dueling, such as the prac­
tice of iaijutsu, as old fashioned . More important l , they consider 
all the ceremonies surrounding a formal duel as unnece sa rl ly 
lavish and antiquated. They sec such traditions as ext raneous , 
and in no way representative of what a formal duel between two 
honorable samurai of the Empire should be. 

Like their distant Cmb cousins, members of thc Ma ntiS Clan 
- espccially those indiViduals ha iling from the YorilOmo Family 
- value strcngth and stamina above all else. For them, duels 
betwl::cll samurai are not simply test of skills or courage bc­
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tween two individuals. but elisa means to measure one's own 
endu rance and raw physical pow'r. Because of this. most duels 
berween members of the Ma ntis Clan lnclucles the d rinking of 
sake before . and sometimes even duri ng. the contest. This tradi­
tion dates back to the early days of the Clan. when its samurai 
roamed Ihe seas in search of lands a nd riches. In those days. 
conflicts between individuals were resolved SWiftly in order to 
mainta in rder aboa rd ship or with in small villages. vVhen con­
flicts arose. the samura i of the Clan would meet in formal duels. 
which \\Icre pre eded by long hours of drinki ng and celebrating. 
Friends and fa milies of the duelists would partake in these cele­
brations a nd would li st the virt ues and accomplishmen ts of their 
favorite candidates . Inebri<1ted. the che111enge rs would then piCK 
up thei r favorite we;lpon a nd face each other in single combat. 
The individual best able to c pe with the effects the alcohol h;~d 

on his body was con sidered to be the toughest and most will fu l of 
the two con testa nts. but not necessarily the victor - but he was 
considered as being the one with the best chances of winningl he 
duels. These fights usually ended with first lood , Ihe winner of 
Ihe bou t bei ng the first one able to inju re his opponen t. but Illore 
importan t con ll icts were sometimes fou ght to rhe death. These. 

however. were extremely rare. as each member of the small and 
isolated Clan was of foremost importance to the SlirViVill of the 
Mantis. 

The oldest of the Mantis ' dueling traditions was founded by 
the ancestors of the Yoritomo in the days when they were the 
only samurai of the Clan. It is simply called The Race. Essentia lly 
a race aboard small kobune between two samurai. this contest 
originated in the main shipyard of the Clan. where the sc1mur<ii 
in charge of supervising the cra ftsmen building their ships oc­
casionally challenged each other to friendly competitions aboard 
their boats. This custom gave them a chance to practice their 
craft and show off their skills while at the same time engage in a 
leisure activity that lVas well regarded by the nobles of the Clan. 
The race between two or more kobunc quickly became a popular 
event among Ihe anceSlors of the Yoritomo s,l[nurai . and follow­
ers of the Mantis. regardless of their slKi,ll rank. learned to ap­
preCiate the spectacle of such challenges. 

It was not until years later that the Mantis samurai began to 
use kobune races as formal means to settle disputes or points 
of honor between themselves . During such formal competitions. 
they sometimes added 10 the complcxity of the evenl by making 
~Jttacks aga ins t their rival permissible under the ru les. The formal 
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race became a dange rou s a ffair where both duelists often risked 
mortal wounds Qr fallin g ove rboard and drowning. The danger 
of such duels becamc so great tha t the Manti s Champion soon 
had to bim this practice. The Race in its origina l form, however, 
remains the most popular type of dueling in the Mc1l1tis Clan, 
especially among the Yoritomo Family. 

The Yoritomo have al so created from their unique heritage an­
other distinctive fo rm of du ling - one that is more conventional 
than The Race, but still eccentTic by comparison to the other 
Great Clans. fighting with kama and tonfa is <1 skill thilt the Fam­
ily learned well as sea fa rers , both being weapons that one could 
use effectivel)' in very close quarte rs. Based on generations of 
experie nce , Yoritoillo sensei teach their bushi to fight with e ither 
weapon two-handed, in a flurry of Illotion that, at the highest 
leve ls of proficiency. is a lmost impossible to track with the naked 
eye. 

Yori tomo warriors are so comforta ble with this sty le of fighting 
that they have enshrined it as a type of due ling when settling 
Illa tters of honor aillong themselves. Known as The vVhiriwind 
for the constant and unpredicta ble storm of motion that the du­
elists crea te, it is a spectacle every bit as entrancing as a duel 
between master swordsmen. News of an impending vVhirlwind 
always genera tes exc itement mn ong Yo ritomo of ;111 social ranks. 
and such a duel never wants for witnesses o r a judge. 

Legends hold that It was Tsuruchi hlms If who foughl the 
first iormal archery duel that was a true personal combat 
rather than a simple lest of skill with a bow. The most com­
mon version of the talc proclaims that It took plact! sh rtly 
after the tteach ry that ent Tsuruchl on a gory ,ampalgn 
of vengeance against the samurai of the Lion and orplon 
Clans. It Is said that. as Tsuruchl was plotting the danger­
ous forays that would allow him to reclaim what had right­
fully belonged to his parents, Ton. one of his IllOSI trusted 
lieutenants, refused to have any part In the affair. Ton even 
went as far as aying that Tsuruehl had gon!: mad. thai the 
spirits f revenge and bloodlust haunted him , anli that n 

n In hi right mind would fall w him In a ventUre thaL 
would lead them to their deaths. Tsuruchl. who could nOL 
pare a ' Ingle man. worried Ihat some f the warrior under 

hi e mmand w uld 'Ide With 'Ii nand aband n him. 
A' oon as his lieutenant publicly disagreed wllh him 

scheme, the warriors under T~ uruehl 's command began to 
question their I rd's wlsd m. Tsuruchl wanted to resolve 
the matter qUickly. and rhus nip the dissension while il was 
stili In the bud. but he needed to wall (or an opportune 
moment. One day, Ton gave him this opportunity when 
he confronted Tsuru hi In his own hou e , In front of many 
of hi most tru ted men. Instead of listening L his lord's 
reasoned arguments, Ton boldly challenged him to a duel. 
Tsuruchi was ready to m el his foe then and now. but he 
knew h w much the re. ult of this contest would w Igh an 
Lh uccess of his plan - more specifically, this confr n­
tallon would determine how many warriors would remain 

n G'1 nli. c ntr I. Tsuruchl t Id Ton to choose the weapon 
with whil:h he preferred t confront him, and de lared thaI 
a formal duel between them would seltle the matter once 
and for all. If T: uruehll 51, he w ukl give Ton and anyone 

vVhen the Tsuruchi Family JOi ned lhe Mantis . they brought 
with thelll the customs of thc ir ancest rs . Used to the rough 
Illountain living cond it ions o f the ir origi nal lands, these a thletic 
and deterillined individua ls have a long trad ition of expertise in 
the use of the bow, and the Tsuruchl sanlumi have a lw<ly' prac­
ticed archery to ,111 exte nt that is except"lonal among Rokugani 
samurai families. Among the Tsuruchi . the <Ht of J..'Yuiutsu is so 
important that every member of the fa mily considers archery du­
els to be the most honorable way to prove one's worth. Most 
Tsuruchi ch lldr n learn how to wield the bow at a very young 
age. s result. arc hery duels are an essential part of Tsuruchi 
customs . \A/hile they might not always be able to engage in such 
a duel against members of other Clans. or even aga inst individu­
a ls from other Famil ies among the Ma l1li . the Tsufll 111 alway 
compete in a rchery duels when they need to end a dl 'pute within 
their own ranks. 

The Tsuruchi engage in two distinctly different types o f ar­
chery duels. howeve r. One enta ils a rclatively Illunda ne c ntcs t 
between two archers to sec who can hi t a ta rget the In ·t ften in 
a set number of tries. The othe r is much more dramatic and can 
be seen as a ranged version of ia ijutsu . In it . the rwo opponen 
face each other in a closely prescribed space a nd take tum ' firing 
at one anothe r until first blood or death. depending on the te rm­
established beforehand (the fonne r is much morc common). 

wi wished it their I ave. Lf he won the bout, however, Ton 
would never peak of this matter again and would contlnue 
to serve him with ut question, 

Ton agreed to those renns and, being a master archer 
himself, he chose to confront his lord with bow and arrow. 
The duelists , however, would not engage in a typical ar· 
chery competition where botl1 competitors shot arrows at a 
distant target In order to ludge who was the better marks­
man . In tt:acl. they would face ea h olher In a 60·foot wide 
circle, with nly their bow and a handful of arrows at their 
disposal. The first one to wound the other would be de· 
c1ared the victor. The ritual thu cia ely re embled a tradl­
tlonal boUl of lallulsu In Ihe e.nse that the duelists would 
face each other in an enclosed space. The contesl would 
also be fought to first blood. as both men, despite their dis· 
agreement. stili considered the life of the ther as important 
as his wn. 

Llefore a crowd (a few hundred bushi loyal 10 Tsuruchi , 
both men walked Into Ihe dueling area and faced each oth· 
er, Ton hot first . but Tsuruchl dodged his foe's arrow, and 
with Hghtning peed, lumbled toward his pponen!. pulled 
an arrow from his quiver used It as a melee weapon. cut­
ting Ton ac~ s th cheek. Caught by surprise and amazed 
at the peed In which hi lord had m ved, Ton conceded 
and r affirmed hi v w of loyalty as a samurai t~) his rlghl· 
ful lord. Thus. Tsuruchi won the duel without ever fIring 
a Single hot at Ton. In the ensuing campaign. Ton' aid 
pr vt!d crucial In helping Tsuruchl reclaim the lands that 
had been stolen from his parents by the Lion and Scorpion. 
Without this first formal archery duel between Ton and his 
lord. Tsuruchl would never have had the manpower to put 
hI. plan Into motion, ami thus the Wasp Clan would have 
probably never even have existed. 
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vVhile competitions of archery and races aboard small kobune 
arc paramount among the customs of the Tsuruchi and Yoritomo 
Fami lies . the Moshi also have their own way of settling disputes 
be tween their samurai. Much more serene and int rospective than 
the other Families of the Clan, the Moshi, which m,lke up the 
bulk of the Mantis' shugenja, are a ls more traditional and con­
servative in their cus toms. vVhile they still hold iaijutsu competi­
tions between dueling bushi and taryu-jiai bouts between shu­
genja as important Rokugani traditions, members of the Moshi 
Family ,lisa believe that the result of a competition betwee n two 
individuals of their Clan should be beneficial to the Manlis. Over 
the years, the Moshi have developed ,1 formal contest of achieve­
ment that allows two uueling samurai to focus their energies not 
in a fight in which they need to f,Ke eilch other, but rather to 
hilmess I'hose energies in an attempt to become even better incli­
vidual. 

This unorthodox means of dueling is now widely pracliced 
among the Mantls , who find it beneficial for to the common good 
of the Ia n. Essentially a long term contest in IVhich two oppo­
nents struggle to acquire as much renown ,15 possible in'1 specific 
time frame. this form of official challenge allolVs the two duelists 
involved to work for the benefit of the ivlantis Clan rClther than 
fight against one another. This type of duel is supervised by the 
Oaimyo of each of the three Families of the Ci<ln, or one of their 
representa tives. These personages act as arbiters and judges, 
and evaluate who between the two duelists has ,1(CUmul.lted the 
most renown , and thus who has won the form.11 competition. 

Conceived by the members of the Centipede Clan before they 
joined the Mantis to become the Moshi Family, this form of du­
e ling is perfect for a Clan whose samurai are felV and whose 
resources arc limited. Indeed, a formal contest of achievement 
allolVs the duelists to compete not as much agilinst one another, 
but rather against themselves, as they strive to accomplish great 
deeds .1Ild 1V0rk hard to surpass themselves in whatever field or 
endeavor they chose. During a contest of achievcment, which 
is allVays it long-term affair, the duelists must acquire as much 
renown a s they possibly can in a very specific time frame, deter­
mined at t:he commencement of the duel. Since the duelists focus 
on acqui ri ng glory instead of fighting each other, the Mantis Clan 
greatly benefits from this type of chillienge. Indeed, by accumu­
la ti ng as much renown as they can, the duelists also improve 
- albe it lightly - the status of the i\llantis among the Great 

lans o f Rokugan through their exceptional deeds and the fame 
th<l t c mes with having done them. Thus. the contest of achievc­
ment continues to be the Mori's preferred form of dueling, despite 
the fac t that. as the Mantis' most conservative and traditional 
f ami ly, they hold the more conventional dueling rites of iaijutsu 
and til ryll-jial in great respect. 

A tmditional contest of achievement is an intricate and formal 
a ffa ir. This type of duel is a llVays supervised by all three Mantis 
Family Daimyo, or at least a designated emissary. At the com­
mencemen t of the event. they meet the duelists and inform them 
of the ru les a nd terms of victory. These rules are usually simple 
and can be summed up as follows: Accumulate as much glory as 
you possibly can, in a specific time frame, without endangering 
a l other Mantis or any of the Clan's vassals, and do nothing to 
b ri ng d ishonor to the Clan or weaken its position versus the other 
Great Clans. The period of the contest USU<llJ y ranges from one 10 

six monrhs . At the end of this time, the judges meet Ihe duelists 
aga in to eva luate how we ll they h,lve performed. The individual 
judged to have accrued the most renown wins the contest. 

Though a typical contest of achievement is fought between two 
individuals, three or more samurai of the Mantis Clan sometimes 
enter such n challenge at the same time . Because most other 
forms of dueling do not ,1110w more than two candidMes to com­
pete against one another, members of the Mantis Clan nlways 
turn to this type of fOrI11<1 I challenge when more than two of their 
S<lmur<li must se ttle il dispute. This, however, is extremely rare. 

Mantis Institutions 


The samurai of the Milntis have an unsavory reputation - which, 
to be hones I , is not wholly undeserved. Rival Clans view them as 
Iinle more than ruffians who ceaselessly plundered the coasts of 
Rokugan for centuries. Though the Yoritomo prncticed pir,lcy on 
a number of OCGlsiollS, ,1nd thus deserve some of this notoriety. 
their samura i are also known to be cunning negotiators and mer­
chants. During the long centuries of their self-imposed exile, the 
Mantis h,we traded goods with most Families of the Empire as 
well as with foreign nations no one in Rokugan had ever heard 
of before. Master seafarers and bold explorers , the Yoritomo de­
veloped particular customs while they lived independent of the 
olher Clans of Rokugan. Since they became a Great Clan and 
incorporated the Moshi ,1nd Tsuruchi into their ranks, the Mantis 
h,lVe adapted to their new lifestyle, and have become an impor­
tant part of the Empire. 

Today, the samurai of the M.1I1tis continue to maintain an 
unmatched naval iorce - one that they never hesitilte to usc 
against their enemies - and they continue to make frequent vis­
its to distant lands and keep contact with a nlllnber of different 
gaijin peoples. i\t the same time, they illso proudly maintain their 
status as one of Rokugan's Great Clans, and work to improve 
both the strength of their armies and the reputation of their Clan 
within Rokugan. Because of their unique past, but also because 
of the fact that the Mantis Clan was reinforced by the addition of 
two Minor Clans, their people have diffe rent traditions, and they 
honor customs few other nobles in Rokugan would understand 
or even care about. As in milny other things, the samurai of the 
Mantis vielV dueling in a differe nt way than other Clans. They 
keep up a relatively d iverse variely of dueling practices bilsed on 
the traditions of their component Families, and their dojo reflect 
this diversity. 

Yoritomo Suski Dojo 
The practice of kobune races and their widespread popularity 
within the Mantis Clan cannot be separated from the history 
and traditions of the Yoritomo L'ushi School and its primary 
dojo, which s its nestled under the protection of Kyuden Gotel. 
Centuries ago, when the samurai in charge of the main I\llantis 
shipyard began to engage in friendly races aboard small kobune, 
they probably never suspected that Ihis practice would one day 
become an important cuh urill institution of their Clan. i ndeed , 
they originally entered racing competitions simply because it was 
something they enjoyed doi ng. vVhen the sense i of the Yoritoll1o 
l~u shi School, who worked closely with the sa mu rai in charge 01 
the main shipyard, discovered that their peers cha llenged each 
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other to small kobune races, they also began to compete. For 
the sensei of the School, hOlVever, such mces quickly became 
more than mere leisure. They realized that such competitions 
lVere beneficial to those who took part in them, for it ~,1Ve them ,1 

chance to put their knolVledge and talent into practice, as lVell as 
compClre their skill level with the other sailors of thl' Clan. 

Ii was ,1 matter of time before some sensei decided that these 
races should be part of every samurai's training. Originally, such 
challenges lVere originally reserved for adv,1I1ced students. \Vith 
the passing years , however, the practice became increasingly 
cOll1l11on and younger students were encouraged to race against 
one another at different stages of their studies. This gave the sen­
sei (1 good opportunity to evaluate the skill level of each of their 
students. These races also helped strengthen the character of 
each individual who competed in them. To this day, the Yoritomo 
Bushi sensei believe that it was in part bcc<1use of such competi­
tions th,ll the strong sense of individualism and the unlVavering 
determination of the Mantis were forged. 

As the young students of the Yoritomo Bushi School became 
more accustomed to navigating the seas, they entered kobunc 
raccs more frequently. This gave them a chance to show their 
great navigating skills, comparc their mastery of the kobune with 
the abilities of their more skillful peers, and also practice special 
maneuvers they could only perfurm aboard such boats. These 
races immediately caught the attention of thuse who happened to 
witness them, and quickly became attractiuns in their own right. 

At first, the only audiences f r lhese small kobune races were the 
artisans who built boats as well as the students and the sen ci 
of the Yorito111o Bushi chool. Hut with the passing of time , such 
events beC<lml' increasingly popu lar as spectacles, so that now 
it is not at all uncommon for Mantis to travel great dista nces in 
order to assist in such events, This is l!.Specially true when more 
renowned samurai of the Clan engage in such races. 

As the Yorit0l110 gradually stopped honoring the ancient tra­
ditions of their Crab ancestors, they developed more pragmatiC 
means of su rviving in their harsh new home. TIl e great difficul­
ties they had to (ace in order to earn even a meager living at the 
beginning of their existence, as we ll as the very different lifestyle 
they were building for themselves in the distant [51 ' of Spice 
and Silk, quickly altered the l11indset that they hnd brought with 
thelll as Rokugani samurai. No longer did they view the sword 
as the only weapon worthy of a samurai. No longer did they see 
commerce and trade as lowly endeavors. No longer did they train 
with conventionnl complex patterned behaviors l1nd repeated 
fighting drills (hence the eccentricity of Mantis kata). Instead, 
Mantis bushi lenrned to wield peasant weapons, whi ch were eas­
ily replaceable when they lVere lost at sea. They explored the 
oceans and made contact with people who lived fa r away {rom 
Rokugan, and they exchanged goods, stories, and rumors with 
them. They developed a unique fighting style that made them 
unpredictable opponents in battle, m ving cunstantly and dart­
ing in every direction in order to exploit any weakness they could 



------------------~--~----==~-~----

find in their foes . The Mantis also became surprisingly good sail­
ors, and those who performed well in small kobune races usually 
captained boats later in their lives. 

It took years for the kobune races, so populm among the 
people of the Mantis , to become a formal means of settling dis­
agreements and points of honor betwee n hvo samurai. Clan leg­
end holds that the first time such an event occurred was when 
Gusai Mori. the heir of the man who made it possible for the 
Mantis Cla n to become a Minor Clan (though at the cost of his 
life). fou gh t a bushi who had challenged his authority. l3efore the 
first aRace" began , the duelists spent a full t 2-hour day facing 
each other and drinking sake to prove how tough and willful they 
were. The followi ng morning, The Race began and Gusai Mori 
beat his foe, who then agreed to redeem himself by serving Mori 
faithfully. Gusai Mori probably never suspected that by engaging 
his foe in such it manner, he would lay the foundation of what 
would be me one of the most important means of dueling of the 
Ma ntis Clan. 

Today, members of the Mantis Clan typically spend an ex­
tended period of time (usually 1-2 full days) drinking before they 
engage In a ny kind of due/; just as their ancestor did . No speCial 
ceremony other than the consumption of strong drinks precedes 
such a formal event, but when word that hvO samurai will face 
each other in The Race , the affair always attracts a great crowd, 
especi;l lly if it is fought on Mantis territory. Every time a race of 
small kobune is used as a formal means of dueling, arbiters , usu­u allv YorHomo Bushi Oojo sensei. judge the contest. At the l'nd of 
th~ event . the winner of The Race is declared the victor, just as if 
he had II' n a bout of iaijutsu due/. 

The Yoritomo Bushi Oojo also offers a limited course of train­
ing in the art of dueling with kama or tonfa 
hvo-handed, known as The Whirlwind. The 
Yoritomo. however, do not consider this 
proper combat training - even though 
practice in this form of dueling does 
have practical benefits in other types 
of fighting. fnstead . the sensei of 
the dojo allow masters of The 
Whirlwind to offer a limited 
course of study to anyone 

who is interested , knowing full well that The Whirlwind is widely 
accepted within the Yorilomo Family as a means of settling dis­
putes. as well as something of a popular spectator sport. 

t-I unter Of Men Dojo 
Archery was a great passion of the Tsuruchi Family long before 
their integration into the Mantis, IVhen they were still a Minor 
Clan of their own. To know kyujutsu as if it was part of one 's sou l 
and practice it as if there was no separation between archer. bow 
and arrow has been the 'Way of the Tsuruchi throughout their his­
torY. The Tsuruchi Bounty Hunter School , headquartered at the 
Hu'nter of Men Oojo in the shadow of Kyuden Ashinagabachi , 
trains young samurai of the Clan to wield the bow as no othe r 
silmurai in the Empire could ever hope to learn. Though they arc 
often misunderstood because they do not study the sword the 
way other bushi do, samurai of the Tsuruchi Family arc respected 
for the dazzling feats they can perform with bow and arrow, for 
their tremendous ability to track dOlVn their prey. as well as for 
the legendary determina tion of their kin, While the Moshi bring 
honor to the Mantis and the Yoritomo provide naval power and 
leadership for the recently created Great Clan, the TSliruchi bring 
them stealth, strength , and resolve. Anyone who has ever met a 
Tsuruchi knows that, like the famous founder of the Family, the 
samurai of this Family would stop at nothing to achieve their 
goals. Thus. they are recognized throughout the Empire as some 
of the most resourceful scouts. as among the most stubborn 111­

dividua ls , and as indisputHbly the greatest bounty hunters in all 
of Rokugan. 

I\rchery competitions were always been popular among the 
samurai of the VVasp Clan. and this custom is srilll of foremost 
importance to the Tsuruchi. Since the great majority of TSliruchi 
samurai train in the use of the bow from a very early age, they 
often challenge each other to friendly competitions of archery. 

Even Tsuruchi children participate to archery competitions 
against others of their age. These contests allow them to 

show of( their skills as well as compare their talents 
with their peers. Such competitions are especially 

popular as exercises for students of the Tsuruchi 
Bounty Hunter School, since it gives them 

a chance to demonstrate their mastery 
of bow and arrow as well a s perfect 

their intricate techniques under 
the tutelage of one of the 

great sensei who have 
mastered the art of 

kyujutsu. 
Firing ranges 
take up every 
bit of open 
spclCe on 

the grounds 
of Hunter of 

Men Oojo in which 
they can safely be set. 

The students of the Tsuru­
chi Bounty Hunter School continue 

to enter archery contests as part of their 
training, firing arrows at faraway tilrgets in 

order to evalua te their marksmanship or shoot­

.­
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ing as many arrows as thcy can in a sct amount of time. Archcry 
ducls, however, arc much more dangerous. Like Tsuruchi and 
Ton, who faccd eClch other in thc very first archery duel. duelists 
of the Tsuruchi Family face onc another in a 60-foot wide cireie, 
armcd with nothing but their Tsuruchi longbow and arrows. The 
circle , usuclily drawn out of colorful sand upon the ground, but 
sometimes also built with small round rocks , marks the boundar­
ies of the dueling arena. Anyone who so much as tc1kes one step 
outside of this circle clutomatically loses the boul. 

Archery duels between Tsuruchi samurai arc always fought to 
first blood. Since the Family is small and thcir lands tiny, they 
cannot risk losing even a single of thcir samurai unnccessarily. 
vVhilc little ceremony precedes In archery duel, some samurai 
choose to enter into a contcst of stamina and willpower, as their 
Yoritomo brethren often do, before they fight the actual ducl. 
When they do. they sit on opposite sides of the dueling circle 
and drink sake for a period ranging from \-2 full days. At the 
end of this period, the duel begins, Wllh fficial witnesses present 
- including thc Family Daimyo - to judge the contcst. 

vVhile .111 Tsuruchi samurai are killed with the bow, those who 
study under the sensei at the Hunter of Men Dojo can learn spe­
cial techniques that allow them to become what could only be 
ca lled cHchery duel experts. Masters of dodging projectiles shot 
or thrown their WJY, these samurai <1lso learn to focus the whole 
of their mind, body, and soul into a single, c1mazingly precise 
hoI. While they might not be as adcpt at firing multiple shots 

against their foes, nor at delivering as deadly a wound to their 
targets as other students of their school, the archers who master 
these special techniques are lightning fast and the arrows they 
shoot arc extremely quick and precise. 

The areen Blade Dojo 
TIle Green Blade Dojo is a small and relatively new institution 
founded and run under the auspices of the Mcshl Family. Lo­
cated just northeast of Toshi no [nazuma , the MantiS' famed City 
of Lightning, this simplc stone structure houses .1 SI11.111 group of 
students dedic<1lcd to strengthen the Mantis ' plHcc among thc 
Grea t Clans through study of iaijutsu, an ,Ht with which they cHe 
r Int ive ly unfamilim. 

Though the sensei he re have littlc to do with the traditional 
c ntest of ach ievement. they all hail from the Moshi Family and 
they " II tirelessly promotc the principles , and the importance, of 
' uch an unorthodox form of challenge. Individuals of renown 
the mselves, they a lso teach their studcnts how to <lct in ways 
that hel p thclll ,lCcumulatc gl ry. Thus , ma ny who hm1e studied 
at The Green Blade are con idered to bc exp'rt duelists when 
thcy enter a formal contcst of itch ieveillent. The techniques of the 
dolo , however, arc bcneficlal l every samurai who study thcre. 
not just to those individuals who might ne day compete in a 
c ntest of achievement. After <III, acquiring glory for oneself can 
on ly help improve the status of the Ma nti. within the Empire, 
Because of thiS, b th the inst itution and its sense i are highly re­
garded. The Moshi Di1imyo himself funds this Institution, with 
thc help of the Mcll1tis Champion. 

Mantis Sensei 
Although they view dueling rathe r differcntly than do the Olher 

Greal Clans, the lvlantis ncvert heless consider duels as essen ­

tial means of settling disputes, and indced as vital parts o f thcir 

cultural heritage. Thcse sensei o f the Mantis dojo take seriou ly 

their charge to preserve the uniq ue ways f the ir Clan by passing ~ 


them along to younger gcnem tio ns. 
 ~ 
III NAO, TSURUCH I B o 

Air: 3 Earth: 3 Fire: 4 Water: 4 Void: 4 m 
Reflexes: 4 Stamina: 5 tt 

Z 
Honor: 1.9 Status: 3.1 Glory: 4.2 

St.H LJ RANK, suruchi Bounty Hunter 3/Master Bowman 1 
ADVANTAG ~ Ebis u's Bless ing, Fleet 
D 1SADVAN rAG t ~ : None 
KA fA : Strike of thc Cliff's Edge, Striking as Fire 
SKI L : Athletics 4, Defense 6, Hunting 4, Iaijulsu 4, Kyujutsu 
(Tsuruchi Longbow) 7, Stealth 4 

Born into the \IVasp Clan, Nao was among the fi rst gr up of for­
mer vVasp to lake her gempukku <lS, member o f thc Tsuru h i 
Family. Still young whcn the Wasp Cla n he r parents had d utifully 
served was integra ted int the Mantis, Nao WelS not fazed a t elil 

by the change in hcr Family's stat us, and she took o nsl ler.lb le 
pride in the fac t tha t she \IT uld be amo ng the fi rst students o f 
the Wasp to cOllle into adulthood as a Mantis. The elaborate 
gempukku cerel110ny and the <Hehcry competition in which she 
took part during this soit'mn event only served to reinfo r c her 
pride. After all, this wa ' the first and last time in hist ry that a 
group of children from the Wasp Clan stepped in to cldu lthoocl 
to become samurai of the MantiS . Th gempukku ceremony in 
which Nao took part was th us evcn lllore special than any lilat 
had preceded it, elS well <1 $ more imporfant thel n any that would 
follow. Now that she was a Mantis samura i. and a part of o ne of 
the f:mpire'S Great Cl ans, Tsuruchi Nao swore lhat she wo u ld n t 
only be loynlto her new Cla ll , but also that she would work hard 
to become the best samurai shc could ever hope to be . 

She did not have to wai t lo ng for a chance to prove herself. 
Though she had never le ft Ma n ti te rrllory and knew lil th: of the 
su bt le ties of the world in which she lived , h r eagerness , her abil­
Ity wilh lhe bow, and hc r tracking skills a tt racted the attention 
of Yorilomo Koyomi. ;] p rominent Yoritomo co urtie r who need ­
ed a couplc of dedicated bodyguards to a ompany h r in her 
travels between the d ifferent courts o f Rokugan. Koyom i wa a 
boorish, a rroga nt. and cunning samurai who seemed a devious 
and threatening as any Scorpion when d a llng wlth her fellow 
court iers , but Nao quickly It.-a m ed tha t he was also a dedlclHed 
member of her Clan who un ly w rked to fu rther the ause o f the 
Mantis . Since she also trcated her yojll1lbo wel l, Nao respec ted 
her and served her fa ithfully. 

The man in charge of Koyol1l l's guards was he r nephew, Y r­
ilO11l0 Sumitomo. [n his 1:1[e twenties when Nao lolned thc body­
guard detail, Sumitomo secl1led relatively young bu t he had a 
great deal of experience in ba ltle. having spent most o f his you th 
servi ng <lbomd one of the many kobune f r which his fam ily wa 
so filmous. I Ie was not on ly a skill ed warrior but also an Impres ­
sive navigator and a fnir group lead r. ~ll1d ao learned l1luch 
from hil1l. After scven years of loya l I!rvice in this capacity, r-Jao 
succeeded Sumitom ) a head rKoyom i's guards. 
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TSuruchi Nao served the famous Yorlto mo courtier in this ca­
pacity for the better part of two decades, during which time she 
learned a great deal about the history and lore of the Ma ntis that 
her Fa mily had not previously known. W hile she on tlnued to 
h ne her kills. Nao also ea rned <l reputation as an hones t and 
loyal yoj lmbo who would wil lingly sacrifice her own life in order 
to protect her cha rge. During the early days of her career. Nao 
learned a great ma ny things about the politics of Rokugan . as 
well as h w the Yoritomo courtiers and bushi operated in their 
respective arenas. While the techniques she used in combat were 
much d ifferent than those of the Yoritomo bush i u nder her com­
mand, Nao cont inu d t take great pride in her skill as an archer, 
which much exceeded tbat of her peers. She also had the occa­
sion to mentor the hand ful of young Tsuruchi Bounty Hu nters 
who hired on to serve Koyomi for a year or two. 

After yea rs of loyal service as a yojimbo, :-.rao was more tho n 
happy to re tire to a new life. She continued to travel through­
out the Empire, working sometimes as a scout, sometimes as a 
bodyguard , and one some occasions as a bounty hunter. !\fter 
she apprehended her first criminal, Nao, always dedicated to the 
Manti!; , decided to concentrate her {forts on cleansing the lands 
of all those who had wronged a member of her Clan. For ome 
yea rs more she pursued this goal. a nd in the decade and a ha lf 
that fo llowed her yojimbo career, she made a name for herse lf 
as one o f the most prolific trackers in all of Rokugan, working in 
close cooperation with Mantis magistrates.u When Nao apprehended a Tsuruchi Illan accused of Illurder­
ing his wife, h is brother took him upon himself 10 defend his 
honor. Nao's principal evidence was the testimony of the unfor­
tunate couple's ch ild , who had witnessed the crime. The accused 
man's br ther claImed tha t his nephew was lying and challenged 
anyone who believed his brother a crimina l to a duel. Nao, who 
had seen the ch ild after h is mother'S death , had no doubt that 
h is test imony was truthful. For the first time in her life, Nao cn­
tt.! red a fonnal ar he ry contest. She won the duel and justice was 
served, and Nao realized how much of what she had learned 
duri ng her years as a yo jimbo could help samurai bt.!come even 
better a rchers, and duelis ts . Now retired from active service to 
her Clan , she tca hes these techniq ues at the Tsuruchi Bounty 
Hunter 0 jo, 

YORITOMQ UMI roM , YORlTOMO BUS!II CHom 
ENSEt 

Air: 4 Earth: 4 Fire: 4 Water: 4 Void: 4 

Reflexes: 5 Agil ity: 6 Strength: 5 

Honor: 2.5 Status: 4.2 Glory: 5.1 

SCI I URAN K: Yoritomo Bushi 4fYorllo mo Kobune Pilot I 
ADVANTAGES: Ba la nce , Daikoku 's Blessing, Large 
DI ADVANTAGES! Bad Sight, In ens it ivc, Overconfidelll 
KAr,\: Howl of the Son r Storms, Strength of Vv,wes, Strike of 
the Cliff's Edge, Striking as Earth , Striking as Water 
SKtlLS: Alhletics (Swimming) 5, Ba tt le (S ki rmish) 5, Commerce 
3, ra ft (Sailing) 4, Defense, Kenjutsu 5, Peasant Weapons 
(Ka ma, Parangu) 7 

Yorllomo umi t mo had a typical hildh od for a samurai of his 
Family. One of his earl le L memories is of slanding alongSide his 
fa ther a board one of the great kobune of the Mantis Clan. As a 
chi ld, he fell a greal lhrlll ea h lime a powerfu l wave crashed and 
broke upon the ship's prow, as the kobune rocked under the force 

of the ocean, and as the salty sea breeze caressed his naked facc. 
From the first time he stepped aboard a ship, Sumitomo enjoyed 
cvery moment he spent at sea, savoring every instant as fewoth­
ers ever did. Whether it was sunny or rainy, day or night, Sumi­
tomo has always felt at home upon anyone of the great Mantis 
ships that cruised the great oren waters. It came as no surprise 
to anyone, therefore, that he joined Ihe Yoritomo Bushi School 
and quickly becamc one of the most promising graduates of the 
institution. 

Though too young to captain a ship, Sumitomo had every 
quality to become a great commander. He was charismatic and 
made friends easily, and his mates somehow always seemed to 
feel as loyal toward him as they werc to their own family. He was 
a great navigator and possessed an innate understanding and a 
tremendous respect for the sea that evcn his Yoritomo brethren 
seemed to lack in comparison. He was smart, honest, and bold, 
devious in battle and resolute in everything else , but he never 
took any morc risk than he deemed necessary to accomplish any 
task to which he set his mind. SUl11itomo also had a way with 
strangers that made him a natural negotiator, which made him 
the perfect tradesman and the best first mate any captain could 
hope to have. After years of journeying throughout the eastern 
seas, trading with foreign nations, expl ring dis ta nt lands, and 
occasionally delighting in piracy and plunder, a dramatic event 
changed the course of Sumitomo's life. 

One fateful day, when his ship was traveling the high seas, a 
great storm gathered . Without warning, the light of day was re­
placed by unnatural dusk and the sea began to Iremble with the 
might of a thousand angry spirits. In an instant , gale and wind as­
sailed the Ma ntis kobune, driving the ship in one direction before 
sending it whir ling in another. Meanwh iJe, mighty wa ves came 
crashing upon the ship's deck, threatening the lives of everyone 
onboard . Sumitomo did his best to control the kobune, but the 
storm was too powerful for a man to fight alone. In the space of a 
minute , he saw his captain and many of the men under his com­
mand fall over the side. One by one, Ihe roiling waters devoured 
them. !\fter what had seemed to him like an e ternity, Sumilomo 
realized he was now the only person aboard the ship, but the 
st rill was far from over. The Mantis kobune, which had thus 
far he ld together under these extreme c nditions, began to break 
aran . umitomo held on to the mast and, s mehow, managed 
to remain conscious even after it broke off and sent him fl yi ng 
into the ocean. When the storm subsided , Sumitomo spent over 
a week clinging to the broken mast before a ship fi nally rescued 
him. He later fou nd out he had been the only survivor of the 
great storm, wh ich had mercilessly sv allowed everyone o f his 
comrades. 

Before this narrow escape fr m d ath on the high seas, Sumi­
tomo had never wanted anything but a life on the high seas. But 
afterward, the idea of serving aboard another boat became un­
bearable to h im. Now that he found himself unable to face the 
eu , he spenl weeks wondering what he would do, what he would 

become. As luck would have iI, his aunt Koyomi, a renowned 
cou rt ie r of the Cla l1 . offered Sumitomo a way out when she hired 
him to become head of her pc o nal guard. He served her for 
a lmos t 11 decade, b ut despite his terrible experience and the great 
d read he felt at the idea of returning to the ocean, the sea called 
him , beckoning him t her bosom. Like the half- forgotten e m­
brace f an old lover, SUllll tomo could not resist her ca ll , and he 
ewntua lly returned to the place that. in h is heart, he had a lways 
be longed . 



Sumitomo, however, vowed that he would regain his seaman's 
legs, face his fears, and perfect his art before he would once again 
offer his services to a Mantis kobune captain. Sumitomo set out 
to sea once more, this time, on a lonely voyage of self-explora ­
tion. For two years he journeyed alone aboard a small k bu ne, 
braving countless dangers and facing deClth on numerous occa­
sion , When he returned to Rokug:m , he was not only rcady to 
captain a ship of his own, but he was also more skilled in his art, 
m re confident in his ability, and more in love with the life he had 
a lways dreamed about that he had ever been. From this point on , 
Y ri t mo Sumitomo had an illustrious career as a Mantis cap­
tai n, and he was in no small part responsible for the success his 

Ian has had in their dealings with people of foreign nations. His 
yea rs 01 service also brought the Mantis great wealth, and served 
to stre ngthen the pOSition of the Yoritomo Family as well as the 
Man tis Ia n as a whole. In his old age, he now teaches the tech­
niques he mastered during his years at sea at the Yoritomo Bushi 
Scho I. Many students come to him to perfect their mastery of 
the small kobune, which make Sumitomo an excellent sensei for 
those who wish to compete in The Race, or in any other form of 
omretition "board this type of vessel. 

New ,Mechanics 

,Mantis Dueling Practices 
The effects of drink: If Mantis duel ists engage In the tradI tiOnal 

pre-duel drinking bout, have each of them make a Raw Ean'h Roll 
agaInst a TN of 30 10 determine the effect (I f any) of hangover or 
residual d runkenness on theIr performanc . If he fa ils, he suffers 
a penalty to all Ski ll l'ralt and Rlng Rolls for the duration of the 
duel equal to the amount by which he failed (from the effects o( 
hangover or residual drunkenness), If a d uelist succeeds, the.re is 
no negative effect. If he rolls 50 or higher, the alcohol has had a 
strangely beneficial effect on him. and he receives a bonus to all 
Skill, Trait and Ring Rolls equal to his Eanh Ring (or the d uration 
of the duel. 

If the duelists wish to make a duel ut of their pre-duel drink­
ing, see the rules regarding Crab Clan drinking contests on p. 28 
for gUidelines on how to resolve it. 

Weapon duels: Since the Mantis tend to dispense with the {Of­

malities of iaiju u when d ueling amongst themselves, resolve all 
such confron ta tions as regular skirmishes, This includes WhITI­
wind duels . 

. 




-------------- - -- -

The Race: Kobune races can be resolved in various ways, de­
pending on how complex you wallt to make the process, and 
how much suspense you want to generate. The simplest way, of 
course, 15 to require a single Contested Craft (Sailing) Roll from 
the contestants. 

However, you may also draw more drama out of the process by 
requiring 3 Contested Craft (Sailing) Rolls, with the winner of 2 of 
the 3 roll winning the race. In this case, each roll may be said to 
represent the early, middle and late stages of the race. 

For yet another alternate method of resolving a kobune race, 
break the race into as many stages as you like. For each stage, 
the contestants should make a Contested Craft (Sailing) Roll, 
with the difference between the high and low rolls representing 
the magnitude by which the winner "won" that stage. Keep a run­
ning tota l of each contestant's rolls. The winner of the race is the 
contestant with the higher total of all his rolls, not the one who 
won more rolls than the other. 

Archery compclilions and Liuels: Simple archery competitions 
may be resolved through a single Contested Kyujutsu Roll , with 
the use of specialty determined by the type of bow used in the 
competition. This abstracted form of resolution assumes that the 
winner of the roll put more arrows on target than the other. 

For a more complex and sLlspenscful resolution, determine the 
number of shots thilt each archer will be allowed. Then deter­
mine a TN for the Kyujutsu Roll to hit the target; this will vary 
according to distance, size of the target, weather conditions, etc. 
Have each conteslilnt roll against that TN, once [or each Shelt al­
lowed under the rules of the competition. \Nhoever makes more 
successful Kyujutsu Rolls within his allowance of shots wins. 

To resolve a Tsuruchi-style archery duel, have the duelists take 
up positions opposite each other within a 60-foot diameter circle. 
Then proceed as in a normal skirmish. with the understanding 
that if either contestilnt steps outside the boundary of the due list 
circle, he disquillifies himself. 



New Advanced School 
,Moshi Duelist (Buski) 

Run by sensei hailing from the Moshi Fam ily. The Green 13lade 
Dojo is an exclusive but little known Mantis institution. It teaches 
its students unique methods of combat that allows them to gain 
renown at a rem<lrbbly f<lst pace. While they promote the impor­
tance of the unorthodox form of challenge known as the contest of 
achievemen, and often act as judges over such events. the sensei 
of The Green Blade, who are traditionalists at heart. live by a con­
v ntional belief in iaijutsu as one of the most important aspects of 
Rokug:lni culture. They a lso believe that honor .1Ild wisdom are at 
the core of greatness. and indeed the ' e traits are considered essen­
tial to anyone who wishes to become a true hero. 

Officially. The Green Blade Dojo does not require its students 
to be Mantis. Instead . any samurai who can demonstrate fill 

honorable chamcter and the ability to defend himself in combat 
can be admitted into its ra nks. In practice. however. only Man­
tis samurai have thus far been accepted into the institution ilnd 
ma ny of the Clan's most influential member - including the 
Clan Champion and the three i\'lant ls amily Dilimyo - would 
like to k ep things this wa . After a ll. why would the masters of 
the Mantis Clan teach their secrets to riva l samurai? 

Requil'etnents 
R I N .SITRA IT : Luth 5. Fire 4 
SKILLS. Iaijutsu 4. Lore: Bushido 4. any Weapon Ski ll 4 
OTH[R. You must defeat an opponent in a lega l duel. This 

due l can be a traditional iaijutS'u bout, a c nte t of achievcm nt. 
llr any other type of form al duel accepted by the Mantis Clan , 
su h as The Race r an archery challenge. 

Techniques 

t1Jdents f the Green Blade learn not only to light honorably. but 
al 0 t respect their opponents and honor the strengths and tal­
ents o f the ir rivals. Underesti ma ting your opponent is a rcm;nk­
;lbly ol11mon cause of defeat. 

You gain ;1 bonu to your Init i:1tiveRolis equal to your Honor 
Rank. Whenever you fight someone in a formal duel. YOll gain 
a bonus to your attack rolls equal to either y ur own Ins ight 
Rank or your opponent's Insight Rank. whicheve r is greater. Fur­
the rmore, whenever you defeat a foe in a lega l duel , you gain 1 
ad litiona l Glory Point, 2 Glory Points if your opponent had an 
Insight Rank higher than you r own. 

RANK 2: WILL Of TI t r MAN TI 

As they advance in their tra ining, students of the dojo lind bal ­
an ce be tween body, mind. a nd spirit, ilnd they begin to under­
stilnd how to tap into their unexplored reserves in times of need. 
You ga in 1 dditional attack per round. A number of times per 
de; i equal to your Insight Rank, you may spend 1 Void Point to 
ga in the benefit o f spending 2. You also gain a bon us to your TN 
to Be I lit equal to your Earth Ring. 

RANK : STRENGTIIIN HONOR 

Tapping into their inner reserves. students of The Green Blade 
are able to perform grea t fea ts o f s trength and endurance. A num­
ber of times per day equa l to you School Rank, you may triple 
either your Strength or Sta mina (you r choice). This e ffect la ts 
a number of rounds equal to your Honor Rank +3 . Also, you 
gain a bonus to your In itiative Rolls equal to twice your Honor 
Rank. This replaces the benefit gran ted from the Rank 1 Tech­
nique. Finally, each time you defea t a foe in a legal duel. you gain 
2 additional Glory Points, or 4 additiona l Glory Points if your 
opponent's Insight Rank was higher than yours. This replaces the 
benefit granted at Rank 1. 

New Path: 

Lsuruchi Master Bowtnatt (Bushi) 


All TSllfuchi bounty hunters are remarkable ma rksmen, a nd 
according to their reputation , they possess skllls with the bow 
few in Rokugan can match. The archery masters of the Tsuru­
chi Bounty Hunte.r School teach the secret techniques that lhey 
have developed over the course of many genera tion to handful 
of fortunate students . Only those deemed worthy enough to learn 
such secrets are accepted In to this very pecial Path. Tho e who 
uncover these mysteries are without a doubt among the fo remost 
archers in the Empi re. 

Technique Rank: 3 
Path of Entry: Tsuruchi Bounty Hunter chool 2 
Path of Egress: Tsuruchi Bounty Hunter chool 3 or Yoritomo 

Bushi School I 

'1:'echnique: 'the Way of the Archer 
You achieve a oneness with the bow that every ski lled archer in 
the Empire would envy. It allows you not only superiority in the 
use of the bow. but an innate sense of how to efend yourse lf 
whenever someone with a ranged weapon attacks you . 

You gain a bonus to any a ltack roll made with a bow equal to 
your Athletics Skill. You gain the same bonus to your TN t Be 
Hit aga inst ranged attacks, except when you are in the Full At­
tack Posture. Additionally, when in the Full Attack Posture a nd 
wieldi ng a bow, you may sacrifice one of your additional a ttacks 
in the round to instead focus a ll o f you r talent a nd prowess into 
a single and remarkably a cura te sho t. You ga in a bonus to thi 
attack roll equal to 5x your Air Ring. This bonus stacks wi th Tsu­
ruchl's Eye (the Rank 5 Technique of the TsuTUchi Bounty Hunrer 
School), should you one day acquire th is Technique. 

New Path: 

Yo,.itotHO Kobune Pilot (Bushi) 


All student of the Yorl tom Bushl School train aboard kobune 
boats at some point in their education. and thus everyone Is at 
least somewhat fa milia r wi th the basic skills required lo handle 
them. Some among them train long enough aboard kobune to 
truly master the wave . Those who fo llow the School's Pilot Path 
lea rn to become highly proficient navigators and 10 hand le a ship 
in any kind of weather. Their train ing is spiritual and philosophi­
cal as well as technical. however, as the Yorl tomo sensei teach 
tha t you must ac hieve oneness with your surroundings to truly 



master seamanship. While they improve their skill with the ko ­
bune, performing in many of the Yorito mo Family's lTadll ional 
kobune races. and learn how to live on a nd from U,e sea. the stu­
dents who follow Ihls specia lty actua lly enler into a phy Ica l and 
spiri tual communion with their environment. This is true regard­
less of where they tind themselves. so those who have earned a 
reputation for being grea t kobune pilots are actua lly at ease in 
any type of adverse condItion. 

Technique Rank: 2 
Path of Entry: Yoritomo Bushi School J 
Path of Egress: Tsuruchi Bounty Hunter School 1 or Yoritomo 

Bushi School 2 

Technique: The Ways of the Wave 
The Yorltomo pilot is in harmony with h is surroundings and at 
ease in any type of environment. In combat. whenever you suffe r 
penalties {or advers e conditions. such as attacking your enemies 
from lower ground or tighting on uneven terrain . you ignore these 
penalties. When your opponents Oank you or a tta k you from 
higher ground. you gain a bonus to your TN to Be Hil equal to 
twice your Ins ight Rank. Furthermore. once per round. you may 
gain a bonus to any Skill Roll equal to twI e your Water Ring 
while aboard a ship. Th is bonus may also be used on any attack 
roll or your Initia tive Roll. but not on damage rolls. 

N ew Path: 

Whi..lwind 'Duelist (Bushi) 


The Yoritomo Bushi School offers exten ive training in weapons 
tha t non-Ma nUs samurai conSider eccenlrlc. even beneath their 
dignity. lIch as the kama and the ton fa . It is on ly to be expected. 
then. that Yoritomo bus hi. down through the ages. would develop 
thei r own type of dueling based on these weapons. and that their 
S hool would offer them the chance to specialize in this form of 
comba t. 

Technique Rank: 3 
Path of En try: Yoritomo Bushi School 2 
Path of Egress: Yorilomo Bushi School 3 

Technique: Cry of the Whirlwind 
When fighting samurai using la rger a nd clumsier weapons. the 
speed with which a lralned Yoritomo Bushl can wield a ka ma can 
be construed into an advantage. When fighting against a simi­
larly armed and tra ined opponent. however. speed is essential 
10 one' urvlval. Practice in Whirlwind duels has the effect of 
increasing one's armand hand speed when fighti ng with small 
weapon . You receive a bonus to all • kill Rolls involving the use 
of kama, knives and tonra equal to either your ReOexes or your 
Agillty (your choice). 

New Kata: Whi..lwind Ba....ier 
PREPARA ION TIM[ 10 minutes 
DURATION. 60 minutes 

This kata adapts techniques fi rst developed for Whirlwind duel ­
Ing. It teaches not only lightning-quick reaction to parry your op­
ponent's blows (using the speed tha t small weapons such as the 
kama and tonia make po sible) . but also to use c nsta nt motion 

to fool him about which areas of your body you are prepared to 
protect through dodging and parrying. In effect. its goal is to set 
up a virtual barrier of blades between you and your opponent. It 
is very much a defensive style of fighting. but skilled practitioners 
also know how to spot openings in their opponents' defense and 
strike at them qUickly and effectively. 

RAN Yoritomo Bushi 3 
Co : 2 
-rECfAL: Must have at least 3 Ranks in Knives. Peasant Weap­

ons (Kama) or Staves (Ton fa) to use this kata. Also. you must 
fight with two weapons . both of them being weapons the Skill 
in the use of which qualify you to use this kata. If at any point 
during the use of this kata you cease to tight with two weapons. 
or if you begin using a weapon other than one the Skill in the use 
of which qualifies you to use this kata . the period of the kata im­
mediately ends and its effects no longer apply. 
EFFECT' You gain a bon us equal to your ReOexes to your TN to 
Be Hit. If you did not move in your previous turn. you al 0 gain 
a bonus to your TN to Be Hit equal to your ReOexes against any 
ranged attack. However. you may not use the Full Attack posture 
at any time. 
VOl 0 : You may spend a Void Point to gain a bonus equal to your 
Air Ring + Agility to your next attack. You gain the same bonus 10 
the damage inflicted by the attack if it succeeds. 

N ew Kata: Whirlwind S torln 
PRlPARATION TIME: 10 minutes 
DURATION : 60 minutes 

Like the defensive Whirlwind Barrier defensive kata. Wh irlwind 
Storm also derives from techniques of Whirlwind dueling. It uses 
the ha nd and arm speed that small weapons allow to create a 
Ouny of 1110tlon to set your opponent on his heels and confuse 
him about exactly where you intend to strike. At the very least. it 
will keep even a sktlled opponent too busy pa rrying and dodging 
your blows to mount an effective sustained attack of his own. 
The key to its use is that you must always remain on the attack; 
to pause or retreat into a defensive sta nce would completely neu­
lTalize Ll1 e point of using th is technique. 

RANI(; Yoritomo Bushi 3 
Co 'T: 2 

SrE tAL: Must have at least 3 Ranks in Knives. Peasant Weap­
ons (Kama) Or taves (Tonfa) to use this kata. Also. you must 
fight with two weapon . both of them being weapons the Ski ll 
in the use of which qual ify you to use th is kata. 11 at any point 
during the use of thi s kata you cea e to figh t wiLl1 two weapons. 
or if you begin using a weapon other than one the Skill in the use 
of which qualifies you to use this ka ta. the period of the kata im· 
media te ly ends and Its effects no longer apply. 
E:F fCT: YOLI gain a bonus equal to your ReOexcs + Agility to 

all your attack rolls_ However. you may not lise the Full Defense 

posture al a ny time. 

VOl D: You may spend a Void Point to negate the defen Ive dis ­

advan tages of the Full Attack posture for I rou nd. 




- ---

CHAPTER SEVEN: 

DUELING: WAY 
OF THE PHOENIX 

Philosophy 
One might think that, because of their search for Enlightenment 
and their devotion to peace as an ideal in and of itself, the samu­
rai of the Phoenix Clan would shun combat. And indeed they do, 
compared to most of their rivals among the Great Clans. But while 
they do not actively seek out conflicts with others, the Phocnix are 
nevertheless quite resolute in the face of violence and rarely shy 
away from a tight. In truth, many of them are quite skilled in battle, 
and have trained in the use of weapons since early childhood, as 
they continue to strive to achieve balance 'between body, mind, 
and soul. 'vVhat makes them so exceptional among the Great Clans 
is the resolution with which Phoenix samurai would forfeit their 
own lives if they believed that doing so would help achieve peace 
in the world. This philosophy has encouraged the Phoenix - par­
ticularly the bushi of the Shiba Family and all Phoenix shugenja 
- to develop important cultural traditions and unique philoso­
phies with regards to combat between individuals, and concerning 
dueling in particular. 

Within the Phoenix Clan, the tradition of the iaijutsu duel is 
very important. Members of the Shiba Family, who have dutifully 
served and protected the Isawa for hundreds of years, consider 
iaijutsu to be the ultimate test of a tighter. Indeed, to them it is 
the paramount way of proving one's worth to others. They view 
iaiju tsu dueling as not only a perfect way to resolve disputes be­
tween samurai, but also as a noble and enlightening tradition 
well worth pursuing. In fact, Phoenix samurai hold this form of 
dueling in such high regard that they typically show great respect 
to those who are proven masters of this art, regardless of the Clan 
they serve. Even ronin who are skilled in iaijutsu receive unusual 
respect for samurai who owe no fealty. 

Shiba bushi, in particular, believe that anyone who has at­
tained mastery in iaijutsu has also reached harmony of mind, 
body, and soul - a goal toward which many Phoenix work for 
most of their lives. The bushi of the Shiba Family are especially 
attracted to iaijutsu dueling, and many learn the skill as part of 
their school training. The discipline is not included in the obliga­
tory c n \.:u\um of the Shiba Bushi School. but so many young 
Shiba bushi choose it as a course of study anyway that it might 
as well be obligatory. In fact, ma ny sense i of this prestigious in­
stitution have perfected the art of iaijutsll in a way that on ly a 

Phoenix could have achieved. For the I hoenix, iaijutsLi Is un­
equivocally linked with the mysteries of the Void. Shiba bushi, 
and those other individuals fortunate enough to study at the 
school believe that in order to become ,,1 master of iaij utsu , one 
must be able to feel the flow of the clements a nd have at least 
sOllle underst<lnding of the great secrets of the universe. 

The tradition of iaijutsu among members of the Shiba FClm il y 
seems to date back to Rokugan 's pre-history, when Shiba h imself 
was but a young man. Ancient records kept inside Isawa librar­
ies and other Phoenix mchives establi h that dueling was an ac­
cepted and respected method of resolv ing conflicts berween two 
pClrties even before the dawn of the Empire. \iIJ'hile these records 
do not name the pmctice iaijutsu as such , they do describe ritu­
als and traditions associated with formal dueling, as well as some 
of the techniques used during such trials , that Hokugani of the 
present day would recognize, e-ven if only fain tly. Records, some 
of them as old as the 3rd Century. even indicate the name of 
individual duelists, and the quarrels that they sought to reso lve 
through the practice . 

IsalVa scholars sec in these written accounts proof that the 
tradi tion of iaijutsu dueling has always been part of the Clan's 
history_ Some cven say that this is the mClin reason why iaijutsu 
is so deeply entrenched in contemporary Phoenix culture. Unf r­
lunatdy. no one can prove Ihat iaijutsu was actually invented by 
a Phoenix. In bet. even Phoenix scholars believe th:1I the a nces­
tors of their Clan most likely borrowed this proud tradition from 
rival Clans. or at least developed it alongside members of other 
Clans, before they adapted it to their own needs. 

What is certain . however, is that the Shiba Family developed 
its own particlllar set of techniques. which they adapted to their 
unwavering belief that in order to achieve greatness one must 
tirst achieve balance of the mind, of the soul, and of the body. 
Throllghout the years, some of the best-known bushi of the Fa m­
ily tesled, adjusted . and perfected these methods until they be­
came what they are today. Ancient historical scrolls found <It the 
Shiba Bushi School even suggest that some Phoenix Champions. 
who have for years been the ma nifestation of the soul of Shiba. 
have even been a mong those who tine- tuned the un ique iaijutsu 
techniques now taught <1t the Shiba Bushl School. 



x Phoenix samurai treat iaijutsu duels with great respect. For Ihe - bushi of the Clan. it is not only a means of settling disputes. butZ 
IJ.I als Ihe only true test of one's own prowess in battlc. Because 
o of their deep connection to the mysteries of the Void. as well 

~ as the special way in which they approach the arl of the duel. 
Shiba warriors strongly believe that someone skilled at ia ij utsu is 
both mentally and physica lly strong. and also possesses a wise 
soul. They view iaijutsu masters from rival Clans in the same 
way. and pay them the sa me respecl they would a member of 
their own Clan. Phoenix bushi. however. suspect that those who 
did not learn the ancient techniques of the Shiba family and who 
were not blessed by the enlighlened teachings of the sensei of the 
Shiba Bu hi School an: not as aware of the ir menial and spiritual 
connect ion as the Phoenix bushi. Thus . though they might be 
better due lists. thcy are not as spiritually advanccd as thl?Y mc. 
Even so. a Phoenix duelist would ncver be ashamed to admit that 
a samu rai from a rival Clan is a superior master of iaijutsu. 

\"'hen an iaijutsu duel takes placc between two Phocnix. no 
special ceremony is required. However. a full-day period of medi­
tation lIsually precedes the duel. During this time. both duelists 
clear their minds and reconnect with the spiritual side of things. 
Th is period of deep contemplation allows them to enter Ihe 
contcst prepared to tap the full extent of thei r potential. It also 
helps them focus on the tasks they will need to perform as part 
of the duel. so some duelists recite mantras 10 help them sharpen 
their re flexes and enlighten their intuitive mind during this time 
of meditation. While witnesses do not need to be presenl dur­
ing this meditative period. many members of the Phoenix Clan 
usually attend it. These witnesses aiso take lime to cleanse theiru 
minds and souls through meditation. 

If a Phoenix enters a formal iaijulsu duel against a samurai 
from a rival Clan. he is usually more than willing to accommodatc 
his adversary and thus often accepts any ritual his foe wants to 
have performed. either before or after the bout. A Phoenix samu­
rai . howevl?r. always insists Ihat a period of meditation precedes 
the affair. no matter how brief it may be. 

Though it docs not draw the same level of reverence as iaijutsu. 
Phoenix bushi practice another form of weapon duel that is less 
famous. yet more characteristic of their Clan. Outsidl? of the Uni­
corn. no warriors favor the naginata as much as Phoenix warriors. 
Incvitrlbly. therc has always been a cadre of Shiba bushi who have 
wken up Ihe relatively obscure art of dueling with this variation 
on the spear. called nrlginrlta-kaiwa. These Phoenix naginaw du­
elists have rllmost no one with whom to practice this rlrt except 
themselves. and so they use it largely for sport or to settle mattcrs 
oi honor among themselves. But because the naginata is so light 
and casily handlcd in spite of its length. it is possible to perform 
fast and flashy maneuvers with it. making naginata-kaiwa duels. 
when they do occur. something of a spectator attraction. None of 
this is to say. however. that the Phoenix take llaginara-kaiwa light­
ly; indeed. the most promising young enthusiasts of this ducling 
form receive invitations to join the elite Order of Heaven's \ 'Ving. 
In keeping with the Phoenix's general attitude towards violence. 
naginata duels are fought to first blood except in truly extraordi­
nary circumstances. 

As deeply as the warriors of the Phoenix feel their conncc­
tion to the art of iaijutsu . Phoenix shugl?nja can claim a con­
m:ction to the praclice of taryu-jiai that is at least as profound. 
Although historiAns continue to dispute the exact origins of the 
taryu-jiai duel (and even the lsawa historians argue this among 



themselves}, it is an historical facr thill in,vas in the lands of the 
Phoenix Clan, during the Setsuban Festival, that taryu-jiai first 
became a popular custom. 
In the Phoenix provinces, where masters of the elements abound 
and those who can channel the power of the kami are part of 
a long and storied Clan tradition, those who practice taryu-jiai 
receive due respect from heimin and samurai alike. Among the 
Phoenix, formal magic duels are just as important as i,lijutsu, 
though perhaps not quite as common, since many shugenja 
make it a point to avoid dueling in front of an audience of anyone 
other than samurai. 

Regardless of their training, background. or profession, Phoe­
nix samurai view all forms of dueling as serious affairs in which 
two contestants have the chance to prove their worth as well as 
settle any dispute between two parties. The Phoenix also see a 
bout of taryu-jiai as a contest that allows the duelists to test their 
magical abilities and prove how they can control the Elements. 
Whether iaijutsu or taryu-jiai, however, the Phoenix respect the 
gravity of the duel and do not enter into one lightly. 

Subjects of countless plays and stories , duels between shu­
gcnja are an important part of Phoenix culture. Indeed. popular 
children's tales and ancient folklore concerning mythic battles 
betll'een masters of the elements abound throughout the Phoenix 
provinces. Peasants and samurai alike delight in the telling of 
such stories, and many have learned these tall tales by heart , and 
eagerly convey them to anyone who might care to listen . Travel­
ers who trade with merchants or talk to innkeepers, scouts, and 
peasants from the Phoenix Lands Gmnot fail to hear at least one 
story of .1 Phoenix shugenja who reclaimed hi ' honor or saved 
face for the Clnn in a mighty contes t of magic aga inst one of his 
foes. Some of most popular plays and poems of the Phoenix art­
ists recount the great deeds of one of their shugenja ancestors 
who defended the honor of the Emperor or the virtues of the Clan 
by defeating an enemy in single magical combat. Even children 
often sing about the exploits of one Phoenix shugenja of old or 
another. clumsily telling how he defeated an opponent in a duel 
in which both contestants took control of the elemental forces 
in a dazzling display of magicill might. Thus, the tradition o f the 
taryu-jic1i duel is perpetuilted, and thus the legends of those who 
fought such duels throughout the long history of the Phoenix 
Clan grow. 

In keeping with the Clan 's general attitude toward dueling and 
vi k nce In general. a taryu-jiai duel is not to be entered into 
ligh tly. \ Phoenix shugenja must not e nter 11 taryu-jiai duel for 
selfish or unjust reasons. In the long history of the Clan, the tradi­
tion of taryu-jiai has become a highly respected means through 
whl h two shugcnja could settle points of disputes between 
thc lll. Because of their devotion to peace as well as their continu­
ous quest for enlightenment, Phoenix shugenja strongly believe 
that a formal taryu-jiai duel must be fought no t to prove that one 
L greater than another, but to further the idea of peace th rough 
all of Rokugan. As their Asahina cousins have begun to di 'cover 
more recently, the Isawa have always understood an irony that 
underlies their philosophy - namely, that sometimes. one must 
invoke the limited and stylized violence of a duel in order to pre­
vent a larger and more terrible violence from breaking out. 

This philosophy, of course, can manifest itself in various wc1yS. 
for a Phoenix, furthering peace could meil n that a shugenja 
neetL 10 deicnd the honor of his Cla n in a taryu-jiai contest, so 

that they may continue to wield their pr tige as as respected 
Great Clan in pursuit of their se lf-c1ppointed mission as the per­
fect ambassadors of peace. It could also mean that he needs to 
face an opponent in o rder to settle a point of honor, which would 
allow him, a member of his Cla n , or another importclnt figure In 
the Empire, to save face and defu se a confrontation with honor 
to both sides ,1Ild a relatiw lack of blood shed. So dedicated to 
peace are most Phoenix samurai th flt it is not out of the question 
that they would willingly concede a duel to a weaker adversary if 
they believed it would help their cause. This philosophy regard­
ing taryu-jiai dueling. however broad, is important to the Phoenix 
shugenja . Entering a taryu-jiai duel for selfish reasons would af­
ter ail go against their goal of achieving enlightenment , and thus 
it would be a dishonorable thing. 

While formal iaijutsll and taryu-jiai contests are the most 
popular and highly regarded forms of dueling pract iced by the 
Phoenix, the Clan's courtiers frequently engage in other methods 
of dueling against one another, seeing as holV Lhey lack ta lent for 
channeling the kami and the training to use the katana with ap­
propriate skill for iaijutsu. They prefer alternate modes of dueling 
that make use of the talents that they possess rather than ones 
that they lack. 

Phoenix courtiers arc not as attracted to tests of intIigue. o ra­
tory performances, or even composition of poetry the way mem­

'iObers of other Clans are, but they do li ke to engage in contests 
l:that include some sort of artistic performance. Among Phoenix ocourtiers and artisans, contests of origami, ikebana, pain ting, 

and sculpting are the most popular forms of challenges . In fact. Z 
when two samurai of the Clan agree to a ducl, lhese disciplines )( 
are often considered. even among bushi and shugenja. 

Regardless of the type of challenge into wh ich they choose to 
enter, samurai of the Phocnlx Cla n lew fom1a l o f due ls f all 
kinds as an essential part of their cult ura l he ri tage. Among the 
bonge and the eta of the Phoenix lands, ski lled duelists com­
mand an esteem verging on awe, regardless of their Clan a lle­
giance. Among the samurai class, dueling is viewed not only as a 
means to settle p ints of honor between two individuals or par­
ties, but also as an important tradition th.,. t lies at the very heart 
of the Way of the Phoenix. 

Phoenix Institutions 


A samurai trained according to the trad itions of the Phoenix will 
not want for instruction lhal may be app lied to various fo rm f 
dueling. The Phoenix shugcnja Fami ly, the [ , wa, have alwny 
had a strong interest in taryu-Jla i, and over the centuries, they 
have developed special techniq ues illiowing their shugenja to tap 
even deeper into the elemental f rees in o rder to a id them In .,. 
bout of taryu-jiai. The secrets of these tech niques are zea lously 
guarded and only those who are fortunate e nough to be accepted 
at the highly exclusive Isawa Taryu-jiai Academy can ho pe to 
learn these very specia l methods of figh ting wi th the elemen ts In 
it formal magic duel. 
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Phoenix artisans and court ier are as proud of their arl as the 
Phoenix shugenja are dedicated to their craft. They know that art 
can take several forms, and they consider magic and swordsman­
ship as forms of arl, and as such they have no more inherent dig­
nity than crafts made lVith the hands or products of the creative 
imagination. Some artisan sen ' d , partl ularly those of the Shiba 
Artisan School. arc famous masters of their particular disciplines, 
and take pride in their reputations. 

Phoenix courtiers often use artistic or artisans' skills to defend 
the honor of the Phoenix Clan at court. or to resolve conflicts 
between two individuals or parties. Bec<1us(' artisan con tests arc 
especially important in Phoenix Clan culture. some sensei of the 
Sh lba Artisan School are especially adept at winning bouts of 
ourtly duels involving ikebana , origami. painting, or sculpting 

- all popular forms of expression within their Clan. 1101Vever, it 
is with in the little knOlVn and very exclusive Shiba Artisan D jo 
that students learn subtle but effective methods to help th m 
ga in an edge while engaged in a contest thM involves the use 
of art isan or artistic skills. And the courtiers who master these 
methods are expert at resolving conflicts through duels of artistic 
abilities. something that all members of the Phoenix Clan C<1n be 
proud of. 

Phoenix bushi also have a long history of tradition and ritual. 
and those who study ill the Shiba Bushi School are especially 
IV'II known for their extraord inary reflexes and keen senses. For 
them . the formal i,lijutsu contest is the ultimate test of <I warrior's 

worth. Though not <III students of the Shiba Bushi School learn 
how to mHster the delicate <lrt that is iaijutsu, those who do have 
the potential of becoming master duelists who can stand toe to 
toe with the swordsmen of the Crane and the Dragon. 

Shiba Bushi School 
vVarriors who study in the Shib<l Bushi School are recognized for 
their devotion to the shugenja they are sworn to protecL Indeed, 
many see them as the foremost yojimbo in all of the Empire, and 
Ilone in Rokugan could h()pe to have a better trained and more 
loyal bodyguard at his side. Shiba bushi benefit fwm rigorous 
training in single combat. as well as skirmishes and mass battles. 
This training particularly emphasizes skill at dodging attacks 
from all possible angles, so the Shiba bushi are quick, agile. and 
light on the feel. Their training also focuses on seeking the perfect 
balance between body, mind, and soul. Their intensive physical 
schooling is complemented by indoctrination in meditative tech­
niques, giving them a particularly deep connection to the myster­
ies of the Void. 

The Shiba have always respected the traditions of their Family, 
going all the way back to their namesake's vow of loyalty to Isawa 
<I t the founding of the Phoenix Clan, and tradition in general. 
Thus, all members of the Shiba Bushi School view iai jutsu as 
the most important form (and one of the few legitimate forms) of 
dueling. So even though iaijutsu is not a compulsory part of the 

~. 



curriculum of the Shiba Bushi School. it is nevertheless greatly 
respected by all who receive training in the Way of the Shiba. 
But the unique blend of physical and spiritual training that they 
receive gives them ;l view of iaijutsu that is slightly idiosyncratic, 
.md often misunderstood. For them, a duelist must be physically 
fit and spiritm111y connected to the Void in equal measure in or­
der to master the art. For those who teach the art of dueling at the 
Shiba Bushi School, only individuals who have the potential to 
become both expert warriors and masters of meditation arc wor­
thy pursue the path of the duelist. Because of this, only a select 
number of students from the Shiba Bushi School arc trained in 
iaijutsu. 

At any given time, the Shiba Sushi School keeps only three 
sensci who specializc in instruction in iaijutsu and tea(h ad­
vanced ducling techniques. Thcy are all veteran duelists them­
selves and proven masters of iaijutsu. They arc also selective 
about whom they take on as students, not only out of respect for 
thcir art, but by ediLt of the Shiba Family. Even if the demand 
for their scrvices well outstrips their capacity to teach - and it 
has at various times in the history of the School. the Shiba would 
newr consent to add more iaijutsu masters to the faculty. They 
do not wish to spread the idea that figh ting ought to be .1 common 
practice; at the same time, they also understand that restricting 
advanced instruction in dueling tcchnique so strictly also en­
forces reverence for it, and for the traditions that it embodies. A 
thing so exclusive must, by definition, have great value. Allowing 
on ly the best and most promising students acce s to advanced 
techniques of swordsmanship, in the end, emphasizes the notion 
that fighting for one's Clan is a privilege, not a right belonging to 
every samurai with a petty grudge. 

But it is a paradox of how the Phoenix train and indoctrinate 
their bushi that duelists become famous beyond proportion. leg­
endary in their own lifetimes in some cases. The iaijutsu sensei 
of the Shiba Bushi School are the talk of the students (even the 
other sensei) almost constantly. Because they specialize in an art 
form only a select few arc deemed worthy enough to learn, their 
reputation as great swordsmen is taken for granted. In all cases. it 
is a reputation well earned, as they are so few in number tha t the 
Shiba never need to compromjse their standards. Nonetheless, it 
is an article of faith amo ng the students that the iaijutsu sensei 
represent not only the epitome of the Rokugani duelist, but also 
wha t it truly means to master the tine balance between mind. 
body. and soul. 

A .ording to the official history of the Shiba Bushi School 
(which was compiled by Isawa historians , of course), its unique 
ia ij ut ·u techniques date back to the Rulership of the Gozuku, in 
th la te 4th and early 5th Centuries. The end of this period, which 
was marked by the execution of many Phoenix samurai . is often 
regarded as an Important time for the art of the duel within the 
Clan. Indeed, many renowned Shiba samurai of the time seem 
to have perfected the techniques developed by their falhers and 
grandfathers during the second half of the 5th Century. Regard­
less of their origin , however. these techniques are now ta ught 
exclusively at the Shiba Bushi School, and only to a sclect few. 
The Shiba sensei believe they form a unique blend of methods 
that reqUire students to be clear minded, spiritually <lIvakened, 
as well as physically fit . These methods arc not taught anywhere 
else in the Empire, and students of the Shlba Bushi School who 
\ am t, master these techniques can riva l any iaijlltsu master. 

Because the Phoenix arc better known for their scholarship 
and m,lgical ,1[ts. as well as for their talents in diplomacy, rela­
tively few of them arc regarded as great warriors. Students of the 
Shiba Bushi School a rc neverthe les well known throughout the 
Empire as yoj lmbo. This repll t:u ion has earned them a p lace of 
respect. bLlt stIli there are samu rai of riva l Clans who view Sh iba 
bushi as little more than bodygu.uds whose only real purpose is 
1'0 throw themselves in front of the shugenja of their Clan when 
it comes down to a confrontation. And no m,ltler how bravely 
or skillfully they give account of themselves , there will always 
be some who sec them as little more than servants of the Isawa. 
"Vha! these unenlightened ones fail to rea lize. however. is tha t 
the bushi of the Shiba are as capable wa rri IS as any other mem­
ber of their profession. Much more , they have also developed 
specIa l tcchniques ,lllowing them to master the art of iaijutsu in a 
way no other samurai in the Empire could even dream of learn­
ing. Though only a few Shiba bushi study these techniques, one 
would be well advised not to underestimate a Phoenix sam urai 
when challenging him to an iaijutsu duel. 

Isawa Laryu-jiai ,Academy 
Undoubtedly less popular but definitely more specl;'lcu la r then 
iaijutsu dueling, the tradit ion of taryu-jiai is of foremost Impor­
tance to the samurai of the Phoenix Clan . Since many samurai o f 
the Clan not only know how to ch,lnnel the kami, but a rc a lso re­
garded as the most capable shugenja in all of Rokugan. it comes 
as no surprise that they have a long and proud trad ition of magi­
cal dueling. This history of Rokugan record , alter all, that the 
practice itself originated in the Phoenix La nds, among the Isawa . 
Even courtiers and bushi of the Clan realize how pm erlul and 
enlightened a shugenja must be to win a taryu-jlai contest aga inst 
one of his peers , and thus they u na nimously have mu h re peer 
for those who enter such formal due ls, 

While any sh ugenja can defend his honor or tha t of his Clan 
in a taryu-jiai duel, only a few know how to tap in to Ihe Elements 
deeply enough to truly maximize their chances of winning such a 
contest. Only the most powerful lsawa shugenja reach a level 01 
skill that grants them mastery over their School 's most adva nced 
techniques of taryu-jiai. The Isawa Taryu-jiai Acade my is the des­
ignated repository of the Isawa's dueling secrets, and they guard 
them jealously, for rca o ns not unlike the h iba Bu hi Schoo l's 
for limiting access to advanced training in ia ij lllsu : To open it up 
to more students w uld devalue th 'l11 , and perha ps encourage 
an irreverence toward thi convention tha t would ul ti mately Ul 

against the grain o f the lan 's soul. 
The Isawa Turyu-jiai Academy was founded around the turn­

ing of the 11 th ' n tu ry by a small group of Isawa hugcnj(1 who 
had e(1ch fought their share of taryu-jiai d ue l ' . L a led deep In 
the lands of the Phoen ix , ome d istn n e north f Kyuden Shiba. 
the Isawa Taryu-jiai I\cademy is a very exclusive school. itua ted 
in the heMt of a wide grove in the midst of a great forest. the re­
mote location of the !\cad my a llows Its students to [lu rsue theIr 
studies free of distractions - as well as prying eyes who might 
lVa nt to learn secrets that the Isawa would pr fe r rema in wi thin 
the Clan. Those who emerge from the Academy arc re pu ted to 
possess unsurpassed sk il l in the art of taryu-j ia i. 

Traditionalists at heart, the Isawa shugenja prefer the oldest 
form of tmyu-jiai, in whl h two oppone nts face each othe r In a 
specially prepared area In which they ba ltle ne a nother with (he 
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pure force of the kami until one wounds the other <lnd wins the 
ontest. Of course, Phoenix shugenja always fight to first blood, 

as taking life would be anMh ma to them. Only in the most ex­
trcme of circumstances, and only when facing <In l pponcnt from 
a rival Clan and if they believe this will help bring peace, will ,1Il 

lsawa shugenja agree to a cluelto the ueath. 
While more popular throughout the Empire, and certainly 

vielVed as more socially acceptable, than the traditional form 01 
taryu-Jlal dueling. the newer version of taryu- jiai in which the 
duelists creatr magical avatars with the elemen tal forces and 
use these aVillars as proxy combatants. is not very fashlonable 
among the Phoenix. Though this form of taryu-jiai is certainly a 
great test 1 one's power. Phoenix samurai are nonetheless less 
attracted to it. One migh t think that the pacifist Phoenix would 
prefer th is type of contest. given that there it carries with it no real 
chance that either dUi: list will come to harm. For them , however. 
only one who is willing to put himself in hmm's way can truly 
settle a point of honor with another party. The Phoenix believe 
that refL! Ing to accept the consequences of one's actions is fun­
damentally selfi h, and that they cannot live by their convictions 
without willin ness to suffer the resu lts of their actions. 

u 

But even as they hold to a very traditional view of tarYll-jiai. 
ISdwa shugenja are also open to news rituals and protocols sur­
rounding formal dueling. For them, it is not the ceremony that 
precedes the duel that is important, but the contest itself. vVhen 
they face shugenja of other Clans in formal magic duel. Phoenix 
shugenja often agree to partake in any tradition their opponent 
might h Id dar. Phoenix shugenja, especially those fOl'lunate 
enough to have studied at the Isawa Taryu-jiai Academy. know 
tha t nothing can help them during a magical duel save for their 
llwn c nt rol over Ihe kami. And no amount of prayer or supersti­
liou ritua ls can change that. 

Shiba Artisan Dojo 
Perhaps more than any other Great CI<ln - except for the sin­
gular e ' eption of their longtime allies. the Crane - the Phoe­
nix pride themselves in their practice of artistry and artisan­
sh ip. Whether it is the whimsical craft of magic, the noble art 
of swordsmanship, or the more refined skills of painting, flower 
arranging. or paper folding. Phoenix samurai are often whole­
heartedly dedicated to every little enterprise they care to essay. 
especially in the domains they consider artistic. The most skillful 
of their kin approach everything they d with a passion. dedica­
tion, anti patience few Rokugani display. and thus the courtiers 
<md art isans of the Phoenix Clan frequently become masters of 
their chosen art. 

Though ollle Phoenix salllurai - particularly the Shiba - can 
be as SI11 olhly c nvivial as any Imperial courtier, the majority of 
them are seldom attra led I art forms that require deception , 
lying. or the manipulation of others. Whi le they do c nsider eti­
quette, Intrigue, gossip. and p 'li Ll ca l miineuwring essenll I tools 
of the court one would do best LO master in order to defend the 
honor and status of his Clan, most Phoenix tend to view any form 
of social maneuvering or manipulation as dishonomble. The only 
excepti n to this ru le is the fine ilrt of acLing. but even then Phoe­
nix samurai are not particular repu ted for great kabllki or noh 
performers. 

,vlost Phoenix artisan kills. such as origami, sculpting. and 
even gardening. as honest cndeavors through which one can focus 
the Illind, strengthen the character, anu heal the sou!. The most 
p pular art fo rms wilhin the Clan are origami. ikebana, painting 
and sculpting. Some Shlba 'ourtlers specialize in such art forms. 

and sometimes allow these pursuits to eclipse their more obvious 
obligations as diplomats and advocates. They sometimes chal­
lenge their brethren, or even members of the other Clans, into 
contests involving a form of art in which they excel. 

In order to help young Phoenix courtiers master their cho­
sen art form, a group of brilliant artisans from the Shiba Family 
founded what they simply called the Shiba Artisan Oojo. This 
small, but prestigious institution can be found in Mamoru Kyotei 
Toshi. the famous Honored Treaty City of the Phoenix. Dedicated 
to the peaceful arts, the school's founders decided to establish 
their institution in the heart of the city that has been the reposi­
tory of the peace treaty that ended the bloody war between the 
Phoenix and the Lion Clan some 700 years ago. Proud of the 
Phoenix Clan 's role as the messengers of peace in the Empire. 
the founders of the Shiba Anisan Dojo promote. perhaps more 
than any other Phoenix institution, the importance of peaceful 
negotiation and amiable agreements between the various Clans, 
Families, and other factions of the Empire. Those who Jearn from 
the school's sensei have a chance to perfect their artisan's skills. 
but they also have the potential to become even better advocates 
of peace. 

"Vhile Ihe Shib<l Artisan Oojo specializes in perfecting the art 
forms so many Phoenix samura i love and respect , it also teaches 
its students how to m<lximize their performances under pressure. 
vVhile some courtiers prefer to challenge their peers with a game 
of go or a poetry composition contest, members of the Phoenix 
Clan an: more inclined toward challenges of artisan skills. Thus, 
sculpting, painting. origami , ikebana, tattooing. and even gar­
dening contests are more frequent among the courtiers of the 
Phoenix Clan than iaijutsu duels arc among the clan's bushi. 
Phoenix courtiers also love to face members of other Clans in 
this type of (relatively) friendly competition. since it emphasizes 
the point that the Phoenix prove their honor through means that 
most other Great Clans tend to neglecl. To challenge a Phoenix 
samurai, therefore. is to risk having to prove yourself through a 
test that would only make you look foolish compared to your 
rlv,, !. 

W hile not necessarily trained in formal dueling types of con­
t t involving one art form or "nother. the Shiba Artisan Dojo's 
students <He particularly good at performing under pressure and 
usually excel in all types of competitions. Thus, most of the 
Clan's courtiers hold the sensei of the institution in high esteem, 
and many of them actually make it a point to attend some of the 
school's courses so they can learn s me of its very specia l tech­
niqucs. Needless to say that the courtiers of the Phoenix Clan 
cnjoy pUlling these techniques to good use. and on more than 
one occasion they have challenged members of other Clans to 
various types of artisan 's contests. and emerged victorious more 
often than not, thanks in large part to their training and the con­
lidence with which it imbues them. 

Since an artis,m 's contest is a non-violent. and often even 
friendly, w'ly of solving connicts between two individuals , as well 
as a great means to show the extent of one's artistic abilities or 
invent iveness. this tradition is especially important to the samu­
rai of the Phoenix Ian. Because maintaining ancient Rokugani 
culture is important t thcm. many Phoenix courtiers train in at 
least one form of art. And thus many consider the lessons \ ught 
by the sensei of the Sh iba Artisan Dojo to be as important to 
Phoenix culture as water is to fish. 
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Phoenix Sensei 
The Phoenix Clan is widely reputed to turn out the best scholars 
and greMest shugenja in all of Rokugan. It is thus no big sur­
prise that their shugenja are among the foremost taryu-jiai con­
testants on the planet. Being able to channel and maintain the 
elemental forces through long periods of time , however, is not the 
only strength of the dueling shugenja, and Phoenix samurai have 
long understood that spiritual awareness and the understanding 
of one's adversary arc of primal importance during a traditional 
taryu-jiai bout. Not particularly known for their great warriors, 
the Phoenix Clan nevertheless produces some of the most loyal 
and certainly the most notable yojimbo in Rokugan . Among stu­
dents of the Shiba Hushi School. some even master iaijutsu. A 
small number of these experts teach their craft to others, so that 
the honor, reputation, and status of the Phoenix CI3n may con­
tinue to grow, within the borders of the Empire and without. 

i\MlKA. SHIM nUSHl S [NSEl 

Air: 4 Earth: 3 Fire: 4 Water: 3 Void: 4 

ReAexes: 5 Agility: 5 

Honor: 3.2 Status: 2.5 Glory: 3.8 

Ct-I l / RAN K: Shiba Bushi 3/Shiba Duelist I 
ADVANTA IE : Hotei's Blessing, Quick 
Ol i\.OVANTAGlS. Idealistic, Overconfident 
KAlA: Eyes I Inc Phoenix , Striki ng as Fire, Striking as Wind , 
The Empire Rests On Its Edge ( tiquette), Touching the Infinite 

z 
C1 

~Kl LI S- Defense 6, Etiquette (Conversation) 6, Iaijulsu 6, Ken­
jutsu (Kat,1na, Wakizashi) 6, Kyujutsu (Daikyu) 4, Meditation 
(Void Recovery) 4, Spears 3, Theology 3 

The eldest daughter of her family, Shiba Namika grew up in the 
shadows of her younger brothers, the twins Hirobumi and Hi­
roshisa. \"Jhen they were born, an old age told the family that 
the twin boys were blessed with the gift of communing with the 
kami , and that a great futllfe awaited them. They both pleased 
their parents when , at a very young age, they announced that 
they would gladly walk in the footsteps of their famous shugen ja 
grandfather, who had been one of the few to serve on the Council 
of Elemental Masters without blood ties to the lsawa. Namika's 
parcnts had never been able \0 grasp the subtleties of magic , and 
it pleased them immensely that their twin sons would honor the 
family by learning the W ay of the ShugellJa. 

Namika's father was a relatively low-ranking but proud and 
10y<11 aide of thc the Phocnix Clan Ch<lmpion. Unlike his own fa­
ther, he had never been able to gra r the intricacic - of magic, but 
he was an agreeable and outgoing man who, altl1Qugh he never 
rose to high rank, nevertheless served his Clan respectably ilnd 
well. Though he was charming and cou ld probably hay become 
a successful ambassador or cOLlrtier, Namika's father had little 
ambition of his own, H is activities were confi ned mostly to cata­
loguing the deeds of the Phoenix Champion, and thus he actually 
produced a valuable account of rccent Phoenix history a a result 
of his apparently hllmble service . 



---- - -----------

never home and she seldom saw him; as a child, she was al­
ways told that he was a valued and loyal Phoenix samurai, but 
she never really saw it first-hand. Thus, it was her mother who 
took care of her and her brothers and spent much more time with 
them. Namika's mother, however, was much more than a simple 
homemaker. She was a gifted and inventive sculptor, and she 
spent much of her spare time crafting wondrous stiltueltes, deli­
cate am ulets, as well as various types of ornaments to decorate 
her home. These items and their making f<1scinated Namika since 
she first began observing her mother at her avocation. 

However, unlike her charismatic father or her talented mother, 
Namib po sessed no special gift. She was plain looking and un­
easy around people she did not know or implicitly trust , a nd she 
could not draw a straigh t line, much less create it true piece of 
,ut. Unlike her brothers. she possessed none of her grandfather's 
aptitude fo r handling the elemental powers. a nd so she did not 
have a whole lot of confidence in herself. As a child . Namib was 
more atlr. cted to strenuous physical activities and games than 
to the more ultured pursuits with which the Shiba Family werc 
more cio ely a socia ted. She knew in her heart that a scholar's 
life would not suit he r. a nd she had no talent for any of the forms 
of artistry that interested her. Like every member of her immedi­
ate fam ily. however. she felt that I yalty to her Clan. as well as 
duty to her peers. was essential for the well being of the Empire . 
and she was determined to devote herself to the pursuit of these 
duties. 

Even so, Namika had no idea how she would find her path 
untIl a chance encounter with Shiba Yuya . <1 second cousin of the 
famous M<1ster of the Void hiba Ningen and then a student in 
the way of the Shiba bushi Inspired he r to io llow a course quite 
diffe rent lrom those that had characterized her kin. Yuya took <1 
liking to the younger girl , who was now possessed by the wonder 
0110 king a t the IV rlu through a lens that she had newr used 
before, and took it upon herself to mentor her. Yuya 's influence 

gained Namika entrance into the Shiba Bushi School, where she 
would undergo her samurai training - quite an exception for 
both the Shiba School and the Shiba Family. Once in. however. 
Namika impressed her sensei with her character and devotion to 
rhe ideals of the Phoenix , as well as her apparent gift for swords­
manShip. Although she had started her education at a later age 
than is usual. she nevertheless became one of the Shiba School'S 
fastest-learning and most capable students. and she wound up 
undergOing her gelllpukku at the same time as the other young 
Phoenix samurai of her age. 

After her training. Namib took on the duties of a yojimbo, 
proudly safeguarding various personages of the Phoenix Clan. 
This duty took her to all corners of the Empire. She was assigned 
on several occasions to escort her brothers, and she also worked 
alongside her old friend and mentor Shiba Yuya. It was a largely 
ulleventfullife. but she earned a reputCllion for reliability and loy­
alty in the pursuit of her duties. Then, aiter nearly two decades 
of service to her Clan. she witnessed an iaijutsu duel between 
rwo genuine masters of the art for the first time in her life. She 
had seen samurai challenge each other before, but never ilny­
thing al this level of skill. The combat W<-1S swift and aSlonish­
ingly intense. and the complete absorption of the duelists in the ir 
task lVas palpable even to the spectators. Though Namib had 
studied the basic techniques of iaijutsu and learned its lore. she 
never dreamed thot the actual event would prove so gripping. 
nor imagined the elfect that even watching a duel 1V0uid have on 
her. 

Now c<1ptivmed by the art of the duel as never before. Namika 
sough t ou t one of the few masters of her school who taught the 
Shiba's elite techniques of iai jLJ tsu. Again. her long fri endship with 
Shiba Yuya stood her in good stead. <'I nd the n rma lly sk pti al 
sensei accepted her as <1 student. In lime . they even invited he r 
to join their slll<111 and privileged number. Now entering middle 



age . Shiba Namibl remains a respected Phoenix yojimbo - but 
now doubly so. since she has joined the rarefied group of iaijutsu 
masters of the Shiba Bushi School. She now spends much of her 
time at the dojo. where she has become one of the few sensei 
who have learned the closely guarded iaijutsu techniques only 
students of the Phoenix Clan can hope to uncover. 

Air: 4 Earth: 4 Fire: 5 Water: 4 Void: 5 

Awareness: 5 Intelligence: 6 Perception: 6 

Honor: 4.7 Status: 5.4 Glory: 7.2 

S uo IIRANK: [s<1Il'a Shugenja (fire) 3/[sawa Void Master 3 

AllVANT G I'S. BlesSing of the Elements (fire), friend of the Ele­

ments (Fire) 

DISADVANTAG[S: Brash, Contrary, Driven (Ambitious) 

' 1' I L~: Aura of Flame, Burn the Soul. By the Light of Lady 

1\1[oon, Call Upon the \Vind, Commune, Counterspcll. Echoes of 
a Breeze, Fires of Purity, Heart of the Inferno, Hochiu 's Celil of 
Heaven, Light of Yakamo, Secrets on the vVind, Sense , Strike of 
Osano-Wo, Summon, Symbol of fire, Tail of the Fire Dragon. 
Tempest of I\ir. Tempest of fire, The Fires from Within, The Fires 
that Cleanse, The Fist of Osano-Wo, The Fury of Osano-Wo, 
Touch of the Fire Kami , Way of Deception 

KJ U 5: Calligraphy (High Rokugani, Phoenix Cipher) 5 , Divi­
nation (Astrology, Omen) 5, Etiljuette (Sincerity) 5 , Medicine 4, 
Meditation (Void Recovery, Zanji) 7, Spellcraft (Fire Elemental 
Knowledge. [sawa Shugcnja School Knowledge, Spell Research) 
7, Theology (The Fortunes) 5 

Extraordinary loss and sorrow characterized [sawa Ekiken's early 
life. At the age of six, he witnessed his sister'S deMh, as she fell 
into the well on the famil y estate and drowned. Tormented by 
gUilt because he had been unable to prevent the accident. or res­
cue his little sister after the fall, the child Ekiken became reserved 
and possessed by a gre<1t sadne$s. \"/hen he was eigh t, his father, 
an lsawa [nquisitor, and his 1110ther, a Phoenix magistr<lte born 
into the Shiba. were both killed by a summo ned oni while inv ­
tigating reports of Bloodspeaker activity. 

After his piUents' death, Ekiken became even quieter and his 
moods tended to shift between long weeks of lonely depress ion 
and outbursts of uncontrollable anger. From this time forth, his 
great aunt, [sawa Maeko, took Ekiken int·o her house, taking care 
of him as though he were her own child. Before she became Ekik­
en's caregiver, Macko had spent most of her life in the service of 
the Cla n's Master of fire and General of the Firestorm Legion, the 
Ph enix hero [sawa Hochiu. She had had a great deal of experi­
Gnce in matters of politics, in foreign diplomacy, and in Rokugani 
courtly intrigue, but she had no idea how to raise il child. much 
Ic~s help the despemte Ekiken, who seemed to have had already 
been crushed by the hardships of life. [sClIl'a Macko tumed to one 
of her best and most trusted friends, a wise shugenja o j the Sh ib;l 
family, whom she t'hought could help heell Ekiken. 

Gradually, with the help of this wise woman, Ekiken learned 
mantras ,md meditation techniques to help him cope wil h his 
immense sorrolV, but also to help him control his rage - IVhich 
seemed aimed at no one in particular. yet at every one at the 
sa me time. Though he allVays rem,lined a s r/ous child who scl ­

dom smiled, Ekiken begun to appreCiate his life. He loved his 
great aunt , for the 1V0man had led a fascin ating life and was very 
kind to him . As he grew up. Ekiken became extremely proud of 
the fact that he had b en one of GeneraJ [sawa Hochiu's aides. 
This fact, combined with his gene ral pride In his [sawa heritage, 
made Eklken become arrogant, but it also made him want to 
make something out of himself. 

As a student o f the [sawa Shugenja School. Ekiken quickly 
learned the crait he now masters. He wa • however, a far from 
ideal student In his youth. Ekiken foc used his anger and sor­
row at the 10 S of his family and channeled these emotions into 
an insatiable will to learn , but he was also confused and angry, 
and made few friends among his fellow students. Though he was 
blessed with the gift of magic, he became a fierce and prideful 
competitor, frequently engaging his fe llow students in all sorts 
of contests of wit and skill. \>\!hen Ek[ken won such contests, 
he wou ld walk as proudly as a rooster in a yard full of hens. At 
times, he became so full of himself that he even enjoyed humili­
ating his peers , which earned him the wrath of his sens I. who 
continually chided him for behavior that would be considered 
unacceptable com ing from a samurai (especially one of the Phoe­
nix Clan). vVhen Ekiken lost these petty competitions, however, 
he felt shamed and the wight of de fea t pressed heavily upon his 
soul. 

It took [sawa Ekiken years to control his emotions, but even 
after he came of age those who knew him sometimes viewed 
him as a quiet, prideful man who loses his temper rather more 
than becomes a Phoenix samurai. [n his quest to become a more 
powerful shugenja, Ekiken left the Phoenix Lands, seeking one 
adventure after the next until, some twenty odd years later, he 
returned to his home a much wiser man, 

Though the sorrow never quite left him. Ekiken is now mu h 
more sensible to others. He also learned - the hard way - that 
pride was a curse one would do best to be rid of. for it can tru ly 
break a man. And so after a series of hUmiliating taryu-jiai de­
feats at the hands of stronger oppo nents, 19awa Ekiken fina lly 
understood the meaning of the old saying that , "No matter how 
strong you are , there is always someone stronger. " He accepted 
that he could never become truly invincible In a contest of magic , 
for he cou ld never become so much better than al1 of his peers 
- particu[arly his peers in the Phoenix - that he could eveT truly 
feel that no one could defeal him. Having grown wiser, Eklken 
accepted these facts and bega n to show more respect to other , 
to appreciate thei r abilities, the ir knowledge, and even thei r om­
pany. When he returned home, even his kin and former sensei 
scarcely belleved he was the same man . With deep humili ty, he 
requested a n appointment as sensei at his old school. and re­
ceived it. 

Today, [sawa Ekiken has quite a reputation as a master of the 
elemental forces. Eklken's reputation , however, comes not from 
the fact that he is a potent wielder of magic, but rather because. 
during his travels he fought and won three dazzli ng taryu-jiai du­
els against powerful shugenla of oLher Clans to defend the honor 
of the [s awa. He certainly did not Win every d uel that he fought, 
but neithe r did he lose all of them. either. Though still quiet and 
reserved, [sawa Ekiken has a few good friends and many loyal 
allies. Thu ,even though politics has never been his forte, he is 
an influential voice within the Clan he so proudly serves. 
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New Mechanics 


Phoeni~ Dueling Practices 
Naglnata-ka/wa: Naginata duels do not center on the single 

strike, as do iaijutsu duels. Instead, they place more emphasis 
on the lise of flashy kata , such as those developed by the Shiba 
Bushi School. Resolve a naginata duel as a standard skirmish 
between the two duelists. 

New Advanced chool: 
Skiba Ar isan 

(Courtier) 
The Shiba Artisan Dojo combines diplomacy with artisanship, 
promoting a miable settlements of disputes through non-violent 
form of dueling. Students of this exclusive Advanced School 
supplement their ambassadorial experience with intensive train­
ing in artisan's skills with an emphasis on engaging in and win­
ning courtly duels. Because they learn to perform their art to the 
best of their abil ities, even when they are subjected to a great 
deal of pressure, s tudents of the Shlba Artisan Dojo are extremely 
tough competitors to beat in va rious forms of courtly contests. 
They a re subjected to such rigorous training because Shiba Arti­
sans serve as one of the Phoenix's most prominent public faces, 
and only the most promising courtiers of the Clan are accepted 
into this course of advanced study. 

Requirements 
RingslI'raits: Awareness 5, Intelligence 5, Perception 5 
Skills: Courtier 4, Etiquette 4, Lore: History 4, any Artisan 

Skill (with at least one Emphasis) 6 
Adva ntage: Fukurokulln's Blessing 
Other: You may waive the Fukurokujin's Blessing requirement 

by ra ising all Skil l requirements by I Rank. 

Techniques 
RANK I ' AN ARTISAN'S MIND 

more Romks in the particular Skill being used. The Experience 
Point cost for increasing any Artisan Skill is now reduced by your 
Insight Rank , to a minimum of I. Furthermore , every time you 
parLicipate in a formal competition that involves the use of an 
Artisan Skill in which you have Ranks, you gain I exira Glory 
POinL at the end oi the contest. win or lose. 

RANK 2, A CRrATOR' PASSION 

Shiba Artisans' indisputable love for Lheir craiL' is obvious to 
anyone who meets them. This passion is enticing to others, who 
quickly learn to respect the connection between the quality of 
their \Vork and their immersion in their craft. For every Artisan 
Skill you have at Rank 3 or above, you gain 1 InsighL Rank. You 
gain a bonus equal to your Honor Rank La Contested Social Skill 
Rolls. \,Vhenever you spend more than I Void Point to gain Ra iS­
es La a Courtier. Etiquette, or Artisan Skill Roll, you may spend 
an extra Void Point La double the total bonus to the roll that you 
gain from those Raises . 

Masters of their chosen disciplines, those who unlock the great­
est mysteries of this school have \Vhat it takes to create master­
pieces that will gain them widespread and perhaps even endur­
ing fame. In doing so, they also bring honor and glory to their 
Family and their Clan . I\rtisans who achieve this level of skill and 
oneness with the ir craft possess a sublime self-confidence that 
c;uries over irom their discipline into other endeavors. 

You gain a +Okl bonus to any roll involving a Skill in which 
you have 5 or more Ranks. AI 0, each time you enter a formal 
competition , you gain 2 extra Glory Points as a result. This re­
places the ability granted at Rank 1. 

New Advanced School: 
Isawa Duelist 
(Shugenja) 

Shugenja who study at the Isawa Taryu-jiai /\cademy learn all 
the intricacies of the ancient tradition from which the dojo takes 
its name. They also delve into the mysteries of the Void in ways 
iew of their brethren wOLlld dare explore, and thus they ,He re­
ferred to as Masters of the Void. While they perfect their spells, 
these shugenja als gain the ability to resist the harmful effects of 
the magic of their peers, Only samurai who have studied in the 
Ism·va Shugenja School arc admitted into this exclusive dojo. 

Requirements 
A Shiba Artisan must learn to clear his mind and focus on his 
craft, for only in such a state of perfect concentration can one 
understand the fundamental nature of the task that faces him 
and accomplish it as well as possible. You gain a Free Raise to 
all Artisan klll Rolls. You gain 2 Free Raises if you have 5 or 

RI Nl' HAlT ; Any 3 Rings 4 

Sh.IlL!i. Meditation 5, Spellcraft 5, Theology 4, any Lore 4 
ADVAN·IAGE: Hie ing of the Elements (any Element) or Mag­

ic Resistance (2 , 4, or 6 points) 
THEI{; You may waive the I\lcssing of the Elements (any 

Element) or Magic Re i tance requirement by raising all Trait re­
quirements by t Rank. 

~~~ -_.- -- -­



---- -- ----~-----~-~ - ~--

'technique: Master the Void 
/sawa duelists believe that it strong connection with the Void aids 
them in channeling the power of the kami. Their techniques focus 
on defending themselves against the arts of rival shugenja. wear­
ing their opponents down .md delivering qUick strikes to hamper 
them as the opportunity presents itself. You may either raise or 
lower the TN of any spell cast against you (your cho ice) by a n 
amount equa l to twice your Void Ring. You also gain a free Rilise 
on illl spells you hilve learned as an Innille Ability. 

New Path: 

Shiba laijutsu Duelist (Bushi) 


Few outsiders realize the importilnce of the iaijutsu tradition 
mnong the bushi of the Phoenix Clan. \.vhile most of these war­
riors me s imply known as rather ordinary yojimbo among other 
Clans . there are nevertheless those i1mong them who achieve 
.1 considerable degree of mastery in the line art of iaijutsu . Al ­
though the iaijutsu training is not part of the regular teachings of 
the Shibil Sushi School . those fortunate enough tll study under 
the tutelage of one of the institution's master duelists uncover 
techniques few of their brethren ca n hope to comprehend. Only 
warriors who study the mysteries of the Void can unlock these 
secrets . and even illllong the most open minded and spiritually 
enlightened . few ilctu;llly walk this path. 

Technique Rank: 3 
Path of Entry: Shibil Sushi School 2 
Path of Egress: Shiba Bushi School 3 

L'echttique: Mind, Body, and Soul 
tudents of the Shiba Sushi School's duelist path continue. to 

illlprove their connection with the Void in a never-ending search 
to lind the perfect balance between mind. body, and soul. You 
may spend a Void Point to gain a +2k2 bonus to any Iaijutsu 
or Kenjutsu Roll. There is no limit to the numbe r of times you 
can do this in a day. so long ,1S you have Void Points to spend. 
Hllwever. you may only spend 1 Void Point at a time when using 
this ability. and you cannllt usc this abili ty more than once per 
round. vVhen YOll are engaged in an ia ijutsu duel. YOll also gain 
2 extra Vo id Points to use as you wi sh; as soon as the duel ends. 
these Vllid Points do not exist. Furthermore. you may al so focus 
1 add ilionallime in an iaijuts lI duel. 

New Path: 

Shiba Naginata Duelist (Bushi) 


Phoenix warriors ,He known to favor the naginata more thanlhei r 
Cllunterparts in the other Great Cla ns . except for perh.lps the Llni­
cmll. Down lhrough the ages. this unusual degree of ease with 
the weapon has manifested itself in a form llf dueling practiced 
only by the Phoenix. nagi mlla-kaiwa. A fair number of Phoenix 
bushi give naginata-kaiwa a try during their wmrior training. with 
a fell' studying it intensively for a short period of time. The most 
promising amllng these students are llflen commissioned into the 
elite Order of Heaven's Wing. 

Technique Rank: 3 () 
Path of Entry: Shiba Sushi School 2 ::t 
Requirements: Spears (Naginata) 3 2;
Path of Egress: Shtba Sushi School 3 -I 

rTI 
;tJ

Technique: One With the Strike ~ 

Through intensive training wllh the naginata. you gain an in­ m 
<stinctive bond with the weapon that a lso benefits you when you m 

use similar weapons. You may spend a Void Point to gain a +3k2 Z 
bonus to a single Spear (Naginata) Roll. You may also spend a 
Void Point to gain a +3kl bonus to II Skill Roll Involving a spear­ o 

c:class weapon other than the naginata. You may not spend more m 
than I Void Point at a time in this manner in order to stack these r." 

bonuses. -Z 

New Kata: The Beak Pierces 
rlUPARATlON TfMI. \0 minutes 
DURATION: 60 mi nutes 
Thanks to their training. Shiba bushi have always had a n ex­
ceptional ability to connect with the Void and use it to act with 
instinctive certainty in combat situations. Phoenix naglnata duel ­
ists have used this particular skill to develop a kata that a llows 
them to strike with speed and decision that even Uraku Battle ':;':::J 
Maidens would envy. ::t 

oRANK: Shiba Sushi 3 tTl 
COST; 2 Z 

[,fClAL: Must have a t least 3 Ranks in Spears to lise this kata . -><
UFECf: When lighting a naginata-kaiwa duel. you gain extra 
Void Points equal to your Void Ring that you may only spend on 
ga ining an extra attack (see below). As soon as the duel is over. 
these Void Points no longer exist. 
VOID. You may spend a Void Point to gain an extra attack that 
round. There is no limit to the number of Void Points that you 
may spend in a round in this manner. 

New Kata: The Phoeni~'s Haven 
PREPARATION TIME: \0 minutes 

URA110N' 60 minutes 

The naginata's chief virtues a re its light weight and the ease with 
which it can be handled. This allows a skilled warrior to maneu­
ver it with with exceptional speed - a quality that proves useful 
when warding off an opponent's blows. Th is kata , deveI ped for 
the practice of naginata-ka iwa but useful with other weapons, 
maximizes this cha racteristic. setting up a barrier of wood. metal 
and motion to distract an pponent and fend off his altacks. 

RANK: Shiba Sushi 3 
Co : 2 

- - - - --- ------- ----- -~~~-~---------------~--~-~ 
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PE tAL Must have at least 3 Ranks in Spears to use this kata. 
£F ECT: You gain a bonus equal to your Reflexes to your TN 
to Be HIt against any melee attack. If you did not move in your 
previous turn , you also gain a bonus to your TN to Be Hit equal 
to your Reflexes against any ranged attack. However, you may 
no! use the Full Attack posture at any time. 
VOID: You may spend a Void Point to gain a bonus equal to your 
twice your Air Ring + Agili ty to your next attack. You gain a DR 
bonus equal to your gility If the attack succeeds. 

New Kata: Swoop of the Wing 
PREPARATION TIME: 10 minutes 
DURATION: 60 minutes 
ThIs kata was origina lly developed to help naginata duel­

ists knock an opponent off of h is feet 
with a quick, hard strike to the lower 
legs. It can also be used with other 
spears and pole-
arms. 

RANK: Shlba 
Bushl3 
COST: 2 
SPEGAL: Must 
have at least 3 
Ranks In pears to 
use thIs kata. Can only 
be used with polearms and 
spears. 
EFFECT Attempting a Knockdown 

Maneuver In combat requires only 

I Raise, instead of 3. In a naginata ­

ka iwa duel , you 

of Free Raises that may be used for 

knockdown attempts equal to your 

Void Ring. 

VOID: N ne. 


re elve a number 

~- ~----~ 
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CHAPTER EIGHT: 

DUELNG:WAY 
OF THE SCORPION 

Philosophy 
Despite the fac t that many see them as the least honorable of 
Rokugan's Major Clans. the Scorpion have a very strong iaijutsu 
tradition. For hundreds of years. Scorpion samurai have settled 
disputes among themselves using a very strict and in tricate for­
mal challenge ceremony. While many fa ll to realize it. samurai 
of the Clan of Secrets - the members of the Bayushi Family in 
particula r - strive to embody what it means to tru ly be samurai. 
Indeed. many members of this Clan work all of their lives to mas­
ter both the sword and of the weapons of politics. and they are 
always willing to sacrifice their lives for the Emperor. to whom 
they are selnessly - If not always obViously - devoted. TIlough 
many in Rokuga n misunderstand them. the Emperor's Under­
hand hold persona l honor in high regard. but the safety of their 
Clan as well as the honor and well being of the Emperor and his 
family must always come fiTSt. To think otherwise. given the often 
poisonous atmosphere of Great Clan politiCS. would be treason. 

BUI it Is ve ry much the case that the Scorpion cultivate their 
reputation as devious. untrustworthy. and unorthodox in their 
ways in a ll things. The mistrust and misperception that they cre­
ate for themselves among their rival Great lans is. in some ways. 
their most da nger us weapon. In fact, most Scorpion samurai are 
quite traditional in their views of the world. especially in matters 
of honor. loyal ty to their Clan and the Emperor. as well as other 
Ideals cha racteristic of the samurai class. This is a l 0 true of their 
views of Rokugani dueling tradition . 

Although they would never admit it to outsiders. Scorpion 
samurai. like ma ny of the ir peers from rival Clans. strongly be­
lieve tha t the iaijutsu duel Is the only true test of a swordsman. 
Al l Scorpion bushi receive at least basic training in iaijutsu skills. 
and the Clan 's elite duelists a re tTalned in techniques only taught 
at the Shosuro Champion Dojo. a highly exclusive school re­
served for the most promi Ing Scorpion swordsmen. 

In fact . the belief that duels in general are the ultimate test of 
skill. wit. and wisdom is common among the Scorpion. as Is the 

pinion that the ideal Scorpion samurai must be ready for a ny 
type of challenge . In lacl, ju I as many Scorpion bushi receive 
training in the intricacies of courtly intrigue and politics, many 

corpion courtiers learn how to wield the katana with surprising 

efficiency. and sometimes even I'rain in iaijutsu. ScorpiOn sh u­
genja rarely cross over to other forms of dueling. bUI they do em­
brace the traditions of taryu-jiai as a way of settling disputes with 
other shugenja. 

Both within the CIl'1Il of Secrets and without. disputes are most zoften settled with the iaiju tsu duel. When entering an iaij utsu 
contest against a member of another Clan, a Scorpion samurai 
never hesitates to usc every trick at his disposal to beat hi " foe. 
After all . nothing is as important as saving face . and winning il 

duel against a samurai of another Clan would only serve to rein­
force the Scorpion 's reputation and standing. A salTIurai who bat­
tles a Scorpion in an iaijutsu duel faces a cunning. determined, 
and unscrupulous individual willing to do anything in his power 
to win. Someone engaged in a duel with a Scorpion highly trained 
in iaijutsu must expect the unexpected. 

On the other hand. part of a Scorpion duelist's cunning in­
volves subordinating immediate. tactical concerns to longer-term . 
strategic concerns without hesitation if he feels it necessary. Gen­
erally speaking. Ihe Scorpion view dueling as a means of main­
taining order as well as preserving the balance of power between 
the Great Clans (as well as within their own Families) . Because 
Scorpion samurai are not known for their great warriors, their op­
ponents often unuerestimate their ability to fighl In a trauillonal 
iaijulsu duel. A Scorpion might Willingly concede 10 a wea ker op­
ponent during a uuel if he thinks it can benefi t him . h is Clan. or 
the Emperor al a future date. And he would do so even at the cost 
of his personal honor. Needless to say. such an act on the part 
of a Scorpion samurai (and indeed the very reasons Iha t drives 
him to such ,111 act) is greatly misunderstood, especially when he 
concedes a duel to a foe considered much weaker than hi mself. 
Thus. the vast majority who witness a Scorpion abdl ale during 
a duel assume that he is the lesser of Ihe two duelists - though 
still honorable for admitting it. Only another Scorpion samurai 
lVould know better. 

\,yhen dueling among themselves. however. the underhanded 
tactics most Scorpion duelisrs never hesitate to use against mem­
bers of other CI"lns arc not well regarded. In fact . when a Sc rpion 
faces one of his brethren in a fo rmal duel. he must act hon rnbly 
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z 	 and show as much respect for his oppont:nt as he would tht: I:m­
o 	 pcro r. Failing to do so results in the offe nder losing face. and thus 

he also loses the respect of h is Scorpion peers. Duels to the death 
~ 	 be tw een tlVO Scorpi n sam ura i a re almost unheard of. When fac­

ing each o ther in a proper due l. the contest lasts only ulltil first 
blood is d rmvn. Only in the mos t extreme of circumstances canVl 
two Scorpion samurai engage in .-1 d uel to the death, and ~uch aiJ.J 
thing has only happened v ' ry rarely in the entire histo ry of the :::c r- Clan. 


u.. There is ,lnother, more subtle form of comp tltlo n thM the 

o 	 Sc rpion engage in a m ng themselves, and it is not entirely un­

li ke the Mantis cu tom ,' f contes ts of achievement. Long-term~ duels involving complex scts of rules dctermined by the Family 
~ Oaimyo, the Cla n Champion , or one of their representatives , arc 

not uncommon among members the Scorpion Clan. Typical ly.l? 
these du Is test holV a samurai can manipulate , di scred it, orZ 
sabotage a common enemy. The target. or targets , of this type of 
duel is chosen among the Clan's opponents , and never involve 
anothe r Scorpion or an ally of the Clan. Though more complex, 
th is form of pe rsonal competition proves exceedingly usefu l to 
the Scorpion b I resolving disputes with in the ir ranks while a t the 
same time serving the larger political purposes of the Clan . Mem­
bers 01 the Shosuro Shin b l School, whom were among the Ilrst 
to dev -lop this sort of due l. favor this method above .IIlY o ther. 

u 


. 

The objective of a long-term duel might be to discredit an ene­
my of tht: Scorpion at the Impe rial Court. to bta in vital informa­
tion on an o pponent 's mili ta ry forces , to stea l an ancient artifact 
from the vault of a rival Clan, or even to secretly murder key 
members of anotllCr Clan. Any type of contest along these lines 
is acceptable for this fo rm of competition. However, both duelists 
mus t agree on the terllls of the duel be forehand. Furthermore . the 
goal - and thu s the completion - of the contest must result in 
the weakening of one the foes of the Scorpion rather than ham­
pering someone from within the Clan . Both known and potential 
allies of the Clan are, of course, off limits for such contests. 

Arbite rs , typically a handful of representatives from the four 
great S orpion Families , judge the contes!. They usually meet on 
a lVeekly basis to assess the progress of each due list. In the case 
of mo re subtle forms of contests, such as damaging someone's 
reputation , these arbite rs reco rd every action a due li st might 
have taken to reach his goal as well as its end result, and thus 
keep score on the progress of e,lCh contestant. In more obvious 
long-term duels, such as s tea ling a speCific object or murdering 
;-1 certain enemy, the arbit'crs simply need to decla re a winner at 
the end of the contest. In more subtle duels, on the other ha nd, 
they sometimes need to deliberate among themselves in order to 
decide IVhich of the tlVOduelists has best ach ieved the objectives 
of the duel. 

\,yhen facing a challenger of another Clan, a Scorpion samu­
rai might agree to a form of contest other than the traditional 
iaijutsu duel (o r taryu-jiai duel in the case of a s hugenja ). While 
he might deem an opponent's refusal to enter a duel as cowardly, 

a Scorpion samurai is usually more 
than willing to step into a foes ' own 
battlefie ld - especially when he is 
more famili a r with the terrain than 

his enemy seem s to realize. Thus, it I 
not uncommon for a Scorpion bushi to 
accept the challenge of a baltic of wits 
against a courtier from a rival Clan, 

nor is it unthinkable for a Sco rpion 
master of polities to defend his ho n­

o r outside his custolll,uy courtly 
millieu. Typical Scor Ion strata­
gems used in these alte rnate 
form s of duel vary greatly fwm 
one individual to the next, but 
most sam ura i of the Cla n t)f Se ­
crets take great pride in en tering 
contests in areas in which they 
a re not considered experts. Hc­

cause of thi s . there arc Scor­
pion courtiers who lVie ld the 
katana in a duel. while most 
of their bushi brethren mc un­
commonly at case in contest 
of intrigue and deceptio n. 



Scorpion Institutions 


Although the Scorpion are not known for the might of their war­
riors. they nevertheless hold ielijutsu dueling in high esteem. 
Though most in Rokugan fail to rea lize it, it is widely believed 
within the Clan that there is no greater test of a swordsman than 
to face a single enemy in a formal duel. Because of this, many 
Scorpion samur<1i (and not just bushi) train in i'lijutsu. and sOllle 
of them even becollle masters of the art. This , of course, is one of 
the many closely guarded secrets of the Emperor's Underhand. 
After all. the less ,111 enemy knows about them , the better the 
Scorpion like it. They are by no means famous outside the Scor­
pion Lands. but several dojo of the Clan of Secrets teach their 
students the art of the duel. 

Foremost among them is the Bayushi Bushi School, where the 
sensei teach everyone of their students at least the ba sics of 
the fine art of iaijutsu. They also teach special techniques that 
are rescrwd exclusively for Scorpion samurai. Another important 
school that specializes in the art of the duel is the Shosuro Cham­
pion Dojo. While few outside the Clan of Secrets know about its 
existence , this exclusive instilution is highly regarded by Scorpi­
on samurai and those who study there are said to have the poten­
tiallO become great iaijuts u specialists. Thus, unknown to most 
individuals of rival Clans. many members of the Scorpion Clan 
have become masters of iaijutsu , perfecting the art of the duel to 
a degree few in Rokugan would expect from those known ('IS the 
Emperor's Underhand. Indeed, being as mysterious and secretive 
as they are , Scorpion samurai go to great lengths to hide not only 
the fact that they hold great respect for the formal iaijutsu duel, 
but <11 50 - and especially - the fact that they me quite adept ill 
it. 

13ayushi13ushi ~chool 
For hundre Is of years, the techniques of iaijutsu have been 
ta ught at the Bayushi Bushi School, the Scorpion Clan's most im­
portant bushi institution. During thelt time, the m,lsters of the Ba­
yushi Bushi School have trained Scorpion warriors in etiquette. 
in poli tiCS. and in the use of the katana as well as of the bow, 
but perhaps mo~t important - at least in the eyes of some of its 
sensei - were their teachings in the fine art of d ue ling. 

Scorpion samurai who study at the Bayushi Hushi School ben­
efi t from highly traditional standmd training in the usc of both the 
cou rrly arts and the sword, and they strive to become masters of 
both. The samurai of the Bayushi Bushi School are well versed 
in etiquette. They understand courtly intrigue, and me not fooled 
by the complexities of the more somber art of politics. Like all 
bushi, they are are acquainted with a wide variety of weapons 
from the common to the rather exotic, but their train ing focuses 
on the traditional arms used by their ancestors: the katana and 
the bow. 

Although few realize this, all Scorpion warriors , like most of 
their peers , know that no weapon matches a katana. and so the 
b usni oi 'he Clan of Secrets quic kly learn to master the Sl o rd . 

B<lyushi bushi. although not widely reputed as great swords­
men. nonetheless learn a uniq uely precise and graceful style of 
sword practice frolll their sense i. This style , although beautiful 
and wonderful to wat h , is in fact a powerful and dead ly lance 
that, when effective, ca tches enem ies u nawme. The origins of the 
Bayushi School's iaijutsu tradition have largely been forgotten. 
but those within the Clan who study s uch things believe them to 
be deeply rooted in the founding of the institution. The sensei 
who founded the school believed , Ilke many of their peers, that 
iaijutsu was a means through which one could prove his worth, 
show off his abil ity with the sword, and defend his honor. Thus, 
they incorporated the teaching of this ancient and we ll regarded 
mode of due ling in their curriculum. 

Traditionally, iaijutsu duels between members of the Scorpion 
Clan are held before a conclave of respected sensei from the Bay­
ushi Bushi School. They act as official witnesses to the duel , and 
an illlport;mt part of this duty is to certify the result; without this 
official recognilion, the duel cannot be considered resolved. Re­
gardless of the season or the weather, these duels 
traditionally take place outside - this practice has been modi­
fied in more recent times - in a field or grove I' here spectators 
and the judges could gather to watch. 

The contest is preceded by a three- part ceremony. The fir t part 
of this ceremony consists of cleanSing the grounds on which the 
duelists will meet. A monk recruited fr m a temple close to the 
site of the duel handles this simple, but solemn eve nl. He walks 
the ground chosen for the duel and prays to the Seven Fortunes. 
holding a golden bowl filled with burning incense. The ceremony 
ends when the incense is completely burned out. The monk then 
invites the duelists to take their place, which typically means 
s tepping inside a circle, drawn out of colored sand or arefully 
marked out with rocks. in which the duel is to take place. 

In the second part of the ceremony, the monk utte rs a short 
prayer and invites everyone else present to pray to the Fortune 
of their choice. Typically, Scorpion duel ists seek the blessing o( 
Bishamon, but honoring Fukurokujin , or even Ebisu , is not at 
all unknown. Some duelists prefer to pay homage to the spirits 
of their ancestors, but most take at le;lsl some timc to vene ra te 
nishamon or one of the other Fortunes. This part of the ceremo­
ny gives the pmticipants - as lVell as the specta tors - time tor 
some introspection and meditation. After about half an hour, the 
monk leaves the duelists and witnc . c. to their own business. 

The seconds then come forward and present their duelist to 
the other side , ceremoniously listing th ir a ncestry and the great 
exploits of every one of their forefathers, and then briefly desc ri ­
ing the deeds and accomplishments of the duelist himsel f. To 
conclude this thi rd p,lrt of the ceremony, the seconds then face 
the arbiters and explain the reasons behind the ducl. n1Y'1I that 
point do the duelists face each other a nd begin the actua l process 
of the duel. 

At the conclusion of the uel, one of the arbiters steps forwa rd 
and officially declares Cl winner. The vast majority of times , of 
course . this is simply a matter of protocol, as it is generally pretty 
clear to all involved who has won and who has lost. But corpion 
rituals for resolving a d uel place unusual stress n the value of 
an official pronouncement to ensure thn t none wh wltncsses 
the event misinterpre ts w hat he has seen, o r that falsehoods are 
not spread after the fact . The words of the masters - th eir fi nal 
judgments - have <llway ' been accepted as the truth. This may 
seem oddly redundant, as it is g 'llerally di fficult to misread th 
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outcome of iaijutsu duels (be they to first blood or to the death). 
But because the Scorpion really do believe that there is no purer 
conte t, nor is there a more honorable way oJ proving ne's self, 
e tabllshlng the truth of the ou te me so tbat there can be no 
mistaking its outcome is all the more important. The result of an 
o fficial iflij utsu duel must not be falsified, even in rumor <l nd gos­
Sip. 

However, this traditional ritual of the Bayushi Llushi School 
that precedes and concludes the iaijutsu duel is used only when 
the duelists are both Scorpion. The Clan of Secrets has learned 
long ago to keep their sklU ,beliefs, and tradit l ns to them "elves, 
and very few outs ide outside the Clan know anything about these 
tmdll ion . In fact , this ceremony has not been performed in front 
of a member of another Clan for at least 400 years, which is one 
reason why very few outside the Clan of Secrets realize thM the 
tradition of iaijutsu is such an important part of Scorpion phi­
losophy and teaching. 

The Bayushi Bush i School teaches unique methods of fi ghLing 
tha t embody the Scorpion Clan's characteristic blend of subtlety, 
misdirecti n, a nd deildly grace in combat. But Scorpion bushi 
se ldolllu e their sensei 's teachings in pursuit of glory, at least for 
its own sake. Instead, t'hey prize victory above all else, and they 
will subordinAte all other considerations to its pursuit. Thus. they 
ra rely d Isplay any of their talents to others, and very felV outside 
the Clan reali ze that they a re blessed with a strong iaijutsu tradi­
tion. Because few people know they are adept in the art of duel­
ing. ma ny a Scorpion has dealt a nasty surprise to an opponent 
who had challenged him to a formal iaijutsu duel. Secrecy does 
have its advantages. 

Today, when the ritual associated with the formal iaijutsu duel 
takes place , witnesses, due lists, ilnd arbiters make sure that the 
area in which the duel wil l be fo ugh t is clear of spies or any other 
u nwa nted spectators. Thi - is perhaps one of the reasons why 
many of th ese duels, which wcre traditionally only held outSide , 
a rc now performed indoors, in the great halls of the Oaimyo of 
one of lhe Fa milies involved or in the dojo of the Bayushi Hushi 
School. M re traditional Scorpion iaijutsu masters in i t that ev­
ery one of these official duels, including the entire ceremony that 
accompanies them, should take place under the watchful eyes 
of the un and of the Moon, as they were originally fought. But 
Illost now chose anonymity and secrecy above that pa rticular tra­
d ition. 

All Bnyushi Bushi School students receive at least a basic 
education in the forms and techniques of ia ijutsu. But an elite 
few among them f II wa special pa lh taught on ly at the institu­
tion, They arc chosen among the bush i of the school who show 
the most talent , as only they are deemed worthy of learning the 
special technique that will eventually allow thelll to bec me 
true ma te rs of iaijutsu, at least as taught and practiced by the 
Scorpion . These in ividua ls musl no t only have abundant inner 
strength a nd the potential to develop keen physical a bilities , but 
they mu '1 also have demons trated that they hold the traditions 
of ia ijuisli in hIgh es teem. 

Shosu,.o Champion Dojo 
Th roughout the years, other dueling tmditions have developed 
in ide the Scorpi n Ian besides tho. e of the Bayushi Bushi 
:chool. Wh ile iaijuLSU and the ancient ceremony of the Bayushi 
• ehool rema in the Ian of eerets ' primnry focus with regards to 
duels, ot'he r options are now offered to them . hier among these 
Is the wisd, m ta ught at the Shosuro Cha mpion Dojo. 

Allllost 300 years ago, the Shosuro F~mily founded a small, 
priva te, and extremely exclusive institution that later became 
known silllply as the Shosuro Champion Dojo. This training hall, 
as its name implies, teaches the belSic principles of iaijutsu duel­
ing, bU I those who study there learn Illuch more than new tech­
niques to help them \Vin duels . 

Even wit-hin the Scorpion Clan , speculation and rumor sur­
rounds the purpose of the Shosuro Champion Oojo. There are 
those who believe that th is institution was founded out of a need 
to hide the Shosuro Family's true nature and agenda, while oth­
ers argue that there is nothing remotely subversive about it at 
,~II , and the lessons taught at the Shosuro Champion Oojo have 
always een as essential to the Scorpion Clan as a whole as wa­
ter is to a fish. Regardless of the motives behind its founding, 
the Shosuro Champion Oojo is a respected training hall among 
members of the Clan of Secrets. There, it is said, some of the 
most accomplished swordsmen of the Scorpion Clan can become 
iaijutsu m,~sters of unequaled skill. Indeed, since its foundation. 
many of the Clan's most respected duelists have studied here, As 
is the wont of all Scorpion amurai, however, the school and its 
graduates go to great lengths to hide their talents, in tead reveal­
ing their true competence only when the time is ri pe. 

\Vhat Illakes the dojo's reputation problematic is the fact that 
the Shosuro Family is as misunderstood as the Scorpion Thunder 
who founded it. Members of rillal Clans sec the individuals of 
this small but proud Family as little more than serv:lIlts of the 
Bayushi. the true leaders of the Scorpion. Many people in fact 
believe that the Shosuro serve Bayushi interests and have little 
or no ambition of their own. Of course, in true Scorpion fashion, 
the Shosuro wo rk continuously to make sure that everyone in the 
Empire belIeves this lie , and no Shosuro is ever truly offended by 
those who try to insult them by saying they arc a lesser Family 
serving the interest of another, though they might feign offense. 
Scorpion samurai, however, know that this is not so, and that the 
Shosuro are much more than simple followers of the Bayushi. A 
Shosuro answers firs t to his Oaimyo, and his prim'lry loyalty is 
to his faillily. He serves the Scorpion Clan and his Emperor, yes, 
but a shinobi of the Shosu ro is all the more dangerous because , 
In the end , he cannot be manipulated to sllbLlrdinate the interests 
of hi Family to anyone else 's. 

- hosu ro samurai answer to their Family first and foremost. 
But at the same time. the Shosuro Champion Oojo embodies the 
delicate balance that the family strikes as mem ers of the Scor­
pion Clan. The eh I teaches that devotion and obedience to 
one's lord is the onl l real absolute value , and in the minds of the 
school's sen 1 a s..'llllurai's honor is in good peHt mea ure by 
his aptitude to follo\\l orders without question. To the ShoslIr 
themselves , they understand this means absolute obedience to 
the Shosuro Daimyo. To the Scorpion bushi from other Families 
who train here, however, the sensei 's teachi ngs emphasize the 
S o rpio n Ian Challlpi n as the uitilllate source of authority. Of 
cour e, no one but a Scorpion samu rai has ever been admitted 
into the schoo l. and surely no one ever will. In fact, no one out­
side the Ia n of Secrets knows of the existence of this school , 
Illuch les o f what is tHught within its walls. 

The Shosuro Champion Dojo accepts students from other 
Schools. as long a they are Scorpion. Only experienced warriors 
are il(cepted for tra ining hl: re , and most of them come from the 
Bayushi Bu hi School. Intent on furthering their mastery of the 
an of Ihe duel. Scorpion courtiers arc also admitted, h wever, 
proVided tha t they can prove that lh y have a dece nt measure of 



skill at physical combat. Applicants with a courtier'S background 
are usually required to tight a duel to first blood with a sensei of 
the dojo to prove their skill ,md physk:al courage. On the other 
hand, members of the Shosuro Shinobi School arc readily admit­
ted, especi<llly if they have a substantial track record of service to 
the Clan. 

The Shosuro Champion Dojo can be found in the mountains 
between Kakusu Keikai Torid-e, the Hidden VVatch Keep, and 
the Yogo Towers. The old stone buildings stand upon ,1 narrow 
plateau, high in the mountain chain. Tall rocky spi res surround 
the place. which is completely hidden from view until one has 
reached the plateau, and a thick fog looms there almost all year 
long. Because of its location, high in the treacherous mountain­
ous terrain, no one other than students determined to gain the 
wisdom of the sensei of the Shosuro Champion Dojo goes there. 
The journey to the institution is long and hazardous, and many 
believe that the dojo was sited with this in mind, to both test ap­
plicants and prepare them for the rigors of the training to come. 
VVhatever the case, the sensei have certainly come to look at it 
this way. Enduring such a journey and surviving it unscathed 
is the tirst step toward being accepted into the highly exclusive 
institution. 

The fighting style taught at the Shosuro Champion Dojo is 
best described as peculiar, though not in the gracefully aggres­
sive manner of the Bayushi bushi. Indeed, the fighting technique 
of the Shosuro Champion Dojo has nothing of the intricately 
complex and circular dance of the 13ayushi Bushi School style , 
nor is it anywhere near as beautiful to behold. In fact, the style 
preferred by the sensei of the Shosuro Champion Dojo relies on 
abrupt, erratic, and seemingly clumsy movements designed to 
fool the enemy into believing that the practitioner does not know 

what he is doing. This style is particularly useflliwhen the samu­
rai who practices it is engaged in a formal iaijutsll duel, the most 
important form of formal combat taught at this school. It has a 
way of encouraging even the wisest opponent to let hi guard 
down, and many a haugh ty duelist has been completely d uped 
by a Shosuro who at firs t seemed a fool for accepting his chal ­
lenge. 

13ut despite their apparent differences , both the style of the 13a­ -C') 

yushi Blishi School and the techniques of the Shosuro Cham pion J: 
Dojo usc a number of feinting, disarming, and counterattacking 7.1 
maneuvers designed to catch any opponent unaware. The found­ o 
er of the Shosllro Champion Dojo was once a respected ShOSll l'O C 
Shinobi master, and he brought many of this institution 's philoso­ !"Ii 

phies with him when he created this dojo. Even more than most -~ 
Scorpion samurai, students of this school are taught to blend Intll 
crowds, to move about their business unnoticed, and to never 
trust anyone but their closest friends and relatives. Decei tful and 
secretive, Shosuro Champion students - like Shosuro shlnobi 
- make great efforts to hide their true natures. They seld m re­
veal the true extent of their skills to anyone unless they have 
something to gain from such an action - like wi nning a d ue l, for 
instance. In short, surprise and deceit are at the very hear! of the 
dueling style taught at the Shosuro Champion Dojo. 

While it is true that the techniques of thc Shosu ro Champion 
Dojo can turn someone into a verita ble master of iaijutsu , the 
odd positioning, fickle movements, and clumsy dance of those 
who practice this art make it hard for anybody else to scrl u Iy 
consider them virtuoso of this traditional form of dueling. Even 
those who witness firsthand an iaijutsu duel between a student o ­
of the Shosuro Champion Dojo and another adversary usually z 
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fail to understand how such an In­
dividual could actually succeed with 
such a stra nge and seemingly unpre­
dictable style - and they continue to be­
lieve thiS even after the student of the Shosuro 
Champion DojO defeats his adversa ry. Th is is 
exactly what the founding sensei of the Shosuro 

ha mpion Dojo wanted everyone to believe. To this day, the odd 
techniques deve loped three centuries ago remain a mystery to 
anyone but those who have benefited from the teachings of the 
sensei of the Shosuro Champion Dojo. Even members of the 
Scorpion Ian fail to understand their intricacies. However, all of 
them know how deadly these underhanded techniques can be . 

Because of this, no duelist who uses the style of the Shosuro 
Champion Dojo is ever considered a master by his peers from 
OUler Clans. Even Scorpion samurai who did not train with the 
Shos li ro usually fail to understand how they can be such good 
d uelists while using this peculiar style. Since the Shosuro Cham­
pion DoJo student will take victory over fame any day, the fact 
tha t his foes underestimate him grants him a great advantage 

ver them. 

Wielder of Veils Academy 
Located In the sh<l dow of Shiro no Soshi, the Wielder of Veils 
Academy is the main training hall f the Soshi Shugenjil School. 
1\ 11 ot the School's sensei who specialize in its taryu-jiai tech­
niques tea ch here, and as such, every Soshi shugcnja who takes 
a n lnterest in magical dueling (and there are quite a lot of them) 
must come here at some point in his education. 

So 'h i sh ugenja practice in general focuses on acquiring infor­
mat ion (for the greater good of the c rpion Clan , of course), 
bolh from divination and through weaving Il lusions that conceal 
one's pre -cnce <lndlor true intentions. The Schelol's taryu-jiai 
techn ique fOCllS on the latter. In keeping with the approach to 
ia ilur u taught in the Bayushl Bushi School. Sosh i shugenja learn 
that they key to victory is to conceal as much of yourself as pos­
s ib le; doing so will no t only give you the advantage of surprise 

when you decide to strike, but it 
will also deny your opponent the in­

formation that he needs to gain an advantage over 
you. Since judging your opponent's capabilities before the com­
bat begins is just <IS importan t in taryu-jiai as it is in iaijutsu, this 
is a sensible approach to the art of the shugenja duel. 

Respect for dueling as a venerable institution runs just as high 
among the Soshi as it docs among the other Scorpion Families. 
In fact, when dueling amongst themselves. the Soshi treat it with 
the same grave formality that the Bayushi reserve for ia ijutsu, 
enacting the same claborflte, drawn-out pre-duel rituals. There is 
a well-kept dueling ground in back of the Wielder of Veils Acade­
my's ma in hall devoted primarily to these rites. The fact that it is 
kept so meticulously speaks volumes of how seriously the Sosh i 
take taryu-jiai; the pure blasts of elemental energy un leashed in 
shugenja duels can cause a great deal of incidenta l da mage, and 
repairing them so that the grounds maintain their air of severe 
dignity takes considemble expense and effort. 

yogo Shugenja School 
The Yogo Shugenja School has no main dojo , no physical center 
to the teaching of its techniques and philosophy. Its sensei are 
scattered , living in small institutions that can barely be called 
training halls at all. Many live and teach alone and take on only 
a few students at a time. But even still , there is a real uni formity 
to how and what its sensei teach. They arc Yoga. after all , a nd 
one thing they have learned is that there is no escaping that with 
which you me born - the inescapable essence of who and what 
you arc . 

This remarkable uniformity of practice applies to their teach­
ing of taryu-jiai as well. Like all Scorpion, the Yogo respect - If 
not revere - trad itional Rokugani dueling artS. inc luding shu­
genja duels. As with their Soshi peers, taryu-jiai is a popular 
curse of study among Yogo shugenjil, ilnd the School 's sensei 
find themselves having to teach the techniques pec ulia r 10 their 
Family tradition whether or not their own interes t in them actu ­
ally matches thai of thei r stud.:nts. 

- - ======= - ­



As masters of warding magic, Yogo taryu-jiai duelists have de­
veloped tcchniques down through thc ages that focus on protect­
ing them or their avatar from harm. These techniques may not 
stop a blast of elelllental energy altogether, and as such, they are 
not necessarily ,1 decisive advantage in c1l1d of themselves in " 
duel to first blood. But they will reducc the h,lrm that comes from 
a rival duelist's blows, and they can mean the difference between 
suffering and escaping a wound. At the very least, they reduce 
the severity of a Yogo duelist's wounds, and as such, they can 
enable him to outl,lst his opponent in a duel to the death. 

Shinobi Duels: 
Tlte Bavushi Courtier School 
and the Shosuro Shinobi School 
The long-term , shinobi-styk duels that pit Scorpion samurai 
against each other in a contest to sec who can cause the most 
damage to enemies of the Clan were originally designed by sensei 
of all of the Scorpion's component Schools. However, today, it 
is the Bayushi Courtier School and the Shosuro Shinobi School 
whose sensei encourage its usc among their students. The stress 
Its usefulness not only as away of proving one's character through 
settling a m<1tter of hOllor, but also of building character and serv­
ing the interests of their Clan at the same time. 

In most instances, these shinobi-style duels have no pre-set 
time limit. Instead, the duclist who accomplishes the appointed 
task tirst (such as stealing an artif,lct or assassinclling somcone) 
wins the contest. vVhen a more subtle objective - such as dc­
stroying the rcputation of a rival of the Clan or convincing ,,1 high 
dignitary to take action that would be bencficial to the Scorpion 
Cl ;-ln - is the goe11. the arbiters nced to evaluatc each of the 
ducli t's performance and compare the result. Sometimcs, in or­
der to reach a final decision and declme a winner, they need to 
deliberate among themselves. When both duelists seem to have 
pcrformed equally well, or when the arbiters judge that both their 
actions were necded to accomplish the predctcrmined gOel!, there 
is a tic. Ties are extrcmely rare, but are usually resolved by setting 
nell' objectives and thus forcing both duelists to continue to act 
against the enemies of the Scorpion Clan until one can evcntu­
ally bc decl:lred the winncr. 

In this form of duel. each challenger is usually givcn the same 
ot ~ .:ctiws. but sometimes cach of them might have a differcnt 
agenda. Though rme. ci rcumstances - such as thc fact that the 
duelis ts might havc very different talents - might forcc the duel­
l, ts and arbitcrs to settle on diffcrent goals for each of thc con­
te tants. In such cases , thc <1r i te rs' judgment might be ha rdcr to 
pronounce, unl - thcy can set a timcirallle in which both ducl­
ists must act. 

lkcause of their secretive ways, samurai of the Bayushi Court­
ier chool and those of thc Shosuro Shinobi School prefcr the 
. hinobi-style challenge above any other, and they frequen tly en­
gage in such duels - not just among themselves. to settle per­
sonal disputcs, but also bctween each other, with each School's 
pride at stake as lVell as the honor of the actual duclists. This 
competition betwecn Schools has become something of a tradi­
tion , in fact. In addition to the disputes betwecn Bayushi court­
iers and Sh05uro shinobi that occur as elmatter of course , the tlVO 

5.:hoo1, ho" a call etlv ' hinobl- lyle duel between each ther 
once every year. The sensei of eeleh nominate a champion fr III 

the ranks of thcir young samura i who hilve completed their gem­
pukku that year, and the two ilre pitted agilinst eilch other \ ith 
thc same goal as the objecL of the ompetition. Usually, the mis­
sion is not terribly dangerous, since neither School reel Uy wants 
to put their most promising young s,lmurai in gcnuine rislc i\ 

typical challenge might involve pil fering an object, a minor act of 
sabotagc or vandalism, or defaming the reputation of a person­
age in a rival Clan. But the missi n always involves a task that 
wou ld gcnuincly advance the Clan 's intere ts, and the Bayu -hi 
courtiers and the 'hosum shinobi take this ri valry between their 
two schools quite se ri ously. 

Scorpion Sensei 
\"'h iie i1 number of Scorpion sensci are well vcrsed in formal ial­
jutsu challcnges as well as othcr forms of dueling. such as trad i­
tional taryu-jiai bouts or the Shosuro Shinobi style of duel. only 
a handful of them arc widely acknowledged as expcrts In th art 
of the duel. [\ecausc of the mllure of most individuals in thc Clan 
of Secrets, very lew Scorpion samurai, if any, care to display their 
skills and talents for all 10 sec. Illuch less boast abou t their pr w­
ess or mastcry over any form of skills to members of rival Clans. 
Because of this, most Scorpion masters of iaijutsu or taryu-jiai 
go about their usiness unnoticed, their talents unrecognized 
by the other Clans unless they have the chancc to witness their 
skills with thcir own (often nOI-quite-belh::ving) eycs. Scorpion 
samurai, howcver, know wcll enough ro respect their own sensei. 
Among them, Bayushi Benkei and Soshi Nahoko are probably 
thc bettcr-known mastcrs of the fine art of the duel. Their renown, 
howevcr, is for the most part limited to thc Ian of Secrets. o 

z 
Bi\YU~HI BENKE!. BAYUSHI BU 

Air: 4 Earth: 3 Fire: 5 Water: 2 Void: 3 

Willpower: 4 P rception: 3 

Honor: 2.7 Status: 3.7 Glory: 4.2 

1-100t/RAN K: Bayushi Bushi 3IBayushi Defender I 
ADVANTAGI- : !\ishamon's Blessing, Heart of Vengeance (Shad­
owlandsl 
DtSADVAN'tAlll : Ascetic, Can't Lie, Idealis tic 
KAfA, Cut Undcr the Mountain, Striking as Fire. Striking as 
Wind, Sundering Grace, The Tail's Reach 

J-.llL: BMtie 4, Courtier (Political M aneuvering) 2, Defense 6 , 
Etiquctte 2, Iaijutsu 7, Kcnjutsu 5, Kyujutsu 5, Lore: Shadow­
lands 5 

Bayushi Benkei is the son of Bayushi Kanbe, a little known or­
pion bushi who died In .1 minor skirmish wh n Bcnkcl WrlS not 
cven two ycars old. Though he nevcr knew his father, Benkei nev­
ertheless enjoyed a privileged childhood in the fert ilc plains near 
the Village of Kagoki , at the heart of Bayushl terri tory. Ral ed 
by hi mother, Umeka, a harming courtier of the Scorpion Ian 
who served for most of her life at the Impcrial Courl. as well (l 

his paternal uncle, l3ayushi Kob , I:lenkei learned everYlh ing a 
member of his proud and cunning Family needed t know. 

From a vcry young age, his uncle taught him how to properly 
wield a kman<1, how to use a bow to ma.ximum efficiency, anu 
even how to hunt gamc in the wild, forb th sport and neces lty, 
rhe latter in C<lSe he should eVer need to survive in the wild. Kobo 
oji-s<ln was a harsh man who, unllke most other [\ayushl bush!, 
had absolutely no interest in inlrlgue and affai rs o f court. He IlCV­



z 	 er meddled in politics, nor was he particularly pleasant in man­
o 	 ncr. Henkel's mother had once s<lid about him that he W<lS ,1 1ll,1n 

c.. 	 of litt le word and evcn less tact - but all the same, that In all the 
Empire there was no ,Hher samurai who was as devoted to his o 	 lord. Bayushi Kobo indeed seemed content to perform his duty ilS " 
il 10Yili warrior of the Bayushl and the Emperor, and like many of 
his Scorpion brethren he made it a point of honor to protect the 
interests f both his Clan and of the Imperial Families. From him, 
Benkei not only Icarned the basic weapon skills he would need 
later in life, but ,11 0 - and perhaps most importantly - the true 
meaning f duty, honoI, and I yalty. 

Fr m his mother, Sayu hi Henkei learned everything else. It 
was Limeka who taught the young boy how to properly <lddress 
a lord, how to. when to, and why to stand up in oflicial func­
llons, as well as how to sit and walk gracefully. From Limcka, 
he learned the etiquette and social protocol that a truc samuf<1i 
ought t master in order to cam respect frolll his peers. I-Ie also 
learned skil ls more genteel than that of the sword, such as cal­
ligraphy. ill1d how to appreciilte art or compose complex works 
of poetry. Benkei wondered if these skills would be useful to him, 
but he never questioned his mother. [n fact , he often found her 
teaching of th e more intellectual and socia l matters to be a nice 
change of pace from the hard training and long treks he took with 
hi ' uncle. or a time, Ben kei enjoyed this balance in his life. 

When he entered the Bayushi Bushi School, Benkei quickly 
established a reputation as one of the most promising students 
of hi' class, in spite of the reliltive obscurity of his origins. His 
father had never been a particularly well-known or respected 
bush i; he had died much too young for that. His uncle Kobo. ~ 

u although skilled in Bushido. was a mystery to most people , even 
among hi fellow Scorpion amurai. He was a m,ln who preferred 
ro pend his time in Ihe wild rather tha n to bother with things 
others considered oCially acceptable. Nevertheless, the sensei of 
the Bayushi Bushi Scho I had sensed unusual talent rlnd capa­
bilities In the yOllng Bcnkei. Because he was already well versed 
in many of the skills taught at the school. It took Benkei only a 
few short months to be considered the equal f many of his fellow 
studen ,most of whom were older than him. 

H is ltaining \Va interrupted, however, when llmeka was 
killed in a brutal raid near the borders of the Shadowlands, in 
the gap behveen the Twilight Mountains ,lnd the Shinomen For­
est, while traveling on an embassy to Kyuden H ida. W hether the 

Ltlprits were bandits, a raiding party of Thc Lost. ogres or other 
fou l things of the Shadowlands could not be determined, as there 
were no surviv rs , and the attackers left few clues as to their 
Ident ity. When Benkei heard the news, he left the dojo and jour­
neyed to the Shadowlands in search of those who had murdered 
her. For years he traveled throughout the Crab Lc1Jlds, roamed 
the lands beyond the Kaiu Wall - al ne, refusing to travel in 
company with I !ida r Hiruma warri r , as he believed Ihal they 
had fai leo to provide adequate protection for his mother'S pa rry 
- even penetrated the darkness of the Great Shinomen, all in a 
futile search for vengeance. But no matter how many men ,1nd 
beasts hc killed his sorrow never left him , nor the memory of his 
mother cease to haunt him. 

He re turn d t the Scorpion Lands from time to time to per­

fect th fighting te, hniqLts he had pm lI.::ed wh ile on hi" quest 
for rc trlbuUon. But he on ly staye ! <1 t the Bllyushi Bushi choo l 
long enough to learn what he needed to com bat those who had 
become his sworn enemies, return ing t the Crab Lands and the 
Shauowlands in a fu lilc attempt 10 assuage his grid. To this day 

he will not speak of his advcntures in the sickened lands beyond 
the \IVa 11 , ,1nd he still holds a grudge against the Crab Clan, whom 
he believes failed to protect his mother. so many ycms ago. 

finally, howevcr, he returned to the Bayushi Bushi School one 
last time; worn down by his travels and years of simmering rage, 
he gladly accepted when one of the sensei suggested that he join 
their number. It has been over h,vo decades since Bayushi Benkei 
returned to Scorpion Lands and settled down, but many of his 
deeds me now <In inspiration for poets and his courage a hailed 
.1S a paragon of what every samurai should strive to achieve, 
Though he rarely speaks II word about his actions , his legend 
continues to grow - at Icast among his fcllow Scorpion. Now 
in his early seventies, Bayushi Benkei is recognized c1S one of 
the Scorpion's elite milsters of iaijutsu. Young Scorpion warriors 
will comc to the Liojo for no other purpose than to receive his 
tutclage. Bayushi Benkei is one of the most respected sensei cur­
rently teaching at the Bayushi Hushi School , ilnd the one sensei 
to whom invariably turn when they wish to learn the art of the 
due\. 

s HAMPION 00)0 EN II 

Air: 5 Earth: 3 Fire: 4 Water: 3 Void: 5 
Awareness: 6Willpower: 5 

Honor: 1.9 Status: 4.3 Glory: 3.8 

H OURAN K: Bayushi Courtier 3/Shosuro Champion :I 
ADVANTAG ES: Dangerous Beauty, Perceived Honor (4 Points) 
DtSADVANTAGES: Cruel. Dark Secret (murdered her husband). 
Greedy 
KillS: Calligraphy 4, Courtier (Gossip, Manipulation) 6, Deceit 

(Lying, Sedu tion) 7, Defense 5, Etiquette (Conver at ion . Sincer· 
ity) D, Forgery 4, [aijutsu 7, Investigation 4, Instruction 5, Ken­
jlilsu (Katana) 4, Poison 4, Sleight of Hand 4 

The third-born child of Daimyo Soshi Liidori, Nahoko realized at 
a very early age th.1t she would nevcr h<1\Ie access to the privi­
I ges her brothers - even her younger brothers - would enjoy. 
Indeed, it was made very clem to her that she would never be 
the heir to her filther, but that instead her fate was to eventually 
marry and bear children for her husband. At the age f six. Soshi 
Nahoko vowed thM she would never become thc pawn of any 
mrln ; nOI her father's. not her brother's, not her husband to be. 
She also swore that if she should one day milny, she 1V0uid do 
so out of love and not out of duty for her family. like her mother 
and so many of her aunts had chosen to do. She told her clf th t 
she would be the sole architect of her lift:, that she would be the 
mistress of her destiny. 

Blessed with both education and the Sc rplon's legendary 
beauty, Soshi Nahoko grcw up to become a cunning. resource­
ful. and independent woman. After years of childish pleading, 
which turned into \' Clrs of artful negotialion, Nahoko never ac­
tually convinced her fa ther to change the plans he had for her, 
but she did illanage to have him postpone the wedding he had 
arranged for her until she turned 21. Headstrong but sensible to 
others , young Nahoko quickly became one of the most charming 
courtiers of the SClJrpion Clan, bllt she always managed to keep 

her greatest talents to herself. 
After her geillpukku ceremony, it took little time for Nahoko to 

be recognized as one of Ihc most prom iSing courli 'rs of her Clan. 
Serving at the Emperor's court un cr the guidance of m ny of the 
wise t and Illost cunning Scorpion diplomats, it took litt le time 

-----~---~ 
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for her to learn how to manipulate others to her whim. Smart and 
resolute, Nahoko never hesit,lted to use her stunning beauty to 
sway men's affections. Her time m court also taught her all she 
needed to learn of deceitful <Ht of politics, and she eventu,llly 
realized that the marriage her father had planned for her was 
probably the best way to not only serve the Scorpion and the 
Emperor, but also further her own status within Rokugani society, 
the trlle complexity of which she had barely begun to understand 
and appreciate. 

Although she aweeu to malTY out of obligation to her Family, 
Nahoko ~ewr be~ame the subservient wife her father Hnd hus­
band wanted her to be. However. she did evely thing in her power 
to make all around her believe that she was , and she skillfully 
fooled everyone. Her husband died in whM appeared to be an 
unfortunate accident when she \Vas only 27 years old , but she 
chose not to remarry, For some time, her father suspected thnt 
she might have had something to with her husband 's death, but 
a quiet investigation never revealed her guilt on the matter. In 
fact, none in her entourage ever truly believed thHt she could be 
responsible for such an act. 

Free to pursue her passions, Soshi Nahoko took it upon her­
self not ani, to learn to wield the katana as competently as Hny 
bushi, but Indeed to become an expert in the art of the sword. 
For years, she trained in kenjitsu as we ll as iaijut~u, striving to 
become a better duelist than even her brothers could ever hope 
to be. An influential voice for the Scorpion Clan, Soshi Nahoko is 
a deceitfully charismatic and dangerously beautiful woman with 
an uncanny ability to sway men to her cause, She also became 
one of the better students of the Shosuro Champion Dojo. Now 
in her mid-forties, she divides her time between the courts and 
the school, where she now teaches the techniques she mas­
tered. 

-

New Mechanics 


New Advanced School: 
Shosul'O Champion (Bushi) 
Although the Shosuro Champion Dojo is extremely well respected 
within the Scorpion Clan, no one outside the Clan of Se,rets has 
yet lea rned of its existence or the techniques that are taught by 
its sensei. That is exactly how the Shosuro like it, fo r no shi nobi 
can survive in the public eye; stealth and surprise are his stock in 
trade, It thus is no great urprise that Shosuro champions learn 
different counterattacking, disarming, and feinting maneuvers 
meant to catch their opponents unaware, They also learn how to 
remain unnoticed, realize why it is impOTtant to hide one's true 
nature, and understand why they should never trust anyone but 
themselves. 

But they also hold the tradition of iaijutsu in high esteem. as 
they also receive intensive train ing in both iaijutsu and kenjutsu, 
practicing the distinctively de,eptive and un predictable style 
that the Shosuro have relined and mastered. The hinobi of the 

Scorpion believe that the ultimate deception Is to face your -oopponent in a conventional, face-to-face battle and zconceal your true strength. revea ling it only when 
it Is too late for your opponent to do anything In 
response, 

~ ----. ------- .. ------------------ ----------------­



Requirements 
RingslIraits: Any 3 Rings at 4 
Skills: Deceit 5, Stealth 5, and either Ialjutsu or KenJutsu at 

5 
Advantage: Bla nd 
Other: You may waive the Bland Advantage requ irement by 

rais ing all Ski ll requirements by I. 

To be admitted into the Shosuro Champion Dolo, you must 
have proven your loyalty to the Scorpion Clan beyond doubt. 
Typically, this is done by successfully completing at least one 
mission on the direct order of the Scorpion Champion. 

'Lechniques 

hosuro Champions are shinobl a bove all , and as such tra ining 
in the arts of deception is a basic part of their education. You 
gain a bonus to any Low Skill or Social Sklil Roll made to deceive 
or manipulate an opponent equal to your InsIght Rank. Typi­
ca l example of this abil ity include usi ng the Acting (Disguise), 
Courtier, Deceit, Etiquette (Sincerity), Forgery, Sleigh t of Hand, 
and Stealth Skills. When making a Feint maneuver, you gain an 
additional number of Free Ra ises equal to your School Rank. 

u 


Your training also teaches you how to conceal your true skill 
frolll an opponent in a duel. VVhen resolving an iaijutsu duel, you 
Illay spend a Void Point to add a penalty to your opponent's TN 
to learn inforillation about you during the Challenge phasc . This 
penalty is equal to your Intelligence, and the nUlllber of Void 
Points that you Illay spend for this purpose during the Challenge 
phase is lilllited only by the nUlllber that you have rClllaining to 
spend. 

Shosuro Chaillpions arc fast and agile and they strike when their 
opponents least expect it. You gain 1 additional attack per round. 
You 'llso gain a bonus to Initia tive Rolls and laijutsu Rolls equai 
to your Steaith Skill. Every time you make a Raw RcOex Roll or 
a RcOex-based Skill Roll. you roll an additional number of dice 
equal to your School Rank. 

RANK 3: TH HRlKE or THt SHO~URO 

The unique fight ing style used by Shosuro Cha mpions is even 
stranger than the comba t techniques taught a llhe Bayushi Bushi 
School. Those who learn to master Ihis style can deliver remilrk­
ably quick and lethal strikes. You may spend a Void Point to 
forego all your additional attacks in a round and make one lIn­
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natun lly iaSI , prccise, or deadly attack ,1g,linst <1 singlc enemy. 
\/Vhen you do, you gain ,1dd it ionll l r iled ,1Ild kept dice equal to 
your Insight Rank on your In itiative Roll , attack roll , or DR (your 
choice). 

Your training also teaches you how to conceal your true skil l 
from an opponent in a duel. \\Then resolving an iaijutsu duel , 
you may spend a Void Point to add a penal ty to your opponent's 
TN to Icarn information about you during the Challenge phase. 
This penalty is equal to tw ice your Intelligence, and the number 
of Void Points that you may spend for this purpose during Ihe 
Challenge phase is limited only by the number that you have 
remaining to spend. This benefit supersedes the benefit gained at 
Rank l. 

New Adv(Utced School: 
yogo Duelist (Shugenja) 
Perpelually haunted by thc curse that befell their grcat ances­
tor, the Yogo have always had a precarl us p il ion within the 
Scorpion - trusted as useful tools, ye t kcpt at arm's length be­
cali se betray" I is their fate. In turn, they understand that they 
can only remain under the protection of the Scorpion as long as 
they return the sentimcnt. Yogo shugenja understand , therefore, 
Ihat the possibili ty oi a personal challenge exists no matter what 
company they kecp , and they find it useful to cultivate some ex­
pertise in Ihe art of taryu-jiai. 

RequiI'elflcnts 
The only requirement for the Yogo Duelist Advanced School is 
Ihat you must already belong to the Yogo Shugenja School (see 
Th e Four Winds, p. 176). 

Technique: Yogo's t-Ial'dened Heal't 
As Yogo shugenja specia lize in the creation of magical wards, it is 

only natural that their taryu- jiai ma ters should have developed 
ways of extcnding that expertise to the art of shugcnja duels. In 
1'hI: Re lution phase of a taryu-jiai duel, all of your opponcnt 's 
attacks <lgain t you suffer a pcnalty added to the TN cqual to 
twice your "'Ji llpolVcr. You may spcnd a Void Point to increase 
this pcnalty to 3 x your \tVi lipower, but you may spend no more 
than I Void Point per attack in this manner. 

New Path: Bayushi Defender (Bushi) 
The Scorpion have a long and proud iaijutsu Iradition , although 
they keep it to themsclves and try to conceal their true skill frum 
oth!!r Clans, Students of the Bayushi Bushi School are among 
tho e who learn thc customs of this ancicnt way of dueling along 
with th skill ' rcquired to master such a complex , powerfu l, and 
spectacular technique. Among Scorpion bushi. howcver, nly a 
select few truly develop ways of perfecting the fine mt of iaiJ utsu 
dueling. Those who do also continue to further their duca tion 
in courtly intrigue and etiquette , in the belief Ihat a wcll-rounded 
samurai is a se lf-sufficient samurai well-eqUipped to prevail in 
any ircumstance. 

The honored tradition of the formal iaijutsu bout is so impor­
tant for the s,lmumi of the Ian f ecrets that even its court­
iers sometimcs sec it fit to learn its mysteries. These very special 
tcchniques arc taught by two sensei of the Bayushi I3ushi School, 
both revered specialists of the art of the duel themselves. On ly 
Scorpion samurai can h pc tune vcr these techniques , which 
make those who master them unpredictably qu ick with the sword 
as well as deadly with the tongue. These samurai arc often called 
upon to defend the honor of their ~ I an in different arenas - be 
they the courts f the nobles or the grou nds where traditional 
iaijutsu duels arc fought. f\nd they have always been grateful for 
and proud of the priv ilege of doing so, 

Technique Rank: 3 
Path of Entry: Bayushi Bushi chool 2 or Bayushi Courtier 

School 2 
Requirements: Ia ijutsLI 4 
Path of Egress: Bayushi Bushi School 3 or I3ayushi Courtier 

School 3 

Technique: The Scol'pion's Sting 
Likc many of their fell ow I3ayushi bLishi , I3ayushl Defenders 
learn a stylc of swordsmanship tll ;) t is quic k, un predlcra ble, 
and deadly. However, they do not learn specific techniques of 
kcnjutsu and iaijutsu so much as Lhey do ways of reading a 
silualion and an opponent that allow them to act to thei r advan­
tage without hesitation or a fai se stcp. Th is menta l disciplinc 
comes in useful not only when wielding a katana, but al when 
cncountering foes in more sociable circumstanL"es, and figh ting o 
more subtle battles. z 

YOll gain a bonus equ,ll to your fire Ring to all of your Initia­
tivc Rolls, You gain a bonus t all Ia ijutsu Rolls equal to twlc 
your firc Ring. In the trike phAse of an lalJu tsu du I. you gClln 
a bonus to your TN to Be H i t equal to (2 x yo r Honor Rank) 
+ I, Al so, you ga in 1 frec Raise whenever you make a ~on tested 

Social Skill Roll. If you have 5 or more rank in <l Social Skill 
with which you make a Contested Roll, you gain 2 free Raises 
instead of 1. 

New Path: 

The long- term contests of the Shinobi-s tyle duels - in which 
the contcstants arc often required to besmirch the reputa­
tion of a riVe1 1 or to Weaken a foc's forces - are an important 
part of Scorpion culturc. Though the 13ayu hi ( urt\er . ch 01 
tcaches its studcnts how to take advnn tagc an I fully exploi t 
the wcaknesses f ol hers , on ly those who follow the wisdom of 
its Shosuro scnse i can Lruly excel al defi ling anolher samu rai's 
reputa tion. Whil e this pClth seems a mer Hess one to f IIOW, 

those who Icarn i ts secrets understand thill' there is no d ishonor 
in exposing a ri val 's weakness or one of hi s vi le secreL"S, and 
that sully ing a sa mw a\ 's r pUlation only provcs 11 w weak thi s 
particular individual tru ly is. 



z Technique Rank: 3 
o Path of Entry: Bayushi C urtier School 2 -c.. Path of Egress: Bayush l Court ier chool 3 or Shosuro Shi­
p:: nobi School 1 o 
V) 
u 

Technique: Venom of the Shosuro 
IoU Students of the Bayu hi Defiler - excel at de troylng the repu­
:t tation of their rivals. You gain a bonus to all C urtier, Deceit , r­ and Etiquette (Sin eTity) Skill Rolls equal to twice you r l3ayush i u.. 

Courtier School Rank. In addition, when makIng Deceit Skillo 
R II , y u may pend a old Point to explode an 8 or 9 in ad­
dIU n to LIny lOs you may roll. You may spend no more than 1 
Void Point per roll in this m.mner. 

New Path: Soshi Duelist (Sl,ugettja) 
Unl ike the shugenja Families of some Great Clans, the Sosh i 
embra e th e traditions of tilryu-jiai, and th eir 'nsei have even 
refined te hnlques particular to the art of the magiC duel. Soshi 
due ling h:chniqlles combine their traditional skill with illusions 
with the corpion ph ilosophy of concealing their true strength 
and natur until it is too late for an opponent to counter it. 
So -hi hugehja who c ..pect to serve the Clan 'It court or in other 
setLIngs where they will have to mingle with rivals from other 
Clans - and may therefore expect to light duels against repre­
sentative of oth r Clans - often follow th l course of train ing 
to I rcpa re themse lves for such challenges. 

u 
p; Technique Rank: 2 

Path of Entry: sh i hugenja School 2 
Path of Egress: Soshi Shugenja School 3 

Technique: Mask of the Soshi 
The Soshi are masters f IlIu- ion , and hav I ng experience in 
dec iving their foe ' . It is no great matter fo r them to extend 
this expertise to the dueling ground, so that the)' may trick ,In 

opponent into mispercciving their strengths and weaknesses. 
\.\Ihe l1 resolving a taryu-jiai due\, you m;)y spend a Void Point to 
add a penalty to your opponent's TN to lea rn inforl1l;)tion about 
you during the Asses ment phase. This rcn~lty is equal to twl e 
your wa rene , and u1e number of Void Pint that y u n1<'ly 
pend f r thi purpose uuring the hallenge phase is limited 
nly by the number that YOll have remaining to spend. 

~ -- ­



CHAPTER NINE: 

DUELING: WAY 
OF THE UNICORN 
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Introduction 
Since the Unicorn lan's return to Rokugan in the year 815, the 
Clan's samurai have been branded philistines and outsiders for 
their adherence to ways they had developed in their travels past 
Rokugan's borders. The Unicorn Clan is one of the most unortho­
dox Clans when it comes to dueling, and few adhere to the rules 
followed by the rest of Rokugan. Througholl t their travels, the 
Unicorn encountered many different societies, each with their 
own customs and rituals. Wherever they stayed, they adhered to 
all of the native customs to avoid any unintended complications 
with the locals. When the Unicorn moved on, they dropped most 
of the acqUired methods but permanently adopted any practices 
that appealed most to them. The current Unicorn Cla n follows 
an amalgam of practices and uses a vari­
ety of competitive forms adapted from 
different foreign cultures. 

mThe bigges t influence all current Unicorn duelin tradllions. 
however, is Shinjo 's Law. This edict was issued by the Kaml c:: zShinjo herself while the Clan was under her leadersh ip. Shin] 's 
Law dictates tha t no Un ie rn may ever shed a nother Unie rn's (')­
blood. No bl<lde Illay be drawn in the Unicorn Lands unless that o 
person intends to kill his opponent. Matches a mong the Un icorn i':I 

Zare mostly displays of skill or other ways where the contestants 
cannot hurt each other bey nd a few bru ises . Even the m st f>ro­
ciOllS ivloto will not break . h inje's Law. Another big influence i , 
of course. the Clan's famous love of horses. Many types of com­
petition used in the Unicorn Lands revolve around riding horses 

as a main fo cus of the duel. 



The duel between ShinjO Zhenyo. yojlmbo t the first Unl. 
com courtier sent t U,e Imperial Court. and Akod Rlki­
maru established many of the prejudices and stereotypes 
about the Unicorn Clan. After their return l Rokugan. the 
Unicorn found themselves unfamiliar with their Id home' 
customs. The Imperial Court had turned into a vicious bat­
tlefield f innuendo and accusation in their absence. as the 
Great Clans continually vied (or advantage over each other, 
The Ide ambas adors had grown accustomed to being di­
rect and speaking f rthrightly Ln their travel abroad. This 
strategy went directly at odds with the Rokugani customs 01 
couching every word with hidden meanings, A duello set­
tle a disagreement between a Unicorn and a repre.sent...1llve 
of another Clan was inevitable. and n tradlLionalist Lion 
was the /irsl to challenge the newcomers. The two courtiers' 
yollmbo, Shinjo Zhenyo and Akodo R1klmaru, stepped oul­
side to resolve the Issue. 

Most duels In the Imperial Court are re olved with ial · 
Jutsu. However, when Zhenyo and Rlkimaru readied lor 
the duel. Zhenyo drew hi kalana and held It ready In his 
normal combat stance. Rlklmaru responded with ridicule, 
a king If the barbaric Unicorn could not act civilized In any 
way, Zhenyo's tilled response summarized the Unicorn 
lance on ialjulSu: "Why do you ask me to begin !l battle 

u unprepared? A warrior" duty Is to kill . 'Ii ask a warrior to 
begin unprepared In a ligh t agaInst another warrior Is sim­
ply foolish." 

The kenjutsu duel was an odd experience r r both samu­
rai. B th faced foreIgn Lyles and stances and had ro ad­
just to never seen tactics. In the end. Rlkimaru spun to the 
side and sliced at Zhenyo's neck. At the same time, Zheny 
thrust forward toward Rlklmaru. The Lion cleaved thr ugh 
the Unl om's neck, as Zhenyo's blade ripped through his 
leg. 

In death, however, Zhenyo earned respect from Rlklmfl­
ru for hi tenacity In baltle. OUt of that respect, Rlklmaru 
ch 5C 10 never face another warrior In a duel. lie gained 
permission 110m his dalmyo to retire to a monastery. /-lis 
personal writings on the nature of the Unicorn Clan and 
the Great Clans were publl hed posthumou Iy. Rlklmaru'S 
Words, as the collecti n I named, Is considered a rare gem 
in LIon literature. 

The most traditional form of dueling, iaijutsu, is almost un­
heard 01 within the Unicorn Lands. None of the major bushi 
schools teach their students the techniques venerated by the rcst 
of Rokugan. The Unicorn view iaijutsu as an archaic, impractical 
style of figh ting that only hinders those who use the form. iaijutsu 
I used in the Unie rn Lands only when outsiders are involved. 
There are only a few exceptions to this rule: Many Ide training 
to become yojlmbo for Unicorn courtiers learn iaijutsu . An Ide 
yojim 0 realizes that ia ij ulsu is a skill tha t must be learned if he 
want I be able to protect his charge from all threats, especially 
olltside the Unicorn Lands. Whether they like iaijutsu or not , it is 
the form used by Rokugani cou rts to settle dispu tes and discern 
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the truth. The fact that the Unicorn do nOI practice iaijutsu at 
large does not exempt them from that rule. For that same reason, 
Shinjo samurai who wish to become magistrates take up iaijutsu. 
Many foolish criminals and hostile courtiers have eng<1ged Uni­
corn samurai in iaijutsu, looking to exploit the Clan's well-known 
unfamiliarity with the style. However, instead of gaining an easy 
Victory, the aggressors are surprised by a skilled duelist's perfect 
technique. 

But even with the special training the Unicorn undergo to be 
proficient <It dueling according to Rokugani norms, iaijutsu re­
mains the least popular style of dueling among the Unicorn. 

The different bushi Families in the Unicorn prefer different 
styles of dueling according to their individual tastes and mind­
sets. .'\11 Unicorn bushi are proficient in horse archery, and often 
hold competitions to test accuracy :tt longer distances and higher 
speeds. The masters at this contest style are generally from the 
Shinjo Family, including the greatest horse archer in recent mem­
ory, Shinjo Hanari. Unicorn bushi have honed this skill to per­
fection, able to hit a target accurately over distances that many 
samurai would have trouble attempting on steady ground. The 
Unicorn leaders host many horse archery contests a year to keep 
their bushi well practiced in the skill. The Moto Family, on the 
other hand, respect physical strength and martial dexterity. Their 
preferr~d style of competition is barique wrestling, a wresliing style 
similar to Rokugani sUlllai with a few differences picked up from 
outside Rokugan. 

1\11 Unicorn love to race against each other on horseback, sim­
ply tesllng to sec who can reach a destination faster through the 
endless L1taku fields . A variant of this is called Ma-Do. The Uni­
corn develo ped this <1ncient form of competition while tr<1veling 
beyond Rokugan's borders. Tales state that it originated mound 
the year 600, while the Unicorn Clan wandered without the gUid­
ance of h injo. The Unicorn had better relations with locals when 
Shinjo had held the leadership of the Clan; the Kami's kind nature 
had gained their trust. The new leaders of the Unicorn were forced 
to think of alternate methods to find a common ground. Ma-Do 
was one of the means invented during this time. The Unicorn par­
ticipate in Ma-Do to this day. 

Ma-Do is especially popular with young, hot-blooded samurai 
who seek excitement without any regard for the danger that they 
face. A single contestant rides forth at top speed whi le the res t of 
those involved watch. He then tries to perform as many ath let i 
and dramatic feats while riding the horse as he can, without fa iling 
off. Some of the popular stunts involve standing on the sadd le , 
or riding while hanging off the side of the horse. Those who a rc 
skilled in this contest are known all across the Unicorn Land <lnd 
respected as much as any military hero. 

Ma-Do contests require some forn1 of arbitration to determine 
the winner, based not only on the number of maneuvers success­
fully completed, but also on their difficulty and their sheer spec­
tacle value. In the earliest Ma-Do competitions, r-he competitors 
themselves judged each other and determined who was wo rthier 
(or worthiest , depending on how many competitors were involved). 
As it gained popularity as a dueling form, however, the stclkes oi 
some Ma-Do contests were high enough that they required impilr­
tial moderation, especially when heated rivals were involved. Now, 
at least one judge is always present at a Ma-Do compeliti n to 
certify the resuits, u Ing Wh<ll ever criteria he chooses, whe ther It be 
number or difficulty of stu nts successfully completed, or the reac­
tion of the spectators, or some combination thereof. 
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Dl\el: Moto Chai 
ana Olaku 

Peats f horsemanship are valued among Ihe Unjc rn Clan 
samurai a much if not more than martial (eatS. Por this 
reason, the star of Moto ehal rose quickly durlng the 7th 
Century. He was a brilliant $cout and fighte r, proving him­
self worthy In c mbat many times over. He als h wed 
his great love for horses and held a greater onnectl n wllh 
his horse than even most of his Unicron peers. He was a 
humble and kind man who let his actions prove his worth , 
rather than his w rd . 

Chat proved himself one of rhe greatest h rsemen of 
the Unl Om Ian In one f the first Ma-Do duels ever per­
formed. The Unicorn Clan gathered with Its gaijin nelghb rs 
ro celebrate the tenth annlvcr -ary f their first alliance. TIle 
best riders from each faction performed In front of a crowd 
f thousands. In the end, MolO Chal and Olaku Thuml were 

ch sen as thl: finall t . Tsumi wowed the crowds by balanc­
Ing on the addle with one hand while riding at full peed. 
When ehal took his turn. he gained unanimous approval 
when he rode the h rse at full peed while hanging between 
the hor c's leg _He held his po lt10n solely by wmpplng the 
stirrups around his leg while holding on to the reins. Upon 
eeing his teChniques. Tsuml conceded the match 1.0 Chnl 

wholeheartedly. 
ehai went on to adapt his lechniques for military uses. 

To this day, Moto Chal is remembered as the undisputed 
master of Ma-Do. 

Where<1s the Unicorn bushi tend to vielV the accepted dueling 
standard with skepticism , Unicorn shugenja understand the ren­
sons and methods behind taryu-jia i. the Rokugani standard of 
shugenja dueling. It is a simple and direct method , a test of wills 
ill1li strengths in the simplest of means: r'1\\1 elemental power. 
Unicorn , hugenja are profiCient in taryu-jiai and have cngaged in 
many of these duels over the centuries. In fact, the Unicorn often 
used a vmiant of taryu-jiai even outside Rokugani borders. Since 
many of the gaijin opponents they encountered preferred a direct 
con frontation of powcr. 

T'he preferred dueling form for shugenja is a style created by 
the Un icorn themselves. one that combines many elements thM 
suit the Clan 's tastes and talents. The style i somewhat more 
subt le than class\( taryu-jiai rilld often exhila rates duclists even 
after a loss. As with everything else, Shinjo'S Law h., s directly 
influ enced its evolution. The Unicorn call it Engaging the vVind 
and in m.,ny ways. one may think of it as a magica l version of 
Ma-Do. The two duelists walt o n horseback SO paces from each 
othe r, pointed in the same direction. When the duel begins, they 
both ride at full gallop parallel to each other. keeping 50 paces 
between them ill all times. Each duelist may then uscs every 
method at his dispo 'al to knock his opponent off his horse. How­
ewr, n duelist automatically loses if he ever damages hi: oppo­
nent or his opponent's Illount directl y. 

1"I<1ny of the younger shugenja raise the stakes wile Engaging 
the Wind. They make a contest of seeing how close to daillaging 
\~\t \)~90nent they C<-1I1 come without crossing the limit. Th is is a 
very popular variation. and Illany competitions within the UnIcorn 
Lnncls have begun to utilize this style as one of the offiCial event:;. 

UnicoJ4n Insti "tions 

Though formal dueling is not emphasized in the Unicorn Land , 
competition is considered a healthy recreation for the Clan's 
bushi. Many types of friendly competitions help tic the warrio rs o 
together with a bond of respect. Many of the dojo in the Un icorn m 
Lands are found in the Illajor cities, located ncar the scats of I""'" 

power. Other schools reneet the Unicorn 's characteristic wan der­ Z 
lust and move ,KroSS the lands with the rest of the Clan. Regard ­ Cl 
less of type. all Unicorn dojo expect nothing less that excellence 
from their students and sensei alike. 

~ 
Floating Leaf Dojo o.,.,Shiro [uchi. the Gatherer of Winds Castle , is a notable landmark 
that stands out in the vast surrounding plains . It is the magical -J 
focus of the Unicorn Clan and the seat of the [uchi Family calls :t: 

I'llhome. The majo rity of the samurai who tr,lin to become shugenJa 

attend the pres tigious Gatherer of the Winds Dojo, the oldest c: 


Zshugenja dojo in Rokugan , which [uchi himself built bcf re h is 
departure from the Empire. The Gatherer of Winds is considered (j 

the primary Unicorn shugenja school. e1l1d most of them have a t­ o 
tended its primary dojo. The Floating Leaf. on the other hand. is i=:l 

Z
,1 small school that is practically unkn own outside of the Unicorn 
Lands. It takes on only a handful of students every yea r, keeping 
the size of the school at ve ry low levels. [t is th erdor c n idered 
an honor to be invited III the FI a ti ng Leaf, and few decline Lhe 
offer. 

The Floating Leaf School split o f( fro m the the Gatherer of 
Winds and mainstrealll of Unicorn shugenja pra tice long ag , 
during the Clan's exile. During the 3rd Century, the Unicorn were 
forced to separate into four different groups folluwing a vicious 
war with the roes. The majority of the [uchi family fo llowed the 
lead of the luchi Daimyo , and traveled as one group toward the 
dangerous land of the jinn. There. the luchi faced a n I truggled 
against powerful, unknown magic. In the end , the two factions 
reached a ce:lse fire. The [uchi made peace with the strange el­
ementals. They then to k ,1 part of the jinn culture, adapted it. 
and absorbed it as part o f the luchi philosophy. 

However, a sma ll group of luchi shugl:: nja dec ided tu stay with 
the group of Ide. They served the Ide with their magiC il nd b ­
served all of their Icallngs. TIlt: c luehi talked amongst Ihem ­
selves and adapted their experiences to thei r lechniques. These 
powers focused more on movement and peace , the pillars of th l: 
Ide philosophy. When th se luchi r joined the rest of the ir fa m­
ily, they found that they h d wa lked down very different paths. 
Their philosophies had d iverged si n ificantly bec.l llse o f the 
drastica ll y different experiences they went thr ugh their trawls. 
With the permiSSion of the [uchi Dili myo, these lud l l established 
the l'ioating Leaf School. 

The Floating Leaf curriculu m conta ins Lhe S'lme techniques as 
the Gatherer of Winds School. The mal r diffe rence lies within 
their rcspectiw styles of tnlining and philo - (lhies. Both Schools 
nurture the free spi rit o f the luchl shuge nJa . Both focus on move­
ment and spells that enhance the shugenja 's ties to anima l!>. Both 
are expected to serve the Unicorn rmics as support. healing the 
wounded and fac ilit<1l ing cava lry 1110vement. 
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However, each School emphasizes different strengths of a shu­
genja. The Gatherer of Wind emphasizes the strength of vic­
t ry, focusing on how to control the power of the elements. These 
teachings pass on the lessons the luchi learned while facing the 
j inn, where elemental might prevailed over finesse. In contrast, 
the Floating Leaf emphasizes the strength of structural integrity, 
focusing on techniques that would help the Unicorn war effort 
without using their p we r to hurt others. They learn ways of mis­
direction to confound enemies, emphasize spells that cure the 
wounded, and develop special methods to increase the speed of 
the Un ic rn armies. 

The Floating Leaf Dojo is also horne to an advanced school of 
shugenja practicc, the M a Icr of the Swift Waves School. Using 
secret spells un ique to the luchL a Master of the Swift Waves is 
able to move an entire army across an astonishingly large dis­
ta n Cl~. The graduates of the school serve in the Unicorn armies, 
incTea ing the legendary Unicorn speed even further. 

Formally, the Floating Le.~ f ojo i located inside Shiro Ide as 
tribute 10 the group of Ide who br ught forth the phi lo phical 
ideals of the new school. It is smalle r Ihan most dojo and can 
only support il few dozen students at anyone time. However, 
in pra lice, the actual school rarely re ides in the dojo. Instead, 
the scho I \ anders a ross the Unicorn Lands withoul much of 
a plan or pre-determined destination. The students and sensei 
reside In lell[ whenever they stop fLH the night. The studcn ts 
I arn their lessons and pract i e outdoors with nothing to impede 
the ir nnection to nat ure. Students of the Master of the Swifl 
Waves School are often tested in the field by using his magic to 
help move the chooJ. 

The Floating Leaf also maintains a small dojo in each Illajor 
city in the Unicorn Lands. The school passes through the Illajor 
cities in the Unicorn Lands about once every month. These stops 
are not scheduled, and no one knows of these visits ahead of 
lime except the senior sensei of the school. 

The nOllladic nature of the school is not without purpose. The 
school 's movement acts as the perfect defense; an enemy cannot 
attack it if he docs not know where it is at any time. This also 
makes infiltration inlO the school much more difficulL The rJoat­
ing Leaf sensei are zealous in their attempt to guard the secrets of 
their techniques. After all. the power to move an army is highly 
useful , and any other Great Clan would benefit greatly from this 
knowledge. 

The sensei of the school are friendly and extroverted for the 
most part. They do not shy away from expressing their emolions 
to their students. In contrast to the morc established Gatherer 
of Winds School. the sensei of the Floating Leaf are young and 
filled wi th a zest for life. The Master S~nsei of the dojo per 'on­
ally chooses the tcachers by searching for a passionate devo­
tion 10 the school's philosophy. The Floating LeM has always 
believed that there can be no learning without true enthusiasm. 
As a re li lt of th i at t itude, the sensei and students of the school 
form a closer bond than in other schools. In a strange turn of 
events, the sensei ( hen pull pranks and dangerous stunls \ \1 

response to any mischief by their students . These pranks serve 
a serious purpose, however, as they have a way of driving home 
the point Ihal cunning borne of experience will usually trulllp 
the fi re of youth. Malchcs of Engaging Ihe Wind betwecn stu­
dents, between teacher. and b tween stu ents and leacher 
arc rouline. 



-----

Nominally, the Master Sense i of the dojo is always thc [uchi 
D,limyo, However, because of the school's unpredictable na­
tun' , the Iuchi Daimyo does not always have the time to follow 
the school in its wanderings, She therefore chooses onc of her 
senior sensei to stand in for her and assume her full authority 
when necessary. Iuchi Yue h,ls many other worries on hcr mind 
th a n the upkeep of the Floating Leaf. Her stand-in as acting 
Master Sensei is her protege [uchi Rei. Rei has spent most of 
her life with the Floating Leaf a s student, guard , and now sen­
sei. The Floating Leaf is family to Rei, and she is only happy to 
help out in whatever way she can, She keeps in cont,lct with 
Iuchi Vue with a meishodo crafted by thc Iuchi Daimyo herself. 
However, Rei rare ly comes to Yue with <lny problems, preferring 
to leave her undisturbed, In turn, Vue trusts Rei to handle all 
aspects of the school in her abscnce, 

luchl. Karasq lUtd 
10 I~' 51109" 

[uchl KarasIJ and Horiuchi Shoan were both great he roe 
of the Unicorn Clan during the tumultuou years bef re 
and aft\!! the Second Day of Thunder, HoriuchI Shoan Is 
stlU remembered for her gentleness and for establishing lhe 
H rluchl shugenja Family. Tuehl Karasu, the Doom eeker, 
is remembered liS a dangerous hero who silently did all that 
he needed to d [0 aid the Clan. Horiuchi Shoan was a 
tudent at lhe Floallng Leaf in her youth, During one of 

the school's stops at Shiro luchi she ran Into a young Iu­
chi Karasu , as yet unburdened by the tragedies that lay in 
hI fulure. Though Karasu was older than the heerful girl. 
Lhe twO became fast friends. During the third day of their 
acquaintance, Iuchl Karasu challenged Shoan to a duel f 
Engaging the Wind. 

They srartcd off by riding away from the city. Karnsu 
gained thl: lead Immediately by casting 1i!mpest fAir n 
his opponent, disorienting her horse imd nearly causing an 
early fall. Shoon recovered qUickly, however, and bought 
some tlme for herself with a simple Summon. She broughl 
forth dancing fire kami In front of Karasu's horse. Karasu 
easily controlled his horse lluough the distraclion. then re­
taliated with yet another air spell, Call Upon the \'VInd. But 
Shoan was ready !.hIs rime. and she CounrerspeJled hIs at­
tempt. She cast Earth' Stagnation on Karasu a an attempt 
10 pull him off his horse. but he stayed on. 

After this exchange f spellS, Shoan began to cast Wall 
of Water In a . pot of land 50 feet away from them. Karasu 
tried to Interrupt her with a quick Burst spell to scare her 
horse. bm the spell did not deter her. Karasu fell off his 
horse when il ran directly Into Shoan's Wall of Water. 

There were no witnesses to the duel. Over Lhe years, Shean 
entcrta[llcd her orphans often with the laic. Th se who kn w 
the story are amazed al Shoan's mastery of spells and respect 
her lor defeating a legend, Shoon herself remainl."CI humble 
aboul the vi tory to the end of her day . 

--~ ---~ 

Qentle Quard Dojo (J 
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The Ide ourticrs <Ire fa med for be ing a truly peaceful Fa mily in >
midst of a strongly martia l Clan , The)' have always bridged the ~ 

differences between the Unico rn ,md other cultures as they trav­ ~ 
cled through the world, The Ide h. ve a lot of experience at SOOth­ jI:l 
ing over grievances and sa ti sfying both sides of a treaty, They Z 
naturally filled the role <lS Ol lllbassadors and courtiers upon the 
Unicorn's return to Rokugan. They established the Calm Heart Z 
Dojo in Shiro Ide and began their work with the other Great m 

Clans, 
Howevcr, the Ide soon realized that they were ill-equipped to 

continue their role in Rokugan, During their abscnce, the co urt ­
iers of other Clans h<l d established ma ny cuSloms over the centu­
ries that they were unprepared to adopt. Competition was a gre<lt 
part of Rokugani courts, from tests of verbal dexterity to games 
of go and shogi. To maintain an equal footing with the rest of 
the Treat Clans, the Ide realized they must master these courtly 
games, They hired experts to come to the Calm Heart Dojo a nd 
tcach the future Unicorn courtiers exactly how to master these 
complex games. 

The II! ' sons were successful and the Ide became profic ient in 
the myriad of required games, However, they soon realized tha t 
the Ca lm Heart Dojo was not the ideal location in which I pass 
on all these techniq ues , As it was, the dojo was too cluttered 
to continue lessons with any semblance of order. The Ide s till 
needed to teach the students everything else abou t the way o f 
peace, and the extra teachings were intruding on the main les­ o 
sons, However, they could not simply drop their games program, ~ 

ZThe solution was quite simple. The DlljO of the Gentle Guard 
was created by the son of the Ide Dai myo several years later. to 
house all the sensei suffiCiently expert in various ga mes to teach 
them to less experienced courtiers, The Gentle ,uard 0 jo and 
Calm Heart Dojo are separated in the city by only a few min utes ' 
walk , and traffic between the two Gojo is c nsta nt The dojo were 
crcated to complement each other. and eac h Ide cou rLie r spe nd 
time studying at both before he is considered ready for the o ut­
side world, 

The Dojo of the Gentle Guard is located in Shiro Ide and is 
much less conspicuous than its sister building. It is small, and 
follows the unique style that defines Unicorn architecture, Two 
buildings form the living quarters and the main training hall. The 
keepers tcnd to a sand garden and a botanical garden on the prem­
ises, The few students tha t It holds walks the grounds every day, 
performing every duty requi red to keep the dojo afloa t. There arc 
students outside the dojo ,It all times , practicing speeches, prac­
ticing go or kemari, or engaging In gil mes of sadane. Because of 
the curriculum of the Gen tle Guard, an obse rver ca nllot te ll if the 
student is studying ,1 game or is a t play with his peers. 

The sensei of the sch 01 Is an old , venerable bushi named [de 
Toracmon who once served the Unicorn ,~ s an ambassa dor in the 
Scorpion Lands, He held the posit ion with pride and skil l thro ugh 
the enmity that existed between the two Clans, Though he has 
served long enough to shave his head and re tire, he wishes to 
remain helpful to the next genera t!oll, Despi te his age. he re tains 
his faculties and his wit is as sharp as ever. He treats his students 
HS if the), were his OWl grandchildren , He couches his less ns 
with his unique bra nd of hUll1or. However, he is qui k tG corr ct 
any who are off targe t, a nd he patiently gUides any studen t that 
might need his assista nce , 



-

larukoluchi 
No matter how mu h Unlcom courtiers aUempt to fit in t 
the rest rthe court, m St 01 them cannOI shake the stigma 
of being from a "barbarian" Clan. The rde Counler School 
trains its tudenls so lhat they may overcome this disad­
vanlag . II i an unfortunate but unaVoidable truth Ihat a 
Unicorn al courl mu t work twice: as hard as everyone else 
to galn the respect that Is his due. [de Tadaji, hero of the 
years .lfter the Second Day of Thunder, achieved thl statu 
only through long and tireles servier,:. Th ugh his Input 
was uniquely Unl am, the rest of the Court respected him 
fat hIs Wisdom and tireless efforts for peace, 

Iuch[ Xien was a courtier who grew up through the Clan 
War and was one of Ide TadaJi's greatest students. [n the 
beginnIng, he knew lIttle about dle Empire. He barely 
could speak High Rokuganl. and he knew none of the high 
pers nages of the COUrl. Luckily, he was a quick learner 
and took lessons lO heart whenever they were presented to).&J 
him,z ..... A year after the econd Day of Thunder, luchi Xlen at­

Z 	 tend.:d Wlntcr OUrl as ne of Ihe Unicorn's representa­
tives. Because of his name and his other gaijin mannerisms, 
Xlen was an easy taTIlet or ridicule. Asako Haruko made " ~ 
the mistake of mocking Xlen to hi face. ancj Xlen chal­
Icnged the Phoenix c unleT La a duel. Hqruko accepted. 
As the hallenged, Haruko chose the debate as the meth d 
of satlsfact[on. As a counler well versed in philosophy and 
hi tory (and a daughter r a Clan known f r its devotion to 
Intellectual pursuits), Haruko bcHi:\.cd that she would ~aS­

ily triumph over thIs primitive Unicorn buffoon . 
The Judge chose the nature of Bushldo as the subject of 

the debate. Haruko launched into her argument. c nfident 
that Xlen could not respond to any of her pOints, To her 
greaL surprise, Xien refuted her entire arllumt:nt with hIs. 
Even worse. he raised several questions that he could not 
answer. It Was obvious to everyone present that Xien had 
w n the duel. HumillaLed, Haruko I:onceded her d feat to 
Xien before the judge could confirm the decision. Xien's 
hidden oratory kill impressed everyone at the court, and 
many realized that the Ide were not simply clueless rep­
resentatives of th se gaijin . Xien 's victory made It clear to 
everyone: that the Unicorn could nof be undere flmated In 
any aspect. 

Single Strike Dojo 
The Single Strike Dojo was the firs t new chool esta blished by Ihe 
Unicorn Clan after it re turn 10 the Elllpire. After so lllany cen­
turies entire ly severed from Rokugan, iaij utsu was a completely 
foreign style to the Unicorn. The Unicorn Champion recognized 
Im mediately tha t they needed skilled duelists to be able to com­
pete agains t Ihe nth r Grea t Clans . The Crane Challlpion, pur­
suing a lasting all iance wil'h the new Great Clan, was happy to 
release several Kcl kit ,l ialjutsu masters to the Unicorn Lands 10 

help establIsh their ia ijllts u sch ~ 1. 

For sever,ll years, the school continued with no place 10 c~1I 

home. In the beginning, these iaijutsu masters held class on the 
grassy plains, with nOlhing but clear sky overlooking dozens of 
samurai as they lVent through the basic dueling kata. vVhen Shiro 
Ide was finished in the year 820, the builders ~ade sure to create 
a I~rge dOjo close to the castle that would house the Ide Duelists. 
The Single Strike Dojo was finally creilled and opened in 821. 

[kcause of the derivative roots of the Ide Duelist SchooL much 
of the fighting s tyle and Ihe every day functions of the dojo have 
lies to Crane habits and traditions. The first Headmasters oi the 
school stayed on to help the fledgling Clan deve lop ,111 effective 
iaiju tsu technique. In the Ilrst years of the schooL Unicorn duel­
ists completely reseillbled their counterparts in the Crane, albeit 
a bit cluillsier. Over the centuries, Unicorn duelis ts have applied 
their own thoughts and experiences to the school techniques. In 
current tillles, the technique still bears some slight traces of the 
falllouS Crane Illethods, but the style has evolved into something 
uniquely Unicorn. 

The art of ia ijUlsu is the primary focus of a Single Strike Dojn 
student, and each student spends m,lny hours a day practicing 
Ihe qUick draw. But although the School taught at the dojo is 
called the Ide Duelisl 'chool, the students me also taught a va­
riety of different skills that would aid the Clan. As ofte~ as not, 
graduates of the Ide Duelist school becoille Illagistrates or yo­
jimbo instead of someone who dedicates his entire life to iaijutsu. 
Students learn the intricacies of how to protect someone under 
his ca re. Kenjutsu, horsemanship, the Unicorn a rchery style of 
Yomanri, and courtly etiquette are all given their due within the 
walls of the lojo. The a im of the school is to create bushi who 
can fend for themselves clga inst well trained courtiers of the other 
Great Clans . Recently, the dOjo has begun to train the students in 
poetry, sadane, go, and all other courtly skills. The current Head­
master believes Ihese skills necessary for their students. A fe w 
objections ha ve risen from his detractors, but the master sensei 
has ignored all the criticism to continue on this path. 

Past sensei of the dOjo have varied more than that of any other 
Unicorn establishment. The original Headmasters of the school 
were Crane instead of Unicorn; some wryly comment that th is 
set a b,ld precedent for sense i to come. Though the majority 01 
Ihe se nsei have been Unicorn bushi. over the years Ihere have 
been many exceptions. Several ronin have held the lofty posi ­
tion. A Dragon once was considered the Headmaster. I-hough he 
died shortly after a ssuming the position. The Head master of the 
schllol has a lways been a bushi who has proven his loyalty to the 
Unicorn Clan a nd one who is well -killed in the Ide style. Even 
if the person might not be politica lly perfect for the job, he lVou ld 
be chosen if he was the most pro ficient. This pragmatic trad ition 
confuses the othe r C 1:111 5 , but the Unicorn arc satis fi ed with their 
way. Evcn with Ill i- open policy, the Unicorn techniques have 
still remained secret over the years. 

The sensei of the school tend LO be more orthodox than most of 
their Un icorn peers. They make a consciOLlS effort to perf rm al l 
ac tion s in a illanner compatible with the other Great Clans. The 
teache r <111' strict with their students to mclkc sure that they do 
not bee me klX in their studies. Some of the current sensei of the 
school are aClUillly ronin who h,w(: trained in the Unicorn style. 

Tile current Headmaster of the school is Shinjo Kisuke , a vet­
e ran of various wars and a graduate of the Ide Dudls t School. 
Despite his position, he has reta ined a great deal of a nonYIll ­
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ity. He does not hold any authority beyond his school. but Ihis 
fact does not bother him. He is dedicated to the school and docs 
everything he can to make sure it fulfills its charter. He takes 
care of everything that requires work, including paperwork, re­
ports to the Clan leaders, and other daY-la-day administrative 
duties. What he does not finish himself, he deicg,ltes to his two 
senior sensei, Ide Xilung and Tsukiya. Kisuke has known Xilung 
from his childhood. Tsukiya is a ronin who served in the Unicorn 
armies for almost as long as Kisuke himself. Kisuke trusts both 
of them to do everything required by the school with Ihe utmost 
skill. Ir is nol unusual to sec one of the senior sensei leading the 
students through their lessons instead of Kisuke himself. 

The dojo itself is beautifully built and sits on the shores of 
Chrysanthemum Lake. Though much of the architecture in Shiro 
Ide reflects the Unicorn sensibilities of mixing gaijin c1nd Roku­
gani styles. the buildings that form Single Strike Dojo utilize only 
the most traditional styles. It was created in this manner partly 
to appease the first Headmasters of thc school. for the Unicorn 
felt it would be too jarring to as k the Crane to live as the Uni­
corn did. These buildings are capacious; Ihere is enough space 
set aside to accommodate more than a hundred students at one 
time. The main training hall is also large and holds the necessary 
equipmcnl to continue on with the studies. Training, however, is 
general ly held outside next to the lake. The sensei of Ihe school 
believes that the tranquil surroundings help their studenls focus 
on the training. He believes that c1 true servanl of iaijutsu must 
appreciate all aspects of life, the naruml and the aeslhetic as well 
as the martial. During the appropric1te sec1son, the sensei of the 
school have bccn known to make time to allow their students to 
w,"tch the cherry blossoms fal l. 

'the World's Balance 
Proficiency in horseman hip is a neceSSity in thc Unicorn Lands. 
The Unicorn Clan as a whole love horses more so than any other 
Great Clan. Professions related to the care ,lnd raising of horses 
tha t other Clans would consider menial labor and thoroughly un­
fit for samurai receive great respect from the Unicorn. Their way 
of wm and semi-nomadic way of life rely so heavily on the use of 
horses Ihal they treat these creatures with sOlllething c1pproach­
in reverence. The vVorld's Balance is a doio localed in Shiro 
lltaku that teaches every non-martial but crucial skill regarding 
the care of horses. 

The World 's Balance was established early n in the Unicorn 's 
Irek beyond Rokugan's borders. The Otaku Da imyo Otaku Ru­
maru encountered a race of strange sorcerers who used dark 
magic to hide their hearts from their bodies . Such powers made 
them invulnerable to normal combat methods and made Ihem 
Implacable foes. The L1n ie rn were enslaved y Ihese evil men 
and were forced into hard labor. Many of them died, but <lfter a 
few years Rumaru was able to organize an escape from the sor­
cerers ' lair. She used their capto rs' powerful horses to facilitate 
the escape, c1nd left with a great many of them in the Unicorn's 
hands. 

These horses were fast and powerful, but ;11 wild and fero­
cious. They had allowed the Otaku to use them in their escape , 
but after they had left the sorcerers' lair they refused to a llow any 
Ota ku to mount them again. Otaku Hyuga , dedicated his li fe to 
liguring out how to tame the he.1dstr ng be sts. His work W.1S 

n::-p_' in iu ll w hen the steeds became fait hful mounts and com­

p,lnions to the Otaku Battle Ma idens. The Otaku Bailie Ma idens 
learned to trust these magni ficent mounts and became a force to 
be reckoned with in combat. 

The Unicorn Clan Is filmed for the ir powerful cavalry, con lSI­
ing of thousands of warriors separated into multiple un its. These 
horses in turn require a virtua l a rmy of support personnel to 
m,lintain their readiness. Balt ic M,lldens often choose to aid with 
the upkeep of their horse , but they a ls need expert help. The --Z 
World's Balance was crcated to tra in samurai in those arts and I'T1 
other non-ma rtial skills involving the beloved horses . 

The World's Bala nce was establi hed by Olaku HYllga , the 
man whose hard work brought the precious equine gift I the 
Unicorn. The males of the L1taku Fa mily are forbidde n from j in­
ing the Battle Maidens, and there are a few options ava ilable 
to them for their future . Somc of them join other Unicorn bu hi 
Schools, such as the Mota , and accept the fact that Ihey would 
never be able to ride the Utaku steeds into battle. ome of thcm 
join the Utaku Infantry School, a school created by the L1 taku to 
produce troops whose principal job on the battlefield is 10 fo llow 
up on the 13attle Maiden charge. Many decide to j in The W rld 's 
Balance , so thai they may dedicate their lives to caring fo r a nd 
protecting the Lltaku steeds. Though most outside th e Unicorn 
Lands consider such work unfit for a samurai, the students (The 
World's 13alance see it as .1 great h nor to be entrusted with w rk 
that is so important to the fortunes of their Clan. 

There are m,lny th.lnkless duties that must be performed in -C)
order for Unicorn armies to retain their dis ti nc live cava lry ad­ o 
vantage. New horses must be made ready fot the battlefield. The 
steed must be trained to li stcn to the orders of his rider and be­ z " 
come accustomed to the sounds of ba ll Ie . Th groomsman ha n­
dles these duties. Addit iona lly, he fe s the horse, mai ntai ns its 
hec1lth, and tidies its appearance. Ma ny f the grad ua te of this 
part of The World's B:1lance ente r ser ice Inside the L1 taku Sta­
bles, the greatest stables in the Empire, and several other ) in 
the stables of the three great armies, the 13araungh r. lunghar, 
and the Khol. The groomsmen tmined in The World 's Ba la nce are 
highly respected . and arc considered the best of Ihe best a t what 
they do. 

There are two distinct sch 01 tha t work unde r the same ro f 
in The World 's Balance Dojo. The fi rst, led by the I Iyuga va sal 
Family of the Utakll , lea rns all the tasks reqU ired to maintai n a 
horse. The second, most often led by the MOI O, teaches horse­
manship with such detail that the riders are able 10 cont r I their 
mounts even under the most adverse ci rcumsta nces, Students 
learns to mount a horse with a single leap, how to ride a horse us­
ing neither sc1ddle nor re ins, and holV t s tay m unte.d even un­
der duress from enem ies In bat Lle. These s tudents of The W rid's 
Galance become masters of Ma-Do , and the sensei f the school 
arrange for an exhibition whenever they feel a group of siudents 
has successfully le,lrned Iheir te hnlqucs. 

The training hall of The Wo rld's Balanc..: is I cated next to the 
L1tc1ku Stables. It is a sma ll build ing direct ly connected to the Sta ­
bles , allowing quick and ea sy a ess, It is sm;l lJ a nd unassuming, 
and few people recognize the side building as the training area 
for th e: stable mc1sters of Ihe Un icorn . The pract it ioners of Ma-Do 
perform their lessons on the fields surrounding Sh iro Utaku. It is 
common to see studcl1!s of Th \ lIJ'orld 's Balance rid ing Lil r ugh 
the fields at breakneck spectl , wra pped lip in the sheer pleasu re 
of riding the horse. 



The current Master Sensei of The \,yorld's Bellance is Utaku 
Hisako, aimyo of the Hyuga. The descendants of Otelku Hyuga 
continue his legacy, and the Ilyuga have maintained the Utaku 
Stabl s since its inception. Though His<lko had a chance t'o at­
tend the prestigious Battle Maiden School, she refused <lnd de­
cided to carry on her father'S lega y. She is quiet and humble <lnd 
prefers to stay out of the lime light. She is strict about everything 
th;~t involves her horses and personally follows the rules <It every 
step of her life. he does not force her authority over the other 
sensei of the school. but comm,lnds their unfa iling respect none­
theless. 

The sensei of the }\cn at School is Ide Tishon, an old samurai 
who se rved as a scout in the Unicorn armies in his youth. He 
originally trained as a Shinjo scout. 'lnd he grew to love the hors­
es that he met through the years. He searched for a School that 
would all w him to have a stronger tie with them. He found the 
Moto Acrobat School and asked for permission to continue his 
training with them instead of his current scout School. Though 
his sensei frowned upon the thought that the Shinjo scout tech­
n iques were not enough to satisfy his desires, they recognized his 
destiny lay elsewhere. Tishon devoured the lessons given to him 
and quickly became a master of the style. He is a self-conscious 
man, unaware of his own successes and aW]"'ward in conversa­
tions. However, his eyes glow with happin 5S when he speaks of 
h i bel ved horses, and he patiently helps his students through 
every ob w cle. He is no longer sufficiently agile to perform many 
of his les ns, t ut his knowledge of the technique can not be 
denied. 

Unicorn Sensei 
The sellsci who serve the Unicorn Clan by teaching the ilrt of 
the duel often find themselves in ~1 bind, unless they are teach­
Ing skills r lated t those forms of competition that the Unicorn 
on ly usc am ng their own . Beciluse of their unique cullLlral iden­
tity. the ways with wh ich they arc most familiar make it difficult 
{or them to integrate fully with the rest oi Rokugan. To study. 
master and then teach f rms of dueling that are useful when the 
Unicorn interact with the other Great Clans requires, tll some 
extem, abandon in what is familiar and comforting in favor of 
what is unc nventional to them, yet entire ly conventional in the 
wider Rokugani context. How successiu lly they can manage this 
com radiction between their sense of them selves as Unicorn and 
their sense of having embraced alien ways to serve the Unicorn 
determines te a Iar:ge degree their abi li ty to h Ip their Clan over 
the long term. 

UTAKU TAKA1 , RUUY CIIAM t'lON 

Air: 2 Earth: 3 Fire: 5 Water: 5 Void: 6 

Reflexes: 3 Agility: 7 

Honor: 3.9 Status: 6.1 Glory: 4.5 

I SADVAN rAG[s: Lost Love 
KATA: Standing on the Heavens, SITiking as Fire, Victory of the 
Wind . The World Is Empty 
SKJ I : At hletics J. Batlle J , Calligmphy 5, Courtier (Bureau­
cracy) 4, Ilorsenw nship , Hunllng S. Investigation 6 , Kenjutsu 
7, Kyujutsu (Yomanrl) 4, Lore: HI lory 5, Lore: Lmv 8, Meditation 
5, pe:lrs 3, Te. Ceremony 5 

L1taku Takai has never been in the spotlight throughout his life. 
As <l male child in <l highly matriarchal family, Takai never \o\',lr­
ranted much ,lttention from his parents. He knew right away that 
in his p,lrents' eyes, he could never be c1S important as his sisters. 
While his sisters attended the prestigious Utaku l3attle Maiden 
school, Takai attended the Utaku Inf:1Il try school. The Utaku In­
fantry School is well established, and its techniques have been 
refined and strengthened over the years. However, in the Unicorn 
Clan , its strength is belied by its lack o f prestige relative to the 
Battle Maiden School. Takai knew the reality of the situation and 
resigned himself to his fate. 

Tabi excelled at his school , and was considered one of the 
best students of his c1'lSS. His sensei marveled at the way he 
picked up on every lesson that they impressed upon him. Takai 
clbsorbed with case his kenjutsulessons , his history lessons, and 
every scroll on which he could get his hands. At school, he gained 
a deep love for structure , order, and formality. T'lkai resisted all 
the stereotypes ascribed to his Clan. The Linicorn are widely con­
sidered a wild, barbaric, and wandering Clan. But Takai was the 
model samurai, with finely comrollcd emotions , ,1 deep knowl­
edge of the law, and many roots <1t his home in Shiro Shinjo. 

The only person that was ilble to penetrate into his emorions 
was his wife, Shinjo Chiyo. Takai 's parenrs had arranged a mar­
riage with the distant cousin of the Shinjo Daimyo. It had been 
a marriage of convenience, to dmw Takai 's famil y closer to the 
Clan's seat of power. Still, Chiyo was a wonderful womiln and 
a gentle soul, and was the perfect complement to Takai 's con­
templative n<1ture. Though they married in hectic times , with the 
Kami Shinjo's return and the upheaval o f the Shinjo Family close 
on the horizon. Takai. and Chiyo learned to love each other. She 
supported him in all his endeavors , aiding his quest to becomc 
an Elllerald Magistrate with everything ilt hcr disposal. 

Takai beG1mC a Illagistrate a few years before the \,yar of Spir­
its. I Ie found his deep love for justice requited by his new posi­
tion. His arca of ju risd iction was small, but he was content. For'1 
long time he judged the area strictly but fairly, and nothing illegal 
slipped past his eyes. He was responsible for the destruction of 
tW( Landit gangs, and personally halted a sllluggling oper'ltion 
in its tracks. Even when his beloved wife peri shed to a rare dis­
ease , Takai pushed forth with his duties without ceasing. Takili 
was cOlllmended by all of his superiors for his vigilance and pro­
moted. 

When Moto Chilgatai advocated the hi-nen Yen Wang god, 
he established one of the first temples to the Lords of Death near 
Takai's lands. Ta kai spent many days in conversation Wllh the 
priests of the new fou nd temple. What he learned frolll thelll took 
root in his mind, and the philosophy Illilde sense to hilll. Tnkai 
soon becallle one of the mosl' devoted 1V0rshippers oi the Shi­
Tiell Yen \>\fang. 

As the currcnt Ruby Champion, Utaku Takai has swc TIl t up­
hoi the law to its evclY letter. He d isapproves of the actions of 
his Clan Chilillpion , since they skirt the boundmies of Imperial 
law Clt evcry inch. He personally believes the Khan tll be harillful 
to the Linicorn Clan, If the Khan continues to make illegal ma­
neuvers, Takili will stand at iI crossroads. He Illust chouse to ei­
ther follow his heart and uphold the rules or to be a true samurai 
and follow the orders of hi lord. Takai knows that when it comes 
lime to decide, it will be no elecision to him at al\. Law is beyond 
mere men . even Clan Champions. Perhaps , Takai believes, with 
his new positi n he will b able 10 c nvlnce more f their folly in 
c nUnuing on the Khan's path , 



Taka i is a stern man and fell' things ever bring a smile to his 
face. Though his action s do not seem pedantic, his every action 
folloll's the letter of the law. He is fair at ewry movement and 
decision he makes, without any lI'eight given to emotions or other 
fa ctors th,lt might swing the decision. Though some would call 
his actions and thoughts cold, Takai would consider himself only 
a just m,ln. 

HINIOKI'iUKF MAS ERorTHESINGt STRIKE 

Air: 5 Earth: 4 Fire: 4 Water: 3 Void: 5 

Agility: 6 Perception: 5 

Honor: 2.3 Status: 4.3 Glory: 2.1 

IIDOL/RANK: Ide Duelist 5/Master Sensei 
ADVAN1AG[S: Benten's Blessing, Precise Memory, Quick 
DI ADVANTAGES ' Can't Lie, Perm,lnent Wound (left arm) 

lA. Striking as Wind, Standing on the Heavens 
SKILLS: Acting (Disguise) 4. Calligraphy 5, Courtier 2, Eti­
quette (nureaucracy) 4, Horsemanship 5, Iaijutsu 7. Instruction 
(Ide Duelis t) 8. InvestigiHion 5, Kenjutsu (Katana) 6, Kn ow the 

CIIOOL ' Kakita l3ushi 3, Meditation 6, Tea Ceremony 3 

Shinlo Kisuke is an old veteran of countless wars clOd has liwd 
through fouf different l,ln Champions. Though he lives with 
many battle scars as souvenirs of his career, he retains a jovial 
altitude ,lnd a permanent smile on his face. I-lis left ,lrm hangs 

limp from an injury taken during the War of Spirits, yet his battle 
spirit rages strong as ever. Kisu ke is a carefree soul, a bushi who 
has never lost his way, despite the tragedies that he seems to 
have faced at every tu rn . ..:.; 

Kisuke was born 10 ded ica ted Shinjo bushi several years be ­ m 
;tJfore the Second Day of Thunder. Kisuke was raised in Shiro Ide 

by his relatives, since both of his parents were busy as part of Z 
Yokatsu 's personal guard. He wa sti ll a child when both of his z 
parents died in a ski rmish against the armies of Yogo Junzo. His ~ 
Ide uncle treated Kisuke as his own son , sharing with him his 
passions and dreams. Kisuke chose to fo llow h is unc le's footsteps '=' c:and learn the path of iaijutsu. As a son of he roes of the Clan m 
Wars, he was accepted without question and treated well by his ~ 

peers. Z 
A few months before his gempukku , the Kami Shinjo retu rned 9

to Rokugan and turned the world upside down. Tetsuko's con­

fession of Kolat conspirators in the Unicorn included Kisuke's 

aunt. She was executed, and Kisuke's uncle committed seppuku ~ 


':<
in shame. In an instant, Kisuke changed from a respected son of oveterans to a child raised by traitors. 

Despite this tragedy, Kisuke vowed to serve his Clan to the 
besr of his ability. Though his reputation had been destroyed, he 
immediately was ass igned to battle after gempukku, He served as m 
yojimbo to an Iuchl shugenja, and helped protect him th roughout c: 
the turbulent battles that raged th rough the Empire. He ca me z 
face to face with horrendous demons in the ma rch to Oblivion's n o 

" 



Gate. He protected his charge from a ll dangers as they marched 
to the ir inevitable deaths. When a shugenja in the Unicorn lines 
succumbed to the Shadowlands Taint, Kisuke persomtlly struck 
him down, earning respect Cram alllhose around him. 

Kisuke did not let his newfound reputation affect his altitude. 
He continued to serve h is Ian with silent humility. He served in 
the biggest battles of the War of Spirits a nd earned respect from 
his brethren with his selness acts of heroism. During the war, 
he received a severe wound to his left arm that left it useless. 
To reward his service to the Clan, his Cha mpion Moro Gaheris 
assigned Kisuke to teach the techniques he learned at the Ide 
Duelist School. Kisuke was a natural sensei, and when the Head­
master retired Kisuke was the only logical choice for his replace­
ment. 

Kisuke Is friendly a t all times, even whUe correcting his stu­
dents in their techniques. Though he never shows any emotion 
to those around him, Kisuke becomes very overprotective of the 
children who begin work in his school. Kisuke's heart fiUs with 
happiness to see so many people working eagerly to learn the 
skills necessary to serve his Clan. Kisuke's first love is the Clan, 
a nd he \VHI go to great lengths to make sure the people he trusts 
become successful in the end. 

New Mechanics 


Unicorn Dueling Mechanics 
Barlque Wrestling: Barique wrestling is suffiCiently similar to su­
mai that matches may be resolved in the same way. Treat the 
match as <1 skirmish in which the contestants' gO<ll is to maintain 
a Grapple on his opponent. The tirst contestant who can l11ain­
tain a Gmpple for 3 consecutive rounds with his opponent held 
is the victor. 

Engaging the Wind: In this forl11 of shugcnja dueling, which is 
lllliquc to the Unicorn. two shugenja on horseback sct 50 pac 
apart l11ust ride roughly parallel to each other and try to unhorse 
each other using spells, but withollt directly inflicting Wounds on 
their opponent or his 1110unt. The rider in the lead - in l11echani­
cal terms, the duclist with the higher Initi;1tive Roll - controls 
the pace of the duel; contests of Engaging the V\find may take 
place at a walk, or at a full gallop. Younger and 1110re impulsive 
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The Unicorn - and enthusiasts of Ma-Do In particular 
- have devel ped a wid variety f acrobatic fears that 
can be perfonned .on the back of a moving h rs . They 
vary from the most practical of tasks. such ~s jumping nte 
a horse With rapidity. to the mest frivolous, such as bal ­
ancing on one hand placed on the saddle. orne of the e 

LUnt require an Athletics Skill Roll, while thers require 
a Hersemanship Skill Roll. depending on whether they rest 
the rtder's own athletic ability, or his ability to control a 
mount. The mest extreme slunts reqUire 1 of each. If ~ roll 
3rt reqUired. a fajlure on elther roll re ults in a fumbled a I. 

For Athletics kW Rolls that require the rider to balance on 
the horse In ome way. the rider's Athletics Skill Rank is 
conSidered 10 be as low as his Her emanshlp skill rank. 

Use the values belew as guidelines for determining the 
number of Raises and Skill R II reqUired {or a stunt: 

Mounting a h rse withoul using the stirrups: 1 Raise 
(Athletics) 
RIding without using saddle or reins: 2 Raises (t lerse­

manshlp) 

Jumping off the horse and landing ready to act: 2 Rai es 

(Athlellcs) 

RIding the h rSc by balancing none tlrrup: 3 Raises 

(Athletics) 

Jumping onto the horse, and setting the horse In m tien 

as a Free Actl n: 4 Raises (Athlellc ) 

lumping Cram ne running horse to an Iher; 5 Raises 

(Alhletlcs) 

Hanging below a horse by holding onto its reins and 

h !dng your (eet InlO the 'Llrrups whlh: riding at fuiJ 

,peed: 7 RaiseS (Athlellc, and Horsemanship) 


due lis ts tend to favor fas ters speeds - which also make for more 
spectacular duels - but a t the same time. ewn the most hot­
blood 'd Unicorn s<lmurai knows that a horse cannol be run a t 
;] full gall p for more than a few minutes before it is exh austed. 
A duelist who is confiden t th;lt he is the su perior rider will also 
try to keep up the pace. as he is mLlch more likely to mnintain 
omral of his mount unde r challenging condi tions thnn his op­

ponent. 
Resolve a n Engaging the Wind duel as a normal skirmish. 

[loth shugenja <1fe frce to periorm a ny spell in their repertoire 
to confuse the other. For instance. one might SUlllmon fire kami 
to da nce in front of the horse's eyes. He might use Wind- Borne 
Slumbers to make it tougher for his opponent to succeeci at his 
H lrsem3nship checks . In order to cast a spell from J moving 
horse . however. a duelist must first make a successful Horseman ­
ship Skill Re ll against a TN ranging from 5 (wa lk) to 15 (full gel l­
lop). depending on the speed at which he is rlcling. A duelis t mu st 
make a n additiona l Horsemanship Ski ll I 011 ag.1 in st the same TN 
in order to successfull y maintain a spell that requires any se rt f 
concenlration . If an opponent 's spell produces a disturba nce (to 
horse. rider. or the vicinity of both) tha t could cause him to lose 
control of hi mount or hIs bal"'nce in the sadd le, he must a l-o 
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lest held at hiro Mote In celebration of rhe harvest. Wei :N 
goes firsl . Z 

She decides to wew the rowd by Jumping onlO (he 
horse then doing a handstand. The horse begins to meve Z 
lowly (TN of 10). She makes an Agility/Athletics Sklll Roll m 

t lump ont the h rse and succeeds. Doing a handstand o 
I complicated. and requires 4 Raises on an Agfllry/Athlel­

I s Skill Rol!. Her Horsemanship Skill Rank Is hijlher than m 


r'"
her Athletics kill Rank, so she may use her Athletics Skill 

Rank normally. She mUSI now make an Agilry/AIhletics 
 z 

C'Jkill R I! against an .:ffective TN .of 30 (the ba e TN I 10: 4 

Rai es increase the TN by 20). She rolls 37. and succeeds. 

Her point total for Ma-Do Is 5; J for the base TN of 10, and 

4 more f r succeeding at 4 Raises. 


Malo Shulln ha a tunt In mind that w uld how off his 

horsemanship more than hi physical prowe ' . He mounts 

rhe horse nonnally (reqUires no Athletics Skill Roll), He urg­

e Ihe horse fa ler until rea hes a gallop lTN of 25 .) Then 

he balance him elf on the horse and shifts so that he Is 

Sitting In the saddle backwards. He then attempts to guide 

the h rse through a number f .obstacles on the field while 
 .... 
looking back over hi shoulder. This I a very dlffi ull task. (J 

and requires 4 Raises n an AgllItylllorsemanshlp Skill Roll. o 
He must now make an AgilltylHorsemanshJp Skill Roll a t an 7' 

Zeft 'dive TN of 45 (the ba TN I 25; 4 Raises Increase the 

TN by 20). He feels a surge f energy increase his tal nLS 

(he spends a Void Poinlto In rca e his Horsemanship Skill 

Roll) and barely succeeds with a roll of 45. Shulin's polnl 

[otal f r Ma-Do Is 6: 2 for the base TN of 25, <lnd 4 more for 

succeeding at4 Raises. Shulin win the Shiro Mot Ma-Do 

Competition. 


make a Horsemanship Skill Roll aga inst a TN .of 10 (w,1Ik) t 25 
(full ga llop). depe nding on the current speed at which he i rid ­
ing. This TN may also be modified at the GM's discre tion based 
on the severity o f the dls turb;l nce. 

The duel ends whe n Ilr of th ree thI ng occur: First. if a duel­
ist fa lls ofi of his horse . he loses. ,'ccond . if a duells t use ' a peil 
to inflict \Vounds directly onto the other rider or to his horse. he 
is di sq u,llified and I scs the match immed iately. A judge r im ­
parti,ll bystander must -onlinn . however. tha t va lid ground for 
disqualifiC<ltion exist. a lthough a duel isl may gain HonOr Point ' 
by admitting fault a nd conceding the duel before judgme nt can 
be pronounced . Fina lly. the duel ends in a draw if it continues 
too long (as dete rmined by Ihe judge or mulUill consenl of the 
duelists). The Unicorn know better th a n anyone about the im­
portance of keeping their horses safe. Genera lly, the duel end 
after tlVen ty round s. However. with highly compet ilive hugenja 
Engaging the Wind d uels as long a one or two hours have been 
rec rdcd . 

Horse ArchelY: To re Ivc a h rse archery cOlllpclition . deter­
mine the numbe r of sh ts th;!t each a rcher will be allowed. Then 
determine a TN for the Kyujutsu (H OT e Archery) kill Roil to hit 
the tmget : this will va ry accord ing to dista nce. size of the target. 
weather conditions. e tc. Have each contesta nt roll aga inst tha t 
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TN , once for each shot allowed under the rules of the competi­
tion, Whoever makes more sLlccessfu l Sklll Rolls within h is al­
lowance of hot wins. 

Horse Racing: Re olve a horse race a Contested Hor eman­
ship Skill Roll. At the GM 's discretion, competitors may bc as­
signed bonuses or penalties based on the quality of the ir mount 
(or I. ck thereof) . However, you may a ls d raw mOTe drama o ut o f 
the p roCl"S by requiri ng J Contested Ho rsemanship Rolls, with 
the winner of 2 of the J ro ll s winning the race. In this case, cach 
roll may be said to represcnt the early, midd le .lnd late stages of 
the ra ' t!. 

Ala-Do: Ma-Do competitions can be head-to-head affairs, or 
Ihey can accommodate ny even nu mber of competito rs in a 
s ingle-elimination format. In a Sing le Ma-Do malch , each rider is 
given a set period of time measLlred by all hou rglass (usua ll y fif­
tecn second) to perform a stunt of his choice. The stunt may be 
as mundane as riding the horse al full "peed then lu mping it oller 

a n obstacle , or it may be as complex as performing gymnasli 
evolutions while remaining In control of one's mount. The point 
i to impress the audience with the complexity o f the s tu nt and 
the skil l of the ride r. A fail ed altempt may still impress the judges 
if the stunt was highly a mbitious, 

-n resotve a Ma-Do match , have each competUor ma ke an 
Athlel'lcs or Horsemanship Skill Roll (determined by the stun t the 
competitor chooses to attempt, a nd whether it Is more of a test of 
his athletic a bility or his riding abil ity) aga in t a TN determined 
by the speed of the horse (a lso the competitor's choice). A wa lk 
selS the TN a t 5, whereas a full gallop requires a TN of 25 . Any 
stunt a ttempted also requires a number of Raises, determi ned by 
the dim llity of the stunt ( ee sidebar "Sample Acrobatic Feats" 
for guidelines). The TN of the stllnt equa ls the base T as de­
termined by the speed of the horse + 5 x the nu mber of Raises 
reqUired by the difficulty of the Slunt. 
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If the competitor succeeds in his Skill Roll . he receives I point 
for each Raise required by his stunt + I point for every 10 points 
of base TN (rounded down). The contestant with the most points 
wins. In the case of a tie. the conte tant who had the higher total 
TN wins. as the Unicorn admire ambitious horsemanship and 
will reward audacity even in failure. 

New Schoo: 
Ide Duelist School 

(Sushi) 
The Unlearn Clan detests iaiju tsu dueling as a whole. However. 
they realize that iaijutsu is a necessa ry skill when dealing with 
tbe other Great Clans. The Ide. the political power behind the 
Unicorn . created the Ide DueH t School to make sure iaijutsu 
does not become the fata l chink in the Unicorn 's armor. The 
school does not have anything like the e lite status of the famed 
Kakita School of the Cra ne Clan or the Mirumoto School of the 
Dragon Clan and is barely known outside of the Unicorn Lands. 
Still . the students of this school pride themselves in being able to 
hold their own aga inst any other duelist. 

As one of the few Unicorn Schools that emphasize the impor­
tance ofRokugani tradition. the Ide Due lists learn skills that he lp 
them overcome t.he Unicorn's traditional weakn 55 of unfamiliar­
Ity with the rest of Rokugan . The students learn lalJursu. courtly 
customs. history, and the law of Rokugan. Ide Duelists therefore 
become well rounded samurai. ready to face ma ny different types 
of danger . , raduates of this school form the majority of the yo­
jlmb for the Unicorn Ian. Some become devotees to the art of 
the duel. and gain leave to refine their ialjursu skill for the rest 
of their careers. Most often. the Ide Duelists who do not become 
yojlmbo bee me magistrates . The school's emphasis on the Intri­
cacies of law make the transition to magistrate an easy one . 

Benefit: + I Reflexes 
Skill : Defen e. Etiq uette . Hor eman hip. laijutsu. Kenjutsu 

(Katana) . Lorc: Law, any one Bugel skill 
Honor: 2.5 
Outfit: Katana. Wakizashi, bow and 20 arrows (of any type). 

any ne weapon . light armor. kimono a nd sa ndals. riding horse. 
traveling pack. 10 koku 

L"echniques 
RANK 1 : TRrNGTJI or TRADITION 

The Ide Duelist is an aberra tion when compa red to the o ther 

Unicorn bushl Schools. a nd something of a self-contradiction. 


Unicorn bushi Gln summon. You gain a bonus to all Awarenes ' 
Trait Rolls equal to your Void Ring. You a lso gain a bonus to all 
your laijutsu Skill Rolls equal to your Air Ring. 

am. protecting Unicorn 
courtiers from potential enem ies a mong the other Great Clans. 
You are trained in the skills that will help protect other Unicorn 
in the courts a nd act as a shield from the dangers that wait to 
strike. You gain <1 Pre Raise when attempting to resist persua ­
sion. YOl! el isa gain a bonus to your TN to Be I lit during I,~ijutsu oc:dueis equa l to your \Nater Ring. m 

r-
RANK 3: INNER FOCU -z 
An Jde Duelist is taught to gain control of all emot ion so that he Cl 
mny be ready for anything during duels. /\5 long as he is (;lim a nd 
ready for the enemy's attack. his own strike is calm a nd perfect. 
During the focu s phase of an iaijutsu duel. if you hav ' made at ~ 
least 2 Focu es. you may Raise twice on your ne, '1 Focus. II y u 
succeed at this Focus. you may make an addi tional Focus a bove 
your normal limit. The TNs of future Focuses increase as normal. 
You may use this Technique a number of times in a liu I equal t 
your School Rank. You must Raise twi e each time you wi h to 
usc this Technique . c: 

z
RAN~4. PERrECTION or STYli -[)
An Ide Duelist practices his technique until his iaijutsu strikes o
becollle an extension of his body more Lhan a consciolls <1I1 d ~ 

delibnate act. You gain an additional attack per rou nd. Addition ­
ally. you may add twice your /\ir Ring to a ll your laijutsu Rolls . 
This replaces the bonus from Rank I. 

RANKS; rOR E or WILL 

An Ide Duel i ' l perseveres through whatever tr uble he faces so 
thai he may serve his Clan. At any ti me d uring a ski rm i h . you 
m;ly spend a Void Point as a Free Action to activate this Tech ­
nique. For a number of rounds equal to your School Rank. you 
gain a bonus to your TN 10 Be Hit. your attack roll . a nd your 
dam,lge rolls equal to your Iionor plus your la ijutsli Ski ll Rank. If 
YOll 8ctivatl' this Technique again while it is sti ll in effect. the bo­
nuses of the Technique do not Slack. Instead. the du ra tion of the 
bllnus is refreshed. You may choose to activclle thi Techniquc 
before an iaijutsu duei by spending 2 Void Points; its bonu es 
last for the duration f the duel. 

finally. you may gain bonus to your TN to LIe llit during lai­
jutsu duels equnl to twice your vVater Ring. Th is rcplacl:s the 
bonus from Ra nk 2. 

N ew Path: luchi Mastel' of the Swift 
Waves (Shugenja) 

Ide Duelists are taught t uphold R kuganl traditions. bur to pro­
lect those who choose to fo llow the old Unicorn ways. which are 
thoroughly unconventional by Rokugani standards. This unusual 
oneness with conventional Rokugani ways a nd mod of thought 
allows you to approach your duties with a calm that few other 

The Baranghm a rilly of th e Un icorn Clan is the sma llest of Its th ree 
component mmies. EVl'r the shrewd stmtegist. Lhe Kha n uses the 
the Baranghm host with its best strength in mind . its mObility. 
The Master of rhe , wi ft \Vaves is a shugcnja who specializes in 
the knowledge of increasing movement without taXing resource '. 



Taught at the Floating Leaf Dojo, the Master of the Swift Waves 
Icarns how to hasten time fo r everyone in his ,Heel of influence. 
His spell allows people under its p \Vcr to fly through the terrain . 
These se ret techniques me jea lou ' ly guarded, ,lnd few people 
from othe r Clans have wit nessed nrsthmld lheir pow'r. 

The General of the Ba raungha r, lu hi Lixue, ut il izes Masters 
of the wift VJ,lVes at every pporLunlty. moving her mmy exactly 
when nd where the Khan expects it. The Masters of the Swift 
'Naves arc fervent practitioners of Engaging thc W ind and have 
become famed in the Unicorn La nds for their due ls conducted at 
breakncck speed. 

Technique Rank: 4 
Requ irements : Y ur eficiency cannot be \t\laler, must be 

pmt of l'he Unicorn Clun 
Path of Entry: luchi Shugenja 3 or any Ronin Shugenja 3 
Path of Egress: Re-enter the same school at the appropriate 

Ri1l1k 

Technique: 

The Speed of the Unicorn 

nle Master of the Swift Wave is adcpt at increasing the movc, 
ment f the a rmies of the Unicorn , so tha t they may destroy their 
foes. You do not learn addi tional spell f r thi In ' ight Ra nk 
when entering this Path . 1\ number of timcs per day equ.ll to your 
Water Ring. you may spend a Complcx Acti n and a Void Point 
to a livatc this Technique . For as long as you maintain Casual 
Concenlra tion, .111 horses with in 300' move 10 x faster than nor­
mal and do !lot ge t fatigued by the travel done while under the 
effects I th is Technique . This clfect has a m.~ximlJm duration in 
minutes equa l t lOx your Wate r Ring. 

New Path: Moto Acrobat 
Many or the UnICorn's traditions arc tied to their love o f horses. 
Those who cannot ride horses are ridiculed at least and pitied a t 
best. The studen ts of the Moto Acrobat School take horseman­
ship to a new level. where it becomes a fusion of aesthetics and 
fU nct ion . While focu sing on the ability to ride the horse well , the 
Molo Acrobats pride themselves in performing stunts that push 
the lim its f physical poss ibility. All Moto I\crobats carry a bit of 
the da re evil inside thcm . looking t· accomplish fea Ls no other 
person has performed on horse . Their performances in Ma-Do 
arc on e pecially c mplcx. challcnging - and thrilling to watch 
- c mpa red to those f the ir fell ow Unic rn . The Moto Acrobats 
arc no less martial than their bushi bret hren . and their constant 
training aids them in many mili tary situations. 

Technique Rank: 3 

Requirements: Agility 4, At hlctics 4 
Path of Entry: Any Un i rn S h I 2 
P a th of Egress: Re-enter the same school at the appropriate 

Rank 

Technique: Chai's Legacy 
rhe M to Acrobat learns how to cont r I his body ancl his balance 
to perform amazing phy ica l feat s on horseback. You gain 3 Free 
Raise to all Hor emansh ip Skil l R lis . Y u also gain a bo nu s 
equal to your AUllet i s Skill to a ll Horsemansh ip Skill Rolls. i\t­
tempts to trip you or knock you ff your horse suffer a penalty o f 
- 10. Finally. you reduce all Wound Penallie by to on all Horse­
manship kill R lis. 
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CHAPTER TEN: 

DUELING: WAY 

OF THE SHADOWLANDS 


Philosophy 
At firs t glance, it does not seem possible that dueling (at least as 
it is practiced in the Empire) could possibly exist in the Shadow­
la nds. One cannot imagine for a moment oni engaging in ritual 
single combat that adheres strictly to a set of rules designed to 
test not only one's skill, but one's personal honor. That the oth­
er monsters and wretched creatures in the thrall of Jigoku who 
populate the region should do so seems scarcely more credible. 
The tsuno, who have recently established a foothold in the Shad­
owlands, openly scoff at Rokugani notions of honor in combat. 
And yet, such practices do exist here, though in warped form, 
thanks largely to the corrupted samurai known as The Lost and 
Daigotsu's efforts to organize them into a functioning SOCiety. The 
Chuda and Ninube Families are at least passing familiar with 
Rokugani traditions of taryu-jiai, and the Chuda have introduced 
their own twists to it based on Bloodspeaker practice. Also, com­
monly accepted practices of single combat do exist among some 
of the other beings who populate the Shadowlands and are at 
least worth noting. 

As irretrievably Tainted samurai, The Lost retain memories of 
Rokugani conventions and traditions, even if they are only wisps 
of recall. HavIng once been samurai of the Empire, they under­
stand the forms and purpose of iaijutsu and taryu-jiai, even if 
they no longer believe in them. This is less true, of course, of the 
gene rations of The Lost who were born in the Shadowlands and 
raised as Lost. But even so , it takes time for old cultural reflexes 
to breed out of the stock, no matter how hidden and half-forgot­
ten they may be. 

Before the rise of Daigotsu as their leader, Lost bushi engaged 
each other in single combat that followed the form of iaijutsu 
duels and they used techniques of swordsmanship that they had 
learned as Rokugani samurai. But they fought over th ings that a 
warrior of the Empire would not consider worthy of an iaijutsu 
duel: disputes over political or social hierarchy (who had the 
right to tell the other what to do); argumen ts over material pos­
sessions (whether over loot or something as base as a pai r of 
sandals, it scarcely made a difference); or matters of even lesser 
importance. They were always fought to the death or submission. 
Considerat ions of persona l honor integral to the Rokugani prac­
tice of iaijutsu meant nothing, and were actively scorned. 

That began to change when Daigotsu, the corrupted son of 
one of the last Hantei Emperors, established himself as a person­
age of the Shadowlands and started to forge The Lost in his own 
image. Though he molded The Lost into a mockery of R kugani 
society rather than something that could become a part of it , 
Daigotsu's vision retained some sense of the shape and forms of 
samurai culture. Ultimately, this began to express itsel f through 
changes in how The Lost bushi approached dueling. They began 
treating each other according to conventions m re closely rc em­
bling Rokugani mores. including somethi ng not un like a e nse 
of honor, and iaijutsu duels became much m re simi lar to thei r 
wunterparts in the Empire, both in terms of form and substance. 
Outsiders were still treated with hatred and cruelty, but amongst 
themselves, The Lost took on the appearance of a functioning 
samurai society. 

Some of Daigotsu's bushi even amended or aba ndoned the 
techniques they'd learned as Rokuga ni a nd developed their 
own proper fighting style and a train ing progra m to teach it, the 
Daigotsu's Legion School. As an extension of tha t School, some 
of the more skilled warriors developed their own dueling style . in 
mockery of the Kenshinzen and the K;lkita School, and h,l ve be­
gun teaching it to other Lost samurai. This is not to ay, however, 
th,lt the Dark Lord now has at his command iaijLlt su dueliSts as 
skilled as the Kaklla or the Mirumoto, or that they arc prepared 
to telke on the Kenshinzcn man for man. N r is tmining in iai­
jutsu of any particular use in Daigotsu 's current struggle aga inst 
The Maw (although one could argue that it does p roduce more 
skillful swordsmen). But is an indication that The Lost may be 
prepelring themselves te ventua lly light against the Empi re on 
its own terms and demoral ize the Rokugani by standing toe-to­
toe with them, turning their own ideals ilnd conventions against 
them. 

Similarly, the practice of taryu-jiai has evolved with Dalg t 'u's 
shaping influcnce on The Lost. Lost shugenja , as well as some 
Bloodspeakers of the huda Family who had started out as shu­
genja. retain vestigial knowledgc of convent ional shugcnja duel­
ing (rom the time be fo re they became Tainted. They seized upon 
the rawest and most dangerous form of tiHyu-jia i (they would 
also describe it as the form's lruest and only honest expression) , 



in which the contest<lnts directly artack each other in a fight to 
the death. Filtered through the sensibilitieti of the Bloodspeak­
ers and the practice of maho, these ritual combats became ugly 
and unspeakably cruel affairs , very much by the intention of the 
duelists. As with The Lost and iaijutsu, these duels were fought 
for base reasons, usually to establish a dominant position in the 
Family hierarchy, and were little better than brawls. 

Daigorsu's ascen si n as the Lord of the Shadowlands changed 
this , also, although to a lesser extent than with the practice of 
bushi duels. The Lost shugenja responded to Daigotsu's influ­
ence and reformed their dueling practice much as their bushi 
count rpart did. Duels to first blood are now the norm, not du­
els to the death. The use of avatars. now qu ite common in the 
Empire , is pretty much nonexistent here, however. On the other 
hand, the Nlnube shugenja are loathe to associate themselves 
with the Taint in any way, and to the extent that they prilctice 
taryu- jiai, they do so more or less in accordance with Rokugani 
n rms. 

As a Family of maho-tsukai. the Chuda (strictly speaking) can 
have only a peripheral relationship to taryu-jiai, at best. They 
are not rea lly shugenja , <1fter <111. <1nd their power comes from the 
kansen. not the k'aml. But some maho- tsuk<1i <1re <1lso shugenj<1. 
nnd so iI is possible to speak of some Bloodspeaker contribu­
tion (If one Illay call it a contribution) ro the ancient rile. Chud<1 
m<1hO-lsukai have developed a way to usc blood magic to inter­
vene in aVilfar t'aryu-jiai duels by linking an opponent's Clvat<1r to 
his physica l being, so that damage Inflicted on the avatar is chan­

neled to its controller. This is , of course, cheating of the worst 
sort. But <1nyone who would enter into an honorable duel with 
a known Bloodspeaker must be on his guard at ,~11 times, in any 
event. 

In addition, the Chuda h<1ve developed a Bloodspeaker variant 
of magical dueling that focuses on onc of their signal contribu­
tions t the maho-tsukai's art: the blood familiar. Chuda sorcer­
ers involved in a dispute have at their disposal this tradition, in 
which they pit their blood familiars against each other in a small 
arena and command them to fight. until one is maimed or even 
dead. The maho-tsuaki thl!mselves an: generally not allowed to 
interfere. either physically or through use of their blood magic. 
Hut they arc allowed to prepare their familiars as best they can 
through magical mcans immediately before the bout. These pit 
duels are both emotionally charged and relatively rare, as bond­
ing with a blood familiar requires enough time and trouble that 
to risk one in combat is to stake a good deal of your effort on a 
single roll of the die. Not only are they tense affairs, but it is al­
most always the case that only a truly bitter dispute could cause 
two maho-tsukai to agree to battle in this way. 

Another sign of Daigotsu's influence on The Lost is the sudden 
stirring of the courtier's art appearing in their midst. Again , it I 
a twisted imitation of Rokugani courtly society, but if the Dark 
LQrd is to cre<1te his warped reflection of Rokugan , he cannot 
negkct this aspect of it altogcthn. It may seem like a hopeless 
task. trying to stir dim memories of gentility and art w ilh ln The 
Lost to make court iers Ollt of them - certainly more difficult than 
getting them to remember how t figh t and kill like bush i. Bul 
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sen sei o f the Voice of Daigotsu School and the Mouth of the Lost 
Advanced School get around that by emphasizing the viciously 
competitive nature o j jockeying for power and statu s within the 
co urtly world, 

Us ing skills like gclme playing and talents like oratory in a 
fl ~ rcely competitive manner is cerl<linly an aspect o f life at ,lny 
Rokugani co urt. but in the Empire a co urtie r's training also em­
phasizes aes thetic ideal s , and the paramount importance o f pro­
toco ls il nd personal honor. The Voice of D.ligotsu School, on the 
other hand, makes no bo nes about the fact th.lI the point of a 
court ie r's exi stence is to crush il nd hu mi liille his political adver­
sa ries by whatever mea ns are available, This includes using what 
Rokugani courtiers would consider co urtly duels - contests of 
oratory, shogi a nd the like, Pro tocols a nd courtly Illanners me 
taught and o bserved , but no one pretends thilt anything is mo re 
important than the perpetual s truggle fo r dominance, Daigotsu 
fecls that it is a more ho nest approilch to the courtier's mt thiln 
what one finds in the Empire, 

Outside the sphere of Daigotsu's influence , the picture of duel ­
ing as a convention il l practice becomes much less clear. As nl) ted 
above, the Ninube shugenja have been known to practice taryu­
jiai morc o r less in the Rokugani way, But dueling of any sort is 
c mpletely a lien to the Goju, who , as assassins and ninja , have 
linle use for giving their o pponents a fair chance unless they have 
no cho ice, Swordsmanship , yes: but iaijutsu , not much, 

One tradition amo ngst The Lost that su rvives from the time 
befo re Daigotsu'S ri se is a fo rm of ritual combat known as the 
Test of Obs id ian Claws, It takes its name fro m the re tractable 
claws of pure obs idian th'lt some who have the Taint deve lop as 
a symptom o f their affliction, Tainted samurai may agree to settle 
a score between them by fighting exclusively with these repul­
sive yet deadly weapons, These battle s were always fought to the 
death, Oaigotsu has sought to suppress the practice, preferring 
that The Los t practice ia ijutsu among themselves instcad, But 
the Dark Lord has not been altogether successful, and thllse o f 
The Lost who re fu se to answer to him still carryon with it: even 
clmong th e majo rity who arc loya l to him , many still prac tice the 
Test of Obsidia n Claws, Howeve r, death ma tches are no t as com­
mon as before, with fights to first blood becoming more normal. 

In fact, somc among The Lost have tried to adapt the Tes t of 
Obsidian Claws so that it more closely resembles (albe it in a very 
crude way) iai jutsu dueling, III this mo re modern vari ;-llio n , each 
d uelis t a llows the other a period befo re the actua l fighting begins 
th,lt is roughly equivalent to the assessmen t I hase o f the iaijutsu 
d uel. I-Je rc , however, the purpose is not so mu h to analyze your 
opponent's stance, skill and fighting style as to s tare him dOlVn 
and intimidate him, It is a test of onc 's own character, but some­
what diffe ren t fro m the one that an iaijut su due lis t unde rgoes in 
f;-King hi ' opponent. 

It should al so be said that this innovation has made blackened 
clmv duels more of a spectacle , and it has gained populari ty on 
thi s ba sis a lone. This psychological confrontation inc reases the 
tension Jl>ading up to the duel itself, and it often culminates in 
the d uelist s chargi ng a t each other and s triking in a spectacular 
running PilSS, or even in mid-air, le,a ping a t each other to build 
momentum fo r the initial blow, 

Amo ng the non-human denizens of the Shadowlands, cert. in ly 
it i~ a\Lmd to talk of oni figh ting among themselves or with oth­
ers in any form that could be d ' ribed as a ducJ. Not even the 
rela tively inte lligent and cunning Oni Lo rds could chan nel the 
hnos that roil s within them in to any thing so formal or p ropc r. 

The tsuno brought with them fro lll the Realill f Slaughte r a 
convention by which lsuno ravagers may cha lll:nge each othe r t 
single comba t to settle a pe rsoll<11quarre l. o r for a warrior to rise 
in rank by de fe cl ting h is supe rio r. These bclttlcs me alwclYs fough t 
to the declth, but o the r than that, they lack the structure and 
insistence of deillo ns trat ing pe rson a l honor that would cause a 
Rokugilni salTIur<li to recognize it as a duel; by Rokuga ni stclll­
dards it is liltle Illore than a brawl. In fact, it i ' not un common for 
a ravager to is Ue a challenge to s ingle c mba t while his o ppo­
nent is armed with an infe rior weapo n or eq uipped with inferio r 
a rmo r - or ew n completely unarmed - a nd the re is nothing in 
tsuno mores tha t requires the challe nger a proper opportunity to 
even the odds, 

Some of the mo re intell igent a nd soli tary Shadmvlands c rea­
tures, like bog hag ', Illay fight each othe r over territo ry a ncLior 
access to prey, but even less se nse of ritual form.l lity, Imi la rly, 
bakelllono frequentl y flght with each o ther ll sing fi -t o r mall 
weapons like knives, bu t without any real sense o f dignity. 

The ogres, however, me a slightly diffe rent m atter, vV hlle the 
corrupted ogres who live full y under the sway o f Jigo ku are no 
different irom o ther Shadowla nds mo nsters whe n it come ' to s in­
gle cOlllba t, free ogres have recovered some c lI ect ive memo ry 
of the civilization that their race built before the ffll l of Fu Leng 
ruined eve rything, They haw begun to recon struct ancien t fonn ' J: 
of dispute resolutio n their race practiced before the creatio n o f > 
the Shadowlands des troyed them, These traditions are d iscus ed '=' 
at greater length in Chapter 12, o 

Shadowlands Institutions 


The notio n o f ha ving dojo in the Shadowlclnds may cem like a n 
odd notio n - and in many ways it is curious fi nd se lf- ' ontrild l ­
tory, The idea of Jigokll -spawn organiz ing themst:lves into a soc i­
e ty th a t could permit (much less replica te ) Ll ny ort ,)f pr Iilab le 
master-student rela tio n h lp I- simply too unrea listic to enle rtaln , 
There are creatures of the Shadowlands who wou ld kill each oth­
er over territo ry or prey, or even for po rt with only the sl ightest 
excuse , But among The Lo ' t and the o ther human s of th Shad­
oIVl a nds , echoes - however wa rped a nd pe rv rse - of the o ld 
sa Illura i code so mfl ny o f them once knew and fo llolVed rema in , 
a nd thanks to Daigo tsu , human society in the Shadowlands now 
has a form that can support conve ntional relationships belwet! n 
sensei .mel s tude nts, 

Cu.-sed Blade Dojo 
The Cursed Blade Dojo occupies a site in the City of the L 51 tha t 
is surrounded by walls so fo rb idding in aspect that me resi­
deills have taken to referring to il as the Shiro of the Legio n. Fo r 
the sensei of the Cursed Blade, this is no accident. Ove r its re la ­
tive ly brief life time, the Cu rsed Glade ha added on t, il s rigll1a l 
compound of building In such a lVay a to em phasize rhal' it is , 
in and of itse lf, an institution of The L t - and the Shadow­
I.lnds in general - wit h which o ne mus t rcckon , 



The Cursed Blade is the prima ry - and so feJr, the only - dojo 
uf the Daigotsu 's Legion Scho I. the first bushi School to origi­
nate among The Lost. /\ such, its fou nders were loya l followers 
of the Da rk Lord of the Shadm la nds wh se work in creating an 
origina l sword style that Th L st ould ca ll their own was driven 
by pride in the c lIect lve identity that Daigolsu had instilled in 
them, Most were <II 0 na tive bom to the Shadowlands , with no 
direct connection to Rokugan to have "lost" in the first place, 
and all they had wan ted was a leader of Daig tsu 's chilrisma to 
in pire them. Dai otsu . for his part. needed experienced, ambi­
tious , yet utte rly loynl warriors like them to tra in p roper bush i for 
his Obsidian Legion ' , and so the Cursed Sinde Dojo at its found­
Ing formed a mutua lly supportive rela tion hip with the Da rk Lord 
a nd his ruling cou rt , receiving whatever resources it needed in 
relUrn for its services. 

That continues to this day, and in many ways the Cursed 
Blade Is the pride of The Lost, a symbol of their srrength. But 
at the same time, it also suffers from the general lack of respect 
among TIle Lost for the traditional role of the ' nse i as it exists 
in the Empi re. This is a problem that Daigotsu has not yet been 
able t vcr ome in his social nnd political engineering, and he 
Illay never succeed in doing so entirely, Motivation for staying on 
as In tructors at the Cursed Blade tends to be weaker here than 
at re pe table dojo in the Empire , and turnover among the more 
carable faculty is high. They generally leave for proper military 
service in the Obsidian Legion - or any other form of direct ser­
vi e to Dalgots u and his court - at the first opportunity. Those 
sense i wh stay vcr the longer term tend to be those wh were 
la med in battle or in due ls lost , or officers who were disgraced, 
e ither for dere liction of duty or through political infighting. 

Remarkably, h wever, this fact has not had it terribly detri­
menta l effect on the lua li ty f the warrl rs who emerge from the 
Cu rsed Blade , and so one may also assume tha t it hasn 't affected 
the qua li ty of instruction a s much as one might think. The sensei 
who have ocen a r und a while eventually summon a degree of 
pride In thei r continued association with the Obsidian Legion , 
even if it is a n indirect one. And none of this is to say tha t the sen­
sei he re d not know their craft. All of them are either veterans 
of Da lg tsu 'S WlI rs or (as in the case of the current Gmnd ivlils­
ter, Dalgotsu Sa tsuj in) bushi of obvious ilbillty who hilve proven 
themselves in other ways. 

The students of the Cursed l3l<lde are a varied lot, reflect ing 
the omposl tion of The Lost themselves. Some are young bushi 
who have cOllle from the Empire, having fa llen into corruption 
th rough one way or another (or a com bination of ways). Others 
a re native-born to the Shadowlands a nd have known no other 
way f life r place of resid nce . They a rc united only in the hold 
tha t the Tain t has over them, a nd in the ir desire to serve their 
Dark Lord th rough the Obsid ian Legion. 

TIleir ath tha t their trai ning lay!; ut for thelll is not necessar­
Ily momh, however. The students win promotion - the deter­
mination that they are ready for more advanced study and, ulti ­
mately, service in the Legion - entirely through the discretion of 
the sensei. who decide based on subjective criteria . In the main, 
th is means d irect observation of their demonstrated abilities , al ­
though other (actors (such as judgments of the students' chanlc­
ter, r the venali ty o( the sensei) can also In tervene. But the more 
a mbllious - and ru thless - student do not hesitate to help the 
proccs along, by means that include challenging each other to 
du I ( ometimes fought to the dea th), or subv rting each othe r'S 

standi ng in the eyes of the sensei. The sensei themselves are not 
necessarily immune to Challenges by brash students. While th is 
may seem like a harsh (perhaps even wasteful) way to train sam­
urai. the sensei of the Cursed Blade generally believe that it is a 
view that comprehends the truth of existence - that struggle and 
the desire for power are, at the root, the only important things 
- and that the sooner their students learn to travel that path, the 
better warriors they will become. 

Voice of The Lost Academy 
Near the geographical center of the City of the Lost sits a walled 
compound on the site of \Vhat was once the palatial residence 
of a corrupted Yasuki tmder who brought all of his wealth with 
him to the Shadowlands. Now, it houses the dojo where The Lost 
train courtiers in their own bleak version of the gentle arts of the 
courl. 

The Voice of the Lost Ac demy, which includes students of 
the Voice of Daigotsu School ,1S well as the Mouth of the Lost 
Advanced School . is a rel,llively recent innovation. There was <1 

time when The Lost needed no courtier training, as most of them 
were corrupted Rokuga ni who brought with them skills they had 
learned in the Empire. And besides , their society was disorga­
nized at best, with relatively little demand for the bureaucratic 
and social skills in which courtiers specialized. 

But as generat ions of The Lost accumulated who knew nothing 
first -hand of Rokugan (because they had spent their entire lives 
beyond the 'vVall) their saillurai began to develop their own s tyles 
and techniques (or the tasks that defined their professions. The 
rise of Daigotsu as the Dark Lord of the Shadowlands also im­
posed on The Lost a degree of social and political cohesion that 
they had never before known , and with it , there came a greater 
demand for those who could practice the courtier's art. \Nith ev­
ery court , there must be attendants, and those who are skilled in 
both protocol and political infighting will find themselves rewa rd­
ed. \Nith knowledge of the old Rokugani ways somewhat diluted , 
it was only natural that some Lost samurai would fill the gap by 
devel ping their own versions of courtly skills - informed, of 
course , by Daigotsu 's own philosophy and the drives of their own 
corrupted natures. \,yhc n these Lost cou rtiers came together and 
f und a degree of organizational cohesion among the mselves, 
they founded the Voice of the Lost Academy. 

Unlike the training offered Rokugani courtiers, however. the 
Voice of The Lost Dojo places little or no emphasis on re fined 
skills, such as poetry, ikebana or calligraphy. The sensei consider 
these things superfICial and unnecessary. The pure essence of 
the courtier'S art is social manipulation and poli tical subversion 
of one 's rivals , and so that is first , foremost and exclusively what 
one needs to learn. Games such as go and shogi arc taught. just 
as they are in Rokugani courtier clCademies, but only because 
The Lost courtiers understand how easily they can be used 'ls 
person'll duels through which one may humiliate and intimid<lte 
a rival. Sadane is allowed and even encouraged as a pastime 
among the students, but only inasmuch as It serves as practice 
for the art of the In ult. 

As a result, a Voic of Daigolsu courtier becomes an expert in 
subtle cruelty, learning how to deceive , mislead, misdirect, flatter , 
lie and insult for max imum effecl. For although The Lost under 
Dalgotsu's rule have come l treat each other ~v ll h a modicum of 
wha t a Rokugani s<lmumi would recognize as honor. it is none­
theless the cnse that the school 's sensei view the courtier'S main 
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purpose as jockeying for status and 
influence at court, advancing their own 
interests while guarding them against the 
attacks of rivals. If this seems like a spare 
and cynical view of the profession. the sensei of the Voice of 
Daigotsu School would argue in response that, if you par ' away 
the Clan loyalties that inform Rokugani politics, the courLier's arL 
has no other point tha n individual gain - and that in any event, 
stripped of its polite fictions , life at a Rokullani court consists of 
nothing but vicious inlrigue and sociell manipulat ion. 

rcourse, it could also be said that the sensei here are a par­
ticularly cynical lot. The most successful Voice of Daigotsu court­
Iers tend to remain at mlrt, having won the intramural battles for 
standing and the Dark Lord's favor. If they leave the City of The 
Lost. it is on a mission at the behest of Daigotsu. For those who 
lose the bureaucratic wars, there is only the endless humIl iatIon 
of being a petty functionary with no hope of advancement (unless 
one commits seppllkll to erase the stain of failure) or exile. The 
latter often entails leaving the City of The Lost to spend the rest of 
l ne's days in some wretched patch of the Shadowland's wastes. 
But it can also mean internal exile , re main ing in the City of The 
Lost. but out of the way, in a ljuiet corner, bothering no one and 
bei ~ left alone in return - or, if one is lucky, official re ti reme nt , 
one form of which is appointment as a sensei at the Voice f The 
Lost Academy. The sensei here, therefore , have experience <I!ld 

know of what they teach 
all too well. It may not say 

much for the faculty of the 
academy that this is the case, but 

one may also argue thell passing along the expertise teaches their 
students skills , and that pa. sing along their experlen es te.1C he 
them wisdom, however harsh. 

S Itadowlands Sensei 
t\lthough The Lo t und r Daigotsu haw coille to understand the 
value of giving younger generations a proper cdu aLion In the 
Way of the Samurai , teaching is still not as honOred:l professi n 
in the Shadowlands as it is in the Empire. Those who teach at 
the dojo of The Lost . though they are ccrl, inly competent at lheir 
chosen professions , ,u e In many cases til c who have fallen by 
the way- ide in the service of the Dmk Lord. They find lhemselve 
at the side of the road because of political battles they lost, or UI1 ­

characteristic mistakes tha t they made, and for wh ich they man­
aged to dodge absolu tion by seppu ku. They are , In many cases, 
the unfortunate discards of the hadowlands' sam ura i class, and 
as such , a dark cynicism I nds to inform their teachi ng ,l lld hover 
about their persons. To Da lgotsu , h wever. this is not necessari ly 
a bad thing. 
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Air: 3 Earth: 3 Fire: 4 Water: 3 Void: 4 

Reflexes: 4 

Honor: 1.3 Status: 4.0 Glory: -2.0 

cr IDOL/ RAN K: Ronin Warrior lIDaigotsu's Legion (\ushi 3/ 

Cham pion of the Los t I 
5/·IAD W NO rA INT: 1.8 
ADVANTA 1'5: Ambidextrous . Heartless. Multiple Schools. 

Quick 
01 ADVANTAGE : Brash 
KATA' Striking as Earth, Striking as Fire , Striking as Water, Strik­
Ing as Wind, Striking as Void 
SKILLS' Deceit 2, Defense J . Hunting 3, [aijutsu 4 . Instruction 
(Iaijutsu. Daigotsu 's Legion School) 5. jiujitsu 2. Kenjutsu (Ka­
tana) 4. Kyujutsu 2. Lore: Shadowlancls 4, Meditation 5 

Unlike most Shadowlands sensei . the current Grand Master of 
the Cur ed Blclde Dojo (and as such, the senior scnsei 01 the- Daigotsu 's Legion Bushi School) docs not at ali see his currcnt 
pOSition as a consequence of failure. Indeed, he takes consider­
able pride In his role as the most trusted instructor of The Lost's 

.. sword m m. the mentor to all bushi who train in the only sword 

Z style unique to the Shadowlands. Of course . it also helps that 
loLl Daig tsu Satsujin , deep in his heart of Tainted hearts , also sees 

that his kil l as an iaijutsu duelist makes him formidable figure 
among The Lost in a way that no disgraced courtier or lamed sol­
dier can claim - and. even more importantly. that the personal 
loyalty that he commands as sensei to so many of The Lost 's 
[Illes t wa rriors can serve as a path to advancement beyond his 
current sta tion. 

Da ig tsu SatsuJl n s ta rted out in life as Ryunnoske. the son of 
a ronin who was cast ut fro lll the Crab Clan when he was dis­
covered s tea ling ric from the granary of a village he had been as­
s igned to a dmi nister. As a result , his falllily bore a special grudge 
against the Crab. which SMsujin continues to nurse - and no 
doubt contributed to the wi ll ingness with which he fe ll in the 
l3lood peaker cell from which he wou ld eventually contract the 
Taint. Though he never learned any maho himself. he served the 
cell as it s strongarm. someone who could stand guard and keep 
unwelcome attention away frolll the maho-tsukai by force, if nec­
essary. \Vhen the cell eventually diss Ived to avoid detection by 
the Kuni \Vitch Hunters. Ryunnoske fou nd himself dralVn south 
to the Shadowlands. and it was not a long journey frolll the Cr<1b 
La nds. a lLh ugh he took the long way around, 'k irting the lVest­
ern end of the Kaiu Wa ll to avoid the Crab checkpoints. 

vcnLually, he a rrived in the City of The Lost , and there . clJllOng 
th is elety I Tainted sam urai, he ~ und the sense of belonging 
tha t he had lacked a l ost · mpletely t this point in his life . ,\s a 
young ronin warrior with only a mode t a mount of sword tra ining 
from his fa ther in his background, Ryulllloskc h,lJ no experience 

f giving his loyalty and nlhusiaSIll to a sensei who was pre­
prlring him for service to family and Clan. But he had the good 
lo rtune to fall in with some young bushi who were training;H the 

urscd Blade Dojo in Ihe D;Jigots u's l.egion School. Impressed 
wit h Lheir new companion (and pond.:rlng the value of his per­
sonal loyalty a s a n assct). they recommcnded him for admission 
to the dojo , and he WrlS accepted. 

Ryunnoske took readily to his nell' surroundings. Now. he was 
no longer il lone ronin. but a swordsman in training at a genuine 
institution created to serve a purpose larger than just its own . He 
took a special interest in the art of the duel as it was taught at the 
dojo and mastered its basic techniques with ease that caughl the 
attention of his sensei. Noll' confident of his abilities and fueled 
with the certainty thM he could make his own Wely within the 
treacherous. but (to him) exhilarating world of The Lost . Ryunno­
ske proceeded to move up in the student ran kings at the Cursed 
Blade by defeating in iaijutsu duels to the death all of the fellow 
students who had befriended him after his arrival in The City of 
The Lost. 

His obvious skill at iaijutsu persuaded the Cursed Hlade sensei 
to admit Ryunnoske to the prestigious Champion of the Lost Ad­
vanced School for further training. His exploits as a student also 
gained him a brief introduction at Daigotsu's court . as a result of 
which he was allowed to swear fealty to the Daigotsu family. As 
a result. Ryunnoske. no longer a ronin of any sort. lone or other­
wise. took as his new name Daigotsu Satsujin. 

From that point on in Satsujin's career. two things became 
obvious about him: first . the other sensei at the Cursed Blade . 
though skilled swordsmen themselves, were alraid of him. The 
best among them never served for very long at the dojo. being 
needed elsewhere in the service of Daigotsu , mostly in the ran ks 
oi the Obsidian Legion . The ones left were too timid to stand up 
to him . having seen the case and ruthlessness with which he had 
dispatched fellows supposed to be his friends - and in fact. they 
also admired him for doing so. When Satsujin proposed that he 
should join them as a sensei , they did not object. When he even­
tually proposed that he succeed to the oifice of Grand Master of 
the dojo, they did not object , either. 

The second thing that has become clear about Satusjin is that 
his loyalty to The Lost and Daigotsu in no way tempers his rest­
less ambition. [n lact. it is ra ther in keeping with the spirit of 
the political system that the Dark Lord himself erected. 'vVhen he 
demanded that he become the next Grand Master of the Cursed 
Blade, he had been around the dojo long enough to sec the bond 
that the students lorm with the sensei, which is unusually close 
a nd loyal by the stand.uds of Shadowlands training institutions. 
He knew that as Grand Master. he could command the obedi­
ence of both the students (perhaps even past students, includ­
ing prominent Obsidian Legionnaires . as well as present ones) 
and the faculty whom he had cOlVed into obedience . Although 
Satsujin would never dream of usurping the authority of his lo rd , 
he docs sec the ursed made as a persona l base of power, one 
that he could perha ps use to gain the lavor of the Dark Lord , or 
to wage war in the literal. physical sense agclinst any pers na l 
enemies who m ight arise to oppose him . 

RAKUG S['IA. [NSlI Of n I [ VOIIT or n I [ LOST 
ACADEMY 

Air: 3 Earth: 2 Fire: 3 Water: 3 Void: 4 

Honor: 0.2 Status: 1.8 Glory: ·0.3 

H OLIRANK' VOice of DaigotSLI Courtier 3 

. IIADOWI N D'i 1: INT' 1.3 
AOVAN1A L : Bland . Precise Memory, Voice 
0 1 '>ADVANTAG I· S· Doubt (Deceit) , Forced Retirement 
' 1< 11 L : Calligraphy I, ourtier 3 . Deceit 3 . Etkjuette 3, Games 

3, Instruction (Voice of Da igo t u Schoo l) 5, Investigation I, Lore: 
Bushldo 2, Lore: Shadowla nds 3. Mediclne 1, Storytel ling 3. 
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The former courtier who now calls himself Rakugosha is relative­
ly typical of Shadowlands samurai who find themselves relegated 
to teaching others the skills ill which they themselves had once 
hoped to prove their worth . Once known as Daigotsu Akechi (he 
was born to a vassal family and has never had any direct con­
nection to Daigotsu himself), he fell out of favor at the court of 
the Dark Lord and had the good fortune of being offered a form of 
internal exile inste<1d of seppuku. But although he was relatively 
lucky [0 have paid for his failure with nothing worse than a teach­
ing career, Rakugosha still feels the sting of his disgrace keenly. 
In fact. some of his peers feel th<1t he h<1s little real enthusiasm for 
teaching, as failure continues to haunt him to this day. 

As one of The Lost who W<1S born in the Shadowi<mds to <1 
family that had been allowed to swe<1r fe,llty to Daigotsu , young 
DaigotslI Akechi had no lingering memories of Rokugan to which 
to cling and a position of some privilege from which to launch his 
career as a samur,1i. He was one of The Lost for whom affiliation 
with this tribe of Tainted samurai was the only group identity he 
had ever known, or (thanks to DaigotslI's organization of The 
Lost into a cohesive society) would ever know. As a youth, he 
showed a certain n<ltive cunning and talent for public speaking, 
and so becoming a courtier was a choice that he easily made . 
Those who knew him then believed that he would survive and 
even th rive amids t the hazards of Daigotsu's court . 

And indeed , Akechi built a successful career for himself, prov­
ing H keen guardian of his own back even as he managed to de­
stroy the reputations of several rivals. The fact that he had ma­
neuvered them in to Illeeting the point of their own wakizashi was 
" source of great pride to him. He even caught the attention of 
sOllle who predicted that he might eventually worlll his way into 
the Dark Lord's inner circle of aides. 

Then , however, he was assigned to handle an representative 
from the Goju who had come to Daigotsu's cOLirt to propose an 
agreement for cooperation between The Lost and the notorious 
Family of assassins. Foolish as it was to trust the Goju (or a ny in ­
dividual Goju) completely. the Court could not dismiss her out of 
ha nd. ei ther. So it assigned Akechi to serve as her Hhost" during 
her stay in the City of The Lost. In all his dealings with her, Ake­
chi felt th<1l, as <1IW<lyS, he had taken adequate safeguards to pro­
tect his own position at court. But when the emissary's proposals 
met with disfavor among Daigotsu's advisors, she found a way 
10 place all t.he official blame squarely upon Akechi. Disgraced 
;lmong his peers, the best that Akechi 's carefully wrought web of 
political connections could do fo r him was to win him permanent 
banishment from court instead of seppuku. 

Akechi left court broken at hea rt. He shed his oId name and 
bega n calling himself Rakugosha, and embarked upon a margin­
al existence lingering among the d im and neglected corners of the 
City of The Lost. It was in th is condition of obscurity and physical 
degradation that one of his former sensei at the Voice of The Lost 
Academy discovered him. The Academy faculty was -horthanded 
at the timc, having just lost one of its experienced sensei when hc 
was killed in a duel by an old enemy. V\fith noth ing better to do, 
Rakugosha returned to his old Liojo <1S a teacher. 

Rakugosha - rather to his own surprise - proved effective 
as an instructor, the bitter lessons he had learned a t Daigotsu's 
court gi\'ing a sharp edge to his reflection n the workings of pol­

ilics a mong The Lost's leader -hip aSlC. Bu t the strange respect 
that his experiences com mand amo ng his tlldents continue to 
weigh heavily Llpon him. The debacle with the Goju aillbassad r. 
although it Is years In the past by now. shook his confidence in 
his own abi li ties ve ry badly - perhaps crippled him fo r good 
- and without trust in himse lf, he Ciln not drum up much heart 
for teaching others. Even so, the Voice of the ost Academy con­
siders him too V<lluable a sensei t lose , and they will go to a ny 
lengths to insure the he remains in Its ervice. 

New Mechanics 

Shadowlands Dueling Mechanics 
Blood Familiar Duris: Treat a pit duel between bI oct fa miliars 

as an ordinary skirmish. However, determine in it iative using the 
variables of the two maho-tsukai involved instead f those of the 
familiars themselves. The familiar acts n the init iative of its con­
troller. 

The process of pitting blood familiars agai nst each other In this 
ritual also rebounds against the familiars ' controller thro ugh the 
magical link between the two. A duelist su ffer I Wound fo r ev­
ery full Wound Level that his blood fam iliar loses to damage . In 
addition, if his familiar is killed thr ugh th is rite, he suffers more 
damage from the shock, With the r lied and kept d ice equal to his o 
familiar's \'\founds per \Nound Level. til 

If one of the contestants is discovered to have cast Avatar'S 
Stranglehold in an attempt to affect the utcome of the duel, that 
contestant i' disqualified and is judged to have lost. 

Tesl of Obsidian Claws: Resolve as an or Hnary kirmish ; o illy 
characters with the Minor Shadowlands Power Bbckened Claws 
may engage in a Test of Obsidian Claws. 

If resolving a Test of b Idi,ln Claws duel in which lhe duel ­
ists engage in an opening "assessment ph<lse," the duelists mu ,t 
make an Opposed \Nillpower Roll. The winner may choose to 
add the difference between the winning roll and the losing roll 
to his Initiative Roll for the first turn of the skirmish. Or he may 
choose to gain I Free Rai e for each full increment of 5 by wh ich 
the winning roll exceeded the losing roll, to be used on his attack 
roll in the first tu rn of the kirmish. In practical terms, the first­
round +5 Initiative R II bonus that one gains from extending the 
claws docs not apply in this situation , since it a pplies equa lly to 
both duelists, and the refore each negate the other. 

Tsuno Duds: Resolve a an ordina ry sklrmi h. 
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New School: 

Voice of Daigotsu 


(Courtier) 

Court ly life in the City of The Lost is still il relatively primilive 
affair c mpared to the courts of the Rokugani Clan Champions, 
and ce rta inly co mpared to the Imperial Court. Though DaigolslI 
has s pared no effort in shaping The Lo st in imitation of the Roku­
ga ni mod e l, the fact remains that without an equivalent of the 

, feat la ns to jockey for position at the Imperial Court (or to 
p re ' their own interests at each others ' cou rts), courtly life in the 
S hadow la nds cannot have the sa me dy na mis m and vitality as it 
does in t h ~ Em pire. Nor G ill it have the sa me body of tradition 
(or h i '[ ry f grudges) as has been built up over a millennium of 
R kugani ivil ization. Even though the Shadowla nds samurai di­
vid e the mselves in to Fa m ilies. fact io nal identity amo ng The Lost 
is simply nOl yet strong or distinc tive eno llgh to tTuly replicate the 

p li ti ca l cut and thrust that ma rks Ro kuga ni COllrtS. 
All the same . Daigo tsu insists tha t The Lost mus t have court­

Iers of the ir own - <1 task made m uch eaSier by the fact thiltthere 
arc fo rmer Rokugan i cou rtiers (and the descenda nts of such) 
among the ir number. He has ga thered a rou nd him rllll ctionar­
ies , advisors , sc ri bes and amba ssadors a nd cre<lt ed for them 
s uch trappings o f the co u rtly e nviron me nt as he can . But with u t 
lrong competing fa ctions for who m to spea k, IVhose interests 

IJ1 U t be a dvanceu or defended . the courlie rs who surround the 
Dark Lord are Id t with II tLie pu rpose b ut tll a dvance thems ' lves 
allhe e..xpense o f each othe r. hatch ing petty in trigues for the Selke 
of individua l gai n. 

The individual Families o f the Shadowlands send am­
bassadors to DaigotslI to keep track of high-level gOings-on in The 

City of the Lost and to make sure that they will have sufficient 
warning of any knives directed at their backs. Daigotsu instructs 
his court ie rs to keep an eye on them , a s we ll. and make s lIre thaI' 
they have no inte ntion of s ubve rting his rule (or, p resently, aid­
lIlg hiS enemy The i\'lalo\I) . An e missary of the a lways potentially 
treacherous Chuda who comes to court mu st be received prop­
erly, but watc hed carefully by whomever receives him. SilJ1 i1 a ri v, 
if the re is need to contact the Goju for a ny reason , it will requi;c 
the ervices of a tra ined ambassador. if only because wC1lchful­
ness a gainst dece it is an important part of the lJ1 ission . Hut for 
1J10 t courtiers of The Lost. self-aggrandizement a nd the ho pe of 
greater favo r from the Dark Lord dri ve them more than any strong 
loyalty to fa ction. Daigots u, however, ha s littlc p roblem with tha t, 
fo r he would argue that that is the essence of what Rok ugan i 
courtiers do to each ther on a da ily bas is , no matte r how cl c 
thcy may reckon it. 

The Voice of Daigotsu Courtier School prepares it s s tudent­
for liie in this subt ly hazardous cnvironment . It teaches the same 

arts of flattcry, sociability . protocol and bland deceptio n that 
Rokugani courtier Schoo ls teach , along with skill s o f se lf-prcscn­
til lion a nd a few cOllrtly pas timcs tha t C,1I1 be used to hum ilia te 
an opponent, such as go and shogi. 

But Vo ice of Daigotsu courtiers do not le,un to serve their 
Ian ; in tead they arc taught to serve only the Dark Lo rd and 

themse lves. Everyone else is an enemy to be defeated o r a po­
tentia l thre at agai nst whom you must be on yo ur guard. Their 
tm ining prepares the m (or nothing so much a s treachery. d eceit 
nnd destruction o f whomeve r they ma y regard as a riva l, by a ny 

mea ns ,It ha nd. The Legion o f Da ig ts u b ush i a nd the Voice of 
DaigolSu ou rtier u llima te ly tra in t perfo rm the same I<l sk ; the 
difference is tha t the latter lea rns to use a m ore varied and subtle 
mnge of weapo ns. 

~-- ------ -- ­
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Benefit: + 1 AlVaren~ss 
Honor: 1.0 
Skills : Courtier, Deceit, Etiquette, Games, any Lor~ Skill . 

Shadowl,lIlds Lore , Storytelling 
Outfit: Vv'aki zashi , tanto, two kimonos, two pairs of sa ndals, 

steed , traveling pack; 15 koku 

L:"echniques 
RANK I THf 

Th~ Voice of Daigotsu School sens~i teach that the foundatio n of 
th~ courtier's art is lying. deception and ruthless social manipula­
tion . There is no honor in it . only the she~r will to advance your 
own interests by any means at your disposal. It is a blea k view 
of courtly life. and one that would that most Rokugani would 
loudly protest. But th~ courtiers of The Lost would reply that the 
courtiers of the Empire are only deceiving themselves . ,md that 
tlwir v ay represents the truth of samurai culture. 

Yo u receive a bonus to all Deceit a nd Etiquette Skill Rolls 
equal to your Taint Rank , [n addition. you receive a Free R,lise to 
a ll Courtie r Skill Rolls . 

RANK 2: THE B "DE SElWfEN THE RIBS 

Defamation and the carefully chosen insult are pMt of the court­
ier's bag o f tricks, and it has ever been such. Voice of Daigotsu 
School courtiers a re simply more obvious about lIs ing them than 
most of their Rokugani counterparts. whom they consider hypo­
critical for not admitting more openly the viciousness that lies at 
the heart of their profession, 

You ga in a Free Raise and a b nus equal to your Taint Rank 
to all Courtier Skill Rolls . Also, if you do not have the Games 
(Sadane) Skill, you immediately ga in it at Rank \ a t no cost in 
points. If you have the Games Skill but not an emphasis in Sada nc, 
you immediately gain a n cmpha is in Sadanc and 1 Rank at no 
cost in points. [f you a lready have the Ga mes (Sadane) Skill, you 
immediately gain 2 Ra nks at no cost in points. 

RANld: IIUMIIIAI f YOUR fOE 

For the Voice of Daigotsu courtier, g.~mes are not a gentee l pas­
time. They are a way to humiliate your rivals , or anyone who 
might become your rival in the future (thus pre-empting a ny in­
len ti n they might have of challenging you). The VOICe of Dalgot­
su ~chool sensei of games teach that they are not worth plaY111g, 
un less with unrele nting will and feroc ity. The goal is not just to 
win , and it is certai nly not the point to simply play we ll or enjoy 
your elf; it is to destroy YOLir pponent s uch cruelLY and decision 
that it leaves no doubt as to who is the superior competitor. To 
any Rokuga ni who professes disgu st at this phi loso phy, a Voice 
of Daigotsu courtier would reply that his WHy red uces the plaY111g 
of games to its naked essence , stripped of the hypocritica l vcneer 
of civi li ty that surrounds their Lise in Rokuga ni soc iety. 

You gain a Free Raise and bonus equal to twice your Taint 
]{ank t~ all GClllles Skill RoUs . If you do noL have a specialty in 
this Skill, you may now gain 1 of your choice wi thou t cost. 

A tml skilled Voice of Daigotsu courtier is ,lble to weav~ all of 
t~e lIarlous aspects of his train ing into a seam less web of in trigue 
and social and politica l gamesma nship . 

You gain 2 Free Raises and a bonus equa l to twice your Taint n 
Ranks to all Courtier. Deceit, Etiquette and Games Skill Rolls. :r 
These bonuses replace the bonuses gained at Ranks \-3. > 

+iRUE COURTIER M'1 
iI='Friendsh ip is no t a phenomenon commonly associated with the 
.:.;.;world of Da lgotsu 's court. And yet it is a lso the case tha t it is very m

difficult to climb the slippery pole f rank a nd influence among Z 
the courtiers of The Lost without a llIances. even if they are on ly 
temporary and treated with proper wariness, Even if one has o 
gained rank a nd slatus at the court of The Lost. it is always use­

mful to have on call younger allies who can be counted on to do r-
your dirty work, or rally to your support in an emergency, In spite ­
of its emphasis on the naked cruel ty o f life at court, the Voice of 
Dalgotsu School ultimately teaches that the perfect practitio ner 
of the ourtier's art is one who knows how to gain friends and 
destroy his enemies with equa l kill... assuming, of course, that 
one is clever enough to distinguish between the two, 

You gain a bonus equal to your Status Rank to all Contested 
Social Sklll Rolls . This supplements the bonuses gained a t Rank 
4; it does not replace them. Also, you may add the Advantage 
Nlies at half the normal cost in points. 

::I:New.Advanced chool: > oChamp·ott of The Lost o 
(Buski) :E 

Z 
All bushi of The Lost wh were not born in the Shadowlands o 
carry within them some fragmentary memories of their old [rai ll ­ ~ 

ing. which often includes at least some knowledge of the rites and 
techniques of iaijutsu. Sometimes these b its of knowledge are 
quite specialized to dueling and part of advanced bushi tra ining. 
But the Daigotsu's Legion School was founded by The Lost bushl 
who wanted to develop their own unique style of swordsmanship, 
distinctive compared to any Rokuganl style. \.\Then It came to de­
veloping a course of training in the a rt of the duel. therefore, they 
resis ted the temptation to Sim ply cobble together bits a nd piece 
of old knowledge, instead developi ng techn iques that d rew upon 
the corruption of their souls fo r strength and power. 

Champions of The Lost are Daigot u's Legion bushl who. for 
whatever reason, have sOLight out advanced training ill laijutsu . 
Since iaijutsu is a ll accepted method of settling disputes among 
The Lost. their purpose in doing so may be purely persona l, to 
ma ke oneself unbeatable in persona l challenges. Or It may be 
that they truly see themselves as defenders of The Lost. ready 
and willing to take up arms as eli te swordsmen against outsid­
ers. AI 0, Champions of the L st s metimes serve as y limbo fo r 
Voice of Daigotsu courtiers , In any ase. Daigotsu ls pleased that 
some of his fo llowe rs are pursuing this venerable Rokugani a rt in 
their own way. 

~ 

~~~--
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Requirements 
Ringsffraits: Earth 3, Agility 4 
Skills: Iaijutsu 4, Kenjutsu 4, Lore: Shadowlands 4, Medita­

tion 4 

Other: Must have at least I fu ll Tain t Ra nk 

Techniques 
RANK I : B E INC OF THE N INTH !(AMI 

In an iaijutsu duel, quickness both takes life and preserves it. 
Your ua ining teaches you to harness the dark powers that lie 
dormant within you so that they manifest as pure speed, rather 
than strength or unusua l a bilities. You gain a bonus to all Initia­
tive Rolls equal to twice your Taint Rank. 

RANK 2: GLOWER 

A direct a nd Immediate confrontation with the power of ]igoku 
can cause even the strongest warriors to quail at heart. A Cham­
pion oil1,e Lost may learn to use thIs to his advantage. Once per 
round , as a Use Special Abilities Action, you may forc e a s ingle 
opponent to make a Contested Willpower Roll against you. You 
ga in a b nu to this ro ll of + 1kO for each of your Taint Ranks. If 
you win. you gain a bonus to your next a ttack roll against him 
of +I kO for each of your Taint Ranks, and he suffers a penalty of 
-l kl [or each of your Taint Ranks to his next a ttack roll against 
any targe t. 

Also. in a n ialJutsu duel, your opponent suffers a penalty equal 
to your Ta int Ranks to the number of times he may Focus during 
the Focus phase of the uel. 

RAN K : EATH Of H ONOR 

In your heart. you know that there is no power greater than tha t 
of Fu Leng. and this gives you absolute confidence in battle, as 
well as in duels. It is a power against which even the elite duel­
Ists of the Empire could not stand, were you given the chance to 
confront them. In fact, the worthier the opponent , the more Fli 

Leng relishes the prospect of defeating him. This gives you, his 
devoted servant, strength that rises In proportion to the stature 
of your opponent. 

II of your a ttacks with a physical weapon gain a bonus to DR 
equal to your opponent's Honor + your Taint Rank. In an laljutsu 
duel, you gain a number of Free Raises equal to your opponent's 
Honor + your Ta int Rank, to be used at your discretion at any 
point in the process of resolving the duel. 

New Advanced School: 

Mouth of The Lost 


(Courtier) 

The courtiers of the Voice of Daigotsu School train for careers 
that center on the courtly life of The Lost. and intrigues that arc 
for the most part confined to the City of the Lost. Their business is 
the business of the Shadowlands and supporting Daigotsu 's role 
as its Dark Lord. To be sure, the same is more or less true of the 
elite Voice of Daigotsu courtiers, the Mouths of the Lost. But the 
tvlouths of the Lost also prepare themselves for other purposes. 
for they Me trained specifically to serve as Daigotsu 's represen­
tatives outsidt! the City of the Lost , among other factions both 
within the Shadowlands and without. 

i\ Mouth of the Lost courtier might be sent (with an escort of 
Daigotsu 's Legion bushi , of course) to browbeat .1 tribe of ogres 
into proper submission , or to parlay with a leader of the tsuno. 
Or to g<1lher intelligence on some of the more intelligent spawn of 
Jigoku lurking in these wasted lands and report on their activities 
to Daigotsu and his functionaries. The Dark Lord also has it in 
mind to usc his cleverest and most capable emiSSClTies to try to 
split off faction s within the army of The Maw, his current rival for 
dominance of the Shadowlands. Most importantly, however, he 
has his eyes fixed on a longer-term goal for the Mouths of the Lost 
- to use them as ambassadors to the Empire itself, sowing mis­
trust among the Grt!at Clans and the Imperial families, bleeding 
Rokugan while winning allies and corrupting more samurai who 
will eventually join the ranks of The Lost. 

Requirements 
Ringsffraits: fire 4, Awareness 4 

Skills: Courtier 4, Deceit 5, Etiquette 3 
Other: Must have at least 3 lull Taint Ranks 

Techniques 
RANK I' THE DARK LORD P[RSUAD[ 

Oratory is one of tht! courtier's most important skills, no matter 
which faction he represents. A Mouth of the Lost courtier karns 
to draw upon his understanding of the darkness that lurks in the 
heart of every human to discover the chord that, when properly 
strummed, will convince him of an argument or point of view. 
This ability to know your audience through perceiving the dMk­
ness within is especially helpful in debates, when gaining the fa­
vor of your heart!r is quite literally the difference between victory 
and defea t. W hether you usc flattery, insults, menace or honeyed 
words scarcely matters, for by this point you are expert in all 
of these means of approach; what matters is that you find the 
proper angle of approach. 

You ga in a bon u to all Storytelling Rolls (except for Contested 
Rolls inv Iving the Ora tory and Rhetoric specialties) equal to 
your Taint Rank. In addlti n. if you spend a Void Poi n t to get a 
Free Raise for the roll. you a lso receive a bonus to the ro ll equal 
to y lI r Awa re ness. If you spend multiplt! Void Poin t · o n II single 
rollln th is manner; multiply Ihls bonus a ce rdi ngly: If you spend 
2 Void POints, your bonus is twice YOllr Awareness , etc. 



On Contested Storytelling (Griltory) ilnd Storytdling (Rheto­
ric) Skill Rolls , you receive a bonus equal to your Taint Ra nk <lnd 
<1 number of Free Ra ises equal to your Perception. 

RANK 2 THI: DARK L RD COMMANDS 

t\cting ilS an ilmbilssildo r of Daigotsu requires some contextual 
knowledge of facti ons other than The Lost , and some unders tand­
ing of geogr'lphy outs ide the City of the Lost. You immediately 
gain .1 number of Ranks in the hadowlands Lore Skill equal to 
your Fire Ring, at no cost in points. You also ga in immediately, at 
no cost in points, e ither I new Lore Skill a t Rank I or 2 Ranks in 
any Lore Skill that you a lready have (your choice). 

RANK 3: THE DAR" LORD SEDUCE 

For a Mouth of the Lost courtier, the ultimate service to the Dark 
Lord would pit him against the wit and wiles of the hated Roku­
ga ni themselves , representing The Lost ilt a Rokuga ni court. To 
prepare for such an event , a Mouth of the Lost learns to dissect 
their weaknesses, the ir foibles, their vanities and hypocrisies . 
Pa radoxica ll y, the more accomplished and respected a samurai 
of the Empire. the more easily he may b(! rendered vulnerable by 
prying a t those weaknesses. 

You gain a bonus to all Courtie r Skill Rolls equal to the Honor 
Rank or Glory Ra nk of your audh:: ncc, whichever is lowcr. Use 
the ,lVnage value for each. if the a udience con s ists of more than 
I person. If the roll is a Contested Roll , use the Honor a nd Glory 

Ranks of the opponent who is con testing the roll. In all cases, if 
you spend a Void Point to gai n Free Raises for the roll, you ga in 
a number of Free Raises equal to your Perception for each Void 
Point spent. 

New Path: Obsidian 

Claw Duelist (Buski) 


Although the sensei of the Daigotsu's legion School are under 
orders to discourage the practice of blackened claw dueling, it 
still exists, though it is rarely spoken of openly. The Dark Lord 
of the Shadowlands is one whose displeasure should not be 
taken ligh tly. And yet, there are small ways in which his project 
to transform The Lost has met with resistance. and the Test of 
Obsidian Claws continues to survive in secret. There are always 
bushi a mong The Lost who wish to learn the old combat tech­
niques that their ancestors who reveled in the Ta int devel ped 
for this strange and unnatural natura l weapon. Ma ny of them 
genuinely wish to continue this traditional form of dueling and 
preserve it for future ge nera tions , while o thers are only interested 
in fortifying their own killing skill . 
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Technique Rank: 2 
Path of Entry: Any Shadowlands School Rank 2 
Requirements: Must have the Minor Shadowlands Power 

Blackened Claws 
Path of Egress: Re-en ter the same School at Rank 3 

Technique: 

Master of the Blackened Claw 

Acquiring th is particular characteri tic of the Taint does not 
mean that you automatically understand how to use the obsid­
ian claws as weapons to their fullest advan tage. At fi rst, they 
are simply extensions of one's own hands. As such, they are 
easier to wield than most weapons, but training, training and 
more training is needed before one can truly master their use. 
As is the case in all other forms of martial dueling, trai ning in 
techniques particular to the art of the blackened claw duel con­
tributes greally to overall proficiency with these weapons. 

In particular, however, studying the art of the Test of the Ob­
sidian Claws teaches you to study your opponent as much as 
you can before the fighting actually begin , and to predict his 
Initial movements and attack. These Insights a re not common 
knowledge among The Lost, but are kept and handed down 
only through the sensei who specialize in teaching this dueling 
fo rm. 

When using the Blackened laws Shadowlands Power, you 
gain a bonus Lo your Initia tive Roll equal to your Ranks in the 
Skill that you will use for your blackened claws attack roll. How­
ever, in a Test of Obsidian Claws duel, your Initiative bonus is 
equal to twice the Skill that you will use for your blackened 
claws attack roll. You also gain a bonus to your TN to Be Hit 
equal to your Reflexes + Agility for the duration of the duel. 

New Path: L:SUIlO Duelist (Bushi) 
The tsuno do not practice the rituals of iaijutsu , or have much 
patience for the philosophy behind It. In this sense, their way of 
thinking is completely alien to Rokuganl samurai, and even to 
The Lost In some ways. But that is not to say that they have no 
provision In their society for single combat challenges. 

In fact , the tsuno have (as far as anyone can tell) always used 
single combat as an accepted method of settling disputes and 
establishing social hierarchy. It is not the only method of doing 
so, of course. The most conventional means by which a tsuno 
warrior advances in rank is to prove himself worthy of promotion 
th rough excellence in battle, or through arduous quests across 
the Spirit Realms in which he must establish his mettle . But it 
Is a lso acceptable for a ravager to challenge another of superior 
rank to Single combat in an attempt to gain promotion to his 
rank. This is especially common in cases in which a ravager has 
slriven to distinguish himself through conventional means, but 
for whatever reason, the actual value of his achievement is in 
dispute. 

These combats, though somewhat ritua lized, are ugly and bru­
tal affairs compared to the relative courtesies of iaijutsu. Even 
so, they are potentially important enough to the career of a tsu­
no ravager tha t their bushi training offers d specialized course 
of study emphasizing siJlgle combat and Instruction in how to 

fight another tsuno. These techniques are only offered to more 
advanced students - in part because only more advanced stu­
den ts are capable of comprehending them, but also because se­
nior tsuno ravagers are understandably reluctant to giver their 
juniors the capabilities with which to usurp them. Even so, the 
lessons learned by Tsuno Duelists are generally useful in combat 
situations in which they can focus on a single opponent for an 
extended period of time, as well as In duels with other tsuno. 

Technique Rank: 3 
Path of Entry: Tsuno Bushi School Rank 3 
Path of Egress: Tsuno Bushi School Rank 4 

Technique: The Challengel"s Stal'e 
Tsuno ravagers are magnificent natural warriors and they have 
the ability to dominate any combat situation in which they find 
themselves. But this line of training teaches them to focus in­
tently on single opponent to the exclusion of all others until that 
opponent is dead. This is especia lly useful in duels, but it also 
finds application in more general combat situations. 

At the beginning of a skirmish , you may choose one opponent 
on which to focus. You gain 3 Free Raises to each of your attack 
rolls made against that opponent. You also gain a bonus equal to 
twice your Reflexes to your TN to Be Hit against all attack rolls 
made aga inst you by that opponent. However, you may not at· 
tack any other opponent until your chosen opponent is dead or 
the skinnlsh ends. whichever comes fi rst. \J you kill your chosen 
opponent before the end of the skirmish, you may choose an­
other opponent as your focused target at the beginning of your 
next round. 

New Spell (Moho) : 

AvatarJs Stranglehold 


MA ERY LEVE L: 2 
HEM ENT: Maho, Earth 
DURATI N: 5 minutes 
AREA OF EFF CT' One target 
RANGE: 100' 

This spell affects the proxies of a single opponent, and may be 
used for either of two specific purposes. First , the caster may 
make a Contested Willpower Roll, with the caster gaining a bo­
nus equal to his Earth Ring, against a single opponent wi h a 
blood familiar; if successful, he gains temporary control of that 
blood familiar. Each turn thereafter, the controller of the targeted 
familiar may make a Contesled Willpower Roll against the caster 
as a Use Special Abilities Action; if successful, he regains control 
of his familiar and the spell ends. For purposes of determining 
range. consider that the spell is cast on the familiar. 

Second, the spell may also be cast on an avatar in a taryu­
jlai duel. The caster makes a Contested W illpower Roll, with 
the casler gaining a bonus equal to hi Ea rth Ring, against the 
controller of the avatar. If successful , half 01 all damage that the 
avatar receives is transferred instead to the person of the avatar's 
controller for the duration of the spell. Every tum thereafter, the 
controller of the ta rgeted familia r may make a Contested W\II­
power Roll against the caster as a Use Special Abilltles Action; if 
successful, he regains control of his avatar a nd the spell ends. 





New Kata: Storm of Shards 
PREPARATI N IME 10 minUles 

DURAliON ' 30 minutes 


As a n extension of the body (a lbe it a d istu rbing and unnatural 
one), blackened c laws can be wie lded with unusual 4uickness 
and nimbleness. [n this sense, only sma ll and light. weapons can 
match them for ease of use. Oneness betwee n the warrior and the 
weapon is not a spiritual Slate in this G1Se, but a physical fact . 
This kata takes <ldvantage l)f this quality by press ing it to its lim­
its , stressing speed. One strikes as quickly ilS possible to keep the 
ta rget off balance and defeat any defenses he might offer. 

RANK: Any Shadowlands School Rank 2o 
O!.': 2 

< SPEClAI _ Must have the Minor Shadowlands Power Blackened 
Claws t use this kata. 
En : You gain a + IkO bonus to all a ttacks rolls using your 
Blackened Claws Shadowlands Power. However, you may not 
u c the Full Defense posture at any time. 
VOIO. You may spend a Void Point to gain an extra attack in 
this round . You may only spend I Void Point per round in this 
man ner. 

New Kata: The Black Veil 
PREPARA liON TI M f : 10 minutes 
DlIRATION. 30 minutesI.LI 

r- The s trangest a nd eeriest of the fighting techniques developed 
for blackened claws, this ka ta uses hypnotic movements of the ~ 	 ha nds a nd a rms to lull an opponent and dull his fighting edge , an 

U 	 cHeel heightened by the play of long black claws extended from 
the fingenips. This slows his attacks and makes him more vulner­
able to your own attacks. Its disadvantage is that reduces both 
the speed and frequency of your own <lttacks, but enough of The 
Los t have found it advantageous (or at least attractive enough in 
the ry ) -0 Ihar knowledge of it has not yet died out. 

RAN K: Any Shadowlands School Rank 3 
o T. 2 

SPL IA) : l\'lust have the Minor Shadowlands Power Blackened 
Claws to use this kMa. 
Err E . At your discretion, you may suffer a penalty to all of 
your attack roll s this round. This penalty equals a number of 
rolled d ice lip to your Air Ring; YOll choose exactl y how many 
dice . Befo re your round is over, you mus t select one opponent. 
[n tha t op ponent 's next round, he suffers the same penalty to all 
attack rolls he makes again st you . 

For instance, if your Air Ring is 4, YOllmay choose to suffer an 
attack roll pena lty of anywhere from -1 kO to -4kO. YOLI must also 
select one opponent bef re your roLind ends, and that opponent 
will suffer the same penalty to all attack rolls made agains t you 
in his next round. 

Also, you may not enter either the Full Attack or Full Defense 
posture at any time. 
VOID: You may spend Void Points to increase the penalty to 
the attack roll that YOll accept and inOict by +) kO per Void Point 
spent. 

}\Jew Kata: The Claw Strikes Deep 
PREI'ARATI N TIML 10 minutes 
DURATION: 30 minutes 

This technique maximizes the ability of obsidian claws to pen­
etrate flesh , but at some cost to accuracy and the ability to pen­
etrate armor. [t involves careful timing and reqUires getting rather 
closer to the target than is ordinarily the case when fighting with 
this weapon . It requires fighting with the claws only partially ex ­
tended. Once they penetrate the gaps in the targer's armor or o lh ­
erwise hook into the flesh , the claws are then extended in a rough 
thrust. dramatically deepening the wound inflicted. 

RAN K: Any Shadowlands School Rank 4 
COST: 3 

l'E IAI..: Must have the Minor Shadowlands Power Blackened 
Claws to use this kata. 
EFr ; Before ma king an a ttack roll with your blackened claws , 
you may choose to fight with the claws semi-retracted, Intend ­
ing to usc the maneuver that characterizes this kata . You suffer 
a penalty to that attack roll of a number of rolled dice equal 1'0 

your opponent's Reflexes. However, if the attack roll succeeds, 
you gain a bonus to the DR of a number of kept dice equal to 
your Strength. 

For instance, if your opponent's Reflexes is 3, YOll would su(fer 
a -3kO penalty to your attack roll. But if you succeed in hitting 
your opponent, and your Strength is 4 , you would gain a + k4 
bonus to the DR. 
VOID: None. 
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CHAPTER ELEVEN: 

THE IMPERIAL 

FAMILIES & MINOR CLANS 

Philosophy 
As vita l a role that duel ihg or personal competition plays in the 
psychological make-up of the Great Clans, these concepts are 
relatively unimportant in terms of their relationships to the other 
prominent factions in the Empire. This is not a matter of training 
o r ability. but rather one of outlook. The Imperial Famil ies have 
li ttle need to prove themselves under normal circumstances. The 
enti re Empire reveres them . after all . and thus they ra rely If ever 
find themselves in a situa tion that demands they overcome an 
opponent for personal or political gain. To them, personal com­
petition is a means of ma intain ing thei r position or enjoylng 
themselves by tormenting their opponents. 

Conv rsely. samura i of the Minor Clans and ronin do not have 
the resources to maintain atten tion to pursuits like personal com­
petition. On a n individual level, Minor Clan samurai are just as 
competitive and eager to prove themselves as their Great Clan 
counterparts. but the Minor Clans do not have the facilities. the 
economic power. or the prestige necessary to maintain large in­
stitution devoted to such th ings. 

Ronln are unique with rega rd to this particular philosophy. 
Taken individually, ronin are perhaps the most eager to prove 
themselves of any members of the samurai caste. Despite what 
they may claim, and despite how jaded a fac;:ade they present to 
others. virtually every rollin harbors a secret desire that they will 
one day achieve something so great that their accomplishments 
will be recognized and they will be offered the chance to swear 
fea lty to a Clan , Great or Minor. Few ever achieve this, but hope 
springs ete rnal In the hearts of destitute wave men all across the 
Empire. Toward this end, ronin as a group are very keen on the 
notion of individual competition, but rarely have the opportunity 
\ '\Ito"e themselves. Many are forced to focus Instead on simple 
su rvival . while others lack the basic recognition from other samu­
rai necessary to gain entrance into mainstream tournaments or 
events. 

-The Impet'ial Families 
r-

The Imperial families believe that the institution of iaijutsu is a 
sacred ritual preserved from the days of the fi rst Ha nteL and rl'­ z 
gard it as an art form much in the same way as the Crane. hlcf o 
among the proponents of this view are the Seppu n. The eppun ;;0 
arc a rigidly honora ble Family noted for a n Inflexib le adherence C) 
to tradition that would shame nmny Lion . As the principle s urcc 
of both bushi and shugcnja for the Im perial Famille , the Sep­ z
pun keep the dueling tradition a live for the entire group, a du ty VI 
for which they arc ideally suited. Allhough rhere a rc of ours 
exceptions, the vast majority of Seppun con ider themselves the 
guardians of the Eillperor and his House , and they take that duty 
extremely seriously. They cons ider dueli ng an honor they have 
been bestowed by fate, and they will ful fill it so long as a single 
Seppun draws breath. For them it is not so mllch a philosophy 
as it is a sacred duty that they would gladly give their lives to 
perform. 

If the Seppun arc the blade that defends the honor f the Impcri­
alFamilics, then the Dtomo arc the challenge that they i sue to their 
opponents. The Otomo con ider confrontation their specialty. and 
they relish the task of crea ting conOict with anyone they consider 
an opponent. They consider their duties sacred, ju t as the Seppun 
do, but honor is a relative matter to them. In that respect, they view 
confrontation with their opponents in much the same way as the 
Scorpion; they sec it as an opportunity to be explOited for personal 
gain. To the Dtomo, it is a game, nothing more. 

The Miya .ue an oddity among the Imperial Fa milie . They do 
not seek out confrontation, and indeed allemptto prevent It when­
ever possible. They do not consider competit ion a n blc pursuit, 
allhough they arc not opposed to non-violent competition if it 
t,~kes place as an allernat ive to martia l confrontation. In lhls, their 
philosophy is similar in ma ny respe t 1 that f the 1i turl Family. 
a sm<lll Family with less than a dozen members , 311 of whom arc 
directly reid ted to or personal vassals (one of lhl: three Toturi 
Emperors to date. 
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L"he Minot' Clans 


Ascribing i1 single, uniform philosophy to illl f the ivlinor Clans 
on any giv 'n subje t i' an exercise in ridicu l usness. There me 
Illore M inor Llans than Great Clans in Rokugan, and they vary in 
thei r perspective even more than do their larger cOLisins , if that is 
possible. r rom the rigidly honorable and ascetic Spc1rrOIV to the 
extremely dubious Tortoise, the Minor Clilns rLin the gamut in 
lerms of action and oLillook, ilnd their notions of conflict resolLl­
tion and competition <lre no different in this regard , 

Genera tions ago, the Badger Clan hosted nLimerouS sUIll<li 
t urna lllcnts. The hardy Ichiro have survived over a thousand 
years living in the harsh and unforgiving mountains. and as a 
resul t are a sturdy folk thm greatly appreciate strength. The trcldi­
l ion of thesc tournaments, which were never heavily attended in 
the fi r t plae , fell into disLIse after the Clan's ncar decimal ion 
in the years prior to the ClAn War. Their recent reinvigoriltion 
has allowed them pre I usly unknown levels of wealth, hOlVever, 
an I they helVe recently begun h sting ' uch events again. Un­
Iik many Great Clans . the Badger welcomc ronin in their events. 
They bcl icw that personal power is a measure of 1V0rth, and have 
been kn IVn to offer fealty to those who demonstrate a sufficient 
degree of prowess. For whatever reason, the [c!liro haw come to 
regard l rcngth and prowess in unarmed combat as a measure of 
a person's chmacter, Despite th,lt this has created problems in 
the P<l st, the famil y's Crab descent and relative isolation has not 
allowed an , Iternate philosophy to develop in the time since their 
creation. 

The nascelll Bat Clan has been in existence for so short a time 
that they h,lVe not developed clny uniform philosophy or tradi­
tions of their olVn as yet. Their fOLlnder, however, is a powerful 
shugenja with a rather militanl minclset, and as such Komori in­
structs his students in the nature of tmyu-jiai, the formal duel­
ing rituclls of shugcnja. While the Komori shugenja style focuses 
primarily on summoning and communication magic, instruction 
by a master of the art has resulted in many ,lChieving consider, 
able skill in the dueling procedures all the same. This closelv 
mirrors Komori's belief in strength of will as a defining persona'/ 
chmacteristic , and a measure of one man's ability to achieve his 
destiny. 

The Tonbo me a particularly well-known Minor Clan, allowing 
mostly to the location of the Dragonfly Lands bel\veen the Lion , 
Crane, and Dragon provinces. The recent wars between those dif­
ferent groups have led to the Dragonfly being overrun repeatedly. 
The Clan was very nearly destroyed less than a decade ago, but 
have recovered Imgel)' due to the patron<1ge of the Emperor's son , 
Sezaru. tvtuc!l like their closest allies the Dragon, the Dragonfl y 
have little interest in per onal accoillplishments that require the 
defeat of an opponent. as they do nOI consider it to be ,lIl honor­
able pursuit. Necessity hCls required them to c well versed in 
taryu-jiai , however, ,1S the Dragonfly can ill afford to all w their 
opponents ' accusations to go unanswered, lest they suffer even 
more ignominy. 

The reclusivc and somewhat eccentric Fox Clan have endured 
C( n Iderable scorn LIver the centuries, as their odd customs at­
tr.Kted the ire of the Great Clans during the long abscnce of Lady 
Shinjo's Clan . It W,lS not until the Unicorn returned with their 
vastly different customs and traditions that the Kitsunc familv 
seemed conservative by comparison , and the stigma sLlrround'­
ing them virtually disappeared. The Fox consider oneness with 
nature the ultimate achievement, and Illany aspire to little else, 
Te,SIS f ath leticism are particularly popular ;~mong young samu­

( 

raI, <lIld they have a number of unofficial competitions that me 
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extremely popular among the Family and their close allies , the 
Hare. The Clan produces few bushi, and iaijutsu is nol a popu­
lar pursuit among the few they do possess. Taryu-jiai is popular 
among a small number of shugenja, bUI again is not considered a 
priority by the fc1mily as a whole. 

The Hare Clan have had a difficult history, having been for­
mally disbanded some decades ago due to manipulation by the 
enigmillic Kolat. Despite their rclnstatemenlonly a few years lat­
er, the current Champion lived through the ordeal and h<lS never 
fully recovered from his brief period of life as a ronin, hunted by 
and hunting the Kolat. The Usagi and Ujina families are seen::­
tive. preferring to remain largely apart from the Empire save for a 
few close allies among the Sparrow and Fox. Understandably, the 
Hare greatly prize personal prowess and autonomy. Athle ticism, 
weapons proficiency, hunting, and investigation are all bench­
marks thill the Clan uses to measure the progress and achieve­
ment of their young samurai. 

favored by the Toturi Dynasty and founded by one of Roku­
gan 's greatest heroes , the Monkey Clan are almost universally 
respected among both Great and Minor Clans. Their founder. 
Toku, fully embraced Shinsei's teaching that fortune favored the 
moral ma n , and achieved things in his life that took others gen­
erations or even centuries to accomplish. The Family that bears 
his name seek to live by his example, and its members constant ­
ly push themselves to achieve more. They consider competition 
with other samurai an exceptiona I means of testing themselves, 
and eagerly seck such opportunities out. Their unfailingly posi­
tive attitude and exceptional degree of skill ensures that they are 
welcome at such tournaments throughout the Empire. 

Easily the youngest and perhaps the smallest Min r Clan, the 
Oriole Clan was created when the ron in Tsi Family was granted the 
right to call themselves a Clan following their recovery of Hantei 
XVI's blade from the ruins of Otosan Uchi. Despite their relative 
youth. the Tsi Family has existed for decades, and one among their 
number. Tsi Xing Gao, has ascended to Tengoku as the Fortu ne of 
Steel. The Tsi have a vcry unusual means of measuring personal 
accomplishment, as they consider craftsmanship to be the ulti­
mate achievement. The technique and skill with which one crafts 
items. Illost frequently weapons, determines that individual's worth 
and prestige among the 1: I. TIlis unusual means of assessment is 
unique to the 1:'i, save for perhaps the Kaiu Family and certain 
sects of the Kakita and Shiba Families. 

No Clan save perhaps the Crab arc so grossly unconcerned 
wlt h trivialities as the Ox Clan . To the Morilo fa mily, competition 
serves no purpose other than to demon tra te ne individual's su­
periori ty over another. Toward that end, they engage in it only 
when there is a personal enmity between competitors or the op­
po rtunity for significant person<ll gain. Among themselves, com­
pe titions typically depend upon martial prowess, proficiency in 
mounted combat, or sheer physical strength. Forms of wrestling 
taken from the ancient Moto traditions are still prominent among 
the Morito despite that an enlire ge neration has passed ince the 
Ox were formed from the Unicorn. 

The most traditiona l II/tinor Clan is almost certainly the Spar­
row Clan. Descended from the Crane, the . uzumc Pamily has 
chosen to eschew weal th a nd political power In pursuit of pious­
ness and poverty. Despite this philosophy, the Suzume still con­
sider i~ijutsu an important element f the ir training. The fo us 
ana serenity of the ritual is considered a means of achieving in­
ner harmony, much in the same way tha t ma ny view medita tion. 
In the Sparrow philosophy, achievement In iaijutsu represen ts a 
greater s n c of center and onem:ss with the world around them. 

Suzumc saillurai rarely due l to the death, however, for pointles' 
loss of lifl' is anathema to thell' view of the world. Instead, duels 
to first blood are COllllllon, with inflicting minimal d,"mage on 
one's opponen t considered yet a n ther reflectiun of o ne 's skill 
and achievement. Duels to the death, wh ile rare, do occ ur on 
occasion . vVhen such oc asio ns .His , the Suzullle tend to dem ­
onstrate how their uniqul' phil s phy nevertheless produces du­
elists of except ional skill. 

The Tortoise view interpersonal competition and confrontation 
as a means of a hieving a specifIC result, nlthough that result 
docs nol necessa rily require victory over one's pponent. Indeed . 
the Tortoise arc well versed in the notion th at a carefu lly pla nned 
failure can achieve gre<lt things for them. Failu re has ofte n served 
the Clan well, G1Using their opponents to overlook a nd despise 
the m, qualities that makes it far easier to opera te with u t be ing 
noticed . 

Impettiallnstitutions 
r­
m 
en 

Competition is a necessity for the Imperial Families. It is mere ly >one means, c11beit a prominent one, by which they conti nue to Z 
assert their position as the chief serv<1nts of the Emperor. Wh ile it o 
may seem simplistic to imagine the Imperia l Families c ncemed 
over the outcome of a tournament, there are many individuals ~ 
within the Families that consider it fi tti ng a nd proper for one z 
of their number to take the prize a nd thus prove tha t the Great o 
Clans are not first among samura i. :;.::I 

Cl 
Sapphire Blade Dojo 
Most consider the Seppun a dour f a mily, and such perceptions 	 z 

Vlme not ent irely correct. Despite their long and illustrious history 
of defending the Emperor and his house, the Seppun Fami ly feci 
considerable shame over their perceived fail ures over the past 
half-century. The loss of Ha ntei XXXVII in the Scorpion Cla n's 
failed coup, the kidnapping of Toturi I by agents of the Lying 
Darkness , the numerou assaults on Otosan Uchi that cuiIn i, 
nated in its destruction in 1159, the recent assassi nation of 
the prophet Rosoku by a Bloodspeaker assassin , and cven the 
Emperor's ability to slip unnoticed fro lll the new capital of Toshi 
Ranbo to pursue the elusive goal of Enl ighte nment are, in the 
family's opinion . stains upon their honor. Tha t others do not rc, 
gard these failures as the Fa mily's fau lt means not'hi ng t th 
Seppun; they are by far their own harshest judges . 

The Sa pphire Hlade Doic was constructed within Toshi Ranbo 
very shortly afler the coronation of Totllri III. It was consecrated 
by the Hidden Guard, the Sep pun Fa mily's shug nja, and pro­
tected with powerful wards tha t would curse any who ente red ilS 
doors with an impure heart or d ishonorable intenllons. Whether 
or not these wards are om plete ly effective , no ne ca n say for 
certain. \Vhat is known , h wever, is tha t no student )f Sapphire 
Blade Dojo has yet shamed the Fam ily, and tha t i sufficient for 
thL' elder family members. 

Theoretically. the maste r sensei of Sapph ire Blade Do) is the 
Family Daimyo, Scppun Kiha ru, Although a shugcnJa, Kiha ru 
has always taken an :Jclive role in the training of his Family' 
young bushi. Th old man considers a close relationSh ip between 
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bushi and shugenj<1 iI necessary aspect of the Filmily's future 
success , <1 philosophy doubtless haped by his years of study 
with both the Dragon and Phoenix Clans. In practice , however, 
Kiharu's advanced years .md responsibilities as the Master of Ten 
Thousand Temples, a role in wh ich he serves the BrotherJlood 
of Shins i. prevent him from spending the time he would like 
within the dojo. As a result, much of his duties are passed to 
younger sensei who focus exclusively on teaching. Chief among 
these ind ividuals is the renowned magistrate Seppun Katsura, 
who exclusively oversees the training of the Seppun magistrates. 
Although a relatively small subset of students receive instruction 
from Kat ura, most in the dojo regard him as the master sensei 
because of h is experience ilnd his status. indeed, most other sen­
sei defer to him as well , even though many of them have similar 
histories and oversee far more students. For his part, Katsura is 
only in the dOj a few months a year, and seems to prefer not to 
assume any ,ldditional authority if he can avoid it. Realistically, 
most day to day ad ministration of the dojo falls to the two senior 
sense i, Seppun Hiroko and Seppun Shotaru. 

Dueling i a n important <1spect of every studen t's training at 
the Sapphire Blade Dojo. It is assumed that each student will, 
ill one or even many points during their years of service , be in 
a position to stand against another samurai. From the moment 
their train ing begins, every Seppun is tallgh t to prepare for that 
moment, t steel themselves for the inevitable confrontation and 
to emerge victorious at any cost save that of their honor. [aijutsu 
is of course the most common, given that it is the form of conflict 
resolution endorsed by Imperial law, but all manner of martial 
con fl icts are anticipa ted as well. Social contests are not as em­
phasized , of course, as that is the province of the Miya and the 
Ot 111 0 . SUIl , even the Seppun are not completely unskilled in 
such areas , and there an: courses avail,lble for those stud.::nts 
who desire training In more courtly skills. 

:r.: 
One unique aspect of the Sapphire Blade Dojo is the training of 

a gro up ca ll ed the Legion of the Sapphire Chrysanthemum, The 
men and women of this group are the only non-Imperiill silmumi u permitted to train within the dojo , and they are selected from 
the mnk of the Emerald Magistrates, Imperial Legions, and Clan 
magistrates th roughout the Empire. These individuals are chosen 
for their virtuous nature and their degree of skill. Those who join 
the Legion are given leave by their lords to serve the Seppun 
above all others. and through them the Emperor himself. The 
Legion has no set purpose, but is used as a supplemental force to 
re inforce eppun guardsmen wherever lhey may require it. The 
Legion is most frequently called upon to serve as the sword arm 
of the Seppun magistrates, as the vast majority of Seppun guards­
man arc committed to duties protec ting Imperial assets through ­
out the land and cannot be easily marshaled on short notice. 

f-Iouse of the White CJu"ys£lnthemum 
To ca ll the facilities maintained by the Otomo Family for the 
purpose of training their young students doio is a bit of a mis­
nome r. Rare indeed is the Otomo who is trained in any martial 
endcav r besides the bare minimum necessary to hold a waki­
zashl witho ut emba rrassing the Family. Beyond that, however. 
their lrain ing cons ists excl usively of encyclopedic lore regarding 
th e arious la ns and Families with whom they will interact in 
courrly ' ettings , and the weapons of court: oratory, deceit, and 

manipulation . Of course, they do not refer to their tools by these 
n<lmes, which would be dishonorable, but that is the true essence 
of what they teach at their 'dojo .' 

The House is a relatively recent construct, having only been 
built since the Imperial capital was moved to Toshi Ranbo. Virtu­
ally every Otomo holding was destroyed when Otosan Uchi was 
razed, but their most valuable asset, their influence, remained 
completely unaffected. Kyuden Otomo was reconstructed within 
the Doji provinces, and the two Families' already strong alliance 
was Significantly increased. vVhile their home remains within the 
Crane Lands, the Family has rebuilt the vast majority of their 
essential holdings within Toshi Ranbo. and it was their influence 
that drove the rapid expansion of the city after the coron<llion 
of Toturi III. Once their power base was re-established, they 
promptly created a new training facility for their young and up­
coming courtiers. The House of the White Chrysanthemum wa 
constructed ncar the Great Clan embassies in to familiarize the 
students with their enemies. 

Training at the House of the \"'hite Chrysanthemum is far 
more intensive than most would imagine. Newly arriving stu­
dents are pitted against one another in a series of social exer­
cises designed to determine IVho among them has the strongest 
personalities and the sheer charisma to dominate large groups of 
courtiers. This is done almost immediately after arrival, and the 
sensei usc it to establish a pecking order among each class that 
typically lasts until the students graduate, although it is possible 
to overcome one 's initial failings with exceptional performance 
over time. 

Once a proper ranking is developed among the students of 
any given class, students begin an intensive instruction program 
designed to familiarize them with literally hundred of key indi­
viduals in the Imperial Court and the individual courts of Clan 
Champions. Every aspect of a Clan's political agenda and cur­
rent treaties or enmities is dissected in exacting det.lil that 1V0uid 
shame even the Empire's greatest taclicians. Students are ex­
pecled not only to remember considerable detail about all these 
individuals, but maintain an alVareness of customs and tradi­
tions throughout the lands of various Clans and Families as well. 
Knowing that many will receive posts scattered throughout the 
Empire, the \'Vhite Crysanthemum sensei are unwilling to risk 
p<1ssage of any student they suspect could cause the Family em­
barrassment by committing some faux pas. 

As students near graduation, the dojo hosts a series of vigor­
ous debates among them. These debates arc a mMter of consid­
erable importance to the family as a whole, and it is not uncom­
mon for Otomo to return to the Imperial City from all acros the 
land in order to witness them. In particular, relatives of student 
frequently attend to observe the performance of their kin. As a 
result, these debates are every bit as important to young Otomo 
as major events like the Topaz Championship are to the students 
of bushi dol from the Great Clans. Countless lifelong alliances 
and enmities have been born in these debates, and more than 
one impassioned argument has led to duels by proxy only a few 
weeks or months following the gempukku ceremony. 

In addition to the debates, students nearing graduation par­
ticipate in a number of small-scale court settings created exclu­
s ively fur training pmposes. The sensei invite lesser diplomats 
and ambassadors from all different Clans and host lavish ba n­
q u ts thctt have little actual purpose other than to give their stu­
de nts the chance to in leract with genuine courtiers . TIle various 



0,1I1S ilnd families whose representatives are invited to these 
events are generally content to grant their vassals leave to at­
tend, as it is beneficiill for them in the long run to gain additional 
experience for their own agents - and to take the measure of 
the promising and not-so-promising among the young Otomo 
their courtiers will ultimately have to face. Ultim<ltely, the guests 
have little information of any re,ll benefit to the Otomo, and the 
Otomo students have virtually no information to let slip to t'heir 
guests. OCCilsionally, the sensei of each group deliberately feed 
incorrect information to their students in order to examine how 
the information spreads and what, if any, misinformation among 
their rivals takes place as a result. This pmctice is not a genuine 
,lttempt at a Glmpaign of misinformation, for if it were it would 
be fm more effectively implemented. Rather, it is generally just a 
means of amusement among rival sensei and courtiers. 

Dojo of the Righteous Word 
The lVliya family occupies a strange niche among the Imperial 
Families, and indeed in the Empire ,1S a whole. They arc not 
bushi, although their tmining includes conSiderably more physi­
cal endeavors than their Otomo cousins. Still, they me not court­
iers, although far more sociable clnd diplomatic than the typi­
cally taciturn Seppun. Their role is a strange amalgamation of the 
two, Hnd one that the Miya have mastered in the centuries since 
the foun ler of their Family first swore allegiance to the Hantei. 
[n their role as heralds ilnd as administr<ltors of the Emperor's 
BleSSing, the Miya arc by far the most visible representatives of 
the Imperial Families, perhaps the only one that many Rokugani 
will ever see. This responsibility is not accepted ligh tly, <1nd the 
Miya take their duty of bringing the Emperor's word I the people 
extremely seriously. 

The Dojo of the Righteous Word is an un<1ssuming complex of 
buildings constructed not f<1r from the ancestral Miya lands, and 
is situilted near a small fanning village that serves the Family. It 
is here that young Miya arc brought to be prepared for their du­
ties as Imperial heralds. The duty is a diverse and difficult one, 
and requires years of training in a variety of skills, including but 
not limited to horsemanship, combat, diplomacy and various 
forms of craftsmanship. It is for this reason that j\'liya students 
art' accepted into the dojo at a slightly younger age than man y 
Clans, beginning their studies on average two years bciore the 
youths of most Great Clans. 

Training as an Imperial herald is a massive responsibility. 
None but the Miya have ever performed th i d uty, and there arc 
no recorded instances of non-Miya serving among their numocr. 
The Miya understand that their role is not much ,lppreciated by 
the Great Clans, for there is li ttl e glory in it beyond simple service 
to the Emperor, which all samurai should perform in one degree 
or another, regardk:ss . The Great Cl<lns rarely visit the countless 
tiny villages that dot the countryside in territory that is beyond 
Clan boundaries. They do not sec the isolation that the people 
endure. or the hope in their eyes when the Emperor's Bless[ng <l[­

rives to repair damage done by nature or man. The Clans do not 
appreciate the enormous gift that has been given to the Miya, nor 
the blessings that the Family enjoys simply fro m ful filli ng these 
duties. They arc not the Emperor's hemlds because they do not 
comprehend all that it entails. Only the Miya arc deserving of th is 

roc.n and blessing. 

Beginning students at the dojo first undergo rigorous physical {'j 
conditioning. Th is is a common theme throughout their training, :r 
although it is never so intense as during the !irst six months. The > 

~ 
reasoning for this is quite simple: Heralds arc expected to ride 
throughout the day over a period of Illany clays and still retain m 
sufficient vigor to deliver the mper r's word to his subjects upon " reaching their destination. 'trength Is not important to the Miya , r:­
but stamina is essential to the successful execution of their du­ IT! 

ties. j\'lore than one herald has been saved by superior physical -<
I'T1 

endurance that belied their otherwise unim pre s ive physique. Z..Once the students have begun to develop their physical condi­
tion, their training in oratory and dip lo macy begins. For the most ~ 
part, heralds are expected to be able to convey the Emperor's 

IT! 
proclamations in a clear, expressive m,lnner that leaves little 
room for interpretation. Still. there are always those with ques­
tions, and heralds arc likewise trained to deal with those who 
wish to discuss [mperial edicts afterwards. Granted, few peasants 
would dare to converse with ,1 member of an [mperi.ll Fa mily, 
even the much beloved Miya, but ronin are not uncommon in the 
unaligned lands, and arc generally more antagonistic toward he r­
alds. Even the meekest Miya is trained to be prepared for such 
difficulty and to speak eloquently on the matter be ing d IIv red. 
This is why thar, even though they generally lack the more ag­ C
gressive style of their Otomo cousins, the Miya o ften exce l at. IT! 
vVinter Court, when there is no travel to be had. In preparatl n 
for such occurrences, students of the dojo are pitted against one :> 
another in friendly debates on a regular bilsis. z 

Other than practice in oratory debates, M iya heralds arc not o 
given any particular training to deal with d ue ls or competition 
between samurai. This is simply not something that is part f 
their everyday responsibilities. On the rare occasion I'hat su h 
instances (ome up - and it is almost unhea rd of for an Imperia l 
hera ld to be ch<lllenged to a duel - the Miya typically ch ao 'e 
horsemanShip or athletics as the means of resolving their differ­
ences. 

Minor Clan Institutions 


The ivlinor Clans do not have the same luxuries as their G reat 
Clan counterparts, ,nd can rarely ilfford to devote ent ire insti­
tutions to relative ly frivolous pLlrsuits such as tou rna ment and 
competition. Stil l. the re are do'o within the Clan' that have train­
ing regimes that lend themselves to such interests, When the 
Minor Clans decide tha t they Gln ilff rd the luxury of tra ining 
duelists, they produce fomlidablc compe titors. 

t-Ieat't of the Mountain Dojo 
lust outside the halls of the rebuilt Shiro Ich lro, the re 5t nds a 
m,1ssive stone structure that serves as the J rimar)' dojo for the Ich­
iro Bushi School. Like the lchiro themsclvc ', it is iI stark, forebod­
ing plilCe with little warmth or welcome to it. 1\150 like the !Chiro, 
it is proud and resolu te , and looks as though it could withstand 
anything short of the mort ill realm's complete destruction. 

http:mperi.ll
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During the yems immediately preceding the Clan Wm, an 
arrogant and frustrated young Ichiro shugenja. the only shu­
genj,l born to the Family in several generations, succumbed to 
temptation and summoned an oni. Oni no Hideo decimated the 
Badger Clan holdings. slaughtering nearly three-quarters of the 
khiro Family in the process. The survivors were left with little 
more than ruins and a handful of coins among them. The Family 
fought tooth and nail for survival for nearly 50 yems. and it is 
generally agreed that , had the Clan War not broken out shorrly 
after Oni no Hide 's rampage, the Badger Clan would have been 
formally dissolved by the Imperial Court. 

Fortunately for the Ichiro, that did not happen. The Toturi Dy­
nasty has proven remarkably favorable towmd Minor Clans, and 
even when the Miya and Otomo Families considered dissolving 
the Badger in recent years, the Keepers of the Elements, a group 
of enlightened samurai in service to Shinsei 's descendant Roso­
ku , intervened and aided the Ichiro in revita lizing their lands. In 
the aftennath of this incident, the Badger have been inundated 
with gift from potential allies who wish to benefit from associa­
tion with a Clan , even a Minor Clan , that has captured the good 
graces of the Imperial Court so successfully. These new resources 
have created a massive and rapid rebuilding effort that has. after 
more than 40 years, finally resulted In the restoralion of the Bad­
ger lands 1'0 their former glor ,md beyond. 

Shiro lchiro is the largesl ,1nd finesl of all Badger holdings. 
The fortress was designed with the assistance of Kaiu engineers, 
and is Int 'nded to repel any assault, so that the garrison can 
withstand a Siege for as long as its supplies hold. Due to ils previ­
ous incarnation 's fale, the fortress is also designed to withstand 
assault fr m within as well, even from ,111 opponent ns powerful 
as H ldeo n Oni. It is a foreboding structure, although even its 
superior size does not eclipse the monolithic qualities of the ad­
joining Heart of the Mountain Dojo. 

The dojo appears for everything in the world as if it were hewn 
from a ingle piece of stone. It is angular with <1hnost no soft 
cu rves, much like the Ichiro who tmin there . Because of its de­
sign and c nstruction. the dojo's interior is perpetually ti<lrk. The 
students within train by torchlight, wilh lill ie distinction bl' tween 
night and day while engrossed in their kata. The sensei who teach 
at the dojo consider this an acceptable siluaLion. as Ihey believe 
their students should pay attention to nothing but their lessons. 

The c urse of stu y at Heart of the M ountain Dojo has two pri­
mary paths. First nnd foremost, the doja is Ihe principal institu­
tion for the Ich iro Bushi School. perhaps the oldest bus hi School 
in Rokugan that is not sponsored by a Great Ian. Virtually every 
Ichlr samurai who has ever been was trained in its techniques, 
and since the doja's construction . the malorlty of each new gen­
era tion will be trained with in it. A solid 90% of the Family's samu­
ra i tra in with some bran h of the choo!. whether at its central 
dojo or n of the lesser dojo attached to other l3adger fortresses 
th roughout the mountains. 

The Heart of the MOllnlain also offe r another course of in-
Iruction. one unique to the d )0. In ,ldd lt ion to the ' ensei and 

train ing regimens standardized for the Ichiro bushi. there is an 
advanced class for tudents who demonstra te exemplary skill in 
unarmed combat, particularly wrestling. This is a tradition that is 
do'ely tied to the Family 's belief that physical power is a virlu­
ous characteristic. It began with the Clan's formation, both as a 
urvival necessity and as a means of enlertainment in an envi­

ronment with lite rally aim t il thing else of any value for enter­

taining the rank and file. Over time it has come to represent the 
fam ily's philosophy in an external sense, and is highly prized by 
virtually all Ichiro. 

In the recent months since the Badger's fortunes were finally 
reversed. the Clan has begun sponsoring small sumai tourna­
ments. These tournaments were once quite populm among ronin 
seeking to impress the Ichiro in hopes of gaining fealty or at least 
a paid ,lppointment serving somewhere in the Clan's provinces. 
Other Minor Clans occaSionally participated as well, most no­
tably the Hare and the Mantis (prior to their <lscension to Gre<lt 
Clan status). Great Clans bave not historically attended, although 
since the Badger's rejuvenation there have been a small number 
of Cmb and Unicorn samurai in attendance, as well as the oc­
casional Lion. 

The Heart of the Mountain Dojo's chief sensei is currently a 
scarred and seasoned veteran named Ichiro Zinjuro. His Iwin 
brother. linzaburo, is chief advisor to the Ichiro Daimyo, nnd 
together the two men wield considerable influence within the 
Clan. Political influence is not something that interests Zinjuro, 
however, as he considers himself a pure warrior and ill-suited for 
anything related to court. He is a harsh disciplinarian, but never 
fails to reward those who succeed under his tutelage. For this 
reason, his students are fanaticnlly loyal to him, and many regard 
him as the spiritual successor to the legendary Ichiro Tashimi, 
the only sensei of Ihe Ichiro Bushi style to survive the ramp;lge oi 
Hideo no Oni decades ilgO. Zinjuro took Tilshimi's place after the 
latter's death, and by all accounts he has succeeded admirably in 
a position that no one ever beliewd could be filled again. 

Embassy of the Alliance 
Almost as I ng as the Empire of Rokugan has existed , there have 
been Minor Clans. The l3adger, Fox. and Mantis Clans were all 
created within the Empire's first century of existence, ilnd other 
Clnns have continued to appear over the centuries, particularly 
in the last 100 years. Throughout most of this illustrious history, 
the Minor Clans have been distant allies at best, and outright en· 
emil'S during several particularly unpleasant instances. Because 
of their fractured nature, the Minor Clans have rarely been nblc 
to combine their meager resources to achieve a greater destiny 
Ihan Ihey could achieve independently. This all changed with 
the Clan War. 

The Empire first witnessed what the Minor Clans were truly 
capable of Cl chieving during the Clan War, when the endles Iy 
ambitious Mantis Ian Champion Yoritomo created a coali tion 
of the scattered Minor Clans. known as the Alliance. The Cenli­
pede, Fox, Sparrow, Tortoise. and Wasp all flocked to his banner. 
Tugether. the Minor Clans traversed the Empire, protecting the 
people of countless villages and cities from the ravages of the 
corrupt sorcerer Yogo junzo and his ShadolVlands forces. It was 
in this way thM the Minor Clans finally gained the attention of 
their Great Clan counterparts. but when the conflict ended with 
the Mantis' ascension as a Great C"ln , those who chose not to be 
absorbed into the Mantis quickly returned to relative obscurity. 
For nearly half a century, the Minor Clans labored in obscurity 
again, with several declining nearly to the point of extinction. 

During the second era of the Gozoku conspiracy, a 'f Ul'I)?; 

and idealistic Tortoise 'amurai named Kasuga Taigen managed 
to secure the patronage of the Dragon Clan , Ihrough Daimyo 
Kitsukl Mizuochi, and the Cnme Clan, through Imperial Court 



representative Kakitrl Munemori. With the promised support of 
both !an. Taigen gathered together representatives of illl exist­
ing Minor Clans 81 tha t time. Jv1ceting together in Toshi Ranbo, 
representatives from the Dragonfly, fox, Hare, Ox, Badger, and 
Sparrow CI;ms ;111 entercd into ,111 agreement to work together 
for nlutual gain in the face of conflict all across the Empire, both 
with the 13I00dspeilkers ilnd with the Great Clans fighting one 
another. With the sponsorship of two (.reat Clilns, the newly cre­
ated <l lliilnce W~IS allowed a representative in the Imperial Court, 
normcllly only granted to those /vtinor Cla n samurai as guests of 
a Great clan, and the alliance chose as their ambassador the 
architect of their union, Kasuga Taigen. 

In the years since this new Alliance was created, the Minor 
Clans have only grown in strength. The addition of the Monkey 
CI;ln. the favored vassals of the Toturi Dynasty. was a tremen­
dous boon for the Alliance , as those sympathetic to the Monkey 
me now ,11 least tentatively allied with their partners as well. The 
reccnt creillion of both the Hat ilnd Oriole Clans. both of whom 
have ;lgreed to join the Alliance. has brought even more resourc­
es into the f Id. Taigen 's irrepressible charisma has earned the 
Alliance more allies in court. and ~ave for the pressing danger 
to the Dragonfly from the nearby war between the Lion, Dragon, 
Crane. and Unicorn , the Ivtinor Clans are flourishing in a manner 
unseen si nce the days immediately following the Clan War. 

The principle symbol of the Alliance 's power is their embassy 
in the Imperial City. Constructed only recently. the building lacks 
the size and extravagance that the Grem CI<ln embassies share, 
but for its purposes it is more than adequate. M:my Minor Clans 
maintain a permanent p ition at the embassy, with samurai ro­
tatin~ in and OLII of du ty in the capita l as it suits the Clan's 
needs. The smallest or most rem te Clans do not keep 
pe rmanent staff on hand, but have space allocated to 
the lll for when they need the embassy for whatever rea­
son . The structure contains a sizable dojo and a shrine. 
both to suit the needs of those that \Vork wit hin . and it 
has recently added a small forge as \Veil to acC' mmo­
date the Oriole craftsmen who spend time there. By far 
the most important feature, however. is the massive audience 
chamber that accounts for ncarly a third of the entire build­
ing. The chamber is u ed for meetings with representatives of 
Imperial hlm ilies or Great Clans. but these occur only infre­
q uently. a s lliance personnel tend to visit such prestigious 
Individual in their own estiltes. Instead, instruction is the 
ha mber's primmy purpose. 

Due to their generally remote locntions and lack of interac­
ti n with other Clans, Minor Ian samurai tend to have a less 
dev loped sense oi social awareness. Givcn that the Alliance's 
ove ra ll goal is to advance the posi lion of their Clans in Roku­
galli society. th is is a Significant obstacle to overcome. Toward 
that end. Taigen has gathered the most socially adept among 
the Clans and brought them together to teach others how to ap­
propriately represent the Alliance in the courts of Great Clans. 
These instructional sessions arc not held frequently, as those act­
Ing as sensei have many commitmellls they must fulfill, but even 
during the infrequent weeks of training, gr.:<lt progress has been 
Ill:lde. and courts across the Empire are slowly cOllling to appre­
ciate the greatly improved social acumen the Alliance representa­
tives present. 
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The benefits of this dojo created by multiple Clans lie primar­
ily in the way in which it allow the Minor Clans to share their 
dlv rse experiences and lend each other mutual support. The 
Minor Clans arc scattered all across the Empire, and as such 
have extensive and lengthy contacts with Jifferl'nt Great Clans. 
If an Alliance representative needs to deal with a Scorpion , he 
can seek advice from a Hare, a Fox, or a Monkey. If a meeting 
with the Mantis is necessary, a Bat or a Fox can be consulted , For 
the Unicorn, the Ox hold the answers. This wide array of experi­
ence has afforded the M inor Clans a unique opportunity to gain 
insight into virtually any opponent they might face in a political 
confrontation. 

Still Water Temple 
Once, the Dragonfly Lands had many temples. They were de­
voted to various Fortunes as well as the Tonbo Family's various 
ancestors, their own immediate ancestors as well as their distant 
predecessors among the Dragon and Phoenix Clans. Sadly, the 
majority of these beautiful temples and shrines were destroyed in 
the Lion Clan'S assault during the earliest days of the Four Winds 
era, when the Lion attacked the Dragon as part of their ongoing 
treaty IVlth the Dragon's then-enemies, the Phoenix. A great deal 
of the Dragonfly Clan'S history was lost during that dark period, 
as were the lives of nearly half the Clan's samurai. For any other 
Clan, it would surely have been the death knell. Fortunately for 
the Dragon fly, they had the services of Tonbo Euiko, a shugenja 
particula rly gifted in divination. Thanks to Euiko's visions, the 
Tonbo provinces had been evacuated in advance of the Lion's 
invasion, sparing many lives. vVhen the hostilities ended, the 
wayward Tonbo began returning home, slowly at first, and then 
in greater numbers as the Emperor's son Toturi SezeHu placed 
their Family and lands under his direct protection. 

Rebu ilding was a long and difficult process , and one that would 
have been impossible if not for Sezmu's financial support. At the 
ri me, ne ither the Dragon nor the Phoenix, both tr<1ditionally the 
Dragonfly 'S close allies, were in a position to offer their support. 
The terrible losses that they suffered dramatically reduced their 
need [or Infrastructure, and so much l<1nd that had been previ­
ously buill up was allowed to lie empty or returned to agriculture. 
It was not until the wounds of yesterday were healed that the 
Tonbo finally turned their attention to planning for tomorrow, and 
first among those plans was the creation of Still Water Temple . 

Still Water Temple is the largest temple ever constructed within 
Dragonfly Lands. It was built with what remnined of the Tonbo's 
wealth, as they did not wish to draw upon Sezaru's patronage. 
Instead, they insisted that it should be solely ;1I1d uniquely their 
own creation. Although large, the temple is not ostentatious. It is 
almost monastic in its decoration, and indeed there are monks 
that dwell withi n and service the temple. It serves many pur­
poses for the Tonbo, cllld was even built with <1 fortified outer 
wall in case it might one dny have to endure yet another invasion 
of Dragonfly Lands. Principally, however, it is a temple and a 
d jo for y ung shugenja. The first and thus far only m<1ster sen­
s I Is 'Ii nbo Euiko, the same shugenja whose prediction aved 
the Tonbo from virtual ext inction, and she is revered by her stu­
dents wi lh a fervor lhat is matched only by their devotion to their 
Dellmy . With ulko as the sen cl , the temple's emphasis ha 
turned 10 leach ing divination and prognostication. 

Attempting to divine glimpses of the future through the kami 
is difficult <Ind urn: [ lain at best. The kami are n t limited by the 
linear human percept ion of time . They are immortal spirits, with 

little notion of the passage of time. Thus attempting to convince 
them to reveal things that have not yet happened can be difficult, 
and can often result instead in viewing the past, the present , or 
completely fictional events. Many attempt it and fail. Historically, 
the Dragonfly have been only marginally more successful than 
most, but that changed dramatically with the birth of Euiko. Her 
natural gift o[ prophecy has given her tremendous insight into 
how to achieve similar results through magic. Although most of 
her students can only achieve a fraction of her consistency, their 
ovemll progress has been remarkable. 

New students at Still Water Temple spend months learning to 
meditate properly. Aspiring Tonbo shugenja are taught to allow 
their minds to slip free of their bodies and merge with the spirits 
of Water, flowing throughout the world and touching everything 
simultaneously. Whether this is actually possible is a subject of 
some debate, particularly among the Tonbo's traditional adver­
saries in the Lion. Regardless, that is the goal , and the Tonbo take 
it wry seriously. Once the students have mastered the basic cle­
ments of meditation, only then do they begin to receive instruc­
tion on the act of communing with the kami. 

Although divination is the focus of Still \,yater Temple, it is 
far from the only aspect of training. The Tonbo arc a traditional 
family in most respects, and their emphilsis on vVater magic is 
supplemented with a number of lesser methodologies common 
throughout the Empire. The dueling tradition of taryu-jiai. the 
customary duel between shugenja, is practiced in the dojo. The 
Tonbo arc a peaceful people despite their frequent travails , and 
prefer dueling via avatms rather than actually hurting their op­
ponents. 

Ltjina Torld-e 
Also called Shiro Mcidochi by some, this small building barely 
deserves to be call d a keep, and certainly could never be mis­
taken for a kgitimate Glstle. It is barely larger than the average 
inn or sake house, although it is the largest building in the small 
fmming village of Meidochi. It is here, ncar the heart of Hare 

Ian Lands, that the tiny Ujina Family conducts their business, 
in hiding the training of their warriors. 

The Lljina arc ,1n enigmatiC family, and only their lords the 
Llsagi can truly be said to know anything about them. There arc 
many unsavory rumors surrounding them, as th e tale of Ujina 's 
oath o[ fealty to the Usagi Daimyo raises many questi ns about 
his motives and methods. Still, the lIjina serve the Hare loyally 
and well, and are so rarely encountered by outSiders that their 
nam(' is rarely 011 the Empire's lips. 

One of the primary purposes of UJlna Torid-e is to provide pri­
vate training for its warriors in the arts of quick and deadly con­
frontation . Among the Hare's most vigorous enemies are maho­
tsukai and the last vestiges of the nearly extinct Bloodspcake r 
cult. Such foes operate in shadow . and have the assistance of 
unscrupulous men lVith littie in the lVay of honor. These are the 
foes that the Lljina prepare their samurai to felce, and the meth­
ods they must use arc ne<1r1y as questionable ilS those practiced 
by their foes. Th is, the Lljiml believe, is a necessary evil that com­
bats a far greater threa t. If the few dozen Lljina samurai in exis­
tence must compromi e their honor for the benefi t of thl! Han: 
and the Empire <1S a wh I ' , then so be it. 

The primary form of dueling ta ugh t at Lljiml Torid-e is that of 
knife fighting. I\s Illartia l combat styles go, use of Lhe kn ife is fast 
and de [sive, and the weap n c<ln ea ily be C ( IlceaJ t un til the 
mOlllent the combat begins. The Ujina are trained wi th all l11al1­



ner of knifc-sized weapons, including not only the tilnto ,lnd ai­
guchi, but jitte, s,li , broken-off versions of Imger weapons, and ;1 

number of improvised weapons that could , in theory, be obtained 
regmdlcss of one's location. The ideal result of this training is 
that an Ujin<l will never be without <l close-at-hand weapon with 
which he is exceptionally skilled. 

Once basic weapon styles have been covered, the Ujina sensei 
move on to circumstanti,ll c mbat. I n an attempt to covcr ,1S many 
different concepts ,15 possible , the sensei place their students in 
a variety of outrageous situations and gmdually acclimate them 
to the rigors of fighting under such conditions. Among the more 
arduous situations in which they me placed includc lighting in 
extremely confined sp,lCes, balancing MOp thin beams , fighting 
when submcrged up to the waist in water, and other equally un­
likely scenarios. An additional benelit of such training cxercises 
is a marked increase in bal;lnce, agility, and st;lmiml over time . 

The .:hief sensei of Ujina Torid-e is a wiry, heaVily scarred old 
bushi named Ujina Ataken. Ataken claims to have defeated more 
than 50 men in personal combat, and between the sheer volume 
of marks he bears as well as his nearly superhuman prowess with 
the blade, no one doubts this claim . Ataken considers the skill 
level of his students a direct result of his skill as an instructor 
and, by extension , his skIll as a warrior. Given that , he is a ruth­
less taskmaster <lnd devoted teacher who 1\1 rks long and hard 
to lind rhe proper style nccessmy tl) suit cach of his individual 
students. His ;~pproach tenus to inspire cither slavish devotion or 
unbridled loathing, but the results me always the "lme. 

Ronin Institutions 


There arc relatively felV ronin institutions devoted to the pursuit 
of individual competition , as their interests tend toward surviv81 
mther than personal g.1 0 ry. \"'hile there <He certainly ronin who 
pursue personal glory, but such individuals rarely congregate 
with others. Only when ronin achieve relative success in la rge 
numbers "111 they afford the lUXury of pursuing such frivolous 
interests, 

The Dojo of the eye 
in )'Janoshi Mura 
Nanashi Mum is perhaps the most prestigious ronin settlement 
in all of Rokugan , and it is certainly the most successful. Its prox­
imity to the Dragon provinces, combined with the magnanimlJus 
attitude the Dragon have toward wave men in geneml , has al­
lowed the villag.e to prosper when others like it have failed cat­
astrophically. The Village has narrowly avoided destruction on 
scveralllccasions, but each time the ncar-disasters have Cllll1lved 
the elite gunrds who defend the city, the Eyes of Nanashi, ample 
opportunity to hone their skills through hardship. 

The students at the Dojo of the Eye are well trained in a variety 
of mMtialweapons, and Cllthollgh they place far less emphasis Oil 

, I:.a ano than Illost prominent dojo, they are well-versed in the 
way of iaiju u . \t is their duty to defend th village from all dan­
gers, ~lIld that incl u es defending II honor fr In those who ljucs­

tion it. Over the decades, the Eyes have held a number of quiet 
duels to defend Nanash i Mura from slanderous comments made 
by unaligned rollin, sa murai of both Great and Minor Clans, and 
even a handIul of Imperials. Al l of these duels. particu larly those 
held against Imperials, have been quietly covered up to prev nt 
potential repercussions from the parties involved. 

Although dueling is a matter of concern for the Eyes, the ma­
jority of their martial training focuses on less conventional weap­
ons. The Eyes believe that unconven tional weapons give them an 
edge in confronLalions with others, as it gives them a tremendous 
psycho logical adva ntage. Their enemies tend to underestimate 
them , and they have rarely faced a well-tra ined opponent using 
the weapons the Eyes use . This grants the Eyes a considerable 
adva ntage and allows them to defeat most opponents without 
use of lethal force , something that is in the village's best interests 
over the long term, 

Despite their duties, the Eyes of Nanashi are not a purely 
defensive organization . The village's protection is their re p n­
sibility, and as such they are also charged with ensu ring that its 
inhabitants aIe at least content, if not prosperous. Toward this 
end, the Eyes host all manner of small events that serve to dis­
tract the people of Nanashi from whatever troubles plague them, 
In the years since the Eyes were founded, a separate secr has !::
formed that undertakes this duty specifically to the exclusion of m 
all others. This smalle r secL is sometimes referred to as the V ice V'l 

of Nanashi. While the Eyes oversee the village's physical well > 
being, the Voice watch over the mental well being of Its inhabit­ Z 
ants, o 

In the interests of stability, the Voice maintains a small num­
ber of houses throughout the village that are home to gambling ­
and games of all types. \-Vhile the village as a whole is a virtuous z 

oplace, the Eyes are a practical organization , and they realize that 
vice is inevitable. By controlling how it manifests, they can con­

(.')" trol how it affects the City. Toward that end, thcy have scoured 
the entire Empire in search of every conceivable type of game ~ 
that might appeal to their customers. In the process, they have Z 

V'lmanaged to turn a tidy profit for the village. The games have in 
fact grown to a degree that they have begun to attract a small 
number of unscrupulous characters to the viLlage, but all in all 
the Eyes consider that a small price to pay for an exceptionally 
low crime rate and the increased revenue that the gambli ng hous­
es generate for the village as a whole. 

The Swofd ofyotsu Dojo 
Since the inception of the Yotsu, the tiny Ronin Family has main­
tained a dojo in Otosan Uchi. They were much beloved by Han­
tei XXXVII. for the founder of their Family rescued his youngest 
son from the Bloodspeakers in 1111. Mter the Hantei Dynasty 
fell, the Yotsu continued t hold Imperial favor because of their 
work protecting thc weak and defenseless, a cause greatly valued 
by both Toturi I and II. Their fommes took a turn for the worse, 
however, when Otosan Uchl was destroyed by Daigolsu's forces. 

The ruin of Otosan Uchl and its aftermath were a nightmare 
for the Yotsu, Those who survived the initial attack were whittled 
down to a lean fighting force by the horrors Daigotsu's invasion 
left behind. Thcy refused to leave , however, working tirelessly 
to protect the few left in the city from renegade oni, despicable 
Bloodspeakers, and opportunistic ba ndits seeking to profit from 
the pain of others. In time, however, the environment simply grew 



too dangerous, and Yolsu Seou had no choice but to remove her 
Family to the nearby Southern J-l Llb Village in order to preserve 
what was left of them. 

Recen tly, the Jade Champion ca me to Otosa n Uchi to seek 
out and confront the Ninube enclave there. Yotsu Seou and her 
fa mily ffe red their aid, and stood shoulder to shoulder with 
the Crane during the conflict. Afterwards, impressed both with 
Asahlna Sekawa a nd the late Crane Champion Doji Kurohito, 
Seou accepted the Jade Champion's offer of patronage, and the 
Yotsu moved their dojo to the Crane Lands. There, they were 
finall y given the resources they needed to move their operations 
to a larger scale. 

The only purpose the Yotsu have ever had is to defend those 
who are incapable of defending themselves. This is obviously 
greatly open to interpretation, and individual members are given 
conSiderable leeway in determining how to involve themselves 
In the affairs of others. Because so many members of the fam ily 
feel 1ha1 protecting the peasantry is an important part of the ir 
role , the Family has incorporated d ueling as a vital component 
of their tra ining. This may seem odd at first blush, but when a 
samurai is fou nd a bUSing a peasant, there is no legal recourse 
for any ne save the samurai 's lord to rebuke them. The on ly 
possible means of immediate relief from the oppressor, then , 

is a cha ll enge to a duel by another samurai. The problem with 
this approach is that the samurai being challenged determines 
the form the duel will take, and thus the Yotsu mu st be prepared 
for any eventuality. Typically, however. iaijutsu is the principle 
means by which the Yotsu achieve their vengeance. and this is 
the focu s of the The Sword ofYotsu's training. Still , the dojo offers 
instruction in a wide vmiety of skills that can be used ,15 a means 
of ducl ing. 

Since the Yo ts u rclocated to the Crane Lands. a small I1Llm­
ber of them have been permitted to train with the maste rs at the 
Ka kita Dueling Academy. While the Yotsu have not yet been a l­
lowed to learn the ancient techniques of that illustrious school. 
the lessons they have been granted have allowed them to begin 
developing the ir own variation s, a nd has led to a new a nd stro n­
ger iaijutsu dueling tradition within the Family. 

The Temple of Kal10sei Furudera 
The number of ronin shugenja orders in existence is incredibly 
sma ll . and most number no more tha n a half dozen shugenja at 
IllOSt. Th,lt the order of Ka nosei Furudera has prospered for as 
long as it has , and that it has gained some degree of notoriety 

among the Clans, is nothing less than amaz­
ing, and a tremendous testa ment to the 
skill of its members. VVhile still sillall and 
relatively lacking in resources , the order has 
proven that its ph ilosophies and techniques 



have value, and that recognition by their peers is all they desire. 
The Order of Kanosei lVas founded six centuries ago by a 

ronin shugenja of exceptional skill and insight. This man's name 
lVas K<lnosei , and he turned his back on the samurai caste that 
spurned him for the circumstances of his birth, instead tllrning 
his attention <lnd his talents to benefit other ronin and the peas­
ant classes of Rokugan. His methods and philosophies earned 
him several enemies, some of whom wielded considerable po­
litical clout, bllt Kanosei 's 'lbiliries were such that no one who 
challenged him could defeat him, and his actions provided few 
reasons to levy political power against him. Toward the end of 
his life , Kanosei sought out others who had been ignored by the 
Clans, but who shared his ability to speak to the kami. He ,1Ild his 
followers constructed a temple, wherc he taught m<lny ronin and 
even peasants to harness thcir natural talcnts. Kanosei 's tutelage 
of peasants was met with outrage until the Brotherhood of Shin­
sei and several prominent shugenja argued that if the peasants 
wcre unworthy, the kami would not have spoken to them in the 
first place. Evcntually, the eyes of the Empire turned elsewhere , 
and the Temple of Kanosei Fmudcra was allowed to rcm,lin in its 
quiet seclusion on the shores of Chrysanthemum Petal Lake. 

Today, centuries l<lter, the temple lies well within the bound,H­
ies of the Unicorn Clan LlIlds. The Unicorn have been remark­
ably accommodating, and have not interfered with the ordcr 
whatsoever since their return to Rokugan several hundred years 
ago. Th~ Kanosci have an amiable rclationship with both thc 
luchi and Horiuchi Families, and occasionally cxchangc infor­
mation to benefit both groups. For the most part , however, the 
Kcllloesci kcep to themselves. as they choose to practice a form of 
magic that many consider archaic, or at least anachronistic. The 
Kanosei still cling to the original teachings of their founder, who 
was a rigid purist who chose not to embrace several more con­
temporary theories of magic , instead adhering to a nc ient rituals 
that were well-established when the Great Clans were founded. 
vVhile this has caused many organizations to discollnt them, the 
focus and determination of most Kanosci shugenja is more than 
enough to compensatc for any weaknesses their style may p s­
sess. 

Tmyu-jiai is an important element of Kanosei tmining. The 
sensei at the temple practi e the avatar variation of the rit ual 
exclUSively, as the first Kanosei's teachings eschewed violence 
•Igalnst others at all costs. Due to his numerous enemies, Kano­
sel was forced to duel frequently, and even took an opponcnt's 
life on two separate oc asians because he was givcn no choice. 
Despite this , or perhaps because of it. K,1nosei was adamant in 
hi instruction that the loss of life was a failure on the part of 
c1llyone who claimed to be a priest of the kami. 

The Order of Kanosei hosts irequent, if small tmyu-jiai tourna­
ments. These are intended primarily as a test of their students' 
abilities. and me arranged with the hope of attracting worthy 
competitors from other quarters to challenge them. This prac­
tice has proven highly beneficial for both the temple and the Iu­
chi and Horiuchi. and Kanosei students arc widely recognized 
ilmong shugenja fam ilies as highly competent taryu-jiai duelists, 
even if those who recognize them as such do 0 grudgingly. 

Interestingly, despite their adherence to paCifism. there is a 
strong secondary training clement in hand-to-hand combat in 
the order. This is an outgrowth of their I e relationship with the 
monKs of thc Hrotherhood f Shinse i. who a ttend to and mai nta in 
their temple. Kanosei'_ origi nal teachings ci te several examples of 

how a strong body can help a strong mind and a strong will to 
gain greater focus, and the students of the order have embraced 
that notion with great enthusIasm. Although there is no evidence 
to corroborate the theory, some believe tha t the shugenJa Koan 
that won the Tournament of Thunder centuries ago, and who was 
the first shugenJa to ever win !.hat illustrious tournament, was a 
student of the Kanosei style . His considerable martial abilities 
seem to bear that theory out. 

Imperial, Minor Clan, 
£U1d 'Roni" Sensei 

EPrUN KATSURA, S~N 

Air: 3 Earth: 4 Fire: 4 
Reflexes: 4 

Honor: 4.1 Status: 4.6 Glory: 5.1 

CHOOLIRAN Seppun Guardsman 4/Seppun Magistrate 11 ..,.,
Toturi Bushi ] 
ADVANTAGES: All ies (numerous), Clear Thinker. Social Position 
(Imperial Magistrate), Wealthy -rD I ADVANTAGES: Ideall tic, Obligation (Seppun Dojo, 2 
points) m 

en 
KATA: Standing on the Heavens, Striking as Earth, Striking as 
Void, Victory of the Wind 

KJ LLS: Athletics 2, Battle (Battle Lore) 3, Calligraphy 3 , Courtier 
3, Defense 5, Etiquette 4, Horsemanship 3, laiJutsu 5, Investiga­
tion 6, Instruction (Investigation, Seppun Magistrates) 6, Ken­
jutsu (Katana) 3, Kyujutsu 4, Lore: Bushldo 3, Lore: Imperial 
Families 5, Meditation 2, Spears 2, War Fans 4 

Seppun Katsura is a ma n of contradictions. He admire !.he ser­
vice the Great Clans have performed In the Emperor's name over 
the past 1,000 years, and yet he resents them for how their in­
trigues and struggles have marginalized the Imperia l Familles, 
He genuinely believes that the Imperial Famll!es are the most 
favored of the Emperor's servants , and yet he is d isgusted by how 
many of them are content to permit the Great Clans to bear the 
burden of service t the Emerald Throne while they remain sed­
entary, indulging in excess and luxury. It is an indigni ty he does 
not intend to bear without objection . 

Katsura was born in the peacefu l perIod that followed the War 
of Spirits. As an Imperial serving a th riving Toturi Dynasty, he was 
afforded virtually limitless options for his tra ining. Like most of h l­
Family, he chose to jo in the Miharu, the guardsmen who protect 
the Emperor and his personal holdings. He exc lied at his task, 
but fell as though he was meant for something greater. His op­
portunity came in his fourth year of service in the Imperial City, 
when a crime was committed near one of the Emperor's holdings 
and a Kltsuki magistrate was brought In to investigate the matter. 
The Kitsuki was capable and gifted, but Katsura noticed several 
naws in his investigation and pointed them out. Impressed, the 
Kitsuki offered Katsura the chance to study with his family in the 
Dragon Lands, but the guardsman declined. The next day, when 
he reported to his post. he discovered that another Miharu had 
been assigned in his place. His replacement simply handed him a 
scroll, which contained orders for Katsura to report to the dojo of 
the Seppun magistrates. 

ErpUN MAGISTRATE!; 

Water: 3 Void: 5 

Perception: 6 



Vl Katsura flourished in his studies. He consumed his masters' z every lesson and stayed well a fter the other students had left, 
asking question after question. His instructors first found him 

u 	 engaging, then annoying, and fi nally brill iant. He was awarded 
:s 

a top position with the Emerald Magistra tes immediately upon~ 
o graduating from the dojo, and worked under the Emerald Cha m­
z pion for years, always attempting to restore what he considered 

the lost gJory of the Imperia l Fa milies in the process. -~ After the desrruction of Otosan Uchi, many prom inent Seppun 
o 	 sensei were dead or reti red in shame. Katsura wa ca lled upon 

to serve as the new sensei of the magistrate dojo, and he agreed ~ with one condition: tha t for six months each yea r he would train 
new magi tra tes, bu t for the rest of the year he would continue 
serving a an acrlve magistrate himself. 1ilere was initial resls­
lance to the idea, as many doubted that Katsura could complete 
his students ' tra ining in six months. lime in the Tosh i Ranbo 
dojo ha proven, however, that Katsura can accomplish with six 
months and willing students what other sensei ca nnot achieve in 
years . 

TONB 

Air: 3 Earth: 2 Fire: 3 Water: 4 Void: 5 
Willpower: 4 Intelligence: 5 

Honor: 3.3 Status: 3.6 Glory: 4.2 

VRANK.: Tonbo Shugenja 4/Minor Clan Defender (Shu­
genla) 1 
ADVANTAGES· Great Potential (Divination), Inner Gift (Lesser 
Prophecy) 
DISADVANTAGES: Soft- Hearted, Wrath of the Kami (Fire) 
Spe lls: Banish, Commune, Importune, Sense, Summon; Benevo­
lent Prote lion of Shinsei, Benten's Touch, By the Light of Lady 
Moon , Ca ll Upon the W ind, Courage of the Seven Thunders, 
Ea rth's Protection. Echoes of a Br eze , Elemental Ward, Extin­
gui h , Fires from the Porge, Forgotten Murmurs , Grasp of Earth , 
Ignite . Na ture's Touch, Quiescence of Air, Shatter, Strength of the 
Crow, Symbol of Air, Wisdom of the Kami. 

In addition to the above listed spells, Euiko has almost unlim­
it d acc s to common Water spells. he Illay be considered to 
have a ll Water spe lls in the Legend of the FIve Rings Third Edition 
core ru lebook, and has several uni lie Water spells tha t dupli­
cate Void spell effects. 

KiLlS. Calligraphy 3. Courtier 2, Divination 7, Etiquette 4, 
Horsemanship 2, Instruction (Divination, Tonbo Shugenja 
School) 6 , Medicine 4, Meditation (Zanjil 5, Spears 2, Spellcraft 
S, Tea Ceremony 3, Theology (Fortu nes , Shlntao) 6 

P[OAl.: Euiko's Rank 1 Technique from the Minor Clan De­
fender School allows her to roll additiona l dice equal to her lory 
on a ll Divination rolls, a nd to add her Glory to the result of all 
spelk a ting rolls made using Water. 

Despite her relatively young age , Tonbo Euiko is the most cel­
ebra ted sensei in the tiny Dragon fl y lan's history, riva ling even 
those great heroes who created their Clan centuries ago. This 
repu ta tion is not a function of her bond with the kami, although 
Eulko is among the Empire' foremost practiti ners of divination 
magiC. No, her tremendously high standing among her people 
comes from the simple fact tha t the Dragonfly Clan owes its con­
tinued existence largely to her machinations. 

Elliko was born in the year 1131 , a dire year for the Dragonfly's 
closest allies among the Great Clans. The Naga army that be­
sieged the Dragon Lands swarmed through the Dragonfly prov­
ince. TIle Naga caused no harm , but the experience was nev­
ertheless an extremely disturbing one for the Dragonfly of that 
period. Only a few short months later, the Agasha Family defect­
ed from the Dragon to join the Phoenix Clan, an act that created 
a long-standing rift between the two former allies and placed the 
Dragonfly in the uncomfortable position of having to deal with 
both. It was a tense period, but Euiko's family rejoiced at her 
birth and hoped for a return to normalcy for the sake of their new 
daughter. 

Even as a child, Euiko demonstrated a gift for prophecy and 
divination . Although her talent could not compare to those of the 
likes of Agasha Hamanari , her abilities were still recognized by 
the Dragonfly and their allies , and she was chosen as the special 
student of the Clan's finest sensei. She was awarded a pOSition as 
a lesser sensei within the Still Water Temple less than five years 
after her gempukku, an offer that was unprecedented among the 
Dragonfly. Euiko soon discovered a love of teaching that rivaled 
her unbridled lust for new knowledge. She constantly pushed the 
borders of what was known and understood about h w the kami 
could impart knowledge of future events. It was in th is manner 
that she discovered a terrible fate that was to befall the Dragon­
fly. 

The kami revealed to Euiko a bloody future in which the Lion 
would descend upon the Dragonfly and finally avenge the per­
ceived insu lt they fcl t fo r the circumstances of the Minor Clan's 
creation. Euiko shared this vision with her sensei , who in turn 
took her before the Clan Daimyo. Together, they came to the real­
ization that while the events in Euiko's vision might not come to 
pass, the probability that they would was considerable. For this 
reason, the Daimyo sent many Dragonfly sam ura i throughout the 
Empire on various errands of IItLle or no importance, scattering 
the pa rts so tha t they whole might avoid destruction. It was in 
this manner that th e Dragonfly avoided the dire fate faced by 
their fe llow Minor Clan, the Badger; when the Lion finaJly came 
for the Dragonfly, nly half their number were located within 
their home province. Elliko was among those sent away. Her 
sensei and Daimyo were not . 

Despite Euiko's premonition, the Dragonfly were very nearly 
destroyed by the Lion's assault. Those who were scattered to the 
fOllf winds had d ifficulty returning due to the burgeoning conflict 
between the dead Emperor's four heirs, and the Lion were less 
than receptive to the Dragonfly reconstituting a long their north­
ern border. It took more than a year, and the Intervention of the 
Emperor's son Sezaru, before the Dragonfly were tru ly able to 
recover their losses. Even the hostile Lion dared not attack the 
Dragonfly lands with the threat of retaliation from Toturi Sezaru , 
the most powerful hugenja in the Empire's history. 

Since that time , the Dragonfly have rebuilt. The Daimyo's son, 
Tonb Dayu , has taken his place at the head of the Clan, and 
his ong ing relationship with Seza ru has ensured that no one 
th reatens Ihe Clan. Elliko is now the head sensei of the Still Wa­
ter Temple, a nd has become well known among many Great Clan 
hugenja fa milies throughout the Empire. 



-------- - ---

Tsu. RONIN PHil OSOP ll fR AND SE:NSIJ 

Air: 4 Earth: 3 Fire: 4 Water: 3 Void: 5 

Willpower: 6 Perception : 5 

Honor: 3,4 Status: NjA Glory: 3,7 

SCHOOL/RANK: Ronin Wilrrior 5/Ronin Duelist URonin Yo­
limbo 1 
ADVANTA E$' j\bsolutc Direction, 1\lIies (too numerous to men­
tion). Ambidextrous. Hotei 's Blessing, Leadership, Sage 
DI SADVANTAGe : f\scetic , Small 
KATA: St riking as Earth. Striking as Fire, Striking as Void, Striking 
as \Vatcr, Striking as Wind 

1\.1 Ll : f\thletics 4 , Battle 3, Chain Weapons 4, Courtier 2 , De­
fcnse 6 . Etiquctte 4, Hunting 4. Iaijutsu 6 . Instruction (Iaijutsu, 
Kcnjutsu , Ronin Warrior School) 7. Jiujitsu 6. Kcnjutsu (Katana) 
5. Knives 3 . Kyujutsu 3, Lore: Philosophy 5. Lorc: Ronin Orga­
niziltions 4, Peasant \Neapons 5, Spears 2. Staves 6, Stealth 4. 

Theology (Shintao) 4, War Fans 3 

Therc are many throughout the Empire that have heard of Chi­
ang-Tsu, but no one truly knows the man, A cloak of stories so 
outlandish they could rightl y be called myths surrounds the man 
and his accomplishments. but it is rare to find two stories that are 
the same, Many have sought to ask the little man about his his­
tory, but he never answers with ilnything more definitive than a 
smile , The truth of the matter is that he does not discuss his past 
because . quite frankl y, there is vcry little to discuss, 

Chiang-TsLi was born among the peasantry of a small village 
in an unaligned region of the Empire many decades ago. Life as 
a child and youth was difficult, and before he reached the age of 
twenty, Chiang-Tsu left his family and Village behin t join the 
Brotherhood of Shinsei. The Brotherhood's means of discourag­
ing frivo lous adherents, however, d!d not appeal to C'h iang-Tsu, 
despite his otherwise appropriate mindset. After less than five 
years. he abandoned his oaths and set out into the Empire to 
discover the world 's truths, 

Now, ,1 littk more than half" century later, Chiang-Tsu is one 
of l he most well-known figures in current ronin mythology, He 
is revered as a hero in many cities with a high ronin populalion, 
such as Nanashi Mura, the City of the Rich Frog, and Shut'li. He 
has passed on his knowledge to countless young ronin in need 
of gUidance, and even once offered his counse! to Toturi Tsudao, 
who was at that time the commander of the First Imperial Le­
gion, In the minds of many, he is the greatest ronin mind since 
the time of Su n Tao or even Shinsei. Ch iang-Tsu makes no such 
claims. <'Ind has very reas nable expect'at ions f him -eli and his 
students, He is a gifted wa rri r and a brill ianl teacher, but to his 
mind, he is a simple phIlosopher still seeking the world's truths 
after nearly 50 years of searching, One t.!ay, he hopes, he will 
lind wh'lI he seeks ,md fi nally be ,l ble to qu i t the questiuns that 
constantly swirl in his mind, 

New Mechanics: 

Imperial 


New Advantage: auest of the Dojo 
[a.'anted] (2 poinis, Imperial only) 

LInder normal circumstances, the students of Great Clan dojo are 
violently protective of their Techniques, These are, after all. the 
same secrets their ancestors created, practiced, perfected, and 
protected for generations. and even the most dishonorable indi­
vidual fears the rejection of their i'lncestors, As an Imperial. how­
ever, you are welcome in the dojo of the Great Clans , \,Vhen you 
purchase thi s Advantage , select one Great Clan bu hi Sc hool. 
For the purposes of learning Kata, your ranks in your primary 
bushi School count as Ranks in the selected Great Clan bLlshi 
School , and you may learn those Kata at normal cost. 

r­
mAdvanced School: CIl 

Student of the Ruby Dojo (Sushi) »­
z 

Students of the Ruby Dojo are among the finest samurai from the o 
Emerald Magistrates and the Imperial Legion , Many Imperials 
are among their number. although those who achieve the dis, 
tinction through a political appOintment quickly lind themselves 
out of place in such a merit-based inslUull n, Although it i P s­
sible for exceptionally gifted and politically powerful individua ls 
to train in the Ruby Dojo without any affiliation with the Emer­
ald Magistrates. such occurrences are rare indeed, ant.! typically 
only take place via a personal invitation from either the Emerald 
Challlpion or the Ruby Champion, 

Requirements: 
Ringsffraits: Fire 4, Perception 4, Reflexes 4 

Skills: Defense 4, !nvestigatlon 5, liuJitsu 3, anyone Weapon 
SkIll At 5 

Other: Social Adva ntage (Imperial Magistrate) 

1:'echniques 
RANK 1: T H[ lUST Il EART ANNOT FAil 

Students of the Ruby Dojo learn first and foremost that their hon­
or is the greatest tool at their disposal. S long as they are true 
to their own sense of honor <'Ind t.!uty, they cannot lose their way. 
You mil)' spend a Void Point on any ro ll to substitute you r Honor 
Rank in the place of any Trait or Skill. You may only substitute 
your Honor Rank for I chamclerlsll per roll. N H nor loss ls 
incurred because of this roll. 

RANK 2' THE ! U -r I-l lART CAN N )T r AIL 

The second lesson of lhe Ruby 00)0 I that failu re exists only in 
the mind, Most who fail initially make n attempt to reetliy their 
circulllstancl:, and to Lhc Ruby Champion this is the only true 
failure, Any tillle thaI yuu fail a roll involv ing one of your chool 



Skills, you may immediately make a Test o f Honor against the 
same TN to succeed at the task. This may be done even if the 
ro ll would not incur a n Honor loss. No Honor loss is incurred 
because of this roll . 

RAN K3; 

Versati lity is the greilte I <1 el of a ny Imperial M<lgistrarc, and 
it is thaI qua lity tha t the Ruby Champion attempts to foster in 
all his students. Those who are successful become gifted magiS­
trates. You gain an additiona l action per rou nd . This action may 
be used to make an a lta k. if you wish, or t make a ny olhe r 
Sim ple or Complex Act i n , 

New Path: Ototno Oratot' (Courtier) 
All Orol11o are trained from birth in the arts of manipulation and 
provoca tion, but few achieve the masterful technique taught at 
the dojo of the Otomo Orators. These individuals arc gifted in the 
delive ry of innocuous speeches that nevertheless provoke strong, 
measured reactions in others. The Orators consider debate the 
greate ·t form of dueling, and delight in manipulating opponents 
into dl c urses for which they are ill-prepared. When this tactic 
succeeds, as it often does, the Otomo delivery crushing oratory 
defeats a nd further their Fa mily's agenda in cou rt. Some Miya 
are trained in the techniques as well. but prefer to use it for de­
live ring Iheir herald' messages in a mo re evocative manner, and 
freq uently avoid fomenting confrontation whenever possible. 

Technique Rank: 2 
Path of Entry: Otomo Courtier I or Miya Herald I 
Requirements: Must be a member of an Imperial Family; Sto­

ryte ll ing (Oratory) 3 
Path of Egress: Re-enter the SClme School at Rank 2 

Technique: 'Honeyed Promises 
The Otomo have mastered the fine art of telling others WhM they 
wish to hear, and in resisting the persuasive powers of others. In 
any Contested Social Skil l Roll that requires Awareness, whether 
yours or your opponents, you gain a Free Ra i . YOLI may also 
add you r Air Ring to the tot,~l of all Awaren ' s-based rolls. 

New Path: Seppun Duelist (Bushi) 
The Empi.re widely recognizes the Ka kita a nd the Mirullloto as 
the greates t due lists in h istory. Many Seppun r ent this fact, and 
beli ve tha t their lack of recognition is merely because they do 
nol seek o ut personal glo ry like the o the r Fa milies . Truthfully, 
so few e ppun participa te in d uels that their reputation depends 
heavily upon their status as Imperials rather than their training. 
Even when they me viet rlOu . ma ny belh?ve that their opponents 
cho e t lose rathe r tha n ri k the stigma associated with shaming 
a member of an Imperiol Fam ily, Those who know more a bout 
dueling recognize that the Seppun have powerful techni4ues all 
thei r own tha t may well be a ma tch f f other prominent dueling 
Families. 

Technique Rank: 3 
Path of Entry: Seppun Sushi 2 
Path of Egress: Seppun Bushi .) 

Technique: A Steady +-Iand 
The Seppun duelists are trained to focus on the ir opponent to the 
exclusion of all others. They fight not for themselves, but for the 
honor of the Imperial Families, and success is the only thing that 
matters. You gain an additional number of Void Points per day 
e4ual to your Status. These may be used to augment rolls, gain 
additional opportunities to Focus, or inflict damage on an oppo­
nent after the mutual strike. Outside of a duel, these Void Points 
may only be used to augment damage rolls made when wielding 
a katana, as per that weapon's rules 

New Path: 

Seppun Duelist (Shugenja) 


lu t as the bushi of the Scppun Family embrace the ir role as 
duelists defending the Emperor's honor, so too do the Hidden 
Guard look upon their role as the Emperor's private shugenja 
as a sacred duty. Few chambers in the Imperial Palace have n t 
been prepared by the Hidden Guard as potential locations for a 
tMyu-jiai duel. These preparations are not immediately obvious, 
and e1l1Y shugenja that would dare initiate violence within the 
Palace walls would be greatly surprised to find themselves drawn 
by the powerful Seppun enchantments into a taryu-jial duel that 
they cannot refuse. Those few who have been the victim of such 
preparations rarely survive to disclose their discovery. 

Technique Rank; 3 
Path of Entry: Seppun Shugenja 2 
Path of Egress: Seppun Shugenja 3 

Technique: A Focused Mind 
The Hidden Guard embrace all the mpire's tmditions, includ­
ing the anc ient practice of taryu-jiai. Imperial shugenja duelists 
defend not only the honor of the ImperiCl I FCllnilies, as do their 
bu. h i brethren , but they also serve to defend the Emperor's body 
and spirit as well. You may make a Contested Void Roll with an 
opponent to initiate a taryu-jiai duel without the need for a ritu­
ally prepared circle. If successful, the duel is initiated regardless 
of yo ur opponent's consent. You also gain as bonuses a number 
of <1 ddltlonal rolled dice equal to your Status (+ IkO fo r each full 
Status R,lI1k) that YOll may distribute as you wish during <1 la ryu­
jiai duel. Once one of these bonus dice has been used during the 
duel. it is lost until the next time a duel is initiated. 

New Kata: In t-Iantei's Honor 
PREPARATION lME: 30 minutes 
DURA ION I 0 minutes 

Despite the demise of the Hantei Dynasty, the name of this Kata 
has never been cha nged. Doing $ , the Seppun reason, would 
be gr ssly disrespectfu l to the ma ny Em per rs their ancestors 
served , and they have no wish to offend. This Kata focuses the 
mind on the sacred duty <It hand, and allows a guardsman to 
me n tally overcome his injuries and press on toward the fu lfill­
ment f his destiny. regardless of what da mage he has suffered. 

--~-=------~-~~-~-~~~===~==~- ~--------- - ------ - - -- -_.­



RAN K" Scppun Bushi j , Toturi Bushi j 

OiT 2 
PlOAL None 

FFrlCT' Your \'\found Penalties cue reduced by an amount equal 
to your Honl)r Rank, 
VOID, Nonc 

New Kata : 

Chrysanthell1uh' Petals ill 'Rain 


TIME: 60 minutcs 
DURAT I >N: 180 minutes 

This K,lla is an outgrowth of Scppun Guardsman training, which 
cmphClsizes that one mCln must be able to eliminate multiple op­
ponents if necessary to defend the Emperor, II teaches unique 

ivision of f"cus and the speed needed to strike more than one 
target in rapid succession, 

RANK: cppun Bushi J, Totu ri Rushi 3 
o ' 0 

~r "IAL May only be performe with a katc1n<1, 
I:H l :T. \fter making an Mtll k I' II while thi s Kata is active, you 
m,ly divide y"ur total between 2 or more targets within range, 
This counts as <1 singlc nttack for the round, You cannol spcnd 
Void Points on damage roll while th is Kala is active, 
VOID None 

New Mechanics: 

Minor Clans 


New Path: Minor Clan e.xplorer 
Some Minor Clans do not feel bound by the same rigid responSI ­

bilities as other samurai families, Some have their meager lands 


r' 


m­
;. 
Z 
o 

well tended by loyal peasants and have a bit more freedom to 
travel than other Minor Clans. In particular, the Hare , Monkey, 

and Fox clans are well known for their tendency to travel and 
experience the Empire before accepting the duties tha t will 

dominate their adult life, In fact , Clan leaders often en­
courage th l type of behavior among their younger sam­
urai, lVell aware that their youthful experiences often 
help forge a stronger steel in their soul s, and make them 
even more effective vassals during their mature years, 



Technique Rank: 2 (3 for shugenja) 
Path of Entry: Usagi Bush i I , Toku Bushi I, or Kit sullc Shu ­

genja 2 
Path of Egress: Re-enter the sa me Seh 01 at I Ra nk high!:: r 

Technique: f\ Soul of Nature 
You enj y nothing more tl1a n pit ting yourse lf against the forces of 
nature, striving to prove yourself the equa l of th is realm you call 
your home, You gain a Free Raise on a ll Athkt! s, Defense, and 
Hunting roll , You may have one additional Emphasis ilbove the 
normill allowed amount for each of these Skills, 

New Path: Kasuga Deceiver 
Nothi ng in life comes easily to the Kasuga Family. The odds 'He 
stacked against them in virtually every endeavor they under­
take, bUI they always relish their status as underdogs. Risk is 
thei r addiction. and the pc"l of d ishonor tha t h.mgs ove r them 
is meaningless when compared to the thrill they ach ieve when 
overcomi ng ,1n opponent. Despite their love of ri sk and flaunting 
tradlti n. however, the Kasuga arc not so fooli -h as to overlook 
opportun itie r gain an advant<lge . Regardless of their tmini ng, 
prominen t Kasuga arc often schooled in the art of exploitation 
and underhanded tact ics, and usc these secrds to te rrible effect 
again t their opponents. 

Technique Rank: 2 
Path of Entry: Kasuga [lushi 1 
Requirements: Deceit (Lying) 5 , Honor Rank of 2 or 10IVer 
Path of Egress: Kasuga Bushi 2 

'Technique: Dishonor'S i-Iarvest 
The Ka uga me an odd Fam ily, and one that embraces dishonor­
able practices when it benefi ts them to do so. The Deceivers are <1 

small ert, cho en from the finest and least scrupulous members 
of the Ka uga Bushi School. Their purpose is to champion the 
Fa mily's in terests no mailer the cost to their personal honor. You 
gain a Free Ra i e on all Deceit Rolls . Additionally, you do not 
need to spend Raises to use the Feint Maneuver, and using the 
Disarm Maneuver requires only 2 Raises instead of the normal 
3 . 

New Path: Oriole CraftsmQn 
The Tsi Fam i! had a reputa tion as master smiths long before the 
Oriole Ia n was cre<lled, nnd now that they have the resources 
they have een lacki ng for centuries, they have finally begun to 
expand thei r techniques to incl ude more than simple weapons 
a nd a rmor. Such things remain the ir overwhelming focus, of 
course, but more genera l trends toward mtisanship have begun 
to develop within the family. 

Technique Rank: 2/3 
Path of Entry: Tsi Smith 1 or any Ronin School at Rank 2 
Path of Egress: Re-enter an clppropriate School <ll 1 Rank 

higher 

Technique: Tools of the Fortunes 
ince their reforllliltion as the Oriole Cla n , the Tsi have only in­

creased their skill at craftslllanship , and have branched out into 
m.my new arec1S in order to increase the fortune s of their nascent 
Clan. vVhe n crafting items (according to the rules found in the 
Legend of tile Five Rings Roleplaying Game Third Edition core 
rulebook , p. 179) the Rnises you must make to achieve either 
increased quality or quantity are reduced by I , ro a minim um of 
1 Raise for any given effect. 

New Path: 
Minor Clan Sumai Master (Bushi) 

The Badger and Ox Clans relish the joy of defeating an opponent 
with one's bare hands. Victory without relying on a weapon is the 
gre,ltest test of an individual's merit, in their eyes. They eschew 
politiC<ll power ,1nd focus instead on what they can feel and touch 
with their bare hands. Tow.1rd that end, their primary bushi dojo 
have a rigorous hand-to-hand regimen that are home t'o some of 
the most celebrated wrestling sensei in the e ntire Empire , riw1ling 
even those of the Crab Cla n. 

Technique Rank: 2 
Path of Entry: Ichiro Bushi 2 or Morita Bushi 2 
ReqUirements: Strength 3, Jiujitsu 4 
Path of Egress: Re-ente r the same School at 1 Rank higher 

'Technique: Channel the Mountain 
Few samurai in the Empire tolerate the touch of another with­
out permission. Yet the Jchiro and Morita exalt in defeating an 
opponent with little more than one's bare hands . To such men, 
dispk1YS of physical dominance arc the ultimate expression of su­
periority over an opponent. When making an Agility/jiujitsu Roll 
to initiate a grapple, every Raise you make to strengthen your 
grapple gives you 2 Free Raises on the subsequent Contested 
Raw Strength Roll, rather than the usual I. 

New Path: Suzume Duelist (Bushi) 
Though few recognize the quiet , scholarly Suzume as skilled du­
elists , the truth is that they have lost very little of their skil l since 
the family was split from the Crane Clan ce nturies ago. Indeed, 
their pious and meditative nature has given them new ins igh ts 
into the nature of iaijuLSu, and has made them all the deadlier f r 
it. That no one recognizes their true abilities only gmnts them a 
further advantage on the dueling ground. 

Technique Rank: 2 
Path of Entry: Suzumc Gushi 1 or Suzume Storyteller 1 
Requirements: laijutsu 3 , Meditation 3 
Path of Egress: Suzume Bushi I or 2 (whichever is appropri­

ate) 

Technique: Soul of Certainty 
Suzume duelists fi nd the ir center th rough mcdita li n and focu s . 
They seek not persona l gl ry, but the harml1ny of spirit that settles 
over them as they ente r the d ueling stance. For them. viCTOry has 
nothIng to do with 'm opponent's defea l, bu t rather the ach ieve­



ment of victory lVithin oneself. vVhen panicipating in an iaijutsu 
duel, you may spend a Void Point to substitute your Meditation 
Skill for yom Iaijutsu Skill on any I roll. You add your Meditation 
SkHl to the total of all Focus rolls made during ,1 duel. 

New Path: 

Taryu-Jiai Duelist (Shugenja) 


Minor Clans do not historicilily have a reputation for gifted 
shugenjil. There have been a handful of exceptional individu­
als throughout history that have gained prominence. but for the 
most part. they are dismissed by the shugenja families of Great 
Clans. To some, this is an offense that cannot s tand. Toward that 
end. they take every possible opportunity to demonstrate their 
a b ilities, though without ma king enemies of an opponent that 
could crush them without effort. Taryu-jiai is the perfect oppor­
tun ity to do exactly that, and many Minor Clan shugenja train 
throughout the year for the rare ch"l nce to defeat a Great Clnn 
shugenja in a formal duel. 

Technique Rank: 2 
Path of Entry: Any Minor Clan Shugenja School at Rank I 
Requirements: Spelleraft 3. Theology 3 
Path of Egress: Re-enter the same School at Rank 2 

'Technique: 

'The Blessings of'Lengoku 

The Minor Clan shugenja Families enjoy the opportunity to prove 
their abilities in formal dueling situations, an opportunity that is 
I'mely afforded otherwise. When assessing an opponent prior to 
a taryu-jiai duel, you gain a bonus to your roll equal to 5 + your 
[nslgh t Rank. Additionally, you may sclect any I Ring when the 
duel begins. For the pmposes of the duel. that Ring is cons idered 
to be I Rank higher. 

New Kata: The Crushing €al'th 
PR[I'ARATI )N TIME: 20 minutes 
DURATI N' 60 minu te 

The Ichlre family prizes physical power above all else . Those 
wh partici pate in the rigorous physical condit ioning their tra in ­
ing sessions include lea rn the means to foc u the ir mind to ignore 
the pu nishing effects of combat, focus ing ins lead on nothing less 
than t'he "omplete destruclion of their enemies. 

RANK: Ichiro Bu h i 2 
OST' 4 

SHClAL Mu ' t have Strength 3 r greater 
EFf E ; You gain .1 +2kO da mage bonus 1'0 all Unarmed Attacks. 
Y u suffer a - I kG penalty to a ll In itiative Rolls. and yo ur TN to 
Be li lt i reduced by 5. 
VOID: None 

New Kata: 'Reichih'S Sta.\ce 
rREPARATIO T IME: 40 minutes 
DURATJ N 150 millLltes 

The Usagi family's dojo includeS extensi ve calisthenics tra ining 
designed to increase the speed, dexterity. and overall athleticism 
of those who train there. 

RAN K: Usagi Bushi 1 
OST- 2 
PLCLAL: None 
rFEeT' You may substitutc your Athletics Skill for your JiujitSLi 

Skill when making unarmed attacks. 
V ID; None 

New Kaia : One Soul's 'tl'iut't\ph 
PIUPARATION TIME: 30 minutes 
[)URATt N; 60 minutes 

Perseverance and determination are rhe keystoncs of the Toku 
Family philosophy. and nowhere is this as evident as in thei r 
fighting style. Toku bushi have been known to achieve success 
in the face of ccrt,lin failure. against odds that any convince a ny 
a ne man to withdraw and fight again another day. 

RAN II.: Toku Bushi I 

U n r; When spending a Void Point to negate Wound Pcna l­
ties . t he effect lasts for a round rather than a single rol l. >VOID None Z 

U 
New Kata : 'Ride with the 'thunder ~ 

PREI'ARATI N IME; J O minutes z 
DURArION; 120 minutes o 

n 
~ Like their Unicorn progcnitors. the Ox believe in the ovenvhelm ­


ing power of cavalry to decimate an opponen t and leave lhem 

shattered. broken . a nd utterly unprepared f r the arriva l of in­

fantry. In particular. the ivlorito Family specializes in devasta t­ z 


Vling strikes as they ride past an pponent. never stop ing in thei r 
relentless onslaught. 

RAN K. Morito [lushi 1 
o T. 4 

.· "t IAI; Must be used with a polearm. no-daehi, or im ilarly 
sized weapon 
LFn . When attacking from hor eback. you may vollln tarlly 
reduce your attack roll by any amount. The tot.11 f you r da m­
age roll is increased by the same amount. Yo u must declare the 
amo unt by which you arc reducing your attack ro ll prio r 10 mak­
ing the rol l. 
VO ID None 

New Spell: Visions of the Future 

(Dt"a Y'-_C_I_a--'n)'---____ 


lUMENT; Water 
MASTERY- 3 
DURA1 ION I minute 
AREA or [rHCT; Se lf 
RAN : Sl' lf 



Although it is less dependable than the natural gift of foresight. 
nor as accurate as the results achieved through Void magic, some 
among the Dragonlly Clan possess the abil ity to perceive things 
that have not yet come to pass thro ugh communion with "Vater. 
These vis ions are genera lly vague and easily Influenced , but they 
are stili helpful to those that know holV t affect them. When yOu 
cast thl ' sp II. you I11l1Sr gaze into;1 pool of · till w<1tcr. Wh ile you 
do 0, YOll will sec porten ts of things yet to come. Impending 
violence wil l appeilf as hazy images of batt le or dea th. D'lIlger 
freq uently appears as ll1enacing figures lurking in the shadows. 
Love appears as a beaut iful woman. Other omens vary, but gen · 
era l impressions of the futll re are possible. 

N ew Spell : 

Soul of lite I<.itsune (Fox Cion) 


It EMEN r: Earth 
MASTIRY: 2 

DURAl tON: I hour 
AR[t\ )F FHCT; Self 
'RAN ,E: Self 

The Kilsune Family has a , strange, otherworldly bond with the 
spiri ts tha t dwe ll within the mysteriolls Kilsunc Mori . The closest 
bond, of our e, i with the kllsunc. rhe f x pirits whose nilme 
the amily took a their own cen turies ago. By calling on the 
power of the kitsune, which Lruly belongs to Chikushudo and not 

the mortal realm, a Kirsune shugenja can cast off the form of man 
and adopt that of a fox. Fm the spell 's dura tion. you phYSically 
tra nsfo rm into a iox. Your Rings and Tra its mix with the fox's, 
keeping the higher of the two. The stat istics for a fox can be found 
in the Legend of the Five Rings Roleplaying GamlC Third Edition 
core ru lebook, p. 279. 

New Mechanics: Ronin 

aambling Rules 
Gambling is a popular form of entertilinment in Rokug<m. for 
some, it all ows the m a taste of the risk tha t they may never expe­
rience on the ba ttlefield. or perhaps that they arc afraid to face in 
the firs t place. For others , the risk of a Uny handful of oi n a nd 
a feverish prayer to Daikoku, the Fortulle of Wea lth. is the only 
opportu nity they wil l ever have to better their lot. Still others sim· 
rly fi nd enjoymen t In the thrlll of tak ing somethi ng that is their 
by righ t and laying it on the line. Regardless of 'why ', countless 
thous.:mds of men and women visit gambling houses all across 
the Empire . both legal and illidt. 



-------- ------ - ---- -- - -

Gambling is a pmticularly popular pursui t a mong ronin . When 
such men have funds available, they tend to spend them wilh 
complete disregard for their long-term benefit, thrOWing away 
much of their hard-earned relVard on sake , gambling, and the 
company of disreputable geisha. Because of this, the Imljority 
of gambllng houses across the Empire fall under the province 
of groups or individuals that deliberately target ronin and o ther 
we<lk-IVilled members of the sam urai caSle . Some ronin , such 
a s th se m,lintaining gambling hou ses in the Village of Nanashi 
Mura , r<'sent this practice, seeing it as li ttle more than naked 
predation . These men, instead, sponsor ga mbling a s a diversion. 
and attempt to lessen its detrimental effects on others. 

Rules for gambling can be as simple as a Contested Roll using 
the appro priate Games Skil l. However, more advanced rules that 
actually simulate the rules of the game being played can create a 
m re immersive experience, which is always a positive element for 
any c.lmpaign . Below are rules for SOllle of Rokugan's most com­
mon games of chance. 

Fortunes & Winds 
Fortunes & vVinds Is the most popular and common dice game in 
Rokuga n, an I is played daily in hundreds or thousands of gam­
bling houses ac r 5 - the land. (t is played \ It h five ix-s ided dice, 
four of one color and a fifth of a different color_ The four matching 
dice are known as the Air, Earl h, Fire , and Water dice. The fifth 
tlie 1- called the Moon die. E'lCh die has a number of different 
faces so that they C<lIl create a varie ty of comblnallons wh en the 
lot a re cast. The faces arc as follows: 

Air: Air, Air, Air (1-3). South , SOUlll (4-5), Bird (6) 

Earth: Ea rth , Earth, Earth (1-3), North , North (4-5). Rice (6) 

Fire: Fire, Fire, Fire (1 -3), West. West (4-5), Tree (6) 

Water: Water, Water. Water (1 -3). East, East (4-5). Fish (6) 

Moon: Void, Void (1-2). Fortunes , Fortunes (3-41. Sun (5). 
Moon () 

Those playing Fortunes & vVinds place their bets with a Ban k­
er, who oversees th game a nd the rolls made. \lVins arc paid 
out y the Ba nke r, and losses arc collected by the I\ankcr. In 
Ie s formal se ttings , such a impromptu games between acqua in­
ta nces , the player willl the largest pile of winnings plays the role 
of Banker, \,\Then <1 player's turn comes up in the game. he places 
• bet o n his roll. with an equal amount in a second bet thelt is 
"for Lady ~100n." Olher players who arc <lw<liting their turn may 
place bets as if they were the shooter, or they may place s ide bets. 
. ide bets are addressed b<:' low. Till! goal of Fortu nes & Winds 
Is f r the shooter to achieve one of the fo llowing combinations 
within three th rows of the dice: 

Fortunes & Winds: North , East. 'Nest. Soulh , Fortunes. Pays 
4 to I. 

The Lady's Breath: North, East , West.. outh , Lord SUIl , Pays 
·1 to l. 

Empty Winds: North . Eas t. West , South , V'id. Pay 2 to I. 

Shinsci 's Blessing: Ea rth, Wa ter, fire , Air, Void . Pays 2 to I. 
The Lady's Tears: Earth . Water, Fire , Air, L rd Sun. Pays 2 to 

l. 

Seven Thunders: Emth, vVater, fire, I\ir, I'ortunes. Pays I tu 
l. 

After all bets arc placed. the shoote r ma kes three sepmate rolls . 
If he achicws one of tjle above comb inatl ns on his first roll, 
he wins double the listed am unt. If not, he may se t aside up to 
thre dice and roll the rest up to twic more. The Moon die must 
be rolled every time. If the shoote r fails to ach ieve one of the re­
sults i1b ve after three rolls, he fo rfeits his bet, relakes his wager 
for Lady Moon , ,lnd pa ' es the dice to the player on his left. If at 
,lny point a playe r's Moon Die ~ II Lady Moon , he lose all his 
bets and his turn ends immediately. 

Daikoku's Belly - This s ide bet Is popula r. and is a wager that 
the current shooter will roll a winni ng comb ination_This is a 3 to 
2 bet. A player may also wager tha t the current shooter will lose, 
which is a 2 to 3 bet. Betting that a shooter will lose, however, is 
considered bad luck and can draw the .m ention of the Fortu ne 
Da lk ku. 

Lord Sun 's Tea - This side bet hinges on whethe r or not n 
given shooter will make three rolls during his turn. It is an even 
odds bet, with an oppo.lte num ber bet ca lled Hungry Moon. 
Hungry Moon is even odds , a nd is a wager that the sh o ter will 
only roll once or twice. If the shooter rolls Fortunes & VVi nd 
while another player has a Hungry Moon bet in place, that side 
bet is cancelled. 

Oichu-Kab« 
This is one of the more popular ard games in Rokuga n. ma t 

of which were adopted from gaijin games introduced during lhe 
period prior to the Battle at White Stag. After tha t confrontation, 
fore ign playing cards were ba nned but new Iypes of card decks 
we re created to take their place . The most common of these are 
the kabufuda deck, which uses nume ric suits, a nd the ha na fuda 
deck, \Vh ich uses flow · r su its_ B th decks are made up of small. 
stiff cards and con ta in 'ither 40 ards (kabufuda) or up to 75 
cards (hanafuda). Oichu-ka bu can usc either deck of ards , al ­
though kabufuda gelmes arc by fa r the mos! common. 

Oichu-kabu i - played with num eric suits. The kabufuda decks 
consist of four suits of cards , eelCh identified by a preli ' nu mber: 
I , 2, 3 or 4. _,1(h ca rd in a sull is also identified by a unique se­
ries number, so that, say, the cards in the " I" set w uld be num­
bered 1-1 , 1-2. 1-:\ a n so on through 1-10. A c min 11 kabafuda 
variation numbers the cards 10-1 9 instead of I-1 0 . Each player is 
dealt I card at the sta rt of a hand , and the players take turns ca ll­
ing for more cards to be dea lt to them until they choose to stop or 
must stop under the rules. The goal of the game is t accumulate 
cards with a total series n umber value of 9 without g ing over, 
Cards with double digits a re assigned a va llie cllual to the final 
digit in its num ber (11 10 I w rth 0 , I I worth I, et _), Every player 
must w:1ger a predetermined amount in order to play a hand. Ill! 
the winner of the the hand takes the ent ire pot. (n ca e of tics . the 
pot is evenly split betwe n the winners. 

The ha n,l fu la deck u cs flowers 1.0 Id ntlfy suits Ins tea d of 
numbers. a nd consists of live ' ults of fi ftee n mds each, num­
bered 1- 15. The Jules arc the same as in the kaba fuda version of 
the game, bUl the deck size' and different numbering scheme ob­
vious ly chnnges the ca lculLls o f the game by in reaSiJlg the num­
be r of low-value cards. Serious oichl- kabu players tend to I ok 
down their noses a l ha na[uda , feeling that this characte ristic re­
duces the tension and challenge of the game. 

~ ~~---~-~~====~=-~~~ 
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New School: 

Master of Ciames 

(Roni" Courtier) 


The most prestigious and successful members of the Eyes of 
Nanashi, those who are secretly called the Voice of Nanashi by 
cerWin members of the org,lnization , are colloquially known as 
the Mru;ters of Games. These men and wome n a re responsible for 
overseeing the socia l agenda that permeates Nanashi Mura and 
retai ni ng the city's peaceful ,md prosperous atmosphere. They 
specia lize in deception and redirection , and their dutic:; include 
manipulating events in the village's gambling houses so thiolt the 
patrons remain content, yet lose a sufficient amount of money to 
fund the vi ll age's ongoing activities. 

This School is designated as a Ronin Courtier School. Although 
the f II wing Techniques are specifically designed to represent 
the courtiers that serve the village of Nanashi Mura , there is no 
reason that they cannot be used to represcnt other ronin who 
have lea rned to survive on their own or with small groups of oth­
ers. 

Benefit: + J Awareness 
Honor: 2.5 
Skills: Courtier, Defense, Etiquette , Games (any one) 2, Lore 

(anyone) , Storytelling 
Outfit: VVakizashi, tanto, kimono and sandals, tfi1veling pack, 

2 bu 

Techniques 
RANK I. T MASTER TII[ GAME 

Those who train with the Voicc of Nam1shi learn that odds and 
proba bility extends well beyond games oi chance and into the 
realm of politics. By carefully observing and anticipating the ac­
ti ns of others, members of the Voice can gain keen insight into 
their opponents' intentions. Select anyone Games Skill you pos~ 
sess. W hen making a Social Skill Roll, you add your Rank in this 
Skill to the rotal of all such rolls. 

You al'o gain a bonus to all Courtier Ski ll Rolls equal to your 
Fire Ring. 

RANK 2. W I NDS & rORTUNE 

A.ny true master of games knows how to assess the odds of suc~ 

cess . A number of times per day equal to your School Rank, you 
may know the TN of any roll before I' u make it. \lVhen making 
Contested Rolls, you may first make a ontested Raw AWrireness 
Roll ; if successful, you may learn how ma ny dice your opponent 
will be roll ing and keeping before the roll takes place. You may 
not back out o f the confrontati n that occasioned the Contested 
R II based on Ihls knowledge , but you may take further action to 
a ffect your roll or your o pponent 's. 

You also add gain a bonus to all Etiquette Skill Rolls equal to 
your Wate r Ring. 

---~ 

RANK 3: fOR YOUR OWN rAT[ 

The Voice of Nanashi believe that fortune is forged rather than 
found. You may spend a Void Point in order to immediately re­
roll any failed SOCial Skill Roll. There is no limit to the numberof 
tim.:s you may do this ap,ut from the number of Void Points that 
you have remaining. 

You also gain a bonus to <111 Courtier Skill Rolls equallo twice 
your Fire Ring, replacing the benefit from Rank I. 

RANK..J.' DUEliNG THE FOR1UNf 

Opportunity comes to those who are willing to take it. You gain 
an additional actillll per round. This action may not be used to 
make an attack, but it may be used to take any other legal avail~ 
able action. It may be an action of any type: Complex, Simple o r 
Use Spcci<11 Abilities. 

You also add gain a bonus to all Etiquette Skill Rolls equal to 
your twice your \,yater Ring, repl<1cing the benefit from Rank 2. 

RANK 5: rORTUN I fAVOR THE BOLD 

Fortunc smiles upon those who are bold enough to seize oppor~ 
lltnity when it presents itself. Once per round, you may spend 
,111 of your Void Points after failing a roll by up to 2S points. This 
roll is immediately converted to a success . with a number of Free 
Raises equal to your Void Ring. 

You also gain a bonus to all Courtier Skill Rolls equi11 to 3 x 
your Fire Ring, replilcing the benefit from Rank 3. 

New Path: 

Kanosei Duelist (Shugenja) 


The Ord r of Kanosei Furude ra relish the tradit ion o f laryu-jla i 
as a mCflns of demonstrating that simple is not weaker, and com­
plexity is not ,m indicator of superiority. One man wielding the 
bmi with determination and finesse can overcome virtually elllY 
foe, regardless of their advanced techniques and complicated ci~ 
phers. 

Technique Rank: 4 
Path of Entry: Kanosei Furudera Shugenja 3 
Requirements: Spellcraft 5 
Path of Egress: Kanosei I'urudera Shugenja 4 

Technique: Kanosei's Qift 
The first Kanosei was a brilliant and gifted m,lIl who pioneered 
many basic elements of magic that are still in use by his order 
today. When you participate in a taryu~jiai duel, spell slots tha t 
you expend in oreler to gain additional abilities for your avatars 
count as 2 spell slots. 

N ew Paths: 'the Eye of Nanashi 
and the Nanashi Duelist 

TIle Eyes of Nanashi regard dueling ,1S a dangerous but neces­
sa ry practice. They attempt to avoid it whenever poss ible, but 
realize that sometimes they no otller recourse. Those who create 
problems within the vl ll .lge of Nanashi Mum must be dealt with 
in whatever manner is most appropriate, and in some situations 
a d ue l is the only legal recourse left to the Eyes . When that be~ 
comes necessary, the matter is resolved ljLlickly and q Uietly. and 
with a concentra ted efforl to avoid any unnecessary involve ment 
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by third parties. In this manner, the Eyes attempt to prevent any 
potential vengeance by parties associated with those they defeat 
in duels . 

LYE r NANASI-I I (BU 1-1 1) 

Technique Rank: 1 
Path of Entry: None. This is an entry-level Pa th. 

Benefit: + 1 Agility 

Skills: Athle tics, Hunting. Investigation, Kenjutsu , Kyujutsu, 


'1:"echnique: Twist the Weave 
The \,\Teave rs arc an order of assass ins trained to enact the K 
la t's wil l, el imina ting largets withou t ris ki ng exposure fo r the Tcn 
Masters. For eve ry successfu l Ral ' e made on a n Acting, P i ' on, 
or Stcalth roll, you gain an add itiona l Free Raise (that may not be 
used to increase the final rc ult of your roll by 5) for that result. 

N ew Kata: In the Weaver's Web 
Lore: L<1w. I Skill 

Honor: 2 .5 
Outfit: Kat<1n'l. wakizashi . tanto , kimono. traveling pack. 2 

bu 
Path of Egress: Any Ronin Bushi School at Ra nk I 

Techniqlte: Righteolts Fltry 
The yes o f I Tanash i are the defenders of Nanashi MUr<l. ,lnd 
cons ider their duties a sacred task performed in the Emperor's 
n'lme. They would gladly die to to fullill their duties. You may 
ga in a bonus equa l to twice your Honor Rank to your TN to Be 
Hit and to your Defense Skill Roll s . 

Technique Rank: 2 
Path of Entry: Eyes of Nanashi lIAny Ronin Bushi School I 
Requirements: Membership in the Eyes of Nanashi 
Path of Egress: Re-enter the appropriate School at 1 Rank 

higher 

'1:"echniqlte: To Serve and Defend 
The Eyes o f Nanashi defend the citizens of their home with pas­
sion a nd nobility. Any who would threaten their sa fety faces the 
full. unbridled fury o f the Eye, and a righteolls foe is indeed a 
deadly one . \Vhen you are engaged in an iaijutsu duel with an 
opponent whose Honor Rank is lower than yo urs, you gain a bo­
nus to all rolls made to Focll s a nd Strike equal to + IkO for each 
Rank of difference between your Honor a nd his. 

New Path: The Weavers (Nil1ja) 
The VVeavers ,He a group of ro nin that willingly serve the Ko­
lat. Each and everyone has proven their loyalty ,lnd taken a 
vow never to be captured a live. Throughout their history. no ne 
ha s broken this vow. and the Kohli Masters seem to trust the 
WeawTs, at lea t as much as they trust any of their disposable 
assets . The VVeavers me assassin s. They do not duel o r skirmish 
with the ir opponents . but rather approach from co ncealment ,lnd 
steal their life away. \Vhile others would hardly co nsider such as 
"competition." the VVeavers cons ider it the supreme tes t of skill 
and cOlllpetence. 

Tcchnique R'lI1k: 2 
Path of Entry: Any Ro nin Bushi School at Rank t 
Rcquiremcnts: Awareness 3, Acting 2 , Poison 2, Stealth 3 
Path of Egress: Re-enter the sa me School M Ra nk 2 

rR[['ARATI N IME: 60 minutes 
DUI{ATI N: 180 minutes 

Ther~ is no group in Rokugan so patien t as the Kolal. For ove r 
a thousand ye,lrs they have waited f r the opportun ity to im ­
po e thei r nefario us designs upon the Empire. There have b~en 
many successes . but setbacks as well. The second ri e of the Go­
zoku was particularly troublesome for the Kolat. a thc usurp­
ers lacked <lny modicum of discretion or the p roper philosophy. 
Because o f the Gozoku , the Kolat h,lVc withdrawn many of thei r 
operal"ions . wdl awme tha t t-he forces o f order would eventually 
turn their eyes upon the shadows in search of their oppone nts . 
\-Vhile the Kolat have retreated deepe r into the Shcl dows , how­
eve r, their agents ha ve nol. Many ronin sects serve the Kola t, 
whether knowingly or in igno rance. The most prominent among 
them are the \Veavers. and the resources the VVeavers have at 
their disposal has ailowed them to develop mallY unique abilities 
with which to punish their enemies. 

RANK: \Veavers 2 
OSl'ob 

Sl'f IAI : None z 
I:rrF . \Vhen .-lltacking an opponent wh i ' unawa re o{ y ur o 
presence (and thus whose T;\! 10 Be Hi lls reduced to 5 + Arm r), IE' 

you lllay spend a Void Po int to gain an additional a ttack, This is () 

cumulative with any other effects that gran t you mu lLlple attacks. 

including Techniques, Advantages, or Spe lls. 
 >Z
VOID: None Vl 

New Kata : Death in tl,e Shit1omel1 
PRI PARATION TIME: 10 minutes 
DURAl ION - 45 minutes 

Thro ughout the Empire 's history, no ba ndit group hilS plagued 
Rokugan more than the infamo us forest Kill rs . Peasa n ts all 
across the Empire fear them . and whisper thei r n<1m to frigh ten 
rcbellious children. Dozens or perhaps ven hund reds of magis ­
trates have died altempting to bring the lll to justice without . uc­
cess, and even though there have been times when the group was 
believed destroyed, they have risen fro m the a hes every time . 
always more dangerous than the la t. Cou nt less men have se rved 
the ruthless masters o f the Forest Kil lers over the decades, a nd in 
that time those men have developed uni4ue and utterly merc iless 
lighting styles unique to thei r number. 



RAN K. Any Ronin Bushi School a t Rank 3 
OST: 5 
"fCIAL. None 

EI FE . When a ttacking an opponent <llongside an ally that 
i actively involved in the skirm i h, you ga in a number of Free 
Raises 011 your attack ro ll cqu<llto the total number of your allies 
(including yourself) attacking the same individual. 
V 10 ne 

New Kata: 

Path of The Hiddet1 Sword 


DURATION. 60 minutes 

The Hidden Sword was a virtuous ronin band that patrolled the 
ru ra l regions of southern Rokugan in the years following the \lVat 
of plrHs. The group was formed by a man named 
Ryuta , wh ome believed was a ronin formerly of 
the Li n. Ryula saw the damage the war inflict­
ed on the in nocent , and worked to prevent 
such ruclty In the future . He gathered 
together a group of skilled warriors , 
including his twin sons Etsushi and 
Uch ito. a s well as a young Kane­
ka , a nd rode the regions sur­
r unding the hinomen Mori. 
Ma ny la t remnants of the 

Steel Chrysanthemum's forces were eliminated , as were numer­
ous bandit groups. In time, the massive Forest Killer band wiped 
out The Hidden Sword, leaving only a trio of survivors. The Hid­
den Swo rd Technique has not been passed down since that lime , 
but one of the Kata Ryuta developed is more common among 
certain groups of honorable ronin. 

RAN K: Any Ronin Bushi School at Ra nk I 
C OST 2 
SPEC IAL. None 
[rITCT: "Vhen fighting alongs ide any ally that is actively in­
volved in a skirmish with you , you gain a bonus to your Initia­
tive and TN to Be Hit equal to the tOlal number of allies fighting 
alongside you, including yourself. 
YO lO; None 
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CHAPTER TWELVE: 

DUELING: 

NON-HuMAN RACES 

Philosophy 
Of the various Intelligent . non-human races that have inhabited 
Rokugan, nly the kenku. the nezumi a nd the naga have had any 
substantial enduring impact on the art of the duel. To be sure, 
there have been other races that have built great civilizations 
and sophisticated societies. and therefore may have had dueling 
and competitive customs that rival the status of iaiju tsu in Roku­
gan. But the trolls. the ningyo, the zokujin and their peers from 
the pre-history of Rokugan have fallen long and hard from their 
ancient glory. their former ways forgotten even by their own de­
graded descendants. The mists of time obscure them compl.etely. 
and their past has no relevance to present-day Rokugan . Of the 
kitsu. it may be said that they were an avowedly pacifistic race 
and very probably had no honored traditions of ritual confronta­
tion comparable to iaijutsu or taryu-jiai. or even game playing 
- and in any event. whatever enduring influence the kitsu have 
on Rokugan in this day and age plays out through their descen­
dants. the Kitsu Family of the Lion Clan. 

Even so. there are other races and creatures worthy of at least 
brief omment. Free ogres - not the more common, Tainted 
ogres who labor under Fu Leng's yoke - have recovered memo­
ries of a ritual wrestling form that their distant ancestors used to 
resolve disputes. And it should also be noted that various spirit 
creatures who commonly take on human form have the ability to 
learn human School Techniques. some of which may be used for 
dueling or personal contests. 

Kenku 
The raven-men known as the kenku are a race as ancient as they 
are enigmatic to the Rokugani. It is known (or at least widely ac­
cepted as fact) that they once lorded over the world in Its youth. 
in \he. da'{s even before the rise of the naga. a long with the trolls. 
the ningyo. the kitsu and the zokuJln. And yet it seems they have 
never had anythjng resembling a great civiliza tion. instead living 
mostly soUtary lives in mountain caves and aeries. Today, only a 

very few Rokugani can claim to have eve r had any contact wit h a 
kenku. as not only do they keep to themselves and live in out of 
the way places , but by the best estimates of Isawa scholars Whll 

bother to study them. no more than a thou and kenku live within 
the borders of the Empire. 

It is known. however. thelt ke nku are als master swordsmen 
- so gifted that even a kenku of modest skill is more than a 
match for a highly trained Rokugani bushi. The source of their 
affinity for the sword is not entirely understood . but it stems In 
part from their innate connection with the elemental power of 
Air. a source from which they can draw both speed and power 
of mov~ment. Certainly, if the kenku have any more secrets than 
this. they have not revealed them to humans. 

Kenku are masters of kenjutsu, but that is not to say that they 
neg.lcct the practice of iaijutsu. SeC<1llse they havc never had a 
complex social structure. they have no known tradition of duel­
ing amongst themselves; they simply don 't spend enough tIme 
around eilCh other to build up that kind of enmity. or to develop 
notions of relative personal honor that can come with being part 
of a society. So it is hard to say exactly where they picked up 
knowledge of this particularly Rokug,lni art of the duel. Very like­
ly. they were introduced to it by their fi r I human students. some 
of whom were no doubt c(lger to knolV how they could apply Iheir 
lessons to dueling. 

But if they find it hard to grasp the social purpo e of dueling, 
the kenku find il" much casler to approach iaijUlsu ,IS a n art form , 
a pure expression of slVordsmanship that they can understand 
as pMt of their overall mastery of kenjutsu. DOlVn through the 
ages. therefore . they have learned enough about iaijutsu from 
humans to refine it on their own . proce ' ing Its de mands th rough 
their oIVn approach to the art of the sword. to produce a d ueling 
style that is very much the ir own. It is a style that they lVilileach 
to humans. but their requiremm fo r wking n human students 
specilicalJy to tea ch them thei r iaijuLSu sty l~ are more rigor us 
Ihan for g~neral kenjlll u train ing. 

~~-



t\ few kenku havc become active due list themselves. all hough 
they see it more as a matte r o f spor! mther a way of de k nding 
their honor or that of someone clo e to them. In fact. the very 
rare kcnku swordsmen who have consorted among huma ns with 
any fre quency have been known t try to provoke a eluel as a 
prank. or just because the feel like a bit of exercise. All the same . 
it docs not pay to take a kenk u el ue li t lightly just because duel­
ing does not bear the sa me social burden for him that it docs for 
a typical Rokuga ni 5.1mumi. Hi s innate skills il nd s peed .110m: 
make him an opponent to be respected. if not fcare I. no ma tter 
how serIOUS he may or may n t be about the matter of the duel . 

Naga 
Among the naga. tTaining and practice in ritual single c mbat 
ha s always been limited to their warrior ca ste and . to ales er 
extent, their scouts. Nag,l society is strictly divided into profes­
sional cas tes. and no other naga carry weapons that arc terri bly 
well suiled for dueling. Their magic-using caste . the jakla . might 
be pre-disposed tOlVard dueling rites like taryu-jial. ince they 
lack Ihe pac ili tic tendencies of their Rokllgani equivalent, the 
shugenja. But because naga magic is based on a precious COI11­

modity - pearls . which must be cultivated th r ugh substantial 
care a nd effor t - jakla are not inclined to wa te that resou rce on 
bi kcrlng a mongs t the m elves . 
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But even among the warriors . dueling does not have quite the 
same role that it plays among their Rokllga ni counterparts. The 
naga are a patient race that "'llues wisdom and self-restraint: 
lighting other naga over matters of personal honor is a notion that 
they have largely shunned during any era of their history. and 
all the more so over the last millennium. When they have been 
acutciy aware of their own dwindling Ilumbers and the possibility 
of their own extinction . Since the end of the Bloodlands \,Va r, the 
naga have fought their exte rnal enemies with imphlCable fury. 
but not each othe r. 

vVlle n personal disagreements between naga arise - and that. 
too, is a ran: occurrence because of the extent to which the Aka­
sha melds all individual naga together - a rite known a s the Test 
of the Blade can be used to resolve it . If the naga in question so 
choose . they can choose a warrior to serve as their champio n. In 
fac t. this is common practice if one or neither of those involved 
ill the quarrel arc warriors themselves. In a Tes t of the Blade . 
the two champions square off against each other in a circle 30' 
in diameter. They wear no armor, and have no weapon except a 
standard naga blildc. weighted with iron bands and then padded 
so that it will not draw blood . The lirs t combatant t knock his 
opponent to the ground - so defined by the entire length of the 
body except the head being in contact with the grou nd - wins. 



Some naga warriors do train specifically for single combat 
situations , but they never anticipate using it against other naga. 
Historically, naga armies have carried with them at least one 
exceptional warrior designated as a champion - someone who 
could stand in for the entire army against an enemy champion 
and resolve the battle through personal combat. The Asp known 
as i\seth, a former Abomination who was a remarkable figure just 
on the basis of having "cured" himself of his curse. was one such 
champion . serving the (t1mar with great distinction during the 
interruption of the Great Sleep. Naga champions do not train in a 
specific style or weapon, however. as they never quite know who 
or what they will have to face. Instead, they train in techniques 
to prepare them for single combat in general. 

Since the interruption of the Great Sleep increased contact be­
tween humans and naga and laid a fragile foundation for friend­
ship between the two races. a few naga have e ven begun to take 
up kenjutsu and ia ijutsu. TheS(' naga remain very few in number, 
not on ly because only a small quantity of scouts remain awake 
now th ,~t the Great Sleep has resumed, but also because one of 
the closest points of on tact between the two during the inter­
ru ption of the Great Sleep was the Cm b Clan , which tend to dis­
da in ia lju tsu. But the naga have al so formed an encluring bond 
with the Dragon , a nd some naga have exercised a curiosity about 
this dueling form , even seeking out the aid of Mirumoto sensei 
and trying to adapt Mirumoto techniques to their own distinctive 
phys io logy. 

Nezumi 
It may have been the case, once upon a time, that the nezumi had 
dueling tradition s of their own comparable to the role that iaijutsu 
plays in Rokugani culture today. If they did, however. they have 
been lost to history and the failings of the nezumi's own long­
term memory. Nowadays, the ratlings obey first c1l1d foremost the 
dicta tcs of their own collective survival. What Rokugani regard 
as essential points of personal honor may seem meaningless and 
ha rdly worth ligh ting ovcr to i1 nezumi , while behavior that nc­
ZlImi rl'spect as necessary to the survival of their Tribe may strike 
.1 Rokugani samurai as contemptible and scandalous. 

Dueling, thereforc, strikes most nezumi who havc hi1d dircct 
contact with humans as somewhat absurd, evcn sclf-destructive. 
1b shed the blood of one of your race - cvcn if hc is of another 
Tribe - ovcr mere words or unimportant acts can only hurt the 
race's ovemll prospects for survival over thc long term . That is 
not to say that Ilezumi ncver qua rrel with each othcr; to be surc , 
riva lries betwccn Tribcs a nd conOicts over res urces have been 
quite st rong over their history, a nd sometimes continue so today. 
And indlvldua l nezumi a rguc with others o f thei r kind no 1110re or 
less, it seems, than do humans. But the ritua l shedding of blood 
over such thi ngs seems wasteful. 

rf it comes down a light be tween individua l nez lImi, the riva ls 
use a restrained form of Mochatchikkan , their unique, na tive un­
armed fighting style . In these duels, thc combatants arc allowed 
only limited lise of the forepaw rake, which can cause serious 
bleeding or evcn put out an eye. The duels are fought t submis­
sion, and maiming or kill ing an opponent is considcred taboo in 
all but extrcme circumstances. These Mocha tchikkan duels are 

used in tribal areas to settle persona l d isputes, and tourna ments 
of this ritual comba t are sometimes used to settle questions of 
leadership succession . They have also been used by SCOLI ts from 
rival Tribes in the field , whcn thcy discover resources tha t each 
Tribe wishes to claim. In these cases. cach scout is duty bound 
to represent his Tribe to the utmost, but he is a lso keenly aware 
of the hazards tha t surround h im, operating a lone in potentially 
hostile territory. In such cases, the rivals have been known to de­
terminc that a n hOllcst, but non-lethal contest of fighting prowess 
is the best way to settle thc matter. Fo r more a bout Mochatchik­
kan, see Creatures of Rokugan: Third Edllloll , pp, 81. 

It is also worth mentioning that although nczumi typica lly use 
primitive weapons (or at leas t, wcapons that seem primitivc by 
Rokugani s tandards of cra ftsman ship), a small number of their 
warri have grown co mfortable cnough in dealing with huma ns 
(primarily Hiruma scouts) to takc an inte rest in huma n wcapon 
and their usc . It is not completely out of thc ques tion to imagine 
at Icast a fcw of the most naturally giftcd of them learning iai jutsu 
tcchnique at a very basic levcl - and that at least one hu man 
with the ability to tea ch them would be willing to do so. 

Ogres 
Looking at ogres today, it is vcry d ifficult to bel ieve that these 
dumb brutes of the Shadowlands once possessed intelligence 
a nd had their own comp lex civiliza tion . And yct it is true; in 
Rokugan's pre-histOlY, the ogrcs were a n inte lligent race. They 
built a civil ization for themselves, that , while not the equivalent 
of the naga or thc trolls, was nonethelcss respeclablc for tha t age, 
or any age . All of that cnded, of course , with the fall of Fu Leng, 
who bent the ogres to his will and Llsed them as fodder for his 
armies. The ir civilization destroyed and they themsclves wipcd 
clean of their former intelligence, the ogr . lost a ll con ious 
memory of their formcr glory and seemed des ti ned for eterna l 
slclVcry as minions of the Shadowlands. 

But as it turned out, the effects of immersion in the Ta int as 
complcte as one could possibly imagine we re opprcssive, but not 
permanent. Those ogres who managed to infiltrate into Rokuga n 
and stay there for any length of time found that, thc farther they 
roamed from the Shadow lands a nd the longer the rayed away, 
the more likcly that thc Taint would actu ally begin to drain out of 
them. When that happencd, their minds c1c<Hed and they found 
that knowledge of the ir former glory rosc to the surface . 

Thesc ogres we re called frec ogres, and rema ined in Rokugan , 
their main purpose In IIfc bcing to unite with other free gre a nd 
build a functionin g society for thcmsclves bascd on thcir unde r­
standing of their racc's ancicnt ways. Emperor ~ turi I even went 
so far as to grant free gn:s some land on wh ich to sett le. Their 
Village prospercd for a hort while , but was destroyed by Ta inted 
ogres jealous of their success. 

During this brief time, however, the free ogrcs resurrected an 
ancient dueling ritual o f thcir thai involved wrestling a s a way 
of settling disputes between ind ivid ua ls. Thcy were never ent irely 
sure that they were foll owing the old ways in a ll its particula rs , 
but they were confIdent that it involved a test of strength through 
gra ppling and holds not dissimila r to Rokugani sumal. W ith the 
dcstruction of thc free ogre settlcment, this practice has once 
again disappea red into history and legend, but it rcma ins in th e 
memory of those ogr who have sh rugged off the Taint's yokc. 
and awaits their ncxt attempt a t reo rga nizing their SOCiety. 
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Spirit Creatures 
Of the various spirit crcatures who dally in the mOrl"al realm. many 
enjoy spending time in human form and conSOriing with humans. 
Whi le none of them make any particularly unique contributions 
to the art of the duel , it is worth noting til> extent to which they 
adopt hum<ln dueling cu t ms and practices. For more about all 
of these creatures. see Creat ures of Rokugan: Jrd Edition. 

Kappa: These dangerolls and somewhat vicious water spirits 
arc famous for engaging human passersby in contest s of wit , and 
feasting on the blood of th ~e whom they defeat. W hile these arc 
not duels as such . it is nonetheless the case that they me seri­
ous confrontations and bOllts of mental and intellectual combat. 
Samurai with courtier tra ining who have survived such encoun­
ters report that they were not entirely unlike courtly duels of wit . 
such as debates or sadane. and that they might not have lived 
had it not been for their learned skill s. 

Kitsune: Kitsune arc particularly famous for spending time in 
human society. usually in the form of an attractive woman ; some 
of these even go so far as to Illarry human men. thus commit ­
ting themse lves to spend many years in human form and living 
among humans. Those kitsune who choose this path s melimes 
acquIre courtier and artisan skills appropriate to their roles in 
human socicty. Those who do learn them well enough to give as 
good :IS they get in contests based on such skills. 

KO lJ n1 ri: These powerful bat-spirits have a reputation as se­
cre tive and reclUSive, but they nonetheless have a long history 
of contact with humans, especially the Mantis Clan. The Daimyo 
of the Bat Clan. Komori, is himself a half-blooded koumori. This 
elevation of a k umori to a relatively high position in Rokugan's 
hierarchy has encouraged more contact between koumori and 
humOlns. As a result, koumori now have some famili,Hity with the 
art of taryu-jiai . which they may practice using their innate ability 
to channel the power of the kami. 

Ryu: Ryu are not just creatures of Tengoku. bu t literal offspring 
of the Elemental Dragons. created as fragments of the Dragons' 
sou ls thai can descend to the mortal realm . take human form 
and ga ther Intelligence on the state of affairs there. As such. their 
actual ommunication with humans can be cryptic and indirect. 
But ryu have been able to infi ltrate the Cr,~ne. Dragon. Lion and 
Phoenix ' Ians - the ones that they tend to respect as the most 
honorablt: among the Great Clans. In human guise. they have 
spent enough time to learn techniques in those Clans' Schools . 
including dueling techniques. 

Saru: As a general rule, it delights these monkey spirits that 
U,ey now have a Minor Clan named in their honor. A few power­
ful saru have taken it as their duty to watch over the Clan. while 
olhers have actually lIsed their human form to join the Clan so 
that til y can protect it from the inside. Many from this latter 
group wind up traini ng as Toku bushi and learning their tech­
niques. Living and training as samurai . they also learn something 
of i<l liut u. 

Tanuki: Tanuki take an active interest in the rough-and-ready 
Minor Clan that takes their animal counterpart as its name. the 
Badger. Tanuki have taken human form and trained as Ichiro 
bushi to help the Badger Clan. Of these. somc have taken a strong 
intcrc t in sumai, under the influence of their human peers. and 
tra ined as wrestlers. 

TSlIru : By no means is it uncommon for tsuru to assume hu­
man form to spend time - somctimes quite long periods of time 
- among their favored Clan. the Crane. Their primflry enthusi­
asms are aesthetic . and they enjoy practicing skill s that charac­
terize the Kakita artisans. It is not that unusual. therefore . for 
them to master Kakita artisan techniques. though not so much 
by formal training in the Kakita Artisiln chool as simple absorp­
tion by keeping company with so many Kakita-trained artists and 
craftsmen . They have been known to accept friendly challenges 
from other artisans to contests of ikebana. poet ry and the like. 

Similarly. the)1 possess an innate gift for learning Kakita bushi 
techniques . and may do so simply by keeping company and spar­
ring with Kakita-trained swordsmen instead of formfll study. All 
of these skills. of course . may be used for duels and personal con­
te t - although tsuru instinctively shy away from confrontation . 
even non-violent ones. Even so. if a tsuru in human form were 
given no other choice, it would have at its disposal at least one of 
a range of skills that the Crane have found a W<1y to use as a form 
of ducling. 

Non-~Iuman Institutions 
As unfortunate <1 S it is to have to say so, non-humclll institu­
tions related to dueling (or even weapons or courtier training in 
general) simply do not exist in present-day Rokugan . The kenku 
sword masters live as they always have. alone in their mountain 
hermitages. They take students as it pleases them. which is to 
say. sometimes not at all. find they have no institutional structure 
to support them nor Clan or Family to serve. as do the dojo of 
the Empire. 

And although the naga retain through the Akasha memories of 
the time when they had enough of fI civilizMion to support a net­
work of institutions that Rokugflni would recognize as dojo, that 
time is also long past. Their brief awakening from the GrC<1t Sleep 
in the 12th Cent"LII'Y was not nearly long enough for them to re-es­
tablish a proper educational system. \IVhat training of naga took 
place during that time was an ad hoc affair. done by qualified in­
dividuals as the need and opportunity arose. Now that the Great 
Sleep has resumed. there is once again no need for the naga to 
take much trouble over training their own. Vlhile the possibility 
of sensei-student relationships between naga and humans exi ' ts 
(sec below), there arc simply too few naga left awake to f rm a 
dojo on their own and pass on their skill s and knowledge in an 
organized. systematic fashion (assuming they could even be per­
suaded to give over enough time from their duty guarding their 
dormant brethren). 

Non-t-Iuman Sensei 
As non-human institutions for providing the functional equiva­
lent of a samurai education simply do not ex ist . it falls upon 
isolated indlviduclls of achievement and ability to pass on their 
knowledge as best they cfln . 

Their talent for swordsmclnship. combined with their great 
wisdom and exceptional intelligence (all kenku seem to speak 
a wide variety of languages and have no problem communicat­
ing with other race "). make kenku sword masters highly prized 
as sensei. l~okugan i bushi so rarely get the chance to me t an 
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actual kenku, and so great is their reput81ion as teachers. th,~t 

the chance to study with a kenku sensei acquires something of a 
mystical aura. The kenku themselves do little, if anything, to d Is­
courage this impression. As keen in their judgment of character 
as they are reclusive . kenku sensei are very particular in whom 
they a~cept as srudents. They seem to have an innate sympathy 
for ronin, who stand the best chance of gaining acceptance. 

The kenku's natural talent for swordsmanship seems to rely 
heavily on an innate connection with the elemental power of Air 
- not entirely unlike the bond that the Crab feel with Earth. but 
if anything, more profound and mystical. Kenku are devastat­
ingly quick with a blade - even in their natural form, when one 
would think that the bulk of their wings would slow their upper 
body movement. They also have an intuitive ability to read and 
even mimic their opponent's techniques: anyone who goes up 
;lg<linst a true kenku sword master ought not to be surprised to 
have his own skills, learned through countless hours of practice 
under the sensei' witch , turned back upon him <1t some point. 

The kenku who choose to mentor humans have adapted all of 
these talents into lessons that their students can compreheml , 
building in the process a school of bushl practice that is uniquely 
their own. The Kenku Swordsman l3ushi School (described in 
Creatures of Rokugan: Third Edition, pp, 5-6) is not a School in 
the f rma l Rokugani sense - that is , a body of practice set in 
venerable traditions perpetuated through the genera t.ions by dojo 
and appointed sensei. sponsored by a Clan or family to serve 
its need for trained samurai. But although they do not coordi­
nate much with each other as to what and how they will teach, 
the practice of individual kenku sword masters all resemble each 
other by nature, so that humans who study with kenku sensei 
will emerge from their training with more or less the same set of 
skills. Similarly, this explains how individual kenku swordsmen 
possess very similar skills despite the fact that they generally live 
in isolation from each other. 

Kenku swordlllasters are very exclusive in whom they choose 
to wke under their wing. To retlect this fact , you as GM m<ly 
require that characters who wish to study with <1 kenku master 
must have certain prerequisites, even though the Kenku Swords­
man School is a basic School. You may require that in order to 
join this School, a character must have at least I School Rank 
in another Sushi School. the Multiple Schools Advantage ancV 
or the Allies (6 points: Innuence 4 and lJevotion 2) Adwllltage. 
Al 0 , as a b'Cneral rule , you must be a Ronin in order for a kenku 
sword master to accept you as a student, although there are ex­
ceptions. 

The e prerequisites arc irrelevant, of course, when designing a 
kenku NPC whose School is the Kenku Swordsman School. 

In their current state, of course, the naga have made no pro­
vision for education; therc is no pOint on planning for the un­
certain future whcn almost everyone has returned to the Gre<1l 
Sleep. However, those few st ill left awake have the possibility 
of interaction with humans open to them now in ways that were 
not possible before the interruption of the Great Sleep. It is now 
conceivable that curious humans who are interested in learning 
naga ways and weapons practice could seek out an awake naga 
to serve as h is sensei. 

Not is it ;]t all inconceivable that a naga willing to teach him 
would be found. However, it is worth noting that humans from 
the Crab and the IJragon, the two Clans with the closest bonds 
with the naga , mc the most likely to be accepted as students . 

Kenku (eel a general affinity (or ronln and prefer to take 
them n as students In tead or samuraI who have swom 
(cahy, As a solitary race, they n d ubt share some lem ­
peramental connecUon with those who have no bonds of 
loyalty to shackle them, 

But they als recognize great abIlity and th mark o( des­
tiny. and they will take on those In whom they spot th 
makings of true heroism. The most famous such case In 
recent memory is that of the Shogun's bride. Dojl Yasuyo, 
Yasuyo studied wIth the kenku (or years. primarily with 
the master known as Kozue. and it was her training that 
allowed her to defeat the cursed blade Chukandomo and 
save her cousin IJ jl Kurohito rrom Its malice. z 

~ 
" 
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Secau. e kenku sword masters d n t adhere to any formal ~ 
body of trndltl ns about their sword practice, it Is possible 

that training and skills will vary a bl! between sensei. It ~ 

I acceplobl (or GMs and players alike to tinker with the 

Shoal Techniques f the Kcnku wordsman School to sult ~ 


(jtheir tastes and the needs of their particular campaigns. as m 
long as it reflects kcnku swordsmanship's reliance on the 
p wer a nd nature rAlr. 

Similarly. It Is acceptable to tinker with these School 
Techniques when creaUng a kenku NPC, 



New Mechanic : Kenku 


New Advanced School: 
Kenku Duelist (Bushi) 
The ativAn ed training that kcnku sword mastcrs offer to their 
human students is something of an oddity in that it reflects .~ 

collection of techniques that the kenku themselves rarely f LI t to 
their full usc. Altho~gh the kenku know the art of iaijutsu and 
understand it exceptionally well in technical terms, they considcr 
it to be no more than a particularly interesting subset of kcnjutslI, 
one for whom t.hei r human proteges show quite a strong affinity. 
Allhough most every kenku sword mastcr by now ha a grasp 
of ialjutsu that exceeds that of a typical Rokugani bushi. it is 
also true th.1t few of them specialize in this form of dueling to 
the point of muximizing their formidable innate talent, and even 
fewer be omc practicing dueli ts themselves. Their interest in iai­
jutsu IS , one might say, pretry much acadcmic. 

The Kenku Duelist Advanced School, therefore , represents an 
adaptation of pure kenku sword practice to the particular needs 
of the humans who appeill to kenku masters for help. I\s with 
their standard bus hi training, it tcaches humans to find the el­
emental power of Air and tap into its speed and gift of intuition. 
These techniqucs are only marginilily useful to themselves , as 
they rarely use them. Instead, thcy are gifts that thc kcnku make 
to humans, at some inconvcniencc to theillseives. As such, they 
blessings given to or withheld frolll individual humans at the 
whim of the kenku, ilnd the standards of judgmcnt that they usc 
are cven more rigorous (or whimsi"ll, as thc co se moy be) than 
with Kenku Swordsman School training. 

'Requirements: 
RING !TRAIT., Air 4, fire 3, t\giJity 4 

KILLS : Jaijutsu 4, Kenjutsu 4, Lorc : llushido 3 
Advontages: Allics (6 points; Influence 4 and Devotion 2). Mul­
tiple Schools 

T H fR Although thcre have been exceptions (and some vcry 
notable ones, at that), kcnku sccm to have the most affinity lVith 
Ronin , and will only take thcm on as studcnts. 

Kenku NPCs do not require thc Allies and Multiplc Schools 
Advill1tilges to l11ake lise of this Advanced School. 

~---



Techniques 
RANI<. I. DRAWN ON lHF AIR 

Kenku sword masters emphasize the importance of spced of 
Illovement, drawing upon their connection with the powcr of Air. 
This makes it relatively easy for them to apply their core teach­
ings to the art of iaijutsu , in which speed on the draw can literally 
mean thc difference between life and death. You gain a bonus to 
your Initiative Roll equal to your I\ir l'ing + your Agility. 

RANK~ ' BFHIND HIE WIN i 

Part of Kcnku Duelist training teaches you to conceal your true 
strengths and weaknesses from your opponent, making you 
harder to read. This comes fairly naturally to the kenku thelll­
selves, since their alien physiology makes their stances hard to 
analyze for humans anyway. During the Challenge Phase of an 
iaijutsu due!, your opponent suffers ;l penalty to his Awareness/ 
Iaijutsu Roll equal to your Fire Ring + your Intell igence. In a 
normal skirmish , you receive a bonus to your TN to Be Hit equal 
to your Intelligencc. 

RANK J IIIF M BIRO's CUR5E 

At its most advanced \eve Is, the Kenku Swordsman School 
teaches thc art of reading an opponent's techniques so closely 
and qUickly that you can imitate them after just a glance in the 
he'lt of b.1ItIe. In an iaijutsu due!, there is no time for even that, 
but the ability to read ,In opponent's moves can still help you 
defcnd yourself ag'linst theill. In both iaijutsu duels and normal 
skirmishes, you receive a bonus to you TN to Be Hit equal to 
your Awareness + your Reflexes. In normal skirillishes , this bo­
nus augments the bonu s to TN to Be Hit that you receive from 
the Rank 2 Technique. You also receive a bonus equal to your 
Aw.ueness to your attack rolls in a normal skirmish . 

New Mechanics: j'Jaga 

Naga Dueling Mechanics 
Test of the Blade: 'Ii reso lve a Te t of the Blade duel, treat it as 

a standard skirm ish . Combatants cannot wear .lny armor. They 
must each usc a blunted nag,l blade; treat it as a nilga blade with 
a OR of Ok l. The first combatant to successfu lly execute a Knock­
down Maneuver against his opponent wins. 

Net II Characters 
The mechanics presented here augment the rules for ere· 
ating naga characters presented in Creatures of Rokugan: 
Third Edllion . For more about Naga Schools, sec Creatures 
of Rokugan: Third Edition . Chapter 2) . 

N ew Path: 

N a9a Blade Duelist (Bushi) 


This Path may be used by bot h naga and human characters , 
Test of the BI,lde duels are fa irly rare oc urrences in naga so­

ciety, as disputes that esc..1la te to that point just don't happen 
that often. But there are wil rrlo~ who know more about how to 
handle oneself in such an event, and they may pass along their 
knowledge to other naga who wish to ma te r it, for whatever rea­
son. 

Als , since the interruption of the Great Sleep increased con­
tact between humans and the naga, some Rokugani sa murai o 
have taken an interest in naga weapon practice ilnd have even C 
sought the opportu nlt y to learn wha t they can of it. Those who m 

r 
have done so have found that training in techniques specific to -zthe Tes t of the Blade and the blunted version of the naga blade 

C'lthat it uses - though irrelevant to them if used for their exact 
intended purpose - has helped them manage a no-dachi in com­ Z 
bat. o 

ZTechnil)ue Rank: 2 I 

Path of Entry: Naga Scout 3, Naga Slayer 2, Naga Warrior 2, ::t 
or any human Bushi Schoo l Rank .3 c 

Requirements: Kenjutsu (No-dachi) 2 (humans on ly). In ac\­ ~ 
dition, a human character must have an opportunity to s t'udy > 
with a n.lg.l sensei. Z 

Path of Egress: Re-enter the same school ,lt l Rank hlgher 

~ 
areat Lesson/Lechnique: 
Mastering the Blade 
The Test of the Blade uses ,I modification of the naga blade that 
makes it heavier and blu nt , so th.1I you may knock your oppo­
nent down instead of s licing him open. More often than nOI , the 
warrior who can overcome this unusual clumsiness more easily 
than his opponent will win the ducl. A veteran of Tests of the 
Blade has learned how to do that ,md can pa S that kn owledge 
along. 

A naga character who masters rhis path gains;] bonus to h is 
attack roll equal tll his \Vilter Ring when using a naga blade in a 
normal skirmish. In .1 Test of the Blalie , he ga ins a bonu~ tl h is 
Initiative Roll equal to twice his Strength. 

A human character who masters this path gains a bonus to his 
attack roll equal to h is W ater Ring and a bon us to h is In itia tive 
Roll and attack roll eqLla l to his Strength when u Ing a n -dachi. 

N ew Path: Nasa Champion (Bushi) 
Naga bushi who have demon trated a super! r level of skill with 
the naga blade may tra in as single com ba t speCialists. to defend 
the naga ,1gainst their nemles in a sitwHl n that may be d ­
scribed as a duel. Thi pa th. however, :la cs not specify trai ning 
for any particular fo rm of dueling; because it prepares naga to 
face external foes, it canno t predict the studcnt'S fu ture foc~ so 
precisc!y. A Rokugani School such as the Kensh lnzen ca n f eus 
so precisely on iaijutsu because its students wil l face othcr R ku­
gillli samurai in iaijutsu due ls by common consent. But a Naga 
Champion in training cann t assume lha t degree of speci ficity. 



so he receives generallzed in truction in how to handle single 
mbat situation -knowledge that can prove effective in battle, 

or in duels. 

aga Slay er 3 or Naga Warrior 

3 
Requirements: Swordsmanship 4 

TECHNIQ1J[ RANK. 

Path of Egress: Re-enter the same school at I Rank higher 

'Lechni'lue: Focus on the One 
Select one opponent in a skirmish. You gain it bonus t your at­
tack r II , DR and TN to He Hit against that opponent equal to 
your Air Ring + Swordsmanship Skill. However, you may not use 
Maneuver' or School Techniques against any other opponent 
untiJ your chosen opponent is killed, incapacitated or n d. 

New Mechanics: 

Nezumi 


NeZutl1i Dueling Mechanics 
Mochal hikkan dueling: Resolve as a standmd skirmish, with 
bOlh combatants restric ted to uslng Mochatchikkan Maneuvers. 
,"Vhen resolving attacks lIsing the Rake M ,'1I1euver, you may not 
attempt to blind your opponent. The first combatant to lose 2 full 
\"J'ound Levels to damage is considered to have conceded, <1nt! 

his opponent wins. 

New Path: 


I zumi WMrior 
Nezumi Swordsman (Warrior) 


who have the opportun ity to tra in with human 
weapons may be intimidated at first by their size and the qual­
ity of their workmanship, but they would find that their natural 
speed and quickness would stand th m In good stead. 

Technique Rank: 4 

Path of Entry: Nczumi v\Tarrior 4 

Requirements : Agility 4, extended contact with a hum,m who 

could serve as sensei 
Path of Egress: ezumi W arrior 5 

'Lechnique: arasping the Sword 
Human weapons seem like curious am i wondrous things to you, 
but you fi nd that learning how 10 w ield them is not as difficult as 
you might think. If you have Ranks in kenjutsu ancVor iaijutsu, 
you gain I Rank in each. If you do not have Ranks in one or 
either, you gain it as a Skill at Rank I. You also gain a bonus to 
your Initiative Rolls ilnd attack roll s equal to your Fire Ring. 

New Mechanics: 

Spirit Creatures 


Spirit Creature Dueling Mechanics 
Kappa: Resolve a contest of wits against a kappa as a Contested 
Roll pitting the kappa's Water Ring against its target's Fire Ring, 
with the target receiving a bonus equal to his Storytelling or 
Games (Sadane) Rank (the target 's choice). 

New Sprit Powers 
(Spirit Creatures) 
Unlike most of their shapeshifter brethren . it is pos ible to speak 
of most of the spirit creatures discLI sed in this chapter as having 
some kind of Clan affiliation , even if it is to a M inor Clan strug­
gling to preserve its own legitimacy. N t on ly that, but it is not at 
all uncommon for them to go among their favored Clan in human 
form, spending enough time among them to absorb their ways. If 
they do so, they generally have the wit and ability to learn human 
ski lls and practice them just as well as most humans can. 

Shi-lpeshifter characters of the following spirit creatures may 
learn a limited number of chool Techniques as the functional 
equivalent of Spirit Powers. Paths also count as School Tech­
niques of a Rank equal to their Technique Rank. Learning these 
techniques requires spending a substantial amount of time in 
human form among the Clan to whose School the Technique be­
longs. but it may not require formal train ing with the sensei of 
th:lt S hool. That is left to the GM's d iscretIon and the circum­
stances of the campaign. 

For a detailed explanation of the Shapeshlfter character C\;155, 

see rc;~alures of Rokugan: 3rd Edition, pp. 7-15. 

Kitsune 
In genera l, kitsunc Shapeshifter characters who spend extended 
periods in human society may learn Courtier Techniques and 
Paths of any School , depending on where they live and with 
whom they associate most closely. Till Is especially true f kit­
sune foxwives , wh spend many years in the company of hu­
mans. 

However, kitsune Shapesh ifter characters may only learn I 
School Techni lue pCI' Mastery Level - I at Mastery Levell , I 
at Mastery Level 2, etc. But they arc not restricted in terms of the 
School from which they may learn their Techniques, except by 
the physical circumstances of their existence. 

For instance : II kitsune foxwife who marries into the Crane 
Clan and lives in the Crane Umds may learn Soul of the Arti­
san (Music )' the Rank I School Technique of the Kakita Artisan 

School. Hu t suppose that she relocates to Toshi Ranbo when her 
husb:lI1d Is assigned to represent the Clan at the Imperial Court. 
The cosmopolitan atmosphere of the Imperia l City places her 
in con tact with a much wider variety of Courti r Schools. If she 



were to spend enough time in contact with the Tortoise Clan , 
she could theoretically learn The Tort ise Shell (Kasuga Court ier 
School Rank 2 Technique) as her Mastery Level 2 technique. 

Mastery Level 1 
NY RAN " I O URT IER I TEcriN IQ!)1:­

(8 rO INf I 

You lll:ly lemn the Rimk I Technique (or equivalent P8th) of any 
Courtier School appropriate to your situation. 

,Mastery Level 2 
ANY RANK 2 O URTIER HOOl TECH N IQ!,J I 
( I ll r INT~) 

You may learn the Rank 2 Technique (or equivalenl Path) of any 
Courtier School appropriate to your situation. 

Mastery Level 3 
ANY RANK OU RT I ER CH 0 1 TEC II N IQ!)E 
( 12 rOINr ) 

You may learn the Rank 3 Technique (or equivalent Path) llf any 
Courtier School appropriate to your situation. 

,Mastery Level 4 
AN\, RAN K4 O URT l t R SCIIOO L TF HNIQ!)[ 

You Illay lemn the Rank 4 Technique (or eqUivalent Path) of <lily 
Courtier Sch I appropria te t your siluali n. 

,Mastery Level 5 
ANY RANK') C URTIER SC H Ol TECHN1 Q!.J~ 
(20 rOINf;) o 
You Illay learn the Rank 5 Technique ( r e lutval nl Path) of any c: 
Courtier School appropri<He to your sitUiltl IT! 

r-:­-ZKouh1ori ~ 
Koullltl ri arc powerful pmclit ioners of clcmenta l magic based l1ll 
their own illll;~ te abilities , and in Ih is sense, there Is not much Z 
that they c uld learn from human shugenja, even Ihe Mosh l wit h o 

Zwhom they feel an ullusually strong affi nity. However. spending 
time in human compan y in the guise of humans does allow them -
to pick up somc hints from the Mo hi shugcnja n how to handle 
the power of the kami more effiCiently. 



---- -~= 

Mastery Level 2 
Lvr OF II-IE STORM (6 rOINTS) 

You may learn the Moshi Shugcnja School Technique. Eye of 

the Storm. 

Ryu 
Ryhu Shapeshifter characters who spend extended period in hu­
man society may learn Bushl or Courtier School Techniques and 
Paths of any one or the four Great Clans whom they favor - thl! 
Crane. Dragon, Lion and Phoenix - depending on the spe Iftcs 
of their situation. Ryu are usually sent from Tengoku for a fairly 
specific purpose , so they may not be in a position to choose the 

Ian with whom they will be able to associa te , and they may not 
be <lble at all to spend time with one of those four Clans. 

Mastery Level 1 
ANY RANK I FAY RED LAN SCIlOOl Tr I-I NIQ!,j[ 

(8 P INrS) 

You may learn the Rank I Technique (or equivalent Path) of an I 

Crane, Dragon . Lion and Phoenix Bushi or Courtier School. as 
appropriate to your situation. 

Mastery Level 2 
ANY RAN 2 f vOllin CLAN 1l0ot T( I-IN I tJ 

( 10 POIN'I ' J 

You may learn the Rank 2 Technique (or equivalent Path) of any 
Crane. Dragon, Lion and Phoenix Bushi or Courtier SchooL as 
appropriate to your situation. 

-~-~---=-=---- - - --- ----- ---- - . 
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Mas ery Level 3 
ANY RANK FAV RlD CLAN HO I [ II N IQ!,J[ 
( 11 rOl NTI\) 

You may karn the Rank 3 Technique (or equivalent Path) of any 
Crane. Dragon. Lion and Phoenix Bushi or Courtier School. as 
appropriate to your situation. 

Mastery Level 4 
ANY RANK4 IAVOR[D CLAN S ' 110m Tr II NIQ!,JE 
(8 r INTS) 

You may learn the Rank 4 Technique (or equivalent Path) of any 
Crane. Dragon. Lion and Phoenix Bushi or Courtier School. as 
appropriate to your situation. 

Mastery Level 5 
ANY RAN'" 'i FAVORED ClAN H Ol TECHNIQ!)[ 
(8 rOINfS) 

You may learn the Rank 5 Technique (or equivalent Path) of any 
Crane. Dragon. Lion and Phoenix Bushi or ourtier School. as 
appropriate t your situation . 

Saru 
Saru who take a sufficient interest in the Monh~y Clan to spend 
time among them in human form may learn the Techniques of the 
Toku Bushi School. 

Mastery Level 1 

You may learn Toku 's Lesson. the Rank I Technique of the Toku 
Bu hi School. 

Mastery Level 2 

Y u may lcam A Will of Steel. the Rank 2 Technique of the Toku 
BushiSchool. 

I'LORER (8 l'O INT -) 

aru arc inquisitive by nature; picking up Lhe ways of the Mon­
key Ian give them trai ned skil ls that enable them to satisfy the 
urge to explore while keeping themselves safe. You may follow 
the Minor Clan Explorer Path (see p. 151). 

Maste..y Level 3 

Y u may learn The Strength of One Man. the Rank 3 Technique 
of the Toku Bushi School. 

---~ 

Mastery L evel 4 
rORGf YOUR WN fAl[ (15 POINTS) 

You may learn Forge Your Ollln Fate. the Rank 4 Technique of the 
Toku Bushi School. 

Mastery Level 5 
I-ORTUN[ rAVOR 111[MORA1MAN 

You may learn Fortune Favors the M oral Man. the Rank 5 Tech­

nique of the Toku Bushi School. o 


e 
m'Lanuki I"':'.-

Tanuki who live among the Badger Clan In human form for an Z 
extended period may acquire the Techniques of thc Ichiro Bu hi Cl 
School. as well as Badger sumai techniques. For a dc criplion r 
the Ichiro Bushi School. sec The Four \Vinds, p. 18 7. Z 

o 
Mastery Level 1 

z 
:c: 

RETURN HF TRIKE (Ii PO INTS) 

You may learn Re turn the Strike. Ihl': Rank I Technique of Ihe ~ Ichiro Bushi School. 

Mastery Level 2 ~ 
(") 

M INOR LAN SUMAI MASTER (10 PO I NT 

Tanuki who spcnd enough time around the samurai of Ihelr 
namesakc Clan almosl incvitably dcvelop an itch to try sumai. 
You may follow the Minor Clan Sumai Master Path (see p. 152). 

Ru USE TO FAIl( 10 I'OINTS) 

YOLI may learn Refuse to Fail. the Rank 2 Techn ique of the Ichiro 
Bushi Schllol. 

Mastery Level 3 
BLOW (12 POINTS) 

You may lemn Crushing BlolII. the Rank 3 Technique of the Ichiro 
Bushi School. 

Mastery Level 4 

Mastery Level 5 
TRA~S END n-iE MOUNTA IN (20 PO INT) 

You may learn Transcend the M ountain . Ihe Rank 5 Technique of 
the Ichiro Bushi School. 



"tsuru 

Because of their strong affin ity for the Way of the Crane, tsuru 
Shape hlfter characters may gaIn the Techniques of the Kakita 
13u hi chool at no cost in Spirit Points, even if they have no 
direct link to the Crane Clan. Such characlers may be considered 
students of that School without u e f the Alias powe r. 

Tsuru hapeshifter hamcter' may also gain the Techniques of 
the Kakila Artisan School by pending Spirit Points. 

Mastery Level 1 

You Illay learn oul of the Artisan (any discipline). the Rank I 
Technique of the Kakita rtisan School. 

Mastery Level 2 
THI Uul 'S DREAM (8 POINTS) 


You may learn The Sou l's Dream, the Rank 2 Technique of the 

Kaklla Artisan School. 


Mastery Level 3 
fR[ITlI£$I'IRIi (lor INlS) 

You may learn Free the Spirit. the Rank 3 Tc hn iquc of the Kakita 
Artisan Seho I. 

u 
Mastery Level 4 
UNO INt. NAME (12 POINTS) 

You may learn Undying <lme, the Rank 4 Technique of the Kak­
lIa Arli -an 5 hool. 

Mastery Level 5 
(15 POINTS) 

You may learn Walk Am ng the Heavens, the Rank 5 Techn ique 
of the Kakita Artisan School. 
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CHAPTER THIRTEEN: 

DUELING 
IN MAss BATTLES 

Philosophy 
In a society as steeped in the cult of the individual warrio r as 
Rokugan's. it is impossible to separate en ti rely the art of the duel 
from the art of war. While the former involves individuals who 
test their skill and honor against each other. and the latter in­
volves armies numbering in the thousands or tens of thousands 
clashing over matters that affect the entire Empire. it is inevitable 
that samurai will use the field of battle to play out their own indi­
vidual dramas and ambitions. 

Some of these confrontations are driven by a combination of 
fate. fortune and personal motives; others by the dictates of bat­
tle. Some Clans - the Crane and the Lion especially - use duel­
ing as an important part of their overall approach to war. placing 
strong emphasis on the morale effects of defeating someone on 
the opposing side in single combat. There are even occasions 
when a battle may be settled by representatives of each army fac­
ing each other in a duel, ra ther than by general clash of arms. 

Personal SCO~s 
A typical clash of Rokugani armies is not an orderly affair. From 
a dJstance. one sees formations, bodies of warriors moving more 
or less in synchronization. their commanders making themselves 
visible to provide direct ion and inspiration. It appears that the 
actions of the group matters most, and Individuals are simply 
parts of a machine. 

But the closer you get to the face of battle. the less orderly 
it seems. Formations crash , distend, collapse. Leaders fall, or 
maneuver for a better vantage from which to direct the action. 
Orders get lost in the din and confusion. Ultimately, each bushl 
is left to his own skills and instincts, his own personal angle of 
vision, in the heat of a tight. 

And because Rokuganl armies tend not to fight in closely 
packed Tanks in which Individua ls have no room to maneuver 
(as is the way of some gaijin armies), there is always the op­
portunity to pick your own opponent, Ii you may do so without 
dlsob.:ylng orde rs. Among the Battle Opportunities d crtbed In 
the mass combat rules in Legend of the Five Rings Roleplaying 

Game Third EdWon core rulebook (pp. 208-1 0), Be Prepared to 
Dig "TWo Graves renecls this curious freedom a nd nexibi lity that 
warriors have in a Rokugani battle. If .111 opportunity to exact 
revenge from ,1 particular enemy presents itself. you may pursue 
it; no polearmed sergeant will drag you back into line (especia lly 
if you are an officer to begin with). 

The possibilities contained in the Battle Opportunity Show Me 
Your Stance also reflects the extent to which a personal ch allenge 
can simply emerge at random . out of the confusion of battle. You 
may nol pick them . but that is not to S.lY that they cannot pick 
you, for whatever reason. 

As GM. you may also use a mass battle to set up your player 
characters with a chance to confront an archenemy, with the fate 
of the campaign on the linc. Certainly. Show Me Your Stc1nCe a l­
lows YOLi enough discretion to have a nemesis emerge from the 
ranks and confront your player characters. perhaps challe nge 
them to a dUcllo settle their score once and for all. In fact, if you 
wish to engineer sLlch a confrontation, you hardly need the rlFlht 
result from the Baltic Opportunities Tables at all. 

Lides Of Battle 
The Rokugani art of war places considerable imporla nce on p<:r­
son81leadership. This is especially true if the comma nder of the 
army is also the Clan Champion or a family Oaimyo - if he I ­
es the battle. the Cl8n's pol itical leadership is disgraced as well as 
its military leadership. and if he dies the Clan or Fa mily has quite 
literally lost its head ilt a very bad time. The Cl)mmOn ashigaru 
looks to his leaders not just for orders. but also as feudal I rcis , 
to whom he owes loyalty that encompasses much more than the 
aren<l of battle. and withou t whom he would lack for more than 
jllst directions about where to go on the bMtl field . 

So much reSIS on the shou lde rs of an army's leaders in a ballie 
between Rokugani armies that it sometimes makes good mililary 
sense fO Ir<lp or goad enemy commanders Into a duel. AI the very 
kast , it can distract a n extremely importa nt encmy fo r a short 
while; even a due l that is lost will occupy all of an opponenl's 
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attention for Cl time and maybe even sap his strength. i\t best. 
ki lling an opposing commander in duel can completely demoral ­
ize the opposing army, as it may remove the one person who can 
hold that army together under pressure while casting doubt upon 
his prowess at the same time. In between these two possibilities, 
trying to force an enemy leader into a duel can force him to evade 
the would-be duelist, which not only dl tracts him from the task 
of managing the battle, but could also persuade his soldiers to 
question his courage and honor. 

In fact, for the Crane, th is is an explicit goal of their overall 
approach to war. Crane armies tend to be smCll1 compared to that 
of other Great Clans. In tead of numbers, they rely on their elite 
la ijutsu duelists, the Kakita-trained Kenshinzen, to neutralize 
enemy commanders by compelling them to duel - Clnc! every 
Kcnshinzen possesses full confidence that he C<ln beat any ther 
duelist In Rokugan, except perhaps another Kenshinzen. A rane 
general wi ll typically have at least a few Kenshinzen and some 
other Kakita duelists at his disposal going into a battle. Once the 
enemy leaders have been spotted and identified, they will range 
aero S the attlefield, either individually or in small groups, look­
ing for the most effective ,lVenue of approach to their targets. 

These are not mere assassination squads, however, and any 
suggestion lhal this is the case would out rage the Crane. Crimi­
nals and wine like the Coiu are assassins; instead, Kenshinzen 

in b<ltllc seek an honorable test 01 single combat agl1inst the ml st 
prestigious opponent they Glll find. The fact that they serve their 
Clan in doing so, <llld may win a decisive edge for the Crane by 
killing an important enemy, is a bonus. 

The Lion and the Dragon are also well known for their skilled 
duelists - every Akodo bushi trains to fight kenjutsu duels, and 
the Mirumoto iaijulsu duelists of the Dragon arc widely consid­
ered the most formidable rivals to the Crane's Kakita swordsmen. 
These, too, helVe cmved oul' a role on the battlefield as single 
combat speCialists. For the Lion swordsmen , they tend to take 
opportunities to duel with a Significant foe as they come rather 
than actively seek them out. Lion officers are trained to place 
more faith in maneuvering units of soldiers around the field than 
their Crane counterparts. But a Lion warrior'S tactical training also 
points out the importance of depriving an enemy of leadership, 
and an opportunity to neutralize an opposing commander wi ll 
not be passed up. With the Dragon Clan , the Mirumoto swords­
men are not detailed to hunt enemy leaders in the same sense a,; 
the Kenshinzen. But. like the Akodo kenjutsu duelists, they will 
not pass lip the chance to gain glory by defeating an important 
enemy in single combat. 

Inasmuch as shugenja are part of Rokugani armies, taryu-jiai 
should also be noted as form of dueling that plays a role on the 
battlefield. vVhile bushi or teams of mixed samurai may be sent 
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specifically to neutralize enemy shugenja (as in the Attack the 
Shugenja Battle Opportunity), ,~ challenge to personal combat 
by another shugenja may be the mo t effective and efficient way 
of achieving this end. Even a shugenja as pacifistic as a Kitsu 
or an Asahina may justify doing so if it will preserve lives and 
defend the fortunes of his Clan. Even if is not a duel to the deMh . 
'l taryu-jiai duel against a powerful opponent can drain powers 
thnt would otherwise be directed against one's own side. 

Every Clan. however. has at least some unlierst,mding of the 
role of dueling as a proper military tactic . The Crane. Lion and 
Dragon me simply the three thM are best known for possess ­
ing that understanding. It is one of the tried and true tenets of 
Rokugani war theory that a swordsman will gain much glory for 
himself and perhaps victory for his army if he C,ln defeat an en­
emy leader in an honorable duel. It is a Wily for an outnumbered 
army to turn the tide of battle against its enemy. and a way for 
it to set an already beleaguered foe to rout . It is even an accept­
able open ing move for the game of chess that is a battle between 
armies. a nd a legitimate way to gain an advantage over an evenly 
matched foe . A proper duel is as much a pan of the co nduct of a 
bMtle :IS a head-on charge or a flank attack. 

Champions 
Dueling on the battlefield offers a relatively low-ranking bushi 
the chance for glory. an opportunity to make his reputation by 
defeating a higher ranking enemy warrior in single combat. But 
in many cases. the most fearsome warrior on a side will be ils 
commander. the one who has the most praclice and skill in all 
aspects of combat. It may be a long-odds fi gh t [or a samurai from 
the ranks to challenge an enemy general. But for one general to 
light another. the odds would probably even up. 

Of course. there are genuine risks involved when the leader of 
one army challenges the leader of another. for the side thm loses. 
the consequences could well prove disastrous. But a general who 
chooses this course Illay do so for a variety of reasons . both per­
sonal and purely military. For one. it is chance to gain glory and 
hone r. putting the. fate of his army on his own shoulders and «11'­
rying it to victory. Or it Illay be the Illilitarily expedient thing to 
do. if he is badly outnumbered or in a tricky tactical pOSition. I lis 
o nly chance at victory may be to hit <It his enemy's weakest spot 
- the commander's need to uphold his own personal honor by 

c epting a challenge. If he feels that he bears personal respon­
sibili ty for plaCing his army in that bad spot. it may be the only 
way to redecm his honor (seppuku being useless from a military 
po in t of view - and besides. that can wait for after the militmy 
situation has been salvaged). 

There arc also times when a cOlllmander may choose quite ex­
pl icitly to put the fate the battle on his own blade. He might issue 
a formal challenge to the enemy commander. offering to place the 
outcoille of the battle on a duel between the two of them. with the 
loser to cede the field to the victor. This tactic may be used out 
of genuine concern for sparing bloodshed between the two sides . 
or they may be personal reasons (a desire fur glory) or military 
expedicncies (one side is badly disadvantaged. but is led by a 
warrior of great skill) involved. 

As GM. you should always feel that . in a mass battle situation. 
decreeing that the two army comma nders have agreed to d uel I 
always anllption. though one that docs not ha ppen freque ntl y. 

Countermeasures 
The converse of using d ue li ng as a IV:!)! of turning a batt le in 
your fav r by preoccupying or even killing opposing command ­
ers is that Rokugani genera ls f every Clan wiU keep with them 
at leilst a yo jimbo detail . pcrhap ' eve n a full unit of elite soldiers 
dcdicated to his protection. Any duelist who wishes to pin down 
an enemy leader in order to figh t a duel with hi m will most li!.;ely 
have to find a way around or through th is protective barri r. Of 
course. the Batt le Opportunity Protect the Ge neral allows for the ~ 
possibility t'hat a commander melY get separated from his per­ m 

m
sonal guard in the confu sion of bMtle . But unless such a thi ng Z 
happens. player characters who range the field in search of thi.' 

manner of glory will have to cope with typica l countermeasures o 

deSigned to keep a general safe andllndislracted. c:: 


I"T1111 e ilip side of this . of course . is tha t th e player characters t::may fin d themselves in this position if they receive the Protect 
Zthe General Battlefield Opportunity - in which ase. the G. 1wi ll 
Clhave the chance to throw ilt them enemy duelists trying to out­

wit Ihem to get at the leader in their safekee Ing. If one or more Z 
player chamcte r has trained <H a bushi School wllh a strong du ­
eling tmdirion. like the Kakita or the Mirumoto . or has received 
advanced training as a duelist or il yojimbo. it is certainly pos ­
sibk that an il11pOr\1lnt co mmander would demand their services 
as part of his person al deta il - so thaI a battle would . in fa ct. 
become one long Protect the General pportun ilY. A player char­
acter with advanced tmining (especially onc with a high Glory 
or Status Rank) might evcn reccive subordinate NP s at h i ' dis ­
posal. 

New Mechanics 

If you wish to make dueling a more prominent part o f rhe Illass 
battle experience. simply keep in mind the c n idcration5 de­
scribed above and introduce them by GM decree. as approprinte . 
Youillay also make the following revisions to the Battle PPOrtll­
nities described in Ihe core rulebook: 

"Revised Battlefield Opportunity: 
Attack the Shugenja 
Instead of the opportun ity described in the core ru lebo k. the 
GM may choose either o f these alternate opportunities : 

Challenge a specific shugenja. Your commandi ng general 
points out a speCific. relatively powerful shugenja who presents a 
threat to the army (or a boon to the enemy) that must be neutral ­
izcd. If one of the player characte rs is a shugenja. he is ordered 
to corner the enelllY shugenja inLo a taryu- jiai duel to alleasL dis ­
tract him momentarily. If the player ch a racter succeeds anti wi n 
the duel. the opposing general su ffe rs a -3 penalty to his TIdes of 
Lla tllc Roll for the next Ga ttlc Turn . and the player cha racter re­
ceive 2 Glory Poin ts . If the player chara ter su ceeds. but I ses 
the duel. the opposing general suffers ;1 -I penally tu his 1ides 
of Hattie Roll for the next Hanle Turn . and the playe r chara tcr 
receives I Glory Point if the enemy hugenja's InsIght Rank I 
higher than th playe r cha racte r·s . 
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Revised Battlefield Opportunity: 
Show Me Your Stance 
It may reasonably be poin ted out that if the player characters 
do not hold officer rank and do not have terribly high Glory or 
Status Ranks , it would make no sense for an enemy commander 
to challenge anyone of Lhem to a duel in the midst of battk~. He 
would have little to gain and a great deal to lose by challenging a 
warrior of lesser rank. 

Instead, treat Show Me Your Stance as a more generalized op­
portunity to duel on the battlefield. The opponent may be any 
one of a variety of NPCs: a personal rival encountered earlier in 
the campaign; an enemy uuelist intercepted while in semch of a 
target worthy of his blade; even an enemy warrior who mistakes 
one of the player characters for a samurai of higher Rank or Glory 
- someone whose defeat would bring great fame to the one who 
bested him. Possibilities abound. 

If the pl<lyer character wins, he receives I Glory Point per each 
of hi opponenr's Glory R<lI1ks. There is no dfe t on the Tides of 
Balt le Roll. 

u 


New Battlefield Opportunity: 
Strike at the t-Iead 
This may be used in place of either Show Me Your Stance or Pro­
tect the General, at the GM 's discretion. Your general orders you 
to tind a particular enemy commander and force him into a duel. 
The goal is to eliminate him as an asset to the opposing army, or 
at least distract him while he is trying to manage the battle (or his 
design<Hed part of it) . 

If you sLicceed and win the duel. the opposing general suffers a 
-5 penalty to his Tides of Ballie Roll for the next Battle Turn, and 
you receive 3 Glory Points. If the you succeed, but lose the duel. 
the opposing general suffers a -2 penalty to his Tides of Battle 
Roll for the next Battle Turn, and you receive 1 Glory Point if your 
deSignated target's Insight Rank is higher than yours. 
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CHAPTER FOURTEEN: 

THEART ST'S 

WEAPONS 

The culture of Rokugan is a warrior's culture. There are many fac­
ets to it, of course, and many noble pursuits that have little to do 
with making war. Ultimately, however, a samurai is a servant who 
wages war for his lord, regardless of what form that battle takes 
or in what arena it takes place. Combine this with the samurai's 
love for and adherence to tradi tion, and the result is a SOciety 
that places incredible value on finely crafted weapons. 

The following weapons and items are of particular Importance 
to their Clan or faction of origin. Some are unique, while others 
are represent a type of rare weapon used with greater frequency. 
Unique weapons will be rare in the hands of player characters, 
and should never be meted out lightly, but rather granted as a 
reward for some truly extraordinary service on behalf of Family 
or Clan. Non-unique weapons can be purchased using a variant 
of the Sacred Weapon Advantage, and point costs for such are 
listed with each entry. Under no circumstances should a charac· 
ter be allowed to purchase a Sacred Weapon of any Clan other 
than his own. 

CRAB: JADE- STUDDED TETSUBO [4 POINTS[ 
Increasingly ra re as the Empire's jade supply dwindles, the jade­
studded tetsubo is perhaps the favorite weapon of rab bushi 
tbroughout the southern reaches of Rokugan. Were they not so 
uncommon, every H!da soldier atop tbe Carpenter Wall would 
seek one for himsel f. As it is , they are typically awarded only to 
the finest warriors, officers and commanders who have proven 
thei r ability to stand fast against the Shadowlands. Wilh such 
weapons in hand, the Crab leadership reckons, they will pose 
an even greater threat to the minions of Fu Leng. The tetsubo is 
typical for a weapon of its sort, although it is crafted with higher 
grade Kaiu steel and thus is somewhat superior to the average 
tetsubo. The truly exceptional nature of these weapons comes 
from the recessed cavities at the weapon's head, into wh ich are 
placed small quantities of enchanted jade. The jade in question 
is painsla\<.\ng\y enchanted over m nlhs by Kuni shugenja. The 
rituals are necessary to preserve the jade and ensure tha t it wilt 
not shatter or soften from close contact with the Taint. The rituals 
are exhausting. and a considerable drain n the Kuni's resources 

Ite 
PurchaSing Items other physical pos esslons with 
Character Points Is a risky proposition, and one that has 
strange connotations in the setting. To begin with. a char­
acter that has spent Points on purchasing an Item has done 
, In lieu or spending those Points on Increa Ing their per­
sonal abilities. whether SOCial, mental, or physical. Charac­
ters who do not spend their Points In such a manner end 
up with more inherent abilities, and as a result , it seems 
that the Clans entrust their sacred objects to amuraJ who 
are less capable lhan others. This can be waved away by 
indicating that It Is a social responSibility, perhaps inher­
Ited or otherwise earned through family connections. but it 
Is stili an oddity that may need to be addressed. 

More Importantly. a character with Points Invested In 
equipment can. potentially. have those Points taken away 
If the object is lost or stolen. whereas a character that 
spends iln equivalent number of Points purchasing Skill 
Ranks does not have that risk. [t Is for thl rea on thai the 
Inheritance and Forbidden Knowledge Advantages were so 
rhoroughly rede'lgned for Legend of the Five RIngs Role­
playing Game Third Edition. In order to make the benefit 
more Internal and less situational. The Sacred Weapon 
Advantage. however. is an amalgamation of extremely 
popular Advanrages from previous Edltl ns. and remained 
largely Intact to avoid the Ire of those players who long for 
their Kaklla or Kalu Blades. 

As GM, you should discuss these concerns with your 
players prior hl beginning a new campaign. and make sure 
they under tand the potential problems with spending a 
large number of ~haracter Points on object-based Advan­
tages. 
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[0 conduct on a large scale. Even still , the jade is not preserved 
indefinitely, and ta king one of these weapo ns into the Shadow­
la nds is considered wasteful to an offe nsive degree. Promising 
Crab office rs have been demoted or even exiled for such things 
in the pa t. 

A jade-studded tetsubo has a DR of t k3. It is c n ide red a jade 
weapon for the purposes of da maging a creature or individual 
that has the Shadowlands Taint. The Carapace ra ting of any tar­
get struck by the jade-studded tetsubo is reduced by 1 for the 
purpose of calculating damage. This is cumu lat ive with any other 
effects tha t red uce Carapace , a lthough this effect alone cannot 
reduce the target creatu re'S Carapace rating below 1. 

CRAB: JADE KATANA IUNIQ1JE] 
Only fo ur of these magnificent blades exist, one each he ld by 
the Daimyo of the Hida , Hiruma, Kaiu, and Kuni Families. ne 
was not created for the Yasuki family, given their a lmost com­
plete lack of warriors , and the Toritaka Family had not yet joined 
the Crab Cla n at the time of these blades' crealion. In truth , the 
circumstance of their creation are a mystery. Each of the Fami­
lies that hold one of the blades has a different account of how 
their blade came into their possession , and none match up vcry 
neat ly. There arc s imilarities between them, f course , but the 
diffe rence arc far greater. Rega rdless o f how the blades were cre­
ated. there can be no doubt that the process was so difficult that 
most smith s working today cannot sec how it was done. lade 
is a ma terial that is almost impossible to work successfully. It 
does not become more malleable with heat , as do most smith­
ing sub ta nces; it becomes even more brittle. Attempts to shape 
jade us ing a ny conventional techniq ues result only in shattered 
stone and wasted time. Whateve r means were devised to create 
the jade katana, they arc unique a nd remain unknown to a ll but 
those who were re ponsible for their creation. Given their potent 
abili ties against the Shi-1dowlands, the Crab are quite keen on 
Irying to d uplicate the process, but ce nturies of attempts have 
produced no results. Consequently, the four existing jade katana 
arc among the Clan's most treasured possessions. 

The four jade katana have mutable DR ratings. Aga inst crea­
tures o{ the Shadowlands, or those who possess the Shadowlclilds 
Ta in t, the blades have a DR o{ 4k4. Opponents that possess any 
Shadow Taint me affected by the blade ,1S if it had a DR of 3k3. 
Again t any other oppone nts , they arc merely 2k2 . Despite that 
the blades would seem to be extremely frag ile given the crys tal­
line material from which they arc mad , they do not appe~lr ca­
pable of be ing broken by a ny conventional means. The jilde that 
makes up their blades does not degrade , and those who wield 
them are complete ly Immune to the Shadowlands Taint so long 
as they remain in pos ession of the bl£1de. 

CRANE: TH FAN or YOSH I 16 POINT 1 
Kilkita Voshi is remembered as one of the fi nest courtiers in the 
history of the Imperial COllrt, if not the (Illest. The sheer magni­
tude of hi chari rna, it is said , ~ou ld make or break alliances and 
enmities th roughout the Empire in the span of a breath . While 
tJ1ese tales are certainly embellished , there can be no doubt tha t 
the ma n who nce he ld sway over the brillio nt Bayushi Kaukatsu 
when b Ih men were younger. was a force to be reckoned with by 
any estimation . ' rudents of the Doji OLlrtie r School have ana­
lyzed his every ma nnerism and clement o{ his attire for decades 
in hopes o{ replicating even a {metion of hi maste ry of the court­

ie rs art. Most have discovered that no amount of training can 
replace in stinct , however, and that mimicking the style of another 
is no substitute for forging one's own path through the battlefield 
of court. Those few who come to these conclusions on their own 
and demonstra te particular promise in court arc awarded with a 
symbol of Yoshi's prowess, something that can push a courtier's 
reputat ion from promising new arrival to that o{ {cared opponent. 
Yoshi owned a se t of !\velve fans, each an incredible piece of 
craftsmanship that was custom-designed to his speCifications 
and designed with both beauty and durability in mind. Each is a 
striking piece depicting some pivotal moment in the Crane's his ­
tory, such a s the marriage of Doji and Kakita or the last stand of 
the Daidoji a t the Battle of the Tidal Landbridge. No matter what 
scene the fan depicts, it is breathtaking, and is considered a mark 
o{ exceptional skill and cunning by the Doji . 

The fans of Yoshi are exquiSite items that never fail to impress 
those that sec them . As long as they arc used or ot.herwise dis­
played on one's person where others ca n see them, they grant 
those who possess them a pool of 5 Free Raises per day tha t 
can be used on any Contested Social Skill Roll. Additionally, al ­
though the ability is rarely used, they ,1lso grant a Free Raise 011 

any Deceit (Seduction) Roll. 

CRAN : TSUKfN ' BLADE IUNIQ1JEJ 
This exquisitely crafted katana is a unique blade created by Isa­
wa Ochiai, the Master of Fire, for the Crane Keeper of Fire , Kakila 
Tsuken. Already a renowned duelis t and wa rrior, Tsuken 's grow­
ing familiarity with the element of Fire. combined with Ochiai 's 
delicate attunement of the blade to the same element , created a 
unique and deadly weapon with considerable destructive poten­
tial kept In check only by Tsuken 's sense of restraint , a quality 
that varies depending upon his mood. Although Tsuken wields 
the blade and ca rries it with him at all times, during his infre­
quent visits home he has allowed certain others to train with it fo r 
brief periods. most notably his Daimyo Kakita Noritoshi, Grand 
Master of the Kakita Dueling Academy. Noritoshi has declared 
the blade perfect in every regard, and many wonder to whom 
it shall fa ll if Tsuken should be defeated in battle. The ques tion 
seems only to irritate Tsuken, and he has made no answer. 

Tsuken 's Blade has a number of exlTa rdinary qualities that 
mayor may not be mtributable to Tsuken him elf rather than 
the actual blade . Thus fa r. the only other pe rson to wield it has 
not demonstrated any o{ the properties the blade displays when 
wielded by the Kee per of Fire . Tsuken's Blade is a katana with a 
DR of 4k2 . When rOlling damage, the wielder may spend a V id 
Point to immediately increclse the result of any individual dam­
age die that roll s less than or equal to twice his Fire Ring. 

DRAGON : NIGHTINGALE BLADC lS POINTSI 
The Nightingale style is an uncommon sub-style of the basic [vli­
rumoto Technique practiced by the Dragon Clan . The style is still 
young. hi-wing been created only two ge nerations ago by Miru­
moto Narumi . Narumi was a gifted swordswomilll and blessed 
wi th a dancer's grace , and she combined these talents ro deadly 
effect. Her daughter was her finest student a nd gained much gio­
ry in the dojo's name , but perished from complications followin g 
ch ildbirth . It was not u ntil Na rumi's granddaughter. a lso called 
Narumi in her honor, be a tTIe an adult that the Nightinga le style 
gai ned widespread acceptance am ng the Mirumot . It i primar­
ily pract iced by women, al though somc ma le students have mas­
tered its secrets . The sty1c emphasizes the imp0rLance { speed 
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and grace, using an open st;~nce and depending upon reaction 
speed for defense, thus allowing more rapid series of attacks. The 
style has become popular enough that a unique type of katana, 
lighter and slightl y more flexible than typical. has begun to see 
production by a small number of swordsmiths. These blades 
are given to those students who undergo their gempukku in the 
Nightingale Dojo, and are simply known as Nightingale I3lades. 

A Nightingale Blade is a katana with a DR of 3k2, like a normal 
katana. However, anyone wielding the blade gains a +lkO bonus 
to Initiative Rolls. All melee attacks made using a Nightingale 
Blade gain a bonus equal to the number of attacks made with it 
up that point in the round: The tirst attack made in ,1 round with 
the blade gains + I to the attack roll, the second gains +2 to the 
roll, the third +3 , and so on. 

DRAGON: 

THE BISENTO Of LADY MOON IUNIQ!,JEJ 

The Hitomi are a militant order. No monks in the Empire, save 

perhaps for the belligerent monks of Osano-\Vo or I3ishamon, 

can ri val them in term s of their sheer phy ical power and ten­

dencies toward violence as a means of resolving differences. 

The Hilumi consider this their strength, and invoke the name of 

Lady Moon when demonstrating their will and determination. 
It is the tirst among them, the head of their order, who wields 
the greatest symbol of Lady Moon's patronage: the despicable 
weapon known as the Bisento of Lady Moon. The weapon's ori­
gins are uncertain, and Hitomi Kagetora, the only man ever to 
have wielded it, docs not discuss how it came into his posses­
sion. Many speculate that it simply appeared, just as the t<lttoos 
that adorn the Hitomi monks appear purely through the will of 
Lady Hitomi. Whatever its origin , the weapon appears as most 
of its sort do: a heavy sword blade at the end of a long wooden 
shaft. II is similar in many respects to the nagamaki , although the 
shaft is longer, narrower. and the blade conSiderably wider. II is 
an awkward weapon, like most of its kind, but Kagetora wields it 
to devastating effect when he chooses to do so. As it is, he wields 
it infrequently. ;~ s even the seasoned old monk himself seems 
fearful of it. 

The Hisento of Lady Moon is a bi sento with a DR of .'.k4. It 
grants 2 ree Rais snail Bisento Skill Rolls, which may be uSl:d 
in any way the wielder wishes. The weapon also allows consider­
able freedom In its u e, as it can be used as a brace for all manner 
of atlacks. It therefore grants a Free Raise to any usc of Athletics 
or jiuj itsu made while wld dlng thl: black. 

LI N : r OMA WAR FAN [3 POINTSI 
The Ikoma arc an odd Family. They are historians whose own his­
tory is conflicted. They posses a conglomeration of duties that 
seems strangely fractured , yet blends well enough together so that 
they arc . in thelr own odd way, indispens;Jble to the Lion Clan. 
They arc warriors and poets, wardens clnd historians , c urtiers 

nd pies, and no one seems to know for certain to whom they 
arc speaking when they speak to an Ikoma. This multi-faceted 
nature is reflected in the weapons they create for their warriors, 
such as the distinctive Ikoma War Fan. These tessen ate imme­
diately recognizable not only for their qualI ty and the distinctive 
kanji emblazoned upon them, but [or the ski ll with which they 
arc used. (koma ta ctiCians value these fans for their dumbllity 
'3.~.'i lhc prestige that they confer, by lkom<l courtiers and bards 
for rheir simple elegance. and by less scrupulous lkoma for their 
deceptively harmless appea rance. 

Ikoma War f-'ans are t sen with a DR f I k I . When carried, 
they allow their wielder to add hi War fan Skill as a bonus to all 
Etiquette (Sincerity ) Rolls. Th se who carry the fan also gain a 
+2kO bonus to their Defense kill Roll s. 

LION: 
BLAO or TH E GOLDEN RANt [UN 1011 I 
Shortly before the Clan War, the Lion and Crane attempted to 
foreswll open c nflict between them by exchanging hostages. 
The Crane fostered to the Lion their Champion's son, Doji Ku­
wanan. who went on to become Crane Champion himself in the 
fullness of time. The Lion hostage was a young, relative ly un­
known man name t M atsu Seijuro. Sellu ro did well as a student 
of the Kakitil Academy, and upon his r turn to the Li n quickly 
established a reputation as the tinest duelist o[ his generation. 
I3cf re his death, he founded a small dojo to pass on the insights 
he had gained into the dueling ritual , although to his credit he 
never passed on any of the secret Kakita Techniques he had ma ­
teredo Today, those who maintain his dojo keep the blade in a 
shrine devoted to Seijuro's memory, and it is used only when the 
honor of the dojo has been impugned in some fashion. On the 
rme occasions when it is t~~ken out and used, it has never failed 
to restore the dojo's honor. 

The I3 lade of the Golden Crane is an exquisite katana with a 
number of speCial properties. It has i1 D R o[ 3k3 and grants its 
wielder a Free Raise on any Lore: l aljutsu Skill Roll. W hen it is 
used in an iaijutsu duel. the individual wielding it Illay choose 
to spend 3 Void Points before the duel begi ns. If he docs so, the 
wielder's ranks in the Akodo or Matsu Bushl S hools are con­
sidered to be ranks in the Kakita Bushi S hool for purposes f 
resolving the duel. and he Illay access their Techniques during 
the duel. This docs not take effect until the duel begin and end' 
the in tant the duel is over, or becomes a skirmish. If the Void 
Points spent to activa te this effect cue regained prior to the duel 
beginning, the effect is negated. 

MANTI : TH SWORD OF GAL S IUNI011EI 
The Sword of Gales is a unique weapon created through decades 
of deliberate effort by the M antis Clan. Aware that the spirit of 
weapons G1I1 awaken through great effort and the wi ll of heme , 
the sensei Mthe Tempe t 1,lands Dojo once had their fi nest stu­
dents craft a blade of exceptional quality, and they have passed 
it on to a young Mantis f promising character for generations 
now, in the hope that they would awaken the spirit within by 
their deeds. Each ndvenlurous soul th llt bore the blade carried it 
throughout their li feti me. until they perished or retired from the 
life of an active samura i. Each time , the Tempest Islands sensei 
retook possession of the blade and then granted it to an ther 
young samurai who was unaware of the blade's intended pur­
pose. On occasion , the blade was lost. but each lime the mas­
ters of Tempest IsI,md sought it out and retrieved it. usually at 
great trouble and risk. In time, their efforts were successful. and 
the blade's spirit 'l\-\loke. However, the spirit was angry to have 
been disturbed , and itS wrath ful natu re was not whM the archi­
tect s of it s awakening had anticipated. In public. the Tempe l 
IsI<1I1ds sen sei pronounced The word o[ Ga les a sLlcee S, but 
they quietly abandoned the notion of attempting to create more 
uch blades. 

-~- ~--------------- ~ 
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V'l The Sword of Gales draws ils power from th~ Air m<lgic bound
Z Into the steel of its blade. II is a katana with a DR of 3k3. and ilo is comple tely immune to any form of decay. whether rust from 

sea \VOler. or spell effects thai cause de terioration in inanimale 
objects. vVhen The Sword of Gales strikes and wounds an op­~ 	 ponent. Its wielder may choose 10 spen a Void POint to target 
his opponent with the spell Tempesl o r Air. which is casl as if by 
a shugenja of School Rank equal to the wielder's School Rank. 
Once per day. the wielder may spend 2 Void P ints to invoke 
the sword sririt 10 target him self with the Call Upon Ihe Wind 
spell, which is also cast as if by a shugenja of the wielder's School 
Rank . 

PHOENIX: KOUKEN BLAD 15 POINT I 
Highly prized by the Phoenix. kouken blades are produced in 
small num bers each year and granted to the governors of ma­
jor cities or strongholds throughout Ihe Phoenix provinces. The 
blades are crea ted by a small group of craftsmen who are also 
Earth shugcnja , and a rillial is performed when the blades are 
present d to bind Ihelll to the location where they arc to be used. 
A a result. the blades draw strength fwm the earth arou nd their 
h me, and weaken as they arc removed frolll that area . Phoenix 
lords granl these blades to their mOSI trusted guards and yojim­
boo 

A k uken blade is a kata na with a DR of 3k3. It grants the 
'am ura i who wields it a number of Free Raises per day equal 
to his cumulalive School Ranks in l)ushi Schools. These Free 
Raises may be u cd on any Kenjutsu. Iaijlltsll, or Defense Roll 
made while the blad is carried. These Raises may be used once 
ench and then arc lost until sunrise the next day. If the blade is 
carried morc than 5 mi les from the stronghold or city where it is 
locnted. Its DR is red uced to Jk I and the hee Raise ability is lost 
until the next sunrise after the blade is returned home. 

PHOENI : SHIBA.' HON R [UNIQUF] 
Shlba" Honor is a sacr\!d wakizashi that ha6 been carried by 
m.lny Phoenix over the pa t few cenlurie , includi ng tnany Clan 
Chanlpions and a handful of Masters of Fire. The blade was cre­
ated by hiba Yu aku , a legendary 3rd Century artisan who W,15 

unexpectedly chosen as the new Phoen ix Champion. Yusaku 
found himse lf ill -suited to the responsibilities of leadership. and 
It was only th rough the gUidance of Ihe Soul of Shiba tha t he 
avoided disaster for his Clan and himself. Among the oddest ele­
ments of hi Championship was the asslimption by many that . 
a a Shiba, he was a gifted duelist like so ma ny of his kinsmen . 
Nothing could have been farther from the truth , as Yusaku had 
pent far more time cra rti ng blades than wielding th~m. Guided 

by the SOLII of hiba , hl' spent two years cmfting a wakizashi 
that might aid him in improving his de ' idedly mediocre iaiju tsli 
ski lls. As was his w nt, however, he spent fm more time crafr­
Ing the a pearance of great bl ,ldes tha n thC'ir actual qualiLles as 
weapon". The result was a blOlde tha t appeared the perfect image 
of a n exquisite duelist's blade . but had little advantage in actu­
ally fighting a dueL To h i surprise. however. those who saw the 
blade mad certa in a su mptions rega rdi ng his level of skill, and 
the effect was much the same as if he had actually been a great 
duelist : he wa avoided as a targe t of potent ial duels. cllld as a 
r suit he was fina lly able to overcome h is anxiety and senk int 
his role as Ph enix Clan Champion. Since lhat time, Ihe bl ade 
has cOllle to be regarded as a mea ns of preventing duels rathe r 
than winning them . With the Phoenix's general belief in pacifism. 
this is c nsidered a great advantage . 

Shiba's Honor is a normal wakizashi in terms of its construc­
tio n and ability to inflict damage. The elaborate metalwork of its 
saya. tsuba, and the intricate inlays along its b lade and its hilt, 
however, give it the appearance of a blade that could very well 
be an Ancestral Weapon . When in the first stages of an iaijutsu 
duel, when the two opponents assess one another's capabilities. 
Shiba's Honor causes any characteristic of its owner's to seem 
higher when assessed. Skills appear as though they are 4 ranks 
higher (to a maximum of 10, of course), while Traits and Rings 
appear 2 ranks higher. This does not actually affect the charac­
teristics for the purposes of resolving the duel, only with regard to 
the assessment at the beginning. Those opponents bold enough 
to duel the Phoenix regardless will find that they are not as dan­
gerous as they initially appear. 

SCORPION : HAMETSU'S KIss [5 POINTS] 
If there is a more insidious weapon than Hametsu's Kiss in the 
Empire, then surely it must be wielded only by the Shadowlands. 
The original design for this sha meful blade was supposedly tak­
en from plans drawn by one of Shosuro Hametsu's apprentices 
during the years prior to the Scorpion Clan's attempted coup in 
Otosan Uchi. The blade is constructed with a small cavity in the 
upper side of the hilt guard. Into this cavity are p laced small cap­
sules of ceramic or other fragile materials. When these capsules 
are broken. which can be done effortlessly and discreetly by 
the blade's wielder, small amounts of fluid are forced down the 
blade's length in sillall, almost imperceptible grooves that run the 
entire length of the sword. The most cOlllmon function of these 
capsules and grooves, of course, is to quickly coat the blade with 
a poison of some sort, after which the poison quickly runs off the 
blade or dries, leaving almost no trace of its existence. The cavity 
in which the poison capsules are held appear purely ornamental 
in nature. Essentially. it is impos ible to determine the blade's 
nefarious origin unless one knows for what to look. 

Hametsu's Kiss is a tanto with a DR of 2k I. Those wielding the 
blade gain 2 Free Raises on any Poison k ill Roll. Because there 
is so li ttle evidence to support the use of pOison , the wielder also 
gains a Free Raise on any Deceit Roll made to conceal the nature 
of h i actions. 

Sc RPION : 
NAGAMAKJ OF THEASHALAN rUNIQ1.lEJ 
Although hardly unique in their land of origin , there are only three 
of the e creations In all of Rokugan , thus making them so ra re 
that they are unique in practica l terms. They were first acqUired 
by the Scorpion when theIr Clan was exiled across the Burning 
Sands after they were blamed for the disappearance of Emperor 
Toturi I. During their time in gaijin lands , the Scorpion forged 
an alliance with an a ncient race o f sorcerers ca lled the Ashalan . 
Among the Ashalan's many talents was a gi ft for craftsmanship 
- In particu la r with a mystical subs tance they called crysteel. a 
c rystalline substance that hardened to a steel-like rigidity when 
trea ted with a unique Ashalan ritual. Among the gifts exchanged 
between the two groups was a small number of crysteel weapons. 
Includ ing three stav s that closely resemble traditional nagamaki. 
These weapons have never been revea led to the Empire at large, 
but rather are concealed so that they can be used without lisk o{ 
discovery. One is ill the personal arsenal of the Scorpion Cham­
pion, a lLhough to date only Bayushi Sunetra has ever made use 
of it. 111e second is in the custody of the Bayushi Bushi chool's 
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Master Sensei. The men who have served In that position since 
the Scorpion 's return have occasionally used it to train the finest 
students in each genera tion. The fin al weapon remains in the 
custody of the Shosuro Daimyo, and has been used on many oc­
casions by the infamous Shosuro Yudoka. 

A Nagamaki of the Ashalan cannot be broken . It is a nagamaki 
with a DR of 3k3, with a brilliant crystal blade and a metal-plated 
wooden shaft . The weapon affects Shadowlands creatures and 
th se bearing the Taint as if it were jade. The crystal somehow ab­
sorbs sound to some degree, granting a Free Raise on all Stealth 
Rolls made by anyone carrying it. The unbreakable crystal also 
grants a Free RaIse on all attacks using the Disarm Maneuver. 

UNICORN : 
FOLDED STEEL SCIMlTAR [3 POINTS] 
The scimita r is the weapon traditionally used by the Mota no­
mads of the Burning Sands . Those tribes tha t joined with the 
Unicorn Cla n centuries ago gradually put away their affection 
fo r that curved blade in favor of the ka tana, as Rokugani swords 
are far superior in construction and durability. Still, the scimitar 
was not completely discarded, and remained a popular weapon 
among eccentric Mota warriors and masterful sensei determined 
to preserve the ancient ways. It was not until the dwindling Mota 
Famjly was revital ized by the legions that rode with Mota Gaheris 
a nd followed Shinjo into the Empire that the scimitar once again 
became a common sight on the hips of Mota warriors. Further­
more, the techniques Rokugani smiths use to fold steel , creating 
the incredible strength of the katana, has been adopted and used 
in the forging of traditional Mota scimitars, creallng weapons that 
have the same strength and capacity for damage as the katana 
wielded by other Families and Clans. 

A folded s teel scimitar has a DR of 2k3. It requires a unique 
Bugei SkiU, SCimitar, to use properly. It ca n be wielded wi th Ken­
jutsu, but those who do so suffer a -2 Ranks penalty when using 
the scimitar. Because of its heavier weight, it requires I less Raise 
than norma l to use the Disarm Maneuver against the wielder of 
this weapon . For the same reason, using a scimitar to make a 
Feint Maneuver requires I additional Ra ise. 

UNICORN: 
NIGHT CRYSTAL BlADE [UNIQ!JEl 
Exc ptiona lly ra re , these blades were cra fted by the notorious 
shugenja Mota Vordu during his period of study in the City of 
Night. There, the twisted priest dIscovered the properties of a 
substance ca lled nigh t crysta l. a unique materia l created dur­
ing a magica l cataclysm that took place in the ci ty long before 
mankind ever appeared In the mortal rea lm. Ever urious , Vordu 
conducted many experiments with the substance, eventually dis­
covering a crude means of shaping it. DespIte the man's obvious 
but t\'1lsted genius, he could fin d no bener use for the crystal 
tha n craftlng It into weapons. During his time in the city, It Is 
believed that he created more than t\vo dozen wea pon of vary­
Ing types. some from the Moto <;u lture across the Burning Sands. 
Many of these wea pons are believed to have been lost when the 
City of Nigh t was destroyed, and of those that urvived, some in­
explicably darkened and ceased to have any un usual a b ilities at 
all. Those that have survived and continue to function properly 
fo llowing the loss of the City are considered of utmost valu~ to 
M C.\an and a re closely supervised, released oniy to the most 
trusted of vassals for the most important missions . 

Night crystal is an exceptionally stra nge material, and in some 
ways it acts as if it was a live. Any damage to the blade that does 
not destroy it is gradually repairs itself over time. As long a more 
than half of the weapon survives a destructive encounter, it will 
gradually regrow the miSSing portion over a period of I month 
until it is whole again. N matter h w much da mage It actually 
suffered, it will always take a month for this self-repair to com­
plete. A weapon made of night crystal cou nts as crystal for the 
purposes of innlc tlng damage on superna tural targets . A weapon 
forged of night crystal also adds a + ikO bonus to the weapo n's 
DR. Such weapons also radiate light on command, rough ly 
equivalent to that of a normal la ntern , 

SHADOWlAND : 
OBSlDLAN WEAPON IS POINTSI 
The direct spiritual oppOSite of jade, obsidian is a materia l with a 
strong natural a ffinity for corruption. Wounds inflicted by obsid­
ian weapons can sometimes cause infection by the Shadowlands 
Taint , even far away from that twisted realm . Fortunately, obsid­
ian is brittle, and ill-suited for the forging of weapons. Unfortu­
nately for their enemies, there are those among The Lost who 
have managed to develop a reliable process by which It may be 
worked. Deep in the obscene forges of the Chuda Family, b lood­
smiths have mastered the rituals nece sary to shape obsidian 
into effective weapons , although even they cannot make them 
the equa l of Rokuga ni steel. Armed wi th such monstrosities, the 
officers of Da igotsu'S Lost legions are more da ngerous than ever, 
and now have the opportunity to corrupt those they lay. gain­
ing useful (beca use they are ultimately expendable) troops in the 
process . 

An obsidian weapon may take al most any (orm. Any weapon 
may be created from obsidian , with the obsidian portion in p lace 
of metal that would be fou nd In a comparable normal weapon. 
Thus, an obsidian ka tana would be crafted almost entirely o f ob­
sidia n, whereas a naginata would only have a n obsidian head 
atop a wooden shaft. Weapons with no meta l components or that 
are ranged in nature, such as a nunchaku or yumi, ca nnot be 
crafted from obsid ian. Obsidian weapons gain +Ok I to their DR. 
Any opponent wounded by a n obsidjan weapon must ma ke an 
immediate Raw Earth Roll (TN 15) or gain I poin t of Shad w­
lands Taint. If a damage ro ll made using a n obsidian weapon has 
more than I die explode, the weapon has shattered a nd become 
use less, although the damage is inflicted as normal. Lost charac­
ters who possess th is Advantage and who e wea pon is shattered 
may ga in a replacement by seeking out the Temple of Venom in 
the City of the Lost. 

IMPERIAL: 0 OMO WAKIZASHI [2 POINT 1 
Warriors are few and far between a mong the Otomo Family. Al­
though they have served the Emperor for centuries, they do so In 
a considerably different capacIty than m st samurai. The Olomo 
were odginally charged wi th pro tecting the Emperor's Interests 
by pitting the Great Clans against one a nother, ensuring that a 
union between one or more would never rise aga inst the th rone 
in the manner the first Gozoku did . But since the Totu rl Dynasty 
has proven less interested In such a purpose than the Hantei 
- a nd indeed it hardly seems necessary given the constant tur­
m II that has plagued the Empire d uring their reign - the Otomo 
seem content to play the role of hosts and guests, allies and foils, 
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r.fl 	 constantly changing their agenda to suit those with whom they 
Z interact. While few Otomo carry ka tana , they are known for theiro exqui Itely crafted wakazash i, which serve both as a badge of c.. 

rank and reminder of exactly whom their opponents face. 
The exceptional craftsmanship of both the Otomo wakizashi ~ 	 and the aya in which it rests impres es all those who see it. Any­

one of Imperial blood who carries such a blade is considered to 
have +0.5 Ranks of Status. The bearer of such a blade may add 
his Status to the total of all Courtier and Etiq uette Rolls. 

MINOR CLANS: 
GOLDEN ORIOLE KATANA [5 POINTS] 
Since the Tsi Family was created, those ranin smiths have been 
well known throughout the Empire as among the finest cra ft men 
of their kind. W hile not as sturdy as the Kaiu blades or as grace­
fu l as those created by the Kakita swordsmiths, the Tsi blades 
approach both in quality and are a magnificent blend of the finer 
trai ts of each. When Daigotsu laid waste to Otosan Uchi in 1159, 
the Tsi were among those left to their own devices amid the ruins 
of the once great City. Lacking the resources to reloca te, they at­
tempted to do what they could, and eked out a meager existence 
until they were discovered by a contingent of Phoenix and Drag­
on samurai. The Daimyo Tsl Zutaka had recovered a va luable 
blade dating back to the Hantei Dynasty and it was presented to 
the Empress with the Dragon's patronage. The Tsi were rewarded 
with an appointment a a Minor Clan. the Oriole. Now the Tsi 
have vastly increased resources and they have received commis­
sions to craft a number of their finest blades as gifts to many of 
the Empress's allies in the Court. Thus far. none have been dis­
appointed. and the Is! have begun crafting such blades for their 
allies in the MInor Clan All iance as well. 

A Golden Oriole Katana is a katana with a DR of 3k3. Posses­
sion of one grants a +0.5 Rank bonus to the Status of a Minor 
Clan samurai. and a Free Raise on Awareness Rolls for Grea t 
Clan samurai when they are interacting with bushi. 

M [NOR CLANS: 
MIYAKO'S NAGINATA rUNIQ1JEI 
Totmi Miyako was among the most fa mous Minor Clan person­
ages in the Empire. Until her recent ma rriage to the Scorpion 
Clan Champion. she was the daughter f perhaps the Empire 's 
most beloved hero. the hei r apparent to the position of Monkey 
Clan Daimyo. and the c mmander of the illustrious First Legion. 
the lmperial Legion on e com manded by Toturi Tsudao. Al­
though Miyako's marriage to Bayushi Paneki was a great oppor­
tunity for her Family and Clan. as il drew the Monkey even closer 
to thei r Great Clan ally and brough t considerable resou rces into 
the small Clan. her abduction by Panekl's enemies prior to the 
wedding resulted in a grievous Injury t her throat that severely 
damaged her voice and thus ended her command of the First 
Legion. Despite her unfortuna te circumstances. Miyako has em­
braced her fate without sorrow, as a true samurai should. and as 
part of her entry into the Scorpion she has turned over her arse ­
nal of weapons to her brothers a mong the Monkey. Among these 
weapons is the naglnata she carried while serving under Toturi 
Tsudao. The weapon was a gift from Tsudao. who had it crafted 
by the finest Jmperial smiths specifically for her friend. 

Miyako's Naginata is a naginata with a DR of 2k3 . Anyone 
wielding it rolls gains a + 1 k 1 bonus to all [nltiative Rolls. The 
weapon is extremely sturdy and balanced. and allows for consid­
erable athleticism when wielding it. granting a Free Raise on any 
Athletics Roll made while wielding it. Finally, anyone wielding 
the naginata may spend up to 3 Void Points to boost damage 
when using the weapon's damage boost ability. 

RON IN : THE BLADE OF SUN TAo [UNIQ!JE/ 
Sun Tao is revered by ronin throughout the Empire. not only as 
one of the greatest tactical minds of all time but also as a demon­
stration of the heights to which a ronin can climb. The brilliant 
tactician gradually earned the respect of each Great Clan and 
was permitted to study with them before he departed Rokugan in 
an attempt to learn the secrets of cultures beyond the Northern 
Wall Mountains. He never returned. but his blade has been kept 
In the ronin city of Nanashi Mura ever since in the event that 
his descendants might one day return to retrieve it. The Eyes of 
Nanashi. the ronin warriors who defend and protect the city. con­
sider Sun Tao's blade among their greatest treasures. and would 
gladly sacrifice themselves to prevent its Joss . Recent revelations 
regarding Sun Tao's fate after he departed the Empire suggests 
that he is revered by more than one warrior culture beyond the 
Burning Sands. which has made those tasked with protecting the 
blade somewhat apprehensive about others who might seek to 
take it from them because they cons ider it sacred as well. 

The Blade of Sun Tao is a katana with a DR of 4k3 . It confers 
on its wielder a number of Free Raises per day equal to his Battle 
Skill. These Free Raises may be used on any Defense. Kenjutsu. 
or Battle Skill Rolls. 

NAGA: SLAD S OF THE TEMPLE l4 POINT I 
The preferred weapons of the elite Temple Guardians, the Blades 
of the Temple are painstakingly forged blades perfectly matched 
in every respect. The process is incredibly exacting. and it re­
quires months longer for a Naga craftsman to create than a typi­
cal blade. The product cannot be argued with. however. as the 
blades are completely indistinguishable from one another. Their 
weigh t. curvature. and dimensions are flawless. and make it far 
easier to practice the Temple Guardian fighti ng s tyle of wielding 
twin blades. 

Blades of the Temple are considered standard Naga blades. 
except that they have a DR of 4k2. Any Kenjutsu Rolls made with 
the blades gain a bonus of + 1kO. and a ll off-hand penalties are 
negated. 



ApPENDIX: 

THE TEST OF THE 

EMERAlD CHAMPION 

Short of an Emperor's coronation . there is no greater event in 
Rokugan than the Test of the Emerald Cham pion. This grand 
tournament is typically held only once per generation. as the 
victor's appointment to the position of Emerald Champion is for 
his or her lifetime. When these rare occasions do occur, virtually 
everything across the land comes to a halt, as each of the Great 
Clans searches high and low for their finest samurai to a ttend the 
competition in hopes of ga ining one of the most powerful posi­
tions in the entire Empln:. 

This appendix details the ritua l and tournament associated 
with the Test of the Emerald Champion. Everything necessary 
to run the Test as part of an ongoing campaign is included. as 
we ll as severa l subplots which can be added to make It a more 
th ree-di mensional experience. W hile the setting of this scenario 
assumes that it takes place in Rokugan's modern era. with fa m­
ily names and mechanical options included appropriately. there 
a re no references to recent historical events included as part of 
th is description. Hopefully, that will allow this scenario to be in­
cluded in any campaign regardless of its time period. with only 
minimal modifications being necessary. 

Synopsis 
The focus for this adventure is the Emerald Championship. This 
event is unlikely to be held again during the cha racters' lifetime. 
and as such is de erving of their full and undiv ided attention. 
That the characters are able to attend such a momentous oc­
casion should be cOl15idered a great honor. To actua lly partic i­
pate is an opportun ity that can shape a samurai 's life f rever. 
Although the opportunities for interaction with extremely high­
ra nking samurai are present throughout th is adventu re , and thus 
difficu lt to script without railroading, the adven ture should follow 
this rough outline: 

• 	 1'he characters arrive on the Plains of Thunder and explore 
the area, interacting the other guests and perhaps the com­
petitors themselves. 

o 
() 
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• 	 The evening befort' the tournament's first rounds begins. ;> 
the individual Clan delegations present meet privately to 
discuss their focus for the tournament. At the same time•.~ 
meeting of the assembled Imperial pers nnel takes place. o 
which may be suitable for non-contc tant characters. z 

• 	 The tournament begins at dawn , a nd conti nues untIl \.Iu k. 

The purpose of the first day of competition is to dete rminc 

which contestants will be selected to advance to the \al ­

jutsLi tournament the following day. It is the ial] ut u tour­

nament that ultimately decide who will a Iva nce to the 

position of Emerald Clwmpion. 


• 	 The second day of the tournament sees the begi nning of 

the iaijutsu tournament. Depen d ing upon how many con­

testants arc selecrecl for this round . th is can take Lip to sev­

eral days in order to give the contestants an opport un ity to 

rest between duels . 


• 	 At dawn 011 the day following the tou rna ment's conclu ion , 

there is a massivc ceremony held wherein the Emperor be­

stows a pcrs na l oath of fealty t the victor, imparting him 

with the powe r. responsibilities, and trappings f the Emer­

,lid Cham pion. 


Arriving in the Plains of Thunder 
The Tes t of the Emcmlcl hampion Is always held in the same 10­
cation. barring ulllisua l edl ts from Emperors with no particular 
preference for auhering to tradition. The Pla ins of Thunde r arc 
rolling. ull inte rrupted plains Lilnt lie between the corplon lands 
to the we t and the vast Sh inomen Mori to the cast. De plte that 
the region is remarkabl y fcrt ile , if is not used l cullivate crops of 
any sort. This is due to the fact that the entire region is consid­
ered sacred to Osano-Wo. the Fortune of Fire and Thunder. Why 
this is so has been forgottc n by hi to ry. I.lr al least it i not widely 
known. Llul if anyonc a n be said to understand the Thunderer's 
will, then it is the mon ks who scrve the Order of Thu nder, and 
who <He traditi nil lly responSible for o rganizi ng ;ollld ru nning thl! 
Test of Ihe Emct<lld e h.un rion. They me slmngc, militant In UVld ­



uals with more in common wllh the average Crab bushi than with 
ther members of the Brotherhood of Shinsei , but none can ques­

tion their flawless execution of this most sacred tournament. 
The Plains of Thunder are not a particularly entertaining 

place. There is virtually nothing to att ract one 's attention away 
from the endless sea of grass , unless one is particularly interested 
in the occasional outcropping of rocks that dot the countryside. 
The monks who overs 'e the tournament for the Emperor seem 
to prefer this, believing that it maintains focus and solemnity on 
the part of tournament participants. qualities that arc absolutely 
necessary given the importance of the event. StilI, despite their 
wishes t the conlrary, a number of bold merchants and artisans 
tend to brave their disapproval and set up impromptu tents or 
other venues in order to sell their wares to the massive number 
of attendants. Chief am ng these are merchants selling food and 
drink. Most la lls bring their own supplies to feed their contin ­
gents. but they generidly consists of travel rations and can hmdly 
be called appetizing. The chefs in attendance typically serve only 
the Imper! Is and their guests. For everyone else, it Is either live 
on travel rations for however long the tou rn,lInent lasts, or pur­
d la e something frolll the local Illerchants. ome of the more 
in te resling locatiuns at the tournamen t Site include: 

Hobuo, Merchant orthe Exotic. 1\ vas il l of the Ide family, 
Hobuo spends most of his year traveling a ci rcuit of small bu t 
prosperous villages in the southern Unicorn and western Scor­
pion provinces. He docs not make a tremendous profit from his 
sales; Instead, Hobuo's chief asset to his superiors is his ability to 
move in Scorpl n lands unmolested, giving him pretty much free 
rein to observe goings-on and collect intelligence. His presence ;lI 
the tournament serves to keep up his pretense that he is nothing 
more than a money-hungry merchant. I ie does have an interest­
Ing selectl n of everyday item , however. including a wide variety 
of exquisite fabrics with unusual patterns. Hobuo claims the 1 are 
from the Yobanjin tribes to the north, but no one can substan tiate 
this claim (and if challenged on the point . he 11'111 either bluff or 
sweet- talk his way mound his own lack of proof) . Regardless. a 
kimono frolll such materials would be striking indee I. 

Shiba Tornaru, Artisan. Many would criticize the appearilnce 
f humble artisan Shiba Tomaru at the Emerald Champl n hip. 

There arc th c who say that his appeilrancc here and the dis­
play of his work is a blatan t attempt to secure sponsorship or 
worse, t procu re money for his works - both .l(lions unworthy 
of an artl an who is also a samurai. W hile neither of these is 
enti rely incorrect, they are also not Tomaru's primary purpose in 
coming to the tournament. The truth is tha t he adores the beauty 
of naLure, but is fearful of tr aveling into the wilds by himself. 
TIl e tournament is a \V nderful chan "I;: \ ~;lpture the essence of 
the gorgeous plains without having t lear for his li fe because of 
predators or bandits. If someone wishes to purchase his works or 
offe r him a lucrative sponsorsh ip because of what they see In his 
tent , then it is simply a happy c incllcnce. 

Yasuki Akiren. This wily old m'lll travels with a heavy, rein­
~ rced carr that I oks as thou h it is Cilpablc of h;lUling boul ­
ders, much less a merchant's wares. Akircn is capable of that 
most valuable Yasuki tra il: creating a demand that only he can 
supply. Through unknown means. Aklrcn has convinced severa l 
highly placed individuals In the ScorpIon and Crane courts that 
the culptures he sells. which are taken from rocks and wood 
upon which Crab bush i practice their tetsubo kat,\, are the new­
est trend In modern art. Akircn makes no attempt to conceal the 

origin of his pieces; rather, it is one of his primary selling points. 
He refers ro the pieces as "chaos sculptures ," or "the art of de­
struction." He seems well aware that the novelty of his wares is 
the only thing maintaining imerest in them, and that it will soon 
fade . He fully intends to make as much money as possible in the 
interim. and then usc the spoils to nnance his next great ven­
ture. 

Beyond the tournament grounds. there is little to attract the 
attention of characters attending the event, although for those 
who don't mind a bit of travel. there arc a number of interesting 
locations within one or two dilYs' ride of the tournament. 

Shinden Osano-Wo. The monks who run the Emerald Cham­
pionship make their home in a vast temple several days' ride to 
the south. There arc hundreds of monks in study there, and they 
are almost certainly the most dangerous of any momlstic sect 
anywhere in the Empire. "Vhile there is no reason for anyone to 
attack the temple in the first place, any who did would certainly 
find the struggle exponentially more difficult than they anticip<1t­
cd, and ultimately not worth the effort. 

Ryolw OlVari Toshi. Ryoko Owari has often been cililed the 
largest city in the Empire, although the rapid growth of Toshi 
Ranbo has recently threatened that claim. Still , thiS city is one of 
Rokugan's major trade and population centers , and ha virtuilliy 
ilnything and everything that one would wish to purchase - plus 
an incredible vilriety of things that one would never wish to pur­
chase. 

Pokau. Smaller by far than Ryoko Owari , Pok<'lu is a major 
trade center for goods traveling to and from the Unicorn Lands, 
and from there on north of the mountains or south to the Crab 
Lands. Most merchants that attend the tournament to sell their 
wares are based in Pokau, and as such goods can be generally 
found there for a better price, away frolll the captive customer 
ba se at the Emerald Championship. 

Sh iro no Sho ura. The Shosuro family's ancestral home is i1 

dangerous and confUSing place for visitors. It is rare that the 
Shosuro host a court session, purely because so many find their 
architecture. demeanor - and many other things about them 
- wild ly disturbing. 

Sh iro Usagi. The ancestral home of the Hare Clan (such as 
it is) Shiro Usagi is among the closest man-made landmarks to 
the tournament scene. Unfortunately, it is also among the most 
inhospitable. The Hare have been extremely paranoid of oul id­
ers for the last generation. owing to the trials undergone by their 
da imyo, Usagi Ozaki, in his youth. Needless to say, anyone visit­
ing the Hare lands wi ll be subjected to intense rutiny until the 
Usagi arc com fortable in the certainty that they arc not Kolat 
agents. This certainty would likely not come in the short time it 
takes for the Championship to be conducted. 

Attendants 
In addiUon to the contestants ilnd the officials and functionar­
ies c nduct ing the tournament, there are hundreds or even 
thuu ands of spectators who cOllle frolll all across the Empire 
to observe the Emerald Championship. Several Clan Champions 
wi ll doubtless be in allendancc, as will numerous representatives 
fr In the Imperial Court , Family and provincial Daimyo, and 
prominent milita ry fficcrs from all different Clans. Th s Clan 

hampions who are unable to attend the tournament typically 
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send a representative of some sort, either a personal altenciant 
from th..:ir court or one of the aforementioneci family Daimyo 
who helVe been authorized to speak in their name at the tou rnil ­
menl. 

And. of course. there is the Emperor. 
Despite his obvious presence at the tournament. the Emperor 

is hardly approachable to the avemge samurai. He has numerous 
at t ' nda nts with him at all times and n..:ver less than two dozen 
guards within tOO feet of him . Atte ndance :-It such tournaments 
is considered a high priority, since (obviously) ther..: is at pr..:sent 
no Emerald Champion to personally oversee the Emperor's well 
being while attending the tournament. Unless the characters are 
Emerald Magistrates of considerable rank or personal attendants 
to a p an Champion. they will be unable to approach the Em­
peror unless summoned. 

Opening Ceremonies 
The opening ceremony for the Test of the Emerald Champion is 
equal parts celebration and somber ceremony. The event begins 
with a massive display of martial prowess by the brothers of the 
Ordc.r of Thunder. The display. which appears for everything in 
the world like an extremely well choreographed play conducted 
by the Empire ' finest performers. is actually a spontaneous affair 
conducted with extraordinary gmce and dexterity. This display 
( ntinucs (rom dawn until the sun reaches its zenith in mid-day. 
and then the true ceremony begins. 

The Llpening speech is normally delivered by the Miya Dalmyo. 
who traditionally serves as the Impe rial Herald. After the .Broth­
ers of Thunder withdraw from the dais. their d i 'play finilily at 
an end. he steps forward and surveys the crowd . inclining his 
head in respect of the many important personages within the 
assembled spectators . After a pregnant pause to command the 
attention of the throng. he delivers a short but dign ifted address 
to declare the official beginning of the tournament. 'vVi rh minor 
variations down through the ages (tailored by different Heralds 
to suit their tempe ramen ts) . the speech has alw. ys been worded 
as follows: 

"By the order of his eminence. the Son of Heaven . the Miya . 
. tom 0, and Sepplll1 Families. first among the Emperor's servants. 

conI' 'ne thl most sacred o( tournaments. Those among you hOn­
ored to have been given the right to compete shall do so for that 
greatest o( earthly ;o)'s. the rapture o( serving the Empaor as his 
personal Champion. LI.'l those who have been st?iected stcp (orl h. 
The Test o( the Emerald C/1(/mpiOn shall begin now." 

With the opening ceremony con Iuded . the judges overseeing 
the various tests announce the order in which the contestants 
will be seen , and the tests will begin within the hour. The pace 
will be swift. as the judge c n !der it part· f their duty to de­
termine if the candidates ar..: capable of handling stress. If they 
ca nnot d a l with t.he tests, ,lfter all. they will hardly be suiwble 
for th..: duties associal'ed with the hampion hip itself. afte r all . 

The Tests of Worth 
[lecause of the manner in which Clans arc permitted to field CLln­
testants . there can be as m.1ny as three dozen comp tito in the 
"merald Championship. ObviOLtsly. this num ber is not ,Kcel l­
able for the purposes of establish ing a Single-elimination iaijlltsu 

tournament. The most thnt can be fie lded for such an event . in 
order to fit an appropriate means of reducing the field to two 
CLlmpetitllrs. is 32. It is not uncommon for there to be less than 
that number of entrant ', howev r, and in such cases the next 
acceptable number i of cou rse sixteen. In the event that there 
me more th:1n sixteen competitors. but less than 32. then the 
Imperial iudge$ must determine who Is worthy to <1dvance to the 
final stage. Thb is accompli hed lhwugh <1 Series of test· known 
simply as the Te \$ of Worth . 

Thc Tests o( Worth arc similar In many respects to the tests 
one might underg ,11 a gempukku eremony. such as the To­
paz Championship. The difficulty of the e te t i signi fi ca ntly 
greater. however. as the Imperial fa mily mcmbers and Brothers 
of Thunder thill oversee the event both agree that only th c who 
can pass the most stringent of standards should even be permit­
ted to attempt to attai.n the Championship. There are rcia tive ly 
few tests. usually half a dozen . that cover the areas most needed 
by an Emerald Champion. 

TRIAL: Etiquette 
IIJ D f . tomo Hoketuhime. Daimyo of the Otomo 
PRtMARY R L AwarenesS/Courtier and AwarenesslEliquelte 

This Test is intense. and is dcsigned to gauge not only a ontes­
tant 's knowledge of approp ri<1te social responsc and interaction. 
but also their abili ty to maintain their composure under uncom­
fortable circum tances - and the Otomo excel at creating such 
circumstances. The situat ions that the Otomo imulare for the 
purposes of testing their contestants include the following: 

• 	 A tTade negot i lion between ["Wll Great Clans that is going 
poorly, and wh ich req uires llledi:1t ion. One Ia n Is the Ian 
of the prospective Ch8mpion's birth, and the other a tra­
ditional enemy currently laboring LInder a tenta tive trucc . 
With the two CI[lns at odds . the potentia l Champion must 
satisfy the needs of his own Clan while not overly favoring 
them. At the sa me time. he must placate thc neeels of hi 
once-enemy and maintain their relationship with his par­
ent CI<1n without placing his f, mily in a position of weak­
ness . 

• 	 The potential Champion mu t deal with the representa­
tives of two promin nt duelist s in the aftermath of a hea t d 
but unsanctioned duel that ha left one injured, po' lbly 
maimed. The injured party initiRted the duel over a matter 
of honor, in particular an openly insulti ng act committed by 
the other in front o( credible witnesses. The second ducli t. 
while clearly guilty of a LfueStlonable and dishonorable act. 
was vic tori us in the duel and. as the cha llenged party. is 
only guilty of accepting a challenge without sanction . The 
representat iv S (both duelists are requc ting mediation 
to determine how the matte r wi ll pr ceed. wh will be pun ­
ished fOt what. and who wil l be exoner;ltecJ. 

• 	 The contestant is given the potenti.l lly un avory task o( ar­
ranging a marriage lor a young and highly coveted woman 
of Imperial lineage. Her hand in marriage is of tremen­
dous vdlue to all the 'lans, and her su itors are numerou . 
When presented with the basic facts 01 nun1erou6 suitors. 
the competitor must find a means of selecting the one that 
will most benefit the Imperial Families, whi le Si multane­
ously avoiding the deceptive chemes enacted by lhe Clan 
sponsoring each suitor. 
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RIAL: Investigation 
JIIDGI:: Se ppun Katsura , Sensei of the Seppun Magistrales 
PRIMARY R LL: PerceptionlInvesti a rlon 

This is by far the most elaborate Test conducted in preparation 
for the laijutsu tourna ment. These s e narios arc prepa red years 
in advance by the Seppun magi ·tratc , for no other rca on than 
to ensurc thM no one will have access to the information in ques­
tion . There was a brief period when Shosuro actors were used in 
the execution of these s enarios, but that practice was discon­
ti nued when complai nts were lodged by the r Great ~ 1 '1n s over 
the potentia l for Scorpion contenders to have prior knowledge of 
the lest's contents. This protest led to a rather unpleasant series 
of battles with the Scorpion , in which the accuser fa red poorly. 
Although the matter was resolved with a rather elaborate apology 
in the Imperial Court, the Imperial f<1 milies have refrained from 
using outside sources on general principles ever since. Some of 
them are ta ken from heinous crimes tha t the Seppun have inves ­
tigated and resolved over the centurie . while others are teach­
ing scenarios concocted for the purposes of training the Seppun's 
most advanced magistrate ca ndidates. In each case , there are 
numerous Individuals on hand who have been supplied wi th in­
forma tion possessed by individuals present in the scenario as 
presented to the contestan ts. Likewise . there are physical objects 
present that arc described in the scena rio , and these may be ex­
amined at the contesta nt's discretion if tha t is their desire. These 
scenariOS include: 

1\ murder i committed within the confines of a small castle 
where court is being held during a terrible snowstorm , pre­
veruing the arriva l of new attenda nts as lVell as the depar­
lu re of curr ot guest - a nd stafl. The co ntestant may ask 
questions of attendants, provided they are phrased in a n 
appropriaw manner, a nd will receive appropria te answe rs . 
The c ntesta nt must then reach a conclusion abollt the 
method, 1Il0 tive and I en tity of the murderer based on the 
eviden e he has compile \. The jud '5 will then compareo 

his 1V0rk against the scenario creators ' notes. TNs for rolls 
made during this sce nario va ry from 15 to 25. A minimum 
of Ihree succes ful roll me necessary to gather sufficient 
information to m<1ke a correct determination, a lthough 
role-playing mily be a preferable means of resolving this . 

o 	 1\ bride is poisoned and perishes at her own wedding. The 
II wllion is complex becau • it I- known that neither bride 

nor groom enter'(\ the marriage wlllll\gly, but rather did so 
for the betterment of their Family a n I Cla n. Furthermore, 
bolh had paramours tha t were silent ly opposed to the wed­
dIng, although the > objections were hardly secrets. As per 
the scenario above. the si tuation ail s for multiple roll , 
in this case fou r. wit h va rying TNs from 15 to 30 before a 
proper determination can be made. 

o 	 1\ warehouse in a major city has exploded and burned 
nearly t II h. 0 one was ha rme, , but the loss of its con­
tents threatens fam ine for a n entire province . The Clan suf­
Cering this indignity is curren tly embroiled in a fierce border 
skimllsh lVith iI neighboring Cla n , and is likewise in the 
process of rice tTade nego tia tions with a third Clan. Thus. 
numerous individual have rca ' n to de troy the a et in 
Ihis manner, and wtth the fi re there is precious little in the 

lVay of clues to follow. The only option is a series of inter­
views with involved parties as well as suspects and victims. 
This scenario reqUires a total of three successful Investiga­
tion Skill Rolls, with TNs varying from 20 to 30, to arrive at 
a proper conclusion. 

TRIA L Law 
JUD E: Miya Shoin , Imperial Herald 
PRIMARY ROll.: Intelligence/Lore : Law 

Without a doubt the most difficult of the Tests, this particular trial 
requiTes an almost encyclopedic knowledge of Rokugani law in 
order for contestants to succeed. This Test alone is where many 
decisions are made regarding whether a particular competitor 
will pass on to the laijutsu tournament or be turned away. As the 
Emperor's heralds, the Miya Family is expected to be intimately 
familiar with every possible facet of the Emperor 's laws, as well 
as the laws that govern the provinces of every Clan In whose 
lands they are expected to travel. Which is , of course, every Clan 
in the Empire. 

In this trial, each contestant is asked a series of questions. The 
number varies according to how ma ny contestants are in the tour­
nament and how many require elimina tion before the Champion­
ship can proceed to the next level. The first few tend to be fa irly 
straightfor.vard , although stii! difficult. and the difficulty p rogresses 
from there. Sample questions might include the follOWing: 

SIMPLE: 
o 	 What crimes are considered grounds for execution when 

committed by a samurai? (TN 15; Answer: treason , per­
forming maho, theft committed against the Emperor or Im­
perial Families. ) 

o 	 What are the three principle duties of the Emera ld Cham­
pion? (TN \5 ; Answer: protection of the Emperor, enforce­
ment of the Emperor's laws, admlni tration of the Emper­
or's magistmtes and armies.) 

• 	 What city has the highest number of Emera ld Magistrates 
s ta tioned within it, barring the Imperial ity? (TN 10; An­
swer: Ryoko Owari Toshi) 

o 	 What is the only Clan granted the lega l right to maintain 
a dojo for the instruction of both Emerald Magistrates and 
Imperial Legionnaires? (TN \5 ; Answer: the Crane Clan) 

MODERATE: 
o 	 What i ' the bare minimum penalty for theft from a sa mu­

rai, committed by a heimen, in the city of Ryoko Owari 
Toshi? (TN 20; Answer: public beating by the samurai vic­
timized by the theft in question) 

o 	 What posi tion is legally responsible for the instruction of 
new Emerald Magistrates, a nd reports d irectly to the mer­
aid Champion in such matters? (TN 25 ; Answer: The Ruby 

hamplon, Sensei of the Ruby Dojo) 

In the evenlthat the Emerald Champion and his command 
staff become incapacitated or otherwise inaccessible, to 
whom docs Imperial la w cede control of the Imperial Le ­
gions? (TN 20; Answer: The Lion Cla n Champion) 
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Imperial law provides clear license to ronin groups to ad­
ministrate two cities in the Empire. While others may be so 
administrated, only two are sanctioned by law. What two 
cities are so specified? (TN 20; Answer: Nanashi Mura and 
Toshi sano Kanemochi Kaeru - the City of the Rich Frog, 
absorbed by the Lion in 1159). 

DrFFICULT: 
• 	 Vvhich province has the harshest penalties for the act of 

slander throughout the entire Empire? (TN 30; Answer: the 
Ichigun Province, in the Daidoji Lands.) 

• 	 Which Minor Clan has received Imperial sanction to pre­
vent the act of samurai working alongside heimen from 
being considered a criminally negligent act within its prov­
inces? (TN 25; Answer: the Sparrow Clan) 

• 	 What legal rights do the monks belonging to the Broth­
erhood of Shinsei possess with regard to the wielding of 
weapons? (TN 25; Answer: Monks are permitted to wield 
any weapon save the katana, although generally anything 
containing steel portions is considered unusual and can be 
grounds for temporary detention un tll such time as their 
intentions are determined.) 

TRJAL Leadership 
JUDGE: Toturi Shigekawa, Commander of the Seventh Legion 
PRIMARY ROll: Various Traits paired with the Battle and 
Games (Go) Skills 

The Seppun have an ancient saying that leadership is the qual­
ity that separates officers from soldiers, just as it separates the 
Seppun from the Great Clans. W hile they rarely express this 
platitude in the company of others, it is a philosophy they em­
brace whole-heartedly, and they enjoy fostering it in others. In 
this particular test, they present a number of tactical situations, 
most of which appear largely hopeless, and observe the respons­
es the contestants put forth. In most cases, some sort of victory 
is theoretically possible through one means or another. Even 
if the contestant cannot pull victory from defeat, their reaction 
to defeat is likewise important to the judges, and may be given 
special consideration depending upon the outcome of their test. 
Several of the scenarios presented to the contestants are taken 
from historical battles, but are usually modified in the off chance 
that the conflicts in question, while obscure, may be familiar to 
the individual undergoing the test. The tests usually take one of 
two fo rm , and the contestants are permUted to choose which 
test they undergo. 

• 	 A go board set up with a particular scenario is typically 
the most popular choice for contestants. Go is a complex 
game with numerous subtle tactical and strategic choices 
to consider at any given time. This can prove a thoroughly 
rigorous and demanding trial if the competitor is not skllled 
in the game's su btlet ies. 

• 	 The second choice is a more literal. and yet simultaneously 
more abstract , embodiment of a battle scenario. It involves 
a large table with a carefully created topographical map, 
complete with some three-dimensional representa tions of 
major landmarks and geographical features. There are a 
number of small markers that denote various units, includ­
ing infantry, cavalry, and archers. a mong others . The com­

petitor is given a numbe r of units and presented with a 
situation wherein, typically, his forces are outnumbered or 
outmaneuvered, and must resolve the situation in a suit­
able manner. There are no hard and fast rules governing 
the interaction of units in this particular case, with the gen ­
eral ru le of thumb being that outnumbered units or flanked 
units are defeated out of hand. with on ly modest losses to 
opposing units . 

TRIAL: Resource Prioritization 
Iu E: Miya Konoshiko, Administrator of the Emperor's Blessing 
PRIMARY R. LL; Intelligence paired with either Etiquette, Com­
merce or Battle 

While not considered a high priority by the judges, this Test is 
designed to weed out any contestants who would prove grossly 
incompetent in administering an organization as large and com­
plex as the Emerald Magistrates. It is fortunate that this Test is 
the least important among the Tests of Worth, because it is fre ­
quently the one that causes the contestants the most difficulty. 
This is typically due to the sheer degree of unfam iliarity most 
samurai have with administration and resource management; 
ironically. this is a capabillly in which a reasonably successful 
heimin merchant could probably oUldo most samurai. Those 
with military staff experience will be at a distinct advantage in 
this regard, as they have at least some prior exposure to the n­
cepts in play here. Sample tests placed before contestants could 
include the following: 

• 	 Nlocation of limited magislrate personnel 10 mUltiple ar­
eas, including both high crime regl ns such as Ryoko 
Owari and the home of prestigious servants of the Emperor 
who have reque ted protection fro m Emerald Magistrates. 
Test: IntelligencelEtlquette, TN 25 to avoid offense or gross 
mismanagement of available staff. 

• 	 Allocation of limited troops for the defense of an impor­
tant geographical area. There is no immediate, impending 
threat, and so this is not strictly a military mailer. Instead, 
it involves making long-term plans that can give rhe area a 
reasonable level of security within a limited budget. Test: 
IntelligencelBattie. TN 25 . 

• 	 During a particularly dismal winter, supplies run low and 
it seems obvious that there a re many outpost that will not 
survive unscathed. \o\li th limited resources, the contestant 
must determine how they will be a llocated among the out­
posts in order to ensure the maximum efficiency of surviv­
ing troops. Test: Intelligence/Commerce. TN 20. 

TRIAL: Martial Ability 
JUDGE: Seppun Motaru, Captain of the Imperial Guard 
PR.lMARY R.c L1.: AgilitylKenJutsu, and two other Weapon Skllls 

This is by far the simplest of the Te ts to pass, and there are no 
recorded instances of any potentia l competitor ever having faj led 
to advance due to their performance in this tria l. TIle test is n t 
particularly complicated at a ll . and pits the competitor against 
a pair of young guardsmen , hand-selected for the task by the 
Head Judge based on their demonstrated weapons skills. The fi r t 
round has the contestant face his opponents with bokken and 
padded armor. The second permits the contestant to choose any 
weapon other than the katana, which a ll three must wield. The 

z 
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third and final round sees use of a weapon chosen by the judge. 
Peasant weapons a re never used, but polearms, staves, spears, 
and knives have all een use before. Since the Unicorn returned 
to the Empire, it is considered exceptionally poor form to select 
a gaijin weapon to u , and can result In considerable dishonor. 

im llarly, the Mantis are strongly cUscouraged from selecting 
weapon it is con idered inappropriate for samurai to wield, as it 
would insult both the judge and the opponents, who would suffer 
dishonor for wielding such a weapon. The supplies for th l par­
ticular test includes multiple copies of virtually every acceptable 
weapon wielded in Rokugan, all of which have been reproduced 
in wooden for m similar to the bokken (see p. 13), so that no one 
suffer unneces ary injury before the proper tourname nt begins. 
Padded armor is a lso available to further reduce injuries, and is 
ava ila ble in both light and heavy styles to accommodate the vari­
ous fighting styles of Clan Schools. 

"the evening Celebrations 
Despite thar those who failed to m ve on to the proper Champi­
onship wUl feel nothing like celebrating, and that those who do 
advance wlll be busy pTeparlng themselves for the tria ls to come, 
celebrations will occur all the same. The Clans whose representa ­
tives are still in c ntentlon for the position will be celebrating in 
their kinsmen 's stead Others may be celebrating as we ll, perhaps 
because an enemy was el iminated from the run ning, or perhaps 
because an ally advanced. Regardless, there will be many en­
Joying one another's company in impromptu tent sake houses 
and ga thering places throughout the evening. The following are 
merely a few examples o f the sort of thing that will be going on: 

The Emperor's Courl . The Emperor will of course be holding 
ourt, barring only extraorcUnary circumstances. All representa­

tives to the Imperial Court a re welcome to join him , including 
their attendants and any Clan hampions or their proxies who 
may be In attendance. 

The Laughing Crab. Little more than a large tent expanded by 
several smaller tents, the Laughing Crab is the only thing that 
passes {or a sake hou.se with in a day's ride of the tourna ment 
grounds. While the Brothers of Thunder and the Imperial families 
hardly approve of the presence of such infl uences at so sacred a 
tournament, it is left alone so long as the revelry docs not cause 
any great disturbance. Any rabble-rousers or troublemakers from 
the va rious Clan assemblies will almost certainly be found her • 
and the only thing that prevents outright violence among the hot­
headed among them is the very serious threat of retribution from 
their superiors. 

"the rest of the emerald Champion 
The Tests of Worth traditionally only take up the first day of the 
ChampionSh ip, a lthough if the fie ld of contestants is particula rly 
crowded it may require a second day to fi nish selecting tho e who 
will advance to the tina l tournament. As men tioned above, the 
ial)utsu tournament can take lTIany days to complete depending 
upon the number of participants, but it always begins in the late 
afternoon of the day Immediately a fter the Tests have been com­
pleted. This is a n ancient tradition begun with the first Hante!, 
wherein the tournament begins wlth the S\1n low in the sky, hang­
ing behind the Emperor's da is so that all In attendance may see 
the Imperia l P r on ba king In the glowing radiance of Lord Sun 
shining down upon him. Since this event is, for many, the only 

time they will ever have the honor to lay eyes upon their Em­
peror, this effect takes away many a breath among the audience. 

The iaijutsu tournament is fairly typical of its type. It adheres to 
the most rigid traditions, and allows for no deviance. Contestants 
are never expected to participate in more than three duels per day, 
although realistically they rarely face that many opponents in a 
single day. Duels are to the first blood, without exception. Causing 
the death of your opponent, even if purely accidental, is consid­
ered incredibly dishonorable and is grounds for immediate expul­
sion from the tournament. Those responsible for such incidents 
are often expected to commit seppuku for the shame they bring 
their Clan, and some have even been cast out as ronin after being 
given a wooden blade to perform the three cuts. Maiming your op­
ponent is considered almost equally dishonorable, and may also 
result in disqualification, depending on the decision of the judges. 
Generally speaking, it is considered dishonorable to shed unnec­
essary blood in the Emperor's presence, and that alone is sufficient 
to keep even the most bloodthirsty competitors in check the maJor­
ity of the time. 

One tradition that is not uniformly implemented is the method 
by which competitors may have their wounds treated. Strictly 
speaking, the tournament's tradition dictates that only hea lers 
provided by the officiators can be used to mend any damage suf­
fered by contestants advanCing to the next round. This became a 
concern early in the tournament's history when a Phoenix con­
testant was accused of receiving assistance in the way of enhanc­
ing spells cast by a shugenja who was ostensibly healing her. 
The accusation was eventually proven to be true, although the 
contestant was herself unaware of the interference, and commit­
ted seppuku in disgrace after the shugenja was executed for his 
deception. The tradition has no! been strictly observed over the 
years, but was resurrected in 1158 when Hantei Naseru oversaw 
the tournament follOWing the death of his father, Toturi I. This 
resul ted in the disqualification of Shiba Aikune, whom many still 
believe could have defeated Yasuki Hachi in the final match and 
become the Emerald Champion, if only he had had the opportu­
nity. 

"the Fealty Ceremony 
At dawn on the day following the completion of the iaijutsu tour­
nament, the Emperor offers a personal oath of fealty to h is newly 
selected Champion. All samurai have taken an oath to defend 
and serve the Emperor, of course , but the opportunity to be of­
fered such service by the Emperor in person is a raIe honor than 
only a few in every generati n ever receive. Th is is considered 
among the most saer d ceremonies in a ll the Empire , and even 
to witness it is a great honor. First, the Emperor ascends the 
dais, backlit by the glory of Lord Su n. The Clan Champions in 
attendance, his greatest servants, stand on a pla tform to the side, 
their heads bowed in reverence. The Miya, Otomo, and Seppun 
Daimyo - those blessed wi th the honor of serving the Emperor 
directly - stand on a pla tform on the other side, their heads 
likewise bowed. The new Cham pion hJmself stands directly in 
front of the Emperor. After a pause to survey the scene (and the 
shrewdest occupants of the Emerald Throne have known how to 
milk the drama of the moment) , he speaks - the one and only 
time tha t most of those in a ttendance will ever get to heat his 
voice. 

The traditional wording of the oath is as follows: 
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"Throughout history, the Emerald Tradition has been defended 
by the august traditions ofour warriors. Today I am pleased to offer 
an oath to the newest of these warriors, and though I will greatly 
miss his predecessor, I am comforted by the knowledge that my 
well-being shall be defended by one such as this." 

The Emperor then turns to his new Emerald Champion and 
beckons him forward. The Champion steps fon>vard and kneels 
as the Emperor calls his name and addresses him directly: 

"Will you pledge to serve, by your life and honor. so long as you 
live? Will you defend my name and all that is mine with your ser­
vice and your life, if necessary, until such time as you are no longer 
fit for duty or until the end of your days?" 

It is up to the new Champion at this point to give his assent 
- clearly, so that all may hear, but not so loudly or boldly as to 
seem disrespectful to the Emperor. Yasuki Hachi has been quot­
ed as saying shortly after he took up the office that he viewed his 
acceptance of the oath of fealty as the last true test of the tourna­
ment. 

"Then rise, my Emerald Champion, and accept the badges of 
your office. Yours is a sacred duty, and it begins Immediately." 

Shouts of approval from the crowd at this point - to demon­
strate respect for the Emperor, if nothing else - are part of the 
tournament 's storied tradition. 

You may be a king about how 10 Include more 'peclfic sub­
pil)ts that might be going on concurrently with the Champi­
onship. and why we have not mentioned any at this point. 
As aM. you always want to make things more Interestln!: 
for your players and thelr characters. right? But In aU hon­
e ty, • uch things generally do not occur at the T't!st of the 
Emerald Champion. Who among the Greal Clans would 
be willing to risk disrupting such a prestigious and noble 
eventr V"ho would distract their focus from upportlng 
their particular contend r (or such a powerful po 11Ion7 The 
an wer: no one. 

Instead. lncludlng the Emerald Championship In an ex­
Isting campaign can serve two functional purpose . First 
and foremost. It can be an opportunity ror existing chars ­
ten; 10 take part In som thing truly epiC. Because of the rar­
Ity and Importance of the event, to take part In the Test of 
the Emerald Champion Is to partlclpate In R kuganl history 
as It Is being made. It can also serve 10 afford characters an 
unprecedented opportunity to Interact with the most pow­
erful people In the Empire, Including Ihe Emperor himself. 
If clone c rrecrly, the encounter can be both, allowing bushl 
characters to ompere for an Incredible opportunity while 
providing a similar chance for courtiers, shugenla. magiS­
trates and the like at the same time. 

The ­
Although the inIamall n contained within this chapter Is 
not restricted to any particular tlmeilne in It usefulness, 
the most reccnt half-century of Rokugan's history (with re­
gard t present events as clepl ted In the remainder of Lhls 
work) have seen several different Champions come and go. 
The following arc the most recent Champions to serve their 
Emperor, along with [heir terms of crvle'/:. 

nl7 - 112 Doll Satsume 
1129 - 1130 Kaklta Toshimoko 
1132 - LiSB Seppun Toshlken 
1158-1168 Yasukl Hachi 

Contenders 
Obviously, the pOSition of Emerald Champion Is highly coveted 
by every Clan in the Empire. Each Great Clan will go to enormous 
lengths to ensure that one of their number holds the position. 
even though it has traditionally been dominated by the Crane 
Clan. Because of this in terest, there are traditionally a number 
of controls in place t ensur that only the very finest from eacb 
Clan attend . Each Great Clan Is a fforded a maximum of three 
contestan ts. Most lans tend to send a fuJI compliment, although 
there are occasions when the Clans wish to make a strong state­
ment about their faith in their representative, and send but a 
single entrant. Minor Cla ns are a fforded only a single contestant a zeach, and many frequently choose not to send one out of fear 
that they will only humiliate themselves by a ttempting to com · 
pete with the Great Clans. Minor Clans ruled by shugenja fami­
lies in particular are extremely reluctant to send anyone to such 
an illustrious competition because of their fear tha t a lack of a 
strong bushi tradition will resul t in embarrassment. The Imperial 
Families are permitted entrance at the same rate as Great Clans, 
although typically the Seppun are the only ones who participate. 
There have been a few occasions when the Miya have partici­
pated, but no Olomo is ever known to have enter the contest. The 
Toturi Family, assuming they exist in the time p eriod in which the 
campaign is set, wil l presumably have the same interest in the 
contest as the Seppun, but there are so few who bear the Toturi 
name that it is unlikely they will register a significant presence in 
the contest. 

The follOWi ng NPC profiles are included as examples of the 
caliber of warrior to be expected at an event as prestigious as the 
Emerald Championship. It is recommended that GMs wishing t 
include this tournament as part of an ongOing campaign use con­
testants a lready established during the course of the campaign. 
but the following are included to serve as opponents fo r PC con­
testants where necessary. 

YASUKJ DAYU. CRA8 OMrETITOR 

Air: 4 Earth: 3 Fire: 5 Water: 3 Void: 4 
Reflexes: 5 Perception : 4 

Honor: 2.3 Status: 2.5 Glory: 4.1 

HoaL/RAN K; Kakita Bushi 5 
ADVANTAGES: Quick, Sacred Weapon (Kaiu Blade) 
DISADVANTAGES: Nemesis (Bayushi Arashii , 2 points) , Obliga­
tion, Sworn Enemy (Bayushi Arash!. 2 points) 
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KATA; Kakita's First Stance, One Blade Strike, Striking as Water, 
Striking as Wind, The Empire Rests on Its Edge (Cou rtier) 

KlLlS: Artisan: Silk Painting 4, Calligraphy 3, Commerce (Math­
ematics, Merchant) 3, Courtier 4, Defense 5 , Iaijutsu 7, Kenjutsu 
7, Know the School: Mirumoto Sword master 4, Medita tion (Void 
Recovery) 3, Tea Ceremony 3, Theology 3 

Born into the oft-beleaguered Yasukl fa mily, Dayu's parents knew 
even from the very beginning of his life tha t they would have to 
exploit every possible advantage if they desired greatness for their 
son. When the time came for h im to enter the doJo, his parents 
had acqulr~d sufficienL favors for him to be admiUed to the famed 
Kaklta Duelist Academy. During h is first year, Oayu rivaled many 
students of more advanced classes. In his final year, he defeated 
one of his sensei in a midnight duel over the matter of a woman. 
The Incident Was covered up, but a Doji courtier came t Dayu 
privately and informed him that he knew of the matter. Since 
then , Dayu has played this Doji personal attendant, getting hIm 
out of many interesting situations and elim inating many enemies 
in duels both legitimate and illegitimate. 

During an exh ibition due l in the Scorpion Lands , Dayu 
watched his betrothed , a young Doji duelist, cut down by the 
duelist Bayushi Arashii. Since then, the two have been biller n­
emies. both wishing to prove their worth to the world against the 
other. 

, CRANE COMI'ETITOR 

Air: 4 Earth: 3 Fire: 3 Water: 3 Void: 4 

Reflexes: 6 

Honor: 2.2 Status: 2.8 Glory: 4.5 

H l/R.i\N K; Kaki ta Bushi 4 
ADVANTAGES: Ba lance , Combat Reflexes, Q!.lick 
DISADVANTAGES: Blash, Driven (Prove HerselO , Lecherous 
KATA: Kaklta's First Stance, One Blade Strike, Striking as Water, 
Striking as Wind, The Empire Rests on Its Edge (Courtie r) 
KIll : BartJe 2, Courtier 4, Defense 5, Etiquette (Sincerity) 

3, laljutsu 6, InvestIgation 4, KenJutsli (Kata na) 5, Kyujutsu 4, 
LORE: Bushldo 3, Lore: Law 3, Meditation 3, Stealth (Sneaking) 
3 

Kakita Naklko is the living embodime nt of every s tereotype other 
Clans hold of the Crane, both the good and the bad of it. She is 
t-he youngest daughter of a senior sensei at the Kakita Dueling 
Academy. Her older siblings all excelled at the blade, but even 
at an early age it became apparent that akiko would surpass 
t-hem ea lIy. Still. she could not win her fa ther'S favor. as all her 
brothers and sisters were honorable and virtuous individuals, 
and Naklko .. . was not. Despite her prodigious talent wit h the 
blade , upon her gempukku she was given a posirlon as yoJl mbo 
to an unimportan t amba sador at a remote court in the lands of a 
Minor Clan. She was sent far from home , ostenSibly to be fo rgot­
ten, but fate intervened. 

Through sheer happenstance, the Minor Clan in whose court 
Nakiko was sta tioned attracted the ire of another Great Clan. 
Representatives from tha t Clan arrived in the court, and were 
openly hostile, Nakiko's ward feebly attempted to intervene, but 
there was little that could be done, as the Crane and the aggres­
sors were already enemies. Finally, more out of boredom than 
anything el e , Nakiko challenged the commander of the hostile 

forces to a duel. She defeated him handily, and redirected the 
Clan's ire to the Crane. Little was lost in that , as the two Clans 
were nearly at war regardless, but the endles gratitude of a Mi­
nor Clan was gained, and in that, Nakiko was considered a suc­
cess. 

The intervening years have seen ma ny triumphs for Nakiko. 
She has been an officer, a magistrate, a sensei. and for a brief pe­
riod, the yojimbo for a Family Daimyo. She has excelled at each, 
although her somewhat hedonistic tendencies have attracted at­
tention - despite that they have never interfered with her duties. 
Now, it is hoped that she can win the Emerald Championship 
for the Crane, and her father hopes that it will at last give her the 
kind of responsibility that will correct her obvious shortcomings. 

MIRUMOTO RANDOIlI . ORA ON COMPETITOR 

Air: 3 Earth: 3 Fi re: 4 Water: 3 Void: 4 
Awareness: 4 Willpower: 4 Intelligence: 5 Perception: 4 

Honor: 3.7 Status: 4.7 (Karo ofYamasura) Glory: 4.5 

SCHOOLiRANK: Mlrumolo Bushi 2IKitsuki Courtier 3 

ADVANTAGES; Multiple Schools, Precise Memory, Sage 

DI ADVANTAGE : Ascelic, Lost Love (Kitsuki Morlko) 

KATA: Striki ng as Fire, The Empire Rests on its Edge (Etiquette) 

SKlLLS: Artisan: Origami 3, Athletics 2, Battle 2, Calligraphy 2, 


Courtier (GOSSip) 4, Defense 5, Etiquette (Bureacracy) 5, Horse­

manship I, Hunting 2, Ia ijulsu 3, Investigation (Notice, Search) 

7, }lUJULSU 2, KenJutsu (Katana) 5, Knives (Jilte) 2, Know the 

School: Mirumoto Bushi I, Kyujutsu 2, Lore: Heraldry 2, Lore: 

History I, Lore: Laws 4, Lore: Shugenja 2, Medicine } , Medita­

tion 4, P rformance: Music I, Theology (Shin tao) 3, Underworld 

3 


Mlrumoto Randori is a humble, studious man. He rose through 

the ra nks on the merits of his mind, serving firs t as a yorlki, then a 

magistrate, and most recently as the Karo of the western Dragon 

city of Yamasura. His early training was provided by his father, 

an accomplished swordsman, but after he died, Randon's Kltsuki 

mother arranged for him to begin an education more suited to 

his gentle nature. Randori's Lost Love was the magistrare he first 

served as a yoriki; though there was nothing romantic between 

them he was deeply fond of and loyal to her. a nd her death in the 

line of duty has haunted him for years. 


Randori has come to the Test of the Emerald Champion with 
no expectation of vi tory, but at the behest of h is lord and Family. 
He truly wishes to serve the Dragon to the best of his ability, but 
has no doubt tha t he has small chance when it comes to the fin al 
iaijutsu rounds. He hopes to perfonn well enough in the prelimi­
nary rounds to gain enough attention to find a place as an Emer­
a l Magistrate, or even as one of the Champion's higher-ranking 
assistants. Rather than bei ng a duellsi of great ability (in fact, 
he considers himself to be a rather indifferent swordsman - an 
underestimation of his own abilities), he will provide a greater 
challenge for the non-combat trials. 

Randorl I slight ly under the average height for a Rokugani 
man, and stocky. He keeps a friendly smile on his face nearly 
a ll the time. Unlike many Dragon, he keeps his hail long, and 
simply ties it back in a topknot. He dresses si mply, but wears the 
colors o f his Clan with quiet pride. He will watch the competi­
lions with great interest. and he will a cept his defeat with grace, 
or his victories with unfeigned humility. Rather t'han being here 
to "prove the worth of the Niren," Randori is truly here hoping to 
serve the Em pire without "are for his own fame or glory. 

- - - -----~-



AK D NAKAMA. LION C MrETITOR 

Air: 4 Earth: 3 Fire: 3 Water: 3 Void: 3 

'ntelligence: 4 Perception: 4 

Honor: 4.0 Status: 6.2 Glory: 5.3 

SCIIOOURANK Akodo Bushi 4 

ADVANTAGE : Higher Purpose, Leadership, Social Position 
(Provincial Governor) , Tactician 
D' -ADVANTAGES: Idealistic, True Love (Hayai Province) 
KATA: Gentle Blade of Winter, The Empire Rests on Its Edge 
(Lore: Bushido), Victory of the River 
Sf,.ILLS: Athletics 2, Battle (Mass Combat) 4, Courtie r (Political 
Maneuvering) 3, Defense 4 , Horsemanship 2, Iaijutsu 4 , Investi­
gation (Search, Notice) 3 , Kenjutsu (Katana , Wa kizashi) 4 , Kyu­
jutsu 2 , Lore: Bushido 5 , Lore: History 4. Lore: Law 5, Meditation 
2. Sturytelling (Poetry) 2, Theology (Ances tor Worship, Fortunes) 
3 

VVhen he was brought to the Castle of the Swift Sword to begin 
training for his gempukku, the boy that would become Akodo 
Nakama was awed by it. He had never seen such a thing, nor 
been around others who expected not only a keen sword hand, 
but a keen mind as well. He vowed that one day he would stand 
among those defending the castle, or die in the attempt. His sin­
gle-minded devotion to this goal, combined with his gregariOUS 
and compassionate nature, earned him many allies among the 
Akodo even before he experienced his gempukku . 

As a youth , Nakama served several tours of duty with the Im­
perial Legions. He learned patience, and witnessed firsthand the 
usefulness of political as well as martial abilities. He served with 
the Emerald Magistrates as well. a nd gained much glory for help­
ing crush several Bloodspeaker cells. In time, he rose in rank and 
was appointed the Daimyo of Hayai Province. the province that 
contained his beloved Castle of the Swift Sword. The years since 
have been difficult, but he has never shirked his duty, and never 
wished for any other life. 

Nakama's participa ting in the Championship is somewhat bit­
tersweet. He is honored by the faith his comrades have in him, 
and hopes to honor them by serving with distinction . Still . the 
idea that his new duties wi ll take him far from home weigh heav­
ily upon him, and while he will not do less than his best. it will 
not break his heart if he is not successful. 

YORITOMO MATAKO. MANTIS COMPETITOR 

Air: 3 Earth: 3 Fire: 3 Water: 4 Void: 3 

Reflexes: 4 Agility: 5 

Honor: 3.2 Status: 2.1 Glory: 3.3 

CI-IOOL/ RANK: Yoritomo Bushi 4 
ADVANTAGES Ambidextrous. Combat Reflexes, Irreproachable 
DISADVANTAGES: Idealistic 
KATA: Prayer's End, Strength of Waves, Victory of the W ind 

f,.JLlS Athletics 4, Battle 3, Commerce 2. Craft: Salling 3, De­
fense 4. Horsemanship 2 , Hunting (Tracking) 4, Ia ilutsu 4, In ­
vestigation 4, Kenjutsu (Katana) 4, Knives (Sai) 4, Kyujutsu 2, 
Peasant Weapons (Kama) 3 

As a child, Matako was an oddity among her fa mily. She showed 
no interest in any of the typical pursllits of Yoritomo youths. 
Athleticism for its own sake did nor seem to appeal to her, a nd 
stra nger still, while she showed no antipathy toward the sea, nei­

ther did she sh<lre the fondnes of her siblings ior it. Inste<lLi. 
lv!<1Iako loved s tories. She love I tales of sCllnurai fighting aga inst 
injustice a nd corruption . She devoured tales of the Seven TI1un­
ders , and of the intermitten t WMS between the Gre,lt Cla ns on the 
ma inla nd. Her fa mily grew c nccrned tha t she wished to be a n 
mtis;ln or a sto ryteller, bLUlh 'y gradua lly ca me to accept the pos ­
Sibility. \"'hen M<1Iako was oiiered the cha nce to do so. however. 
she vehemently rejected the idea . She d id not wish to tell the 
stories of heroe , she claimed. She wi hed t live them. 

Matako completed her studies with d istlnction , and wa s s n 
awarded a position within the Murllis hampion 's per ' o n;]1 
guard. She served fur sever,~1 years before the opportunity for 
reaSSignment came. and she requested a post on the mil inland_ 
She was moved to the Tsuruchi provinces, and there unde rwe nt 
s igni fica nt traini ng a longSide the Tsuruchi boun ty h unters. Her 
explOits a lo ngSide them. tracking down criminal s and eliminat­
ing sed itious elements within variuu s bandit groups. gradually re ­
sulted in her appOintment to the Emerald ~)lagiHra tes, and from 
there to a position as an officer in ,-he Imperi I Legion s. 

If <lily mel11be r of the Mantis Cl:!n can tru ly be saId tu have 
earned the right tu compete in thi most d istinguished of all 
tournaments , then that individual is Matako. he i regarded by 
many a s a paragun of Bushido , ami righlly so. Her prciercllcc f r 
using the traditiona l wea pons favored by the Mantis has cau 'ed 
many to assume sh is nut skilled with the katana , but this is a 
t-errible mis ta ke , and has co t a sc re of men their live . If It is 
possible to win the tournament through sheer forc e of wiJl, then 
Matako will sure ly emerge victorious. 

OMPETITOR 

Air: 4 Earth: 3 Fire: 4 Water: 3 Void: 5 

Strength: 4 

Glory: 5 Status: 4.5 Honor: 4 

SCHOOL/ RANK hiba Bushi :; 

AOVAN1A ES: Allies (Shiba Ningen . 4/2 points ), Strength uf the 

Earth (2 r lil ts ) 

DISADVAN IAGES: Brash. Can't Lie, Missi ng Eye (Left ). Over­

confident 

KATA' Deeper Reflection. Heaven's W ing , Striking .1S Void 


Kil : Artisall (Drawing) 3, Battle 3 , Counler 3 . Defense 5, Eti­
quette ( incerity) 3 , Hor eman hip 1, la iju t u S, Ken jutsu - . Lo re 
(Law) 3. Meditatiun (Void Recovery) 3. Spears 3. Theology 3 

Shiba Ma jll shi WM born the son of a genera l in the Firestorm Le­
gion. While he showed litt le potelltial as a shugenja . he excell d 
in the mmtia l a rts. W he n Ihe time came for lhe Topaz Cham­
pionship he was chosen a Ile uf the participants. H showed 
great skill throughuut the tournament and wen t on to become 
the Topaz Champion uf his year. Unfortu nately, the touma me nt 
left him without the li se f h is Jeit eye, as it was severely dam­
aged in olle of the bouts with, Scorpion opponent. A resu lt. 
Majushi's harbors tu th is day a deep distrust o j [he Scorpion C lan 
in general. 

Majushi l<Her went on t d istinguish hims If In bail ie , mosl no­
tably at the breach of the Kaiu Wa ll where he had been stationed 
for a short period. His efions saved the lives of se eral bllsh i and 
caught the eye of Hida Kuon . who was then merely the rothe r to 
the Crab Clan Chmnplon Hilla Kurod<. Following the a censiOIl 
of Shiba Tsukune to the positon of Fortune 01 Rebirth . MaJush! 



--------~-~~~~-~-~~~~-~---~- ~~~~~~~- -	 --- ­

z 	 began daily prayers to the former Phoenix Champion and always 
o 	 carries with him a small statue in her likeness. His actions on 

behalf of both the Empire a nd the Phoenix also caught the eye of 
U,e Master of Void Shiba Ningen. It lVa s th rough Ningen 's spon ~ 

sorship, a nd perhaps owing to the reputa tion of his father. that 
he was e lected to enter lhe Eme rald hampionship. Persona lly, 
he is confident he can go fm in the tou rnament , and wi hes only 
to bring honor to his ~a l11i1y and his Clan. 

Air: 4 Earth: 3 Fire: 5 Water: 3 Void: 4 

Reflexes: 5 Willpower: 4 Perception : 4 

Honor: 2.3 Status: 2.6 Glory: 4.0 

. C HOOL./RANK. Mirumoto Swords master 5 
DVANTA f . Ambidextrous. Diffe rent School. Luck (6 p in ts) 

DISADVANTAGlS: Cruel, Nemesis (Yasuki Dayu. 2 po ints), Ob­
ligation (Dragon Clan, 4 points), Sworn Enemy (Yasuki Dayu , 2 

loints) 
KATA. ~orrow the Next Breath, Strike as Fire, Tapping the Void 
SKill: Calligraphy (High Rokugani) 3, Courtier (Po litical Ma ­
neuvering) 4, Cra ft : Weaponsmithing 3, Defense 5, laijilsu 7. 

Kcnjutsl.l (Katana) 6, Kn w the School: Ka kita Bushi 4, KyujLllsu 
3, Meditation (Void Recovery) 4, Storytel ling (Oratory, Poetry) 3, 

Tea cremony 3, Theology (Fortunes) 2 

Ba yushi Arashil wa s born to a poor vassal family of the Bayushi. 
His except ional skill with the blade was noticed at a n ea rly age. 
as was his pr ficiency In Its use with both hands, impressing his 
sensei only a short time afte r h i ent rance into the dojo. At the 
same time, his cruelty towards fallen opponents ca ught the a t~ 

tenlion of other Sensei. It wa qUickly decided Amshii would be 
given to the Dragon to train in the famous Niten Style. 

Soon a fter arr iving in Draglm Lands, Iuchiban unleashed the 
Rain of Blood upon Rokuga n. rashii saw a n opportunity to elim­
Inate a ha ted opponent, a lesse r sensei of Iron Mountain Dojo, a 
parlicularly cruel and haleful man who had constantly mis trea ted 
the young corpion . A samu rai named Mirumoto Agito witnessed 
Arashli dlspalch the ra in-maddened sensei and approached him . 
The two struck a dC <11 between them. and Arash ii respected Agito 
like a fatht?r for years. Agllo took great pleasure in te.lChlng this 

corpion the secrets of the fiten school, and eventually glfled 
him with a n exquisite pai r of blades crafted in the Dragon style. 
Arashli left the Dragon Lands a respecl~d equal following his 
gempukku , and ha returned to visit often . 

During an exhibition duel in the Scorpion Lands, i\ra shii was 
involved in a duel al the behest of his lord . and killed a young 
Cr.1ne duelisl. Arashii was the superio r due list, but there was 
some c ntrove rsy because a broken fl orboard appea red to con~ 
tribute to the young WOtllan 's defeal. The unfortunate woman 
was belr rhed to a Crab duelist. Yasuki ayu . Since tha t day 
Ihey have been at each others throats , seeking to prove their 
worth against ea h other. 

11iNJO 01151\1 . UNI I TOJ~ 

Air: 3 Earth: 3 Fire: 4 Water: 4 Void: 4 

Awarene5s: 4 Stamina: 5 

Honor: 3.6 Status: 2.1 Glory: 4.2 

SilO LlRANK Shin) Bushl 5 

ADVANTAGE : Clear Th inker, Leadership, Luck (3 points) 
Dl ADVANTAGE ' Bad Reputation (Family associated with the 
Ka la l) , Can't Lie 
KATA: East Wind Kata, Shinjo'S Breath , Striking as Fire, Thun~ 
dering the Sky 

KllLS: Athletics 3. Banle 3, Calligraphy 2, Defense 4, Horse~ 
mansh ip 6 , Hunting (Tracking) 5, la ijutsu 4, Investigation 5 . Ken~ 
jutsu (Katana . Scimitar) 4, Kyuju tsu (Yomanri) 4 , Meditation 2. 
Polearms 3, Theology 2 

Shinjo Chisai is an unknown quantity at the Emerald Champi~ 
onship, which is somewhat of an oddity. Most contestants are 
known at least by reputation, but Chisai is a virtually unknown to 
anyone outside of the Unicorn Clan. In his mind, this gives him 
an edge that he can manipulate to his advantage. 

Chlsai was a typical Un icorn youth, although his particular 
branch of the family was discredited by the sha meful acts o f a 
maternal uncle who was purported to have been involved with 
the Kolat. Chisai 's mother committed seppuku to spare her ch il~ 

dren the shame of execution for guilt by association . Chisai was 
greatly hurt by the loss of his mother. but he was galvanized by 
the burden he saw hIs father bear,and by the shame that was 
heaped upon his enti re fam ily by the actions of a single man. 
Even as a youth. Chisa i vowed that he would end it. He had no 
idea how that might be done, but that did not deter him. 

After his gempukku, Chisai was assigned to patrol duty in a 
remote province. It was an unimportant post with little obvious 
chance for advancement of any sort, but Chisai was determined 
to tind whatever opportunity there was to be had. \Vithin a year's 
time, he was promoted to the position of gunso and placed in 
charge of his own patrol. Once he had his own command and the 
ability to make the decisions that it entailed, he launched a cam~ 
paign th roughout the province that soon gained the attention of 
even the Clan leadership. Chisai pushed his men hard , but they 
soon surpassed every other patrol in the region in the number of 
criminals Lhey ap prehended - they took In more than any two 
other patrols combined , in fact, and their numbers continued to 
increase from the re. Only three years a fter his appoin tment. Chi ­
sai was granted command over the enti re province 's patrols. 

Now, ten yea rs a fter h is gempukku, Chisai has been granted 
permission to enter the Emerald Championship. He has never 
left the Unicorn Provinces before. and if he does not win the con~ 

test. he may never leave aga in . All he de Ires in life Is the chance 
to erase his fa mily's shame (ironically, he did so In the eyes of 
others long ago, but he has Called to realize It). As long a s his 
Champion is pleased wIth him, he needs nothing e lse fro m life. 

Air: 3 Earth: 4 Fire: 3 Water: 4 Void: 4 
Reflexes: 4 Agility: 5 Perception : 5 

Honor: 3.4 Status: 3. 3 Glory: 3.1 

SCllooLlRAN K. Seppun Guardsman 4/Seppun Magistrate 1 
ADVANTAGES: Heartless, Social Position (I mperial Magistrate) 
DI ADVANTAGES: Antisocial (2 points), Phobia (Enclosed 
Spaces, I point) 
KAlA: hrysan theml.lm Petals in Rain. In Hantel's HonOT, Ink­
Ing as Earth 

http:hrysantheml.lm


- - -
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KiLLS: Battle 4, Courtier 3, Defense 4, Etiquette 4, Horseman­
ship 3, Hunting (Tracking) 4, laijutsu 5, Investigation 3, Kenj lltsu 
(Katana) 5, Know the School: Kakita Bushi 3, Kyujutsu 3, Lore: 
Law 5, Meditation 2, Theology (Shintao) 3, War Fan 5 

Seppun Tsuriko was raised with little contact with samura i of the 
Great Clans. Her entire life revolved around Kyuden Seppun and 
certain Imperial-restricted sections of Otosan L1chL She never in­
teracted with other samurai to any rcal extent until some years 
after her gempukku, when she was elevated from her place as a 
guardsman at Kyuden Seppun to a member of the Imperial Mag­
istrates. It was only then that she began to realize the somewhat 
less than flattering accounrs of the institution that she had heard 
growing up might not be completely accurate. 

Her time among the Emerald Magistrates has been difficult for 
Tsuriko. She has struggled to overcome her preconceived notions 
regarding her peers, but thaI has proven extremely difficult given 
that they are annoyingly inconsistent in their characteristics. For 
every samurai she meets that completely defies everything she 
has ever heard , there is another that confirms every single talc 
she's ever been told. Generalizing is not her strong suit, and the 
uncertainty of the entire affai r has caused her ro withdraw from 
interacting with others unless absolu tely necessary. 

The sensei a t the Seppu n dojo believe that Tsurlko is un iquely 
skilled to represent their family at the Emerald Championship. 
She has every qua lity reqUired to sllcceed, a nd even if her per­
sonality is not ideally suited to the task should she be victorious, 
they know that she will rise to the occasl n. She ha never failed 
them before, after all. and they are ce rtain she will not fall them 
now. 

Air: 3 Earth: 4 Fire: 3 Water: 4 Void: 4 
Reflexes: 4 Agility: 5 

Honor: 3.1 Status: 1.8 Glory: 4.4 

\CllooLlRANt<: L1sagi Bushi 5 
ADVANTAGE : Luck (6 points), Strength of the Earth (4 points) 
DISADVANTAGE : Driven (Hunt Bloodspeakers) , Sworn Enemy 
(L1sagi Fumata, 2 points) 
KATA: Reichin's Stance, Striking as Fire 
' ((ILLS: Animal Handling (Falcons) 2, Athletics (Running) 6, 

Balt le 2, Courtier 2, Defense 5, Etiquette 2, Hunting 6, laijutsu 3, 
Invc tigation 4, Jiujutsu 3, Kenjutsu 4, Knives 3, Kyujutsu 4, Lore: 
Kolar I, Lore: Maho-tsukai 5, Spellcraft 2, Stealth (Sneaking) 4 
Usagi Gintoro's upbringing was typical for that of a Hare youth, 
or in deed for a samurai youth of any Clan. At a young age, he 
and his best friend competed for the affection of a young woman. 
It was a friendly rivalry, as both boys had many other prospects, 
a nd when the object of their affection chose Ginoro to be her be­
trothed, his friend smiled and congratulated him, and promptly 
moved on to other conquests. Ginoro was content with the out­
come, and seemed poised on the brink of a prosperous and con­
tent life. Sadly, that was not to be. 

Less than a month before Gintoro's weddi ng, his betrothed dis­
appeared. Her family was mad with grie f. but Gintoro felt only 
outrage. He scoured the Hare Lands in search of her, maiming 

m re thnn n few criminals with his enthu siastic interrogation. 
The inform'ltion led him de p into the Shi nomen Mori, where 
he uncovered a cell of l3Ioodspea ker ' tha t held his love captive . 
He could not save her, but he d id save his friend, who was also 
a enplive. Gintoro sl.lughtcred I1l e Bloodspeakers, bUI could no t 
overcome the idea that his friend had bc tmyed the woman to 
the Bloodspcakers in excha nge fo r his li fe . The disagreement th<1t 
followed was unpleasant. and a lthough no evidence or testimony 
to corroborate Gi ntoro 's suspicions ever surfaced, h Is certainty 
never lVavered. 

The incident in the Shinomen transformed Ginloro int < spec­
ter of revenge. He has scoured the Empi re in senrch of ma hO-1 u ­
kai and Bloodspeake rs. and found many. Hi wra lh is te rrib le to 
behold , and there are some who say lhat cv ral innocenls have 
perished under his blade for crimes they did not c mm it. Regard ­
less , Gintoro is well known for his devo tion to dUly, and fOf his 
dour nature. Noll', years afler Ihe incident, there arc times when 
his normal gregarious nature resurfaces, but they arc not particu ­
larly common as of yet. It is Gillloro's reputation as a hun l r of 
the black arts that has garnered h is invitation to participate in 
this tournament, and the llsagi have high hopes 111m even if he 
cannot emerge victorious , he will sti ll win n:specl fo r Iheir proud 
warrl r tradition. 

TOKU N KEY COM ,'ETITOR 

Air: 3 Earth: 3 Fire: 3 Water: 3 Void: 4 
Willpower: 4 Perception: 3 

Honor: 2.5 Status: 2.1 Glory: 3.2 z 
S ltOOLlltANK: Ronin Duel ist 2rroku Bushi 2 

Advantages: Balance, Chosen by the O racles (Air) . ~Iea r Th inker. 

Luck (3 points), Multiple Schools 

DISADVANTAG ': Ascetic, IdealistiC, Sworn Enemy (Crane) 

KArA: Empire Rests on Its Edge, One Soul 's Triumph, St riking as 

Fire, Striking as Wind 

SKU : Athletics 3, Defense 5 , Games: !'ortunes & Winds 5. 

Hunting 3, laijutsu 5 , Investigation (Search, Notice) 5, Kenj uisu 

(Katana) 5, Knives 5, Know the School: Kakita Bushi 3, Kyujutsu 

3, Lore: History 5, Sleight of Hand (Prestidigitation) 3 , Storytell­

ing (Om lOry) 5 


As the StDry goes, there was once a ronin swordsman accused 

by the Crane of crimes he did not commit. Unafraid, and believ­

ing his innocence would be proven in a trial. the ronin appeared 

before his accusers to plead his case. His gUilt was defined y 

the draw of a blnde, but not before his words cast the seeds of 

doub!. By the law, justice had been served. Few, however, (ound 

honor in it. 


The tale continues with his son Soka i. a man born with noth ­
ing but the sword his father had left ancl lhe slories his mother 
would tell him. Life as a roni n was di ffi cult , but Soka i learned to 
sUfvive and earned the righl to tell tales of his own adven tures. 
His eyes were wide and open 10 the world. and he c u ld take it 
all in as simply as a breath. He also had an extraordinary talent 
for weaving those details into a narrative thai would captlv,lIe 
those who listened. It was for his stories, nol his blade, lhat Toku , 
Daimyo of the Monkey, accepted his fea lty. 



--=-=-= --

Toku Soka i ta kes his time, studying each of his orr nenls. 
Every movement thcy make te lls thcir story. Once he has rC<ld 
his l)ppOnent , it is simple to sec where their tale will lead and 
what his place is within it. He kn ws that he is no t the most cx­
perienced swordsman. Every encounter, however, increases his 
knowledge and skill. bringing him closer to ending what bcgan 
with his father. 

KOUKAI , RONIN 

Air: 4 Earth: 3 Fire: 4 Water: 3 Void: 4 

Agi lity: 5 Strength: 4 

Honor: 1.2 Status: N/A Glory: 4.5 

~CHOOt./RANK: Bayushi Blishi 2IBayushi VlolMer t/Shosuro 
Shino 12 
ADVANTAGES: Ambidextrous, Fleet (4 points), Himds of Srone , 
Quick 
DISADVAN rAGES: Bad Reputation (Pira te) , Cast Out (6 points) , 
Cruel, Forsaken 
KA k Eyes of the Trickster, Sundering Grace , The Ta il 's Reach 
SKILLS: I\ thletics 3, Courtier (Politica l i'danellvcring) 3, Craft: 
Sa il ing 2, Deceit 3, Defense 5, Etiquette 2, iaijutsu 5, Ji ujitsu 
5, KenjuL u (Katana) 5, Kn i es (Tanto) 5, Kyujursu 3. Medic ine 
(I\nlid tes) 3, Ninja Ranged Wea pons 3, Pois n 4, Stea lth (Shad­
owing. _Ilea king) 6 , Underworld 4 

The presence of the ronin called Koukai at the Championship is 
a matter of considerable gossip among those in attendance. His 
name is known to some as a pirate that has plagued the south­
ern coaSI of Rokugan for the past few yea rS . although he hardly 
seems the sort for such th ings to look upon h im. The story that 
most have heard is that he is present by the invita tion of the Miya 
Family after having saved a prominent courtier's life from an iJI­
fated assassination attempt. 

The truth, of course, is far les romantic. 
Soshi Koukai left his home less than a year after his gempuk­

ku, intent on discovering his place in the world via the tradition 
of musha sh ugyo, the warrior pilgrimage. He was discomfited by 
his inabili ty to speak to the kami in the way his family had for 
generations. During his travels, he found a place among the crew 
of a wealthy Yasliki merchant who was little more than a pirate. 

The Scorpion approached Koukai a short time ago and ap­
pealed to his sense of loyalty and duty. It was the Scorpion who 
arranged for Koukai to be invited through the tournament, calling 
in a costly favor with Miya Ryo in order to do so. His instructions 
are to impede the actions of any contestant tha t might pose a 
threat to other Scorpion contestants. He is to do this by whatever 
means necessary, a nd he fully intends to fulfi ll his duty. 

~--~- - ----~ 
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